Nobody knows how it all started, the SURVIVI]RS
newspapers reported little. After a few days it? i | |

was certain that something was very wrong...

The dead are walking!

JSURNEV 2"

In Journey Z, become survivors of a zombie S v / | ‘

O Basey Horner.

apocalypse. Battle the undead and other !gﬁ;\_ Torrain knowledpe’ Yau can enter and Teaue

players in various locations to secure your %JZEIE?;‘Z??JEJ’: i ey e
victory by accomplishing secret objectives. A Loeation draw o eards _
Doing this won't be easy, you have to be smart, g ﬁﬂ’u”a'?,‘f;',““a’“ fo i
sometimes even cunning, to be the winner. '. ~ Sumivor's ntialand masimum health
Having good equipment and surviving the Unonireaching zer, the gameis lost.

zombies s just as important as knowing the | Bonus eceivedin Combat when th /
riaht time to outmaneuver the comoetition. ! - Survivor uses firearms.

SETLF &% Bonus received on escapes when the
Start by sorting the decks, shuffling them, and | survivor flees from Zombies:
putting them within reach. They are identified bY *  Bonus received in Combat whenthe .
their back. On the side of the box is a list of Survivor uses Melee Weapons. /
components. Each participant receives two |
Dbjective cards, choose one to be your victory Q‘*\t\- Rulesithatapply only to the chosen Survivor:
condition in the game, the other card is returned
to the hox.
For your first games it is recommended that you
use the Collective Objective instead of the Secret »
Dbjectives. Start with first Daus, and use only
Survivors cards marked like the image helow:

-

Players start with 4 cards in their hands, the
‘maximum number at the end of the turn is 8, the
surplus is discarded. Starting equipment does
not count as cards from your starting hand.

Draw a Location and place it in the center of the

& table with the players' pawns, they must also
yhave the Journey Record, their color markers, a
Ga==m 'green, a red and a white markers.

“umm

This division is only
recommended for your
first game, in the following ones use the full
deck. The next setup steps are the same for all
games. [
Players decide who will be the first to choose
their Survivor. This player will be the last to
take his turn in the game and the last to choosgg,
will be the first.




JOLURNEY RECORD Summary phases of the turn;

BUselunuroens oMM Seheedland oreen
: mﬂﬂkﬂhﬂ markersitolcountiyour
| @ l}nntammatmn

o Start of the turn.
« Restauracao: Restaure suas cartas Esgotadas.
o forward/Backward: Can change Locations.
‘¢ * Draw: Draw cards for the turn.
; e Preparation: Equipment may come into play.
g U“'"IIH"W"S Players in the same Location can also trade at this
1 0 5 MUDUP time.
5""‘”““" o Confrontation: The player chooses how to deal
' JWith the undead, he can Fight or Flee.
-+ o Forward/Backward: Can change Location if not
already done in turn [Card effects, or Survivor

Umﬂ]mummlgm{{{g}aﬁn Drawacardwhenge  anilities are ot considered).

[.ﬂmmmmmmm youlkillithef3ra¥Gth e Victory: With three Objectives accomplished or
: thelgame! | being the only Survivor alive, the match is won.

s o End of turn.

a *E} 186 @:) y !

Summary of game setup: SURVWDR_S CARDS

» Separate and shuffle the Decks. Two cards can be used in the turn, an Instant

« Take two Objectives and choose one, per player. Mction can also be used in the Round.
o The first to choose their Survivor will play last, Companion Cards are not considered a turn
the last to choose will play first. .card and can be used on other players' turns as
« Fach player starts with four cards in their hand (long as Finding a Stranger occurs.
and a Journey Record.
e Choose a color and take the Objective Tokens, -7 INSTANT ACTION
Health Tokens, Gontamination Tokens and the Dead
Lombie Token.
o The first Location is put into play.

« fach player's pawns are placed on the drawn "™ »™" %
Location. indicates its type:

i ; The highlighted icon  * ® _ Eftect performed by
« The first round begins.
; informs the find a & the card.

TURN ORGANIZATIDN L

Py . . 'The only type of card that is used at any time,
The game is divided into turns, in which you can: but only ance during the round, The.arde of

ﬂg?,?g Emll[[]f:lt:g: nupsaewtzunnuﬁ Z;?'fisa::d [[}X;I?fi:,':]?ﬁ eg(ecutiun of the Effects is always from left to

the undead. Both Fighting and Fleging are Nt and the first one is mandatory. The card
sonsidered.a Bnnfrnn?atinn? The player [i]s nnt.nzmnut be played if the first Effect listed is not

: : : ible.
obliged to fight, but if he does not, he must fle, P05S! = O
At the end of the actions, pass the turn to the ’ @ 'E.ﬁJ

next plaver, thus starting your Round, in whmh N
you can use an Instant Action card. Hﬁ}h '] @T’h//




oee previous Effects, first set: Cancel a In the phase of the turn when such a card is
Confrontation, Set a Zombie in Pursuit, and’used, each player may put ONE Companion into
Draw a Gard. In the second set: the chosen play under the control of any Survivor
Survivor Draws a card, Cancels a Accompanuing him.

