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INVESTIGATE THE FUNGUS

The trees have become swollen 
and sickly, covered in bulbous 
growths and dripping with oily 

fluids. Mounds of the stuff cover the 
ground, with the thickest coverage 

over the bodies.  

Henry pointed out that there 
shouldn’t be mounds of bodies in 

the first place.  Is the fungus moving 
them somehow? And if so, why?

OBJ E1.1.01

  
  

 
 

FO
C
U
S LEADER

© 
Fir

ete
am

 Z
er

o

SHOTGUN 
PRECISION

When you perform a Bullet 
attack, you may discard a card 
to increase the attack range of 

any cards you play by 1.
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KNIFE COMBAT 
FOCUS

When you perform a Brawl 

attack, you may discard any 

number of  Bullet attack 

cards to increase your attack 

strength by 1 per card.
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CAMOUFLAGE

Difficult terrain also functions 
as Cover terrain for you.
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IMPROVED BLAST RADIUS
When you perform a Bomb attack, you may discard  two cards to apply your damage to one additional monster in a location adjacent to the target of your attack.
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BLACKTOOTH

4 
4  
5  

1
3    3

Any hero damaged by this 

monster receives a fungal token 

if they do not already have one

BOSS

7
B 03

1 /  +1

COLONY MIND

When Blacktooth receives an 

injury, all heroes with a fungal 

token take 1 unblockable damage 

and discard the fungal token.
B 02
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1
3    0
Any hero damaged by this 

monster receives a fungal token 

if they do not already have one

FUNGAL CONTROL

When a hero with a fungal token 

attacks a Saprophyte Soldier, their 

attack strength is reduced by 1 and 

they discard the fungal token.

ELITE

6
SAPROPHYTE SOLDIER
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SPORE CHILD
1  
1  
2 

2
2    1
Attack becomes 1 Brawl, Range 0 and affects all heroes in the target location.

COLONY
Its attack strength is increased by 1 if there is another Spore Child in its location.

MINION

2

B 01

3 BLOODLESS MONSTER 
REFERENCE CARDS

13 BLOODLESS MONSTER FIGURES

8 MINIONS
4 ELITES
1 BOSS

4 SECTOR TILES

13 OBJECTIVE CARDS

4 FOCUS CARDS

24 SPECIALIST CARDS

• 12 PSYCHIC SPECIALIST CARDS
• 12 LORE SPECIALIST CARDS

32 UPGRADE CARDS

18 DISCOVERY CARDS

8 BLOODLESS TWIST CARDS
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STRONG
All monsters inflict a minimum 
of 2 damage when they attack. 

This damage may still be reduced or negated.B-T01
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LETHAL GROWTHS

When a hero in Cover terrain is 
damaged by a monster, the cards 

they discard must be selected 
randomly.
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INVASIVE SPORES

Any hero with a fungal token 
takes 1 unblockable damage 

after they play a tactical 
response.

B-T04
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CUNNING

If a blank is rolled when 
activating a monster, resolve 
the monster’s special ability.B-T03
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TOUGH

All Minions and Elites have their resistance to all attack types increased by 1.

B-T02
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INVESTIGATE THE FUNGUS

The trees have become swollen 
and sickly, covered in bulbous 
growths and dripping with oily 

fluids. Mounds of the stuff cover the 
ground, with the thickest coverage 

over the bodies.  

Henry pointed out that there 
shouldn’t be mounds of bodies in 

the first place.  Is the fungus moving 
them somehow? And if so, why?
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ground, with the thickest coverage 
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growths and dripping with oily 

fluids. Mounds of the stuff cover the 
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INVESTIGATE THE FUNGUS

The trees have become swollen 
and sickly, covered in bulbous 
growths and dripping with oily 

fluids. Mounds of the stuff cover the 
ground, with the thickest coverage 

over the bodies.  

Henry pointed out that there 
shouldn’t be mounds of bodies in 

the first place.  Is the fungus moving 
them somehow? And if so, why?
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INVESTIGATE THE FUNGUS

The trees have become swollen 
and sickly, covered in bulbous 
growths and dripping with oily 

fluids. Mounds of the stuff cover the 
ground, with the thickest coverage 

over the bodies.  

