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A
GAME OF SURVIVAL FOR | TO 4 PLAYERS

RULEBOOK
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SETTING AlM OF THE GAME

MiT Z_ ROAD is o horror rood trip that  T© have a shot at victory. ot least | ofF
takes you from Chicago to LA in the our survivors must reach the West
midst of a zombie aPoca\ypc;c in America. Coast. Among the players who make it
You'l need to be r‘csourccf—u\ to Prcva]\ to LA, thel with the most Poirﬁs w'me‘.
over your opponcrﬁe and survive the frip.

’.
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Event you must resolve
during the event phase

SETVP

()> Eoch player chooses a color ond  (®> Place the auction boord, the dice,

tokes the lead survivor and bidding the remaining survivors, the 10 zombies,

morker of that color. the 2 contaminated area tes, and al
tokens within reach of al players. They

@)> Each  player then tokes 4 might (or not) rondomly come into play

survivors, 4 Ammo tokens, 4 Gos 0% the gome unfolds.

tokens ond & Adrenaline  tokens.

Randomly distribute an initiative tile to })> Eoch player places his bidding morker

each player on the 0" space of the auction board
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Contaminated area ties
and epilogue cards
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. Zombies
, Special tokens ). and survivors



=4 YU ow hove adeck of ¢, cards ¢
— level | cards, 24 |eyel 2 cards, gny
=/

BEWARE, that de

onsisﬁnﬁ of (

From +op—+o—boﬂom)
24 leve| 3 cards

ck Cahhnot eyver be shufPedl

Alonﬁ the way, we SCavenge]
We SUrvived Route ¢¢ and made it ahy’rhihﬁ that seemed yse )
to the West Coast. A We traveled Fegardess o the cost
west each €Ncounter- ot cr‘ccpicr',
so Players heed 4o mahaﬁc their
Fesources and Choose their path The Playcr With the # iNitiatiye tile draws
as carcﬁu”y 95 Possib)e the fi-o4 8 cards YoM the deck hd
Places thep, -ﬁaccup N the table in 4
paths, arr—anﬁinﬁ them in 4 Fows of 5
as shown below. (Note the cards
A game of Hir 7 Roap . Played over g are paired up r'ahdornly)
Founds. At 4 end of e gome, the
Who hgs =

Urvived {he +

TP to LA ooy has PATH |
the mos+ points Wins, -.
J r PATH »
Each roun COohsists in 3 Phases.
-> PLANNIN&, P ATHDZ
-> AUCTION, Q) (=0
-> ENCOUNTEK PATH 4



AVCTION PHASE

P\a\/cr«; see op’r'\or\e Lor the next \ca of their journcy. You choos€ |
of the & Pa’rhe, but or\\\/ e most osserfive P\aycr con toke the \eost dar\gcroue
(ond sometimes most \ucraﬂ\/c‘) Pa’rh. Wwe oways mode the r'\gh‘r choice.wel dmost awoays:

During this Phaec, P\a\/cre toke s accoro\'\r\ﬂ o the inifiative Yes (starting with #),

(D> Oon 2 player's turn he con move NS 3)> As s00N 95 dl players poss in a Yow,
bidding morker by £ olowing these rules: he auction ends immediatel.

5\ he choose? to bid, he must move
his moarker to a spoce highet Yhon its ®-> Each payer e\ocr\o\e yresource?
currcr\+ epacc. eoua o his bid (P\a\/cre con ust ony

5 He moay po%° ond leave NS morker
where it 5. \F he passes, he con bid later
on during 1 ouction (Prov'\dcd ot ol ®)> Eoch player gets 2 iitiative e

the other players Ihave not aso Pac;ecd) o\cpcnd'\nﬂ on his bid (whoever
e H\ﬁhﬁ‘;‘\‘ bid 66‘\‘6 the ® tle Hhen
_» Except Cor the 0" spact only | the eccond—\—(\ahcew‘ bid gets #7, ond
bidding movker con occupy @ single so on.

