


CHAPTERS

GAME COMPONENTS ..........2

il TENEBRIS SANCTUARY......3
CORRIDORS AND ROOM ZONES.........3
DEEPIVATERZONES .........oovvvenn.3
LR T o R TRy
PARIEES B ek iseinassin i dessoceid
SANCTUARY'STORENS................5

iNTENEBRISSILVAE...........6
VOODYZONES.....coovvevnvenncenss. b
SIVAMDPYZONES......coovvvvvvenne...b
BEAE BORIEE T oo codindne dogmunsn?
BUIlDING AND STREETZONES..........7
STONEFENCE.......covvivnnvnennen. .8
SEARCHZONES.......coo00vvvneneess8
BRTEOIIINS . s o onsonsvnsbissnnsonsesss
GATEWVAY'STOREN ... ....ccvvvvunee. @

CAMDPAIGN GREATEREAST.... .20

Q1 Onthefastroad......ccocv0eeee.11
Q2 Behindthescenes ......cccveveees112
Q3 Non-drinkablewatey............23

Q4 BiNGO! .. .iiiiiiiiitirrtrnaeeaall
Q5 Thewaysofdarkness............126
Q6 Themousetrap .....ccevvvevcess 17
Qz Purificationbyfire..............20
Q8 tTheabandonedmine............ 21
Q9o Attheorigcinsofevil.............22
Q120 Thechasmofimelh.............24

[ components

13 GAMES TILES
(DOUBLESIDED)

i, . - L | L v 1
1k VLY } L 1
] e ‘\"\_ ' { VLB i A LS
2 E A
| i =t 1 ¥
i ¥ s oy 35 - '
¥ J " ‘ = "i Z ,l |

-I:'-

.._-
— Tk

E‘

32 TORENS
StairsESC1 /ESC2 . .............. x2
Stairs ESC3 /ESC4 . . . ... ......... x2
Magical portal 1 /Search . . . ... ... ... x1
Magical portal 2 /Search . . . . ... ..... x1
Manhole 5. e . . oo k. o x2
Manholewithladder . . . . . .. ... .. .. x2
Rubble /Gateway . . .. B . .. o0 ... x2
Opened gate /Closed gate . . . . . ... .. x10
Big gate /Stonefence. . . . . ... ... ... x2
Waterhole/Swamp.". . . L . . &, . ... X 2
ADbyss F Ming, : o LT . .« . o T X 2
Straight corridor / Curved corridor . . . . . . x2
Kraken / Lifted Drawbridge . . . . . ... ... i

Immersive abyss / Collapsed bridge . . . . . . %1



mgﬁu iINTENEBRIS
YA SANCTUARY

hege can Flecromancers hide when
they do not command the hordes of
zombies 2 tf:heg carefully prepage their next
taggets in hidden place. o one eveg found
the secret access of these immost bepths
Welcome in the sanctuary of dagkness !

& CORRIDORS AND ROOM Z2ONES

Sanctuary's corridors are considered as street
Zones. Same rules regarding Line of Sight, Moves
and Search as street Zones are applied.

Sanctuary s rooms are considered as buiding
Zones. Same rules regarding Lines of Sight,
Moves and Search as building are applied.

These areas
are considered
as a building Zone.

These areas are considered
as a street Zone.

& DEED VATER 20NES

It's very difficult to move into deep water Zones.
The following rules apply :

- a Survivor must spend an extra Action to exit a
deep water Zone.

- every Actor leaving a deep water Zone to another
one ends his move until the end of his Activation.

Abominations are so huge that they are not
affected by deep water Zone's rules.

Three tokens turn the Zone on which they are
into deep water Zone :

Kraken Water hole Flooded abyss

This area 1s considered This area

1s considered
as a building Zone.

as a street Zone.

This is a deep
water Zone
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& NBYSS ZONES

The Abyss on the tile N9 and the Abyss token
represent a Zone with a big hole. The following
rules apply to both kind of abyss Zones :

- Line of Sight : Abyss Zone is similar to street
Zone regarding Line of Sight. Inside a building,
these big holes allow to extend the Line of Sight
to the first Zone beyonf the abyss.

