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Introduction Story: 
No one knows where it came from. Some said a bio-weapon, others said bad crops. People 

were dying and not staying dead. After only a few days, the rumors became a pandemic, with the 
healthy boarded up in their homes listening to CB radios and spotty television announcements for 
signs that the nightmare may end. No one anywhere, in any population, was safe.

Then a rumor began from the underground broadcasters who were hijacking the signals still 
left on the bandwidths. They said the governments were in ruin. All control had been lost. As a last 
ditch attempt, every major city would be nuked to slow down or minimize the ongoing spread of 
this affliction. 

Your momma didn’t raise no fool- it was time to go. There was a place you heard of while talk-
ing about urban myths over cards one night, or maybe you had visited on a vacation- a bunker from 
the Second World War that was left as a relic of days past. Grabbing the new world essentials you 
crashed through throngs of the dying and already dead to reach the bunker. Others, like-minded, 
were already there. As you closed and barred the door a sound louder than anything you had ever 
heard rang in your ears. At the same time the floor buckled under you and you fell to your knees. 
The ceiling cracked and dust rained down, then settled. All was quiet. All was still.

Some time later, you and your fellow survivors are out of food, supplies and patience. You open 
the bunker door to see what remains of the world... 
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Shannon Dearwester, Shawn Hayden, Shawn Hendrix, Shawn T Amundson, Shay Rickman, Sheldon “The Cupcake Kid” Chin, Shinversus, Shooty McGee, Shortchop, Shy Lev-Ari, Sicklestroke, SickSandy+TotallySaneMax, Simon 

& Rachel Waugh, Simon Davis, Simon Ehrlich, Sonneillon, Søren Kongsgaard, Spencer Savage (savdev.com), ST Jacobson, Stefan Trumpf, Stephan H., Stephane Morais, Stephane Poss, Stephen Burgess, Stephen Elliott, 
Stephen Fredo, Stephen Gordon, Stephen Haselschwerdt, Stephen Jacobsen, Stephen Lopaz, Stephen MacDonald, Stephen Poulin, Sterfield, Steve Benton, Steve Moore, Steven Boise, Steven Urgo, Strahinja Acimovic, Stu ‘Smon-

key’ Monk, StuDecay, Sven Swenson, Sven Tscheppainz, Sylvester Ting, T. S. Bahnsen-Bartelt, Taran Williams, TehDrunkBennet, Teletheus, Terran Casey, The Boyers - Maricopa, AZ, The Nikolaidis Family, The Thomas Clan, 
The Ubiquitous, Theodore Barnett, Thomas Carnicer, Thomas E. Logan, Thomas Edgar, Thomas Krømke, Thrafgig, Tibag, Tim & Jamie McFarlane-Buckley, Tim Bandola, Tim Branan, Tim Calver, Tim Healey, Tim Heinlein, Tim 

Kramp, Tim O’Brien, Tim Shaw, Timothée licitri, Timothy “Inntrepid” Myers, Timothy Allen Wolfe, Timothy Baldwin, Timothy M Shiner, TKC, Todd Cowley, Todd D. Peters, Todd Jacobson, Todd Rieger, Tom “Starved Zombie” 
Fenton, Tom Cohen, Tom Hansen, Tom Jones, Tom Lemke, Tom Lynch, Tom Meier, DGS Games, Tomaso Munari, Tony Galaska, Tony Neville, Tony Reynolds, TotalBiscuit, Tracey Parkes, Travis Monson, Travis Wernes, Trent 

Leporati, Trevor Rindler, Trey Morita, Troels Villy Larsen, TWL Kenneth, Tyler Blue, Tyler DeVogel, Tyler Gallant, Urayoan Irizarry, Urutsini, Van Ryder Games, Vincent “digiconda” Arebalo, Vincent Autry, Vincent Tang, 
Vladislav Vekshin, Volker Thiemann, W Michael Love, Wahonez, Wayland He, Wayne Coburn, Wei Jen Seah, Wei-Hua Hsieh, Wes Ware, Wichartbhol Surapolbhichet, Wile1411, Wilfred J. Walker, Will fireatwill Anderson, Will Hens-
ley, Will Sullivan, William Clucus Woods, William E. Karnesky, William J Myers, William Martin, Wolfie, Woodruff, XxRegularJoexX, Yannis A.K.A. “tsondaboy”, Yargo, Yen Ming-Hsiang, Yoki Erdtman, yossarians, Yuyu Fan, Zach 

E.R., Zach Jacobson, Zach Smith, Zach Thompson, Zach Zahos, Zachary Ryan Schwartz, Zaerion, Zeus & Hera Kramer <Squad Commander with Dual MP5’s>  0001 Fabian A. Louton, 
Adam Ward, Aliz “Izzy” Grubel, Andrea “SARGON” Cupido, Andy, Brett LaPrairie, C Matt Pappathan, Dennis Renneberg Andersen, Desiree & Ryan Krebs, DisOrd3r (Christian J), 

Glenn Hansen, Hakinaro, Inica Oz & Ursa Hurston, J.A.Baluci, James Dempski, James Yoho, John DeCocq, John Lang, Justin de Rock, Justin J. Novack, KBo, Kenny Benoit, Kyle R. Woods, 
Mark Krienke, Mark McKellar, Michael Gradin, Mike Norman, Nicholas Swenson, Nick Seal, P.C.B, Randy Warner, Robert Himmelein JR, Roger Eastep, Ronald S. Smith, Sandra Laver, 
Shawn Craig, Shawn Signor, Sir David “Lucky” Coleman, Steven McCreery, The Lunch Box Bandits, The Villainous T, Tiffany S. Bahnsen, Will Urban  <Squad Commander 

with Dual MP5’s Going out Scarface Style> 1* Racing, Adam David Herring, Anthony Gambatese, artemyst, Brian Morin, Chris “Mynnotaur” Beller, Collision Vi-
sion, Dave Helstroom, David ‘TheJaxx’ Wyble, Dean Irving-Kelly, Duane Bumgarner, Edward Fernandez, Erich Huelsemann, Faust1138, Frank W. Haude, GRAAH, Haegemon, Ian Sawlor, 

Imba, Jake Sanchez, James Fields, Jason Lynn Elliott, Jody Kline, John Lloyd, John-Michael Glenn, Juan Pablo Limon Roque, KOefficient, Lutz Ohl, Mario Vandaele, Packers, Paolo 
Fidanque, Pat Hartman, Powerwis, Renata de Oliveira Araujo, Sam McArdle, Savanna and Isabella Hoy, Steven M Finegan, STRiggs, Superman, Team Koka, Thomas Jetmore, Thrasylle, 

William “AkuSaru” Nill, William Staab <Squad Commander with Assault Bacon> AJ Nordstrom, Alanna Clair, Alex Wegener, Anders Lund, André Costa, 
anonymous attorney, Athan J. Kitzke, Brian Beyke, Chia Kangyu, Clayton & Renee McIntyre, Clemens Zeilinger, Creep Colony., Deon Beswick, Douglas Guardino, Fabien LOZACH, Garrett 

J. Archer, GaryP, Gorka, Gregg ‘Spiff ’ Speers, Gregory Frank, Ian Ross, Jason Gifford, Jeff Brown, John “the Fog” Holt, John “We’re Alive!” Ibarzabal, Keven Ruest aka Selgador, 
Kevin Cooper, Kommando, Kyle Frazier, Kyle Wright, Mark Kethlaor, Markus “Beowulf ” Bayer, Matt Lopatka, Michael Hjermstad, Minh Nguyen, O’Riley, PyxisCetus, Pöppelheld Andre, 

Ranger Dave Ross, Richard Valente, RJ White, Ryan Pendant, Sarah-Louise Haude, Sean McDonald, Shannon Wade, Shawn Gierlinger, Steve Donovan, Stuart Matheson, Tim Overkamp, 
TJ Hufnagel, Travis Bradley <Squad Commander Banging on the Bunker Door>  A. ‘Bomfy’ Mills, André Costa, Aksel Palm, Andreas Tillberg, Andy Ross, 

Bart and Bert Gasiewski, Beck, Ben Wolf, Bryan Allen Hickok, carlos madrid, Cory Hodge, Courtney Keay, Craig Chapman, David Elder Freireich, Denise Gower, Don Harvey, Garrett Poole, 
Gilles Kutten, Greg Merwin, Jeff “Darkwind” King, Jeffrey Paul, Jimmy Ledbetter, Joe Schulte, Jonathan Logan, Jonathan Swirsky, JP Lee, Juan de Joya, Justin Ashley Powell, Lanxer 

Drak, Maik Ploigt, Malek Annabi, Mathieu Boisvert, Matt Blackie, Michael ‘’Mic’’ McClure II, Michael Trent, Milwaukee Company of Gamers, Nick Seal, Pete Duchak, Reid Smith, 
Rob “Brainz” Farmer, robby hayes, Rodrigo Guimaraes, Shane Emmons, Shaun Guth, Shifter The Sly, Tom “the Monster” Hoefle, Tyler Shoemaker, Wade Mother Fucking Jones 

<Squad Commander Bitten Outside the Bunker Door>  Allan Sanceau, Andrew “Couch, Ahoy!” Herman, Andrew Rauenzahn, Branden Hoogendoorn, 
Cardician, CD Lent, Chris Eaton, Dave Newell, David Godin, Don “Main Man” Alexander, Dr. Glenn Sutton, Ed Hale, Franklin Crosby, FrostMist, Garrett Heaton, Geoff Thoma 

(Haloeclipse), J T, Jack, Rhys & Sienna, Jason Blain, Jason Vickstrom, Jeffrey Ellak, Joe Sparks, Jonathan Brown, Jonathan Lacson, Josh Flint, Justin Cartwright, Karl Okerholm, Louis 
Perrochon, 

Maik Plogmann (Germany), Marcus Leitzen, Mark Feldman C-68, Matthew McDonald, Michael Morley, Nate Whitmore, Olli Sikstus, Patrick D. Anderson, Paul Fisher, Paul Howie, Phil 
Scopa, Richard Sims, Ryan Frost, Sean “Tinker” McPherson, Sean buelow, Sean Casey, Shanna Norwood, Thorbjørn Nicolaisen, Tim Blankley, Tony Bertoni, Warren “Khel” Carroll, 
Zenophran <Undead Squad Commander> 1247,  Andrew T Roberts , All the King’s Men, Andrew Blake, Anthony Pinke, Anthony Sabatini, Apocalypse, Chad “Saint 

Wes” Johnson, Chad ‘Skrymir’ Hughes, Charlie Moore, Chris Helmstetter, Christian Hundley, Christopher Byer, Dave “Greyhawke” Savoie, David Ton-Li Tsai Jr., DeiVida Watkins, 
Dennis Z|insane McCollum, Ernie Hornak II, Felix “Flax” Le Rouzes, GeneralEcks, HeySteve, Jason Sandlin, Jay David, Joe H., Joe M. Massari, John Adams, Kevin Stoker, Kreig Pinkham, 

Lamont Dyck, Lance Yerelian, Leon, Liam the Great, Mario Baumann, Michael “Staggeron” Malin, Michael F Brown, Michael Goodrich Greene, Paul A. Wilson, PhD, Rick Rambo, 
Roxy “Foxy” Martinez, Seth Gillette, Steve Kenney, Steven Rutherford  <Rotting Squad Commander, Head Chopped Off>  Alex Slater, Andrew, Ben Lake, 

Blake Ipson, Frank, Go Terps, John Carrington, Mark Guidarelli, Michael Kohlhepp, Pankaj “Ghandhi” Gupta, Paul Haswell, ruined world, Sean K King, Terence Bowlby, Todd Cham-
berlain, Zeus and Sky Walker <MP5 on the Lookout Tower> boxozombies.com, Brad Cooper, Bryan/Julie/Sally Wills, Chris and Benjamin Billings, Chris Stephens, Dan 
Bak-Kristensen, Dave Marcus, Digger Family, Engineer Al, Erin James, Evan Rattner, Frank “Solothkar” Würbach, Gareth Thomas, George McGregor, George Vasilakos, Gerald Collins, 
Ian August, J. Bradley Crisman, J. Patrick Walker, James a.k.a. uberman, James W. Keller, John Idlor, John”Deadly-Dosage”Dossa, john(gunstarhero)stirling, Johnnie McDuffee, Justin 

Boomgaard, Kevin Shay, Marc Oberhäuser, Matt Cherwin, Matt Evans, Mike McGrail, Mike Watne, Richard Radcliffe, Rodney Davidson, Sam Tarnauskas, Scott & Brandy Alexander, 
Scottie Cochran, Skarsol, Skippopotamus, Slim Mittens, Spyke & Majack, Steven Bacon, Steven de la marche, The Tower Family, Thomas Hollingshead, TJ Hufnagel, Travis Bradley, 

Veylen the Valiant <The Foreign Legion> CorwinWoody, Doc Rusty Hoyle, Javier Bris, Jerry-Chino, Mark Vabulas, Michael Kroeker, Pat White, Richard F. Bell, Sam Wong, 

Sgt Ty Trippany, Tavener family, The Gort, Tony Baracca  <Male Lead> Chris ‘Rojo Grande’ Nelson, Dan lynch, David Oscar Dahl, Kate Whittier, 
Maxwell Sunohara, Ryan Quinn, Wallace Dale Grimsley III  <Female Lead> Ericka Jo, Joseph Fridericia, 

Kevin L. Stoner, Kimberly Colgan, Lora Shanks, Richard E. Trub, Jr.   <Undead Lead> Shawn Hayden  <Undead Full Lead>  
Markus Berger - The Saint  

<The Cure> Benjamin Bangsberg, Chuck & Rosemary Porfert, Zachary ‘Zpocalypse’ Parkes, Carine (happy 40th 
love Neil x)

  <Custom Operation Z> David & Mary Ellen Kenemer



Components Breakdown
Plastic Zombies:
These plastic figures represent the zombies you will face in Zpocalypse.  Each gray figure represents 
one zombie ( ).  When two gray zombies occupy a single square they form a double zombie.  A 
single green zombie miniature is provided to represent the double zombie and should replace the two 
gray zombies. Gray zombies will always try and double up on a single square forming a double zombie.