g =
Confrontation, Place two Zombies in his CONFANIINS

Pursuit, and takes damage. 1 .
t Companions are other people on your journey, |

To use the card with the first set, you mus there is no limitta b haue it
have Zombies in the chosen Survivor's Location, —crc 1o O HMIC L0 HOW Mmant B0 can Nl In the
game. Their strength is added to your Bonus

If there are no undead in the same Location, during Fiaht auainst Zombies
there will be no valid Confrontation to be’ grigntad : ‘.

ingi i _The card's col sl
canceled, making its use unfeasible. E ':;M;;:& The LAiatS e

In the second, the first Effect is to draw a card %ﬁ» g s Banus given by the
and this is always possible. The Effects that =~ prsssses e Companion in
follow are performed even partially, there's no IS Combat.

way not to do them if you have the chance. o e

The cards have a plauer chosen as the target of &0 S QIIJI; ttl;;:;tr:s&;it[!]agrgh::::amszanhdull
the Effects, the only exceptions are when there = [-) = EdEL w0 otom indicates thatit
icon indicating that the player who used the card
will be the one who will perform that effect. Or ABANDONING A COMPANION
the and the symbol A that Companions can be Abandoned to cancel the
indicates that all players must perform the ‘Confrontation for the turn. This can be done at
Effect. The and the icon @ indicate any time and ensures that you will not take
that the chosen player will perform the Effect, damage from Zombies. After Abandonment, no
and may be the Survivor who used the card. ~ Dispute is completed or carried out. It also
. . counts as Mbandon when an Effect causes
Some Effects are restricted to the location of Companions to leave play for the Pile, but in

the player chosen as the target of the card, yoco vacec the Gonfrontation is not interrupted.
when this occurs the icon will have the circle

next to it as an indication of the (@

restriction. That is, the Effect Sy e

described must occur in the same ! When Strange Silent iz Abandoned.
Location as the affected Survivor. *Some Effects only occur when the Companion s

abandoned, in which case it will be specified as
Certain  Instant  Actions inthe example above.

EQLIFMENT
'S OUNer g pinment remains in play and is divided into
people. Whenever this 0GGUTS, yyeanonc and Utensils. Weapons can be firearms
finging a e card will have the icon on the o' yy.1e6 Weapons. Firearms Abilities can only

Stranger. !Sﬂtﬂ i"diﬂﬂt:]':g the - Finding @ be activated in Gambat in which they are used,
ranger subtype. just like Vehicles.

encounters




The Abilities of all other Equipment and ==\ Al other tupes of Vehicles
Companions can be used in any Dispute. In a? 5;45_3;5;’&,‘ (represented by the car) work in
Uehicle Escape or in a Firearm Combat, the S@%=®” the same way as Boats, but
player can activate their Utensils or Melee —_Without the Location restriction.
Weapons, but the reverse cannot be done. Y e .s-l,;; \ The bottom icon shows the Bonus
L sgiven by Equipment in Escape

Dispute.

ACTIVATING ABILITIES AND EFFECTS

= ‘Equipment and Companions cards remain in
“ play, they have Abilities and Effects, the
difference is that Effects activate whenever
their prerequisite occurs. Some Abilities also
have prerequisites, but must be activated by

. The top icon is the Firearm's PIBuers.
it ? strength (the Bonus received by = ’
|7 the Survivor when choosing it for @ O

The icons represent the |
Equipment tupe, they all |
have the same card color, |

a Combat. The lower ong [N this example whenever the die equals three

PEDPESEMS the WEHDU"IS amma, ‘lhe Survivor will receive +1 Bonus in his

fﬂ> the value is the amount of Zombies COmbat. It can occur more than once per

2" that can be faced per turn. Dispute, as long as the die comes out and goes
hack to numher three:

Melee Weapons are used in Combat E @ ’
only once per turn, but their @ “ ’ ‘%@
Abilities can be activated in any (Cn SO, » O

Gonfrontation. The Growbar is a In this example we have in place of g we
tupe of Melee Weapon, don't worry 5 () have s The equal indicates that the effect on
about it, it will be clear when “g 77 the left will be the same as the one on the right.
needed. — In other words, the icon on the left will replace,
Utensils are everyday items, they When possible, the one on the right. When
have Rbilities that can be used at ‘Substitution is not possible you will have a
any opportune time, even outside complementary effect. Substitution occurs when
of your turn, or Effects that occur 'hﬂlth [;"*“ts 2;9 []'f \tl\[!]'l:hs?i:ne tupe (e, one d{e
whenever possible. value for another). With the arrow you execute
No player may have more than one 2 :hetheffeut ""l tht‘:] 'E;F to “Ef ﬂtll]le "HE un;hte rt‘;]ght. |
Vehicle equipped. Vehicles give(Se= | H1E EABmIEFUICLALe WOPITIR GiénOe e

Survivors Hanuses on their Escape \ & .and so the player would receive the +1 Bonus.

attempts. Ships are only effective To use an Ability it is

in Navigable locations, in other locations they necessary to Exhaust the

are not used, but do not need to he Discarded. . gard. This icon indicates
that action.