- Move : An Actor has to spend 2 extra Action to
exit an abyss Zone (so a total of 3 Actions is
necessary to exit if there is no Zombie in the abyss
too). When Zombies select their destination Zone
by taking the shortest available path they consider
abyss Zone as a single Zone regarding distance.
Therefore abyss Zones could be a great Zombie trap
given that they cannot exit the Zone.

- Search : A Survivor cannot perform a Search
Action on abyss Zones.

- Zombies Spawn : Do not Spawn Zombie on

The abyss Zone is considered
as street Zone regarding the
Line of Sight. Clovis can
shoot over the abyss Zoneto
reach the Corridor Zone up
to a distance of 2 Zones
inside a building.

e e L

- Sp" i il -
o _.r.- '_I-.|_.I- 'rll';i' .-l 5
. . ¥ % 1 5

i 'Flf. # ]

B . i
ot T et
N, e ol
[ ' S S L
iy - T ¥

Clovis has a Line of
Sight toward the
abyss Zone.

Cloviscando #
all these
Moves.

Thanks to planks Clovis

have a Line of Sight to
this Zone. He could
move to it if needed.
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o Ariane has a Line
~ of Sight to all
these Zones.

- Ariane must spend 3 actions to
~  exit( 1 action to move around
+ 2 actions to exit abyss Zones).

1 abyss Zones when opening a closed building for
w®. the first time.

,,} Ariane should spend 4 Actions to
- exit (+1 due to the Zombie).

This token change the Zone where it is into an
abyss Zone. Abyss's rules apply normally :

Abyss token

4 DPLANKS

Sometimes there are planks over abyss Zones that
allow Survivors to go quickly over dangerous
Zones. Both Zones connected by planks :

- share a Line of Sight that allow Survivor to shoot
diagonally, really !

- are considered as close enough to allow Survivor
to move diagonally too !

- are considered to be at a distance of one Zone

from each other.

Fatty has two ways
to reach Armane.
But the shortest way
pass over the abyss
Zone (considered as a
single zone) . Then Fatty -
chose this way and fall -
into the Abyss. i
Then he is trapped!




& SANCTUARY'S TOKENS

The quest’s map indicate where these tokens has to
be positioned. Each token propose some additional
specific rules :

Stairs's token is a street Zone. An actor has to
spend 1 action to move from a Stairs token to
another one indicated by the quest’s map. However,
there is no Line Of Sight between one stairs and
the other one it connects to. Zombies use stairs if
it is the shortest path.

The Magical Portal’s token allows a direct access
to a Zone with another Magical Portal. There is no
Line Of Sight between both connected Zones.
An actor has to spend 1 action to move from a
Magical Portal’s to another one. Zombies use
Magical Portal’s too if it is the shortest path.

It e " ¥ 1 . -
¥ : A I At
L N — A
§ B i 5 P~ RS L4
ko bt TR e
!::"‘I f.',. 5 ﬁi . L N e !

The Manhole's token always works with Manhole
with ladder’s token as indicated in the Quest’s
map. Each token can be opened like standard door.
Once this token is opened then the associated
token is opened too. Then, both Manhole and
Manhole with ladder function like two Magical
Portals.

The Rubble’s token is set up on a Corridor Zone

edge. Rubble blocks the Line of Sight and the

passage for any actors.

The Gate's token can be considered as a Door.
However, it can be closed by a survivor spending
1 Action. The gate can't be crossed but don't block
Lines of Sight. It has a special effect upon Zombies.
Indeed they choose the shortest path as there is
no gate. But they cannot pass through a closed
Gate. So they will be stuck behind this Gate until
it's opened or there is a new shortest path.

The Corridor’s token works like a Street Zone and
allows to connect two Tiles.
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’C he big Towns wege hit first. This plague
seemed To come out of the Rotren entrails
of these cities. Lirrle by lirrle, smalleg towns
were hit. You had o Runto the countryside
to be safe. Flow everything has changed. W
{5 no safery angwhere. E{e age everywhege.
Welcome 1o the forest of £ mzkness ...

