
1-4 PLAYERS - AGES 12+ - 20 MIN

SURVIVAL GUIDE



Objective

Through cooperative, competitive, or SOLO play, avoid 
disasters, defeat zombies and travel miles before dying.  

Each 108-card deck includes: 

(10) Characters (Athlete, Cop, Medic, Scientist, Soldier, 
Trucker, CC#1, CC#2, CC#3, CC#4)

(15) Zombies (7 crawlers, 5 walkers, 2 runners, 1 Freak)

(10) Disasters (3 broken arms, 3 out of fuel, 2 low rations, 
2 out of ammo) 

(18) Aids (5 casts, 5 fuel tanks, 4 resupply, 2 medicine, 2 
lucky dice) 

(17) Weapons (5 baseball bats, 5 crossbows, 3 shotguns, 2 
chainsaws, 1 machete, 1 banjo) 

(Armory, Drug Store, First Aid, Gas 
Station, Immunity, Machete, Zombie Bite) 

(31) Mile Cards (12-5 miles, 8-10 miles, 6-20 miles, 4-25 
miles, 1-50 miles) Layout (per player): 



Cooperative Gameplay 
Step 1 

You and your friends begin the game by choosing one of 6
available characters. Randomly choosing characters also works 
well. Characters have perks that are useful in gameplay. A perk 
can only be used once (unless reset) on yourself and is indicated 
by rotating the character card 90 degrees. Perks do not require an 
action. When you die, reset your perk or choose a new character. 

Step 2 
To prepare for play, shuffle the deck. You and your friends each 
draw three cards. Zombie cards drawn are shuffled back into the 
deck and new cards are drawn until you each have three cards in 
hand. Hands are played face-up. 

Disasters in hand are now in play (they no longer count towards 
your hand limit) and may limit your actions. Masters in hand are 
also now in play.

Step 3 
You may now draw a card. You then have one action.  

Scenario 1 - Zombies
If the drawn card is a zombie, you must use your action to kill the 
zombie with a same or greater level weapon (or a combination of 
weapons that sum to a level the same or greater than the 
zombie), if one or more are in hand. If weapons are in hand (and 
no disasters are preventing their use), the weapons are discarded 
along with the zombie. Zombies you kill add to your miles.

If a sufficient weapon isn’t in your hand or a disaster is preventing 
a weapon’s use, your friends may use their weapons to kill the 
zombie. This will consume your friend’s action, so during their 
turn they will not have an action to kill a zombie if they happen to 
draw one as well. If the zombie cannot be killed, you die.



Scenario 2 - Disasters 
If the drawn card is a disaster, it is now in play. More than one 
disaster can be in play, but only one of each type per person. Any 
duplicate is discarded. Disasters restrict play according to their 
effects and remain active until they are removed via an AID, 
Character perk or effect completion. If you have an AID in hand 
that corresponds to a disaster in play, you may use your action to 
discard the AID and disaster. You may also use your action and 
AID in hand to discard your friend’s disaster. 

Scenario 3 – Miles, AIDs, Weapons
If the drawn card is a mile, weapon or AID, it can be kept in hand. 
You may only have up to three cards in your hand at the end of 
your turn. Discard accordingly.

You may use your action to travel (accumulate) a mile card if a 
disaster isn’t restricting mile use. Reference the difficulty page for 
traveled miles victory conditions.

If you have an AID but no disaster to remedy, you may use the AID 
to travel (accumulate) miles as an action. 

Scenario 4 - Masters
If the drawn card is a master, it is now in play. A master has an 
effect that only affects you and does not require an action. The 
effect is retroactive. If another master is drawn, it must replace 
your existing one. 

Step 4 
Your friend begins their turn, following step 3. 

Other Rules
When you or a friend dies, your hand, Masters, and all traveled 
(accumulated) miles are discarded and you draw three new cards. 

If the deck runs out, shuffle the discard pile and reuse the deck. 



Competitive Gameplay 

Step 1 
You and your friends begin the game by choosing one of 6
available characters. Randomly choosing characters also works 
well. Characters have perks that are useful in gameplay. A perk 
can only be used once (unless reset) on yourself and is indicated 
by rotating the character card 90 degrees. Perks do not require an 
action. When you die, reset your perk or choose a new character.

Step 2 
To prepare for play, shuffle the deck. You and your friends each 
draw three cards. Zombie cards drawn are shuffled back into the 
deck and new cards are drawn until you each have three cards in 
hand. Hands are played face-down. 