A Location comes into play through
' one of an Effect, Ability, or an Instant
~ ©% Action.

42| The <= indicates that the chosen player must
<‘ J ®draw a Location card and place it at one end of

~ the path.
When activating a card you must turn it 90° to ;

indicate the execution of its Ability and its
Exhaustion. Exhausted Cards cannot have their
Abilities activated until they have beens
Restored. Effects, on the other hand, continue '
to occur whenever they meet their
prerequisites. Gards can be activated outside
of your turn. If multiple Effects occur at the
same time, the order chosen will be the one

that performs as many of them as possible, ~ +  LocationTupe. Maximum population of
undead in the locality.

RESTORATION luca_ltiuns are places you will pass through
At this stage of the turn all of your Exhausted JdUring your journey. There are three types, the
cards are Restored. Just turn them 90°. Metropolis, the Countrysides and the Isolated

Lones. Each of these types can also be Navigable,
FORWARD/BACKWARD AND BRING thus allowing Boattype Vehicles to be used to

LOCATIONS INTO FLAY Escape Zombies.

At the beginning and end of the turn, there is

the possihility to change Locations, advancing = .

or retreating, as long as there are other JERASS

Locations in play and the shift has not already ;

been made in the turn (0o not consider the METROFOLISES COUNTRYSIDES' ISOLATED ZONES
Effects of Instant Actions or Survivors Ability). PR
for this, the player must discard two cards Y Vi oy

from his hand and move his pawn to the new @_I_i thelLocations Navigahie.

l““a"?l']'. th;_t muzt be agj?.[m"t ttI[: his GUPPEAL ., \ocation can contain a number of Zombies,
ong. This discard symholizes He PeSOUTGES ‘yervoicos house up o ten undead

USEd during the trip. o Countrysides eight, and Isolated Zones six.

N@ﬁ»\ . When a Zombie enters a full Location it will §

A N NN\ gyerflow to the previous Location, and this will

‘\\\&\ ocontinue until it finds one that allows its
You advance when moving away from the first placement. If no previous Location manages to
Location and retreat when approaching it. Cards house it, the Zombie will overflow to the later
are put into play in a single straight line fromq0nes, if there is no valid location it will go to the
the first Location. Pile.




CARD DRAY  The tethindiate et theEfet ccurs wh
The Gard Oraw Phese represents the days on” g

y y " dealing damage.

your journey, the Survivor card is the resource

found at the location, while the Zombie card the

hazards. The player is required to draw one®

card each, unless something says otherwise. All

Lombies that come into play are placed next to

the current Location of the player who made the - jic icon indicates

draw, characterizing the threat of the undead at , thatthe cardis

that location. 1 Contamination type.

Negative Effects are resolved similarly to
Instant Action cards, the main difference being
that all Effects are mandatory. Even if the first
o tiris O one listed cannot be performed, the others are

If a plaver needs to draw a card of any kind and perfuri

it's not possitle, reshufle the Discard Pile from AN dreW the gard is chosen to perform the
that deck and make the draw as normal, The Clcts, Pegardless of the turn or moment the
Location deck does not have a Discard Pile, so jf ‘SraW 0ocurs. Ifin Gomat no new Zombies are

i : o considered in that Phase, but they still come
drawing is not possible, the effect is ignored. i piau, angLHERRRERIRIEk R ot o e
DECK OF ZOMBIES Bonus; all other Effects are applied normally.
ZOMBIE CARD < Contamination cards worsen this
T lstatus, but only apply to players who
Resistance 7 D5\ ovsuenzomee g | 2> are already Contaminated.
B - . If the Contamination status is at ZERD,

) ». o 8 Contamination is not received, hut all other
sy = [ffects occur normally.

Persistence 57

F = ;
Bite Damage (§5IS !; =, PREFARATION
) - On your turn you can use up to two cards, but
only in the Preparation Phase when Equipment
comes into play. You can have up to four items
equipped, with @ maximum of two weapons of
The most common type of cards in the undead ﬂE[}k..anu type.
They are always placed in the same Location as the '|f yoy ape at your Equipment limit and want to
player who drew the card. Zombies can have WO gquip a new one, the old one is discarded.
tupes of Effects, one when they come into play & Players in the same Location can also Trade
and the other when they deal damage. Squipment, both give and receive i trading,




CONFRONTATION p
Time to deal with the Zombies. Armed Survivnrs‘: s
can attack, while unarmed Survivors can only '§
Escape. Facing the undead is dangerous, but it " TE3S w2
allows you to roll the die multiple times, so unu‘[ (2 & &
can activate available Abilities. While fleging \ :
doesn't give you that option rolling the die only The example that follows will be hased on the Zombies §
once per turn. When starting the Confrontation and Survivor ahove.

the player must decide whether 1o Figh thﬂ;[}hnnse the Zombie hefore rolling the die.

Lombies or Escape. f. d g
firearms are used first. If you decide not to use
COMBAT it and attack with a Melee Weapon, you will no
HORDE BONUIS [onger be able to attack this turn with a Firearm.