4 V00DV ZONES

In the forest, a Woody Zone is represented by a
tree or a group of trees, identified by their foliage
or their naked branches. It is delimited by a
grass marking, a building’s wall, a stone fence
or a tile's edge.

An Actor in a Woody Zone sees into all Zones
that share an opening with the Zone the Actor
currently occupies. An Actor’s Line of Sight,
however, is limited to the distance of one Zone.

4 S\YAMDY ZONES

Swampy Zones are like Deep Water Zones. It is
very difficult to move through them. Any Actor
(Survivors and Zombies) entering a deep water
Zone ends his move until the end of his Activation.

Abominations are so huge that they are not affected
by deep water Zone's rules.

Dragon Fire has no effect in deep water Zones.

Siege Engines are destroyed whenever they are set
in a deep water Zone. Remove the miniature.

Three tokens turn the Zone on which they are put
into a Swampy Zone :

Lifted Collapsed

Swamp token
drawbridge bridge token
token

This is a Woody Zone.

and Theo are limited to i 5 B

one Zone through the | = =
Woody Zones. i o

Theo looks from inside a
Woody Zone. His Line of | :
Sight extands as far
as possible.

Clovis can only see the
first Woody Zone from
his position.




& NBYSS ZONE

The mine on F12 tile and the Mine token both
depict Zones with deep big holes. Following rules
apply on these Abyss Zones :

- Lines of Sight : Abyss Zones are considered
street Zones for Line of Sight. Dug into buildings,
they allow Lines of Sights to go beyond 1 Zone.

. 'This Zombie has a
= Line of Sight to Ann.

- Movement : An Actor has to spend 2 additional i R
Actions to get a Move Action out of an Abyss P b, T el (D
Zone (so, it's usually 3 Actions to get out). An
Abyss Zone still counts as a single Zone for
determining Zombie routes to Survivors. Hole
Zones make great Zombie traps, as they can't get
out on their own.
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He moves toward
her and falls into
the Abyss Zone.
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- Search : Hole Zones can’'t be Searched.

- Zombie spawn : Don't spawn Zombies in a Hole
Zone when a Survivor opens the door of its
building.

~ Karl spend 1 Action
to enter this Swampy

This token turns the Zone on which it is put into
an Abyss Zone.

Karl must spend 2 Actions
to enter this Swampy Zone
(1 Move Action + 1 extra Action
because he leaves a Swampy
Zone). His move possibilities
are over until the end of his
activation.

Mine token B

This is a Swampy Zone.
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This 1s considered as

Buildings in the forest are considered as building 5 streat Tone

Zones. Rules concerning Lines of Sight, Movement
and Search are the same as the ones inside buildings.

All other Zones, neither building, Woody, Swampy
nor Abyss are considered street Zones. Rules
concerning Lines of Sight, Movement and Search
are the same as the ones on streets.

This is a building Zone.



& STONEFENCES

Some tiles have Stone Fences. They are in the line
between two Zones. Following rules apply :

- Line of Sight : A Stone Fence stops the Line of
Sight of any Actor.

- Movement : No Actor may Move from one Zone
to the other.

This token turns the delimitation between two
Zones into a Stone Fence. Same rules as Stone
Fences delimitation on a tile apply :

Stone Fence token

Ariane may search this
Zone, because the two
chests are pictured.

Arianne cannot see
the Fatty. The stone

Fence blocks her Line
of Sight.

& SEARCH ZONES

Search is limited to building Zones without
Zombies. However, some specific street Zones
may be searched. They are identified by two
wooden chests with a metallic frame alongside a
few soldier’s gears.

A Zone may gain this rule by addition of a Search
token.
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Zone, because the chests
Search token is set.
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Morrigan cannot directly Move
into this Zone. The Stone Fence
blocks his Movement.



