
GAME SET UP & RULES

BASIC GAME SET UP

Pick a game mode and season.

Players choose who will become the Horde Mind 
while the rest become survivors.

Set up the tiles in either a small 3x3 board or a 
larger 4x4 board. After the board is set up, The 
Horde Mind may choose the number and placement 
of normal and searchable objects.

Survivors and the Horde Mind collect their 
reference sheet and character token.

Survivors must roll a die to see who will go 
first. The survivor with the highest roll will go 
first and decides turn order by either choosing 
their left or right.

Once the turn order is decided, the Horde Mind 
deals out Trait cards one at the time starting 
with the first survivor and then going to the 
direction they specified until all the survivors 
have three. After that, the Horde Mind deals out 
two Starter Item cards to each survivor starting 
with the last one.

The Horde Mind rolls 2 six sided dice for the 
survivor starting point. From the top left corner 
of the board, count towards the right with one 
die and then down with the other with that 
corner starting as 1. If the roll is higher than 
the amount of pieces, start back from the first 
one until you cannot count any further. (ex: If 
you have it set to 3x3 and first die was a 5, you 
count 3 over and then return from the starting 
tile and end up at the 2nd tile). Repeat the 
process for the creatures’ spawn point. Unlike 
the survivors, they can be distributed among any 
adjacent square from the spawn point.

RULES

Before applying the Trait card effects to the 
player, each survivor start with the following 
stats:

HEALTH Health, or HP, is the amount of damage a 
player can handle. If the number reaches 10 or 
lower, then that character dies. If one of the 
Hive Mind’s creatures die, there is a chance to 
search the body for supplies or as a disguise as 
long as you have the ability based Traits. If a 
survivor was killed, all of his gear drops and 
can possibly be obtained by any living survivor.

ACTIONS AND ACTION POINTS (AP) During each turn, 
players can perform different actions. While 
some actions can be done freely, most will cost 
an action point to execute it. The follow are 
actions a player can do:

FREE ACTIONS As long as it is your turn, you may 
perform certain actions as freely as you see fit. 
Equipping items can be done as many times as you 
see fit but passing an item or initiating a trade 
with another player requires that they must be 
adjacent to each other. When attracting an enemy, 
you may grab the attention of the closest enemy 
once per turn.

HP 24

AP 2

MOVEMENT 5 sq

INVENTORY 6

COST Movement, search, attack, use 
item, and reload.

FREE Equip item, pass item, trade, 
and attract.



INVENTORY Survivors start with 6 inventory slots 
to be able to carry items. While most items 
will take up one full slot, some are able to 
stack. However, as long as wearable items like 
backpacks and armor are equipped, they do not 
count towards inventory use. The following chart 
showcases the stackable items and how many can 
fit per stack.

CRITICAL RULES Certain Traits can apply critical 
rules that amplify effects of a roll. If enabled, 
a critical success activates when a player rolls 
a natural 8, which is a rolled number before buffs 
or debuffs take place. Critical failures occur 
when a player rolls a natural 1. The following 
take place when either a critical success or 
failure takes place:

DAY & NIGHT CYCLE/SEASON As each round passes; 
daylight vanishes as the shadows of nighttime 
creeps closer. Every time it shifts between the 
two, new creatures spawn and potential rewards 
vary. During the day, it is easier to move around 
but the amount of items earned varies where 
as night offers more but also brings forth more 
threats. The amount creatures, along with new 
types, appear with each passing day. Choice of 
season also plays a role in difficulty and the 
chart below showcases the length that make up 
daylight and nighttime:

MOVEMENT Using an action point, a character may 
move up to his max movement speed. When moving, 
a player won’t be able to pass through another 
character or object that is taking that spot. You 
also cannot move your character diagonally unless 
otherwise stated.

SEARCH In the area, there are indicated objects 
that can be searched for new items as long as 
you are adjacent to it. Each search requires an 
action point and the amount of items you could 
find will depend on your roll and the time of 
day. The corpse of a defeated creature can also 
potentially be looted. The following chart shows 
the rolls needed under certain circumstances:

ATTACK During your turn, you may make an attack 
against an enemy using an Action Point. However, 
your turn ends right after regardless if it was 
your first action or not. Abilities that involve 
making an attack will also end your turn. Your 
chance of hitting is based on the currently 
equipped weapon and your Traits. Melee weapons 
can only hit enemies that are right next to a 
player while firearms can hit targets farther 
away but will require ammo per use. When your 
firearm runs out of ammo, you will need to spend 
an action point to reload if you carry the same 
ammo in your inventory. Any attack can hit both 
adjacent and diagonal targets so long as it is a 
straight line.

