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S0 YOU'VE READ THE RULES AND ARE READY TO PLAY,

It's always easier to watch a play through instead of just trying to interpret the rules. At least it is for me, and |
wrote the rules! Here, we follow a pair of Players, Yellow Player and Blue Player, into a store to see what all
might happen. It's not going to be good for at least one of the Players, | can promise you that right now.

THE GAME MAP — THE ICOMPUTER STORE

The iComputer Store is in the top-right corner of the Walkthru Mall (every mall needs a name, no matter how
corny). Each space is numbered for reference and wouldn’t appear on the actual printed map. For a list of
everything that could happen from each space, see The Map in Way Too Much Detail. Any zombies that spawn
to above or to the right of this store are out of the legal play area of the mall, and as such will not spawn. At the
start of this scenario, the Yellow and Blue Players begin in the walkway outside the store entrance.

OUR PLAYERS

This scenario has a Yellow Player and a Blue Player. Each Player enters the store with 5 Bandages and 5
Adrenaline. Each Player also rolls the default of 1D10+1 for Movement Points as outlined in the basic rules.

3 REV 1 20130512
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THE SCENARIO

This walkthru uses the Scenario 1- A Call For Help set up and rules as found in the Scenarios of the basic rules.

The only special rules which will affect this walkthru are that players are allowed to trade in 3 Victory Points at the
end of their turn for a Loot Card.

The one exception to the above is that instead of starting at the Main Entrance, our players have started at Exit 3
on our Walkthru Mall map.

Zombies have not yet spawned in the mall, and both players have decided to enter the iComputer store to go after
the Objective Token, and maybe grab a Loot Token on the way.

Neither player has any Loot or Objective cards in hand.

TURN SEQUENCE

As a quick refresher, the phase order for each player’s turn is:

Phase 1: Player Spawns (if previously BITTEN)
Phase 2: Left Over Combat (if beginning the turn Adjacent to any zombies)
Phase 3: Spawn New Zombies:
- 1D4 zombies spawn if player is within 5 spaces of another player
- 1D6 zombies spawn otherwise
Phase 4: Player Movement (roll 1D10+1 for available Movement Points)
Phase 5: Looting/Unlock Door or Radio
Phase 6: Move Zombies (move 1D6 zombies)
Phase 7: Trade Victory Points (optional)

Remember:

e [f aplayeris BITTEN, all remaining phases of that player’s turn are skipped.
e If player is Adjacent to a zombie during their turn, they must resolve Combat.

SPAWNING

Quick refresher #2 for spawning direction and distance:

Spawn Direction: 1D10
(Player in space with 0)

8 | 1 2
710]3
Number of Spawning Zombies:
- Another Player within 5 spaces: 1D4
615]4 - No Players within 5 spaces:  1D6
Roll 9 when Spawning Zombie Spawn Distance: 1D10
Zombie: Does not Spawn
Roll 9 when Spawning Player Spawn Distance: 1D6
Player: Re-Roll
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TURN 1 VELLOW PLAYER

IEEi s

Phase 1 — Player Spawns
Yellow Player doesn’t need to spawn, so we skip this part (details of this step will automatically be skipped in
subsequent turns when not needed).

Phase 2 — Left Over Combat
Yellow Player isn’t adjacent to any zombies that moved from previous turn(s), so we skip this part (details of this
step will automatically be skipped in subsequent turns when not needed).

Phase 3 — Spawn New Zombies
The Yellow Player rolled to Spawn New Zombies. With the Blue Player within 5 spaces, 1D4 is rolled. The result
was 1, spawning 1 new zombie.

Counter 1D10 1D10 Target Space
(Direction) (Distance)
Zombie 1 2 8 Outside Mall
(Does Not Spawn)

This new zombie spawned outside of the legal play area (outside of the mall, off the map) which is treated as the
zombie not spawning.
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Phase 4 — Player Movement
The Yellow Player is located just outside the store (in space 3,1) and rolls a 3 on 1D10+1 (rolled a 2, add 1) for

movement. The Player enters the store and moves to space 2,3 using all 3 Movement Points.

Phase 5 — Looting/Unlock Door or Radio
Not applicable since the Yellow Player is not on a Loot Space or next to a door that he is able to unlock.

Phase 6 — Move Zombies
Since there are absolutely no zombies on the map, no zombies are moved. This will never really happen.

Phase 7 — Trade Victory Points
The Yellow Player has no Victory Points to trade, so the Yellow Player turn is over. Pretty uneventful, huh?

g REV 1 20130512
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TURN 1 BLUE PLAYER
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Phase 1 — Player Spawns — N/A.
Phase 2 — Left Over Combat — N/A.

