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GAME

COMDPONENTS

13 GAMES TILES
(DOUBLE SIDED)

32 TOKRENS
StairssESCIREESERw. & . . . , .. . L. Sl x2
Stairs ESC5 /EREd.. ... . . .. 4., 0. x2
Magical portal 1 /Search . . . . ... ... .. x1
Magical portal 2 /Search . . . . ... ... .. x1
Manhole S S . . ... .. . . x2
Manholewithladder . . . .. ... ...... x2
Rubble f Gatewaiium A Ui . , ... . . x2
Opened gate /Closedgate . . . . ... ... x10
Bigiggte / Stone fesice R, . . 4 L0 x2
Waterhole /iSwamp ™=l §. . . . . wo x2
Abves EMinge YRS EREEE | . . . et x2
Straight corridor / Curved corridor . . . . . . x2
Kraken / Lifted Drawbridge. . . . . . ... .. x1

Flooded abyss / Collapsed bridge . . . . . . . x1



wil iN TENEBRIS

YA SANCIUARY

hege can Tlecromancers hide when

they do not command the hogdes of
zombies ? They carefully prepare their nere
taggets in hidden place. Flo one ever found
the secret access of these immost depths ...
Welcome in the sancruagy of dagkness !

4 CORRIDORS AND ROOM ZONES

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.

4 DEEDIVATER ZONES

It's very difficult to move into deep water Zones.
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
into deep water Zone :

Kraken Water hole Flooded abyss

This area is considered This area

is considered
as a building Zone.

as a street Zone.

This is a deep
water Zone

g



4 ABYSS 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
abyss Zones when opening a closed building for
the first time.

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

Abyss token

4 DPIANKS

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.

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

Thanks to planks Clovis
have a Line of Sight to
this Zone. He could
move to it if needed.

Clovis has a Line of '
Sight toward the
abyss Zone.

Clovis can do '
all these :
Moves.

Ariane must spend 3 actions to
exit ( 1 action to move around
+ 2 actions to exit abyss Zones).
If there was a Zombie in the Abyss,
Ariane should spend 4 Actions to
exit (+1 due to the Zombie).

| Ariane hasaLine
of Sight to all
these Zones.

-

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

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.




iNTENEBRIS
SILVAE

, e big Towns wege hit figst, This plague

seemed To come out of the rotren entrails

of these cities, Lirrle by lirrle, smatler Towns

wege hit. You had to run to the comnrryside

1o be safe, Flow w%}lﬂs changed. Thege

is no safecy angwhege, T %age everywhege,
Welcome to the Forest of Dagkness !

4 W00DY 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 SIVAMDY 20NES

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 Swamp token

Collapsed
drawbridge bridge token
token

This is a Woody Zone.

* The Line of Sigh!t. of Clovis
and Theo are limited to

one Zone through the
Woody Zones.

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.



4 ABYSS zOng

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.

- Movement : An Actor has to spend 2 additional
Actions to get a Move Action out of an Abyss
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.

- 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.

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

o s

Mine token

4 BUILDINBG AND STREET Z0NES

Buildings in the forest are considered as building
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 Zombie has a
o Line of Sight to Ann.
# He moves toward
5 her and falls into
" the Abyss Zone.

o

to enter this Swampy Zone.
His move possibilities are over
until the end of his activation. u

This is a Swampy Zone.
YWy
&, : %
This is considered as
a street Zone.

This is a building Zone.




€ STONEFENCES

4 SEARCH ZONES

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 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.

Zone, because the chests ©
Search token is set.

Morrigan cannot directly Move
into this Zone. The Stone Fence
blocks his Movement.



4 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., b,

o

This is a

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

Thig.isa e ; This is a

4 Swampy Zone. Swampy Zone.

With a Gateway token, Samson

Q GATEINVAY TOKEN ; il e O e s o Line G ST ks

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.




THANK You'!

Al this adventure woudd not have been possible withour
Zombicide fan-Sive communicy and Eren BRistagion -

heep:// zombicide. eren-histagion.fr
Every member had the opporrunity to bring his tirrle brick
to this (medieval) house. Tn Tenebgis showld stand our
as o wonderful example of communiry creation.

@hank to each one of You !

A very special thank to Zllstone83, Xoffllds
and Ganesh for the english translacion.