& GATEIVAYS

The wild swamp’'s landscapes are hostile and
chaotic. Wooden Gateways are pictured on F5
tile. They cross the swamp’s water, linking two

adjacent Zones. This allows Actors to move between
these Zones.

The Gateway token may be put on the corner of
any Zone to ease the way of all Actors.

F5 Zones delimitations : Despite the closeness of

the other Zone, Samson cannot
move diagonally. He also has
no Line of Sight to it.

Thisisa |
This is a ' / Swampy Zone.
. Swampy Zone.J | LT .

Samson may spend
1 Action to Move
to the Zone on
the east or
on the south.

f  Tslisa
. Swampy Zone. |

With a Gateway token, Samson !

Q GAIENH‘[ to Kin ow has a 1ine of Sith to this

Zone, and may Move to it.

A Gateway token works like the Planks (p. 4).
Actors may cross a Swampy Zone more quickly.
Zones linked by both ends of a Gateway :

- Share a Line of Sight to each other. Yes, you can
shoot diagonally !

- Are considered adjacent for Movement purpose.
You can also Move diagonally !

- Zones connected by a Gateway are at Range 1 of
each other.




S22 THE GREATER EAST

" a o e TergitoRies of the Grearer East ha
been relatively unrouched by invasions. 1o

one can say why. The first infected were found
wanoering in the Roches Grises forest. They age
gerting oangerously close o the villages ...

Ann had copvinced her group of fRiends to
accompany her on her crusade. She had spent heg
entige childhood ar the abbey of Daume-Les-
Tlones which made heg the formidable wagriog we
know.

She had o try everyching, even sacgificing

heg own life if necessary!

The mogning rain encircles the misty road.
he silence exrends over the whole valley,

finally, o soaked sign indicares Foge
Roulans. The towers of the ciry stretch



@ QUEST2: Material needed: Zombicide: Black Plague, Wulfsburg, and In
Tenebris

M Tiles needed: F1, F2, Fa, F7, F8, F1o.

EASY / 6+ SURVIVORS / 90 MINUTES

, ne gates of Fore Rowlans age not faw away. Dur
FiRsT we must cross the village. A smmngelg guiet

village by the way... not a single vitlager in sighc. The
nighe witl soon fatl and theges this howling which does not ~ OpjecTIVES
cease. L2et us huﬂﬂﬂ and Sﬂlg on SU.[IRIM Look for the villagers! Take all the Objectives

Teamwork: All remaining survivors are safe if they are all together

on the Exit area behind the Raised Bridge.

W it

Player Spawn Zone Exit Zone
starting area

SpeciAL RULES

Setup. Place a random Vault artifact in the Vault.

D e Hop! The jump skill allows you to jump from one tower to
' E;f ,, another if they are only one zone apart.
Door Search m’;ﬁ%}’e Vault door Sad news. Look for the villagers. Each objective is worth 5

experience points to the survivor who takes it.

Heave-ho! To raise the drawbridge, you must place a survivor in
each Zone of the castle marked 1 on the map. In the same game

turn, the 2 survivors must use 3 actions each to relieve it. Once

Stone Fence

the drawbridge is raised, no actor will be able to pass. Put the

Drawbridge Token on the Drawbridge Zone.
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& ouesta:
Behind the scenes

MEDIUM / 6+ SURVIVORS / 120 MINUTES

, Nere agre no survivors, there is no trace of combar
in the castle of forr Rollans. They were taken by
supprise. The atrack came from the integio of the castle.
Db the Zombies g0 through the sewers? There is only one
way 1o Find our... and thats to o Sown thege!

Material needed: Zombicide: Black Plague, In Tenebris

Tiles needed: N2, N4, N6, N9, N12, N13.

OBJECTIVES

Find they Key. It allows you to unlock the ladder to get out through

the sewer.

Escape from this nest of Zombies. Reach the exit. The remaining

survivors are safe if they are all together on the Exit area at the end of

their turn with no zombies in the zone.

