
RULES OF SURVIVAL

Scan to watch an 
instructional video!



2

BACKPACK ITEM

Rad Ride

Skateboard

On your Turn, discard 

this card to use a Move to 

go to any Room.

BACKPACK ITEM

Pretty Lights

F ireworks

Discard this card on 

your Turn and take up to 

3 Zombies from anywhere 

and place them into any 

Rooms without Zombies.

BACKPACK ITEM

Pretty Lights

F ireworks

Discard this card on 

your Turn and take up to 

3 Zombies from anywhere 

and place them into any 

Rooms without Zombies.

BACKPACK ITEM

Gotta go Fast

Adrenaline

Discard this card 

on your Turn and take up 

to 2 additional Moves.

BACKPACK ITEM

Gotta go Fast

Adrenaline

Discard this card 

on your Turn and take up 

to 2 additional Moves.

BACKPACK ITEM

Duck and Cover

Grenade

When entering a Store, 

discard this card and kill 

all the Zombies in the store. 

Then roll the Melee Die to 

see if you take Wounds.

BACKPACK ITEM

Duck and Cover

Grenade

When entering a Store, 

discard this card and kill 

all the Zombies in the store. 

Then roll the Melee Die to 

see if you take Wounds.

BACKPACK ITEM

Duck and Cover

Grenade

When entering a Store, 

discard this card and kill 

all the Zombies in the store. 

Then roll the Melee Die to 

see if you take Wounds.

PICKUP ITEM

Do you Read Me?

Frequency

Immediately gain 3 ,

then discard this card.

 Call the C.D.C. Scenario: 

You must have the Radio. 

Advance the Objective’s Token.

PICKUP ITEM

Do you Read Me?

Frequency

Immediately gain 3 ,

then discard this card.

 Call the C.D.C. Scenario: 

You must have the Radio. 

Advance the Objective’s Token.

PICKUP ITEM

Do you Read Me?

Frequency

Immediately gain 2 ,

then discard this card.

 Call the C.D.C. Scenario: 

You must have the Radio. 

Advance the Objective’s Token. 

PICKUP ITEM

Do you Read Me?

Frequency

Immediately gain 2 ,

then discard this card.

 Call the C.D.C. Scenario: 

You must have the Radio. 

Advance the Objective’s Token. 

ON YOUR TURN:
1.  You MUST Move 3 times:

        > After each Move, you may kill 1 Zombie and, if the  
           Store is empty, use your Room’s ability or collect Items.

2.  Search the Store / Add new Zombies:
         > Reveal your Search Card, and take a new one.

MELEE ATTACK – Roll Melee Die
RANGED ATTACK – Spend 1

P istolKnife
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After being Overrun and taking 1  as 

normal, you may immediately go to a 

Room without a Zombie up to 3 Rooms away 

(you may then perform its action).

Sugar Rush
TEENAGER

1 2 3 4
TEAM 
START

COOPERATIVE OBJECTIVE

COMPLETED:

Save all 4 Stranded.

FALSE ALARM:
If the token shows a Zombie, 

immediately place 1 Zombie into that 

Room. The Player is now Overrun. 

Place the Zombie Token onto this card 

to be used to reset the Objective later.

SUCCESSFUL SAVE:
If the token shows a 
Stranded, advance the 

Objective Marker forward 

1 space. Then reset the Objective, 

shuffling both tokens and placing 

them face down on the Entrance 

of each Store with the next icon 

on the track.

OBJECTIVE:
Save the Stranded People.

COMPONENTS:

2 Stranded Tokens, 1 Objective Marker

SETUP:
Shuffle the 2 Stranded Tokens and place each 

face down into the Entrance of both  Stores 

(noted by this card’s track). Place the Objective 

Marker on the “START” space of this card’s track.

GAMEPLAY:
After entering a Room with a Stranded Token, 

killing a Zombie if necessary and if there are no 

Zombies in the Store, that Player may flip and 

resolve it (see the page on the right).

SAVE THE
STRANDED

LEFTOVERS- Roll the Melee Die:

or = Heal 1 .  

or = Take those Wounds.  

ECHO RIDGE 
FOOD COURT

1

ON YOUR TURN:
1.  You MUST Move 3 times:

        > After each Move, you may kill 1 Zombie and, if the  
           Store is empty, use your Room’s ability or collect Items.

2.  Search the Store / Add new Zombies:
         > Reveal your Search Card, and take a new one.

MELEE ATTACK – Roll Melee Die
RANGED ATTACK – Spend 1

P istolKnife
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If you start your Turn in a Room without 

a Zombie, your first Move may take you 

2 Rooms away instead of only 1.

Fast as Lightning
ATHLETE

TEAM 
START

COOPERATIVE OBJECTIVE

COMPLETED:

PICKING UP A FREQUENCY:
If a Frequency is picked up, gain the listed  and 

advance the Objective Marker 1 space on this track:

HANDLING THE RADIO:
• A Player needs to be in the same 

Room as the Radio Token to pick it up. 

When picked up, place the token on 

the Player’s card.

• Any Player may drop the Radio in a 

Room at any time.

• Players may give (or take) the Radio 

to a Player in the same Room as them 

(ask for permission first).

• If a Player dies while carrying the 

Radio, they immediately drop it into 

the Room where they died.OBJECTIVE:
Pick up Frequency Cards while holding the Radio.

COMPONENTS:

1 Radio Token, 1 Objective Marker

SETUP:
Place the Radio Token in the Courtyard.  Place 

the Objective Marker on the “START” space of 

this card’s track.

GAMEPLAY:

While a Player is carrying the Radio, they may 

pick up Frequency Cards that appear in Stores.

Only a Player carrying a Radio may pick up 

a Frequency Card in this game. The Store must 

be clear of Zombies in order to pick up the 

Frequency Card.

Pick up 3 Frequency Cards 

while holding the Radio.

CALL THE 
C.D.C.

Gain 1

PICK UP SUPPLIES- Return the Supply 

Token to the Courtyard to repair 

2   and then draw 1 Supply Card.

FINISH IT 
HARDWARE

22

ON YOUR TURN:
1.  You MUST Move 3 times:

        > After each Move, you may kill 1 Zombie and, if the  
           Store is empty, use your Room’s ability or collect Items.

2.  Search the Store / Add new Zombies:
         > Reveal your Search Card, and take a new one.

MELEE ATTACK – Roll Melee Die
RANGED ATTACK – Spend 1

P istolKnife
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When you Repair the Barricade, 

repair 3  instead of 2, 
and then gain 1 . 

Handy with a Wrench
MECHANIC

1 2 3 4
TEAM 
START

COOPERATIVE OBJECTIVE

COMPLETED:

RETURN TO THE COURTYARD:
Upon entering the Courtyard with the Part, 

advance the Objective Marker 1 space. Then reset 

the Objective, placing the Part Token on the next 

space listed on this card’s track.

HANDLING THE PART:
• Any Player may drop the Part in a 

Room at any time.

• Players may give (or take) the Part to 

a Player in the same Room as them 

(ask for permission first).

• If a Player dies while carrying the 

Part, they immediately drop it into the 

Room where they died.

OBJECTIVE:
Pick up all of the Helicopter Parts and return 

them to the Courtyard.

COMPONENTS:

1 Part Token, 1 Objective Marker

SETUP:
Place the Part Token in the Room with the 1

icon. Place the Objective Marker on the “START” 

space of this card’s track.

GAMEPLAY:

After entering a Room with the Part Token, 

killing a Zombie if necessary and if there are no 

Zombies in the Store, that Player may pick it up, 

placing it  on their card. They must then bring it 

back to the Courtyard.

Pick up 4 Parts and return

 them to the Courtyard.

FIX THE
HELICOPTER

PICK UP SUPPLIES- Return the Supply 

Token to the Courtyard to repair 

2   and then draw 1 Supply Card.

CRAFTS & 
COLORS

11

ON YOUR TURN:
1.  You MUST Move 3 times:

        > After each Move, you may kill 1 Zombie and, if the  
           Store is empty, use your Room’s ability or collect Items.