Henry pointed out that there 
shouldn’t be mounds of bodies in 

the first place.  Is the fungus moving 
them somehow? And if so, why?
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TRACK DOWN THE 
RENEGADE OFFICERS

There’s no doubt that the renegade 
officers have settled in here to stay. 

The place is crawling with monsters, 
all busy doing something to the 

town’s buildings. It’s like watching 
an anthill that’s been kicked over, 
all furious motion to no apparent 

purpose. 

We need to get down there and 
deal with all three renegade officers 

before they finish whatever it is 
they’re doing here.
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TRACK THE SOURCE

I hate blood magic. Henry has a way 

for us to track this outbreak to the 

source, but of course, we’re going to 

have to bleed for it.  

Whenever a hero searches a 

location, a hero who is currently 

securing a different Spawn Point 

may take 1 unblockable damage 

to place an intel token on this 

objective. 
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INVESTIGATE THE FUNGUS

The trees have become swollen 
and sickly, covered in bulbous 
growths and dripping with oily 

fluids. Mounds of the stuff cover the 
ground, with the thickest coverage 

over the bodies.  

Henry pointed out that there 
shouldn’t be mounds of bodies in 

the first place.  Is the fungus moving 
them somehow? And if so, why?
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DESTROY THE INCUBATOR

Just like in the forest, the fungus has 

moved the bodies into a huge pile in 

order to create an incubator for its 
creatures. 

Maybe we got here early enough, 

or maybe there are just too many 

bodies, but the pile isn’t completely 

covered yet.  

The fungus may not burn, but we 

can make a hell of a pyre and rob it 

of its victims.
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INVESTIGATE THE FUNGUS

The trees have become swollen 
and sickly, covered in bulbous 
growths and dripping with oily 

fluids. Mounds of the stuff cover the 
ground, with the thickest coverage 

over the bodies.  

Henry pointed out that there 
shouldn’t be mounds of bodies in 

the first place.  Is the fungus moving 
them somehow? And if so, why?
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P
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P
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IA

LI
ST You may advance the 

Threat Track and spend a 
token to reveal the top two 

cards of the Recon Deck, 
then return them to the 

top of the deck in the same 
order.

S - P1

REMOTE VIEWING
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LI
ST You may advance the 

Threat Track and spend a 
token during your turn to 

place the token in the Lore 
Specialist’s location.  

Any Minion or Elite that 
enters that location is 

immediately killed.  

Remove the token at the 
end of the round.

S - L1

CIRCLE OF PROTECTION
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Remove the token at the end of the round.
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You may advance the 
Threat Track and spend a 

token during your turn to 

place the token in the Lore 
Specialist’s location.  Any Minion or Elite that 

enters that location is 
immediately killed.  Remove the token at the 

end of the round.
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MATCH GRADE AMMO

NO DISTRACTIONS

2
4  +RR

2  (MONSTER)

Play before an ally performs a Bullet attack to increase their attack strength by 1, or by 3 if there are no monsters within Range 1 of your location.
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M17 HE GRENADE

IMPROVED SUPPRESSION

2
1  +1+R

2  (MONSTER)

Play before an Elite activates 
to prevent all Elites in its 
location from moving.
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PLASTIQUE CLUSTER

BLAST WAVE

1
3  +RR

2  (MONSTER)

Play when a Minion or Elite 

takes damage which fails to 

kill it. Move that monster to 

any adjacent location.
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OVERCHARGED GRENADE

IMPROVED SMOKE GRENADE

1
3  +1+R

1  (MONSTER)

Play before a Minion or Elite 
attacks to make it target a 
different hero. If there are no 
other heroes within range of 
its attack, it does not attack.
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SEVER

PATHFINDER

0
4  +RR

2  (ALLY)

Play when an ally is moving 
to allow them to ignore 
difficult terrain.
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HOLLOW POINT ROUNDS

PERSONAL TOUCH

1
3  +1+R

0  (MONSTER)

Play before an ally performs 
a Brawl or Bullet attack to 
increase their attack strength 
by 1, or by 3 if you are the 
only hero in the target’s 
location.
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MK2A1 GRENADE

CORRECTIVE MEASURES

2
1  +1+R

2  (MONSTER)

Play before an ally attacks 
a Minion or Elite. If their 
attack does not kill its target, 
the attacker may return all 
cards they played in that 
attack to their hand.
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EXPERIMENTAL FLECHETTES

DIRECT ORDER

1
4  +RR

1  (MONSTER)

Play before an ally performs 

an attack. One ally in their 

location may add a valid 

attack card to that attack 

instead of playing a reaction.
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Like most of the revolting trinkets in the 
Vault, this is made almost entirely from 
human remains. Dozens of mummified 

fingers have been bound together into a 
sphere, with the tips facing outward. 

