
Cluedo Zombies!!!! 
 
Introduction 
Cluedo Zombies!!! is the unnatural combination of the board 
games Cluedo (Clue in the US) and Zombies!!! Except where 
stated below the rules of both games are used to play the game. 
 
The Story 
You are gathered at Boddy Manor for the séance of Mr Boddy 
who passed away under mysterious circumstances without 
leaving a will. Despite Professor Plum’s protest at the 
unscientific venture the curtains are drawn and the lights turned 
off; a single candle burns in a corner bending shadows as a light 
breeze catches it. The Medium – Madame Dante – speaks quietly 
but with authority as she tells you to join hands while she makes 
contact with the Other Side. After a few minutes of silence it 
appears that Proffesor Plum’s cynicism is justified afterall, and 
just as Miss Scarlet is about to let go of Colonel Mustard’s 
sweaty paw Madame Dante’s body begins to convulse. Her head 
snaps back and her face is twisted grotesquely and her eyes roll 
back so that only whites are showing. Then in a voice clearly 
from beyond the grave she speaks: 
 
“As the dog returns to its vomit so does the murderer to the 
scene of the crime. I imagine you are all here to see what reward 
your transparent sycophancy has earned. Well, guess what? All 
along I knew you all hated me, and now that the mysteries of the 
universe have been revealed to me in death I know to what 
extent I was despised. Only one of you murdered me, but all of 
you wished me dead. 
 
“So here is what I leave you: somewhere in this house is hidden 
the key to front door; Find it, unlock the door, then lock it 
behind you – leaving the others inside. Whichever of you makes 
it outside the house will be the sole inheritor of my fortune. But 
you must also reveal who my murder is to the authorities. To 
make things a bit more interesting I have invited a few guests to 
liven up the place…” 
 
On that note Madame Dante’s body slumps forward onto the 
table and you release your grip on your neighbour’s hands. As 
you rise from the table the Medium begins to moan and when 
she sits upright with a hand outstretched you can tell by the look 
in her eyes that this is the first of Mr Boddy’s “guests”. 
 

1. Objectives: The object of the game is to solve the 
mystery of who killed Mr Boddy, get the key and 
escape the manor. The first player to open the front 
door after the mystery is solved is the winner. 

 
2. Setting Up: The Cluedo board is set up as normal 

except that the Case File envelope is put to the side 
instead of in the centre of the board and that all players 
begin in the Ballroom. Into the other rooms are added: 

 
• Conservatory: 3 Zombies, 5 Bullets 
• Billiard Room: 3 Zombies, 3 Bullets, 3 Life 
• Library: 3 Zombies, 3 Life 
• Study: 4 Zombies, 3 Bullets 
• Kitchen: 3 Zombies, 5 Life 
• Dining Room: 6 Zombies, 3 Bullets, 5 Life 

• Lounge: 4 Zombies, 3 Bullets, 3 Life, 
• Hall: 6 Zombies 
• Basement Stairs: 5 Zombies 

Each player assumes the role of one of the murder 
suspects but uses the shotgun guys instead of the pawns 
from Cluedo. The black shotgun guy can be used for 
Professor Plumb. 

 
Each player starts with the following items: 

• 3 Life Tokens  
• 3 Bullet Tokens 
• A number of Cluedo Cards (varies depending on 

the number of players) 
• 1 Zombie Card 

 
3. Turns: A player’s turn consists of the following: 
 

a. Fight any zombies in adjacent squares or in the 
same room (see Rooms) or attempt to wrest 
the key off another player (see The Key). 

b. Draw a Zombie Card (if you don’t already 
have one). 

c. Roll 1d6 for movement and move up to the 
amount of spaces indicated by the roll. 
Movement ends upon entering a room. 

d. If you are in a room you may pick up any 
tokens (kill all zombies first) and make an 
Accusation (see Accusing and Solving). 

e. Roll 1d6 to move (or add) that number of 
zombies (see Zombies). 

f. Discard your Zombie Card if you want to. 
 
4. The Key: A player cannot leave the house unless he 

has possession of the key. Other players may attempt to 
take the key when they are on an adjacent square. To do 
this both players must roll the die. The player with the 
highest score (tokens may be used) wins. In the event of 
a tie the person who had the key to begin with keeps it. 
A small token (such as a key :) should be used to 
represent the key. The key only comes into play when 
the murder has been solved. 

 
5. Accusing and Solving: When a player is in a room 

(without zombies) he may make an accusation. 
Accusations are made in the same ways as the rules in 
the official game of Cluedo except that he doesn’t move 
his suspect into the same room as him. The player must 
include the room he is in as part of his accusation. To 
solve the mystery the player must state that he is 
attempting to solve it (not just theorising), makes the 
accusation and then examines the contents of the 
envelope without showing anyone else. If his 
accusation was incorrect the player is out of the game 
and he puts the cards back into the envelope and play 
continues as normal. If he is correct then he shows the 
cards that prove his hypothesis and everyone may then 
attempt to make it to the front door with the key. The 
player that correctly solves the mystery is rewarded 
with Life and Bullet tokens (up to his maximum of 5 
Life and 6 Bullets) 

 



6. Zombies: The rules for fighting and moving zombies 
are pretty much the same as in the original game with a 
few minor changes. 

 
• Fighting Zombies: As per normal rules (i.e. Roll 

the die, zombie dies on a 4, 5 or 6 – Bullet tokens 
can be added to increase the roll at an exchange 
rate of one bullet per die pip). 

• Moving / Adding Zombies: Players have the 
choice of either moving zombies or adding them 
to the board. During his turn the player rolls the 
die to determine how many zombies will be 
moved and/or added. For example, if a player 
rolls a 4 he may move 3 zombies one space each 
and add 1 zombie to the board (or any 
combination – move 1 zombie and add 3, or add 
4 zombies, or move 4 zombies, etc.) When 
adding zombies they start on the basement stairs. 
There can be no more than 5 zombies on the 
stairs at any one time. 

• If a player is in a square adjacent (not diagonally) 
to a zombie he is locked in combat and must 
defeat it in order to move. 

 
7. Zombie Card Deck: From the standard Zombies deck 

select the following cards: Adrenalin Rush, Alternate 
Food Source, Brain Cramp, Fear, First Aid Kit, Hey 
look… a Shotgun!, Much Needed Rest, Where Did 
Everybody Go?, Zombie Master, Butter Fingers, 
Hysterical Paralysis, Just When You Thought It 
Couldn’t get any worse, We’re Screwed, Your Shoe’s 
Untied. Zombie cards are played as per the original 
rules except that a player may only have one card in his 
possession at a time. 

 
8. Rooms: If you enter a room and there is a zombie in it 

you must kill the zombie before you can pick up any 
Health or Bullet Tokens, or make an Accusation. If 
there is more than 1 zombie in the room you must 
defeat them all to get the tokens or at least one before 
leaving the room.  

 
9. Limitations: The following limitations are placed on 

the players: 
 

• A player may have a maximum of 5 Life and 6 
Bullet tokens at any one time. 

• If a player dies he starts back in the Ballroom 
with 3 Life and 3 Bullet tokens. He loses his 
Zombie card and his Cluedo scoresheet and must 
start a new one. He keeps his Cluedo cards. If he 
had the key then it is left where he died. 

• Players and zombies may not move (or attack) 
diagonally.  

• There can no more than 1 player (or zombie) on 
the same square at the same time. Combat is 
done with players and zombies on adjacent 
squares. 

• Going through a secret passage uses the entire 
movement phase of a players turn. 

 