Plastic Heroes:
These plastic figures represent the Squad of Survivors 
each player controls.  Players should select the two hero 
miniatures they wish to represent their Squad, and 
place them on the base with their corresponding color. 

Squad board:
Each player receives one Squad Board matching the color of their chosen Survivor miniatures.  
This board is used to keep track of the combined stats of a Squad.  It also outlines the Phases of 
the game for easy reference during play.

Wooden Player Pawns:
Each player receives one wooden pawn in their matching color.  These wooden pawns are used 
on the Victory Point Tracker to keep track of each player’s score during the course of the game.

Map Tiles: 
The map tiles all link together in various ways to form the game board.  Each square on a 
tile is considered a space.  There may not be more than one Squad on any given square.  At 
most, one double zombie may occupy a given square.  Zombies and Squads cannot occupy 
the same square.

Victory Point Tracker: 
Players will keep track of how many Victory Points ( )  they gain throughout the game.  You 
gain Victory Points by killing zombies, building fortifications, and accomplishing your Daily Goal 
at the end of the day.  

Dice:
The game comes with 2 types of dice: Blue and Red.  Red    is used for attacking and blue  
is used for ammo checks.  The   symbol represents the number of dice to roll.  Thus, if asked to roll  

   , you would roll three red dice. The  is the 6 on the  die.

}} Component List

1 Survival Manual (This Book)
12 Dice (4 Blue, 8 Red)
27 Large-size Cards Consisting Of:

21 Goal Cards
   6 Scenario Cards

135 Poker-Size Cards Consisting Of:
32 Armory Cards
20 Food Cards
20 Item Cards
16 Scavenge Cards
12 Something’s Happening Cards
35 Survivor Cards

20 Plastic Dial Connectors (5 Per Squad board)
30 Plastic Zombies:
10 Male Green Zombies
10 Female Green Zombies
  5 Male Gray Zombies
  5 Female Gray Zombies
1 Plastic German Shepherd
8 Plastic Heroes
4 Plastic Stands (Red, Green, Blue, Yellow)

5 Sheets Of Punch Board Consisting Of:
  8 Death Tokens
  2 Double Wall Tokens
  2 Double Sandbag Tokens
10 Gate Tokens
  2 Lookout Tower Tokens
20 Map Tiles
25 Radioactive / Biohazard Tokens
10 Sandbag Tokens
16 Search Tokens
  6 Trap Tokens
10 Wall Tokens

4 Sheets Of Punch Board Consisting Of:
  4 Player Squad Boards 
  4 Firearm Dials
  4 Health Dials
  4 Melee Dials
  4 Movement Dials
  4 Smarts Dials

4 Wooden Player Pawns (Red, Green, Blue, Yellow)
1 Victory Point Tracker
1 Bunker

Armory Cards:    
These cards represent useful equipment players find dur-
ing game play.  This deck contains armor, accessories and 
both firearm and melee weapons. 

Food Cards:  
These cards represent the food you find during the game.  
Food is required to keep your Survivors fit to handle the 
onslaught of zombies.  There are 2 types of Food Cards: 
normal food    and radioactive food  (which re-
duces your Hit Points by 1 when eaten).

Item Cards:                   
These cards represent the different items you find in 
the world of Zpocalypse.  For simplicity, they are broken 
down into 3 classes of cards. You have Scrap  used 
for building fortifications, First Aid  for healing,  and 
Ammo  for your firearms.

Survivor Cards:   
These cards represent the Survivors players use to form 
Squads.  Each Survivor has a back story, special ability, 
and stats which define the character. Stats are com-
prised of Hit Points ,  Armor ,  Smarts , Move-
ment , Firearms Skill , Melee skill .

Scavenge Cards: 
These cards represent the locations in which you Scav-
enge during the first Phase of the game.  Each location has 
a Smarts  skill check, which if passed, will likely gain 
you more loot.

Something’s Happening Cards: 
These cards represent a special event which happens 
as Night falls.  Spoiler: the event is never good.  Each card 
displays the number of zombies attacking you and how fast 
they move each Night, as well as detailing additional com-
plications your Squad may face.

Daily Goals & Scenario Cards: 
Each player receives an optional Daily Goal card. If they com-
plete the goal, they may earn Victory Points , or even a 
special perk.

The Scenario Deck defines the type of game you are go-
ing to be playing.  Are you going head to head to see who is 
the best Survivor or cooperating just trying to survive the on-
slaught of zombies? 

The choice is yours.

Death Tokens:   
Death Tokens are used when a player dies.  All the cards 
belonging to their current Squad are placed in a pile with a 
matching color Death Token on top.  The second Death Token is 
placed on the square in which they perished. 
Note: Anyone can pick up the dropped belongings by spending 
one action if they are standing on the square. 

Defensive Tokens:  
These tokens are bought and placed during Phase 
2.  They help slow down or even prevent the move-
ment of zombies during the Combat Phase.

Search Tokens:  
These tokens are used during the Combat Phase.  They are used 
when Survivors are searching the map for items.  The number on 
the token represents how much Smarts  you need in order to 
continue searching.  However, some of the tokens have zombies 
on them so watch out or you’ll be placing zombies on the board 
instead of gaining loot!

Rad and Bio Tokens:  
Radiation tokens can be used during the game to denote when a Survivor eats radio-
active food.  Biohazard tokens are printed on the other side of the token; they may be 
used in future expansions and can be used for player-created scenarios.

Bunker:
The Bunker is where you hid during the bombing of the city.  It is the 
starting place for all Squads during the Combat Phase.  It is important 
to protect the Bunker so the Survivors inside do not get eaten!  

Note:  Remember that the Bunker is treated as 1 square.  During 
the Combat Phase treat it as though every zombie  and Survivor 

 inside the bunker are adjacent.

}}Credits:
Game Design: Jeff Gracia
Additional Design and Development: Zachary Parkes, Ricky Casdorph, Julie Hurston, Theresa Gracia
Story Content: Julie Hurston,  Jeff Gracia
Editing and Proofreading: Julie Hurston, David Tiertant, Ted Klesaris, and Our Kickstarter Backers
Game Illustration: Ricky Casdorph
Graphics Design: Zachary Parkes and Ricky Casdorph
3d Sculptors: Ryan Lesser, Jed Wahl, Matthew Gilpin 
Production: Zachary Parkes, Jeff & Theresa Gracia, and David Tiertant
Publisher: Greenbrier Games LLP
Video Tutorials: Produced by Todd Goodman voiced by Julie Hurston
German Localization: Oliver Gampe
Play Testers:  Lee, Ryan, Andy, Andrew, Nick, Bryan, Eric, Doug, John. Geoff, Greg, Todd, Abbey, Mitch, Ericka, Ted, 
Chris and many more. HUGE thanks to all!

Visit us on the web:
www.greenbriergames.com 
Zpocalypse is a trademark of Greenbrier Games LLP © 2012 Greenbrier Games LLP.  All Rights Re-
served. No part of this product may be reproduced or distributed without the publisher’s consent. 
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Start of Game: 
Place 2  and 2

Feed and FOrtify:
Recruit  in Bunker for 2

Combat:
Bunker is treated as 1 square:

No attacking into or out of the bunker.

BUNKER



Setup Diagram:}} Glossary

Zombies:   
This hand represents a  
zombie. Therefore, 3  
means 3 zombies. Eek! 

Success:  
A success is determined by a 
die roll. Unless stated other-
wise, a success is always a roll 
of 5 or  on a die. 

Smarts Check: 
Roll a number of dice equal to 
your  and try for a success.  
For example:  “Quick Contest:

 “  If your Squad has 2  
you roll  hoping to get a 
5 or  to pass the test.

LOS: (line of sight) 
Unobstructed view from the 
center of the Squad’s square 
to the center of a zombie’s 
square.  Squads, zombies, 
walls, red lines and    block 
LOS.

Discard Piles:  
Once a card (Food, Items, 
Something’s Happening, and 
Scavenge) has been used it 
must be discarded in the ap-
propriate pile face up, unless 
otherwise stated on the card. 
When a complete deck has 
been exhausted the discard 
pile must be shuffled and 
placed face down as a new 

deck to draw from. 

Radiation:  
Any Squad who starts their turn 
on or moves through a square 
with will lose 1  .

Bio-Hazard:   
Any Squad who starts their turn on or 
moves through a square with will 
lose 1  .

Search locations:   
These are locations where Squads can 
search during the Combat Phase to gain 
additional loot.

No Access:    
Movement is not allowed through a No 
Access square. If it is located between 
squares, Squads may not pass through 
it.  blocks LOS.  

Bunker Entrance: 
 

These arrows indicate the Bunker is ad-
jacent to this square.  You can spend 1 
move  to move between  the Bunker 
and this square.

Lookout:  
A safe shooting platform. See Combat 
rules for more detail. 

Yield:  
Any Squad must end their movement 
action if moving onto a square with a 
Yield symbol. Zombies may move freely 
through Yield squares except for player 
built fortifications   (example on page 
15.) 

Fire:   
This is used in a future expansion.  For 
now, ignore any 
instances of these 
symbols. Mwahaha-

hahaha!

}}

1. Shuffled stack of Tiles
2. Survivor Cards
3. Armory Cards
4. Food Cards
5. Item Cards
6. Something’s Happening Cards
7. Scavenge Cards
8. Zombie Miniatures
9. Daily Goal Cards
10. Scenario Cards
11. Victory Point Tracker
12. Dice and Tokens
13. Bunker gets 2  and 2 
14. Starting Base
15. Main Game Scenario Card

Setup game according to Scenario Card.

16. Player’s Setup
Player’s Setup Area - “Main Scenario”: 

Each player starts with the following cards drawn 
from the decks: 1 Goal Card, 2 Surviv Cards  , 2 
Food Cards  , 

1 Item Card ,  and 2 Armory Cards ,  both 
of which must be either a “Melee” or “Firearm” type 
weapon.  A Squad’s miniature and pawn are match-
ing colors.  Blue’s Squad miniature  goes in the 
Bunker and their player pawn on the Victory 
Point Tracker. Depending on the scenario your start-
ing cards may be different.The game should be set 
up on a large flat surface, to accommodate an ever-
growing board.  Choose a starting base as described 

on the next page.  Draw a Scenario Card and use the 
guidelines listed to distribute cards from the ap-
propriate decks in the proper amounts (or make up 
your own, if you want a personalized game setup). 
Remember to randomly place two Survivor Cards and 
two Armory Cards under the Bunker, as noted under 
the lucky number 13 above. Remembering these 
may save your bacon later!

17. Player’s Miniature
18. Player’s Pawn
19. Player’s Squad Board
20. Player’s Starting Cards

Tiles:
}}Base Tile Setup: 
Choose your starting Base Tile Set. Base Tiles are denoted 

by the colored border (yellow, purple, blue, and green) around 
the walls. Each Base has 1 tile which leads into the Bunker.    

 
The 4 Base Tiles of each matching color always 

need to be placed together. 

}}Side 1:       
1. Hotel Lobby    

The Hotel Lobby is recommended for first time players                            
2. Super Market	     

}}Side 2:        
3. Restaurant 	                                     
4. Park

The Park should be played only by veteran zombie slayers!
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Start of Game: 
Place 2  and 2

Feed and FOrtify:
Recruit  in Bunker for 2

Combat:
Bunker is treated as 1 square:

No attacking into or out of the bunker.

BUNKER

Players choose 2 actions per turn:

Zombies move then attack:

•  move towards the Bunker unless a is within 4 squares LOS.
•  adjacent to a player will attack:      

1. Defense Roll: Player rolls one  for each . (see rulebook pg 20)
2. Roll one die  for each  who made it past your Defense Roll. 

• Double ’s roll:   Night 1:     Night 2-4:  
3. Take damage equal to dice total minus your Squad’s .   

• ATTACK:  Unarmed;  kill on a . 
• HEAL: Gain 6  by spending 1 .
• SEARCH a by rolling your .
     Gain one card for each 5 or . 
     If successful place .

• MOVE: As far as your slowest .
• (Free) TRADE with adjacent .
     You may not trade  or .
• (Free) Reload by spending a .
• (Free) Use  Special Ability.

Phase 4 continues until all 
Zombies are killed

1)   Draw and read a Something’s Happening Card.
2)  Place 1 tile for each player as close as possible
       to the Bunker entrance.
3)  Place the number of  for the current
       Night on each new tile.

• The person with the least  Victory Points  
             is the fi rst player for the Day. 
• Draw your Daily Goal Card.
• Draw Scavenge Card to get Survivors and gear. 
• Any new  are turned sideways to show they 

are inactive until you feed them.

You may trade ( ) with other players during this Phase.
Do not exceed your hand limit of 4 cards per .

1) Feed & Squad board maintenance: 
• Each  requires a . Those not fed are placed in the Bunker.
• Recalculate  stats.  ( and never go down.)

2) Fortify: Each Survivor can only work on one task per Day. 
structure:   # of Survivors     Scrap Cost:    Points Earned: 

Sandbags:          1           1        
Trap:          2      2  
Wall:            1                      1     2  
Gate:             1                      2    3    
Lookout:          3                      3    6  

You may not build on squares or tiles with .
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Game Summary:
The game is played over a series of Days. Each Day consists of the follow-

ing phases: Scavenge, Feed & Fortify, Something’s Happening and Combat. 
You may play through as many Days as you like (although we recommend 
playing 2 Days), or until each Squad has been killed off.  The game is de-
signed to become increasingly difficult as each Day passes. The game has 
rules to play up to 4 Days, but a game that lasts 4 Days can take 2 or more 
hours, even for experienced players.

Objective: It’s not about Living or Dying, it’s how 
much Ass you Kick. 
Zpocalypse can be played in many 
different ways.  The game comes 
with 6 Scenario Cards from which 
you may choose.  The Scenario Card 
describes the Story, Setup and Objec-
tive. At the end of the set number of  
pre-determined Days, whoever has 
the most Victory Points is declared 
the Winner!  Note: Rules may differ in 
each scenario. The rules outlined in this rule book are for the “Main Scenario.”

}}Game Phases:
See detailed steps on Squad Board and following rule book pages.