You reach out to examine it and the sphere 
leaps from the table. The heroes in this location may 

immediately discard a total of six cards to 
catch the sphere. If they do so, place an 

intel token on the objective. Otherwise, shuffle this card back into the 
Recon Deck and turn the spawn token 

in this location face up so that it can be searched again.[SEARCH THE VAULT COLLECTION]RD E4.1.03

FINGERBONE SPHERE
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Your eyes are drawn to the yellowed parchment against your will, tracing each line of the spidery script with an intensity you’ve never felt before. 

You may immediately discard four cards to resist reading the poem aloud. If you do so, place an intel token on the objective. Otherwise, shuffle this card back into the Recon Deck and turn the spawn token in this location face up so that it can be searched again, then move all heroes in this location to a random Spawn Point. If there is an Elite in that location, it ambushes you.[SEARCH THE VAULT COLLECTION]
RD E4.1.02

SHIFTING POEM
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Packing hay flies out of a large crate and 
a distinctly un-monsterlike curse comes from inside.  A man in a torn lab coat stands up and gapes at you until you lower your weapon. Meet Bigsby, Chief Curator for Vault Bravo. He hid from the the evacuation 

crew and is now risking his life to search for the live fragments. 

Place the Researcher Bigsby token in this location to represent Bigsby and treat it as a third Specialist figure that may be escorted like the others. Anyone within Range 1 of Bigsby may ignore Difficult terrain. If Bigsby is ever in a location without an active hero, you lose the game.[SEARCH THE VAULT COLLECTION]

RD E4.1.01

RESEARCHER BIGSBY
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The walls and floor of the church’s nave 

are still intact, but cold starlight shines 

down upon you through the shattered roof. 

A deep pool has been excavated in the 

floor and surrounded by squares of human 

skin, each covered in spidery script, like 
the pages of a book. 

A bloody figure stands in the pool, all of 

the skin on his chest and back missing. He 

grins as his body swells. You are ambushed by the Mother of 

Worms. Place an intel token on the 
objective.[TRACK DOWN THE RENEGADE OFFICERS]RD E3.1.03

HAUPTMANN BRAUER
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Carved into the wall are bizarre symbols 

and diagrams that sway and crawl in the 

dim light. The one symbol you recognize 

is the Sign of the Gate. The last time you 

saw that, you were fighting the Mother of 

Worms. The wall ripples and two horrors 

emerge, bloody teeth gnashing. 

Place the Gate token in this location. 

You are ambushed by the Consumed 

Baitbags from the Reserve Pool. When 

killed, these monsters are added to the 
Spawn Pool. 

Place an intel token on the objective.

[INVESTIGATE THE ASYLUM]

RD E2.1.03

ELDRITCH DIAGRAMS
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saw that, you were fighting the Mother of 
Worms. The wall ripples and two horrors 

emerge, bloody teeth gnashing. 

Place the Gate token in this location. 

You are ambushed by the Consumed 
Baitbags from the Reserve Pool. When 
killed, these monsters are added to the 

Spawn Pool. 

Place an intel token on the objective.

[INVESTIGATE THE ASYLUM]

RD E2.1.03

ELDRITCH DIAGRAMS
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with a crackling sizzle. You watch in 

silence as flames leap into the frigid air.

Place a Fire token in this location. 

As an action, a Demolitions hero 

in this location who is carrying the 

Panzergranate 39 may disassemble the 

shells and ignite the pyre. 

When they do so, discard the 

Panzergranate 39 and place an intel 

token on the objective, then resolve a 

strength 1 Bomb attack against them 

which also affects any allies or monsters 

in this location. 