Phase 3 — Spawn New Zombies

The Blue Player was right outside the [ T ey R /O
entrance next to the Yellow Player, on 4,1. | L — : : : :
Blue Player rolls a 3 on 1D4 (the 2 players are O : Q@ : : O )
within 5 spaces of each other, so a D4 is rolled | = 76 316, £l (e N
instead of a D6). Using the top of the map as | | ~~ & : e
“north” and using the D10 for direction and | s
D10 for distance, Blue Player rolls the | = O O S @ Q
following: 5 g 7
Counter 1D10 1D10 Target : : : > :
(Direction) | (Distance) | Space : ALY 2
Zombie 8 4 1,3 / : 7y 11
1 et e ---24 Al
Zombie 1 5 4,6
Zombie 2 4 6,4 /
3 s
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Phase 4 — Player Movement

Now it’s time for the Blue Player to move. Rolling a 1D10+1 the result is 5 (rolled 4 + 1). Blue Player enters the
store at space 4,1 and continues to 5,4 (5 spaces of movement used). At this point the Blue Player is adjacent to
a zombie and must dive into Combat!
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On the first Zombie Attack, Blue Player rolls a 2 on 1D10. Not quite good enough to defeat the zombie (must roll
3-9). To prevent being BITTEN Blue Player uses 1 Bandage Token, reducing him to 4 Bandages, and decides to
re-roll.

Mov. 1d4 \ds 52 wmz mm m 3 mu« mm
n

e

Adrenaline :

Times Bitten

On the next Zombie Attack (remember, Combat is to the death. Or bite. Whichever comes first) the Blue Player
rollsa 0 on 1D10. A 0, you can’t miss much worse than that. Once again the Blue Player trades another Bandage
to cancel being BITTEN, reducing him down to 3 Bandages remaining.
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Feeling down on his luck, the Blue Player decides to use 1 Adrenaline to run away from the zombie instead of re-
rolling combat (Adrenaline may be used to move to 1 legal space). In addition, he gets 1 Bite Token since he was
engaged in combat with 1 zombie when using the Adrenaline.
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Having used Adrenaline to move from 5,4 to 4,4, Blue Player has disengaged from Combat, at least for now.
Maybe the Blue Player can make it to the Loot Token nearby and uncover some Bandages?

The Blue Player still has 1 Movement Point
remaining (it took 4 of the 5 rolled before
Combat ensued, and movement from using
Adrenaline does not count against the total
movement rolled). The Blue Player decides to
make a mad dash 1 space closer to the Loot
Token in 3,3 and moves down to 4,3.

ja s TR TR TR e T TE

B T DR e i R BB BB

A e e e D e P e mEmRAENAR: m NG AR R
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Phase 5 — Looting/Unlock Door or Radio — N/A.

Phase 6 — Move Zombies

To determine how many zombies will move, T S
Blue Player rolls 1D6 and rolls a 4. All the || '
zombies are going to move since there are | R O ﬂ : | :

only 3. Each zombie will move 1 open space | & 3 L mea 4 A 1
closer to the nearest player. 8 i M -———

Zombie 1 (in 1,3) will move from 1,3 t0 2,3. | A O @) J@ OR
Although this zombie started adjacent to a | : A o
player, it was allowed to move on top of the | =" 147 2N
Yellow Player enough zombies were required | 1
to move. Q i O
Zombie 2 (in 4,6) will move from 4,6 to 5,6. | e & :
Since the zombie started in an Open Space it | | R ! ‘ i
may not move into a Cluttered Space (had | | ‘ i
4.5 been an Open Space, the zombie would | -5 : 3!
have gone that direction). Normally when | r 2 a— 3} - 4 5,3
Players are equidistant from the zombie, the | — = —
current player (Blue Player in this case) | O | O
chooses which direction the zombie will go.

Since the zombie is in a dead end (locked | SESSSEEFRE======F 3,2
door on one side, wall on 1 side, cluttered [0 SEsaant
spaces on 1 side) the zombie wil | = I
automatically head toward the nearest player |
by the most direct path of Open Spaces. peti
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Zombie 3 (in 6,4) will move from 6,4 to 5,4, getting closer to Blue Player.

Although Zombie 1 moved on top of Yellow Player, combat will not start until the Yellow Player is the Active
Player.

Phase 7 — Trade Victory Points — N/A
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TURN 2 YELLOW PLAYER
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Yellow Player roles a 9 and kills the zombie on the first attack. The zombie is removed from play and the Yellow

Player adds 1 zombie kill along with 1 Victory Point to his tally.
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Phase 2 — Left Over Combat
Thanks to the zombie moving in the previous turn, Yellow Player must combat the zombie in 2,3. Rolling 1D10,

Phase 1 — Player Spawns — N/A
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Phase 3 — Spawn New Zombies

With Left Over Combat out of the way, it’s time to spawn some more zombies. Since Yellow and Blue Players are
within 5 spaces (they’re only 2 spaces distant — Obstacle markers do not hinder when calculating distance for
spawning bonus, only walls and locked doors will hinder and have to be counted around instead of through) the

Yellow Player will roll 1D4 to determine how many zombies spawn.

A 2 was rolled so only 2 zombies will spawn. The Yellow Player rolls 1D10 to determine direction for the first
zombie and rolls a 0, which plops the zombie down right on top of the Yellow Player. For the second zombie

another 1D10 is rolled for direction, this time rolling a 9 — the zombie doesn’t spawn after all!

Counter 1D10 1D10 Target
(Direction) (Distance) Space
Zombie 1 0 2,3
Zombie 2 9 --- ---
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Phase 4 — Player Movement

When starting out the Movement Phase on top of a zombie, sometimes it’s just easier to roll the combat before
rolling your movement, so that’s just what we’re going to do here! The Yellow Player rolls 1D10 for combat and
rolls a 5. Yellow Player wins combat (just barely) and removes the zombie from play. Yellow Player also gets
another Victory Point and Zombie Killed Token.

