M07

HARD / 6+ SURVIVORS / 120 MINUTES

Our {light has taken us to a
vemote stovage facility. The |
files weve ‘;?emr, however: a
test occurved heve apd went
wrong. The suvvivors sent a last
message they weve infected. and
ever“ﬁ\iv\ went black. The place
and the whole vicinity ave full of
zombies. Av\gov\e amateur ev\ouak
to ae'l' in such a compromised
lace suvely fell into a deadly
Im . Fortunately, we ave warped,
omI we ave pot amateurs.
We'll get some pice prizes for this
zombicide. Such a pevfect day!

Tiles needed: 1R, 2R, 3R, 4R, 5R,
6R, 7R & 9R.
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Objectives (5 XP)




M1 z SILENT AS
THE GRAVE
COMPETITIVE MODE

The fown has been divided between teams for
months. As time goes by, however. some people ave

etting ideas about expanding theiv tervitories. So
aeve we ave: We need to expand our tevritory to
?e‘l' move supplies. and they need to expand their

evvitory Yo vule the whole Yown. Okay, f confess, it
could be the other way avound. Whatever, we need
Yo take their turf and their stuff The issue with
a bovder is everyone thinks the cleaning is everyone

else’s job. So, yes, we 've going Yo get very close to our ”ﬁ - n E]

enemies in deadly tervain.
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Tiles needed: 1R, 2V, 3V, 4V, 5R, 6R, 7V, 8R & 9R.

0BIECTIVES

Rival teams. The game
ends when the last
Objective is taken. Add
together the experience
points earned by all
Survivors on each team,
including the dead. The
team with the most
experience wins.
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SPECIAL RULES

e Competitive mode.
This Mission uses the
Competitive mode. The
difficulty, number of
Survivors, and game
time rely on your skill.

e Two teams. Each
team begins on its own
player starting area.
Choose randomly.

e Don’t even think
about it! Each Objec-
tive gives 5 experience
points to the Survivor
who takes it.




