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~reated and spread by the Deriler
Flecromancegs and theig lackeys, the zombie

plague has already engulfed most of the Erernal

Empire ano will not stop until everyrhing is
consumed. The taint is not only physical buc
spigitual as well. {llychical beasts, spigirs, and
even heavenly avatags fall to it, TrRansforming into
Frightful, raging monsters. Broweve, death leads
to rebirth, and old ways lead to new ones. Tnspired
by courage and a sense of unity, a new generacion of
heroes is bogn!

Adding new Abominations into games of Zombicide is easy:
simply add the corresponding Abomination cards to the
Abomination deck during setup.

Unless otherwise stated, these Abominations share the same
general rules.

Actions: 1

Wounds dealt: 1

To eliminate: Damage 3, Cauldron, or Dragon Fire.

Adrenaline provided: 5 points.

Special rules:

* Wounds inflicted by Abominations cannot be prevented
by Armor rolls.

* A Damage 3 weapon is required to kill an Abomination.
Please note no weapon in White Death has a natural
Damage 3 value. It can be reached with Skills (like +1) or
Quest special rules. Dragon Fire or Cauldrons can also kill
an Abomination.

¢+ White Death only: Upon elimination, place a random
Vault Weapon (if any is available), facedown, in the
Abominations Zone. Any Survivor in this Zone may
spend an Action to take the Vault Weapon. Then, they may
reorganize their inventory for free.

* White Death only: Abominations ignore ramparts

and don't need Stairs to climb on, or leave, Battlement

Walkways.

AMATERASU

b W Amaterasw is the sun goddess and the
V@ source of life and light across the world
and heavens. Eoprupting such a being
A should be impossible, and yet shagds of her
By poweg have been falling to eagth in the

| form of coprupred avatags! Ogdinagily
such entities age sent on divine missions of healing,
redemption, or vengeance. But these tainred vessels
seek only destruction for anything in theig pach.
I7s not blasphemy to destroy them and cleanse
theig poweg in the true Amarerasw’s name!

+ Amaterasu can only spawn once per game. As long as
she is on the board, the maximum Range of all weapons
is limited to 1.

* When Amaterasu is eliminated, set her miniature near the
board as a trophy. The maximum Range of all Combat Spells
and Ranged weapons gets +1 until the end of the game.

B3| Asura

2l Asura age creatures That feed upon raw
H power, often seeking out spiritual avatags
DR of varging potency to slay and consume.
d Yet, you age what gou ear, and having
tasted of copruprion, now the Asuga age
afflicted with the necromantic cugse.
T7's difficudr to tell if this trowbles them much, bur
theig feeding habits have gotren moge indiscriminace,
now enjoying living flesh as well as sougces of raw
power. They are best destroyed quickly and withour
remogse, for they'll have none for their victims.

Roll a die whenever an Asura spawns. The result is the
minimum Damage required to eliminate it.



| BISHAMON

e ?; Bishamon {is the wagrior-g0d and
W e Oven @ pROTeCToR of divine op sacred
f ; fhey ! places. Eagrly in the z?nwi,e plague his

IR avatags would appeag in holy places or
3] around tombs of plous individuals to
suard those places against defilement.
Clnfortunately, they were not always successful,
and many avarags fell to cogruption themselves,
The necromantic cugse has made them even moge
Formidable, and they still wield their weapons
imbued with oivine properties. Slay the coprupred
Bishamon, and its weapon is Yougs for the taking
with the wagrior-g0d’s blessing!

+ As long as Bishamon is on the board, Survivors cannot
earn new Vault Weapons. They still can use the ones they
already own.

¢ Uponelimination, place 1D6 random Vault Weapons (if any
is available), facedown, in Bishamon's Zone. Any Survivor
in this Zone may spend an Action to take 1 Vault Weapon.
Then, they may reorganize their inventory for free.

| CHIMIMORYO

PN The Chimimoryd wege creatures that
d largely kept to themselves in theig bogs
and swamps, tegritorial, even vicious,
W) but often preferring to avold contact

j with civilized races rather than figh.