Move : [ 137 196 | 1a6+2 14102 P [ 1aT0v2 [ 19103 | 1410+ [ 14107

Ponts [F ] 31 2 [ A [ 0 [ + | 2 [ +3 | w4 ]

Times Bitten Zombies Killed Victory Points

The Yellow Player now roles for movement,
and roles a 1 on 1D10+1 (rolled a 0 + 1). Not
a long trip for Yellow Player on this turn as he
moves from 2,3 to 2,4. As a note, the only
other space Yellow Player could move to
would be 2,2. All other spaces are blocked by
Obstacles or are cluttered and would require 2
points to move into.
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Phase 5 — Looting/Unlock Door or Radio — N/A.

Phase 6 — Move Zombies

Now that Yellow Player has moved 1 space (which was optional — he could have stayed put since moving is not
mandatory) we now Move Zombies. Rolling 1D6 for number of zombies to move, he rolls a 1. Yellow Player
decides to move zombie 1 in 5,6, which moves 1 space closer via the most direct open path to 6,6.

¢ ST N RO y T 7 ‘:».;:;«..”.
1 1 1 '
| O . O 1R Vo
I | I 3
X 6 2,6 6} <451 55! 5l
s > — N - - . ; - -
7 = A,
5 ) V 5 -
s arsed -
| | | | il
] I ] I i 3
I 1 I 1 1 e
%/ 0N ) /4 /B
| | |
|, 3y ay. !
T Co st s s 3
1 /.
i
I‘
i
2 l 3,
2 1 1 1
| Y ADY 4, O 4D
§ |
7 2 g, y,21
E 18 0 S B M 3 M M M M 1 9
B R R A P A R A R A R e P A R T
B w1 ) R ] M R ) SR e e e
[EERTmES EETR TR LA Bl T (W T MR R W (W T MR R R L E A el T (W T MR KT W

Note that the closest zombie to the Active Player was not necessarily the zombie that moved.

Phase 7 — Trade Victory Points — N/A (Yellow Player has 2VP so far, but you need a minimum of 3 to trade for a
Loot Card).

Towle Well Sref berd]

Move: \ma[ |ds[|dsz| mm2|mm1\mm mawa“mu[mms\
ooooo

Bandage : "4
= AR

This ends Yellow Player’s turn.
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TURN 2 BLUE PLAYER

-
BT
T
e
I
o
=
| mams

Phase 1 — Spawn Player — N/A.
Phase 2 — Left Over Combat — N/A.

Phase 3 — Spawn New Zombies

. . AR "‘,,, 34 '%,'7 5 s TR
The closest player is 3 spaces away, so 1D4 is *' i
rolled to spawn new zombies. Blue Player rolls | BEOR ! I [ I
a 4. He does not have good luck with this. | |& O : Q@ | O | O :
With the new zombie counters, the following | [ _ _§~° 25, 3.2 2 22, 2
are rolled, with North still at the top of the map, || . M | @ 2
and the Blue Player (origin of spawning) is at | % o]
s yer (orig p 9) - O @74 O
Counter 1D10 1D10 Target || 2 i i i |
(Direction) | (Distance) | Space || ; ! ; ; :
Zombie 0 4,3 (on O { 97 : /4 :
1 top of 58 ' 34! 4,3, 541
Blue N = 1 48 )
Player) ||| . "
Zombie 4 3 6,1 / 1 '
2 » 1) A
Zombie 4 5 Outside || @ - o e ST e T T
3 Mall :
(Does & 2y AL E V78
not L’ i, Mg 13- AR TS iYL ) 3,21 3 DTS
Spawn) | M T T @
Zombie 3 1 53 e e
4 e e R R R S S
P
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Zombie 1 spawns on top of Blue Player (distance roll is irrelevant due to this).

Zombie 3 could have spawned on the mall walkway outside the store (below Zombie 2 in 6,1) or outside of the
mall since the store is on the upper right corner of the mall. At Blue Players discretion, that zombie spawned
outside and will never have to be worried about!

Zombie 4 is in the space next to the Blue Player, but due to the LOS Blocked obstacle marker between the 2 they
are not considered adjacent.

Phase 4 — Player Movement

Combat must be resolved before any movement takes place for the Blue Player. He rolls a 1D10 for the Zombie
Attack and rolls.... a 1. From previous attacks Blue Player only had 3 Bandages remaining. He uses another
Bandage, reducing his total to 2, to remove the Bite Marker.

Move : [73% [ 706 | 1d6+2 | 14102 [ 1910+ 1a70+2 | 1a10+3 | 191074 [ 1d10%5 |
Points: [ & |3 I O O . O 2 3|

Trying to escape would still put the Blue Player in combat since he would still be adjacent to the zombie currently
on the same space, so he opts to fight it out instead of trying for an escape. Once again 1D10 s rolled for
combat, this time with a result of 2. He trades in another Bandage Token cancel the Bite Token.

Move : [ T4 ] 795 [ 16+ | 19102 [ 11071 1a1072 | 1a10+3 | 1aT0+4 | a10+5 |
Points: [ | 3 |- O O . |

On the combat re-roll, Blue Player rolls a 1 on 1D10 (needs a 3-9 to win, this is horrible luck). He trades in his
last Bandage Token to cancel the Bite Token once again.