2.  Search the Store / Add new Zombies:
         > Reveal your Search Card, and take a new one.

MELEE ATTACK – Roll Melee Die
RANGED ATTACK – Spend 1

P istolKnife
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At any time, you may spend 1  to 

peek at any 1 face down Search Card.

Pop Quiz
TEACHER

COOPERATIVE OBJECTIVE

COMPLETED:

OBJECTIVE:
Deposit Weapons and Ammo into the Cache.

COMPONENTS:

1 Objective Marker

SETUP:
Place the Objective Marker on the “0” space of 

this card’s track.

GAMEPLAY:

During the game, Players may deposit Weapons 

or Ammo into their Caches on this card.

Players may never take Weapons or Ammo from 

a Cache once they are on this card.

WEAPONS CACHE:
When a Player enters the Courtyard, 

that Player may drop a Weapon Item 

that they are carrying into one of the 

Weapon Cache spaces. Then remove 

the Weapon’s card from the game.

Deposit 3 Weapons and 13 Ammo.

1 2

0 1 2 3 4 5 6

7 8 9 10 11 12 13

3

1 2

0 1 2 3 4 5 6

7 8 9 10 11 12 13

3

AMMO CACHE: 
When a Player enters the Courtyard, that Player may 

drop  from their card into the Ammo Cache; advance 

the marker on the track. Also, if any Player ever 

receives a “Gain ” effect, they may immediately add 

it to the Cache instead of adding it to their card.

ASSEMBLE 
AN ARSENAL

CLEARANCE SALE- Swap 1 

Weapon you are carrying with 

any 1 Weapon in any Store. Gain 1

1ST PLACE 
SPORTING 
GOODS
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ON YOUR TURN:
1.  You MUST Move 3 times:

        > After each Move, you may kill 1 Zombie and, if the  
           Store is empty, use your Room’s ability or collect Items.

2.  Search the Store / Add new Zombies:
         > Reveal your Search Card, and take a new one.

MELEE ATTACK – Roll Melee Die
RANGED ATTACK – Spend 1

P istolKnife
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If you end your Turn in a Store with 2 

Zombies remaining, immediately gain 2 .

Point and Shoot
PHOTOGRAPHER

A B C

DD

C B A

COOPERATIVE OBJECTIVE

COMPLETED:

CORRECT INGREDIENT:
If the Ingredient matches the next 

letter, place the token onto its space 

on this card’s track. Follow the arrows

until all the ingredients are found.
START

INCORRECT INGREDIENT:
If the Ingredient does not match the 

next letter on this card’s track, place 

it back on the icon, face down.

OBJECTIVE:
Discover the cure by finding all 8 ingredients in 

the correct order.

COMPONENTS:

8 Ingredient Tokens

SETUP:
Shuffle the 8 Ingredient Tokens and place each 

face down onto its own  icon.

GAMEPLAY:

After entering a Room with an Ingredient Token, 

killing a Zombie if necessary and if there are no 

Zombies in the Store, that Player may flip and 

reveal the token, sharing it with the other Players. 

Players may discuss with each other what 

tokens they have seen. 

Find all 8 Ingredients in order. 

DISCOVER
A CURE

BONUS ROUND- If you performed a 

Melee attack against a Zombie in this 

room, gain 1 additional Move this Turn.

SECRET 
PASSAGE

GAMELYN 
WORLD

1

ON YOUR TURN:
1.  You MUST Move 3 times:

        > After each Move, you may kill 1 Zombie and, if the  
           Store is empty, use your Room’s ability or collect Items.

2.  Search the Store / Add new Zombies:
         > Reveal your Search Card, and take a new one.

MELEE ATTACK – Roll Melee Die
RANGED ATTACK – Spend 1
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If you kill 3 Zombies with Ranged 

Attacks, the third does not cost any .

Locked and Loaded
MALLCOP

REAL 
EXIT

BLOCKED 
EXITS

SYMBOL

SYMBOL

SYMBOL

SYMBOL

NUMBER

NUMBER

NUMBER

NUMBER

COOPERATIVE OBJECTIVE

COMPLETED:

OBJECTIVE:
Find the Real Exit and then Escape.

COMPONENTS:

8 Exit Tokens

SETUP:
Shuffle the 8 Escape Tokens and place them face down, 

1 onto each Store’s Entrance.

GAMEPLAY:

After entering a Room with an Escape Token, killing a 

Zombie if necessary and if there are no Zombies in the Store, 

that Player may flip it over and then place it on this card.

SYMBOLS AND NUMBERS:

Whether it is a Symbol or a Number, the first 3 Symbols 

and Numbers found are Blocked Exits. Only the 4th of each 

token type notes the Real Exit (the Entrance with the 

matching Symbol and Number).

NOW ESCAPE!
Once the Real Exit Tokens are on the 

card, and after the other 2 Objectives 

have been completed, all the Players 

must be in that Entrance Room at the 

same time to complete this Objective.

Find the Real Exit and have all Players 

in that Room (must be completed last).

CLEARANCE SALE- Swap 1 

Weapon you are carrying with 

any 1 Weapon in any Store.
Gain 1

1ST PLACE 
SPORTING 
GOODS
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NUMBER

SYMBOL

ESCAPE
THE MALL

TEAM 
START

1 2 3 4 5

COOPERATIVE OBJECTIVE

COMPLETED:

CAPTURE THE ZOMBIE:
Remove the Zombie from the Room and advance the 

Objective Marker 1 space on this card’s track. This 

does not count as an Overkill, so the Player does not 

gain a bonus Move like a normal Melee Attack.

QUARANTINE ATTEMPT:
When entering a Room with an 

isolated Zombie, first declare if this is 

a regular Melee Attack or a Quarantine 

Attempt. For a Quarantine Attempt:

• /  =  Take Wounds, roll again

•  =  No effect, roll again

•  =  Successful Quarantine

You must keep rolling until a  is 

rolled. No abilities may be used to 

help in rolling.

OBJECTIVE:
Quarantine and then capture Zombies.

COMPONENTS:

1 Objective Marker

SETUP:
Place the Objective Marker on the “START” space 

of this card’s track.

GAMEPLAY:

Players will attempt to capture an “isolated 

Zombie” by performing a Quarantine Attempt. 

A Zombie is considered isolated if it is the only 

Zombie in the Store.
Quarantine 5 Zombies.

QUARANTINE
THE INFECTED

COOPERATIVE OBJECTIVE

COMPLETED:

ENTER THE COURTYARD:
Once a Squad enters the Courtyard, place them on 

any one of the spaces and perform the listed effect

(each may only be used once).

All Players
heal 1 .

All Players
gain 1 .

Repair 1 . Kill any
2 Zombies.

ZOMBIE KILLERS:
If ever a Squad enters, or passes 

through, a Room with a Zombie, the 

Zombie is killed.

RETREAT IF OVERRUN:
If ever a Squad is Overrun, they 

immediately return to their starting 

position outside the corner Store.

OBJECTIVE:
Escort the Army Squads into the Courtyard.

COMPONENTS:

4 Squad Tokens

SETUP:
Place the 4 Squad Tokens, gray-side up, outside 

of the Entrance of a corner Store. Each corner 

Store should have a Squad Token.

GAMEPLAY:

On a Player’s Turn, instead of moving their own 

ITEMeeeple, they may move any 1 Squad. This 

can be done for any, or all 3, of their Moves.

Squads must move by following Room Arrows. Escort at least 3 Squads into the Courtyard.

ESCORT
THE ARMY

COOPERATIVE OBJECTIVE

COMPLETED:

RESET THE OBJECTIVE: Shuffle the remaining tokens (not 

ones from previously correct Sources) and place a new 

token face down on the Source space. Then place the 

other tokens on icons (in ascending numerical order). 

Right or wrong, the Player’s Turn is now over. 

SOURCE

GUESS THE SOURCE: The Player chooses 1 

of the Sources they think the face down 

Source Token may be, speaks their guess 

aloud, and then reveals the Source Token.