Disaster cards are kept in hand and used against your friends. 
Master cards are now in Play.  

Step 3 
You may now draw a card. You then have one action.  

Scenario 1 - Zombies
If the drawn card is a zombie, you must use your action to kill the 
zombie with a same or greater level weapon (or a combination of 
weapons that sum to a level the same or greater than the 
zombie), if one or more are in hand. If weapons are in hand (and 
no disasters are preventing their use), the weapons are discarded 
along with the zombie. Zombies you kill add to your miles.

If the zombie cannot be killed, you die. You lose Masters and all 
accumulated miles. You may die indefinitely.



Scenario 2 - Disasters
If the drawn card is a disaster, it may be kept in hand. Disaster 
cards require an action to be used against your friends. If a 
disaster is played against you, during your turn you may use your 
action to discard a disaster along with the corresponding AID. 
More than one disaster can be in play, but only one of each type 
per person. Any duplicate is discarded. 

Scenario 3 – Miles, AIDs, Weapons
If the drawn card is a mile, weapon or AID, it can be kept in hand. 
You may only have up to three cards in your hand at the end of 
your turn. Discard accordingly.

If you have an AID but no disaster to remedy, you may use the AID 
to travel (accumulate) miles. 

You may use your action to travel (accumulate) a mile card if a 
disaster isn’t restricting mile use. You win the game if you 
accumulate 75 miles.

Scenario 4 - Masters
If the drawn card is a master, it is now in play. A master has an 
effect that only affects you and does not require an action. The 
effect is retroactive. If another master is drawn, it must replace 
your existing one. 

Step 4 
Your friend begins their turn, following step 3. 

Other Rules 

If the deck runs out, shuffle the discard pile and reuse the deck. 



Difficulty Levels-Cooperative

NOVICE
Victory – You and your friends must each accumulate (2 Player -
100 Miles, 3 Player – 75 Miles, 4-Player 60 Miles) or you and/or 

your friends (if your friends die, you can still win) must 
accumulate at least 240 total miles, each player with at least 25 

miles to win.

You and your friend may each die twice before you lose the game.

EXPERT
Victory – You and your friends must each accumulate (2 Player -

100 Miles, 3 Player – 75 Miles, 4-Player 60 Miles).
You and your friends may each die twice before you lose the 

game.

Machete, Lucky Dice, 50 Miles removed.

VETERAN
Victory – You and your friend must each accumulate (2 Player -

100 Miles, 3 Player – 75 Miles, 4-Player 60 Miles).
You and your friends may each die once before you lose the game.

Machete, Chainsaws, Lucky Dice, Medicine, 50 Miles removed.

INSANE
Victory – You and your friend must each accumulate (2 Player -
100 Miles, 3 Player – 75 Miles, 4-Player 60 Miles). AIDs cannot 

contribute to your accumulated miles.
You or your friends cannot die.

Armory, Drug Store, Machete, Chainsaws, Lucky Dice, Medicine, 
50 Miles removed.



SOLO MODE

Step 1 
You begin the game by choosing 3 of the 10 available characters. 
Randomly choosing characters also works well. Characters have 
perks that are useful in gameplay. A perk can only be used once 
(unless reset) and is indicated by rotating the character card 90 
degrees. Perks do not require an action. Multiple perks can be 
used during a turn. 

Step 2 
To prepare for play, shuffle the deck. You draw 5 cards. Zombies 
drawn are shuffled back into the deck and new cards are drawn 
until you have 5 cards in hand. Hand size is limited to 5 cards at 
the end of a turn. Discard accordingly.

Disasters in hand are now in play (they no longer count towards 
your hand limit) and may limit your actions. Masters in hand are 
also now in play. 

Step 3 
You have 3 actions per turn and must use them. Your 3 actions 
can be any combination of the following:

Draw – Draw a card from the deck.
Travel – Accumulate a Mile or AID in hand (if not restricted).
Remedy – Discard a disaster with a corresponding AID or weapon.
Kill - Kill a zombie with a weapon or weapons that sum to the 
same or greater level of the zombie.

You may take an optional 4th action during your turn (useful if you 
draw a zombie as your 3rd action), however your next turn is 
limited to 2 actions. If you can’t kill a zombie, you die. You lose 
miles equal to double the mile value of the first zombie that killed 
you. You lose a character but keep your hand and any Masters in 
play . Lose all characters, lose the game. Reach 200 miles to win.