102 [ 410+ | 1410+2 | 1610+3 7
L I 2

I
T
T
1
1
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In a last ditch fight for survival, Blue Player keeps fighting, trying to get higher than a 2 on 1D10, Blue Player
rolls... a 0. Dejected, the Blue Player succumbs to being BITTEN. He replaces his Player Counter with his Player

Bitten Token in case he gets to come back on the next turn. He also records 1 more Bite Token (now a total of 2)
on his stat card.

o e e T R

QOR

| % P T T T
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1 o .
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immEn e e e e
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If Blue Player had been holding any Item Loot Cards, they would have been placed in a loot pile in space 4,3.

Additionally, if he had any Victory Points he would have lost 1, but a player cannot lose Victory Points if they have
none.

Alternately, Blue Player could have used an Adrenaline Token to move 1 space instead of remaining in combat.
He still would have received a Bite Token and been engaged in combat. The strategy in not doing this is the
chance of re-spawning with only 2 bites (and coming back with full Health and Adrenaline) is high.

Once a Player has been BITTEN and removed from play, any remaining phases of that player’s turn are skipped:

Phase 4 — Player Movement, Phase 5 — Loot/Unlock, Phase 6 — Zombie Movement, Phase 7 — Trade VP —
SKIPPED
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TURN 3 YELLOW PLAYER

.
By
B

3
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% 1] 54 g
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Phase 1 — Spawn Player — N/A
Phase 2 — Left Over Combat — N/A

Phase 3 — Spawn New Zombies

Although the Player Bitten Token for the Blue Ml e

Player is within 5 spaces, the Blue Player is | — ; : ; ,

not actively on the map, so 1D6 must be O : : O : Q :

used to determine how many zombies |l v, D i %
appear. The Yellow Player rolls a 2, so 2 | B = & e
new zombies appear, with the following AR e @ %
results for placement (Remember, these are | = O O = O "f
spawning from 2,4): : 2 ¢ : y 1
Counter 1D10 1D10 | Target || ! : ! : : :

(Direction) | (Distance) | Space || () | AN ) A o /&

Zombie 8 2 16 7 : 74 ) | .
1 M 2 ;
Zombie 5 2 2,2 :
2 | )
i ;

1,3 % 3,4

2 / :

)
i
e}
i

‘ -"’tj :_L:;:_Lf?_'?ﬂ
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Phase 4 — Player Movement

Time for movement, and the Yellow Player
rolls a 4 on 1D10+1 for movement! Although
the open paths are fraught with zombies, the
Yellow Player can crawl over the counter
toward the Objective Counter while avoiding
combat. Remember, the zombie in the
bathroom at 1,6 is blocked by a door, so it will
not be considered adjacent for combat
purposes. He first uses 2 movement points to
enter 2,5 (2,5 is a cluttered space). Another
movement point is spent to enter 2,6.

Although the Yellow Player only used 3
Movement Points out of the 4 rolled to reach
the space next to the Objective Counter, a
space with an Objective or Loot Counter
requires 2 Movement Points to move into.
The Yellow Player only has 1 Movement Point
remaining so he is unable to move on top of
the Objective Counter.

Yellow Player decides to use 1 Adrenaline
Token to move 1 extra space, reducing Yellow
Player to 4 Adrenaline Tokens. This way he
can move onto the Objective token and loot it
this turn instead of waiting until the next turn.

Note that the remaining movement point (1)
will be lost since Yellow Player is stopping
early to loot the Objective Counter in the next
phase.

Also note that players only receive a Bite

Token if using Adrenaline to escape from a
zombie in Combat.

http://Workshop-Games.com
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Phase 5 — Looting/Unlock Door or Radio
Since the Yellow Player is on top of an
Objective Token, he decides to Loot the
space (this will also remove the token from
the map). The Yellow Player pulls the
matching numbered Objective Card from the
Objective Deck and gets Key 1, which
happens to be the key to the Security Office
in this scenario!

You have found a key that wil unlock Lock 1

You receive no Victory Points fo finding
this ey It unlocks ascenario objecve.

http://Workshop-Games.com
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Phase 6 — Move Zombies

The Yellow Player rolls 1D6 zombies and rolls a 5. And Yellow Player had been getting such good rolls. Even if
there were other zombies in the mall, there are 6 currently in the same store, but only 5 have an available path to
a player (the zombie in the bathroom is blocked by the locked door)

Zombies in the same store must be moved first. The order in which the zombies are moved is important for
blocking issues. Yellow Player decides to move the following:

Counter | Move | Move Notes
From To

Zombie 1 2,2 2,3 After going the long, open route, this zombie turns around and heads toward the
nearest player.

Zombie 2 4,3 4.4 Following the shortest open path

Zombie 3 5,4 6,4 The shortest route is still around the tables creating cluttered spaces.

Zombie 4 5,3 5,4 The shortest route is still around the tables creating cluttered spaces.

Zombie 5 6,6 5,6 This was the last zombie that HAD to be moved since it is the only one left
inside the store with an available path to a player.