GPGCC ot a fime.
& severd players bid O, they stoy N
_5 When the ouction ends, the player e some order relative to eoch
spcr\de any cormbination ob his other during the Prcv'\ou«; round.
esources (Ammo, Gos, o Adrendine)
equal to hs bid A player connot bid
higher than he hos resources 10 spcr\d. 6> At the end ofF ths phase. put

morkers bock on e ‘0" spoce-




EMCOU”TEQ PHASE
Now pl

that lie be

turn he must choose | of the
rcmainihﬂ Paths and resolve g events
oh both cards alohg that path. A path

CARD DE SCRIPTIOWN
— =T IoN
C)), Scavcngc

@> Event

- SCAVENGE

The Playcr takes g the resources
shown in +he top-left corher

@- Evenr

Read the text on the card (if there is any)z

> e text
backﬁround,
playcr mus+

is  black oh a white
it is an event, and the

resolve it immediately

=> IFthe text is red on g white background,

it is g special
chsuing -Pithr (

Clari-ﬁca'l'ion:

rule that wi affect the
see step 3)

-> When g card instr

ucts the Playcr' to

roll a die, it's alwayfs a black die.

shown in event text

count  egch ma+china icon  rolled

regardess of 9

icons.

ayers travel | of the paths
gorc them.. come what may.
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Dur‘ihg a -f:iﬁht the Playcr" mus+
defFeat 4 the zombies shown
oNn the card (the humber in the

optional and, £ the Playcr" chooses o
do it, the Fanged roll mus+ occur as the
Frst roll of He -piﬁth. For each ammo
spent, the Player rols o black. dice,

and For egeh or x Kil I zombie

Important Note: Dur-ina a ranged rol|, g
other resylts are ignored,

Y



Brace YOURSELVES... AND FLEE!

Before any melee round, a player may Hee to skip the Liﬁth altogether-
To fee, a player spends 2 gos tokens.
The card is returned +o the gome box,
and obviou«;ly you dont get any points for avoidinﬁ it

s you choose to gkip the ranged rol, or the zombies) cn+irc|y eliminates
or if there are zombies lef+ 9+ahding the other. During each melee roll, you
after the ranged rol things get  roll black dice equal to your meeples
ugly and you must now fight in close (survivors plus lead survivor). Each
quarters (melee) until | group (your's result is resolved as Follows:

CASVALTY: | of yeur survivors has been bitten and will die a horrile
death unless you act aluickly. You must either spcnal I Adrendline +oken
or lose | of your survivors.

BLANK: You dodﬂcd; nothing happens.

OPPORTVNITY KILL: A zombie is within reach, you may spend |
Adrenadline token to kil | zombie.

KiLL: You kiled | zombie.

Bowvs KILL: Kil | zombie and you may spend | Adrenadline +oken +o
Kill I more zormbie.

£ the player manages to kil all the zombies, he wins the f—ighf He
takes the adventure card and Places it Facedown in Front of him
The points that Playcrs collect (shown in the blue star in the +op-riﬂh+
corner) are totaled at the end of the gome (if +hcy survive that lohﬁ).

THE HORDE

£ the scrawny hand showing the number of zombies is red, you are
@@ attacked by a horde of zombies. The ranged roll and ﬂccina (should
?{_{ you chose to) remain the same, but melee rolls are sligh-Hy more

@g dangerous, as you may have guessed. The horde's strength is indicated

by the number of small red skulls (I, 2, or 3) above the hand.

®



For a melee rol aga‘mc;‘r a strengthr  Swop 2 of your dice For 2 horde dice,
horde, you must swop | of your dice and so on However, you never roll
for | horde die (red). For a melee roll  more dice than the humber of meeples
O\go{lr\snL a 9+rcng+h—7, horde, you must  you currcn+\\/ have in your group-

EXAMPLES:

-> A group with 4 mccp\cs that 15 attacked b\/ a c;+rcr\g+h—2 horde rols
2 Plack dice ond 2 red dice

> A group with 2 meeples thot is attocked by a strength-3 horde
rolls only 2 red dice.

A horde die has an odditional result:

HORRIBLE DEATH: | oF your survivors is instantly kiled.
@ Not very Loir, but then again ife isnt Fair

(ond in the end, you die an\/waye)
Te A PLAYER IS LOST ALONG THE WAY...

£ al of your survivors have been kiled, you are eliminated From the game. You dont take
art in auctions anymore, ond you con return your colected cards to the gome box os
well as your tokens to the reserve, and e get some coffee.

Starting with the next round, the Following changes are mode:

-» During the P\anr\ing Phaec, P\acc the '+2" Kcy Po’lnﬂr\g ot the 4™
(bottom) path ok cords.