Phase 1: Scavenge
At first light, your Squad cau-
tiously ventures out into the 
wasteland to gather supplies.  
During this Phase each player 
draws a Scavenge Card and a 
Daily Goal Card.  Players will add new tiles and zombies to the table.

Phase 2: Feed & Fortify
About mid-afternoon you make it back 
to the Bunker.  Being quite hungry your 
Squad sits down for a meal. Only those 
fed will be strong enough to endure 
the zombie onslaught soon to come.  
However, the Day is fading fast, so you’d better build a few fortifications to 
help hold back the zombies.

Phase 3: Something’s Happening
Night is coming fast... too fast.  For some 
reason, the zombies are more ferocious at 
night.  The Something’s Happening Card 
affects all players, and adds additional 
tiles and zombies to the table.

Phase 4: Combat
Night has come, and the moans are 
growing louder as the zombies ap-
proach your location.  It is as though 
they smell fresh meat.  During this 
Phase each Squad gets two actions 
and then the zombies get theirs.  This 
sequence repeats itself until  all Squads or all zombies are dead.

The Day is over once you have completed all four Phases.  If you have 
achieved your Daily Goal, then you receive the reward from the Goal, Chal-
lenge or both.  Every Day you get a new Daily Goal card and turn in the old 
one. If the group has chosen to play the next Day, you repeat the above Phas-
es again, noting the increased difficulty in Combat! (See page 14)  actions 
and then the zombies get theirs.  This sequence repeats itself until all Squads 
or all zombies are dead.

Players choose 2 actions per turn:

Zombies move then attack:

•  move towards the Bunker unless a is within 4 squares LOS.
•  adjacent to a player will attack:      

1. Defense Roll: Player rolls one  for each . (see rulebook pg 20)
2. Roll one die  for each  who made it past your Defense Roll. 

• Double ’s roll:   Night 1:     Night 2-4:  
3. Take damage equal to dice total minus your Squad’s .   

• ATTACK:  Unarmed;  kill on a . 
• HEAL: Gain 6  by spending 1 .
• SEARCH a by rolling your .
     Gain one card for each 5 or . 
     If successful place .

• MOVE: As far as your slowest .
• (Free) TRADE with adjacent .
     You may not trade  or .
• (Free) Reload by spending a .
• (Free) Use  Special Ability.

Phase 4 continues until all 
Zombies are killed

1)   Draw and read a Something’s Happening Card.
2)  Place 1 tile for each player as close as possible
       to the Bunker entrance.
3)  Place the number of  for the current
       Night on each new tile.

• The person with the least  Victory Points  
             is the fi rst player for the Day. 
• Draw your Daily Goal Card.
• Draw Scavenge Card to get Survivors and gear. 
• Any new  are turned sideways to show they 

are inactive until you feed them.

You may trade ( ) with other players during this Phase.
Do not exceed your hand limit of 4 cards per .

1) Feed & Squad board maintenance: 
• Each  requires a . Those not fed are placed in the Bunker.
• Recalculate  stats.  ( and never go down.)

2) Fortify: Each Survivor can only work on one task per Day. 
structure:   # of Survivors     Scrap Cost:    Points Earned: 

Sandbags:          1           1        
Trap:          2      2  
Wall:            1                      1     2  
Gate:             1                      2    3    
Lookout:          3                      3    6  

You may not build on squares or tiles with .
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}} Objective: 
1.	 Select one Scenario Card.

Are you playing a full co-op, 
the Quick Play Scenario, or just try-
ing to survive?  Either way, you get 
to slay zombies, survive attacks, 
obtain Victory Points, and do it all 
with style! 

Phase 1: Scavenge  
1.	 Draw 1 Scavenge Card
2.	 Draw 1 Daily Goal Card
3.	 Place Tiles with Zombies

Phase 2: Feed & Fortify 
1.	 Feed Survivors
2.	 Fortify your Base

Phase 3: Something’s  
Happening
1.	 Draw a Something’s 
2.	 Happening Card
3.	 Place Tiles with Zombies

Phase 4: Combat
1.	 Attack zombies
2.	 Move your Squad
3.	 Search for supplies on the map 

tiles
4.	 Heal yourself or others
5.	 Zombies move & attack

}}

}} Quick Play Scenario:  
Day Zero Scenario Only! 
Quick Play Scenario applies to the Day Zero Scenario included in Zpoca-

lypse.  This is a cooperative scenario where all players must work together 
to find the Bunker.  It provides a shortened game play experience for those 
looking for some quick and dirty combat.  It is 

recommended that you play though the Zpocalypse “Main Scenario” at 
least once before trying the other scenarios.

The Quick Play Scenario is a Combat Phase only game!  All previous 
Phases are skipped.  The map is expanded in a different manner than the 
“Main Scenario”.  You start with just one tile and on each player’s turn their 
Squad may walk off the board and place a new tile.

Setup: Remove one Bunker Entrance Tile from the game, and shuffle 
the other Bunker Entrance Tile in the bottom half of the tile stack.  Have all 

players start on a Road Tile.  Follow the instructions on the Scenario Card 
for starting Survivors and weapons.  On a player’s turn they may spend 
one action to walk off the map and draw a new tile.  Zombies have 3 
Movement  and move towards the closest Squad, even without LOS.  
When a new tile is placed, roll a  to determine how many zombies 
spawn on that tile. When the Bunker Entrance Tile is drawn, place an 
additional   roll of zombies on that tile. 

Example:  As shown to the right the Red player spends one action 

to move  off the Road Tile.  He then draws and connects a new tile.  

He must stop on either 2a or 2b.  He then rolls a  getting a (2), 
thus placing that many zombies on any    where possible, 
ending his first action.  He may then spend his second action however 
he chooses. 

Squad Boards

The Squad Board represents your team of up to 4 Survivors . Each 
player starts with a Squad of two random  drawn from the Survivor Deck. 
Additional  will come into play as you begin Scavenging. If you have more 
than 4 , you may choose who to keep in your Squad and who will sit on 
the bench. Place the ones that you don’t choose into the Bunker face down as 
shown in the Game Components page.  The Bunker houses a common pool of 

 for every player.  Players can choose to recruit one  in the Bunker for 
2 . 

}}  Hit Points:  
Add the total from each  card during the first part of Feed & Fortify. Each 
point of damage you take from zombies or eating radioactive food  will be 
subtracted from this wheel.  When it reaches zero your whole Squad is dead.  
See “Death” pg. 21.

}}  Armor:  
Your Squad’s total armor rating shows how much damage you deflect when 
being attacked. This is a direct reduction. See “Combat” pg. 15.

}}  Smarts:  
This is a combination of book learning and street smarts. Used when Scaveng-
ing and in rolls when searching for Items on the board. 

Note: Smarts capability is always equal to that of your smartest Squad member.

}}  Movement:  
The number of squares your Squad can move per movement action.  

Note: Movement capability is always equal to that of your slowest 
Squad member.

}}Carry Limit: 
Each Survivor’s  carry limit is 4 of any combination of the following types:  

,  ,   . 
Be aware that each Survivor can only use 1 weapon at a time!

}}Squad Board:
The Squad Board keeps track of 

your Survivors’ stats. 

Hit Points:   
The total measure of your 
Squad’s health. Dial down for 
taking damage and eating ir-

radiated food.

Armor:   
Your Squad’s collective armor 

rating. 

Firearm skill:   
How effective your Squad 
is at shooting.  

*This skill never decreases.

 Melee skill:   
How experienced your Squad is 
at bashing, slicing and dicing.  

*This skill never decreases.

Smarts skill:   
How talented your Squad is at 
Scavenging and other Smarts 
checks.  Your score is the same 

as your smartest Survivor.

Movement:   
How many squares your Squad 
can move per action. You can 
only move as quickly as your 
slowest Survivor .
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Draw Tile and place 
with zombies.

Explore Example



Survivor Cards And Daily Goal Cards

}}Example Survivor Card:

Victory Points:  
Every card in the game has a Victory Point associated with it.  Hold on to 
the cards with more points; they are tallied up at the end  of the game.  

You also earn Victory points when building fortifications, complet-
ing Daily Goals and killing zombies.  Remember every 5th increment on 
the Victory Point Tracker provides Skill Points! Each zombie killed gains 
you 1 . 

Special Ability:
Each Survivor card has a special ability which can be used only ONCE 
PER DAY, unless the card states otherwise.  Combat abilities apply to 
both of the Squad’s actions during their turn. More than one ability can 
be used on the same turn, but beware using them all up and needing 
them later!

Skills: /
Most  start with Skill Points in Firearm Weapons , Melee Weapons 

 or both. Each proficiency raises your overall Squad level in that weapon 
category. Your skill level, once “learned by the Squad” (leveled up), never goes 
back down. These skills are tracked on your Squad Board. Higher Skill Level 
bonuses ( 5  10 ) are described on Armory  card weapons.

Skill Points: 
As soon as you reach (  increments) on the Victory Point Tracker you 
are awarded the Skill Points indicated on the Scenario Card matching the 
respective color level.  You must spend those Skill Points immediately.  
Skill Points are used to increase  / .  For example, if you gained 2 Skill 
Points you may spend both in one skill or 1 in each  / .  Firearm and 
Melee skills are the only skills which may be upgraded, unless otherwise 
specified in the Scenario.

}}Example Daily Goal Card: 
At the start of each Day every player is dealt a Daily Goal Card.  The card con-
tains a personal objective that each player may try to complete by the end of 
the Day.  At the end of a Day, turn in your Goal Card to gain your reward if you 
managed to complete the goal.

The left side of the card provides a bit of story as well as your goal for the 
Day. It is optional to complete the goal but who doesn’t like some extra   
or even a special reward?

The right side of the card is your challenge. The challenge is completely 
optional, so there’s no need to fret if you can’t complete it. However, the re-
wards are often worth the effort.  

Are you tough enough to complete both the goal and challenge?

#127

 Survivor
 Ralphie trained for 
the apocalypse as 
a kid with his Red 
Ryder BB Gun, a 
compass in the stock, 
and “this thing that 
tells time.” He is 
known for his frequent use 
of the F-dash-dash-dash word.

You’ll Shoot Your Eye Out: When using 
fi rearms add  dice to your 

attack. If you roll a pair of ones, your 
shot has ricocheted, lose 4 . 

Use once per Day. 

 Ralphie Parker 

 7  1  2  5 

    

 2 

}}Survivors:   
They are your people, your 
gang, your Squad. Get to know 
them; they will help you kill 
the undead. The more Survi-
vors in your Squad, the better 
your odds of surviving.

Skills:  /  
Vital Skills your Squad learns.
These Skills NEVER decrease.

Special Ability:
Each Survivor has a special 
ability.  They can only be used 
once per Day unless otherwise 
stated on the card. Choose 
carefully when you activate 
this ability.

Daily Goals:
You start each Day with one 
Daily Goal Card. Try and com-
plete its Goal and/or Challenge 
to get Victory Points  or 
special perks.

Important Terms:
Day: All 4 phases.
Phase: 1 complete phase.
Round: All player and zombie 
turns completed once.
Turn: 2 Actions a player takes.
Action: The choice a Squad 
makes (attack, move, heal, 
search, trade, etc.) 

Getting your Game face on:

Each player collects their starting gear and resources as stated in “Setup Dia-
gram.”  Decide which side of the tiles to play, and with which Base Tile Set you 
want to begin.  It is recommended that you have someone read the introduc-
tion story aloud; preferably someone who is classically trained. Okay, maybe just 
literate. When the zombie apocalypse comes, the actors will be among the first 
to be eaten!

Above is a setup example of the Blue  player.  When she first 
gets her cards it is recommended that she waits to set  up the Squad Board 
with her stats until after the Scavenge Phase.  However, in the example 
below, we have done so to illustrate how each of the stats adds up.

1. Daily Goal Card:  Good place to place it (or keep it secret) 

2. Weapon Skills
She sets the following stats to their sum total:  1 , 3 , 17 , 2 .  
Smarts is set to the smartest Survivor in your Squad which is Julie with 3

. Movement is set to the slowest of the group which is currently The-
resa with 5 . 

Note: The only Squad Board dials that do not go down are the 
and weapons skills. This reflects the Survivors training each other. 
The collective knowledge of how to fight stays the same or increases. 
Once learned, no Survivor will ever forget them!  The other stats change 
throughout the Day and may go up or down.

3. Carry Limit: 
Remember each Survivor’s  carry limit is 4 cards of any of the following 
type:  ,  , !  Be aware that each Survivor can only use 1 weapon 
at a time unless the duel wield ablity has been unlocked!  

If you ever gain a card during the Combat Phase and exceed your carry 
limit, you must drop the extra card(s) immediately.  Place a Death Token 

 matching your color on the card(s), and leave the second token on 
the square where you dropped the extra gear. 

The first Squad to get to your Death Token on the board can loot your 
gear. Picking up the loot costs 1 action. The Death Token stays on the 
board until all your possessions are taken or the Combat Phase ends.  If 
your gear is still left out on the map when the Combat Phase ends, it is 
removed from the game.

4. Starting Weapons:
The 2  cards dealt at the beginning of the game must be melee or firearm 
weapons. Keep drawing until you get 2 weapons, then reshuffle the unused 
cards back into the deck.

}}Squad Board Layout:

The colored skulls in the upper 
corners indicate which player 
you are.

Place the Daily Goal card 
on top of the center image, face 
down! Do you want everyone 
knowing your business? 

Your Survivor cards go 
to the left or right of the Squad 
Board.

Place weapons and resources 
underneath Survivors to 
indicate who is holding what.

Newly acquired Survivors are 
turned sideways until they can 
be fed back at the Bunker.  You 
may only have 4 Survivors 
in your Squad at any give time.  
The extra  is discarded into 
the Bunker.

Each Survivor can carry
4 Items total. It can be any 
combination of   ,    or      

 .  Just remember: you can 
only use 1 weapon at a time. 
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#033

 Food 

#047

 Radioactive Food 2x 

Players choose 2 actions per turn:

Zombies move then attack:

•  move towards the Bunker unless a is within 4 squares LOS.
•  adjacent to a player will attack:      

1. Defense Roll: Player rolls one  for each . (see rulebook pg 20)
2. Roll one die  for each  who made it past your Defense Roll. 