[DESTROY THE INCUBATOR]

RD E1.2.02

PURIFY THE DEAD
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Y The explosive filler from the shells ignites 

with a crackling sizzle. You watch in 

silence as flames leap into the frigid air.

Place a Fire token in this location. 

As an action, a Demolitions hero 

in this location who is carrying the 

Panzergranate 39 may disassemble the 

shells and ignite the pyre. 

When they do so, discard the 

Panzergranate 39 and place an intel 

token on the objective, then resolve a 

strength 1 Bomb attack against them 

which also affects any allies or monsters 

in this location. 

[DESTROY THE INCUBATOR]

RD E1.2.02

PURIFY THE DEAD
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Y The explosive filler from the shells ignites 

with a crackling sizzle. You watch in 

silence as flames leap into the frigid air.

Place a Fire token in this location. 

As an action, a Demolitions hero 

in this location who is carrying the 

Panzergranate 39 may disassemble the 

shells and ignite the pyre. 

When they do so, discard the 

Panzergranate 39 and place an intel 

token on the objective, then resolve a 

strength 1 Bomb attack against them 

which also affects any allies or monsters 

in this location. 

[DESTROY THE INCUBATOR]

RD E1.2.02

PURIFY THE DEAD
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Dark ribbons of spores stream from the 
tall spire like smoke in the bitter wind. 

Your throat tickles and your skin crawls 
at the thought that everything in the 

forest is probably covered in them by now, 
including you. 

As you approach the spire, part of the 
base separates and lurches forward. 

All heroes in this location receive one 
fungal token. You are ambushed by a 
Saprophyte Soldier from the Reserve 

Pool. Place an intel token on the 
objective.

[INVESTIGATE THE FUNGUS]

RD E1.1.03

FUNGAL SPIRE
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You approach a pile of corpses that 
has become covered with wet fungus. It 
quivers and jerks in a disturbing parody 

of life. When you get close enough to 
inspect the mound, what appeared to be 
thick mats of fungus break free from the 
revolting mass. The pieces extend ropy 
legs and charge you, looking to add to 

their hoard of corpses. 

You are ambushed by 2 Spore Children. 
Place an intel token on the objective.

[INVESTIGATE THE FUNGUS]

RD E1.1.01

CONVULSING PILE

T
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T BLOODLESS
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STRONG

All monsters inflict a minimum 
of 2 damage when they attack. 

This damage may still be 
reduced or negated.

B-T01

PSYCHIC SPECIALIST TOKEN X 9

LORE SPECIALIST TOKEN X 9

FUNGAL TOKEN X 10

MONSTER FAMILY TOKEN X 4

GATE TOKEN X 1

FUNGAL SPIRE TOKEN X 4

PATIENT FILES TOKEN X 1

RESEARCHER BIGSBY TOKEN X 1
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BARELY TWENTY YEARS SINCE THE WAR TO END ALL WARS KILLED A GENERATION OF MEN AND STRIPPED ANY HOPE OF PROSPERITY FROM THE SURVIVORS, 
EUROPE IS ONCE AGAIN AN OPEN WOUND. BUT DESPITE BLITZKRIEGS AND DEATH CAMPS, CARPET BOMBINGS AND NERVE GAS ATTACKS, OUR ALLIES NEVER 
FALTER. EVEN IN DEFEAT, THEY RESIST FROM THE SHADOWS WITHOUT THE PROTECTION OF ARMIES AND ARTILLERY. 
CAN WE DO ANY LESS? AS LONG AS WE SURVIVE, WE’LL KEEP FIGHTING. BUT WE’RE NOT ALONE, THANKS TO DEPARTMENT K. I DON’T KNOW WHERE THEY 
FIND THEIR AGENTS, BUT THE MEN AND WOMEN THEY PUT IN THE FIELD WITH US ARE WEAPONS, PURE AND SIMPLE. THE THINGS THEY CAN DO DEFY ALL 
LOGIC. I’VE SEEN A CREATURE’S CHARGE STOPPED COLD BY NOTHING MORE THAN THE INCANTATION OF A FEW GUTTURAL WORDS AND AN ESCAPE PATH 
RIPPED OPEN THROUGH A WALL OF BRAMBLES WITH PURE DAMN WILLPOWER.