Thar has changed now that the zombie
cugse has twisted their forms into these creatures of
Wag, and survivors across the Empire age leagning
what tegrifying nightmagres were stalking the
hinteglands. Tt would be a mistake to categorize
the shy Ehimimdgyd as peaceful, bur unfortunacely
{r seems theig true ecology and natuges will never
be known now that theyve been weaponized by the
NECROMANCERS.

Upon elimination, Chimimoéryoé immediately respawns on the
nearest Necromancer or Defiler Spawn Zone (if none is available,

Chimimoryd does not respawn). If several Necromancer Spawn
Zones are at the same distance, players choose.
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HACHIMAN

As the 30d of wag, Hachiman’s avarags
could somerimes be found in the most
brural fighring across the Empire. Which
side They fought for was deemed to be in

Aeavens favor, but that was a marreg of
debare for scholags. The other theory was
that the wag 500 simply reveled in barrle, So it would
seem that a zombie apocalypse would be the perfect time
10 find sharos of Brachiman's power destrotfing zombies
on.every front. ZAlas, the 30d of wag was among the first
coprupred. And, all oo easily, no doubr. Slaughrer is
slaug\u'eg 10 the wag 306’5 eyes. Those who strike down
such an avarag can ecpect a mighey boon.

+ Hachiman can only spawn once per game. As long as
Hachiman is on the board, all Zombies attack twice
whenever they attack.

» The Survivor eliminating Hachiman earns its miniature
and keeps it near their Dashboard as a trophy. The Survivor
earns the +1 Free Combat Action Skill until the end of the
game.
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R 5000 omen, signaling a time of prosperity,
%000 weatheg, and that Hreaven approved
of the Emperor. Tndeed, this Emperor’s
rule was magked by two suchappearances
of these mythological creatures. Bur it seems thar

the necromantic cugse had a hogrible effect on

these heaven-sent omens. Eogrupred Rilins age
fast, incredibly resilient, and abominarions against

: heaven and eagch. Should any sugvivor manage to
deal the killing blow, the poor beast’s freed spiric
witl doubtlessly srant a powerful boon.

The player whose Survivor eliminated the Qilin immediately

chooses a Zone on the board. All Zombies in the designated
. Zone are eliminated as well.

corresponding AP.

The Survivor earns all

1 Ni1aN

' RIRS The Nian age cugious creatuges that
o live in the high mountains and coastal
waters across the Empige. Some
scholags believe they age two distinct
| species, bur not much is known abour
these reclusive beasts. They bagely
.5 Requige F000 and come out to feed once a Yeag.
Chey'll eat just abour anything, but prefer crops
and easy prey that can't fight back, especiatly
children. Leaving food our for the beast would
usually appease it. Bur now, afflicred by the black
plague, the necromancers have roused an eregnal
hunger in these abominations, and they rampage
across the land consuming living flesh anywhere
they can find ir.

The Nian requires Damage 4 to be eliminated, minus 1 per
Noise token on the board, to a minimum of 1. Cauldrons and
Dragon Fire work as usual.

NOTE: Survivors don't count toward the total. Only actual Noise
tokens count!
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W4l Traditionally the appeagance of o Qilin
Moty anywhere in the Empire was seen as a

KumMmino

Xumiho age nine-tailed fox spirits with
personalities ranging from mischievous
AWM o malevolent, and only very ragely kind.
- ---\s R Still, there’s a broad spectrum of pranks
BY one can play that goes from scurremng 0
hero of horses to ripping our a man's heage
oR liveg for dinner. Dangerous Xumiho were often
hunred, though they're not tegrizorial, and generatly
prefepred to flee if the odds were aguinst them.
Bowever, Xumiho afflicred by the black plague witl
relenclessly torment survivors, and they're no longer
picky abour which organs they'tl feast on.