• Double ’s roll:   Night 1:     Night 2-4:  
3. Take damage equal to dice total minus your Squad’s .   

• ATTACK:  Unarmed;  kill on a . 
• HEAL: Gain 6  by spending 1 .
• SEARCH a by rolling your .
     Gain one card for each 5 or . 
     If successful place .

• MOVE: As far as your slowest .
• (Free) TRADE with adjacent .
     You may not trade  or .
• (Free) Reload by spending a .
• (Free) Use  Special Ability.

Phase 4 continues until all 
Zombies are killed

1)   Draw and read a Something’s Happening Card.
2)  Place 1 tile for each player as close as possible
       to the Bunker entrance.
3)  Place the number of  for the current
       Night on each new tile.

• The person with the least  Victory Points  
             is the fi rst player for the Day. 
• Draw your Daily Goal Card.
• Draw Scavenge Card to get Survivors and gear. 
• Any new  are turned sideways to show they 

are inactive until you feed them.

You may trade ( ) with other players during this Phase.
Do not exceed your hand limit of 4 cards per .

1) Feed & Squad board maintenance: 
• Each  requires a . Those not fed are placed in the Bunker.
• Recalculate  stats.  ( and never go down.)

2) Fortify: Each Survivor can only work on one task per Day. 
structure:   # of Survivors     Scrap Cost:    Points Earned: 

Sandbags:          1           1        
Trap:          2      2  
Wall:            1                      1     2  
Gate:             1                      2    3    
Lookout:          3                      3    6  

You may not build on squares or tiles with .
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#142

Crosshairs

Your Squad thinks they would love 

to slaughter from afar. It’s not 

cowardly, it’s strategic. Have you 

ever called a sniper cowardly? They 

read lips, you know.

Goal: Make all kills from two or more 

squares away. 

Goal Reward: Well sweet peas, did 

you have a nice, relaxing killing 

spree? That’s so nice. Next time 

bring back ice cream. Gain 4 .

Challenge: It’s not like that axe is 

going to do you any good, and we 

already know how you feel about 

the jackhammer. Use only firearm 

weapons during the Combat Phase. 

 

Challenge Reward: Take one firearm 

weapon from the player with the 

most weapons. When there is a tie 

you get to choose.

#142

Crosshairs

Your Squad thinks they would love 
to slaughter from afar. It’s not 
cowardly, it’s strategic. Have you 
ever called a sniper cowardly? They 
read lips, you know.

Goal: Make all kills from two or more 
squares away. 

Goal Reward: Well sweet peas, did 
you have a nice, relaxing killing 
spree? That’s so nice. Next time 
bring back ice cream. Gain 4 .

Challenge: It’s not like that axe is 
going to do you any good, and we 
already know how you feel about 
the jackhammer. Use only firearm 
weapons during the Combat Phase. 
 

Challenge Reward: Take one firearm 
weapon from the player with the 
most weapons. When there is a tie 
you get to choose.
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Phase 1: Scavenge
Scavenging is an important aspect of the Zpocalypse. It represents 

your daily chance to find resources, as well as Survivors to add to your 
Squad. 

Determine Player Order for the Day:  On the first Day everyone 
starts at 0 .  Therefore, since everyone is tied, roll a  to see who 
goes first.  High roll wins.

Draw a Daily Goal: Each person is dealt a Daily Goal Card.  See page 
8 for details about Daily Goal Cards.

Scavenge Card: Each player will draw a Scavenge Card in turn order 
as described on the left.  After reading the narrative, the player rolls the 
number of dice equal to their Squad’s , which is always the same 
as the  of the Squad’s smartest Survivor . If your  is a 0, roll a 
1   (see dumb bunny clause, left).  If a player rolls at least one 5 or 

, they get a better haul of supplies. You’ll notice that the Scavenge 
Card shows 4 symbols.  They represent the decks you draw from:  , 

,  and the number of zombies who followed you back to the 
Bunker.  You will place the on a randomly drawn tile as described on 
the next page. 

Note:  To speed up game play experienced players can all 
do their scavenge phase at the same time. Scavenge cards 
may be discarded after use.

Any new Survivors  you may acquire from the Scavenge 
Card are placed sideways in front of you. 

You may not use any of their stats or special abilities until 
they have been fed in the next Phase.

Notice one Survivor still doesn’t have a weapon.  Blue should trade for one 
or find a Search Location  with a  during the Combat Phase.  Searching 
is an action.

}}Special Scavenge cards:
Special cards sometimes require you to make 2  checks.  One for the 
special event, and the second to see what supplies you get.
Event:  Don’t fail or something bad could happen. 
Skills: Read closely; you could be gaining some extra skills!
Night Owl: Place your miniature on your drawn Scavenge Tile.  Dur-
ing the Feed & Fortify Phase you may not build any fortifications nor 
trade.  However you must feed your Survivors!  Discard those not fed to 
the bottom of the survivor deck.

}}Scavenge Card Example: 
Event:  Blue must first attempt to pass the event by rolling her   and getting at least 

one 5 or . She rolls    = (3,1,5) passing; good thing, or else 3 extra zombies  

would have followed her back. 

Scavenging check:   She rolls the dice again rolling (5,5, ) .  Thus, she collects 1 , 2

, 2 ,1 ,  and place 4  on the 

tile. If Blue didn’t roll a single success, then 

she would have only gained 1 , 1  

and 5  would be placed on her tile!

Scavenge Phase Example

}}Placing Tiles: 
Each player will draw and place a new tile connecting it to the existing 
map.  Zombies  listed on the player’s Scavenge Card are placed on 
the drawn tile.  You may place  on any square without a .  These 
zombies remain on the tile waiting for Combat to begin. When plac-
ing tiles, if a player chooses to place the tile as close as possible to the 
Bunker Entrance, they gain 1 Victory Point . If you draw a tile from a 
Base Tile Set, it must be connected to the other three tiles with the same 
colored glow along their walls.

1. Blue’s Scavenge Card & Tile 

Blue passed the   check, she places a tile with 4   on it.  

Blue’s Tile Connected: Gains 1  bonus for placing it as close as pos-
sible to the Bunker Entrance.
2. Yellow’s Scavenge Card and  Tile

Yellow Passed the   check, she get’s 1 , 2 ,1 , 1  and 3  
placed on her tile.

3. Green’s Scavenge Card and Tile

Green: FAILED:  He gets  1 , 2  and 5  placed on his tile. 
We recommend placing zombies on, or adjacent to any   .  This 

distributes the   for smoother game play.

4. Red’s Scavenge Card and Tile

Red:   Passed:  He gets  1 , 1 , 2 , 2  and 4  placed on his tile.

5. Bunker Entrance.
6. The other 3 players could have gained 1 by placing their tiles here.
7. Note:  This is part of a Base Tile Set.
You must connect any future Base Tiles with the same color glow (purple.)  
When you do you will gain 1  regardless of the new tile being adjacent to 
a bunker.

}}2-3 player games

2-3 player games mean fewer tiles and less zombies placed.  The 
game scales accordingly, as this also means fewer players to kill the 
zombies!

}}Night 3:  
If it is your third Day playing the game you pick up all the tiles / forti-

fication tokens and choose a new Base Tile Set on the 
opposite side of the tiles.  Re-shuffle all the tiles to 
create at new draw stack.  This represents the fact you 
have exhausted the surrounding area of supplies and 
need to move on and explore a new area, rebuilding 
the board from scratch.

}}Phase 1: Scavenge 
6.	 The Squad with the least Vic-

tory Points  goes first, or the 
highest roller if tied. Turn order 
proceeds clockwise around the 
table.

7.	 Each player draws a Daily Goal 
Card.

8.	 The first player draws a Scav-
enge Card and reads the descrip-
tion aloud.

9.	 Roll   to determine            suc-
cess or failure. 

10.	Draw the cards indicated by      
the Scavenge Card. 

11.	Place a new tile on the board.
12.	Place the specified number of 

 on the tile on any square 
without a  . 

13.	Repeat Steps 3-7 for each player 
in turn order before moving on 
to Phase 2.

The Dumb Bunny Clause:
Do you have some absolute mo-
rons on your Squad? Is your   a 
0? We’re banking that you must 
have some luck since you’re still 
alive. You may roll 1  for Scav-
enge only.

For Quicker Scavenging:
Have one player draw cards while 
another draws tiles and places 
zombies.  You know, to get to 
the fighting faster. The number 
of zombies found indicates how 
many noticed you scavenging 
and followed you back.

Placing Tiles:
Place tiles where you want but 
you get 1  if it’s as close as 
possible to the Bunker 
Entrance. You really want 
those extra  at the 
beginning to level up. 

Each game should have a dif-
ferent tile layout, grown or-
ganically by the players. Like 
carrots, only less healthy and 
more wasteland-ey.

Tiles may connect to the main 
board in nearly any order. 

For better cohesion, it’s 
recommended to try to match 
tile borders with each other 
for a more appealing layout. 
You may NEVER trap zombies 
with any tile objects.  Zombies 
MUST be able to move 
towards the Bunker 
Entrance(s) or players.

 Squares denote areas 
blocked by rubble or some 
other barricade, preventing 
movement on it or through it. 
Zombies may not be placed on 
this icon.
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#077Success
Fail

*Roll your  ability; success on 5 or  .

 Cemetery 

You have been triple dog dared - the only kind 

you can never back out of. You have to retrieve 

the welcome sign from the cemetery. You are 

getting liquored up when you hear shots in 

the distance. It sounds like it’s coming from the 

cemetery so you get your game face on!

When you arrive, you hear someone screaming 

”I kick ass for the Lord!” while doing just that to 

the zombies. Turns out this unexpected “care-

taker” has been doing a great job keeping the 

dead in the ground, and has a nice setup in the 

gravedigger’s shack, well-stocked with supplies.  

    

 1 
 1 

 2 
 2 

 5 
 4 

 2 
    

 You rescue 1 .

#081

Success

Fail

*Roll your  ability; success on 5 or  .

 Supermarket You think about checking out a town north 
of the city. It’s in a tucked-away valley off  the 

beaten path, maybe it has been missed by the 
looters and deaders. The outskirts of the city 

are toxic, but it’s worth the trip as you fi nd 
yourself in front of a supermarket. It’s boarded 

up tight, but when you get closer you fi nd a 
wayward shopper! The frightened cart pusher 

didn’t even know that the dead were alive... 
just that the fog was eating people.  

    

 2 
 3     

 1 
 5 

 4 
 2 
    

 You rescue 1 .

#083Success
Fail

*Roll your  ability; success on 5 or  .

 The Candy Store! 

Aw, yeah! The candy store! You wonder if your 

favorite sweets are still there. Tooth decay is 

really low on your spectrum of worries these 

days. Plus, what is going to last longer than 

processed sugar? Besides the cockroaches? 

When you arrive, you fi nd a small band of 

the living, lying around with sugar highs and 

stomach aches. You pick out some of your 

favorite sweets and then convince one of the 

survivors to come with you.  

    

 2 
 2 

    
 1 

 5 
 3 

 1 
    

 You rescue 1 .

#078

Success

Fail
*Roll your  ability; success on 5 or  .

 Hospital 
You enter the radioactive wasteland in search of 
a hospital. Sure enough, you fi nd the remains 
of one. The undead mill around in almost every 
room, and fl ying under the radar is painstak-
ingly diffi  cult. You persevere in search of much-
needed supplies. Passing by a room, you notice 
a patient still lying in one of the beds. Closer 
inspection shows the patient is still breathing! 
Once woken up, it’s no surprise that they’re 
confused but ready to come with you. 
Pass a  check with a success on a 5 or . 
Pass:  to remain unseen. 
Fail: 3 extra  will follow you back.  

 Event 

    
 2 

    
 1 

 5 
 4  2 

 1 

 You rescue 1 .

#043

 Radioactive Food 

#057

 Scrap 

#026

you ever get knocked 
to the ground and 
zombies go 
after your brains! 

 Accessory 
 The brain bucket 
is your standard 
military issue 
combat helmet. This 
certainly will help if 

 Brain Bucket 

1

#001

Upgradeable: Spend a maximum of 1  to 
grant +1  bonus attack die. Place the  
under the weapon to show it’s upgraded.” 

 Melee 
 Your standard 
wooden baseball bat. 
It’s great for knocking 
zombies out of 
the park! 

Untrained:   Kill on a 5 or . 

5  :   Kill on 5 or . Upgradeable 

10 :   Kill on 4, 5, or . 

 1 

 Baseball Bat 

#116

 Survivor
 Julie was a Professor. 
“Blunt” or maybe 
“pushy” are words 
that... do not come 
close to describing 
her approach. She 
loved to make the 
poor little coeds cry. Killing the undead will 
do for now. With all the fi eld testing and lack 
of research, someone needs to write a book 
about the fi ndings - you know, for posterity.

Teacher: Gain 1 extra skill point to 
spend when you level up. 

Use once per Day. 

 Julie Hunter 

 9  1  3  6 

    

 2 

#033

 Food 

#048

 Radioactive Food 2x 

#024

 

Counter-Attack: When you successfully make 
a defense roll against attacking zombies, one 
zombie is automatically killed, gaining 1  .

 Firearm 
A s hotgun is 
intended for use 
in harsh and dirty 
conditions. Its only 
drawback is 
its range. 

Untrained:   Kill on a 5 or . 

5  :   Kill on 5 or . Counter-Attack 

10 :   Kill on 4, 5, or . 

 3 

 Shotgun 

#134

 Survivor
 Theresa was 
every child’s favorite 
preschool teacher. 
While she wishes she 
was still teaching the 
ABC’s, she is doing 
her best to keep 
everyone safe. She’s trying to stay strong, for 
herself as well as for the group’s morale. 

Inspire others: Gives an extra  dice 
for attacking to any Squad standing adjacent 

to you, including yourself. 
Use once per Day. 