IF CORRECT: Place the correct Source Token 

onto its matching image on this card, 

covering it. Then reset (see below).

IF INCORRECT: All Players immediately 

take 2 . Then reset (see below).

OBJECTIVE:
Investigate clues to find 

3 Sources of the Outbreak.

COMPONENTS:
5 Clue Tokens

SETUP:
Shuffle the 5 Clue Tokens, and place 4 of them face 

down on all 4 icons. Place the fifth unplaced token 

face down on the “SOURCE” space of this card.

GAMEPLAY:

After entering a Room with a Clue Token, killing a 

Zombie if necessary and if there are no Zombies in 

the Store, that Player may flip and reveal it for all 

Players to see. 

They then may choose to continue their Turn OR 

attempt to Guess the Source.

Find the 3 Sources of the Outbreak.

BIO-WEAPON

VIRUS

FUNGUS

DARK MAGIC

RADIATION

INVESTIGATE
THE SOURCE

PICKUP ITEM

Do you Read Me?

Frequency

Immediately gain 1 ,

then discard this card.

 Call the C.D.C. Scenario: 

You must have the Radio. 

Advance the Objective’s Token. 

COMPONENTS

14 Player Cards (Human and Zombie sides)

9 Objective Cards (Cooperative and Competitive sides)

4 ITEMeeples®

2 Vehicles
(Motorcycle / Police Car)

18 Zombies

1 Melee Die 12 Objective Markers
& 3 Horde Markers 4 Room Tokens & 29 Objective Tokens

4 Survivor
Tokens

1 Barricade
Token

12 Items 4 Wound Tokens 4 Ammo Tokens

32 Search Cards

ON YOUR TURN:
1.  You MUST Move 3 times:

        > After each Move, you may kill 1 Zombie and, if the  
           Store is empty, use your Room’s ability or collect Items.

2.  Search the Store / Add new Zombies:
         > Reveal your Search Card, and take a new one.

MELEE ATTACK – Roll Melee Die
RANGED ATTACK – Spend 1

P istolKnife
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If you kill the last Zombie in 
a Store, gain 1 . 

Sweeping Up
JANITOR

Gain 1

MOTORCYCLE- Ride the Motorcycle. Take 3 more Moves, 

then end your Turn. Afterward, return the Motorcycle to 

this Room (leaving your ITEMeeple behind).

2

PARKING 
DECK Z

2

SECRET 
PASSAGE

HUR’S 
JEWELERS

1

Gain 1

ARM A TRAP- Place 1 Trap Token, “armed” 

and color side up, into a Room without a 

Zombie, in this Store or an adjacent Store. 

If a Zombie enters that Room it is killed 

immediately. Return “used” Traps, back to 

this Store, gray side up. No more than 2 

Traps may be armed at a time.AMP’S 
ELECTRONICS

2

Heal 2  

BARRICADE–Enter with a Supply Token to repair 2   and then draw 1 Supply Card. 

  COOPERATIVE COURTYARD

PICKUP ITEM

Do you Read Me?

Frequency

Immediately gain 1 ,

then discard this card.

 Call the C.D.C. Scenario: 

You must have the Radio. 

Advance the Objective’s Token. 

PICKUP ITEM

It's just a Scratch

F irst A id

Immediately heal 2 ,

then discard this card.

PICKUP ITEM

It's just a Scratch

F irst A id

Immediately heal 2 ,

then discard this card.

MELEE WEAPON

Clean Cut

Machete

If you roll a  in a 

Melee Attack, you may 

use the extra Move to 

Move up to 2 Rooms.

RANGED WEAPON

Reusable Bolts

Crossbow

If you do a Ranged Attack,

immediately roll the 

Melee Die. If you roll a , 

do not spend 1 .

RANGED WEAPON

Spray and Pray

Submachine Gun

If you perform a Ranged Attack,

you may instead spend 2

to kill 2 Zombies in Rooms 

adjacent to you.

RANGED WEAPON

Covering Fire

Uzi

After you perform a Ranged Attack,

you may spend 1 additional to 

Move another Player from an 

adjacent Room up to 2 Rooms away. 

(Ask them for permission first. 

They do not perform any actions.)

ON YOUR TURN:
1.  You MUST Move 3 times:

        > After each Move, you may kill 1 Zombie and, if the  
           Store is empty, use your Room’s ability or collect Items.

2.  Search the Store / Add new Zombies:
         > Reveal your Search Card, and take a new one.

MELEE ATTACK – Roll Melee Die
RANGED ATTACK – Spend 1

P istolKnife

BA
CK

PA
CK

 –
 H

old
 an

y n
um

be
r o

f it
em

s

When another Player kills 3 or more 

Zombies in a single Turn, gain 1 .

Field Research
SCIENTIST

ON YOUR TURN:
1.  You MUST Move 3 times:

        > After each Move, you may kill 1 Zombie and, if the  
           Store is empty, use your Room’s ability or collect Items.

2.  Search the Store / Add new Zombies:
         > Reveal your Search Card, and take a new one.

MELEE ATTACK – Roll Melee Die
RANGED ATTACK – Spend 1

P istolKnife
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When riding a Vehicle, you get 

1 additional Move and your first Melee 

Attack automatically results in a .

Revved Up 
GREASER

ON YOUR TURN:
1.  You MUST Move 3 times:

        > After each Move, you may kill 1 Zombie and, if the  
           Store is empty, use your Room’s ability or collect Items.

2.  Search the Store / Add new Zombies:
         > Reveal your Search Card, and take a new one.

MELEE ATTACK – Roll Melee Die
RANGED ATTACK – Spend 1

P istolKnife
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If you do not kill a Zombie on 

your Turn, heal 2 .

Free Spirit
H IP P IE

ON YOUR TURN:
1.  You MUST Move 3 times:

        > After each Move, you may kill 1 Zombie and, if the  
           Store is empty, use your Room’s ability or collect Items.

2.  Search the Store / Add new Zombies:
         > Reveal your Search Card, and take a new one.

MELEE ATTACK – Roll Melee Die
RANGED ATTACK – Spend 1

P istolKnife
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After you reveal your Search Card, you may 

spend 1  to cancel the Check for Noise step 

(Zombies are still added).

Service with a Smile
FRY COOK

ON YOUR TURN:
1.  You MUST Move 3 times:

        > After each Move, you may kill 1 Zombie and, if the  
           Store is empty, use your Room’s ability or collect Items.

2.  Search the Store / Add new Zombies:
         > Reveal your Search Card, and take a new one.

MELEE ATTACK – Roll Melee Die
RANGED ATTACK – Spend 1

P istolKnife
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If you roll a during a 

Melee Attack, you may Move up to 

2 Rooms away instead of only 1.

Crushing It
POPSTAR

ON YOUR TURN:
1.  You MUST Move 3 times:

        > After each Move, you may kill 1 Zombie and, if the  
           Store is empty, use your Room’s ability or collect Items.

2.  Search the Store / Add new Zombies:
         > Reveal your Search Card, and take a new one.

MELEE ATTACK – Roll Melee Die
RANGED ATTACK – Spend 1

P istolKnife
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Whenever any Player Repairs the 

Barricade, you may immediately 

heal 1  for any Player.

Good as New
DOCTOR

ON YOUR TURN:
1.  You MUST Move 3 times:

        > After each Move, you may kill 1 Zombie and, if the  
           Store is empty, use your Room’s ability or collect Items.

2.  Search the Store / Add new Zombies:
         > Reveal your Search Card, and take a new one.

MELEE ATTACK – Roll Melee Die
RANGED ATTACK – Spend 1
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At the end of your Move, you may pay 1

to collect 1 Search Card from your Store 

even if there are still Zombies in it.

Lead Discount
SURVIVALIST

RANGED WEAPON

Quick Draw

Revolver

If you are Overrun, 

you may immediately 

spend 1 to kill the Zombie 

and not take a Wound.

RANGED WEAPON

Close Quarters

Shotgun

You may perform a 

Ranged Attack even on a 

Zombie in your same Room.

