








Red cards

Useful stuff isn't all you can find in the ruins of the
old world. Unlucky survivors may draw traps from the
rubble pile. These are penalties the player must suffer
immediately. And before you ask: No, you can't keep
that horde of rodents in your inventory! Ever heard of
rabies?! Red cards must be discarded once their effect

has been applied.

Crafting ingredients

You don’t want to attack the baddies? Believe me, I
get that. Maybe you're out of ammo after stuffing your
shotgun to the brim with shells? It happens! During
the combat phase, you can use your action to discard
matching crafting ingredients to craft 1 of these nifty

things:

« FLANKS + NAILS = BARRICADE token

« FLANKS + SHARDS = SPEAR token

« WIRES + EXFLOSIVES = TRAF token

« NAILS + EXPLOSIVES = GRENADE token

Crafted items

+ BARRICADE token
Absorbs the next attack that affects you, then

breaks and must be discarded.

« TRAF token
Place before a player when crafted. DEALS 3 DAMAGE
to that enemy immediately before they ATTAGK
that player.

« SFEAR token
Place it on an enemy when crafted. IEALS 3
DAMAGE to that enemy. Every subsequent ATTACK
on that enemy will DEAL +1 DAMAGE.

« GRENADE token
STUNS two adjacent enemies for the round. Push
them back at the end of the line. While stunned,
enemies DON'T ATTACK.



WAVE!

When you draw the WAVE! card, bad things are coming... Hear that roar behind
that collapsed gas-station? You're seconds away from a fight! There are two

things you can do:

- Put on your war-face and let them come! You take the WAVE! card and place it
next to your survivor board. All enemies from this assault will target you so...

I hope that you either have big, loaded guns, or that you've made your peace...

+ Buy yourself some time: Take a sharp thing nearby, stab yourself a bit and
chuck that thing in the direction of the roars. The blood on it could distract
them long enough for you to get ready. Take 1 DAMAGE, put the WAVE! card back
into the current active rubble pile and shuffle it. Draw from it again, and then

resume your search as normal until the WAVE! card turns up again.

The WAVE! card must be added to every AGTIVE RUBBLE FILE before it is shuffled.

ASSALILT

When the next WAVE! of bad guys approaches, you generally can get a glimpse

of them, which can help you prepare for the assault.

At the beginning of the Trade phase, draw 1 of the ASSALLT cards. These show
how many of each type of enemies will attack during the next phase (i.e. 2

Brutes and 2 Raiders). These amounts depend on the player count.

Pick a HORDE card for each enemies, shuffle them together, than place them

in a line (from left to right) at the center of the table. If enemies from the last
wave are still on the table, add the new cards on the right next to them so as to
always have one line of enemies. The position of each enemy on this line can

change the survivors’ strategy completely.
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TRADE PHASE

I suggest trying to trade that empty bag of Sofa-Spud brand chips you found
in a dumpster for an ammo clip to one of your gullible friends, if you have
one. Before the assault, you have a few moments to do a bit of on-the-spot

bartering..

During this phase, players, in no particular order, can give one of their items to

another player of their choice.

A player may only give 1 item during this phase. The survivor to whom
they give the item is free to refuse the trade. Any rubble card can be traded,
regardless of their type. CRAFTED tokens cannot be traded.

When all players are done trading, the TRADE phase ends and the COMBAT phase

begins.

CIIMBINE y1y,
 FLANKS = BARRICADE
* EXPLOSIVES = BRENADE




ATTACK FHASE

During this phase, each player takes a turn to act before the enemies at the
center of the table, starting by the FIRST FLAYER. Once all players have played
their turn, the remaining enemies, if any, attack the player who drew the WAVE!

card (Don't worry, they definitely deserve it).

During their turn, a player can:
+ Use as many healing items and special cards as they want;
+ Do only 1 ACTION:
+ Do 1 ATTACK with one of their weapons;
« or CRAFT new items with matching Crafting Ingredients (see page 9).

Combat cards

Some attacks are less reliable than others, but can be devastating. Such attacks
are represented by combat cards, which will often yield amazing bonuses, like
the fabled +3 DAMAGE, but also sometimes penalties such as the dreaded

-2 DAMAGE.

When multiple combat cards are drawn for an attack, only 1 of them can be
used. When an enemy draws multiple combat cards, players must keep the one
that yields the most DAMAGE. .

Players and enemies will use these cards for

most of their attacks. They draw from the

same pile, which must be reshuffled when

empty, using the discarded cards.

Attacks
Aweapon inflicts DAMAGE in 4 different ways:

§1 % o FIXED DAMAGE: the target takes a fixed number of DAMAGE,
written on the weapon card.
égé o BFLASH DAMAEE: the enemies or players adjacent to the target
each take 1 DAMAGE per SFLASH DAMAGE written on the weapon
card and Special cards.
n-' o COMBAT CARDS: the player draws one or more CIOMBAT cards

(depending on the weapon and ammo), and choses 1 of them
to use.

Some CIOMBAT cards may deal fixed DAMAGE, other SFLASH
DAMAGE, allow SPREAD DAMAGE on the attack, or a combination

of the above.

Once all players have played their turn, the remaining enemies attack: Going
from left to right, each enemy attacks. If a survivor is on the line with the
enemies, they suffer the DAMAGE first instead of the Character with the WAVE! card!
Thanks, chump!

Once all remaining enemies, if any, are done attacking, the next Search
phase can begins. If survivors are left, they join the side of the player with
the WAVE! card.



LAST ROLND

Almost... there.... After Round 6 is completed, there’s no more enemies lurking
in the background. But don’t think any baddies still standing will let you leave
that easily! Continue playing as normal, skip drawing a new ASSALLT card, and

repeat until all ENEMIES have been discarded, or one of the player dies.

END OF THE GAME

You're getting tired Rookie? Your killing arm getting sore? Understandable: Just

answer this handy checklist to see if you won:
D Is it after Round 67?

D Are all the baddies dead?

D Are all of you still alive?

If you checked all of these, well dear little baby jesus, it seems like you Rookies
made it! Look, you can even see the first rays of the sun over the skyline!

Seems like you get to live another day!
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(%) SPECIAL CARDS

ENERGY SHOT The character takes 1 Damage immediately,
and can attack or Craft 1 more time during their turn.

FOCLS You may distribute the Damage of your next attack to
enemies adjacent to your target. Splash Damage must be
applied beforehand.

CHEER You can play this card during another character’s turn.
They may take 1 additional Action during their turn.

BLOOD LUST When played, you take 1 Damage. All your Attacks this
round deal 1 additional Splash Damage.

VITALY FILLS You can play this card when you Attack. Draw 2 more
Combat cards. You must choose which of these cards
to use.

LLUCKY You can play this card any time a Combat card is drawn.
That Combat card is discarded and another is drawn to
replace it.

RED CARDS

RODENT ATTACK Take 1 Damage (cannot be absorbed), then discard.

CROW ATTACK Lose 1 random Rubble card from your inventory,
then discard.

RODENT ATTACK Talke 2 Damage (cannot be absorbed), then discard.