 Theresa Jones 

 8  1  2  5 

 1 

 1 
Players choose 2 actions per turn:

Zombies move then attack:

•  move towards the Bunker unless a is within 4 squares LOS.
•  adjacent to a player will attack:      

1. Defense Roll: Player rolls one  for each . (see rulebook pg 20)
2. Roll one die  for each  who made it past your Defense Roll. 

• Double ’s roll:   Night 1:     Night 2-4:  
3. Take damage equal to dice total minus your Squad’s .   

• ATTACK:  Unarmed;  kill on a . 
• HEAL: Gain 6  by spending 1 .
• SEARCH a by rolling your .
     Gain one card for each 5 or . 
     If successful place .

• MOVE: As far as your slowest .
• (Free) TRADE with adjacent .
     You may not trade  or .
• (Free) Reload by spending a .
• (Free) Use  Special Ability.

Phase 4 continues until all 
Zombies are killed

1)   Draw and read a Something’s Happening Card.
2)  Place 1 tile for each player as close as possible
       to the Bunker entrance.
3)  Place the number of  for the current
       Night on each new tile.

• The person with the least  Victory Points  
             is the fi rst player for the Day. 
• Draw your Daily Goal Card.
• Draw Scavenge Card to get Survivors and gear. 
• Any new  are turned sideways to show they 

are inactive until you feed them.

You may trade ( ) with other players during this Phase.
Do not exceed your hand limit of 4 cards per .

1) Feed & Squad board maintenance: 
• Each  requires a . Those not fed are placed in the Bunker.
• Recalculate  stats.  ( and never go down.)

2) Fortify: Each Survivor can only work on one task per Day. 
structure:   # of Survivors     Scrap Cost:    Points Earned: 

Sandbags:          1           1        
Trap:          2      2  
Wall:            1                      1     2  
Gate:             1                      2    3    
Lookout:          3                      3    6  

You may not build on squares or tiles with .
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#142

Crosshairs

Your Squad thinks they would love 

to slaughter from afar. It’s not 

cowardly, it’s strategic. Have you 

ever called a sniper cowardly? They 

read lips, you know.

Goal: Make all kills from two or more 

squares away. 

Goal Reward: Well sweet peas, did 

you have a nice, relaxing killing 

spree? That’s so nice. Next time 

bring back ice cream. Gain 4 .

Challenge: It’s not like that axe is 

going to do you any good, and we 

already know how you feel about 

the jackhammer. Use only firearm 

weapons during the Combat Phase. 

 

Challenge Reward: Take one firearm 

weapon from the player with the 

most weapons. When there is a tie 

you get to choose.

#066

 Ammo 

#057

 Scrap 

#033

 Food 

#120

 Survivor
 Lattaver was an 
average video store 
clerk. However on 
quiet nights he read 
zom

bie survival books 
and watched every 
zom

bie m
ovie ever 

m
ade. W

hen everything started falling to pieces 
he was transform

ed, like the phoenix, to the 
m

ost prepared m
an on Earth. He even had a 

bag of supplies ready for that day. His support 
proves invaluable to any group. 
Reign of Fire: Firearm

s now succeed with 2 less 
on each 

. For exam
ple, a 3 would now pass 

for a 5. Use once per Day. 

 Lattaver Jones 

 6 
 1 

 3 
 6      2 

Brain Bucket adds 1   
to your Squad’s total.

Players choose 2 actions per turn:

Zombies move then attack:

•  move towards the Bunker unless a is within 4 squares LOS.
•  adjacent to a player will attack:      

1. Defense Roll: Player rolls one  for each . (see rulebook pg 20)
2. Roll one die  for each  who made it past your Defense Roll. 

• Double ’s roll:   Night 1:     Night 2-4:  
3. Take damage equal to dice total minus your Squad’s .   

• ATTACK:  Unarmed;  kill on a . 
• HEAL: Gain 6  by spending 1 .
• SEARCH a by rolling your .
     Gain one card for each 5 or . 
     If successful place .

• MOVE: As far as your slowest .
• (Free) TRADE with adjacent .
     You may not trade  or .
• (Free) Reload by spending a .
• (Free) Use  Special Ability.

Phase 4 continues until all 
Zombies are killed

1)   Draw and read a Something’s Happening Card.
2)  Place 1 tile for each player as close as possible
       to the Bunker entrance.
3)  Place the number of  for the current
       Night on each new tile.

• The person with the least  Victory Points  
             is the fi rst player for the Day. 
• Draw your Daily Goal Card.
• Draw Scavenge Card to get Survivors and gear. 
• Any new  are turned sideways to show they 

are inactive until you feed them.

You may trade ( ) with other players during this Phase.
Do not exceed your hand limit of 4 cards per .

1) Feed & Squad board maintenance: 
• Each  requires a . Those not fed are placed in the Bunker.
• Recalculate  stats.  ( and never go down.)

2) Fortify: Each Survivor can only work on one task per Day. 
structure:   # of Survivors     Scrap Cost:    Points Earned: 

Sandbags:          1           1        
Trap:          2      2  
Wall:            1                      1     2  
Gate:             1                      2    3    
Lookout:          3                      3    6  

You may not build on squares or tiles with .
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Fortify 
In Zpocalypse you will face an ever-increasing number of zombies 
. You need to defend your Base to survive. Use your collected Scrap 
 and Survivors  to build as many fortifications as possible.  Each 

fortification you build adds to your total Victory Points .  When plac-
ing fortifications, think about defending your Bunker and Base, and 
consider how restricting zombie movement will help when the rolls 
get more vicious on Night 2. However, let’s face it: this will only buy 
you extra time… they  will eventually batter down your walls, smash 
your gates, and invade your Bunker! Fortifications are NOT permanent 
structures. The undead will be coming for you and any Survivors you left 
behind in the Bunker, so use these fortifications wisely.

  Unlike yields  on the board, this stops  and 
.  When a  or   steps over a sandbag its ends. The  

 cannot attack during its next turn! A   may attack if 
it’s their second action.   and  can attack over a sand-
bag. Sandbags must be placed on the edge of a square. 

2  can blindly fall into a trap and be killed. No one gains 
any  for  killed this way.  Flip the trap tile when 1   
is trapped.  When 2  have stepped on the trap, remove 
the trap from the board.

  When a double   reaches a wall placed by a player, 
it is blocked for 1 round of Combat.  However on the next 
round remove the wall from the board as the  breaks it 
down.  On the third round, the   can continue to move.   cannot 
move through walls. A single   does not have the power to push over 
a wall. It tries for 1 round, then looks for another way in. Walls must be 
placed on the edge of a square.

  Acts the same as regular walls with the exception 
that  can freely move through them.  may NOT at-
tack through gates. Gates must be placed on the edge of 
a square.

Provides a perch to use a firearm where nothing blocks LOS.  You 
may only use melee weapons which have a range of 2 
such as the Gumball Machine, all others cannot be used. 
When you’re on a lookout, you cannot be attacked by .

 However when 4  (single or double) are adjacent 
to a lookout, the lookout behaves like a wall. On the next 
turn it turns into rubble. Anyone on the lookout takes 1 

  die of direct damage, ignoring  from the collapse and lose their 
next turn (both actions).  At a cost of 1 action you may jump down 
from a lookout into an adjacent empty square.

1. Blue:   With 3  and 2  builds a gate and 2 sandbags for 5 

.  Blue now has a total of 6  gaining 1 Skill Point at 5 to spend on 
 .

2. Red:  With 3  and 2  builds a 2x wall and a sandbag for 5 .  
He also gains 1 Skill Point to spend on  .

3. Green: Had problems feeding all his Survivors; with only 1  he 
can only build a sandbag for 1 .

4. Yellow:  With 3  and 0   builds a trap and a sandbag gaining 
3 .

5. Blue’s Build Tokens:  With 3  and 2  builds a gate and 2 sand-
bags for 5 . She focuses primarily on defending the Bunker. 

6. This is what the  Tracker looks like after all the building.

Phase 2: Feed & Fortify
Now is the time to feed your Survivors, trade with other players, and fortify 
your Base against the coming zombie horde.  This Phase may be played in turn 
order as defined in the Scavenge Phase.  To speed up the game, everyone may 
Feed & Fortify at the same time. You may freely trade any equipment but, do 
not exceed your carry limit.  
You cannot trade  with other players; however you can recruit the hungry 

 from the Bunker for 2 .

}}Feeding Survivors:
Each Day you must feed all of your active Survivors  as well as those 
just recruited from Scavenging.  1   for each , which can be made 
up of  or  cards.  Some cards have  on them and the “Just 
What I Needed” Cards can be used for food as well.  For every  you 
eat, you lose 1 .  You may use a    to feed 2 ; if you only 
fed 1  the card is still discarded.  If you don’t have enough  to feed 
your Squad, it’s perfectly OK to trade or beg for  from the other play-
ers.  Any  not provided food can’t be used during the Combat Phase 
and must remain in the Bunker due to lack of strength.  In the rare case 
when you cannot feed any of your ,  choose 1   to keep in your 
Squad and lose 2  due to lack of food.  You must show the other play-
ers you have no food.  

As mentioned, you may trade with other players.  Are you a team 
player, sharing food, or out only for yourself? Negotiations may be 
simple or complex. By the end of the phase you must not exceed your 
Squad’s Carry Limit (see page 9). Let’s say you have a large cache of 

food, but no ammo for your firearms.  You could trade food for ammo 
with another player or give them away if you like; they’re your supplies! 

•	 Blue:   Has more than enough food to feed her 3 :  3  and 2 .  She 
feeds everyone, discarding 3 , so 3 are subtracted below.  

•	 Red:  Is short 1 food with 3  , so he trades a firearm weapon which Blue really 
wants for a  .   

•	 Green: For this example Green only has 1  and can only keep 1 .   Green 
chooses which 2  of his 3  he’s going to leave starving in the Bunker.   
 These Survivors are now up for grabs for anyone who’s willing to pay 2  each 
to activate them.

•	 Yellow:  Has 4 , so she discards 3 , subtracts 3 and feeds her 3 .  
Despite Green’s plea, she does not give up the extra .

}}Squad Board/Card Maintenance :
First restore any lost  from the previous Day because your Squad has 
healed overnight.  Tally all your stats as shown on page 7.  Hit Points are 
adjusted by subtracting any  lost from .   New  gained will add 
their knowledge of their firearm or melee weapons skills to the 
respective dial total.

 You must discard any extra supplies you cannot carry.  Re-
member you can only have a maximum of 4  in your Squad.

Hand Limit:  You may only hold 4 cards per  as described on page 
9.  Any additional cards must be given to other players or  placed face up next 
to the Bunker.  Any player standing in the Bunker during the Combat Phase 
may pick up the face up pile for one action and choose which cards to take.

Blue’s setup would look like this below.  Her  would be set to 20  (6 + 9 + 8 - 3 
from the ).  Her   Skill would go up 2 points due to the addition of Lattaver.  She 
also adds +1  for a total of 4 .

1. If you would like a nice reminder that a  has eaten a  place 
a  Radiation Token on the Survivor as shown below.

Players choose 2 actions per turn:

Zombies move then attack:

•  move towards the Bunker unless a is within 4 squares LOS.
•  adjacent to a player will attack:      

1. Defense Roll: Player rolls one  for each . (see rulebook pg 20)
2. Roll one die  for each  who made it past your Defense Roll. 

• Double ’s roll:   Night 1:     Night 2-4:  
3. Take damage equal to dice total minus your Squad’s .   

• ATTACK:  Unarmed;  kill on a . 
• HEAL: Gain 6  by spending 1 .
• SEARCH a by rolling your .
     Gain one card for each 5 or . 
     If successful place .

• MOVE: As far as your slowest .
• (Free) TRADE with adjacent .
     You may not trade  or .
• (Free) Reload by spending a .
• (Free) Use  Special Ability.

Phase 4 continues until all 
Zombies are killed

1)   Draw and read a Something’s Happening Card.
2)  Place 1 tile for each player as close as possible
       to the Bunker entrance.
3)  Place the number of  for the current
       Night on each new tile.

• The person with the least  Victory Points  
             is the fi rst player for the Day. 
• Draw your Daily Goal Card.
• Draw Scavenge Card to get Survivors and gear. 
• Any new  are turned sideways to show they 

are inactive until you feed them.

You may trade ( ) with other players during this Phase.
Do not exceed your hand limit of 4 cards per .

1) Feed & Squad board maintenance: 
• Each  requires a . Those not fed are placed in the Bunker.
• Recalculate  stats.  ( and never go down.)

2) Fortify: Each Survivor can only work on one task per Day. 
structure:   # of Survivors     Scrap Cost:    Points Earned: 

Sandbags:          1           1        
Trap:          2      2  
Wall:            1                      1     2  
Gate:             1                      2    3    
Lookout:          3                      3    6  

You may not build on squares or tiles with .
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Players choose 2 actions per turn:

Zombies move then attack:

•  move towards the Bunker unless a is within 4 squares LOS.
•  adjacent to a player will attack:      

1. Defense Roll: Player rolls one  for each . (see rulebook pg 20)
2. Roll one die  for each  who made it past your Defense Roll. 

• Double ’s roll:   Night 1:     Night 2-4:  
3. Take damage equal to dice total minus your Squad’s .   

• ATTACK:  Unarmed;  kill on a . 
• HEAL: Gain 6  by spending 1 .
• SEARCH a by rolling your .
     Gain one card for each 5 or . 
     If successful place .

• MOVE: As far as your slowest .
• (Free) TRADE with adjacent .
     You may not trade  or .
• (Free) Reload by spending a .
• (Free) Use  Special Ability.

Phase 4 continues until all 
Zombies are killed

1)   Draw and read a Something’s Happening Card.
2)  Place 1 tile for each player as close as possible
       to the Bunker entrance.
3)  Place the number of  for the current
       Night on each new tile.

• The person with the least  Victory Points  
             is the fi rst player for the Day. 
• Draw your Daily Goal Card.
• Draw Scavenge Card to get Survivors and gear. 
• Any new  are turned sideways to show they 

are inactive until you feed them.

You may trade ( ) with other players during this Phase.
Do not exceed your hand limit of 4 cards per .

1) Feed & Squad board maintenance: 
• Each  requires a . Those not fed are placed in the Bunker.
• Recalculate  stats.  ( and never go down.)