RANGED WEAPON

Sighted Scope

Assault Rifle

You may perform a 

Ranged Attack on a Zombie 

up to 2 Rooms away.

MELEE WEAPON

 Gas-Fueled Gore

Chainsaw

If you roll a  or a  during a 

Melee Attack, after taking 

Wounds, you may make a free 

Move as if you had rolled a .

MELEE WEAPON

In Case of Emergency

Axe

If you are Overrun, 

before taking Wounds, 

immediately perform a 

Melee Attack (  = ).

MELEE WEAPON

Grand Slam

Barbed Bat

If you roll a during a 

Melee Attack, you may take 1  

to convert the  into a .

MELEE WEAPON

Fore!

Golf C lub

If you roll a  in a Melee 

Attack, instead of Moving you 

you may immediately perform 

a free Ranged Attack instead of 

taking the extra Move.

9 Mall Cards (Double-sided)

MELEE WEAPON

No Door? Make a Door

C rowbar

After performing a 

Melee Attack, your next 

Move may be to the Entrance 

of an adjacent Store.

EVENT

Nothing Left

Explosion

Choose 1 Weapon or Item that 

you are carrying and remove it 

from the game, OR else take 

1 . Then discard this card.

EVENT

Nothing Left

Explosion

Choose 1 Weapon or Item that 

you are carrying and remove it 

from the game, OR else take 

1 . Then discard this card.

Zombie

Just One Bite

EVENT

Place 1 additional 

Zombie into this store, 

then discard this card.

Zombie

Just One Bite

EVENT

Place 1 additional 

Zombie into this store, 

then discard this card.
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PROLOGUE
The zombie outbreak has swept across the country, and the dead 
won’t stay dead. Trapped in the Echo Ridge Mall, a small band of 
humans from all walks of life must save the world. They’ll have 
to keep their heads cool and their guns loaded as they face a 
wall of undead horror. With some quick thinking and some lucky 
headshots, they just might fulfill their objectives and get out alive... 
or end up as lunch.

GAME MODES
This game has 5 different ways to play:

The Cooperative vs. Zombie Player game is described first in the 
rulebook in Game Setup (see pg. 4). 

The other game modes are played with minor changes, which are 
described in Other Game Modes (see pg. 16).

VS.

VS.

1.	 Cooperative vs. Zombie (3-5 Players): A team of 
Human Players versus a Zombie Player

2.	 Cooperative (2-4 Players): A team of Human Players 
versus the game’s A.I.-controlled Zombies

3.	 Competitive vs. Zombie (3-5 Players): Competitive 
Human Players versus a Zombie Player

4.	 Competitive (2-4 Players): Competitive Human 
Players versus the game’s AI-controlled Zombies 

5.	 Solo (1 Player): A lone Human Player versus the 
game’s A.I.-controlled Zombies
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1.	 Place the 9 Mall Cards to form the Mall Map:

A.	Place the Courtyard in the center of the table with the side labeled “Cooperative 
Courtyard” face up.

B.	Then, in random order and randomly selecting which side 
to use, arrange the 8 Stores around the Courtyard. Note 
that each Entrance Symbol must be placed on the outside 
edge of the Mall (some will be upside down—see the Setup 
diagram on pg. 5).

C.	Place 1 Zombie onto each Store’s Entrance Room (8 Zombies total).

2.	On the Courtyard Card:

D.	Place the Barricade Token on the “2” space of the Barricade Track.

E.	Place 2 Survivor Tokens in the Pool Area.

3.	 Select one Player to be the Zombie Player. That Player shuffles the Player Cards 
underneath the table and randomly draws 3 Player Cards and chooses one, then flips 
it to the Zombie side (shuffle the unused Player Cards back into the stack). Then:

F.	 Place 1 Horde Marker (green cube) onto the “1” space on the Horde Track of the 
Zombie Player Card. Keep the other 2 Horde Markers nearby.

G.	Place all of the remaining Zombies into a supply near their Zombie Player Card.

4.	Each other (Human) Player is dealt 3 random Player Cards and chooses 1 to keep. 
Their Player Cards are flipped to the Human side. They each then:

H.	Choose an ITEMeeple and place it into the Courtyard’s center Room.

I.	 Take a Wound Token (matching the color of the ITEMeeple) and place it on the 
“0” spot of their card’s track.

J.	 Take an Ammo Token and place it on the “9” spot of their card’s track.

K.	Return any unused Player Cards and Wound/Ammo Tokens to the box.

5.	Shuffle the 9 Objective Cards underneath the table and randomly draw 3 of them. Place 
them in a row on the table with the “Cooperative Objective” side up. Follow the setup 
rules on the cards, which may include adding extra pieces or tokens from the box. If an 
Objective Marker (a colored cube) is required, choose any Player’s color to use.

6.	Assign a Player to be in charge of creating the Search Deck and the Supply Deck 
(see Assembling the Search & Supply Decks, pg. 6):

L.	 Place the Supply Deck face down near the row of Objective Cards.

M.	 Place the Search Deck face down near the Zombie Player Card, and have the 
Zombie Player draw a hand of 8 random Search Cards.

N.	 From this hand of 8 Search Cards, the Zombie Player now chooses 1 card to 
place face down in front of each Human Player (the Humans may not look at 
them at this time), and keeps the remaining 4.

GAME SETUP (For a Cooperative vs. Zombie Game)

Entrance Symbol

CLEARANCE SALE- Swap 1 
Weapon you are carrying with 
any 1 Weapon in any Store. Gain 1

1ST PLACE 
SPORTING 
GOODS

22

VS.



5

7.	 Place the 12 Items and the Melee Die near the Supply Deck.

8.	 Place the Stores’ game components in their respective spots:
O.	Place the Vehicle (Motorcycle or Police Car) in its marked Room in Parking Deck Z / 

Echo Ridge Security Office. The Vehicle used is based on what Store is present.
P.	 Place the 2 Trap Tokens, gray-side up, next to Amp’s Electronics /T.E. Toys.
Q.	Place the 2 Supply Tokens on each of the 2 spots, matching their numbers.
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You may move 1 Objective Token or Supply Token in any Store into an adjacent Room, and then add 1 additional Zombie to the first Store you add a Zombie to.

You may move 1 Objective Token or Supply Token in any Store into a Room up to 2 Rooms away, and then add 1 additional Zombie to the first Store you add a Zombie to.

You may move 1 Objective Token or Supply Token in any Store into an adjacent Room.

When a Player is Overrun in any Room with an Entrance Symbol, they take 1 additional . 

TEENAGER ZOMBIE

ON YOUR TURN:1.  You MUST Move 3 times:        > After each Move, you may kill 1 Zombie and, if the             Store is empty, use your Room’s ability or collect Items.2.  Search the Store / Add new Zombies:         > Reveal your Search Card, and take a new one.

MELEE ATTACK – Roll Melee Die RANGED ATTACK – Spend 1
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If you start your Turn in a Room without a Zombie, your first Move may take you 2 Rooms away instead of only 1.
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Heal 2  

BARRICADE–Enter with a Supply Token to repair 2   and then draw 1 Supply Card. 

  COOPERATIVE COURTYARD

Gain 1

ARM A TRAP- Place 1 Trap Token, “armed” 
and color side up, into a Room without a 
Zombie, in this Store or an adjacent Store. 
If a Zombie enters that Room it is killed 
immediately. Return “used” Traps, back to 
this Store, gray side up. No more than 2 
Traps may be armed at a time.

AMP’S 
ELECTRONICS

2

Gain 1

MOTORCYCLE- Ride the Motorcycle. Take 3 more Moves, 
then end your Turn. Afterward, return the Motorcycle to 
this Room (leaving your ITEMeeple behind).

2

PARKING 
DECK Z

2

CLEARANCE SALE- Swap 1 
Weapon you are carrying with 
any 1 Weapon in any Store. Gain 1

1ST PLACE 
SPORTING 
GOODS

22

SECRET 
PASSAGE

HUR’S 
JEWELERS

1

BONUS ROUND- If you performed a 
Melee attack against a Zombie in this 
room, gain 1 additional Move this Turn.

