
Home Printing
If you are home printing then all you actually need are pages four
and five. Print them out and place them next to each other as shown
below. The pages are A5 (zine) sized. You could of course print them
at a larger size if you want.

(The other pages go on the opposite side to make the printed play
mat look good as it folds in the middle and has the big zombie dude
on the outside...aaargh brains!)

Printing for personal home, non-commercial use is allowed.
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If you have to put down four cards

or more then you should line the

extras up underneath the above.
start on top of this notice.

Resolve cards in order - left to right

Location Generated cards

• cards: fight as required. If using loud
items to deal with the creatures, resolve
those extra cards (generated by the loud
item), before dealing with the next
location cards. (See noise note above)

• cards: gain the item and see the
location card for any extras gained.

• cards: deal with them as required.

• cards: ignore these cards. (You can’t
encounter a location within a location!)

Keep any cards and deal with them next.
Replace all other card types in the main deck.
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ne



james

car

ri
ck Discard

Day Card Main Deck

You only get day card items after
resolving generated cards (IF ANY)

Day Card Afterwards

• card: shuffle it back into the
main deck.

• , or card: discard it

Key Rule
Specific beats general. When acard instruction contradicts ageneral rule, (even on this playmat) use the card details.

Game Turn Sequence
1. Draw the day card from the

main deck
2. Resolve the card, most likely

actions being:

• keep

• encounter

• explore

• fight
3. Reshuffle/discard as appropriate
4. Heal
5. Eat
6. Advance day counter
7. Turn ends – start over


