Moz ¢ Yes it could be even worse. The Berserker Abomination

begins to howl. Does this monster really need to call for re-

MEDIUM / 6+ SURVIVORS / 120 MINUTES inforcements? The Zombie blue Spawn Zone activates when
the blue Objective is taken.

Thanks to the blueprints we found. we know which
doovs ave locked and wheve the keys ave. Half of

them ave somewherve in the prison, hapain -(rom - ;E'x'""‘
the belts of guavds turned zombies. Fo?r'l’uay\a.'l'elg, - “Exit Zono OI!
there ave copies in the administvative aveas. ‘We &h‘% ' Door Lol

heed o collect all the keys we can find befove - ﬂ

‘hrgiha Yo secuve the o+kgr ?a.r‘l's of the prison. IF stalzli:?;rea P:;:;‘ﬂf:‘
will be easiev, and we won '+ have o destvoy all doovs. Opendoor Sy Zanes

Tiles needed: 1P, 2P, 4P, 9P, 10P & 17P. V V V V V V V V V V V V

0BIECTIVES

First find the keys, and then prepare to
explore the prison:

1- Find the keys. Prison keys have
been stored in the administrative areas.
Take all Objectives.

2- Continue inside the prison. Reach
the Exit Zone with all Survivors. You will
need everybody to explore the prison.
Any Survivor may escape through this
Zone at the end of his turn, as long as
there are no Zombies in it.

SPECIAL RULES

¢ Finding the keys. Each Objective
gives 5 experience points to the Survi-
vor who takes it.

¢ Bad surprise. Put the green Objective
randomly among the red Objectives,
face down. The Survivor who takes it
gains 5 experience points. When this
Objective is taken, an Abomination im-
mediately appears in the Zone. If the
Abomination is already in the game,
replace it with a Fatty and two Walkers.

e From bad to worse. Put the blue
Objective randomly among the red
Objectives, face down. The Survivor
who takes it gains 5 experience points.
When this Objective is taken, a Berserk-
er Abomination immediately appears in
the Zone. If the Berserker Abomination
is already in the game, replace it with
a Berserker Fatty and two Berserker
Walkers.