SECRET 
PASSAGE

GAMELYN 
WORLD
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PICK UP SUPPLIES- Return the Supply 
Token to the Courtyard to repair 
2

  and then draw 1 Supply Card.

CRAFTS & 
COLORS

11

Human Card:Zombie Card:

Wound Token at 0, 
Ammo Token at 9

Horde Marker on 1

Zombie Supply

Face down 
Search Card

Search
Deck

Supply
Deck

Melee Die & Items

Trap 
Tokens

Vehicle
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ASSEMBLING THE SEARCH & SUPPLY DECKS
1.	 Separate the cards by their types: 

Pickup Cards, Event Cards, Weapon 
Cards, and Backpack Cards.

2.	 Take all of the Pickup Cards and Event 
Cards, shuffle them together and form 
DECK A face down.

3.	 Take all of the Weapon and Backpack 
Cards, shuffle them together and draw 
12 of them without revealing any to form 
a second deck, DECK B, face down. Take 
the remaining unused cards and shuffle 
them to form a third deck, the Supply 
Deck (C), face down. Set DECK C next to 
the Objective Cards.

4.	 Shuffle DECKS A and B together to form 
the Search Deck (24 cards).

GAMEPLAY OVERVIEW
The player who most recently visited a mall goes first (or choose 
your own method to determine and remember the first player). The 
game is played in a series of Turns performed by the Human Players, 
and after each Turn, the Zombie Player performs an action. This 
continues until the Humans or the Zombies achieve their goal:

HUMAN PLAYERS’ GOAL
To complete their 3 Objective Cards. If they do this 
before the game ends, then they win.

ZOMBIE PLAYER’S GOAL
Either to kill Humans and attack the Courtyard 
until no Survivors remain, OR to prevent the 
Humans from completing their Objectives until all 
the Search Cards have been revealed and they’ve 
each taken one final Turn, in which case they are 
hopelessly overrun. The Zombie Player (or the 
game A.I.) then wins.

Pickup Event Weapon Backpack

DECK A= 12 cards

Supply
Deck

Search Deck

DECK B= 12 cards

DECKS A + B=
24 Cards

DECK C= All
unused cards
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WOUNDS AND AMMO
Each Human Player will track two essential “resources” on their 
Player Card: Wounds and Ammo. They are tracked differently and 
have different  functions.

•	 Wounds: When you take one Wound ( ), you move the Wound 
Token one space from left to right on the track. You should be 
mindful of how many Wounds you receive (see Eaten Alive below). 
You may use certain abilities to heal Wounds (moving back down 
the track from right to left).

•	 Ammo: When you spend one Ammo ( ), you move the Ammo 
Token one space from right to left on the track. You may gain 
Ammo from certain abilities (moving back up the track from left 
to right), but you must be careful to keep your Ammo plentiful.

Taking Wounds Spending Ammo
Eaten Alive

ON YOUR TURN:1.  You MUST Move 3 times:        > After each Move, you may kill 1 Zombie and, if the             Store is empty, use your Room’s ability or collect Items.2.  Search the Store / Add new Zombies:         > Reveal your Search Card, and take a new one.

MELEE ATTACK – Roll Melee Die RANGED ATTACK – Spend 1

P istolKnife

BA
CK

PA
CK
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um
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tem

s
If you start your Turn in a Room without a Zombie, your first Move may take you 2 Rooms away instead of only 1.

Fast as Lightning

ATHLETEEATEN ALIVE
A Human Player is Eaten Alive if their Wound and Ammo Tokens meet on 
the same space or if they cross each other. This shows their character is too 
weak and too poorly equipped to survive.

They immediately drop ALL of their Cards and Items that they hold, face up, 
beside the Store they have died in (if they die while in the Courtyard due to 
an effect, choose any 1 Store). If there are no more Survivor Tokens in the 
Courtyard, then the Humans lose. Otherwise, remove 1 Survivor Token from 
the game, and return that Player’s ITEMeeple to the Courtyard.

The Human Player then gives their Player Card to the Zombie Player who 
flips it over to the Zombie side and places a new Horde Marker on the “1” 
space, gaining this card’s abilities (the Zombie Player may never have more 
than 3 Zombie Cards). The Human Player draws a new Player Card from the 
unused ones in the box and then resets their Wounds to “0” and Ammo to “9.”

If this happens in the middle of a Turn, the Turn ends immediately. The 
Human Player must still flip their Search Card as normal, with the Zombie 
Player taking actions as normal.
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HUMAN TURN
1.	 Each Turn, you MUST Move 3 times. 

Each Move could potentially consist 
of the following actions (A, B and C):

A.	 Kill 1 Zombie
B.	 Use Room’s Ability AND/OR 

Interact with a Token
C.	 Collect Items

2.	 Search Current Store (see pg. 11)

ZOMBIE TURN (see pg. 12)

After a Human finishes their Turn, the Zombie Player checks to see if the 
Human “Made a Noise.” Then the Zombie Player adds new Zombies to 
the Mall. After the Zombie has completed their Turn, the Human Player to 
the left of the last Human Player to have a turn now takes their turn.

This will continue until the entire Search Deck has been depleted and 
all Search Cards have been revealed. After that, each Human Player 
will take one more Turn and the game ends. 

MOVE 1 ROOM
You must Move into 1 adjacent Room. If a Room 
is connected to another with a flat wall, they are 
considered adjacent. This includes moving through 
walls into Rooms that are next to each other on an 
adjacent Mall Card, even if the wall doesn’t have a 
door. Thematically, the Human is moving through 
destroyed parts of the wall. 
Note: the Courtyard has 5 Rooms.

Even if you start your Turn in a Room with a Zombie (see Overrun, pg. 14), 
you MUST move first, even if this is into a Room with another Zombie.

THE GOLDEN RULE
Keep moving! You MUST make a Move first in order to take 
any additional actions. Zombies may be slow, but they are not 
going to let you sit around and wait.

Heal 2  

BARRICADE–Enter with a Supply Token to repair 2   and then draw 1 Supply Card. 

  COOPERATIVE COURTYARD

LEFTOVERS- Roll the Melee Die:
or

=
 Heal 1

.  
or

=
 Take those Wounds.  

ECHO RIDGE 
FOOD COURT

1
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Ranged Attack (using a Ranged Weapon):

If you Move into a Room that does not 
have a Zombie, you may kill a Zombie 
in an adjacent Room using a Ranged 
Attack. To perform a Ranged Attack, 
pay 1  to kill the Zombie. You cannot 
perform a Ranged Attack on a Zombie in 
the same Room as you (note the ability 
of the Weapon you are armed with and 
any Human ability on your Card).

A. KILL 1 ZOMBIE
After moving into a Room, you may kill 1 Zombie. After a Zombie 
is killed, it is removed from its Room and placed into the general 
supply. There are two ways to kill a Zombie:

Melee Attack (using a Melee Weapon):

If you Move into a Room with a Zombie, 
you must kill it using a Melee Attack. To do 
so, roll the Melee Die. The die may have 
the following results (note the ability of 
the Melee Weapon you are armed with and 
any Human ability on your card).

MELEE DIE RESULTS
Overkill! You may immediately Move 1 Room 
for free. This is optional. If you take the free move, do not 
take any additional actions in the Room you have left. 
It is possible to have multiple Overkills in a row.

No additional effect.

Take 1 . 

Take 2 .

Note: No matter the result of the 
Melee Die, a Melee Attack always 
successfully kills the Zombie.

LEFTOVERS- Roll the Melee Die:
or = Heal 1 .  

or = Take those Wounds.  

ECHO RIDGE 
FOOD COURT

1

LEFTOVERS- Roll the Melee Die:
or = Heal 1 .  

or = Take those Wounds.  