5 2 »
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Phase 7 — Trade Victory Points
Yellow still only has 2VP and needs 3VP to trade, so this phase is once again skipped.

| 5
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TURN 3 BLUE PLAYER

|

j
Lo
L

Phase 1 — Player Spawns

Since BITTEN on the last turn, the Blue Player must check to see if he will respawn. He rolls 1D10 and must roll
higher than the number of Bite Tokens he has (2 — 1 from losing combat, 1 from using Adrenaline), so he must roll
3-9 to survive). Herolls... a 3. Whew, that was close. Blue Player restores all Bandages and Adrenaline.

Move : (732 [ 705 | 1d6+2 | 14102 [ 1910+1 | 1a10+2 | 1a10+3 | 191054  1d10%5 |
£ Bl 0 ]~ E

Note that the 2 Bite Tokens remain and are not discarded

Next it's time to determine how far the zombies dragged him before he was able to escape.

Origin Space 1D10 1D10 Target Space
(Bitten Counter) | (Direction) (Distance)
4,3 3 6 Outside of mall

Since the player would not spawn inside the legal area of the map, the player must re-roll to spawn.

Origin Space 1D10 1D10 Target Space
(Bitten Counter) (Direction) (Distance)
4,3 9 N/A Does not spawn

A direction of 9 is equivalent to not spawning (within the legal area of the mall), so once again the player must re-
roll.

REV 1 20130512
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Origin Space 1D10 1D10 Target Space
(Bitten Counter) (Direction) (Distance)
4,3 3 2 6,3
Finally, a spawn within the legal areal It's [em—| ——— e
a horrible place to spawn, though. The | 4 i . i
player removes the Player Bitten Token O : : O ; : ?
and places his Player Token in the target || . 2,6 3,61 £l o 5
space. ! B B
16 | ke o A of
Note that although there was an LOS B l . : o Fila
Block marker between the origin and ; I I I I I
where the player spawned, it wasignored [@C) | () | O | : :
as are all obstacles when calculating : 7 y 4 ) 2 ) |
where a player (or zombie) will spawn. ’ o - - - - ————"—E——-—— ---24
| 5),
ALY 1 /8 b
T e D 3'1: B = 2
s sen g B B S e BT R B R B
fEcdoessarcdoa: B e
=.u(x“)u.x .u(x“)u.x .u(x“)u.x .u(x“)u.x
iaaE: \,, L ! (| \,, L (| \,, L (| \,, L !
LR JpE R P e

Phase 2 - Left Over Combat

Although Blue Player spawned in a cluttered space, he is still adjacent to the zombie in 6,4 and must resolve
combat. Battling this zombie (above) with 1D10, Blue Player rolls a 2, losing combat. He trades in a Bandage
Token (leaving him with 4) to cancel the Bite Token he would receive.

Move : [73% [ 705 | 1672 | 14102 [ 1910+1 | 1910+2 | 1a10+3 | 191054  1d10%5 |
E I £l ) 1 = <3 £

s 7157179 ]
[T+ [ 55 1 +a ]

5
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Instead of re-rolling combat, Blue decides to use Adrenaline to escape. Since he is adjacent to 1 zombie,
escaping will cost 1 Adrenaline Token and he will also receive 1 Bite Token (raising his total to 3). He does this
and moves to 6,2.
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| - = E = - = E = - = E = - = E = - = E
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Although 6,2 is a cluttered space, using adrenaline allows movement into a cluttered space with no penalty.

Move : [ 1% ] a6 [ 16+ | 19102 [ 1101 1a1072 [ 141073 | 1aT0+4 | 1a10+5 |
3 3 - E 0 1 + +3 4

Zombies Killed Victory Points.
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Phase 3 — Spawn New Zombies

Now it's time to place more zombies. The
Blue and Yellow players are 7 spaces apart,
so the Blue Player must roll 1D6 to determine
how many zombies to place. The die is rolled
with a result of 4. Remember, zombies are
spawning from 6,2.

Counter 1D10 1D10 Target
(Direction) | (Distance) | Space
Zombie 7 1 52
1
Zombie 8 6 3,6
2 (On top
of
Yellow
Player)
Zombie 7 1 5,2
3 (On
Top of
Zombie
2)
Zombie 0 6,2
4 (On top
of
Yellow
Player)

O

)

5

27

3,21 ' L rameabyi - mee6y2)

Wil Ml

Phase 4- Player Movement

The Blue Player is cornered and adjacent to
3 zombies (1 in the same space and the 2
zombies in 5,2). He could try to escape by
using Adrenaline — but it would take 3
Adrenaline and he would still be adjacent to
at least 2 zombies. He decides to try and
fight his way out.

First he fights the zombie on the same
space. Rolling 1D10 for combat, he rolls a 4
and defeats the zombie. He adds a Victory
Point and Zombie Kill token to his stat card
and removes the zombie from play.

http://Workshop-Games.com
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Blue Player fights on and attacks the first zombie in 5,2 (although 2 zombies share the space, they are attacked
individually). Rolling 1D10 for combat, Blue Player rolls a 2. Once again Blue Player finds himself using a
Bandage to prevent gaining another Bite.

Zombies Killed Victory Points.