2) Fortify: Each Survivor can only work on one task per Day. 
structure:   # of Survivors     Scrap Cost:    Points Earned: 

Sandbags:          1           1        
Trap:          2      2  
Wall:            1                      1     2  
Gate:             1                      2    3    
Lookout:          3                      3    6  

You may not build on squares or tiles with .
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}}Phase 2: Feeding

Each Survivor must be fed 1 
radioactive food  or food  
in order to remain in 
your Squad. Consumed food 
must be discarded to the Food 
Discard Pile.

Unfed Survivors  are too 
weak and collapse in the Bun-
ker. Any other player may take 
an unfed Survivor from the 
Bunker, as long as they feed 
them 2 . Like puppies and 
kittens.

Only active (fed)  may be 
used to build fortifications. 

Resting in The Bunker
The Bunker acts as a communi-
ty pool for the weak and unfed.  
During the Feed & Fortify Phase 
you can spend 2  to look at 
all the  cards in the Bunker, 
selecting one for your Squad.  

Two  Cards are placed in the 
Bunker at the start of the game 
in case of player death (pg. 21).

Sandbags

Barbed

Wire Trap

Wall

Gate

Lookout

}}Phase 2B: Fortify

Each player denotes how many 
active  they control and  
they will use to build fortifica-
tions. Imagine yourself with a 
whip. It’s okay, we don’t judge. 

You may build as many forti-
fications as you have  and 

 to allocate.  We think it’s 
great that you’re defending 
your turf. Good for you, having 
self preservation skills and not 
wanting to die!

Discard used  after building 
fortifications. 

Place the fortifications you’ve 
built anywhere on any tile 
that doesn’t contain . If you 
want to get all strategic, place 
it where they will be funneled 
for easier fighting, or slowed 
down from entering the Bun-
ker. If you want to piss the 
other players off, put it in the 
middle of nowhere.

Remember to move your  col-
ored pawns up on the Victory 
Point Tracker for the number of  

 you earned building your 
fortifications. Nice Job!
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Players choose 2 actions per turn:

Zombies move then attack:

•  move towards the Bunker unless a is within 4 squares LOS.
•  adjacent to a player will attack:      

1. Defense Roll: Player rolls one  for each . (see rulebook pg 20)
2. Roll one die  for each  who made it past your Defense Roll. 

• Double ’s roll:   Night 1:     Night 2-4:  
3. Take damage equal to dice total minus your Squad’s .   

• ATTACK:  Unarmed;  kill on a . 
• HEAL: Gain 6  by spending 1 .
• SEARCH a by rolling your .
     Gain one card for each 5 or . 
     If successful place .

• MOVE: As far as your slowest .
• (Free) TRADE with adjacent .
     You may not trade  or .
• (Free) Reload by spending a .
• (Free) Use  Special Ability.

Phase 4 continues until all 
Zombies are killed

1)   Draw and read a Something’s Happening Card.
2)  Place 1 tile for each player as close as possible
       to the Bunker entrance.
3)  Place the number of  for the current
       Night on each new tile.

• The person with the least  Victory Points  
             is the fi rst player for the Day. 
• Draw your Daily Goal Card.
• Draw Scavenge Card to get Survivors and gear. 
• Any new  are turned sideways to show they 

are inactive until you feed them.

You may trade ( ) with other players during this Phase.
Do not exceed your hand limit of 4 cards per .

1) Feed & Squad board maintenance: 
• Each  requires a . Those not fed are placed in the Bunker.
• Recalculate  stats.  ( and never go down.)

2) Fortify: Each Survivor can only work on one task per Day. 
structure:   # of Survivors     Scrap Cost:    Points Earned: 

Sandbags:          1           1        
Trap:          2      2  
Wall:            1                      1     2  
Gate:             1                      2    3    
Lookout:          3                      3    6  

You may not build on squares or tiles with .
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#142

Crosshairs

Your Squad thinks they would love 

to slaughter from afar. It’s not 

cowardly, it’s strategic. Have you 

ever called a sniper cowardly? They 

read lips, you know.

Goal: Make all kills from two or more 

squares away. 

Goal Reward: Well sweet peas, did 

you have a nice, relaxing killing 

spree? That’s so nice. Next time 

bring back ice cream. Gain 4 .

Challenge: It’s not like that axe is 

going to do you any good, and we 

already know how you feel about 

the jackhammer. Use only firearm 

weapons during the Combat Phase. 

 

Challenge Reward: Take one firearm 

weapon from the player with the 

most weapons. When there is a tie 

you get to choose.

#059

 Scrap 

#001

Upgradeable: Spend a maximum of 1  to 
grant +1  bonus attack die. Place the  
under the weapon to show it’s upgraded.” 

 Melee 
 Your standard 
wooden baseball bat. 
It’s great for knocking 
zombies out of 
the park! 

Untrained:   Kill on a 5 or . 

5  :   Kill on 5 or . Upgradeable 

10 :   Kill on 4, 5, or . 

 1 

 Baseball Bat 

#116

 Survivor
 Julie was a Professor. 
“Blunt” or maybe 
“pushy” are words 
that... do not come 
close to describing 
her approach. She 
loved to make the 
poor little coeds cry. Killing the undead will 
do for now. With all the fi eld testing and lack 
of research, someone needs to write a book 
about the fi ndings - you know, for posterity.

Teacher: Gain 1 extra skill point to 
spend when you level up. 

Use once per Day. 

 Julie Hunter 

 9  1  3  6 

    

 2 

#034

 Food 

#026

you ever get knocked 
to the ground and 
zombies go 
after your brains! 

 Accessory 
 The brain bucket 
is your standard 
military issue 
combat helmet. This 
certainly will help if 

 Brain Bucket 

1

#024

 

Counter-Attack: When you successfully make 
a defense roll against attacking zombies, one 
zombie is automatically killed, gaining 1  .

 Firearm 
A s hotgun is 
intended for use 
in harsh and dirty 
conditions. Its only 
drawback is 
its range. 

Untrained:   Kill on a 5 or . 

5  :   Kill on 5 or . Counter-Attack 

10 :   Kill on 4, 5, or . 

 3 

 Shotgun 

#134

 Survivor
 Theresa was 
every child’s favorite 
preschool teacher. 
While she wishes she 
was still teaching the 
ABC’s, she is doing 
her best to keep 
everyone safe. She’s trying to stay strong, for 
herself as well as for the group’s morale. 

Inspire others: Gives an extra  dice 
for attacking to any Squad standing adjacent 

to you, including yourself. 
Use once per Day. 

 Theresa Jones 

 8  1  2  5 
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 Survivor
 Lattaver was an 
average video store 
clerk. However on 
quiet nights he read 
zombie survival books 
and watched every 
zombie movie ever 
made. When everything started falling to pieces 
he was transformed, like the phoenix, to the 
most prepared man on Earth. He even had a 
bag of supplies ready for that day. His support 
proves invaluable to any group. 
Reign of Fire: Firearms now succeed with 2 less 
on each . For example, a 3 would now pass 

for a 5. Use once per Day. 

 Lattaver Jones 
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The Something’s Happening cards tell a story of what happens on your 
particular game Day. This story may end tragically or heroically for the 
Squads. It also states how many  spawn on each of the tiles placed at 
this time, and how many squares they can move per round. Some Nights 
are darker than others, and on these Nights the  move faster.  Deal out 
1 tile per player then place the number of  listed on the Something’s 
Happening Card on each new tile.

The game is set up so that every Day you play becomes more difficult than 
the last. One way this is accomplished is by increasing the number of   which 
spawn each Day. Each Something’s Happening card has Nights 1-4 listed at the 
bottom. Night 1 has fewer   while Night 4 has the most.  Double   on 
Night 2 attack with  (ouch!).  On Night 3, your defense roll success is 
reduced to  only, and zombies move and attack first each round. Finally, on 
Night 4, you get no Defensive Roll!

}}Something’s Happening Card: 
1. How many squares  move:

2. Number of    which spawn on each tile placed:

3. Night 1 tile placement
•	 4 tiles are placed, with 4   on each tile. 

Phase 4: Combat
“If you have a gun, shoot ‘em in the head. “  Combat ends when all the 
Zombies   have been killed or all Squads have been killed.
Every Combat Phase starts with each Squad in the Bunker.  Each player 
takes a turn consisting of 2 actions starting with the first player.  When 
all players have gone, it’s time for all the  to move and attack.  It is 
your duty to protect the  in the Bunker.  On Days 3 and 4 the  
move first, so watch out!

All movement is calculated based on the number of squares a Squad 
can travel.   Diagonal movement is allowed for both  and Squads.  
Squads and  may not occupy the same square.  Single  become 
double  when moving into the same square.  A Squad may pass 
through a square occupied by another Squad, however they may not 
pass through a square  occupied by a . 

}}Player Actions

•        Attacking: (see Your Zombie Slaying Party, Page 17.)
•        Movement: is determined by the   with the lowest .
•        Heal: 6  points of damage spending a First Aid  card.
•        Searching:  On your turn, you can choose to search a  square if 

you are standing on it. Roll your : for each success (5 or a )  draw 
1 card from the deck that matches the symbol (    ) inside the  

.  Now draw a  Search Token (they should all be face down).  
Place the token on the Search Location with the number side facing 
up.  The number on the token drawn is between 1-3 and red or white. 
White numbers represent the minimum number of  you need in 
order to search again.  For example, if you draw a   but your   is 
2, you are not clever enough to find anything else. When a location is 
successfully searched a second time, flip the token to the  side to 
show the location is exhausted. If you draw a red number  place 
that number of  adjacent to you then flip the token to show the 
location is exhausted.

•        Special Abilities: All combat related  special abilities apply to 
both your actions. 

•        (Free) Trade: Can be done with any Squad adjacent to you.  Only  
and  can be exchanged. You may NOT trade  or  during 
Phase 4.

•        (Free) Reload: Can be done anytime.  Discard one  card when you 
reload.  If you don’t have any  for a gun, turn the firearm sidewise.

No weapon?  No problem!
Roll a melee attack  for each unarmed Survivor.  A success is only on 
a !  Look, it’s better than nothing!

Search Example:  If Blue is standing on the square shown to the 
right, for her first action she can search by rolling 3   (she has  3 ).  
She rolls (3,5, ) on the dice thus drawing two Armory Cards  .  Then 

she draws and places the following Search Token:  (white number).  If 
she had drawn a Zombie Token:  (red number) she would place four 

 (number shown on the token) adjacent to her Squad. On her next 
action, she can still search thanks to her 3  rolling (5,5, ) a perfect 
roll.  She gains three  and flips the Search Token to the exhausted 
side . 

If a firearm is out of  it’s useless  (turn it sideways).

}}Movement Obstacles:
There are a few special movement restrictions to keep in mind.  When a 
Squad moves into a  square, they must end their action there, even if they 
had more  to spend.  On their next turn or action the Squad can move off 
the  with no penalty.  A  must stop when it moves onto a player-
placed sandbag; otherwise it ignores all    on the tiles.  Neither a Squad 
nor a  can move through or onto squares with  .

}}Tunnels: 
Within the Bunker is an entrance to the sewer system which runs 
under the city and comes out in various locations.  It costs 1  to 
move through a tunnel; in order to use the tunnel network, there 

must be a tunnel entrance on the board. This works going to and from the 
Bunker.  may not use tunnels unless otherwise stated.

1. A player must end their move-
ment due to  .  The  is on 
the line, so they must end their 
movement in the  square after 
the .

2. The   walks through  .   
will always ignore a  on the 
map tiles.

3. The  climbs over Sandbag  . Its movement ends and it cannot 
attack.  will only yield to player built fortifications!

Phase 3: Something’s Happening

#089

Night1 Night2 Night3 Night4

 The MOANS! 
 The sun has just gone down. You can hear 
the moans of the dead getting louder as they 
approach. It doesn’t sound good. Are you 
ready for the onslaught? Some of the Squads 
think about hiding in the Bunker, but others 
contest that won’t work. You must stand 
your ground and hold down the fort! Being a 
nervous eater you scarf down your rations for 
the next day while waiting. 

 Lose 1 / . 
If you don’t have either, lose one . 

 3  4  5  6 
 4  6  7  9 
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}}Phase 3:  
Something’s Happening

Read the card aloud. Make it 
sound spooky. Sound effects 
are encouraged.

Place one tile per player as 
close as possible to the Bunker 
entrance gaining no .

Add the number of zombies 
indicated for which Night you 
are on for EACH new tile. Yeah, 
not just on one of the tiles, and 
not divided among the tiles. 
It’s a Zpocalypse, not a picnic.

Night 1:  
Walk in the park.
Time to slay some zombies.

Night 2:  
They keep coming!
Add an extra  to each dou-
ble  attack roll.

Night 3:  
Low on Ammo!
Zombies move and attack first!
Squad defensive roll successes 
are reduced to  (normally 
5 or ). Three Nights of no 
sleep is tough.

Night 4:  
Nightmare!
Zombies move and attack first!
Squads get no Defensive Rolls.  
Welcome to the Zpocalypse!

}}Phase 4: Combat
Fight until all zombies or Survivors 
are dead! We just want destruction 
and blood. Woo!

Always start the Combat 
Phase with your squads on the 
Bunker Tile. Remember the 
Bunker is considered 
one square.

Player Actions:
Choose 2 actions per turn:
1.	 Attack (Firearm / Melee)
2.	 Move
3.	 Heal
4.	 Search
5.	 Use special ability

Free Actions:
Trade  and   with 
adjacent squads. 

Reload
Just imagine this action 

sequence: the guy throws the 
ammo clip to the girl in the 
tower. In one fluid movement, 
she reloads the gun, then 
brings it up to aim right in the 
slavering maw of a zombie. 
BOOM! Headshot.

Movement:
It costs 1 to move from the 
Bunker to the board. 

It costs 1 to move from 
the Bunker to a tunnel entrance 
on the board (if present).

3

1

2

4

•	 Zombie tiles are AL-
WAYS placed closest to 
the Bunker Entrance.  
Zombies can be placed 
wherever the players 
choose on the tiles except 
on a  square. 