THE ENEMY LOVES TO TWIST THE LAWS OF NATURE TO THEIR ADVANTAGE. WITH THESE SPECIALISTS AT OUR BACKS, WE CAN FINALLY RETURN THE FAVOR. 
WE CAN WIN THIS.

ABE GRIFFIN – PERSONAL MISSION LOGS, KHARKOV 1943

Fireteam Zero: The Europe Cycle  
Includes 32 new upgrade cards, 8 for each role.
Some of these upgrade cards add rerolls to your attack. Each 
reroll allows you to reroll one of your attack dice after rolling for 
your attack.

© 
Fir

ete
am

 Z
er

o  
•  

Illu
str

ati
on

 : L
oïc

 M
uz

y

A
T
T
A
C
K

R
EA
CT
IO
N

EXPERIMENTAL FLECHETTES

DIRECT ORDER

1
4  +RR

1  (MONSTER)

Play before an ally performs 
an attack. One ally in their 
location may add a valid 
attack card to that attack 
instead of playing a reaction.

LU01-E

Fireteam Zero: The Europe Cycle   
Includes two decks of specialist cards, one for each of 
the team’s two non-combatant specialists. These cards 
give your specialists powerful new abilities with which to 
assist the team.

Fireteam Zero: The Europe Cycle   
Includes a new three-mission operation against 
the Bloodless as well as three new standalone 
missions, each meant to be played on its own 
rather than as part of an ongoing operation. These 
new missions are detailed in the included Mission 
Briefing Supplement.

Fireteam Zero: The Europe Cycle  
Includes 4 new focus cards, 1 for each role.

N E W  M I S S I O N S  
A N D  M O N S T E R S

N E W  U P G R A D E  C A R D S
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SPORE CHILD

1  
1  
2 

2
2    1

Attack becomes 1 Brawl, 

Range 0 and affects all heroes 

in the target location.

COLONY

Its attack strength is increased 

by 1 if th
ere is another Spore 

Child in its location.

MINION

2
B 01

B 02
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2 
2  
3  

1
3    0
Any hero damaged by this 

monster receives a fungal token 

if they do not already have one

FUNGAL CONTROL

When a hero with a fungal token 

attacks a Saprophyte Soldier, their 

attack strength is reduced by 1 and 

they discard the fungal token.

ELITE

6
SAPROPHYTE SOLDIER
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BLACKTOOTH

4 
4  
5  

1
3    3
Any hero damaged by this 
monster receives a fungal token 
if they do not already have one

BOSS

7

B 03

1 /  +1

COLONY MIND
When Blacktooth receives an 
injury, all heroes with a fungal 
token take 1 unblockable damage 
and discard the fungal token.

This card adds 2 rerolls to your attack, in addition to 
having an attack strength of 4.

N E W  F O C U S  C A R D S

S P E C I A L I S T  C A R D S

FO
C
U
S LEADER
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SHOTGUN 
PRECISION

When you perform a Bullet 
attack, you may discard a card 
to increase the attack range of 

any cards you play by 1.

LF01-E

FO
C
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S CLOSE COMBAT
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KNIFE COMBAT 
FOCUS

When you perform a Brawl 

attack, you may discard any 

number of  Bullet attack 

cards to increase your attack 

strength by 1 per card.

CF01-E

FO
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S MARKSMAN
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CAMOUFLAGE

Difficult terrain also functions 
as Cover terrain for you.

MF01-E
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DEMOLITION
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IMPROVED BLAST RADIUS
When you perform a Bomb attack, you may discard  two cards to apply your damage to one additional monster in a location adjacent to the target of your attack.

DF01-E
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LI
ST You may advance the 

Threat Track and spend a 
token to reveal the top two 

cards of the Recon Deck, 
then return them to the 

top of the deck in the same 
order.

S - P1

REMOTE VIEWING
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ST You may advance the 

Threat Track and spend a 
token during your turn to 

place the token in the Lore 
Specialist’s location.  

Any Minion or Elite that 
enters that location is 

immediately killed.  

Remove the token at the 
end of the round.