; ZMEJ@ ) gﬂg;@x iy se)EN ) With the Zombie chosen, the die is rolled. Add to

the result your skill with the type of Weapon
_ ‘used, the Bonus given by the Weapon and all
; &~ pther Bonuses/Penalties received.

U@U U@U ) *

other Zombie in the same Location.

The die rolled in the example gave three as a
result, this first roll (Initial Value) does not
activate any type of Effect.

It is at this point that the Abilities to manipulate
the die value are used. As per the Survivor cards
that we follow, the Companion will trigger its
Effect if the die result remains at three (Final
Value). To avoid this, the Iron Frying Card Rbility
is used by lowering the die value to two
(Manipulated Value).

A lone undead isn't dangerous, and most
survivors can handle it with no problems. But
in groups the Zomhies are a threat. To
represent this danger there is the Horde
Bonus, at the start of the Combat each Zombie
receives a value in its Resistance equal to the
number of OTHER undead in the Location. In the
example they get a +2 bonus as there are three
Lombies in the location.

Iomhies that enter the Location after Combat ,

has started do not change the Horde Bunus and * 22\ fis the player has activated the effect
B e aftackeld @) (on the side), he will now be able to use

“©" the first Ability of the Big Flashlight.

all Yok O

If the Manipulated Value of the die goes hack to

e | L= “-.’ ~ three the Companion Effect would trigger. An
. ) offfect can occur multiple times, as long as the
T e e enined . —yli@ jS manipulated to the required value.




final Value plus bonuses is compared to the (Escape Skill plus the Starting Die Valug)
Resistance of the Zombie faced plus Horde Bnnus.'against the Zombies' with Persistence 2. Unlike
If higher the undead is placed in the Discard Pile in Combat, in Escapes the undead always win in
and the plaver raises his dead Zombies counter. If a draw. If no action was taken the contest
lower than the Zombie's Toughness, Combat is lostéwould end and the Survivor would take 1
and the undead deals damage to the Survivor damage and the two Zombies would start
equal to that recorded on its card. Additionally, Chasing him.

the Zombie leaves the current Location and begins Activating the Mbility of the Iron
Ghasing the Survivor. Fruing Pan, the player changes the
. - /die to two, thus winning the Dispute. @

It doesn't matter how many Zombies the Escape
occurs, the damage taken from Disputa defeats
will always be 1. There is no limit to how many
first is nothing happens and the dispute is ‘undead can start chasing you. If in the example
ended. In the second option the Zombie is killed there were three Zombies with Persistence 3,
and placed in the Discard Pile, however it and the Contest result was the same, the three
manages to damage the Survivor. It is up to the undead would be placed in the player's Pursuit,
player to make the choice. «while the other three, with Persistence 2 and 1,
ESCAFE would remain in Location.

I the Survivor doesn't have a Weapon, or doesn't PLRSLUIT/CHASE
want to face the Zombies, their only option is to
Escape. The Contest is made similar to the

[}nmhat,f but UT[;]” don't “h""“tw?.'“l?t ungead ;“ the Zombies leave the Location they were in and
[Zig;lahﬁgsl;ﬂlrhe s:rl;feltsu::: AU baTiien eiare placed helow the player's Journey Record.
Ih the example W hadk Wi_th five Zombiez I’ Puesuit tl_!a p_lauer takes 1
fie Survivor Feeitl point of damage anu Eaﬁiam_matmn, then the
e Zombicd undead are placeq on the Pile. If the _plauer
Haweven the Dispute wili In_ses an _Escape !]lspute to seven Zomhies, he
be against the fastes) ‘_WI!l receive 1 point of defe_at Qamage, plus 1
it a8iha g witli Jpoint [_]f da_mage and [}nntammatm_n frm_n Chase
greater:Persistenne and will still have two undead on his trail.
" When changing Locations, other than by an

A single die rall is made in Escape avainst e gt Jomiins stop Bhasina the Survivar and
two Persistence 2 Zombies, and the Contest is are Placed in the new Location they are n.

resolved in the same way as GCombat.

SR

In this case we have a total of & in his Escapeg

Upon losing a Contest, or by Effects, the undead
begin Pursuing the-Survivor. When this occurs

faster the Zombie.




Confrontation summary; this reason, Contamination cards do not
* To face the Zomhies the player must have d®affectplayers. But after Infected, these cards
Weapon equipped, otherwise he must Escape.  apply their Effects. With 6 Contamination points,
e firearms are used first, then Melee the Survivor turns into a Zombie and the player
Weapons. _ ®is eliminated. 0
t 3 flr'ealr';ns"::qn attack & number of times per Use this part of your Journey Record to 1
urn equal to their ammo. = e :
o Melee Weapons attack once per turn. mak unurnnntammati!n% ﬁ %

o [ach Dispute is resolved individually and is
only ended when players take no further actions + OBJECTIVE CARDS
and their result is executed. i e ]
o (nce calculated, the Horde Bonus lasts until 2 @ @
the end of the turn without changes. :
 Jomhies that enter the Location after the
Confrontation has started cannot he attacked and
do not affect the Horde Bonus. : order forit to be won.
o Jomhies Pursue Survivors whenever the
win a Dispute.

