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SETTING

MiT Z_ ROAD is o horror rood trip that
tokes you From Chicago to LA in the
ridst of a zombie opocalypse in Americo.
Youll need to be resourceful fo Prcvai\
over your oPPoncr\’rs and survive the frip.
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AlM OF THE 6AME

To have a shot at victory, ot least | oF
our survivors must reach the West
Coast. Among the P\a\/cre who make it

1o LA —thed with the most Poirﬁe w\ne‘.
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Event you must resolve
during the event phase

SETVP

(D> Eoch player chooses a color ond
tokes the lead survivor and bidding

morker of that color.

tokes 4
4 Gos
tokens.

®> Each player then
survivors, 4 Ammo tokens,
tokens —and & Adrenaline

Randomly distribute an initiative tile to
each P\a\/cr.

(®> Place the auction board, the dice,
the remaining survivors, the 10 zombies,
the 2 contaminated area tes, and al
tokens within reach of al players. They
might (or not) rondomly come into play

os the gome unkolds.

¥)> Each P\aycr P\accs his
on the ‘0" space of the ou

bidding morker
~ion board.
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AVCTION BOARD
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$ 4 4 5
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Horde dice Dice ’ Stack '

Contaminated area ties
and epilogue cards

. Zombies
Resources l Special tokens " and survivers
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1 P\a\/cre z@e op’r\or\e for the next \eg of their journc\/. You choos€ | y 1'3
A of the 4 poths, but orly the most ossertive player con Yoke the least dongerou® \ ; ;1;
1 (ond sometimes most uerotive) path We owoys rrode the right choice.wel, Amost aways: '
ll'. Wﬂ_wmﬁw T ——— L ———— p—— -
' During this phase. players toke furns sccording 1o the initiative Hes (starting with #0).
(> on 2 player's sorn, e con-maNe his > hs 0N o6 dl payers pase ih a row,
bidding morker by £ olowing these rules: the ouction ends immediately.
56 he choose? to bid, he must move
his marker Yo a spocc highet” fhon its ®-> Each player e\ocr\de resources
current spac;c. eoua o his bid (P\a\/cre con use ANy
comination © resources
L, He moy Po%° snd\eove 1S morker
where it 5. \F he posscs he-can bid \ater @ =
on daring his auction (Prov'\o\cd ot ol @)~ Eoch player gets @ ritiative e
The other] poyer® have not dso Pac;ecc\) clcpcnd‘\nﬂ on K bid (whoever fod
the H\ﬂhceJr bid 6C+6 The # tle Then l
L, Except Lor the 0" space ony ! the GCCOHA—\’\\ahCG‘\‘ bid gets #2, Ol
bidding mavker con occupy-2 single 50 oN)
GPGCC ot -a Hme.
_ fsevera ployers bid O, ey stoy N
5> When the ouction ends, the player e sonme T order velatve to each
spends | oY compination oF | hs otherr during Fhe previous -oun
esources (Ammo, Gos, OF Adrenaline)
equal-¥o Whis_bid. A player cannot b
has esourees o epcr\o\. ()> At the end of 1hi5 phase, put. dl
orKers pock on the ‘0" space: =
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r‘cmainihﬂ paths and
on both cards alohg that path

CARD DEscrIPTION

C))> Scavcnﬂc

@> Event

@> Fiﬁh‘l‘

LA & L T Ay

- SCAVENGE

The Playcr takes g the Fesources
shown in +he top-le Ft corner.

»& ©- Evewr

w

Read the text on the card (if there s ahy)z

> IE the text i black oh a' white

background, it is an event, and the
Player must rFesolve it Immediately.

=> 1Ethe text iSted ona white backgrouncl,
itisa special rule that wil affect e
ensuing ﬁ3h+ (see step 3). il

Clar‘i-ﬁca'l'ion:
=> When g card iNstructs Hhe Playcr' to
roll-a-die, it's always a-black die.

shown- in event text
count  each maJrchina icon rolled

regardess of 9 icons.

ore them. come what may. i

s o -

Fesolve 4 events
A path
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SN delfeot all the zombies ' shown

on the card (the humber i the

optional and, i the Playcr' chooses 4o

do-it, +he r'anged rollk-must oceyr- as—the
first ol of Fhe -ﬁﬁhf For each amims

spent, the Playcr rolls 2 black dice,

and For each or > Kil I zombie|

Important Note- Dur-ina a ran

3cd roll.all
other resylts are ignored
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THE MORDE

BRACE YOURSELVES...

