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X FTERRER R N

Frrrng a weapon that has a Detected
Icon 3
2 Drawrng o ZOMBIEY/ZOMBIES!
' Scrounge Card R
3 Endrng an Actron Phase ina Tile
occupled by another Detected

Survrvor

4 OccupylngaVehche (Remember s

3 Vehlcles are always Detected when?;

occupied).

5 Asthe result of a Failed Movement R

Detection Table}roll.

N
s

~ MOVEMENT DETECTION TABLE

Survwor Movement can potentlally

'cause a change in the detectlon status of

~
X

a Survwor A Detected Survwor may e|ther

~ remain Detected or become Undetected

an Undetected Survivor may elther remain

Undetected or become Detected.¥ -
D ERRE

The procedure to determine a~ " X

N Survivor’s detection status occurs at the

end of each Survrvor s action phase To R

determine their Detected status::

1. Determine if the Survivor was Un- _\~."
Detected or Detected prior to

movement
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3 8 Phase INDOORS AND UNDETECTED they

“3. " don't need to make a roll..

dvanced Imagmahon In

|

| 2 Determine if the destination Tile is
indoors (Scrounge Room Tile) or
outdoors. X

3  Determine the number of Tiles the

- | Survivor moved this furn

Consult the Movement Detection
Table on the Survivor's Card (found at the
_bottom): | l ey
The top row of the Movement B
. Detection Table has symbols that mdrcate
\ . OUTDOORS AND UNDETECTED (the sun 2

' AND DETECTED (the symbol of a figure

irnsrde a house and an |con ot the Detected

R Marker) If the T|Ie the Survivor is

f;occupyrng pIus therr Detected status

imatches elther of these use this row.
R The bottom row has symbols that

|nd|cate OUTDOORS AND DETECTED (the

":"sun comlng out of the cIouds and an |con

‘ i the Detected Marker) If the T|Ie the

\Survrvor is occupymg and thelr Detected

.r_status matches these use thls row "
NOTE If the Survrvor ends therr Actron

The five numbers across the row

indicate the dlstance your Survrvor T B \
traveledrnTrIesO T 23or4 B dy

\-:‘ P

LNl "

coming out of the clouds) and INDOORS » " :
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Melee (target IS i |n thesame T|I

aﬂacker).




by NECRO VIRUST'V'{ RULEBOOK i
- Any attack whether Ranged or | or any Buildings." If the Line of Sight is_ :
: .Melee costs 2 AP. Unless otherwise stated ! blocked, the shot misses. ¥

on therr card a Survrvor is onIy aIIowed to 6 Roll a 1D20 and consult the Range A i

attack once per turn. Table for the weapon used. It i-s

" Combat | |s NOT simultaneous. - | located on the Survivor card. A die |

/a —s <

A PIayer may wait to see the result ofi -result greater than or equ}al to the
combat before spendmg any further ; number shown for that range |
Survrvor AP’s for other types of activities, ’ indicates 'either a Knock Down (top
always complet|ng aII actions before S ' row) or Kill (bottom rowl. Ty i
moving on to a different Survivor. it , R ! "‘.‘

S s Ll o IMPORTANT:: U sl R
Combat Act_lon .Resolu}tion is as follows: . S 8 Attacking with a weapon that-has\‘w
LRSS RENNE S i the Detected Icon next fo it on the |

1 Determine the wea}pon for combat j\; - Survivor Card means that Survivor is
2 ‘Declare the target ? : S automatically Detected torthe rest |
3\ Determrne the range to th:\target ‘ 3 ot the turn SR \ \
4 Remove the appropnate Ammo Chlt IMPORTANT \ {f ; N
| markers from the Supply Depot : ? "f\i Any ranged attack roll that results in ﬁ;?:i
8 5 Determine Line of Sight (LO§) from an un-modified 1 causes a weapon
the Survivor to the target.‘i D\‘r‘awing‘:q malfunctron\ .The attack mlsses \‘
straight edge from the -cente‘r__dlmple : R _and Ammo Chits are spent AND the
of the Survivor’s Tile to the_center \'-':';'}":jli”:‘weapon has ! maltunctroned"

dimple of the target's Tile, LOS is o3 : : ' ..'(lndlcate thrs by placrng a

obstructed if the stralght edge - : Mlscellaneous Marker on top of the.

actually touches any |nterven|ng : . weapon on the Survrvors card)

obstacle on the board. Obstacles } The “malfunctloned" weapon may

can be vehicles on Road O.bstructed";« _ not be fired in subsequent turns until

Tiles, Road Mission Tiles, any Vehicles 2R the Surviyor spends 3 AP’s to REPAIR.» ‘

.l or, Cargo Drops added to the board, (see REPAIR Actron below) S ‘
A , s Melee Weapons cannot Malfunctron
'._©,V2(51 5 Advanced Imagmahon In Y k
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Fut order of business i 10 B0 S s juncture- g
1 wovld be gro bt et be chooses at his it e 2 .
outnumber . you and ossembleyour lear
ound You B e you find anY:

grab some s 5
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o Niission 1 - The Regiuing...

SETUP:
Players begin with 1 Survivor (drawn randomly).
Place the Cathedral in the center of the map with Scrounge Markers on
| eachsside.
Place players on the edges as shown.
Remove Cargo Drops from the Random Event Deck. %

DETAILS:

Scout ot the bulldings oF
Also, it would be 900

.f.-kh%

once you are bV
h and awal

2 You must search buildings until you have assembled a team of 4 Survivors. - Re SO Urc e
quyer . All of your remaining Survivors must be inside the Cathedral at turn 15 § p
(Those still alive). ®
.The mission ends at 15 turns. i DRA N Load oui-

Placement = ™

Victory Points:
1 - For each Resource
' - For each Zombie Killed
- For each Survivor

Are Skllled Are' Vehlcles in

“Survivors in the | the M|s$|6h7

Player Versus Player/ \_Zo-fnbiés\*

Cooperahve/ {80 " placed by

Mission?

Team each Pldyer -
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