Zomble Mall Launters

and Fokans

5 pages of printable counters and tokens for use with the Zombie Mall base game.

PRINTING

The tokens and counters are sized at 0.75 inches width and height. Print the pages at 100% (Turn
Scaling or Fit To Page OFF). Each page has a different assortment of counters and tokens. Some
pages may require multiple copies to complete a game scenario (notes for which pages may need
multiple copies are located at the top of each page).

CUTTING OUT THE TOKENS

Multiple token types are on each page. If cutting guides are not present, cut along the outer border of the
token.

}< Cut along this line.

LEGAL

All images and text contained are protected under Creative Commons Copyright
(http://creativecommons.org/licenses/by-nc-sa/3.0/deed.en US) by Workshop Games. Images not
produced by Workshop Games have been used by the following: Fair Use, Author/Creator Permission, 3"
Party License Grantor. Permission is granted to print copies for your own projects. Do not distribute
digital or printed copies in whole or in part without the express written consent of Workshop Games.
Content included may be included in other non-commercial projects as long as credit for the original work
is given to Workshop Games without consent, (consent may be revoked after the fact).

Now that that’s out of the way, start printing and cutting!
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ZOMBIE MALL BASIC SET TOKENS

PER GAME TOKENS

CUT ALONG DOTTED LINE

NUMBERED LOGT PILE MARKERS X 40
NUMBERED GBJECTIVE MARKERS X 12
NUMBERED LGCKED DOOR X &
NUMBERED LOCKED RADIO X 6
PLAVER COUNTER TOKEN X 6

PLAVERBITTEN X &  RADIO LOCKED X 1
SWAT X1

RADIG UNLGOKED X 1
RESCUE COPTER X1  DOOR TOKEN X 4
BOOR LOCKED X 1
BOOR UNLOCKED X 1
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ZOMBIE MALL BASIC SET TOKENS PER PLAYER TOKENS

CUT ALONG DOTTED LINE  |BANDAGE TOKEN X 3 1 VICTORY POINT TOKEN X § 1 ZOMBIE KILL TOKEN X 3

PRINT 1 SHEEY PER PLAVER | ADRENALINE TOKEN X 3 3 VICTORY POINTS TOKEN X 3 5 ZOMBIE KILL TOKEN X §

BITE TOKEN X 3§ 5 VICTORY POINTS TOKEN X 5 10 ZOMBIE KILL TOKEN X 18
10 VICTORY POINTS TOKEN X 4
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ZOMBIE MALL BASIC SET TOKENS

NUMBERED EXIT TOKENS

CUT EXIT BOORS AND PLACE ON MAP WHERE NEEDED
IF SCENARID REQUIRES NUMBERED EXITS PLACE A NUMBERED EXIT TOKEN ON Y0P OF EACH EXIT

EXIT
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