As long as Kumiho is on the board, the Players Phase is played
at random. Roll a die for each player who did not play their
Turn yet. The player getting the highest roll plays their Turn.
Re-roll in case of a tie. Keep on until each player has played
their Turn.

ol Knin

Aijin are regarded as demons and
feagsome entities that reside in the
wilderness and often tugrn invisible
| To cause mischief and mugder in more
civilizeo regions. 2 Xijin can plague a
Township for generations, coming and
going as they willuncil either driven our op destroyed,
ZAnd they age not easy to kill. Fow with the zombie
apocalypse befalling the Empire, they find thac the
usual hegoes and adventugers that would ordinagily
hunt them down age too busy trying to sugvive to
cause any Xifin much trouble! Once identified, ic's
best to end theig threar quickly,

¢ The Kijin has 2 Actions per Activation.

* The Kijin can trace Lines of Sight over buildings and
Hedges (Green Horde) to Zones beyond them. Likewise,
Actors in these Zones can trace Lines of Sight to the Kijin.

* 'The Kijin may perform Attacks to its target Zone if it is
within Range 0-1 and within Line of Sight. All Survivors
standing in its target Zone suffer the Attack.

* As long as the Kijin is on the board, each Survivor loses
1 @ (min. O) at the start of their Turn.
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| Rep HARE

{ Zncienc myths hold that Red Frage was
| The steed of the First Emperor, capable
f{ of leaping across vast rivers and scaling
B sheer cliffs with ease. This waghorse
- g was a deadly implement in combar,
capryfing the first Emperog to vicrory
even when his own troops deserred him. Though it
rRew weaker as it aged, irs spirir still bugne brighr.
Even Death could not beag to pur down such a
magnificent creatuge, The Red Hage was instead
granted o second life as the patron spigic of all
steeds. To see the avatag of such a noble spigit in
this state is cerrainly a piry.

¢+ The Red Hare can only spawn once per game. Each time
the Red Hare performs a Move, it Moves 2 Zones instead
of 1. The destination Zone is defined before the Move and
does not change along the way.

¢ The Survivor eliminating the Red Hare earns its miniature,
set near their Dashboard as a trophy. The Survivor earns
the +1 Zone per Move Skill until the end of the game.

| Suakox1 Doco

The Shakoki Dogi were once opnare
o clay statues found in ancient grave sites
Sl of the old Empige. They possessed no

magic, and were thought to be merely
opnamental and symbolic guagdians
of these sites. {llany were taken as
souvenigs and Odisplayed across the Empire in
private collections and museums. Bur they proved
to be heralds of the coming doom. The day the dead
came back to life, so to §id the Shakdki Dogil. Eyes
aflame, they anpihilated those that stood in theig
way, making inroads for the invading horde,

¢+ Shakoki Dogti cannot be eliminated unless it is the
only Zombie in its Zone (it also applies to game effects
eliminating all Zombies in the target Zone, like Cauldron
or Dragon Fire).

 After each Zombie spawn on the board (except
Abominations and Necromancers), place a Zombie of the
same type in Shakoki Dogu's Zone.
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| SusanOo-woO

- #)f As the 00 of seas and storms, his
M SEr Temperament is as wild as the roiling
@ warers, While the seas are teeming with
d life and provide a bountiful hagvest, {ts
el waters hide hogrors that lugk in the abyss
and {ts waves could easily take the life it
has sustained for so long, Dur with his copruption,
the Rivers OrY, storms rage on, and the seas lash our
at those who dage traverse it. Hris mere presence
whips wp togrential winds, Sranding steady before
the God of Storms is a challenge in itself.

As long as Susano-wo is on the board, the Accuracy value of
all Ranged weapons 1s considered to be 6.

P\ Bod of thunder and swords, a De'u:g
& that is always hungry for barrle.
Takemikazuchi only desires to seek

| the test. Bre was one of the figst to
Fall to the necromancer’s copruptions,
desecrating everything in his path, leaving cities
in ruins and allowing no sugvivogs to escape. Bre
is an unstoppable force of natuge, with enough
strensth to shake the very earch, each thunderous
blow from his blade could cleave mountains. It
would be foolish for anyone to atrempr to match
blade with the &od of Swords.