Q > The player who tokes that path must epcncl on odditional 2
resources of his choice before even bcg’mnlng to resolve the
E First cord & he doesnt have enough resources to GPcnd, he

connot choose Hhot Paﬂn.
£ a second player is eliminated, the Following changes are mode:
-» During the P\anr\\ng phase, P\acc the "+2' key po’lr\’rir\@ ot the 3

path of cords.
-> The player who takes that path must cspcr\d on odditional 7

resources oF his choice before even begnnng to resolve the
Q frst cord 1E he doesnt have enough resources to c;Pcnd, he

connot choose that Pa+h.
L 5 Ploce the "+4' key Po\n’r\r\a ot the 4t (bottom) path ok cards.

= -> The player who chooses that path must epcr\d on additional 4
resources of his choice beFore even beginning to resolve the
first card. IF he doesnt have enough resources to cspcr\c{, he

connot choose that Pa+h.
®



WINNING THE 6AME

—> \Eonly! P\aJcr lhos ot least | SUrviVor
ot the en
he immediately wins the game.

of an encounter phase,

> If ol players have o survivors ot
the end of an encounter phose,
Yere s NO w\nncr‘.

S8 2 or more players have
ot least | survivor ot the end
of the gome, coch ol these
players adds up his points from
Lacedown cords. Each epiogue
card is worth 3 points anc? is
6\vcr\ to the P\a\/cr with the

e’
S
e

L

9 &

S
Feed

P\a\/cr with P\a\/cr
the most with the
Adrenaline most Gos

most resources epcc'\?\cal on
the cord. £ there is a tie for
an epilogue card, then it 15 not
g’\vcn to any P\a\/cr..

-> The P\a\/cr with the most Po\rﬁe
wins. In case ok a tie, the tied
P\a\/cr with the most remaining
survivors Wins.

S 1§ there 15 St o te Al tied
players chare the victory ond
toke up residence in the \etter
‘D" of the 'HoL LYWOOD" sign to
wait out the zombie aPoca\\/Pc;c.

g ‘% g ‘%
@ iR
P\a\/cr with P\a\/cr with
the most the most
Ammo SUrVIVOYr'S

TOKEN CLA&IFICATIMS'

EXECVTOR: When you ﬂc+ this token, your group travels

ina school bus Lrom then on This has nNo immediate \mPac+
on the game. However, i you aso get the Executor cord
later in the gome. your bus becomes the Executor, o reol
Lortress on wheels that adlows you o Fight ol hordes as

it they were regulor sombies (ol black dice instead o
horde dice). Keep the Executor cord Faceup In Cront ofF

you a5 o reminder.

MoLoTov COCKTAILS: You May discard this token ot
ony fime on your turn-even pefore a ?’\g\rﬁ bcﬂms—’ro kil +he
entire group oF horde of zombies (ignore the red fext on
the cord). Take fhat card ond
of you a5 you would normally do after winnng a fight.

place it Focedown in Sront



RULE CHANGES FOR ), 2, OR 8 PLAYERS

Before starting the ome, remove all cards 9howing Pokcr
card symbols (J-Q-K-A) in the bottom-left correr
and return them to the gome box.

Durin@ the P|anning Phasc, the Player with the # initiative tie
Q draws only & cards ond places them as usual on the table,

creating 3 paths of random pairs.

RULE CHANGES FOR 2 PLAYERS ONLY

Q Ploce the “+2" kcy pointing at the 3 (bottom) path of cards.

& The Player who takes that path must spcnd an odditional 2
resources of his choice before even bcginninﬂ to resolve the first card
£ he doesn't have enough resources to «;Pcnd, he cannot choose that path

RULE CHANGES FORr ) PLAYER ONLY

During the planning phase, draw & cards and ploce them on the table, creating 3 paths of random
pairs, but BEWARE, they wont all be placed ﬁaccup! Place both cards in the Ft pair Facedown
This i5 the F* possible path Place the 2 pair with the left card Paccup ond the right cord
Focedown This is the 2 possible path The 3+ pair is ploced ?accup. This is the 3 possible path

-> IF the Player chooses the Ft Pa+h, he may  -> £ the Playcr chooses the 3 Pa+h he must

toke any 2 resources frrom the reserve spend 2 additional resources of his choice
before ﬂipping the cards Paccup! before begning the encounter phase.

> I the player chooses the 2 path, he (Note: IF he doestt have atleast 2 resources
resolves it as usual to spend he canhot choose that path)

After resolving the chosen path discard the other 2 paths and continue on to the next planning
phase. The aim of the solo game is o survive 8 rounds and Finish with as many points as possible:

-> Add up dll the points £rom cards won
-> Receive | additiondl point for each comp|c+c set of .
I survivor - | Gas - | Ammo - | Adrendline lef+ o Jid on 122%)
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