€ QUESTS:

CHE COMMANDRY

MEDIUM / 6+ SURVIVORS [ 120 MINUTES

o Mhis capital has been taken. People died

by the thousands, bur some ageas age

still unhagmed. The Flecromancers seem content

to barrle the nobility in the castle, and leave the

commoners copratled for when their zombie hordes
need ready reinforcements.

We need away in, to establish communicarions with

the people still alive. Tt's also been suggested we

leagn moge abour the infection. The Black Book

says little on it. Tf we can leagn moge,

OBJECTIVES

Use the underpass to escape. Reach the Exit Zone with all
Survivors. Any Survivor may escape through this Zone at the
end of his turn, as long as there are no Zombies in it.

SpeciAL RULES

- Setup:

- Put the blue and the green Objectives randomly among the
red Objectives, face down.

- Put a Vault artifact randomly in each Vault.

- Hidden clues. Each Objective gives 5 experience points to
the Survivor who takes it.

- Reinforced doors. The blue door cannot be opened until
the blue Objective has been taken. The green door cannot be
opened until the green Objective has been taken.

we can plan a bold move to end this.

Figst we need o way past the ciry watls,
Some supvivors we rescued speak of a
secret passage bepeath the commandry
neagby. Broweveg, it's guarded. Elearly
the Tlecromancers age awage of it. If
we can disparch the guagdians, we can
get inside, and get oug plan in motion.

Tiles needed: 4R, 5R, 6R, 7R, 8R & 9R.
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