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This pack features two Abominations:
Abominalpha and Abominarat. Getting
them into your game is easy: simply add
the corresponding Zombie cards to the
standard Zombie pile.

These Abominations share the same gen-
eral rules.

Min. Damage to destroy: Damage 3
Experience provided: 5 points

Special rules:

- Abominalphas and Abominarats are
Abominations.

- Wounds inflicted by Abominations can'’t
be prevented by Armor rolls.

- A Damage 3 (or more) weapon or Dragon
Fire is required to kill an Abomination.
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4 ABOMINAIDPHA

4 ABOMINARAT

/we all heard Recugring stogies
about shapeshiftegs, outsiders
being able to et a human appearance
to mingle in the sociery and ececure
vile deeds. Wharever the old books and
inguisitors said, we all ook the lot as a
bunch of child stories. People don't need
an excuse to behave like animals, believe
me. What we just discovered could prove
otherwise. Survivog stories talk abour
glant wolves running on two legs, and
leading entige packs of zombie wolfz
againsthumans, QWell, we didn'c believein
wegewolves? Wharever! Abominalphas,
as we name them, give us the answer to
the question we neveg asked: what would

happen if o shapeshifrer got infecred
with the zombie plague?

- As long as an Abominalpha is on the
board, when Runners (of any type) are
spawned, spawn the same amount of
Zombie Wolfz instead.

- Abominalphas have 3 Actions per Game
Round. After all Zombies (including the
Runners and Abominalphas) have gone
through their Activation step and resolved
their first Action, the Runners and Abom-
inalphas go through the Activation step
again, using their second Action to Attack
a Survivor in their Zone or Move if there
is nobody to Attack. Then the Abominal-
phas go through the Activation step for
a third time, using their third Action to
attack a Survivor in their Zone or Move if
there is nobody to attack.

ars age long-time friends and
enemies of matkind, 2We should have
m as they flew in a panicked
manneg when the zombie plague began, as
if they instinctively knew Death was in the
ai. For a few weeks, we S0 ki of rars and
didn't have to feag them to steal oug food
oR wogse, To bive us. The respive could soon.
be ove, though, as some gats got infected
and Tupned into fant monstrosiies.
The Abominaars lugk agound tunnels,
floogs and ceilings, laying ambushes to
cavch the wuwary off-uard. T don’t know
what scares me the most: theig nasty fangs,
the nighemagish diseases they caggy, or the
way they lugk around, remaining unseen
despite their size... and stench!

When its Zombie card is drawn, an Abom-
inarat spawns 1 Zone away of the noisiest
Zone on the board, with an open passage
linking both Zones. If several Zones are
eligible, or no open passage is available,
the players choose.
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b TARGETINGDPRIORITYORDER
This Targeting Priority summary is updated from Wulfsburg. When several targets share
the same Targeting Priority Order, the players choose which ones are eliminated first.
TARGETING MIN DAMAGE | EXPERIENCE
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