
Bill Johnson – You Wake Up To Marmageddon! 

 

When the zombie apocalypse came -  the shambling, rambling, penchant-for-brains living dead were an inconvenience, 
yet it was the little things that really got society down. Things like the lack of Facebook, the severe reduction in after 

work sports clubs and, in the fair land of New Zealand, the difficulty of securing a good supply of Marmite! 

In fact, Marmite is in such high demand that it’s the most important bartering good in the country – like black gold. 

But there are supplies to be had, and you’ve just stumbled on the motherlode! A warehouse full of Marmite, and some 
zombies to boot, but that doesn’t matter too much, because you’re a professional Zombie Issues Specialist, which is a 

fancy way of saying you’re quite good at killing them. 

 

Created and Designed by Jon Brown and Peter Freer. 

Additional ideas and play testing by Hadley Boks-Wilson, Broughton Elliot, Benjamin Richards, Zachary Rutten, Lili Shen, 
Stephen Utting and Jayn Verkerk. 

 

www.zombieissuesspecialist.com 

 

 

About the Game: 

 Number of Players: 2-4  

 Length of game: 30 minutes 

 Ages: 8 and up 

 

Contents: 

 49 tiles 

 4 player pieces (1 yellow, 1 red, 1 green and 1 blue) 

 8 multiplier counters (two ‘x2’, two ‘x3’)  

 1 board (print in two halves) 

 See page 5 for construction instructions 

 

 



The Goal 

The aim of the game is to collect as much Marmite as possible. 

Players move though the warehouse by moving from tile to tile. Every tile has an amount of Marmite associated with it 
(the number shown on the jar in the upper right corner) and when you move off a tile you collect this amount of 
Marmite from it. 

 

 

 

 

 

 

 

 

However, players have to get out of the warehouse with their stash – as players move deeper in the warehouse. it’ll 
move them further away from an exit. If Players fail to escape the warehouse before the game ends, they’ll lose five 
points from their marmite total for each tile they’re away from an exit.  

 

Set Up 

Find 2-4 players. 

Place the board in the middle of the play area, each player should be seated in front of an exit, this is where the player 
will enter the warehouse and play their first tile. 

Locate a pen and a piece of paper to keep track of your Marmite score. 

Give each player one of the Joker tiles (Joker tiles are the the ones with no Marmite information on either side). 

 

 

A Joker Tile – both sides look like this 

Go Again – when 
you draw a tile with 
this on it you get to 
draw and place 
another tile as well. 

Marmite – this the 
treasure of the 
game, the number 
on the jar tells you 
how much Marmite 
you get on that tile. 

Zombie – argh! 
When you bump 
into one of these 
you’re stopped dead 
in your tracks and 
have to spend a turn 
putting them to rest. 

Exit – every tile has 
one to four exits, 
and the number of 
arrows indicates 
how many tiles you 
move if you leave by 
that exit (in this case 
two). 

 



Put all the tiles (except for spare Jokers) in a bag or other container which player can reach into and take from without 
seeing what they’re getting. 

For your first game, place the Multiplier Markers on the board in the locations shown below. 

For subsequent games, place them randomly on squares that had zombies on them in the last game. 

 

 

The Board 

 

Everyone selects a Player Piece and an entrance to the warehouse to start from. 

 

How to Play 

1. Draw phase 

At the beginning of each round, each player takes a tile from the bag but doesn’t look at it. Then everyone reveals what 
they have at the same time. The player with the lowest amount of Marmite on their tile will go first. Any player who 
draws a tile that’s a dead end on their first turn must place their tile back in the bag and take another one. 

 

2a. Tile Placement Phase 

On their turn, a player places their tile on the board with the side showing the Marmite value face up. A tiles can be 
placed anywhere and at any orientation as long as: 

- It connects to another tile or an entrance into the warehouse. 
- It does not close off a section of the warehouse if there is somewhere or someway of placing it that doesn’t 

close off a section.  

If the tile has a Go Again ( ) symbol in the top left corner then the player draws another tile and places it as well. 

Instead of placing the tile drawn from the bag the player may choose to return the tile to the bag and play their Joker 
instead. Jokers can be played on empty spaces on the board or on top of tiles that have already been placed. If a Joker is 
placed on top of an existing tile from which the Marmite has not been collected then the Marmite can no longer be 
collected from that tile. 

 

Exit – each player 
starts from one of 
these. 

Multiplier Markers – 
these increase the 
value of the 
Marmite haul on a 
tile. 



2b. Movement Phase 

Once the player has placed a tile it is time for them to move. On the first turn this will simply mean placing their player 
marker on the first tile in from the entrance. On subsequent turns the player can move their marker from the tile 
they’re on in any direction. The number of arrows on the exit they choose determines how many squares they must 
move: 

 1 arrow, meaning the player can move 1 square 

 2 arrows, meaning the player can move 2 squares  

 3 arrows, meaning the player can move 3 squares 

 

If the player bumps into a dead end without having used all they keep going, exiting the tile the way they came. 
However, if the player lands on a square that is occupied by a zombie then they must stop and fight it. On their next 
turn they will also be unable to move, as they are still finishing off the undead, but they are able to place a tile. 

Every time the player exits a tile which has Marmite on it then the player takes the value of Marmite shown on the jar 
(note it down on the piece of paper) and flips the tile over so that it shows no Marmite and aligned in exactly the same 
way as it was before. 

If you take Marmite from a tile that’s on top of a Multiplier Marker then you get the value of Marmite multiplied by the 
value of the marker. 

The player with the tile with the next lowest value of Marmite takes their turn, and so on until all players and placed a 
tile and moved. Remember turn order is based on the tiles drawn during the draw phase. 

When everyone has had their turn, the round is over . A new round begins starting from the draw phase. 

 

The End 

The game ends immediately when there are no tiles left in the bag or no more tiles can be placed. 

Once the game has ended each player adds up the total amount of Marmite that they have collected, minus five points 
for every tile their Player Piece is from the exit, if they were taking the shortest available route. 

 

 

 

  



Printing & Making 

Print the following. 

When you see a dashed line (    ), cut it. 

When you see a dotted line (   ), fold it. 

 

The Board 

Cut out the two halves of the board on the following two pages and stick them together so they look like this: 

 

 

 

 

 



 



 



 

Tiles 

The tiles are double sided, one side represents a tile before a player has passed over it and collected the Marmite and 
the other side only shows exits and the number of squares that can be moved from each of them. 

Print out the first two tile images (Tiles 1A and Tiles 1B) and stick them together (back to back) before cutting them. 

Do the same with the second two images (Tiles 2A and Tiles 2B) – when you cut these keep the four tiles on the right to 
one side, these are the Joker tiles. 

 

 



 

Tiles 1A – stick back to back with Tiles 1B before cutting 



 

Tiles 1B – stick back to back with Tiles 1A before cutting 

 



 

Tiles 2A – stick back to back with Tiles 2B before cutting 

 



 

Tiles 2B – stick back to back with Tiles 2A before cutting 

 

  



Player Pieces 

 

 

 

 

Multiplier Markers 

 

 

 

 

 

 