IMMEDIATE DEFEAT, LUCKY FLAY ST e S
Objectives are the survivors' journeys. They

[ 0 fANtl]t_ELIESSW_I]RtK Jumlies | have actions that must be performed in any
very - Lonfrontation - against COMDIES IS gnden o yyin the game. There are also Collective

dangerous, nothing is certain. To represent ‘pp:. .
these unpredictable situations that there is Esﬁtmgsg;;? LA laues 2et

Immediate Defeat. In Disputes where the Final

Die Value is equal to 1, it will always be a defeat WINNING THE GANE
for the Survivor. Players have three tokens of the colors of their

In triumphs there is the Lucky Throw. ‘pawns, these are the Objective Markers. When
Whenever the Initial Value is equal to B, the an Objective is accomplished the player must put
player draws a card and can use an extracard @ marker on the Objective counter in the
immediately (before the other actions), and it Journey Log. This action is mandatory, but it can
can even he an Equipment that will have its be done stealthily.

Ability available according to the rules. + Upon completing an AP\ IE LBLECTIV

Some cards ask you to guess the result of the - Objective the player

die, thus triggering their Effect. A guess can COVErSitwitha marke,

only be made on the Starting Value of the gie, 85 inthe example.

the Manipulated Value and the Ending Value do  Upon completing your Objectives you must stay
not trigger Guesswork Effects. @alive until the Victory Phase of the turn, where it

is verified. Another way to be victorious is to he

CONTAMINATION the last Survivor in the game, but it is also

Nobody starts contaminated, it is necessary toynecessary to enter this Phase of the turn. It is
receive a point of Contamination for that. Forqpossible that the game ends with no winners.

Description of the survivor's
o deeds during the game.




KILLING SURVIVORS ICONS AND THEIR EFFECTS

On your journey you will need to deal with other ®Survivors cards represent situations, feats,

Survivors. Several Objectives interast with other 28iPMENt, and peaple that will help you on your
lauers and some require you to kil them journey. They have Effects described hy icons

; ; ethat act in different ways according to the
e ot information that complements them.

Indirect Death comes from an action talgen_ in the Describes the Survivars Deck, with <=
' same Round as the Survivor was eliminated, @the player draws a card, With = he

. actions in previous Rounds are not valid for discards a card from his hand. With a

completing Objectives. The following is a list of W), the last card used does not come into play
what to consider. ‘and gues straight to the Discard Pile

e Direct Death: When an action causes the Describes the Deck of Zombies,
direct death of a Survivor, it can be for fatal Qwith ar the player draws a card.
damage, or the sixth point of Contamination. With ) the last card that came into
o Harming a Confrontation: When there is play ooes straight to the Discard Pile.

interference in any way that alters the outcome Describes the Deck of Locations,
of a Contest leading to the Survivor heing Killed @ with = a card is drawn and placed at
by Zombies. like: changing the die value, one end of the path. With == and (-
removing Bonus, penalties or discarding angn addition to the card's draw, the chosen
Equipment during the Contest (Bonuses are Survivor is moved to the new Location. If -
removed). appears accompanied by =>, the player muves

e Putting Zombies in Pursuit: When a Zomhie ithe Survivor in the indicated dlrentmn With )
is placed on Survivor's Pursuit causing the the chosen player cannot change Locations unthe
Survivor to die from damage or Contamination turn.
received. Or when is responsible for placing at Ep Represents the Equipment in play.

|east three Zombies that contributed to the lethal With = the plaver must discard one
damage/Contamination. of his equipped items.

e Canceling a card: When the player cancels Describes the Gompanions in play.
the use of a card that would prevent the With == the player must Ahandon one of
Survivor's death. his Gompanions.

o Preventing change of location: When Represents the Health of Survivors.
prevents the Survivor from changing Locations, ) With = it is recovered, with = it is
and, on his turn, dies when he fails an Escape lost.

' Contest without the intervention of other players. Represents Contamination. With ~=r
y . the player receives a point, with =
There may be cases where a Survivor ends up this stat is lowered.

dying Directly for one player, but also as an R——
Indirect Death for another. In these situationse (s>, A :‘;é] ”[ﬂ:f,';tfttﬂ'}("esp‘iﬁ”f#;';{"pﬂ';,ﬂtj}’m
there are more players with three cnmpleted in his Pursuit. With == removes a [}hasmg
Objectives, the first one to verify the Victory willg Zombie to the current Location. With @ you
be the winner. ncannat have any new Zombies in your Pursuit.