¢ Survivors cannot enter Takemikazuchi’s Zone.
¢ Each Survivor standing in a Zone where Takemikazuchi
enters, immediately resolves 1 Move to exit this Zone,
ignoring Zombies in the starting Zone. These free Moves
are resolved in any order of the players’ choosing.
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4 SO0)J0BO

gl While ordinagy Tengu age known to
€% walk the world, the J5jobd lived only
N in tales of the Empire’s founding, when
the figst Emperor barrled aguinst
natuge itself to cagve out o place in the
world for mankind. The $5jobd was
among his chief opposition, and their barrle was
said to have lasted a hundred days with cthe figsc
Emperor never yielding despire clearly fighting ac
o disadvantage. The J5jobod is said to have finally
thrown down his staff in dissust and walked away

in the mountains, never to be heard of again, until

now. f'reeing the $6jobd From his corruption would
doubtlessly grant mighty boons!

+ S6jobo has 2 Actions per Activation.

+ S0jobo can trace Lines of Sight over buildings and Hedges
(Green Horde) to Zones beyond them. Likewise, Actors in
these Zones can trace Lines of Sight to S6j6bé.

¢+ 56jobo may perform Attacks to its target Zone within
Range 0-1 and within Lines of Sight. All Survivors
standing in its target Zone suffer the Attack.

¢+ S0jobo can only defeated by a Survivor with a Vault
Weapon in their inventory. When S6jobé is eliminated:

- The Survivor who eliminated it earns the usual 5 AP,
then earns enough AP to get to the first notch of the

next Danger Level AND another Skill of their choosing E§

on their ID Card, no matter the Danger Level.
- All other Survivors earn enough AP to get to the first
notch of the next Danger Level.
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These disgusting lizrle imps age not
unique to the plague. They're not
actuatly childgen, buc Semon-possessed
corpses employed by shamans to spy
on their enemies and to pillage from
them. They age usually hagmless to
theig ownegs despite being demons bur only if they
age always rewarded with toys and candies for
theig efforts. The black plague has imbued them
with @ surge of necromantic enersy giving them a
huge boost to their strength and resilience. Any
hero batrling one best keep a tight hold on all theig
possessions, Lest the Togol vob them blind.

+ Toyol has 3 Actions per Activation.

¢+ For each Wound it would inflict, Toyol instead steals
1 random Equipment card from its target Survivors
inventory. Place these stolen cards near the board, in a pile.

¢+ The Survivor eliminating Toyol immediately earns all
stolen cards. They can reorganize their inventory, for free.

1 YETI

The Yerl age tribal peoples who live in
d the highest peaks across the Empire’s
many mountain ranges. They're ragely
Loy seen, and not just because their tiny

Ry villages age so gemote. Yeti possess a
unique ability to not be noticed unril
they're quite close to their observer, usually within
just a few paces! This makes them the perfect
huntegs, though they ragely included mear in theix
diets. Sadly, the zombie plague has tugned them
into the most ravenous cagnivoges and they still
possess The ability to sneak up on prey unseen. And
by the way, their prey is you.

No Line of Sight can be traced to the Yeti, unless a Survivor
stands within Range O-1 of it.
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D@F‘tl@ﬁ necromancers achieved success in
coprupting the Erernal Empire because the

Emperor’s heigs were too absorbed or too selfish
to set Their differences apart and to wnite against
the threat. They fell one by one, eicher tugned
into necromancers themselves, og defeared by the
srowing might of the zombie horde, Hrad they made
other choices, these men and women of valog could
have been heroes. Tlow, they age just page of the
zombie problem. ZAnd you age the solurion’

Adding new Necromancers into games of Zombicide is easy:
simply add the corresponding Necromancer cards to the
Necromancer deck during setup.

Unless otherwise stated, these Necromancers share the same
general rules.

Wounds dealt: 1

To eliminate: Damage 1

Adrenaline provided: 1 point.

Special rules:

+ Necromancers are Zombies for game purposes.