ECHO RIDGE 
FOOD COURT

1

Pay 1
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B. USE ROOM’S ABILITY AND/OR INTERACT WITH A TOKEN
After moving into a Room (and killing a Zombie if necessary), and 
only if the Store is free of Zombies (the Store being defined as all 3 
Rooms on the Mall Card), you may then use Room abilities and/or 
interact with Tokens. A Room may have abilities and/or an Objective 
Token (described on the Objective Card):

Running Ability: Use this ability immediately, and then 
you may continue your Turn. This Room’s ability may only 
be used once in a single Turn (you cannot perform it again 
if you return to the same Room this Turn).

Stopping Ability: If you use this ability, your Turn is 
immediately over and you end your Turn in that Room. 
You still reveal your Search Card as normal (see Search 
the Store, pg. 11).

Secret Passage: This Room is considered “adjacent” to 
any other Room with a Secret Passage for Movement 
purposes only (not Ranged Attacks or other effects). 
Secret Passages are only usable by Human Players.

Pick Up Supplies: You may pick up a Supply Token from 
its Room and place it onto your Player Card to “carry” it. 
After you return to the Courtyard with the Supply Token, 
immediately advance the Barricade Token ( ) 2 spaces 
on its track (to a maximum of 6). You may then draw 1 card 
from the Supply Deck, collecting this Item instantly. Then 
return the Supply Token to its numbered starting space. 
If you decide not to take a drawn Weapon Card from the 
Supply Deck, return the card to the deck and shuffle. You 
may not draw a new card to replace it.

Objective Tokens: See the Objective Card’s details on 
handling an Objective Token.

HUMAN ABILITIES
Listed on each Human Card is 
an ability that is available to the 
Player with that card.

ON YOUR TURN:1.  You MUST Move 3 times:        > After each Move, you may kill 1 Zombie and, if the             Store is empty, use your Room’s ability or collect Items.2.  Search the Store / Add new Zombies:         > Reveal your Search Card, and take a new one.

MELEE ATTACK – Roll Melee Die RANGED ATTACK – Spend 1

P istolKnife

BA
CK
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CK
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If you start your Turn in a Room without a Zombie, your first Move may take you 2 Rooms away instead of only 1.

Fast as Lightning

ATHLETE
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C. COLLECT ITEMS
Only if the Store is free of Zombies (the 
Store being defined as all 3 Rooms on the 
Mall Card) can you then freely pick up any 
or all of the faceup Search Cards that are 
beside your current Store’s Card. There 
are 3 types of cards that can be collected:

Weapons (Melee or Ranged): These are equipped to 
the slots on the bottom of the Player Card and the item 
is inserted into your ITEMeeple. Each Player may hold 
only 1 Melee and 1 Ranged Weapon at a time. During the 
“Collect Items” step, you may swap a Weapon you are 
carrying with one in the Store.

Backpack Items: These are placed on the right side of 
your Player Card. They can be used anytime during your 
Turn and are then discarded after use.

Pickup Items: These are used as soon as they are picked 
up and then immediately discarded.

At any point during their Turn, a Player may drop any Item Card they 
have. Drop it in the Store you are in and place it face up next to the 
Store’s Card. If a Player is in the Courtyard, place the Item Card beside 
any adjacent Store (unless fulfilling an Objective). This is the only way 
for Players to exchange Items: by dropping and picking them up.

2. SEARCH YOUR CURRENT STORE
After completing 3 Moves, the Human Player flips over the facedown 
Search Card in front of them and places this card face up next to the 
Store they are in. Human Players may collect this card later, once 
this Store is free of Zombies, but the current Player cannot collect 
this Item on the same Turn that it is revealed. If a Player is in the 
Courtyard, place the Item Card into any one of the 4 adjacent Stores.

If the card is an Event Card, immediately resolve the 
card and then discard it.

ON YOUR TURN:1.  You MUST Move 3 times:        > After each Move, you may kill 1 Zombie and, if the             Store is empty, use your Room’s ability or collect Items.2.  Search the Store / Add new Zombies:         > Reveal your Search Card, and take a new one.

MELEE ATTACK – Roll Melee Die RANGED ATTACK – Spend 1

P istolKnife

BA
CK

PA
CK
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If you start your Turn in a Room without a Zombie, your first Move may take you 2 Rooms away instead of only 1.

Fast as Lightning

ATHLETE

RANGED WEAPON

Close Quarters

Shotgun

You may perform a 
Ranged Attack even on a 

Zombie in your same Room.

BACKPACK ITEM

Duck and Cover

Grenade

When entering a Store, 
discard this card and kill 

all the Zombies in the store. 
Then roll the Melee Die to 

see if you take Wounds.
MELEE WEAPON

In Case of Emergency

Axe

If you are Overrun, 
before taking Wounds, 
immediately perform a 
Melee Attack (  = ).
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ZOMBIE TURN
After the Human Player Searches the Store and 
reveals their facedown card, the Zombie Player 
takes their Turn. In order, follow these steps:

1.	 Check for Noise
2.	 Add New Zombies
3.	 Deal/Draw new Search Cards

1. CHECK FOR NOISE
The Zombie Player looks at the Search Card that was 
just revealed at the end of the last Human Player’s 
Turn, and notes whether that card’s Entrance Symbol 
matches the Entrance of the Store that Human 
Player’s ITEMeeple is in. If the card’s Symbol:

•	 Does not match the Store that the Human Player 
is in, that Human does not Make a Noise. Add 
Zombies as normal (see below).

•	 Matches the Store that the Human Player is in, 
that Human Makes a Noise. Immediately, choose 
a Zombie Card (there may be more than one) and 
perform the action currently marked by the Horde 
Marker. If the Zombie Player has multiple Zombie 
Cards, only one card’s action may be performed 
this way in a single Zombie Turn. Then advance the 
Horde Marker up 1 space on that card’s track (if it 
is on the fifth and final space, do not move it any 
further). Then, the Zombie Player adds Zombies 
(see below).

2. ADD NEW ZOMBIES
The Zombie Player adds 2 Zombies from the supply 
into one or both Stores that match the Search Card’s 
symbol. The Zombie Player decides whether they:

Add both Zombies (one at a time) into the same Store 
OR add 1 into each of the 2 Stores that share the symbol.

LEFTOVERS- Roll the Melee Die:
or = Heal 1 .  

or = Take those Wounds.  

ECHO RIDGE 
FOOD COURT

1

RANGED WEAPON

Sighted Scope

Assault Rifle

You may perform a 
Ranged Attack on a Zombie 

up to 2 Rooms away.You may move 1 Objective Token or Supply Token in any Store into an adjacent Room, and then add 1 additional Zombie to the first Store you add a Zombie to.

You may move 1 Objective Token or Supply Token in any Store into a Room up to 2 Rooms away, and then add 1 additional Zombie to the first Store you add a Zombie to.

You may move 1 Objective Token or Supply Token in any Store into an adjacent Room.

When a Player is Overrun in any Room with an Entrance Symbol, they take 1 additional . 

TEENAGER ZOMBIE

Noise on
Search 

Card

Perform action, 
then advance 
Horde Marker
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When adding Zombies to a 
Store, each Zombie must 
be placed in the lowest 
numbered Room that 
does not currently have a 
Zombie. Only 1 Zombie may 
occupy any single Room at 
one time.

MOVING BETWEEN STORES / INTO THE COURTYARD

When a Store is completely filled with Zombies (all 3 Rooms), then 
the new Zombie is instead added into the next Store or into the 
Courtyard:

•	 If it is a Corner Store (diagonal from 
the Courtyard), move to the lowest 
number Room (without a Zombie) 
of the next clockwise Store. If all 3 
Rooms of that Store also contain 
Zombies, then the Zombie instead 
damages the Barricade in the 
Courtyard (see below).

•	 If it is a Center Store (adjacent to 
the Courtyard), then the Zombie 
instead damages the Barricade in 
the Courtyard (see below).

DAMAGE THE BARRICADE
When adding a Zombie to the 
Courtyard, do not place a Zombie 
on the Courtyard, but instead 
reduce the Barricade Token by 1 
space on its track. If the Barricade 
Token ever reaches “0,” then 
remove 1 of the Survivor Tokens 
in the Courtyard from the game, 
and then reset the Barricade to 
“2.” If there are no Survivors left 
when the Barricade reaches “0,” 
then the Humans lose.

