
Tiny claws! Tiny bites! Slay them all! Survive the night!

Special Rules
One player plays as the Survivor, and one player plays as the 
Zombie Horde.

The Survivor player chooses a single warcaster or warlock as 
the only model in his army. During the Maintenance phase, 
this model automatically replenishes all focus or fury points. 

The Zombie Horde player’s army is made up of the 45 
zombie models found in the Zombies Keep Out game. These 
models are referred to as the “pool.” Each turn during the 
Maintenance phase, the Zombie Horde player deploys 
models from his pool as indicated in the table below. The size 
of the Zombie Horde player’s deployment zone changes on 
each of his turns as shown on the map. 

Zombie Horde models can activate normally the turn they are 
deployed. Whenever a Zombie Horde model is destroyed, it 
is returned to the pool.

Warlocks cannot transfer damage, and warcasters cannot 
overboost their power fields. 

Warcasters and warlocks that include companion models 
(e.g., Old Witch of Khador and Scrapjack) do not use the 
companion model. Warcaster units and warlock units use 
their warcaster or warlock models only.

Only tiny-based models can be placed by any spell or effect.

The Zombie Horde player takes the first turn.

The Zombie Horde player must always be actively trying to 
kill the Survivor—no hiding, running away, or other forms of 

cowardice. This does not mean the Zombie Horde has to rush 
blindly into the jaws of death, however (such as by running 
at the Old Witch during her feat turn).

The game ends after the Survivor’s fourth turn or when the 
Survivor’s warcaster or warlock is destroyed or removed 
from play.

“Victory” Conditions
You cannot win; you can only survive. Each Zombie Horde 
model killed by the Survivor is worth 1 point. At the end of 
the game, the Survivor calculates his total score and compares 
it to the scores of all of his friends. If his score is higher, a 
festive dance is not only appropriate but encouraged.

Mob (Player 1) Initial Deployment

Mob Turn 2 Max Deployment

Mob Turn 3 Max Deployment

Mob Turn 4 Max Deployment

Survivor (Player 2 Deployment)

10˝

6˝

16˝

6˝

6˝

Zombie horde waves
Wave 1 Wave 2 Wave 3 Wave 4

D3 +2 Runners 
D3 +1 Leapers
D3 +1 Creepers

D3 +2 Runners 
D3 +1 Creepers

D3 +1 Brutes

D3 +2 Runners 
D3 +1 Leapers 
D3 +1 Brutes

All remaining models  
in the pool
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