Represents dead Zomhies. As an Effect, A== Cancels the Confrontation or a specific
nhuuse a Zombie and place it in the' Dispute. When occurring outside the

Discard Pile and increase your dead 3= Gonfrontation Phase, this Effect cancels
Tombies counter. As a prerequisite, it represents that phase. That is, the Survivor will not face
the number of Zombies killed in the turnelombies that turn. If the Effect is used after the
regardless of who is responsible. brawls have started, it will cancel the current
= e ) fee), ) s, DisRUte, forcing the next one immediately. When
E\L° /e _J/\ e}/ \|e_eJ/\le®oJ/\(@ 2]/ on @ Zombie this undead cannot be attacked in the
Describes the Disﬁiﬁe die. Substitution [‘_’-’._] same turn it came into play, but has no effect on

occurs when the two Efests are of the same 'OUEPMMS. o
category, one die value for anther changing only @  Zombie with this Effect counts as two

the numbering of pips. When the Effects undead when it starts Chasing a §
described are different, a complementary Effect Survivor. On other turns it counts back

oceurs, that is, the Effect on the right ocours ag 35 8 Single Zombie. If a Survivor is fleeing two
well as the one on the left, This is applied in all undead with this trait and fails this Contest, when

cases with the = symbol on all Effects. they start Ghasing him they count as four of the
five Zombies needed for Chase damage. However

Describes handling the value of the six- y ; .
sided die in Dispute. The number and [ater this will have no ef_fent_ and the_ Survivor will
sign indicate the change in value. The ‘nnlu have three Zombies in his Pursuit.
die will never go beyond six or less than one. INTERACTION WITH THE DISCARD FILE
@B”" two dice in a Dispute and gyme Fifects interact with the cards in their

immediately choose one to use. The \yiceard pile. When this is the case the icons will
second can be launched even after the be displayed as below,

L L 1 With == choose a Survivor card from

Roll two dice in a Dispute. The Final ] o
& Values are added to give the result that :}I::m?tlebeaﬂ[s]eguutn Itth;n:gu#[?élrnal;:ngf
will be used. Immediate Defeat will

only occur if the End Value of both is 1; a Lucky gl . !
Roll will only occur if both starting Values are 6 [=te) With <= choose a Gompanion from the

[if both starting rolls are made at the same '@ Discard Pile and place it in your hand. ~ §
time). Each dice is manipulated individually, after =

the Final Values are defined they are summed, | ?g With = take a Zombie from the Discard

added to the Bonuses and used in the Dispute. ' Pile and put it on your Pursuit. No

Represents the Combat Bonus of the Effects this undead has are considered.
@Dispute. The numbering and the sign 7S @ prerequisite, the Effect must be fully realized
indicate the change in the Bonus value, t0 obtain the henefit.
The Escape of the turn has no Bonus,

\ ; . { LOCATION RESTRICTION

, _: being used only the value of the die in

=" its resolution. Some Effects are restricted to the location of the
It represents the Survivor stumbling on his Survivor chosen as the target of the card used, when

Escape and relying solely on luck for a living.  ethis occurs the icon will have a circle like helow to
jnform this characteristic.




The-descritied ffect must ocour ing - S o Unlike ~ the previous
the same Location as the chosen A \E) = EXGMPIE, in this case the
player. Here are some examples. 5%\l Effect occurs the moment

In the example the first == 7 e

the Zomhie comes into
= Dlay. Once performed,
! players can ignore this

player who used the card. c | LITEL
If there are not two ™ (TR = again.

undead in that Location ‘ : Lombies only trigger Effects when they come into
Help from a Stranger A } play if they come from the Zombie Deck.

cannot be used. e —— EXANPLES
= U0 Ue REOel TIEnd card g ore some game cards with explanations
= there are two Effects

 restricted to the Location of their Effects and operation.

the player The Bow is a melee ;

" accompanuing him. In the weapon that can he llSBﬂ ‘

first one, a point of asafirearm. Thus, it can |

damage is dealt to a‘he used twice in lhE. e '

SUWWUF m lhB Same Same tum the fIFSt m Can be used ac a Firearm this
|ocation [mcludmg whoever Accompanies him). the Combat Phase for | e
The second ability deals a point of damage to the firearms and the second i (((
Survivor who Accompanies him to put a in the Melee Phase. The
Companion on the Pile at the same location, The second skill allows you to take a card from
which can be the Rebel Friend himself if he is the the Pile as long as three or more Zombies have
only one in the Location, there is a way to change already died in the turn. This can even be done
[ocation to avoid suffering an Effect. ‘nn your opponents' turns.

¥ “““””“'" The first ability grants the
BITE EFFEET el i +2 Bonus in Combat when

| ' A the chosen Player receives
trigger when they deal damage in === —Fw. o o0 the die. As the two
fights. In these cases, the icon will | ' 5 < Fonane to any plager

have_ teetI] on its upper part, indicating this | can be oS
particularity. ——
When dealing damage the f )*“‘””"“'“” When a Location comes [ AHJ
Tombie will also apply two % !3) Ghl into play by an Effect, 2l ,
puints of Gontamination. B2 SN =

Because there are two _\ a can, with lheil' Skills, Sl

icons indicating the Effect. f{ iff ) draw locations, in these = @y = B
Bite effects do not occur | cases the draw does not o)

when you lose Escape. N /4 0CCUr. Vit i e

Effect, as it will not occur



unnssang The second Ahility

Companions on the Plle” sy - == Ghanges the die value

in addiion to having =% o Vg from 1 to 3. But only

j | finding a Stranger, which = _ when it is activated (the

' allows a new Companion® e m® player changes the die

to come into play. What e e e (i 3). If the die

- = cannot be done is to place )= [ s back to 1 on the §
e ally using the Treason turn, it will not change.