MOLOTOV COCKTAIL 2

CONSUMABLE 2

HANDGUN AMMO 16

RIFLE AMMO 10

SHOTGUN SHELLS 8

SUCCESS FAILURE

Melee Exta 2 
DMG Melee

Drops weapon and 
deals 1 DMG to 
self. Requires an 
action point to 
pick up weapon.

Firearm Exta 2 
DMG Firearm

Gun jams and 
requires a reload 
to fix. You lose 
the bullet.

Search
Obtain 
an extra 
card from 
max draw.

Search
Remove the top 
card of the item 
deck from the 
game.

HIT
5+

DMG
8

RANGE
6sq

NOISE
4+

Handgun

Firearm - Handgun

Capacity: 8 Bullets

2 Turns

Heal yourself or an 
adjacent player by 3HP.

Basic First Aid Training

Face it. You like to smash 
things and you know the 
best way to do it. 

+2 to HIT with 
blunt weapons.

Bludgeon Expert

Consume - Heal

HIT
N/A

DMG
N/A

RANGE
N/A

NOISE
N/A

First Aid Kit

Heal yourself or nearby 
ally by 7HP.
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ITEMS DAY NIGHT CORPSE
0 1-2 1-2 1-4

1 3-6 3-5 5-8

2 7-8 6-7 N/A

3 N/A 8 N/A



HORDE MIND The Horde Mind is a player who 
controls the undead monstrosities. While the 
only actions they can perform are movement and 
attack, they have the strength of numbers to help 
overwhelm their targets. 

GAME MODES

SURVIVAL Survivors must scavenge for supplies and 
hold up as long as possible while the Horde Mind 
must eliminate them. Basic Survival mode is to 
survive for two days. The Horde Mind starts with 
3 zombies per survivor. Every time it shifts from 
day to night, they also play another 3 zombies 
for each survivor. Starting with the dawn of the 
second day, you can also spawn in two Infected 
per survivor. 

SWEEP AND CLEAR You found a decent place to 
fortify but the current residents want to tear 
you asunder. The survivor’s objective is to clear 

the base out while the Horde Mind must wipe 
them out first. Basic Sweep and Clear involves 
3 starting zombies per survivor and a zombie 
reserve equal to 4 per survivor (ex: 4 Survivor 
= 16 reserved zombies). For every 4 zombies 
killed off, bring 4 zombies to the field from the 
reserves. When there are no more in the reserves, 
spawn 2 Infected per survivor.

SKIRMISH AND TEAM SKIRMISH Other humans are just 
as dangerous as the dead. In either free for 
all or 2 versus 2, players must face each other 
while fending off zombies. Survivors’ goal is to 
eliminate all the zombies and be either the only 
survivor or team remaining while the Horde Mind 
must eliminate all players. Horde Mind starts 
with 3 zombies per survivor along with another 
3 zombies per survivor plus an Infected per 
survivor in the reserves. You may not bring out 
the Infected until no more zombies are in the 
reserves.

SPECIAL RULES This game varient can be applied 
to any of the other modes. Special rules mean 
you can come up with unique rules or restrictions 
to tailor each gaming session. Some ideas include 
no starting items, each player has at least one 
negative trait, adjusting the number of zombies 
and only Infected mode.

SEASONS DAY NIGHT

SPRING/
FALL

4 4

SUMMER 5 3

WINTER 3 5
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1) Class Trait cards are divided into 4 different 
categories; postivite, negative, neutral, and 
ability.

2) Name

3) Desription This section of the card is where 
you get the flavor text of the card or in some 
cases, the effects itself

4) Additional Info Additional information 
provides the player with the overview effects 
that the card does to the player itself or the 
cooldown of it.

5) Cooldown Most ability Trait cards will require 
a cooldown time in between uses. The clock and 
text indictates how many turns a survivor needs 
to wait.
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1) Name

2) Type Item type that describes the overall 
fuction of the item. Melee and firearms are 
the primary forms of damage, consumables are 
one time use, wear items do not count towards 
inventory so long as they are equiped, and ammo 
is used to reload your weapon. 

3) Subtype An item subtype describes the exact 
type of item it is and the function it serves. 

4) Hit In order to deal damage with an attack, 
you will need to roll at least the number 
indictated. In the case of the handgun on the 
left, you will need at least roll a 5 in order to 
hit.

5) Damage When you land a hit, that is the amount 
of damage that is dealt to the target’s health.

6) Range The range is how far you are able to hit 
your target.

7) Noise Every time you use an item that produces 
noise, you must roll and beat the number. If you 
do not roll equal to or higher, two zombies will 
be placed on a tile where there is no survivors.

8) Additional Info In this box, other information 
of the card is placed. This includes the ammo 
capacity of a firearm as well as the healing or 
buffing effects of a consumable.

Card Rules and Breakdown