SpEeciAL RULES

S Player Spawn Zone Exit Zone
etup. starting area

- Place the blue and green objective at random among the red ones,

face down.

the survivor who takes it. Objective Wi LAS
5XP) Doors Magical
Portal

Look for the Clues: each objective gives 5 experience points to
3 '-‘1 &

A nice find: The blue cross entitles you to a vault weapon drawn at
random.

The field: The green cross represents the key to unlock the ladder.

It's blocked! The grid of the cell containing zombie's Spawn Large Gate Ladder
token cannot be closed.



& QuesTs:

Non-drinkable water

MEDIUM / 6+ SURVIVORS / 120 MINUTES

OBJECTIVES

Eliminate a pack leader! kill a wolfbomination

Enter the fortress! A survivor can escape as soon as he enters

hl% clues WweRe hﬁlpﬂtl 'Q:]wﬂ su,gzest th!lt Thﬂw {$ . the sewer.
Tlecromancer ourpost deep in the swamps east of
Doassiliere. We need to find tx and destroy fr 1o slow down
e Zombis i, Lo R
’@‘w wareR in the swamps was not poisoneb bg accidenc. starrf):ﬁgegrea Spawn Zone Zombie Wolf
The moe victims there age, the moge there will be/

Material needed: Zombicide: Black Plague, Wulfsburg, and
In Tenebris

Tiles needed: F7, F12, N8, No.

Objective
5XP)

Stone Fence Gateway

SrEeciAL RULES

Setup.

- Place the blue and green objectives randomly among the red ones,
face down.

- Place the Zombie Wolf’s in the indicated areas

Oh! Each objective gives 5 points to the survivor who takes it

He still has some! The blue invasion zone is activated as soon as the
blue objective is taken by a survivor.

Armored door. The green door cannot be opened until the green
target has been taken.

survivor spends an action to take it in hand or to put it down. the
holder of the Gateway can only have one hand free to hold a weapon.
If the survivor is eliminated, the Gateway will remain in place until a
survivor takes it back.

Small detail. The water of the swamp is poisoned. the survivors Hw i q ,_
cannot penetrate it. ey o
The mule. The Gateway can be carried by a survivor. for this the "._E | :
¢ 3 b
vy

B
4



& ouesty:

Bi“ o ! SpeciAL RULES

MEDIUM / 6+ SURVIVORS / VARIABLE Setup
- Remove all abominations except the standard abomination

’w ¢ Oiscovered o supvivor. e is being held prisoner in  from the Zombie cards deck
a cell in the basement of this Flecromancer forress.
1Uho kﬂOU)S U.?hﬂllhls Fawwillbe,,, e MUST gethunom: - Make a "Cells" deck of 5 cards as follows: 3 non-standard

abomination cards (your choice), one invasion card, and one

Tn these dagk times, showing some humaniry is essential 0 Necromacian card.
the sugoival of oug species!

- Place the 3 abominations corresponding to the "Cell" deck in the

cells (N2 tiles). You may place a Survivor Prisoner (Non-Player
Material needed: Zombicide: Black Plague, Wulfsburg, In

Character) in place of the Crown Piece. You cannot interact with
Tenebris, and Abomination pack or Knight pack. o il

the interior of the cells until they are opened.

Tiles needed: N1, N2, N5, N6, N7, No.

Aslong as it is the correct Lever! Each objective gives 5 points
to the survivor who takes it. After taking an objective, draw a card
from the "Cell" deck:

- If it's an abomination, open the door to its cell, it will activate
according to its specifications.

-If it is the invasion card, open the cell of the blue spawn counter.
The blue invasion area becomes active.

- If it's the Necromancer card, open the prisoner's cell.

OBJECTIVES

Free the prisoner! Free and escort the prisoner to the exit zone.
The prisoner will follow the first survivor who enters his cell and
will follow him until he goes to the exit zone. If the survivor dies,
the prisoner will not move until another survivor comes to his
I zone, then he will follow him. the freed survivor cannot fight but
has 3 life points.