card, and with its own Effect force the Survivor .
to Abandon this Companion. ttxtra Ammo allows you to | (o
The Mutt cannot he Ahandoned by the Treason  discard itto reroll the ast |

Effect and the plaer will not suffer the Gce roll. However, it is | S
penalties. necessary hefore I L

The Compass allows you — - Exhausting it, it is not | _.._Q
to ﬂhange Locations at the (ifa Enmmh to discard the | | DI:carﬂEmraAmmnrmvull
discount of @ discarded o Equipment for the Effect to | .

card. If equipped with two, - Reaat e

or have other discounts, | ”“"”u”.:“:fﬁ."n“;ﬁa‘u;"f;“,z“““ o wuee e 34 IS it Ability  allows

there is no cost to this & Rl ‘ Gompanions to come into

action. ! L >/ play in the same way as
. 44 when using an Instant

. fiction with Ffinding a
the Survivor one discard | i’ Stranger. :

per turn to nnntmue -_h.a
en 3 Lompanion comes into plal
' fccompanying,  Thig

»I)ll;cardar:ardunuuurrurnur . discard can he done at | The first m""t!l allows you v
At e ony time during the turn, 0 Toll two dice and choose €

but if you don't, it will be Oné to be used in the
Abandoned. contest if uou have <

There are Negative Effects S0 s, Suffered the -2 penalty on

AR RS the roll. As they are
that are active during the e

turn. In the example of the

¥ g o L y
. 3 Complementation  will
EII':I::I;I yl\?gltuec?lif‘da’ vf:[:ﬁ e occur. You still get -2 to your die, but you can

B e o 1k ‘ ::lhnnse 'lf“::lweinl'twn rnlls.hﬁlepla.mement would
Therefore, all Effects and - M LETRs G5 TEDW:

Muiites  that were =T .
previously activated with 2 are now also 1. This —
situation is exclusive to the Deck of Zombies, the

Effects of Survivors are punctual, uccurrmg.m this example the -2 penalty Wﬂlllﬂ not apply,
only when they are activated. nstead you would get +1to your die roll.

)/
When Mercenary is Abandoned.




7 The Rbility changes the die_ e Mall Rats.
result to a value of 4. But® e Vialent Mandate.
for that you need to put e Apocalypse Doctor.
two Zombies from the Pile e Master of the Dead.
into your Pursuit. If it is®Tg choose which Objective will be used during
not possible, the ability the game, draw three cards instead of two.
~ cannot be used. Stick with the desired Objective and return the
others to the hox. All other steps of Preparation
The first Ability allows you [~ ey f0llow the same wav.
to change the die value to @@ - B I plauers want a more friendly game with each
3, as long as at least three | , 'L other, | remove the following from the
Iombies have died in the « SRET. Survivors selection:
turn. The second Skill @) = o Senior Lawyer.
decreases the dievaluehy | = ° * Revolutionary Hacker. (Exclusive Catarse)
2 o receive a +3 Bonusin | % T <> | e Taxi Driver.
Combat. This is not the = == For a more challenging game choose Survivors
same as increasing the value by 1, there are at pandom, or do an inverse choice where
differences. The die can never be less than 1, S0 players choose their opponent's Survivor. The

if the resultis 1, 2, or 3 the Ability would change 4mportant thing is fun, choose the one you like
the value to 1 in all instances. Without other the most!

forms of manipulation this would be an

Immediate Defeat. _ [!RE_]]ITS
All drawings and graphics were done by me. Al

o warmwosi vy Nothing works! prevents jljystrations have a background photo and
—— lLombies from dying on photographers are credited in the cards next to

the turn. That is, they thejcon meY.
5 cannot he sent to the Pile Developing Journey Z was a big challenge and |
imeliy for losing @ Combat or woyld like to thank my friends and wife who
card Effects. However, heiped me with their opinions, testing and a lot
s ) Tomhies in Pursuit 00 t0 of support. | would also like to thank the
= the Pile normally if the ‘greators of the TOI drawing Tom McGillis and
Survivor has five undead in that condition. Jennifer Pertsch who inspired me with their art
style, allowing me to make the game's

TWO FLAYER VARIANT illustrations.

Journey Z was designed for 3 to 5 players, but And | would also like to thank you very much
with some modifications you can play it with 2 for taking the time to read this manual, and
players. One of the ways is by using theemaube even play the game | created, thank you
Gollective Objectives. For a simpler and faster VEFY much and | hope you enjoy it a lot.

game choose the First Days Objective. for a more Al photographs are available on Unsplash.com
immersive experience use Secret Objectives byg and flickr.com

removing the following: Sources: Chinese Rocks - Kenyan Coffee - Shears




GLOSSARY Navigable Location: Locations where Boat-type

Turn: Your moment in the game. Starts when the®Vehicles take effect and give their Buffs.
previous player passes and ends when they have no~ Surwivor Skill: Special rules that apply only to
actions, or do not wish to take them, and have already the chosen Survivor.
faced Zombies in your current Location. Ability in Escape: Survivor's base value to add to

Round: It starts as soon as you pass your turn - the dice and evade Zombies.
and ends hefore the next one begins. The turns of the ~ Ability with Firearm: Survivor base value in
ather players are part of your Round. firearms Combat. |

Draw cards: Take the card from the top  Mhbility with Melee Weapons: Base value of the
corresponding deck, from Survivors the card is put Survivor in Melee Combat.
inta your hand, from Zombies it is revealed and its}  Health points: Amount of damage that can be
effect is performed. Locations are brought into play.  taken before the Survivor leaves play.