Heal 2  

BARRICADE–Enter with a Supply Token to repair 2   and then draw 1 Supply Card. 

  COOPERATIVE COURTYARD

Gain 1

ARM A TRAP- Place 1 Trap Token, “armed” 
and color side up, into a Room without a 
Zombie, in this Store or an adjacent Store. 
If a Zombie enters that Room it is killed 
immediately. Return “used” Traps, back to 
this Store, gray side up. No more than 2 
Traps may be armed at a time.

AMP’S 
ELECTRONICS

2

Gain 1

MOTORCYCLE- Ride the Motorcycle. Take 3 more Moves, 
then end your Turn. Afterward, return the Motorcycle to 
this Room (leaving your ITEMeeple behind).

2

PARKING 
DECK Z

2

CLEARANCE SALE- Swap 1 
Weapon you are carrying with 
any 1 Weapon in any Store. Gain 1

1ST PLACE 
SPORTING 
GOODS

22

SECRET 
PASSAGE

HUR’S 
JEWELERS

1

BONUS ROUND- If you performed a 
Melee attack against a Zombie in this 
room, gain 1 additional Move this Turn.

SECRET 
PASSAGE

GAMELYN 
WORLD

1
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PICK UP SUPPLIES- Return the Supply 
Token to the Courtyard to repair 
2

  and then draw 1 Supply Card.

CRAFTS & 
COLORS

11
LEFTOVERS- Roll the Melee Die:

or = Heal 1 .  
or = Take those Wounds.  

ECHO RIDGE 
FOOD COURT

1

The Zombie Player is adding 2 Zombies to this Store with 
only 1 Zombie in Room 2. They start by placing the first 

Zombie into the Entrance (Room 1) because it is unoccupied. 
Then they skip Rooms 1 and 2 because they are both now 

occupied, placing the second Zombie into Room 3.

Heal 2  

BARRICADE–Enter with a Supply Token to repair 2   and then draw 1 Supply Card. 

  COOPERATIVE COURTYARD

BONUS ROUND- If you performed a 
Melee attack against a Zombie in this 
room, gain 1 additional Move this Turn.

SECRET 
PASSAGE

GAMELYN 
WORLD

1
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ZOMBIE ABILITIES
Be aware of any Zombie abilities listed 
at the top of all Zombie Cards. These 
abilities are always active, and may 
affect placing new Zombies or result in 
nasty effects for the Human Players.

BLEEDING OUT
If a Zombie must be added but there are none left in the supply, for 
each Zombie that the Zombie Player is unable to add, the Human 
Player with the fewest Wounds takes 1 . If the Players are tied 
for Wounds, the Player with the most  takes the Wound; or if still 
tied, the Players decide.

OVERRUN
If a Zombie is ever added into the same Room with an ITEMeeple, that 
Human is Overrun. They immediately take 1 . On the Human’s next 
Move, they MUST move out of that Room (they may only Kill a Zombie 
after moving).

3. DEAL / DRAW SEARCH CARDS
After adding Zombies, the Zombie Player 
chooses 1 Search Card from their hand 
and places it face down in front of the 
Human Player who just revealed a Search 
Card. The Human may not look at this 
card until the end of their next Turn.  

If you place the last card from your hand, 
then immediately draw 4 more Search 
Cards into your hand. If the Search Deck 
is exhausted (all Search Cards have been 
revealed), then each Human Player will 
take one more Turn and the game ends  
(see Game End, next page).

After this, the Human Player to the left of the last Human Player to 
take a Turn now takes their Turn.

You may move 1 Objective Token or Supply Token in any Store into an adjacent Room, and then add 1 additional Zombie to the first Store you add a Zombie to.

You may move 1 Objective Token or Supply Token in any Store into a Room up to 2 Rooms away, and then add 1 additional Zombie to the first Store you add a Zombie to.

You may move 1 Objective Token or Supply Token in any Store into an adjacent Room.

When a Player is Overrun in any Room with an Entrance Symbol, they take 1 additional . 

TEENAGER ZOMBIE

ON YOUR TURN: 1.  You MUST Move 3 times:         > After each Move, you may kill 1 Zombie and, if the             Store is empty, use your Room’s ability or collect Items. 2.  Search the Store / Add new Zombies:          > Reveal your Search Card, and take a new one.

MELEE ATTACK – Roll Melee DieRANGED ATTACK – Spend 1

Pistol Knife

BACKPACK – Hold any number of items

If you start your Turn in a Room without a Zombie, your first Move may take you 2 Rooms away instead of only 1.

Fast as Lightning ATHLETE

BACKPACK ITEM

Gotta go Fast

Adrenaline

Discard this card 

on your Turn and take up 

to 2 additional Moves.

PICKUP ITEM

It's just a Scratch

F irst A id

Immediately heal 2 ,

then discard this card.

MELEE WEAPON

In Case of Emergency

Axe

If you are Overrun, before taking Wounds, immediately perform a Melee Attack (  = ).

Zombie

Just One Bite

EVENT

Place 1 additional 

Zombie into this store, 

then discard this card.

Deal 1 
Search 

Card

When out 
of cards,
Draw 4
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TEAM 
START

COOPERATIVE OBJECTIVE

COMPLETED:

PICKING UP A FREQUENCY:
If a Frequency is picked up, gain the listed  and advance the Objective Marker 1 space on this track:

HANDLING THE RADIO:
• A Player needs to be in the same 

Room as the Radio Token to pick it up. When picked up, place the token on 
the Player’s card.

• Any Player may drop the Radio in a 
Room at any time.

• Players may give (or take) the Radio 
to a Player in the same Room as them (ask for permission first).

• If a Player dies while carrying the 
Radio, they immediately drop it into 
the Room where they died.

OBJECTIVE:
Pick up Frequency Cards while holding the Radio.

COMPONENTS:
1 Radio Token, 1 Objective Marker

SETUP:
Place the Radio Token in the Courtyard.  Place 

the Objective Marker on the “START” space of 

this card’s track.

GAMEPLAY:
While a Player is carrying the Radio, they may 

pick up Frequency Cards that appear in Stores.

Only a Player carrying a Radio may pick up 

a Frequency Card in this game. The Store must 

be clear of Zombies in order to pick up the 

Frequency Card.

Pick up 3 Frequency Cards 
while holding the Radio.

CALL THE 
C.D.C.

COMPLETING OBJECTIVES
The Humans must complete 3 
Objectives, use Objective Markers to 
mark their progress and follow the rules 
on the Objective Cards closely. If an 
Objective is complete, place the Marker 
on the “Completed” box. When all 3 
Objectives are complete, the Human 
Players immediately win the game!

GAME END
The game ends immediately when:

Human VICTORY:
•	 The Human Players have completed all 3 Objectives.

Zombie VICTORY:
•	 There are no more Survivor Tokens in the Courtyard and then 

either a Human is “Eaten Alive” (see pg. 7) or the Barricade Token 
reaches “0.”

•	 After all cards in the Search Deck have been revealed, each 
Human Player has taken one more final Turn, and the Human 
Players have not completed their Objectives.

1 2 3 4TEAM 
START

COOPERATIVE OBJECTIVE

COMPLETED:

RETURN TO THE COURTYARD:
Upon entering the Courtyard with the Part, advance the Objective Marker 1 space. Then reset the Objective, placing the Part Token on the next space listed on this card’s track.

HANDLING THE PART:
• Any Player may drop the Part in a 

Room at any time.
• Players may give (or take) the Part to 

a Player in the same Room as them 
(ask for permission first).

• If a Player dies while carrying the 
Part, they immediately drop it into the 
Room where they died.OBJECTIVE:

Pick up all of the Helicopter Parts and return 

them to the Courtyard.

COMPONENTS:
1 Part Token, 1 Objective Marker

SETUP:
Place the Part Token in the Room with the 1

icon. Place the Objective Marker on the “START” 

space of this card’s track.