Q

With the bad luck in combat, the Blue Player decides to make a mad dash and use Adrenaline to run through the
zombies in 5,2 (crazy, but allowable). Since there are 2 zombies in 5,2 it will cost 2 Adrenaline Tokens and the
Blue Player will receive 2 Bite Tokens for moving instead of fighting. He takes the plunge and rushes in from 6,2
to 5,2.
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Blue Player decides to keep running and spends his last 2 Adrenaline Tokens (1 per zombie) and receives 2 more
Bite Tokens.

Adrenaline :[ 7|
2 EM|

oints: [

O
O
m
&
O

Zombies Killed Victory Points

et =

O
O
O

i, S A 3] Out of Adrenaline and still adjacent to 2

7 SA A A v /o || zombies, Blue Player is forced to make a

! | stand and fight. Rolling 1D10 to fight the first

O s d | zombie, he rolls a 1. Using 1 of his 3

| : Ao ; remaining bandages to cancel the Bite Token,
@ = : 2 3 he now has 2 Bandages remaining.

Continuing to fight, Blue Player again rolls 1D10 for combat, this time rolling a 6 and killing one of the zombies.
He adds a Victory Point and Zombie Kill Token to his stat card while removing the zombie counter from play.

[ v R L2 Z G
8] O | Ae7/ |
1 | 1 1 Move : (198 06 | Ta6v2 | 70 [Tai0wT | 141072 [ 1970+ | TaT0w4 [ 197075 |
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7 S 1 1 I }
& 8 | |
1 1 1 | 1 8 . . . .
! : ! Blue Player is still adjacent to 1 zombie and
sl A e s 21 must combat it. Rolling 1D10 for combat, he
: I ‘ | rollsa0. He uses a Bandage Token to negate
‘}O : i ) the Bite Token, leaving 1 remaining Bandage
) '] available.
| 3,5
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Still adjacent to the zombie in 5,2 with no Adrenaline, Blue Player is forced to continue fighting. Rolling 1D10 for
combat he rolls a 3 and manages to kill the zombie!
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Zombies Killed

Victory Points

. ﬁ = g *f“ e = R O = %
After all of that, we’re still in the Player :
Movement Phase and Blue Player still has to R O HACY 4 : A
roll for movement. He rolls 1D10 for 5 , 6: ,5: 6 X
movement and rolls a total of 2 (rolled 1 + 1). A, 1 ' e
Blue Player decides to exit the store and - : o] @ :
moves to 3,1. i O O |4 O
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Phase 5 — Looting/Unlock Door or Radio — N/A
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Phase 6 — Move Zombies
Blue Player is within 5 spaces of the Yellow Player, so he only has to roll 1D4 to determine how many zombies

move. He rolls a 3, and the following zombies move:

Counter | Move | Move | Notes
From To
Zombie 1 6,1 5.1

When Player is on a walkway, zombies on the walkway will advance toward nearest
player..

Note that all other zombies are inside the store. Even if a player on the walkway is closer to a zombie, zombies
will head toward any players in the same store first.

Counter | Move | Move | Notes

From To
Zombie 2 2,3 2,4 | Continuing down the shortest, open route to the player.

Zombie 3 6,4 6,5 | Continuing down the shortest, open route to the player.

Note that the only other zombie available to move was the zombie in 5,6. All other zombies were blocked (by
other zombies) or did not havegg open path to a player available (zombie%in the bathroom).
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Phase 7 — Trade Victory Points
Blue Player has 3 Victory Points and decides to trade them in for a Loot Card as allowed by the scenario rules.

He trades in the 3 VP and randomly draws a Loot Card from the Loot Card deck.

Zombies Killed Victory Points.

The Loot Card he pulls is “That’s Not A Pile of Loot”, which must be played immediately.
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This is the worse card in the whole deck. Although it is the end of Yellow Player’s turn, this card must be played
when drawn. When playing this card 1D4 zombies spawn on the space the Active Player is occupying (which
means combat must immediately be resolved). The Blue Player rolls a 2, so 2 zombies spawn in the same
space.
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Although at the end of Blue Players turn, the zombies have spawned adjacent/on top of the Active Player (which
is Blue Player), so combat must be resolved. For the first zombie, he rolls 1d10 with a result of 2, losing combat.
He uses his last Bandage Token to negate the Bite Token and has no other option but to re-roll combat.

Move : [ 188 [ 1d6 | 196+2 | 14702 [ 181051 191072 | 191073 | 1610+ | 181075 |
Points: [ 41 31 7 1 I 1 1 1+

Bandage: ]
Poits: [ E 7 I ]
]

Adrenaline :
Poin

Still with 2 zombies in the same space, Blue Player picks one to attack (since all zombies are the same, the actual
zombie selected is inconsequential).