AND FLEE!

To Pee, a player spends 2 gos tokens.
The card is returned +o the gome box,

and obviou«;ly you don't get any points For avoidinﬁ it ET'L

Before any melee round, a player may fee to skip the Piﬁth altogether- ‘

) A N e ey A P

= you choose to sKip the ran ed roll,
or i there are zombies lef+ standin

ofter the ranged rol, things get
ugly-and you must now ﬁﬂhn‘ in close
guarters—(melee) until | group (yours

CASVALTY: | of
death unless

or lose | ofF YOour survivors,

KiLL: You kiled | zombie.

Bowvs KILL: Kil | zombie anhd
Kill t more zombie.

OPPOQTUIJITY Kiee: A zombie i
Adrenaline token to kil | zombi

R B e e e e |

or the zombies) entirely eliminates
the other. During each melee roll, you
roll black dice equal to your meeples
(survivors plus-lead survivor). Each
result is-resolved as follows:

our survivors has been bitten ard will die o horrible
bl
you act quickly. You must either spend | Adrendine token

BLANK: You dodacd; nothing happens,

s within reach; you may spend I

C.

you may spend.| Adrenadline +oken +o

i the Player manages to kil all the zombies, he wins_the Fight. HEl
takes the adventure card and Places it facedown in front of him
The-points that players collect (shown in the blue

star-in-the +op-r'iﬂh+

 corner)are totaled at the end of the gome (i they survive that Ionﬂ).

danacrous, as you may
by the number of small

H the scrawny hand showing the rumber of zombies o red,
attacked by a horde of zombies. The ranged rol and Becing (should
you chose to) remain the same, but melee rolls are slighd]

YOU are

orie

have guessed. The horde’s 6+F‘CHﬂ'|‘h is indicated
red skulls (-2, or 3) dbove +he hand.-



For a melec roll

horde,

you must swap
for | horde die (red). For a melee roll
aga’ms’r o c;-hrcr\gﬂvz

swap 2 of your dice For 2 horde dice,
and. so on. However, you heveryoll
more dice than the number ofF-meeples
you currcn+\\/ have in your grroup:

adainc;‘r a 9+r,cr_\6+h—|
| of your dice

horde, you must

EXAMPLES:

-> A ﬂr‘oup

with 4 meeples tHhat is attocked by a strength-2 horde rols |

2 Plack dice ond 2 red dice. -

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

{'1_I_7I

s s s s e e s s e s e sk s s il

A horde die has .an odditional result:

b Y HORRIBLE DEATH:
E—,}&‘ﬁ Q | |

Te A PLAYER IS LOST ALONG THE WAY...

& al-of your sarvivors have been kiled,
art ih auctions ar\\/morc, aond you con return \/our co\\cc+'c:ol
well a5 your +okens to

.
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starting with the next round, the Following

| of your suUrvivors 15 instantlty kiled:
Not very Lair; but then again ife st Fair
(ond in the end, you die an\/waye).

yourare eliminated From the game. You donttake
cords to the gome box os
Hhe reserve, ond 90

chonges are mode:

- During the P\ann’tr\g phase, place the +2' key Po\r\ﬂng ot the 4™
(bottom) path ofcords.

> The player who tokes that path must 'epcncl s odditional 2
resources of his choice _bc@or‘c even bcair\n'ma to resolve the
First cord & he doesnt have enough resources to spcr\c{, he
connot choose that Paﬂn_

s eliminated; the Folowing chonges ore mode:

-> During the P\anmna Phac;c, P\acc the
path oF cards. _

> The player ‘who_takes! that path must epcnd on_odditional -2
resources of his choice before cven Iacginn’ma +o resolve the
Pirst card-Hhe doesnthave -enough resources 1o gpcnd, he
connot choose that Pa+h. 1

S Ploce The "+4" key pointing ot the 4™ (bottom) path of coards.