Exit Zone

Spawn Zone

Player
startirg area

Gate

Stairs Abomination

Flooded Abyss



& ouesTs:

the waus of darkness o AR

HARD / 6+ SURVIVORS / 120 MINUTES

, he rescued prisoner has siven us some valuable
informarion. TTt seems that there is a way to access

the source of this riveg oirectly. Tndeed the necromancers
wse a malefic ricual o open a vorrgr allowing them

move from one place to another instancly! Tr’s black

magic, but it may be the only chance we have to kill the
evil at the root.

Material needed: Zombicide: Black Plague, Wulfsburg, In

Tenebris, and Abomination pack or Knight pack.

iles needed: N1, N2, N5, N6, N7, No.

OBJECTIVES

One way to hell! The necromancers have opened the vortex but
to use it, each survivor must have a malefic relic in his possession

(objective). Each survivor will have to find their own relic.

To use the wormhole, each survivor must reach the ritual area
(Exit) with a relic. Survivors will be teleported at the end of their

turn, if the area does not contain zombies.

Setup
-Place the blue and the green objectives at random among the
red ones, face down.

How ugly! Each objective gives 5 points to the survivor who
takes it

It's a gift. The blue or green objective gets a random vault
weapon to the survivor who takes it.

Nothing in sight. The green invasion zone remains inactive as
long as the green objective has not been taken.

Every man for himself... Survivors cannot exchange objectives.

3

Player

Spawn Zone

A

starting area

Necromancer Search

Exit Zone

Obijective
5XP)




& QUESTO:

the mousetrap

MEDIUM / 6+ SURVIVORS / 150 MINUTES OBJECTIVES

Escape! Reach the exit area with all the survivors. A survivor can
0 wolf! The vogrrex that w 0
ndw [thﬂjl Fdw lF ’ POREER: d> Supp 5€0 escape through this area at the end of his turn, as long as it does
to lead us to the source of evil was only a trap! We age

not contain any Zombies.
now trapped in this Flecromancer sanctuagy. The Xagken,
an evil creature, is blocking our way our. 2We must

absolurely Find a way to escape if we don't want o end up 1 :
star]ilii%ezrea Spawn Zone Vault Door

Material needed: Zombicide: Black
Plague, Wulfsburg, In Tenebris
Tiles needed: N1, N3, N5, N7, N8, N1o

Objective Magi

Doors  Gate Kraken 5XP) cal

Portal




SpeciaL RULES

Setup

- Place the blue and green Objective at random among the red
ones, face down.

-Place a random vault artifact in the vault.

Go smoothly. Each Objective gives 5 experience points to the
survivor who takes it.

Thank you! The blue objective gives a random crypt weapon to
the survivor who takes it.

So far so good. The green invasion zone remains inactive as long
as the green Objective has not been taken.

What a complex mechanism! The objectives represent levers
but only one allows the player to open the way to the exit: it is the
blue objective.

The levers must be active 2 by 2. So the survivors must take an
even number of objectives during the same game turn.

If only one objective is taken at the end of the survivors' turn, it
must be put back in its place and the remaining objectives must
be called again. And the survivor who took it loses the experience
points he had earned.

When at the end of the survivors' turn, two objectives including
the blue one have been taken, remove the Kraken token.




& ouesTy:

Purification by five

HARD / 6+ SURVIVORS / 150 MINUTES

aumes-Les-Tlones must be freed. Tndeed, it is an

impogrant city for several reasons: It is sacred for
the believegs, it is the last cicy before the misty mountains
delimiring the border with the tergitory of the Ores and
ts liberation would be an impogrant stravegic advance
because these high rampages world allow to stand up to this
scourge’

SpEecIAL RULES

Material needed: Zombicide: Black Plague, Wulfsburg, and  Setup.

In Tenebris - Place a random vault artifact in each vault.
Tiles needed: 1V, 5R, 6R, 7R, 8R, 9V, 10V, F1, F2. \

Hop! The jump skill allows you to jump from one tower to another if " ey

they are only one zone apart.