S - L1

CIRCLE OF PROTECTION

[Note: The team is always accompanied by two specialists: a psychic spe-
cialist and a lore specialist. In the core set, these specialists are Patty (the 
psychic specialist) and Henry (the lore specialist). Expansions might give 
you the opportunity to substitute different specialists in place of these two, 
but you will always have exactly one psychic specialist and one lore specia-
list regardless of which ones you choose.]
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EXPERIMENTAL FLECHETTES

DIRECT ORDER

1
4  +RR

1  (MONSTER)

Play before an ally performs 

an attack. One ally in their 

location may add a valid 

attack card to that attack 

instead of playing a reaction.

LU01-E
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During the Equip Heroes step of the Setup process, 
shuffle each of the two specialist decks separately 
and draw two cards from each. 

Select one card of each type to keep, placing them 
face up near the game board, and return the other 
two along with the rest of the specialist cards to 
the game box. 

If a specialist card indicates a 
token cost, place the specified 
number of specialist tokens on 
the card at the start of the mis-
sion.

 

USING SPECIALIST ABILITIES

Each specialist card grants the corresponding spe-
cialist a new ability as described on the card (in 
addition to their normal abilities as described in the 
Fireteam Zero game rules). 

Some abilities are always active, while others require 
spending from a limited supply of tokens each time 
they are activated.

If a specialist card does not indicate a token cost, 
its ability may be used freely by any hero under the 
circumstances specified on the card.
 
If a specialist card indicates a token cost, the hero 
wishing to activate its ability must meet the following 
conditions: 

• They must be in the corresponding specialist’s  
location or adjacent to it.

• There must be at least one specialist token remai-
ning on the card.

• The Threat Token must not yet have reached the 
last space on the Threat Track.

Provided the above conditions are met, the hero may 
activate the card’s ability by removing a specialist 
token from the card and advancing the Threat To-
ken one space along the Threat Track. 

In the example below, Frank and Abe are close enough to Patty (the team’s psychic 
expert) to activate his Timeslip ability. Shad, on the other hand, is too far away to 
do so. As only one specialist token remains on the card, however, Frank and Abe 
cannot both use the ability -- only one of them will be able to do so.

[Note: If advancing the Threat Track causes a twist card 
to be drawn, resolve the effects of the activated specialist 
card first before drawing the twist!]

S E T U P
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ST     You may advance the 

Threat Track and spend 
a token after rolling an 
attack to reroll all your 

attack dice. You may not spend more than one token 
on a single attack. 

S - P12

     TIMESLIP

© Fireteam Zero  •  Illustration : Loïc Muzy

patrick «cake» wolinski

Role
PSYCHIC SPECIALIST

Ability
REMOTE VIEWING 

If you are within Range 1 of this specialist, you may 
perform search actions as a free action.

You ever hear of point 

and shoot? Well, I point 

and they shoot. All my 
life I’ve been a freak.  

At least now I’m a useful 
one.

© Fireteam Zero  •  Illustration : Loïc Muzy

frank «two penny» eaton

Role
MARKSMAN

Preferred Weapon
M1 GARAND RIFLE

Tactical Abilities
KILLZONES, WRATH OF GOD

To be honest, these 
creepy bastards all 
look the same to me 
through the scope. 

Dead.

© Fireteam Zero  •  Illustration : Loïc Muzy

shadroe «rat» decatur

Role
CLOSE COMBAT EXPERT

Preferred Weapon
MK1 TRENCH KNIFE

Tactical Abilities
PREDATOR, SEARCH AND DESTROY

The monsters? They 
don’t bother me 

none.  The only thing 
to be scared of in 
the dark is me.

© Fireteam Zero  •  Illustration : Loïc Muzy

abe «sarge» griffin

Role
LEADER

Preferred Weapon
M12 WINCHESTER SHOTGUN

Tactical Abilities
REGROUP, MOMENT OF CLARITY

Tell you what. If my 
plan gets us killed, I 

owe you a beer.
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ST     You may advance the 

Threat Track and spend 

a token after rolling an 

attack to reroll all your 

attack dice. You may not 

spend more than one token 

on a single attack. 

S - P12

     TIMESLIP

There is only one token left on the specialist card

Pat and Frank are in the 
same location

Abe is in an adjacent 
location

Shad is in a  
non-adjacent location

X

X

OK

OK

OK

OK