~> The player who chooses that poth must epcr\d on additional 4
resources of his choice beFore even beginning to resolve the
First cord & he doesnt have enough resources. 1o spcr\d, he
connot choose that PaJrh

=/ Kcy Po’u’\ﬂr\@ ot the 3™

[ T T )




WINNING THE 6AME

> Eony! P\aJcr lhos at least | survivor
ot Hhe en of an encounter phase.
an epilogue cord, then it s not

on

resources epccﬂ:icol

the cord. £ there is-a tie for g G

most

have ho SUrVIVOY S ot
r with the most Po\nJre_ £

-5 1§ ol players
y e end oF on encounter phose, | =7 The playe
' fhere is ho winner! : wins. In_case ok a tie, the Yied Q)
player with the most remaining
have SUrVIVOY S wins.

Lp o ormoEs players
ot east 1 survivor at the end

ofthe gome, oo hese | 7 £ there i
Po\rﬁ«; from players share the victory and

‘# \ players adds up his
_ 1 Lacedown cords. Each cP\\oguc toke up residence in the \etter
\ cord 5 worth 3 points. an is D' of the "HOL_L‘/WOOD“ sign to ;

b I T‘: ‘ - : : .

" . iven to the lover  Wwith th wait out-th mb \ ,
\ R 6_‘ o play . i e ait ou é zombie apoca\/Pc;c 2of
- | I.J \

s ol a tie ol tied

i,

-

7 . Player with Player Player with Player with ,

ﬂﬁw - e the most with the the most the most | ).

o ..,r;;': Adrenaline most Gios Ammo SUrVIVOr'S |
| SN A -W - MR --mw__ —

TOKEN CLAQIFICATIMS' |

EXECVTOR: When you et Hhis token, your group trovels
en on. This has no immediote '\rnPach

school bus £rom th

on the gome. However, i you also get the Executor cord .

\ater inithe gome. your bus. becomes the Executor, a reol J
Light ol hordes a5

Lortress on wheels that allows: you to
lor zombies (rol-black dice instead ©

i Hhey were regu
horde "dice). Keep the Executor cord Faceup N Cront ofF
TG S g

ina

'\]ou as o remi
] _P'O_LO-TOV_ CIOC_KTA_(LS:'_ You moy discord this token ot
__any time on your turh-even bekfore a QﬂH bcg\r\s—Jro kil the

__entire groupor horde of zombies (ignore the red text-on
e card). T oke that card ond place i+ Focedown N Sront

JF'\@H‘.

— of you a5 you would normally do after winning a



RULE CHANGES FOR ), 2, 6R 8 PLAYERS

Before 9+ar+ing the game, remove all cards «;howina Pokcr
card symbols (J-Q-K-A) inthe bottom-left correr
and return them to the gorme box:

e

g Ty Tk B & ¥ L i 3 a e

Dur‘ing the P|anning Phasc, the Playcr- with the # initiative tile
- Q draws only & cards and places them as usual on the table,

crca’rir\g 3 Pa'st of random Pairs.

RULE CHANGES FOR 2 PLAYERS ONLY

.. Q Place the "+2' key pointing at the 3 (bottom) path of cards.
=

The player who tokes that path must spcnd an odditional 2

1:,\6“:" resources of his choice before even beginning o resolve the first card
'&‘?ﬁ I he doesn't have enough resources to spend, he cannot choose that path
] q.'.‘d-‘l_. ‘ia‘g\a
i ﬁ RULE CHANGES FoR ) PLAYER ONLY
f‘“i‘-\ -
I-’l'_"‘!‘r..nr:';:

e e PUring the planning phase, draw & cards and place them on the table, creating 3 paths of rondom
,‘-fv-_'-;a__,-- pairs, but BEWARE, they won't dll be placed ﬁaccup! Place both cards in the Ft pair facedown

: This is the Ft possible path Place the 2 pair with the left card Paccup ond the right cord
| Facedown This is the 2 possble path The 3 pair is Placcd Paccup. This is the 3 possile path
' =>1f the Player chooses the F* path he may — > £ the player chooses the 3+ path, he must
. toke any Z resources From the reserve 9Pcnd 2 additional resources of hs choice
. before ﬂipping the cards Paccup! before locaihnin the encounter phase.
f -> IE the player chooses the 2 path he (Note: I he doestt have atleast 2 resources
resolves it as usual, to spend he canhot choose that path)
:AHcr 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 possivle:
, =>Add up dll the points £rom cards won,
" s Receive | additiond point Lor each complete set of wed \
| I survivor - I-Gas - | Ammo - I Adrenaline left- o ddon? ¥
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