Good Samaritans. Search for rescued inhabitants. Each objective

gives 5 experience points to the survivor who takes it.

One more effort! To raise the drawbridge, you must place a survivor

in each zone of the castle marked (2) on the map. In the same turn, the

two survivors must use 3 actions each to raise the drawbridge. Once
the drawbridge is raised, no player can pass. Put the Drawbridge

OBJECTIVES counter on the Drawbridge Area

The big cleanup. There should be no more invasion zones inside  Blessing. Baumes-les-nones is a holy city that has seen many

the city (i.e. everywhere except the external zones marked 1). miracles. Removing an invasion zone is one of them. So the survivors
Then eliminate all the remaining zombies inside the city and can remove an invasion zone within the city only. To do this they will

close the drawbridge. have to set a dragon fire on the area containing the invasion zone(s).
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& QuesTs:

theabandoned mine

HARD / 6+ SURVIVORS / 120 MINUTES

aumes-Les-Tlones must be freed. This is a double

PROTECT 1§ against this curse/

Material needed: Zombicide: Black Plague, Wulfsburg, and
In Tenebris
Tiles needed: F7, F12, N8, No.

Abyss

Player
starting area

. g +
b“ .
s -_:' . L]
m # : :' ‘I'
k|
' pH|

Spawn Zone Manhole
m |

Serch Ladder Vault Door

Doors

victory because on the one hand we have a place to
take Refuge and on the other hand we have leagned that the
oRigin of this epidemic comes from a sanctuagy of
Tlecromancers who practice the dagkest of witchcrare. So
before oing thege, we will have to visic the abandoned mine
in the misty mounains to get some holy gelics thar should

OBJECTIVES

In a safe... and holy place. Collect all the holy relics and take
refuge in the abundant church. You win the game when the survivors

are in the End of Round Phase and no Zombies are there.

SpeciAL RULES

Setup.
- Place a random vault artifact in the vault.

- Place the blue and green objectives randomly among the red ones,
face down

The Holy Relics. Each objective gives 5 points to the survivor who
takes it.

But where is this damn key hidden? The blue door can't be
opened until the blue objective is taken.

And it continues! The green invasion zone is activated as soon as
the green objective is taken by a survivor. This one gets a vault
weapon.

No need to think! When an actor falls into a mine shaft on level 0 of
Zones 1 or 2, he is immediately placed on level -1 in the Zone of the
corresponding number.




& QuesTo:

At the origins of evil

VERY HARD / 6+ SURVIVORS / 150 MINUTES

’Glhmﬂcs o the Holy Relics we could finatly enrer
Tn Tenebris Sanctuary! Yow age the most evil place
ever, the sougce of the scougge, where Tlecromancers
practice the dagkest of sorceries.

You age our only chance to eliminare the root of the evil.
We must kil every last necromancer. Zour we must act
quickly before they age spotred and flee...

Material needed: Zombicide: Black Plague, In Tenebris, and
1 or more additional necromancers.

Optional Material: Zombicide: Wulfsburg, Green Horde, and
Guest box containing Necromancers

iles needed: N1, N2, N3, Ng, N5, N6, N7, N8, No.

)
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OBJECTIVES

Send them all to hell! Eliminate all Necromancers, the source of
this scourge:

Necromancers can only be permanently eliminated if their
resurrection spell is broken. For this, all red objectives (5) must be
taken. Then, only Dragon Fire can destroy a Necromancer.

If a Necromancer is killed without Dragon Fire or the spell is not
broken, use the usual rules (remove the Necromancer and an
Invasion Token from the board).

When a Necromancer is eliminated by Dragonfire and the
Resurrection Spell is broken, remove all of his cards from the
Zombie deck.

The game is won when all Necromancer cards (6) are removed
from the Zombie deck.

SreciAL RULES

Setup

- Place the blue and green
objectives randomly among the
red ones, face down.

- Place a random vault artifact in
the vault.

_ - Use between 2 and 6 Necromancers. Replace
M, the 6 Standard Necromancer cards with any
combination of your favorite Necromancers.