Discard: Remove a card from your hand to the ~ Damage: Subtracted from Health when received.
Discard Pile. If a card type is specified, it will be ~ Contamination: The progression of the virus,
removed from the play area. when receiving six points the player leaves the game.

Discard Pile: Place where the cards go when  Bonus/Buff: Al value added, apart from the roll
they leave the playing field. Each deck has its own jof the die, ina Dispute.

Discard Pile (or only Pile). Resistance: Value to kill a Zombie.

Survivor: In the game you will play a survivor, ~ Persistence: alue to Escape a Zombie.

The terms Player and Survivor are the same, that is, ~ Horde Bonus: Bonuses that the Zombie receives
during the game you are the Survivor chosen at the #rom others in the same Location when in Combat.

heginning of the game. Effect: Passive ahility of a card.
Tombies: It is the living dead that plague the Ability; Effect that needs to be activated.

world. The term refers to a Zombie card in play. | Exhaust: Turn the card 90° when using its Ahility,

Whenever the deck s referenced, it will be described 1t Will no longer be available on the turn.
as a Zomhie Deck. Restore: Untap a depleted card 90° in order to

Equipment: Cards that remain in play. Equipment USe the ability again.

is divided into Utensils and Weapons. Gonfrontation: Phase of the turn the Survivor

Instant Action: Card used by the Survivor that {MUSt face the Zomhies in Combat or Escape.
takes effect and is then placed on the Pil. Gombat: Contest between the Survivor and the

Finding a Stranger: A type of Instant Action CNOSEN Zombie when equipped with a Weapon.
Fifect that allows a Companion to come into play  -Scap: Dispute against Zombies when the player

; does not enter Gombat.
Accompanying any player. - : >
Companions: They are people who Accompany Pursuit/Chase: When the Zombie is placed next

e Jto the Survivor Ghasing him.
Elidp:ggi;:mT; legil?ﬁmapf;?"gep sl mg hE' Dispute: Any conflict hetween the Survivor and

; . the Zombies where a die roll is required.
Rccompanying/Accompanied: When one or . . :
mare Gompanions are with the Survivar, Trade: Players in the same Location can Trade

) : .« - Equipment, both give and receive something.
Abandon: When the Companion goes to the Pile, it -k
gan trigger an Effect, Prevention: Action that prevents another from

Forward/Backward; When the Survivor mnues‘"“"m"g' Perfnrmaq after the description, fut
O T e hefore the end of the Dispute/Phase.

-y . . Phase: Steps that together form a turn.
Location: Places Survivors pass through on their — pipaet/indirect Death: Action taken that divectly

journeys. They are of the Metropolis, Countruside and.m. intirectly eliminates another player.
Isolated Zone tupes.




EFFECT EFFECT
@ @ 7

Thechosen  Who used the All
player... card... players...

..performs the effect.

= Draw a Survivor card.
== [Discard a survivor card.
(/) Gancel the use of a card.

== Draw a card from the Zombie Deck. X

(/) Cancel a card from the Zombie Deck.

= Draw a Location card.
%dﬁg&ﬂraw 2 Location card and move
__ the Survivortoit. ’
The player cannot change
O Locations during the turn.
- =>Move the Survivor in one of the &
indicated directions.

. == Discard an Equipment in play.
== flbandon a Gompanion.

=k Gain a Health point.
== |ose a Health point.

=k Gain a point of Contamination.
== [lecrease a point of Gontamination

i Take the most Persistence Zombie .

« =k Take a Zombie from the Discard Pile |

) and putit on Pursuit.
5 = HemuueaPursuing Lombie.

New Lombies cannot start [}hasmgo
the Survivor.

Kill the chosen Zombie

fis a prerequisite it is equal to thecn
number of Zombies killed in the turn.

The Effect takes
place at the
hosen player's taking damage

location.  fromithe Zumhie

Die value in a Dispute.
More information on page 12.

Value at which the sixsided die
should be manipulated.

Roll two dice and immediately choose |
one of them to use in the Dispute.

Roll two dice in a Dispute.

Combat Bonus that must be added or
suhtracted in the Dispute.

Use only the End Value of the die for
the outcome of an Escape Dispute.

During the Dispute, cancel it.

Before the Gonfrontation, cancel the
Confrontation phase.

Ona Zombie, it cannot he attacked the
turn it came into play.

When starting a Chase the Zombie
counts as 2.

= Take a card from the Discard Pile and

place it in your hand.

4}= Take a Companion card from the Pile

and place it in your hand.

and put it on your Pursuit.

The Effect
ocours when L2