¢ White Death only: Whenever a Necromancer is
eliminated, place a random Vault Weapon (if any is
available), facedown, in its Zone. Any Survivor in this
Zone may spend an Action to take the Vault Weapon.
Then, they may reorganize their inventory for free.

BomoH

The Bomoh of the South Eastern
Bl peninsula practiced forms of magic
& both esoteric and strange, and decidedly
f toeing the line towagrds the forbidden
- Agts. for this reason, their magics
51000 the best chance at undoing the vile
cugse wrought by the necromancers, and thus they
wege the first targereo by the necromancers intheig
Rise to power. Domoh today are twisted, hogrific
abominations of theig FORMER selves, and even MmogRe
formidable than they were in life. Des*twgmg one
does not guarantee its oeath, for just like living
Bomoh they have a chance of retugning to the field
unhagmeo and even further enraged!

Roll a die after eliminating the Bomoh (rewards are still earned):

B-BS : Nothing happens.
WM-HH : The Bomoh respawns immediately on the Starting
Spawn Zone.
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DeaTH NoOTES

» Death Notes produce 3 Noise tokens at the start of each

Game Round.

+ As long as there is a least 1 Noise token in Death Notes'
Zone, each hit rolled while attacking Zombies in this Zone
(including Death Notes themselves) is cancelled, removing

| 1 Noise token from this Zone instead (even if it was not

- produced by Death Notes in the first place).
- Game effects killing all Zombies in the target Zone
(Cauldron or Dragon Fire) are not affected by this rule.

| Kaguya

that inhabit Eagth.

;  J] Each time Kaguya activates, Spawn 1 Walker in each

Ccsrrupfﬁmn Zone with 1 or more Survivor.

¥ agts and many profane Tomes. Q)nce

@ wandering agrists that wanted to spread

N their music, bur they quickly gave up

because they found lirrle success as

wandering minstrels, Browever, they found grear

success with their mastery of necromantic magics.

They offered their services to anyone willing to

1 pay, and people were willing to pay a hefry price.

& Finding it difficulr to fully detach themselves From

theig love of music, they now use their instrument
as a conduit to channel cheir magic through.

While mystepies suground Aaguya’s
N life, it eventually became known that
| this woman of ecceprional beaury,
who refused the Emperor’s pleas for
B magriage, was a princess from the {lloon.

QWhen heg people came to reclaim heg,
it {s said that they expunged her feelings towards
Eagth, the Empige, and her family. She was
forcefully taken by the heavenly host, never to
be seen again - until now. The strictuges placed
upon heg by her Lunag family has transformed
heg. The once gentle Xaguya now wields powerful
necromantic magic and uses it to torment those

g The Bannya age demonic enriries born
) W of the hatred for the living and those
B who have wronged them in theig past

B life. They envy those that ed happy,
Fulfilling lives as the Bannya were not
able To previously. The only reprieve
they receive is o rob the living of any happiness
continuing the endless cycle of suffering, crearing
moge Brannya in the process. Should gow eagn the
ige of the Brannya, thege is lirrle yow can do to abare
theig anger as they will pugsue you to the ends of
the eagth.

Each miss rolled while attacking Zombies in Hannya's Zone
(including Hannya itself) inflicts 1 Wound to the Survivor
performing the attack. This rule applies for Combat Actions
(Magic, Melee, or Ranged) and Siege Actions (Green Horde).
Armor rolls are allowed.

Eontragy to traditional folklore, the
Tenguage not demons bur supegnarural
Wl creatures akin to the DBake-danuki.
RN T hat said, they often seek to cause chaos
Bl nd conflict, ragely arcacking people
ourgight, bur assuming vagious shapes og
possessing people to achieve theig goals, Throughour
history, vagious conflicrs were likely caused by the
meddling of a Tengu. The black plague has cugsed
them into an even more hogrific form, now theig
desige for conflict has morphed into the need for
bloodshed. Sugvivors must work together for any
chance of success.

*+ Tengu has 2 Actions per Activation.

» The Survivor eliminating Tengu earns the usual 5 AP for
eliminating an Abomination, then earn enough AP to get
to the first notch of the next Danger Level.