Then reshuffle the 6 chosen cards into the
Zombie deck.

- Optionally, place the Green Horde and Wulfsburg invasion cards
in the Zombie deck. The Horde rule does not apply.

Bloody Relics! Each objective gives 5 points to the survivor who
takes it

The Cabal. In this part apply the rules of the Necromancer's
cabal.

There will be something for everyone! The blue invasion zone
remains inactive as long as the blue target has not been taken.

Thanks to whom? The green objective yields a vault weapon to
the survivor who takes it and removes the Kraken token from the
board. The deep water areas are not accessible to the players until
the Kraken token is removed.
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Objective
Player Vault Door 5XP)

starting area

Spawn Zone

Kraken

pilogue: We have supvived this Adventure and liberaved the Grear East! Thar was the 300 news, the bad
news is that we now know that the river has also inwaded the Ore tergitory. We'll have to help them ger
Rid of the scougge op we'll neveg be safe from another invasion...




& QUEST10 (Bonus):

the chasm of Melh

MEDIUM / 6+ SURVIVORS / 150 MINUTES

E)'rwing Realized that we age a real danger, the oge
necromancers have decided to eliminare us at all costs.
We had 1o leave the necromanceg sanctuary through an
noergrounod passage that led us to an abandoned forrress...
Dur the Green Hrorde was algeady there o prevent us
From. escaping. Browever, one of us managed o escape To get
help. So we will have to hold our positions uncil the
RENfORCEMENTS aggrive.

A legend tells that once, gight here, a troop composed of
men, elves and dwarves st00d up To a §rear army of oRcs,
faR superior in number. fllay we in tugn achieve the same

Material needed: Zombicide: Green Horde (or Black Plague),
In Tenebris, Wulfsburg.

Optional Material: It is possible to replace Green Horde with
Black Plague. In this case replace the 12v tile with the Tv tile. Do
not place the trebuchet.

Tiles needed: 10V, 11V, 12V (or 1V from Black Plague), Fa, F2,
F3, F9, F10, F13.

ogrwy

Player Spawn Zone
starting area

.

Objective
5XP) Doors

Search

.h.
i L

Drawbridge

OBJECTIVES

Stay alive until reinforcements arrive! The Zombie deck will
not be reshuffled once all the Objectives have been taken. You
win the game when all the Objectives have been taken and the
Zombie deck is empty.

SreciAL RULES

Setup.

- Place the Blue and Green objective at random among the reds,
face down.

- Place the Raised Drawbridge token on the Drawbridge Area.

How the game is played : At the beginning of each survivor's
turn, the first player must draw an objective of his choice. This is
not an action, the survivor does not have to be in the objective
area.

o If the objective is red, all survivors gain 5 experience points.

o If the objective is green, the zombie reinforcements arrive
and the green door gives way: The green invasion zone becomes
active and the green door counter is flipped over. The survivor
who took the green objective gains a vault card and all survivors
gain 5 experience points.

o If the objective is blue, the zombie reinforcements arrive and
the drawbridge chains break: the blue invasion zone becomes
active and remove the drawbridge counter from the board. The
survivor who took the blue objective gains a vault card and all
SUrvivors gain s experience points.

The necromancers have decided to eliminate all survivors.
They no longer try to escape and, like the other zombies, attack
the survivors. When a Necromancer dies, only one Necromancer
invasion counter can be removed from the board. The game is
not lost if there are 6 or more invasion zones.
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Setup for the Black Plague version
replace the 12v tile with the 1v tile.




tHANR YOou!
Al this adventure would not have been possible withour

Zombicide fan-Sire communiry and Eren Kristagion :

heep:// zombicide. eren-histagion.fr

Every member had the opporrunicy to bring his lirrle brick
to this (medieval) house. Tn Tenebgis should stand our
as a wonderful example of communiry creation.

Thank to each one of You

A vepy special thanks to ZWstone83, Xoflds, Ganech,
and Ryguy21 for the English translacion.
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