4. Only exception to placement 
rule, if you draw a matching 
Base Tile set they should match 
up.  Notice the ‘glow’ around the 
walls of the tiles that match.  
If this was a player placed tile 
during the Scavenge Phase 
they would gain 1  for being 
placed as close as possible to a 
Bunker Entrance. 
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Armory Cards:
Most of the information you need to know about a weapon is listed 

right on its card, such as how many dice you roll, and it’s range. Combat 
is resolved by rolling the number of  shown on the card (matching 
your weapon level: Untrained, 5 , or 10) and trying to get a 5 or a  
(unless the card states otherwise). For each success you roll, you kill a 
single  and gain 1 Victory Point . Pretty simple, huh? We thought it 
needed to be, seeing as you’re going to be facing nearly endless legions 
of .

Single vs. Double Zombie miniatures: Killing a single   re-
quires a single success.  With 1 success against a double  , just remove 
the double miniature and place a single in its place.  Note: When  
fall in a trap, no one gains , but that’s still fewer  for 
you to deal with! When  move, single  can move together to 
create double . Create double  whenever possible. 

Special Weapon Traits: Each weapon card may have a weapon 
trait: *Trait.  On your turn, you can choose which special ability to use 
but only if you meet the prerequisite level of the ability. For each ac-
tion, you may only choose one. So, if 2 of your 4 weapons both have 
Knockdown, you can use Knockdown for those 2 weapons.  The other 2 
weapons do not benefit from the special ability.  We recommend rolling 
the weapons separately when using Special Weapon Traits.  

*Knockdown:  You physically knock over a single , instead of 
killing them.  Knockdowns occur when you just miss killing a zombie, by 
rolling 1 face value less then your skill requires on a .  When knocked 
down, position the miniature on its side.  Any player may then spend 
1 action to automatically curb stomp its face for the kill.  On the next 
zombie turn, if left alive it gets back up. It cannot move, but may attack 
if a Survivor is within range.  You can not knockdown double .  

Does not Stack:  For each action a special ability can only be applied 
once.
1. Each card has a Victory Point  value, which is tallied up at the end 

of the game.
2. Ammo Check:    This represents the weapon requires Ammo.  You 

must roll 1  when  attacking. If you roll a  on the , you are 
out of Ammo.  Discard a  card to reload your weapon!

3. Special Weapon Traits, once unlocked, 
can be used at a higher level.  For example: 
with the MP5, if your Squad is level 10  in 
, you could choose to either use Doubletap 
or Autofire with one of your actions. 

4. Range: This is the number of squares 
away from which you can  attack a zombie. 
You must have LOS.

5. Range for Thrown:  This shows the num-
ber of dice rolled.  The total rolled is the 
maximum number of squares  the object 
may be thrown.

6. Armor (added to your total).

}}“Your Zombie slaying party”
Each Survivor  in your Squad who wields a weapon can roll the dice 
shown on the card, matching your Squad’s corresponding skill level for the 
type of weapon. There are a few exceptions to keep in mind. See the table 
below: 

The MAXIMUM number of attack dice you can roll is 8:   
.

Firearm Weapons: Choose a target square within 
range.  Add up the total and  for each firearm 
being used, and roll them all at once, including  for 
your Ammo check. All successes rolled will kill any  
on or adjacent to the target square within LOS. You may 
change targets between actions.  Check your skill 
level to see what numbers make a success.  
Note:  Each  you roll on a  means a weapon is out of 
Ammo. 

Melee Weapons: Choose a target square within 
range. Any  with a melee weapon may attack  
within the melee weapon’s range. Always roll your fire-
arm attack dice and Ammo Check separate.  Then roll 
your melee attack dice. Melee weapons only kill  ON 
the target square.

Example 1:  Blue has the MP5 and Gumball Ma-
chine with 2  to wield them. The range of the MP5 is 4 squares and 
the Gumball has a range of 2. Therefore, she can attack  3 - 4 squares 
away with  using just her MP5. Being level  10   in  , success 
would be a 4, 5 or .

Example 2:  Blue is now 2 squares away from a zombie.  She gets to 
attack with both weapons because the Gumball Machine has a range of 
2, rolling a total of ... however a success of 4, 5, or  only 
counts for ; the other  are looking for a 5 or  because her 
is level 5 . She should roll first for her  attacks, then .  She has the 
potential to kill up to 4 .

Movement  
Continued
Players may double move 
by using both their actions. 
They may not attack if they 
move twice. (You were too 
busy running away to fight.)

Movement comes to a 
screeching halt if you land 
on a   square. 

The Bunker counts as a 
single movement square. 
Remember? You left be-
cause it was cramped and 
stinky in the first place.

If you are attacking  
within the Bunker, you 
may use firearm or melee 
freely, as your miniature’s 
placement does not matter. 
Nothing matters anymore, 
now that the dead are 
walking but that’s a little 
fatalistic, don’t you think? 
Kill with abandon!

Combat
Also known as zombie slaying!

Firearms: 
Weapons you shoot at . Use 

 skill to determine how 
many dice are rolled. Then 
light ‘em up!

Melee: 
Weapons you hold and swing 
at the  . Use  skill to 
determine how many dice are 
rolled. Then go to town.

Thrown: 
Usually explosives. No skill 
used, just throw. Oh, and duck. 
Don’t forget to duck.

Out of Ammo: 
Roll a  on a  and 
you are out of Ammo  . If 
you don’t have any more  

, you’ve got a useless paper 
weight.

Range: 
The number of squares away 
you can attack. Remember, 
you always need LOS.

Weapon Skill Levels: 
Untrained (Levels 1-4): 
As listed. 
Proficient (Levels 5 -9): 
Better odds Special ability
Master (Level 10 ):                                          
Even more dice!

Players Take 2 Actions:
Below are a few examples which show how Squad actions are spent 
during the game.  Each number shown is 1 movement point spent.  
Combat is explained in detail in the following pages but we thought it 
would be helpful to show you a complete round for all Players.

•	 Blue: Can exit in 3 spots:    or .  Blue chooses to 
help defend the second Bunker entrance, spending her first action to 
move up to z6. Blue’s second action is spent attacking  z6 with the 
Colt. 45 and Shotgun. Being level 5  in , she rolls  
and   for an Ammo check.   Red dice show(2, ,4,3). Blue dice 

( ,3).  Each 5 or  rolled is a kill, thus  z6 is removed; Blue gets 
1 .  However, 1 firearm card of choice is out of Ammo. 

•	 Red: Decides to head towards the 2 double .  He avoids the 
; if he had stepped through the radioactive square he would have 
lost 1 .  Red’s second 
action is spent attack-
ing with the Gumball 
Machine shown to 
the right. With only 3 

 points he is Un-
trained. He rolls , 
gets a 4, and misses. 

•	 Yellow:  Moves 1 
square, which is just in 
range to use her sec-
ond action to attack 
with the MP5 (show 
on the right). Yellow 
can only see z3, be-
cause  z1 is not in LOS, 
due to the wall by the 
tunnel.  The Red player 
blocks LOS to z2; you 
cannot shoot through 
fellow players!

•	 Green:  Spends 2 ac-
tions to double move 
up onto the lookout 

, from there he 
can shoot over all the 
walls.

* Some tiles are removed for this example*

1. Diagonal Attacking and Movement through doorways (gated 
or not), or around corners with walls  is not allowed.  
This is true for both  and Squads. A red line on a wall means it 
is impassable. 

2. Search Locations allow players to search for an item if they pass a 
 check. The Squad must be standing on the location to be able 

to search. For example purposes multiple movement paths are 
shown for Blue.

3. Blue attacks z6 which is removed from the board when killed 

gaining 1  for the single   kill.  Blue  now has 7  .
4.    move towards the closest Bunker Entrance! 
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Start of Game: 
Place 2  and 2

Feed and FOrtify:
Recruit  in Bunker for 2

Combat:
Bunker is treated as 1 square:

No attacking into or out of the bunker.
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#020

Doubletap: Add  die, but roll 2  dice.
Autofi re: You roll double your attack dice, but 
it empties the clip. Use an  to reload. 

 Firearm 
 The MP5 is a 9mm 
submachine gun which 
was developed in the 
1960’s. It’s one of the 
most widely used 
SMG’s in the world.

Untrained:   Kill on 5 or . 

5  :   Kill on 5 or . Doubletap 

10 :   Kill on 4, 5, or . Autofi re 

 4 

 MP5 

#012

skull wide open! 

Spend 1 action to eat a gumball 
and gain +2 .

Knockdown: Trip a single zombie on -1 success. 

 Melee 
 Most people see a 
gumball machine and 
think candy; you see 
only death. This blunt 
object will crack any 

Untrained:   Kill on 5 or . 

5  :   Kill on 5 or . Knockdown 

10 :   Kill on 4, 5, or . 

 2 

 Gumball Machine 

1

2

3 4
#025

as a layer of defense between you and a zombie bite. The riot gear armor also provides protection from blunt force trauma. Soft mesh lines the inside, to reduce abrasion and provide long term comfort. 

 Accessory 
 This lightweight riot gear system can be quickly put on or 

removed with ease 

 Riot Gear Armor 

3

#011

throw the damn thing.

 
Use once and remove from the game. 

 Thrown 

 The  fragmentation 

grenade is as basic 

a weapon as you 

get. Pull the pin and 

throw.  Don’t forget 

to throw. Seriously, 

Untrained:  

All zombies on the square are killed. Any adjacent 

zombies are killed for each 4, 5, or  rolled. 

Roll this before rolling for other weapons. 

Will damage Squads in blast radius. Add 

up all attack dice for the damage total.  

  

 Grenade 

5

6

4



Zombie movement:
•	  always move towards the Bunker door taking the shortest path, un-

less a Squad is 4 or fewer spaces and in LOS! Those in range redirect 
movement towards the Squad, while the rest proceed to the Bunker.   If 
there are 2 Squads eligible, see conflict resolution example below.           
may move through each other;  single  move together to create double 

.  

•	  always take the shortest path to their target, moving around all 

objects except sandbags and traps. Let’s face it: they’re not that 

smart.

•	 Double  (lime green minis) move as though they were a single 

. 

•	 A   movement conflict happens when more than one direction 

is the shortest path to 2 different Squads; the   split into 2 equal 

groups targeting both Squads.  With an odd number of , they 

split in half with the greater amount going to the player with the 

higher .  When there is a tie for , roll off to see who the larger 

 horde attacks. The higher number gets one less  .

•	  move through or around other  to follow a path towards the 

Bunker or a Squad.

•	 Once the Bunker is breached and there 

are no  left inside,  gain +2  and 

always move towards the closest Squad.
•	 A  attempts to move the maximum 

number of squares whenever possible.  It 
always takes the shortest path to a Bun-
ker Entrance, unless a Squad is 4 or fewer 
squares away and in LOS.
 Zombies move like water so to speak, thus 

flowing to surround a Squad when possible.  
In the below example you can see how the zom-
bies will move around the survivor allowing those 
behind to move up. 

  *  The following single zombies combined into a 

double.

For the purpose of this example   move 4 squares 

1. The  moves towards the Bunker. Then it gets within 4 squares of 
the  Yellow player. It moves towards Yellow  instead of the Bunker. 
When it can see both Yellow and Red, the  continues to move 
toward Yellow. Once locked onto a “living target”   are not quick 
to react to other players.  

2. Red is being attacked by a total of 4 Zombies!  This could hurt, big 
time.  On Night 1, that is only 4 .  Word to the wise - never get 
surrounded!

3. Green is free and clear of any Zombies attacking him.

4. Blue is being attacked by 2 .   With 3 , she first rolls 3  to 
see how many  she holds back.  She rolls (2,4, ): 1 success. 
Therefore, only 1  attacks her, rolling a 3 on the 1 .  This damage 
is deflected by her 4  .

5. A  ignores the Bunker if it sees a Squad.
6.  & Squads cannot walk through .
7. The following   has its movement cut short due to the sandbag.  

Note if there were a  adjacent, the  could not attack this turn.
8. The trap kills the 2 . Remove both the trap and the miniatures 

from the board.

Zombie Movement
Zombies   are mindless 
automatons out to eat flesh. 
Preferably yours.

The player with the most 
 moves the , but other 

players may help.

 always move in the 
shortest path to the Bunker 
Entrance. After all, the Bunker 
contains tasty Survivors  
for the  to eat and turn into 
more !

A  only moves towards 
a Squad instead of the Bunker 
Entrance if they are within 4 
squares and have LOS.

If given a choice of attack-
ing more than 1 player,  
splits with the larger group 
attacking the player with the 
higher .  They can smell the 
death on you...

If both players have the 
same  roll a die. The higher 
roll gets 1 fewer . Hey, 
it’s a perk.

LOS: 

(Line of Sight) is blocked 
by walls and   squares, 
unless you’re in a lookout 
tower. You must have left 
your x-ray glasses at home!

Lookout Towers: 
Allow you to see over walls. 
Lookouts are formed from 
the shells of buildings left 
from that helpful nuclear 
blast. The only restriction on 
firearms is their range.

Mixed weapons: 
Firearms & melee can be 
used simultaneously if the 
target is within range. Look, 
this isn’t a “tag in” sport. You 
got a weapon and a Survivor 
with hands? Use ‘em!

If using both firearms 
and melee weapons, we 
recommend you roll sepa-
rately. It’s less confusing, 
and your fellow players may 
get annoyed if you don’t. 

Skill levels take effect 
immediately!  So always 
apply your Skill Points to 
your Squad Board as soon as 
you get them.

If you roll more successes 
than , you just took care 
of ‘em in a more badass 
fashion!

Extra Combat Examples
Example 1 LOS:  Green has LOS to every zombie in this 

example from his lookout . However Yellow has LOS to z3, 
z4, and z6 . You cannot see through   , , or around 
corners.

Example 2:  Green  has 1  with the MP5 shown on the 
previous page.  His   skill is 5 , therefore he attacks z1 
with  .  He rolls (5, 2) on the red dice.  Thus, 1 zombie 
is slain.  On the  he rolls (3).  Since it was not a , he 
still has ammo. z1 is removed, and replaced by a single  
miniature, gaining Green 1 .  