5
10 REV 1 20130512

http://Workshop-Games.com .
P BASIC RULES



Again rolling 1D10 for combat, Blue Player rolls a 5, defeating one of the zombies that spawned on top of him!
He gains another Victory Point and Zombie Kill Token, but still has 1 more zombie left to combat in 3,1.
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With 1 zombie in the same space and out Of [[——] ———— R RO i D
Adrenaline, Blue Player is once again forced | = ; , : :
to combat the zombie. He rolls 1D10 for O : : O : :
combat and rolls a 1, losing. With no | 2 76, | [ -
alternative, Blue Player has become BITTEN |

and again replaces the Blue Player Counter | A\VRP 2 @
with the Blue Player Bitten Counter. ; 1O @71}

On his stat card he records another Bite, | —— o sl

which brings his total number of Bite Tokens | |
to 8 (2 from losing combat and being Bitten, | O |
6 from using Adrenaline). Additionally, he :

O
O

. . . . . |, 4 3,4 A 5,4
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This finally ends Blue Player’s turn.
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TURN 4 YELLOW PLAYER
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Phase 1 — Player Spawns — N/A

Phase 2 - Left Over Combat

On the previous turn a zombie spawned on top of Yellow Player in 3,6, so, there is combat to resolve. Rolling
1D10 for combat, Yellow Player rolls a 7 and kills the zombie, removing it from play. He also gets 1 Zombie Kill
added to his Stat Card and 1VP.
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Phase 3 — Spawn New Zombies

With no other players within 5 spaces (the Blue Player Bitten does not count), Yellow Player must roll 1D6 for the
number of new zombies to spawn and rolls a 4. Zombies spawn in the following spaces, originating from Yellow
Player’s space of 3,6.

Counter 1D10 1D10 Target Space
(Direction) (Distance)
Zombie 1 4 2 55
(Could alternately have spawned in 4,4)
Zombie 2 3 3 6,6
Zombie 3 8 5 Outside Mall
(Does not Spawn)
Zombie 4 6 1 2,5
g - o5 +w_ﬁ\; e S £ 7 = - =
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Phase 4 — Player Movement

Yellow Player rolls 1d10+1 for movement and gets 7 Movement Points. He decides to run toward the store
entrance, but each route has zombies in the way. He uses the first Movement Point to enter 2,6 where he is
adjacent to the zombie in 2,5 (zombie in 1,6 is behind a door and not adjacent) and decides to combat it.
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Rolling 1D10 for combat, Yellow Player rolls a 2 and loses. Although he has 5 bandages and 4 Adrenaline
available, Yellow Player decides to take the Bite (maybe he can get lucky and respawn in a better position?).
Since this is his first Bite Token, the odds are in his favor.
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Yellow Player replaces his player counter with
the Yellow Player Bitten Counter and adds 1
Bite Token to his stat card. He also loses 1
Victory Point, bringing his total down to 2. In
addition, the Security Office Key is left behind
in a Loot Pile.

Move : |34 [ 196 [ 196+2 | 19102 7+ 7d10+2 | 1d10+3 | 1d10+4 | 1G10+5
Points: [ 4 | 3 | - E Gl 7 =3 3

With the Yellow Player bitten, the remaining
phases of the turn (Looting/Unlock Door or
Radio, Move Zombies, Trade VP) are
skipped.
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TURN 4 BLUE PLAYER
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Phase 1 — Player Spawns

Having been BITTEN on the last turn, the [ TR FH PELE S TR
Blue Player must find out if he respawns this | o= : , ,
turn. He has 8 Bite Tokens, so he must roll Py O ! O ! ! _
GREATER THAN 7 on 1D10 to spawn and || D i | o o) 5 el ol %
continue play — this means he mustroll a 9. | F = & : ibats
He rolls and gets a 0, which in this game is 0 | AP
and definitely less than 8. s : O
If Blue Player had any Victory Points, he | o it - ' ; : : -. ¥ I
would lose 1 more for being killed and out of | I I I I I :
the game (this will come into play in future /A AL : )
expansions with Zombie Players). 74 4 ; ),
The Blue Player removes his Player Bitten | | : :
Token from the board and is now out of the | _ ! g 5
game. The rest of Blue Player's turn is | ' . ‘ :
skipped play continues to the next player. 2 g ‘ . I L 2 25
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Phase 1 — Player Spawns

Having been BITTEN on the last turn, the Yellow Player must find out if he respawns this turn. He has 1 Bite
Token, so he must roll GREATER THAN 1 on 1D10 to spawn and continue play — only a 0 or 1 will knock Yellow

Player out of the game.

He rolls 1D10 with a result of 5 — he successfully respawns with all 5 Bandages and Adrenaline restored.

Tombile Ml e Sard]

\m“as\as T a2 T TaT0e2 [ TOT0es [ TaT0wd [ s |
£}

nnnnnn

uuuuu

Bandage: [l!l !l\!l & mm—

Next Yellow Player must determine where he will spawn by rolling 1D10 for direction and 1D10 for distance from
the space he was Bitten on the previous turn (2,6).

Origin Space 1D10 1D10 Target Space
(Bitten Counter) | (Direction) | (Distance)
2,6 1 4 QOutside of mall

The spawn point from the first attempt would have placed the Yellow Player outside of the map area.

Origin Space 1D10 1D10 Target Space
(Bitten Counter) | (Direction) | (Distance)
2,6 5 5 2,1
The Yellow Player is able to spawn normally in the open space in 2,2.
Fe { i e e TR RS 1 O

O
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Phase 2 - Left Over Combat

Having spawned next to the zombie in 3,1, Yellow Player can fight or use Adrenaline to flee. He opts to combat
the zombie. Rolling 1D10 for combat, he rolls a 9 and defeats the zombie, removing it from play while adding a
Victory Point (3 total) and Zombie Kill Token (4 total) to his stat card.
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Phase 3 — Spawn New Zombies
Again with no other players within 5 spaces, Yellow Player must roll 1D6 to determine the number of zombies to
spawn and rolls a 2. Zombies spawn in the following spaces, originating from Yellow’s space of 2,6.