GAMEPLAY:
After entering a Room with the Part Token, 

killing a Zombie if necessary and if there are no 

Zombies in the Store, that Player may pick it up, 

placing it  on their card. They must then bring it 

back to the Courtyard.

Pick up 4 Parts and return
 them to the Courtyard.

FIX THE
HELICOPTER

A B C

DD

C B A

COOPERATIVE OBJECTIVE

COMPLETED:

CORRECT INGREDIENT:
If the Ingredient matches the next 
letter, place the token onto its space 
on this card’s track. Follow the arrows
until all the ingredients are found.START

INCORRECT INGREDIENT:
If the Ingredient does not match the 
next letter on this card’s track, place 
it back on the icon, face down.

OBJECTIVE:
Discover the cure by finding all 8 ingredients in 

the correct order.

COMPONENTS:
8 Ingredient Tokens

SETUP:
Shuffle the 8 Ingredient Tokens and place each 

face down onto its own  icon.

GAMEPLAY:
After entering a Room with an Ingredient Token, 

killing a Zombie if necessary and if there are no 

Zombies in the Store, that Player may flip and 

reveal the token, sharing it with the other Players. 

Players may discuss with each other what 

tokens they have seen. 
Find all 8 Ingredients in order. 

DISCOVER
A CURE
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OTHER GAME MODES
In addition to the Cooperative vs. Zombie Game Mode, Tiny Epic 
Zombies has 4 other exciting Game Modes.

COOPERATIVE (2-4 PLAYERS)
There are some rule changes for a Cooperative Game without a Zombie 
Player. The Zombie actions are governed by an AI-controlled system.

SETUP CHANGES:
1.	When placing Survivor Tokens, choose the number based on the 

desired difficulty.
•	 3 for an Easy Game
•	 2 for a Normal Game
•	 1 for a Hard Game
•	 0 for an Epic Game

2.	Randomly draw a Zombie Card. Only the passive Zombie ability at 
the top of the Zombie Card is used. No Horde Markers are needed.

3. Each Player draws 1 random facedown card from the Search Deck 
and places it face down by their Player Card.

HUMAN CHANGES:
No changes. Gameplay is the same as Cooperative vs. Zombie.

ZOMBIE-AI TURN CHANGES:
1.	 Check for Noise on the revealed Search Card:

•	 Does not match: The Zombie-AI adds 1 Zombie to each of the 2 
Stores of the matching Symbols (2 total Zombies). 

•	 Does match: The Zombie-AI adds 2 Zombies to each of the 2 
Stores of the matching Symbols (4 total Zombies). 

2.	 The active Player then draws a card from the Search Deck and 
places it face down by their Player Card.
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COMPETITIVE VS. ZOMBIE (3-5 PLAYERS)
There are some rule changes for a Competitive vs. Zombie game. The 
Humans are competing with each other, each racing to be the first to 
complete all 3 Objectives and be the leader of the group of survivors. 
However, they are also facing a Zombie Player that is looking to tear 
apart the Humans’ rocky “alliance.”

SETUP CHANGES:
1.	The 3 Objective Cards have the “Competitive Objective” side visible.

2.	Flip the Courtyard over so its “Competitive Courtyard” side is visible. 
Place 1 Survivor Token in each colored symbol for each Player. If 
there are only 2 Human Players, stack 2 Survivor Tokens on top of 
each other in each colored symbol of each of the 2 Players.

3.	Each Player’s own colored Objective Markers are used to track 
progress on the Objective Cards.

HUMAN CHANGES:
If a Human Player is Eaten Alive, they give both their Player Card 
and 1 Survivor Token to the Zombie Player (the Zombie Player may 
never have more than 3 Zombie Cards). The Human Player then 
drops/places all cards beside their current Store, draws a new 
random Player Card from the box, and returns their ITEMeeple to the 
Courtyard (see Eaten Alive, pg. 7).

ZOMBIE CHANGES:
If a Zombie Damages the Barricade and reduces it to “0,” they take 1 
Survivor Token from the Player with the fewest Wounds who still has a 
Survivor Token. If there is a tie for the fewest Wounds, take from the one 
with the most Ammo. If there is still a tie, then amongst the tied Players, 
take from the Player who is going to be the next active Player.

GAME END CHANGES:
Human Victory: Complete all 3 Objectives on your own, and the game 
ends immediately. You become the Leader of your group of survivors 
and win the game!
Zombie Victory:
•	 A Human Player dies without any Survivor Tokens to give.
•	 The Zombie Player collects 1 Survivor Token from each Human (or 2 

Survivor Tokens in a 2 Human game)
•	 All cards from the Search Deck are revealed and each Human 

Player has taken one more final Turn without winning the game.

VS.
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COMPETITIVE (2-4 PLAYERS)
There are some rule changes for a Competitive Game without a 
Zombie Player. The Humans are competing with each other, each 
racing to be the first to complete all 3 Objectives and be the leader of 
the group of survivors. 

SETUP CHANGES:
1.	The 3 Objective Cards have the “Competitive Objective” side visible.

2.	Flip the Courtyard over so its “Competitive Courtyard” side is 
visible. Place 1 Survivor Token in each colored symbol for each 
Player. If there are only 2 Human Players, stack 2 Survivor Tokens 
on top of each other in each colored symbol of the 2 Players.

3.	Each Player’s own colored Objective Markers are used to track 
progress on the Objective Cards.

HUMAN CHANGES:
Gameplay is the same as a Competitive vs. Zombie game (see pg. 17).

ZOMBIE CHANGES:
Zombie actions are the same as a Cooperative game, but with one 
exception: If a Zombie Attacks the Barricade and reduces it to “0,” they 
take 1 Survivor Token from the Player with the fewest Wounds who still 
has a Survivor Token. If there is a tie for the fewest Wounds, take from 
the one with the most Ammo. If there is still a tie, then amongst the tied 
Players, take from the Player who is going to be the next active Player.

GAME END CHANGES:
The Victory Conditions are the same as a Competitive vs. Zombie 
game (see pg. 17).

SOLO (1 PLAYER)
In a Solo game, the setup is the same as in a Cooperative game (see 
pg. 16), except that the Player controls 2 separate Human Cards with 
a separate ITEMeeple for each. Each Human Character should take 
alternating Turns.
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GLOSSARY AND CLARIFICATIONS
Bleeding Out - The Human Player with the fewest Wounds 
takes 1  for each Zombie that the Zombie Player is unable to 
add due to a depleted supply (see pg. 14).

Eaten Alive - A Human Player’s Wound and Ammo Tokens 
meet or cross each other on the track (see pg. 7).

Empty - If a Room or a Store contains no Zombies, that Room 
or Store is considered empty.

Overkill - One possible result during a Melee Attack. In 
addition to killing the Zombie, you may immediately Move 
1 Room. This Move is free and does not count as one of the 
3 Moves you MUST make on a Turn. It is possible for a free 
Move to result in another Melee Attack and therefore another 
Overkill, thus making it possible to chain several Overkills 
together without spending one of your 3 Moves (see pg. 9).

Overrun - If a Zombie is added to a Room with an ITEMeeple, 
that Human Player immediately takes 1 . On the Human’s 
next Move, they MUST Move out of that Room. You are only 
able to kill a Zombie after Moving (see pg. 14).

Room - One of the 3 walled-spaces on a Mall Card. Each Room 
has a number (to aid the Zombie Player) and one or more 
actions or Objective symbols (see pg. 10).

Stores - The 8 Mall Cards with Entrance symbols that surround 
the Courtyard (the central Mall Card). Each Store has 3 Rooms.

Turn - A Human Player’s Turn consists of making 3 
Moves (see pg. 8) and revealing their Search Card. After 
every Human Turn, there is a Zombie Turn (see pg. 12). 
Any reference to the “active Human Player” during the 
Zombie’s Turn refers to the Human Player who took a Turn 
immediately before the current Zombie Turn.

Vehicle - Refers to the Motorcycle or the Police Car.
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