
- From1 to 99 players - From 8 years old - Time: about 40 minutes

- 1 Rulebook

- 6 Maps of the lands (one per player)
(to be print to be able to play with more than 6

players)

- 6x cars
(to completed with tokens or other if you play with more 

than 6 players)

- 6x dice

1x pen per player.

Welcome in an apocalyptic world overrun by zombies.

Each player will represented a team of 7 survivors. You will need to drive on the highway, scouting to discover 
the 6 cities which are located on the map.

The problem is, the roads who lead to the cities are not accessible by car. You must drop off your survivors 
who will have to walk to find the cities.

Once the cities discovered, you will have to return to your car to validate the road, but on the way back you will 
be faster and safer.

But be careful because a hordes of zombies are approaching and you may have to leave before you can even achieve 
your goal.

TOOLS...

Walk to the Victory

Story



- Each player tries to reach the 6 cities to collect bonus and return at the car to validate the road.

- The first player who succeeds, triggers the end of the game and we move on to points counting.

- Whoever gets the most points wins the game.

- Each player start with a map, a pen and a car as well.

- To determine the starting location, each player rolls 1 dice and places their
car on the number corresponding of highway's portion.

- The player who has recent walked the most starts the game and the turns
are linked in a clockwise direction.

GAME GOAL...

Set Up...

city

speedway or highway

walkpath

invasio
n jauge



- Each path lead to a city who has a path of 6 numbered spaces that must be
completed in order to be able to reach it.

- To drop a survivor on the road, the car must be at the intersection of a road
leading to the city.

- The player must make the number (by using the dice)
represented on the first box to get a survivor out of the car
and tick the first

(the lowest one represented on the box)

- Once the first one presents.

- for the next ones
advanced survivor.

checked the car no longer needs to be.

it will suffice to make the number indicated on the box for, 

- Once the city is reached you automatically recover the bonuses associated with
it.

- To validate the destination of a city, you will have to bring your survivor back to the
car. The path will be cleared and you will no longer be obliged to respect the numbers
indicated on the boxes.

- The movement will be done in the same way as the movement of cars.

- It will suffice to associate a dice (with a value from 1 to 6) you will
check the from the top represented on the boxes.

Example: on 1 dice of value of 3 we 

draw 3 steps

- When the survivor has checked the last box (the one adjacent to the highway).

- The car must be present to validate the city.

- Once the itinerary of the city has been validated, circle the box of the corresponding
city.

The Cities



- The first player rolls the six dice, and at the same time all
players choose from 1 to 3 MAXIMUM dices.
(each dice chosen must be used, players can choose the same dice)

- Dice can be used in several ways

- We can use them for the value indicated on their face

- We can add them to each other or subtract them

- We can keep one die per round to move the car, but be careful, the value cannot be changed and the car must be
moved by the number indicated by the dice used (if this is not possible, this dice cannot be associated with this move)
(it is forbidden to change direction during a movement)

- To be able to validate a turn, players are required to tick at least once (see more if they can) their map of the region.
( ticking a bonus does not validate a spin, only the  are to take in count for validation)

- Those who can not check anything, write a Z on the leftmost box

of the invasion gauge.

- The game ends when a player has validated the six cities or if a player checks the fifth box of the invasion gauge. The
hordes of zombies arrive and you will have to leave the Land. The current round ends and we move on to counting points.

- Allows you to subtract -1, -2, or -3 from the result of your dice

- Adds +1, +2, or +3 to the result of your dice

- Allows you to move the car to the location of your choice. without
having to associate a dice for the move.

- Allows to move a survivor who is on his wayback, directly at the
beginning of the path. All the steps are validated.

- Allows you to choose one more dice (4 instead of 3 maximum)

- Allows you to modify the value of a die by the value of your choice. The
rule of cities must be respected ( see page 3)

End Game



- Each player who succeedsto valildate the 6 cities wins +20 Points the others
gain +2 points per validated city.

- Each earn +1 point

- Each bonus acquired not used is worth +1 point

- Each   Z   subtracts -2 points

- Everyone adds their points and whoever has the most points wins the game.

- If there is a tie, they share the victory.

- The six differents bonus collected can be used at any time during the game. After activated a bonus it will have to 
be crossed out.

- During each round you can use as many different bonuses as you want. On the other hand, it is forbidden to use two bonuses 
from the same family during the same round.

- The car can only use the value of a single dice to move
it is forbidden to add or subtract dice to obtain a new value. The only way to change the
value of a dice is to use a bonus.

- It is the same for the move of survivors when they come back.

- The highway is only used by cars.

- The paths are only used by survivors.

- To check in the different areas of the land map:

for the we color the bottom one to go
and the top one for the return

To valid a city, we surround it

For the bonuses used we make a cross 

To check the invasion zone we make a Z

go

back
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