Counter 1D10 (Direction) | 1D10 (Distance) Target Space
Zombie 1 1 1 2,2
Zombie 2 9 -- Does Not Spawn
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Phase 4 — Player Movement
Yellow Player rolls 1D10 for movement and rolls a 5. He continues to the left (off the shown walkthrough area,
but still in the mall).
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Phase 5 — Looting/Unlock Door or Radio — N/A

Phase 6 — Move Zombies

Rolling 1D6 for the number of zombies to move, Yellow Player rolls the max of 6. Since he is not in a store, any
zombies within line of sight on the mall walkway must move first. The only zombie within line of sight on the mall
walkway is the zombie on 5,1 so it is forced to move.

Counter | Move Move Notes
From To
Zombie 1 | 5,1 41 Only zombie on the walkway with LOS to
a player.

The remaining 5 zombies to move will be in the store. The will move, ever so slowly, toward the store entrance in

pursuit of the nearest player (who happens to be running down the hall).
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256 3,9

Counter Move From Move To
Zombie 2 5,4 5,3
Zombie 3 5,5 5,4
Zombie 4 6,5 6,4
Zombie 5 6,6 6,5
Zombie 6 5,6 6,6
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Phase 7 — Trade Victory Points

Yellow Player has 3 Victory Points, which is enough to trade in for a Loot Card in this scenario, but decides not to

trade.
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TURN 6 BLUE PLAYER

Blue Player is out of the game, so there is no longer a Blue Player Turn. This includes zombie spawning and
movement.

TURN 7 YELLOW PLAYER

With the Yellow Player off the shown map, he continues to spawn zombies and survive as long as he can. He still
has to find the key to unlock the radio, but the he knows the key to unlock the Security Office is back in the
iComputer store in the Loot Pile in space 2,6.

Why did he leave the key needed for the scenario behind? Maybe he’s trying to lure the zombies away for a
better chance at grabbing the key and running. Maybe it was just an odd turn of events to show what can happen
in a game.

SUMMARY

Play would continue with the Yellow Player until he successfully gathered the keys to the Security Office and
Radio and made his way to unlock both and call for help, or until he was no longer able to successfully combat
the zombie horde and found himself joining the Blue Player.
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APPENDIX A
THE MAP IN WAY T00 MUCH DETAIL
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There are 36 spaces on the map 6”x6” used in the walkthru. Here’s what’s important about each one.

Space | Type Details
1,1 Open The Mall Walkway. Zombies here will not enter the store after a player before zombies
inside the store with a player have moved.
1,2 Cluttered | Counter/Table clutters this space. The laptop does too, and Players can’t do anything with
the laptop. Or anything else cluttering up the map that isn’t a token.
1,3 Cluttered | Counter/Table clutters this space.
1,4 Open Movement and combat between 1,4 and 1,5 is blocked by a wall.
1,5 Cluttered | Yes, that’s a toilet cluttering up the space.
Movement and combat between 1,5 and 1,4 is blocked by a wall.
Movement and combat between 1,5 and 2,5 is blocked by a wall.
1,6 Open A Locked Door prevents movement and combat between 1,6 and 2,6.
2,1 Open Mall Walkway.
2,2 Open Movement and combat between 2,2 and 2,1 is blocked by a wall.
2,3 Open The LOS Block obstacle marker between bookcases prevents movement and combat
between 2,3 and 3,3
2,4 Open
2,5 Cluttered | Counter/Table clutters this space.
2,6 Open A Locked Door prevents movement and combat between 2,6 and 1,6.
3,1 Open Mall Walkway. This space is also an Entrance/Exit to the store.
3,2 Open Movement and combat is blocked to 3,3 due to a wall.
3,3 Cluttered | The LOS Block obstacle marker between bookcases prevents movement and combat
(Loot) between 3,2 and 2,2.
Loot Token Marker — actual space is Open.
3,4 Open
3,5 Cluttered | Counter/Table clutters this space.
3,6 Cluttered | Objective Token Marker.
(Objective) | Actual space underneath is Open.
41 Open Mall Walkway. This space is also an Entrance/Exit to the store.
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Space | Type Details

4,2 Open Movement and combat is blocked to 3,3 due to a wall.

4,3 Open The LOS Block obstacle marker between bookcases prevents movement and combat
between 4,3 and 5,3

44 Open

45 Cluttered | Counter/Table clutters this space.

4,6 Open

5,1 Open Mall Walkway. Movement and combat is blocked to 5,2 due to a wall.

5,2 Open

53 Open The LOS Block obstacle marker between bookcases prevents movement and combat
between 5,3 and 4,3.

5,4 Open

5,5 Cluttered | Counter/Table clutters this space.

5,6 Open

6,1 Open Mall Walkway. Movement and combat is blocked to 6,2 due to a wall.

6,2 Cluttered | Counter/Table clutters this space.

6,3 Cluttered | Counter/Table clutters this space.

6,4 Open

6,5 Open

6,6 Open
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