4 YUKI-ONNA
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V- | Ancient tales of the Yuki-onna tell
{- ad ’ of @ Young maiden who would appeag

1% |54 to people in the flercest blizzards, She
v f‘g might guide them home to safery o lead
# | Them into a snowy valley to die. She
& Rl might appeagr at one’s doorstep in the
WORST WinTer storm and seek wagmeh, only to depagr
within o few hougs, sometimes whirling into snow
to vanish up the chimney. Many wondered, was chis
one appagition og many? Tn time, common scholagly
wisdom calleo Yuki-onna a single enticy, and now
it appeags she is allied with the necromancegs, able
to command their hordes and, as eveg, bring Frozen
death to any who gaze upon hex.

¢ At the start of each Game Round, each Survivor having
a Line of Sight on the Yuki-Onna gets 1 Freeze token on
their Dashboard, representing the Necromancer's icy hold
over them.

+ A Survivor with a Freeze token loses 1 Action at the start
of their ensuing Turn. Then, discard the Freeze token.
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YOAILY SPAWN
1Z0MBIES

S Xumiho, mischievous spigits that could be
@Y Oenevolent og malicious at times, They
el tsially assume the form of a regulag
W Tanuki but they're ragely seen in that
form. These shapeshifrers love taking
on a human form to engage in human vices such as
drinking and gumbling, Tt's not usually dangerous,
bur the black plague has taken these lirrle prankstexs
and broughr our their most savage natuges. Theip
shapeshifting powers allow them to become feagsome
abominations, much tougher and deadlier than theig
appeagances let on.

At the beginning of the Players phase roll
a die. Until the end of the Round, Bake-
Danuki is considered as:

B: an Abomination

B-BY: 2 Runner
s MM-BH : a Brute
BE: a Walker
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4 Karpra

| The Xappa were a semi-inrelligent, semi-
tribal species who lived in ragely traveled
warerways across the Empige. for a
long time, few doubred their invelligence,
M though they do seem to have a language
of their own. They build nothing and
have no houses but seemed to understand the concepr
of Tepritory. Imperial cirizens were advised to steer
cleag, though the Xappa were vegetagian and generatly
not aggressive unless approached. Like so many other
creatuges and peoples though, theyve fallen victim o
the plague. Tlow they crave for flesh, and their algeady
shagp claws have srown all the shagpeg.

Last in target priority. Kappa's attacks deal 3 Wounds.

At the beginning of the Zombies phase, a Survivor in Kappa's
Zone may discard an Apple or Salted Meat card, if they do,
Kappa does not activate during this Enemy Phase.
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| YAKsSHA

rnatuge. They might play the occasional
Seullre Prank but were otherwise benevolent to
B those who meant no hagm and Respected

the natugal world agound them. Should
| | you incug its wrath, it is almost cerrain
youwillnot make it our of its domain alive. Roweveg,
these Yaksha, coprupred by the necromantic cugse,
age fag moge powerful and deadly than chey evep
wege in the wild, Their coprupred spirits cry our
for release even as they deal death and destruction
to all in theig sight.

Yaksha's attacks deal 3 Wounds. When Yaksha is eliminated,
the Survivor who eliminated it, receives a Vault Weapon.
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Tn truch the Rakshasa were not always
an evil people who soughr to disrupt and
destroy the Empige. Yer events of the
past caused the culruges to violencly
conflict, and ever since then a seething
hatgred has existed with Rakshasa living
in hidden communities scarrered across the Empige.
They age powerful foes, though thankfully
Few, pagriculagly now thar the black plague has
twisted many of this species into abominarions and
nightmages. As always it is best advised to destroy
one quickly, bur, more than that, survivors musc be

i

S

prepared for the hoprific wounds theig claws witl

inflict,

Last in target priority.
When Rakshasa attacks, all Survivors in his Zone suffer 2
Wounds.