That counted as 1 action.  

Example 3:  Blue  has 2  and 2 melee weapons, shown 
below.  Blue  has only 3 skill level in , which means she is 
untrained. She may roll a total of   with a success on a 5 
or .  Blue rolls 1 success taking out 1 .  Blue  removes  z3, 
from the board, gaining 1 .  She just earned her 5th  on 
the Victory Point Tracker. She gains 2 Skill Points (according to 
the Scenario) and chooses to spend it on upgrading her , to 
level 5 !
That counted as 1 action.  

Example 4:  Red  has 3  and 3 melee weapons 
(Gumball Machine, Crowbar and Fireman’s Axe).  Being un-
trained with a skill level 4 , he rolls a total of
 .  Red rolls all successes, taking out 3  and gain-
ing 3 !  Red chooses to slay  z4 and z5, z6, or z7.  Red  
lands on level 10  on the Victory Point Tracker, gaining 2 Skill 
Points which can be used to upgrade  or .
That counted as 1 action.  

Victory Point tracker:
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#008

but it certainly packs a
 hefty swing. 

Knockdown: Trip a single zombie on -1 success.
Dual-Wield: Have one Survivor use 2 weapons, 
attacking with 1 less  .

 Melee 
 A 21-inch iron bar is 
just as strong as its 
steel counterpart, 
but far lighter. The 
balance may be dicey 

Untrained:   Kill on a 5 or . 

5  :   Kill on 5 or . Knockdown 

10 :   Kill on 4, 5, or . Dual-Wield 

 1 

 Crowbar 

#010

one. The axe is a handy 
tool for lopping off  zombie heads. 

Knockdown: Trip a single zombie 
on -1 success. 

 Melee 
 There’s one raised 
high in every mob 
scene, and a dwarf 
or an orc wouldn’t be 
caught dead without 

Untrained:   Kill on 5 or . 

5  :   Kill on 5 or . Knockdown 

10 :   Kill on 4, 5, or . 

 2 

 Fireman’s Axe 
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Zombies Attacking:
Now any zombie(s)  adjacent to a Squad attack!  Follow the step 

below:

•	 Defense Roll:  When attacked, roll a die for each Survivor  in 

your Squad. (If there are 3 , you would roll .)  Each 

success (5 or ) holds back 1 , preventing it from attacking. 

−− On Night 2:  A success is the same as Night 1:  5 or  on each 

die.

−− On Night 3:  A success is only on a  and   move first!  (  

now get the jump on the players. )
−− On Night 4:  There is no defense roll and  move first!

•	 The   that are not held back each get 1   to roll for their attack.  

Double   get 2 .

−− On Day 2-4: Single   still roll 1 , but a double  gains 1 

extra die, rolling a total of 3 dice  for an attack!

}}Zombie Bite

Add up the total number shown on the dice. That number mi-
nus  is the   lost.  If you drop to 0    see “Death”, page 21.  
If the  roll double ’s, that was a bite to the jugular, son. 

Remove one of your  from the game and drop any cards you can 
no longer carry (see Carry Limit Page 9.)  Place an additional  adja-
cent to your Squad.  Recalculate your Squad’s stats subtracting the , 

, and checking  and .  Then tally the rest of the damage to your 
Squad, ignoring the double ’s. Just wait until you roll 4 ’s and lose 
2 .  The game continues, with your remaining Survivors continuing 
the fight.

Example 1:  Blue has 6  attacking her.  She has 4  and rolls 
a 2, 4, 5 and 5 as defense.  Since it’s Night One, a 5 or  is a success, 
therefore  4  attack her with  rolling a 2, 3, 2, 4. Blue has 
a 3  Armor; therefore she loses  8  .

Example 2: If the   had rolled ( , , 2, )!  A deadly blow!  A 

  tears apart one of her  instantly as a result of double ’s!  Blue 
first loses  equal to of the  she chooses to lose. She drops any 
items her Squad can no longer carry, then subtracts an additional  8 
, possibly killing her Squad off (see Death) page 21.

Example 3: If there was only 1 double  in front of her, the  would 
not roll dice because her 2 success rolls would have held it back.

}}Zombies In the Bunker!
When a  enters the Bunker it begins a feeding frenzy on the weak 
and helpless.  For some reason, you have not been able to secure the 
Bunker door to keep the elderly and weak  safe.  If there are no Squads 
in the Bunker a  attacks the unattended Survivors .  Each  
turns 1  into a zombie.   The next round, those 2  turn 2  more. 
This pattern continues until either a Squad intervenes or all  are 
turned into .   

The Bunker counts as 1 square, so if a Squad goes into the Bunker to 
attack the zombies,  all  in the Bunker may attack on their turn. You 
may not fire or attack into or out of the bunker entrance. If there are  
inside the bunker, you must enter in order to attack them.

No more Survivors in the Bunker: When you have run out of un-
claimed  there is no chance to restart your Squad.  If a player dies dur-
ing this round, they lose all the equipment they were carrying. The rest of the 
players may continue.  Zombies are now enraged due to their free brain 
buffet being gone; they gain +2 zombie movement  and move 
towards the closest Squad regardless of LOS .  Combat does not end 
until everyone - living or undead - is dead. For real dead.

Braaaaiiins!!!

Defence Roll:

Roll  for each Survivor in 
your Squad. Each 5 or  
rolled prevents a  from 
attacking you.

This gets harder each 
Night. The  are hungrier, 
you’ve had no sleep, life’s 
tough all over.

Being Attacked:

Add up the total dice value of 
the attacking zombies. Sub-
tract your . Reduce your 

  by that many points. 
Hope that it’s not enough to 
kill you. 

 Roll Double ’s:

Oops, that’s a clean bite. 
Immediately lose a  from 
your Squad, and add a  
to the board adjacent to your 
Squad.  Well, don’t think of it 
as dead, think of it as joining 
the winning side! Although 
thinking isn’t your strong suit 
anymore...

Things That Go BOOM:
A roll of  gives you your 
range. Your center square must 
be equal to or less then the 
number rolled. For example if 
you roll a 5, you may target a 
square 3, 4, or 5  spaces away. 
You probably don’t want to be 
closer.

Don’t get double 1’s. That 
means you dropped it and 
you’re dead. Well, maybe not...
but yeah, you are.

 in the center of a blast 
(the target square) are in-
stantly vaporized.

 in the blast radius are 
dead on a 4, 5 or . Solid.

But really, don’t drop the 
grenade.

Um... You may have  missed 
it, but you can also use the gre-
nade on another Squad. Shh.  
Don’t tell.

Deadish:

If your Survivors die, put a 
Death Token down to mark 
where your gear was left. Now 
it’s up for grabs, sucker.

First Aid:

Use  as 1 action to heal 6  
. Or don’t. Do we look like 

your mother?

Explosives, death & First Aid

}}Explosives:
Explosives, unlike firearms, do not have a fixed range.   Under pressure, you 
might not always be able to throw that grenade just where you want it.  So, 
all thrown weapons require you to roll the number of dice shown on the card 
to see how many squares away you are able to throw it. The square at which 
you wish to throw the explosive on must be equal to or less than the number 
rolled on your dice.   When you roll double 1’s you have dropped the explosive.  
Oof. Sucks to be you.

Killing Lots of Zombies:  Damage from explosives is dealt over 
9 total squares.  The square in which the explosive lands as well as all 
surrounding 8 squares are affected.  Any single  or double   in the 
center of the blast is automatically killed. Then roll the number of dice 
listed on the card.  The number of successes equal how many  are 
killed in the surrounding 8 squares. Gain 1  per  killed.

Damage:  Damage for explosives is dealt within LOS, thus walls 
block the blast.  Fortifications caught in the blast are destroyed and re-
moved from the board. 

You dropped the explosive:  When you roll double 1’s on the 
range dice you now have a live grenade at your feet. Yikes.  Roll the 
number of damage dice, each 5 or  kills one  in your group.  The 
sum total of any remaining dice is applied to your Squad as normal at-
tack damage, minus . Adjacent  are not affected due to your Squad 
absorbing the blast.  Quick tip: you’re probably dead and in pieces. No 

  placement necessary.
A fellow Squad in the blast radius:   Roll the damage dice, 

killing off   as described below.  Any dice that are not absorbed by 
  in the blast are applied to the Squad as damage.  If you throw the 

explosive on the square of a fellow  , then follow “You dropped the 
explosive” rules for that  Squad.

Using a grenade in the bunker:   Even though the Bunker is 
treated as one square,  all   are not automatically killed.  Instead roll 
the damage dice and kill the number of   matching the successes.  
Players in the Bunker take damage as listed above as if they are in the 
blast radius.

Example 1:  Red drops the  Grenade by rolling two 1’s on the range 
dice.  He rolls the damage dice:   (1, 2, 3, 3, 4, 5, , ).  Each 5 or  
kills a Survivor. Then he tallies the rest of the points, lucky 13 for this 
example, and takes that damage from the rest of his Squad minus  
before lowering his .   Then he starts pushing daisies.

Example 2:  Looking at page 19 Yellow  throws a Grenade rolling  

 for range to see if she can hit  z6.  The roll is (2, 3), which is plenty 

of range (5 squares total).  z6 is killed.  Yellow proceeds to roll 8  

rolling ( , ,5,4,3,3)  z4 and  z7 would have been killed. How-
ever Red went before her, and those  are already dead and removed 
from the board!  Yellow only gains 1 .  Since Red is in the blast radius 
he takes a (6, 6, 5 = 3 dead survivors), (4 + 3 + 3 = 10) points of dam-
age.  “Hope they have armor!”

}}Death!!!! (But is it really...)
Death is common in this game... Get used to the fact that in a given 

game you will probably lose your favorite . As you might imagine, 
there are a few drawbacks to dying.  When one  is killed, another  
is added to the map adjacent to your miniature. Remove your  from 
the game and recalculate stats from your Squad Board (  and  are 
subtracted, and  and are checked). The game continues, with your 
remaining Survivors continuing to fight. 

If you have no left, arrange your whole hand of cards (resources 
and weapons) into a pile, placing a Death Token  matching your 
color on the cards. Leave a second one on the square where all your 
gear just dropped.  Pick 2 new  from the draw stack in the Bunker, 
and start your next turn in the Bunker. Take the 2  starting cards... 
If someone hasn’t taken them already.  These Survivors form your new 
Squad.  Set your board accordingly.

Easy mode: Keep your   and  skills at the level they are. This 
keeps the game fun and easy if there are  remaining who can reform 
your Squad.

Hardcore: When your Squad dies, reset both  and  back to 
zero as you have lost all your experience. 

The first Squad to reach your Death Token on the board can loot your 
gear. The Squad must be on the square, and picking up the loot costs 1 
action. The token stays on the board until all your possessions are taken 
or the Combat Phase ends.  If your gear is still left out on the board when 
the Combat Phase ends, then it is removed from the game.

Dead and Starting Day 2+:  If you were eaten by a pack of zom-
bies, and there were no Survivors left in the Bunker for you to recruit, 
then roll 1  pity die for Scavenging and gain whatever  and Items 
you may find on the Scavenging Card to start your new Day.

}}First Aid!  “MEDIC!”
First Aid is critical in the zombie fight.  On your turn, you can spend a First 

Aid  and use one action to add 6 Hit Points , up to your maximum.  The 
 is then discarded. Remember:  are restored to your maximum 

Survivor  combined total during Phase 2: Feed & Fortify if you are 
playing another Day.
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Ladies’ Night

Apparently there was a women’s rally in town when the bombs fell. Or maybe a new sparkly vampire movie premiered. Hey that’s not cool, it could have been a power tool expose! Who are you to judge? Wait, where were we? Right! All the zombies tonight should be of  the female persuasion.  

Goal: Play and use ONLY female zombie miniatures during the Combat Phase.Goal Reward: Your all-female zombie assemblage is formidable. Reduce all Survivor attacks by .
Challenge: Of  course is a female zombie really female? Aren’t all zombies mindless, non-living, non-gendered bags of  pus? Don’t you feel empowered? Great, let’s kill those sexist jerks! Kill a Survivor with only female zombies miniatures.

Challenge Reward: Rock on sister! Gain 4 . 

Nightly Goals

ZM
Copyright © 2012 Greenbrier Games
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Phase 1: 
Scavenge

Draw ZM Nightly Goal card.

Choose 1 Upgrade card to level up.

Choose 1 Mutated card per color class to activate.

After players have placed their scavenging tiles and 

replace with Mutated zombies of your choice =  .

Phase 2: 
Feed & F

ortify

Draw Doom Cards equal to the number of Squads + ZM.

Place the number equal to the current Day of Spawn Tokens, 

on any tile which contains .

Phase 3: 
Something’s 

Happening

Draw and read the Something’ s Happening card out loud. 

Perform steps as indicated on Squad boards. However the ZM 

may choose where to place each new tile!

Replace any standard with Mutated zombies of your 

choice, spending the appropriate . 

Phase 4: 
combat

End of turn you may discard & draw 1 Doom card.

Gain 1  for every Squad action using fi rearms.

Gain 1  for every 1 or 2 rolled when attacking Squads.

Gain 1  for every player-built fortifi cation destroyed.

Gain 1  if all zombie attacks are completely negated this 

round by Squad Defense Rolls. 

Upgr
ades

Zm
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Free Action: Destroy an adjacent fortifi cation gain-
ing 1 . Immune to Special Weapon Traits.Cannot be deployed during Day One!It’s as if someone mixed a terminator with an undead killing machine.

HP
AtTack

Nightly Goals
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Introducing the Zmaster 
Expansion! Zmaster 

introduces a new 5th player 
into the deadly world of 

Zpocalypse. Discover five 
all new flesh eating zombie 

miniatures, 30 in total. 
Eradicate the survivors with 
36 devastating Doom cards, 
9 menacing Upgrade cards, 
and 9 toxic Mutation cards. 
Even experienced, battle-

hardened Squads will need 
to rethink their tactics when 

faced with the Zmaster!

Order Now at
www.greenbriergames.com

FAQ:  For a complete list of your questions and our answers follow the link below:
www.greenbriergames.com/zpocalypse/faq
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