





These zombie clone rules supplement the overseer rules. The
overseer’s energy pool begins the game empty, but adrenaline
tokens are added to it as normal during the Commando
Planning Phase.

Skip the Refresh the Dashboard step of the Overseer Phase.

During the Spawn Enemies step, dice are rolled to spawn
zombie clones. One red die is rolled for each tank tile. If a blank
is rolled, nothing spawns. If a single hit is rolled, add a random
zombie to that tank. If a double hit is rolled, add two random
zombies to that tank.

After rolling for the tanks, remove eight adrenaline tokens from
the overseer’s energy pool and roll a red die, following the rules
above for how many zombie clones are spawned. Return the
adrenaline tokens to the bank. The zombie clones spawned in this
way are added to the tanks with the fewest zombies. If there is
a tie for which tank to use, spawn them at the tank closest to a
commando. Continue removing tokens and rolling a red die until
there are fewer than eight tokens in the energy pool.

During the Activate Enemies step, each zombie clone activates
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dice and spawn that many zombie clones on the tank tile closest
to that machine.
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The second time the commandos repair a machine, roll two red

dice and activate that many zombie clones, starting with those
closest to that machine.
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The third time the commandos repair a machine, roll four red
dice and spawn that many zombie clones on the tank tile closest
to that machine.
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The fourth time the commandos repair a machine, roll four red

dice and activate that many zombie clones, starting with those
closest to that machine.
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closest to a commando. Next activate the blue zombie clones
in the same way, followed by the yellow zombie clones. Grey
zombie clones activate last.

When a zombie clone activates, it moves toward the closest
commando or drone. After this move the zombie clone
will attack an adjacent commando. If there is no adjacent
commando, the zombie clone will attack a drone. If there is
no commando or drone and the zombie clone is on or adjacent
to a door tile, it will attack the door. If there is a tie for which
commando a zombie clone moves toward or attacks, it moves
toward the commando with the highest initiative.

If a zombie clone’s attack roll is two higher than a commando’s
melee defense, the commando takes a bite wound token instead
of a regular wound token. Bite wounds can never be healed. If a
commando with a bite wound is incapacitated, he dies and his

stop spawning. Do not roll to spawn for the rest of the mission.

The Crisis Point is triggered at the start of the game.

7KH FRPPDQGRV ZLQ LI WKH\ UHSDLU DOO A

every zombie clone on the map.

The zombie clones win if they kill all of the commandos.
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