4 RUNNER

- ONRYO
(} lﬁ | This Onryd has manifested as a deadly
of } B Runneg with a, single-minded style of
PR & arrack. Which s not to say zombies
MCAN aren't  genepally single-minded, buc
Rl what makes this ©ngyd so peculiag is irs
obsession with barrling what it perceives

as the strongest sugvivog irs senses can devect, Hre
will chagge straight at this individual for an all-our

assaulr withour regard for its own sugvival, BGiven

that most Onryd wear tatrered samugai agmor,
this holdover fFrom life makes sense. Samugai age
rRenowned for testing themselves in barrle against

the strongest opponents they can find, which in a

way makes the Ongryd an almost pitiable creature.

Onryo always targets the Survivor with the most AP.
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| -_ MEenc Huo

‘“&ﬂ Meng Buo led the southern bagbagian

M N Tribes in a vast uprising which prompred
& REE beginnings of the Grear Southern

sl Eampaign. At his root. he was a leader
W who wished to retake ancestral lands
he claimed had been seized by the Fist
Emperor in the distant past. Yet no evidence of the
selzuge nor prior ownership has eve been produced
or proved. The Emperor initially soughc a peaceful
resolution, but fllens Fruo sent back his emissary’s
head in a gilded box. Tlndeath hasn't improved flleng
Buo’s disposition much, bur sranted him the power
To ReTugrn again and again afreg his destruction.

When Meng Huo would be eliminated, place him in the first
Spawn Zone instead.

| ZHU BAJIE

‘“‘7 An obscuge member of the Eelestial
/. Pantheon, Z hu Dafie was banished fog
arrempting to seduce the moon goddess
while in an alcoholic stupor. Fre was
sentenced to live a thousand lives in the
mogtal realm, each life destined to end
hogribly. Whispers across the Empire speak of a
glant and gruesome pig-faced man appeaging from
thin aig, claiming to be the banished deiry. While in
his zombified stare, Dajie’s movements age fag too
wncoordinared to be a geal threat in barrle, bur he
remains difficule to kil and gives a mighry boost to
all zombies agound him.

Zhu Bajie cannot perform Move Actions. At the beginning
of each Zombies phase, all other Zombies in his Zone gain 1
extra Activation.
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TS NEW VAULT
T WEADONS:

SURVIVOR: REBECCA WINTERGRAD
CLOTHES

M... Just passing through, butr T can see you all
Wintergrad Clothes are Kickstarter exclusive Vault Weapons.

need some serious help.”
l.P To play with them, simply shuffle them among the Vault

ijlﬂl@l 5‘13 5peaks FlU.G’lUZ IIHP@'I&III, Sﬂlﬂbﬂkb, K@b@fﬂl Weapon deck during Setup.
sags 5]13'5 FROTI‘LIL'%RH é,m P'IICG' mmm @TI—PLRB There are 4 Wintergrad Clothes: Fur, Gloves, Hat, and Shoes.

thar few age likely o understand. Tndeed, her manner of o =y | wintererac A =
apgival left the survivos she rescued speechless, seeming Hl-outuoutuEds S *5 wintergrad Sho<S

To Step from... somewhere and nowhere at once, if thar
makes sense. QWhich of course it doesn't, bur that'’s what
they saw, Wherever she came from, and third-eye

notwithstanding, Rebecca'’s barrle skills are incompagable.

E > Litepally. Tt seems there’s nothing she can't do and
no creatuge she can’t slay, given some prepagacion.
- Wharever 30 have broughr her hege age owed a debt

S of thanks by the Empire’s few remaining supvivogs.

The player can choose any Skill from White Death or Eternal

Empire for Rebecca at Blue Level. If the chosen Skill features
> brackets (like +1 Free [Action| Action, for example), the player
chooses the corresponding keyword.

FULL SET:
s AL
May be used in the Backpack.

Gain afl your Red Skills.
May be used in tha Backpadk.

They do not take up space in the inventory, and grant the
indicated Skill to the Survivor. These Equipment cards form
a set of their own: a Survivor possessing the whole set of 4
can use all their Red Level Skills, no matter the amount of AP
they possess and the current Danger Level!
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