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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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Contaminated area ties
and epilogue cards

. Zombies
Resources l Special tokens " and survivers
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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.
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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
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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.-















