
 
 

ZONA ALFA OPTIONAL RULES: POINT OF 

INTEREST LOCATIONS 
 

Here’s another method of generating missions and 

new challenges for your ZONA ALFA games. This 

can be used Solo, Co-op, or Head-to-Head.  
 

First, choose or roll on the Mission Table below. 

Create and equip 12K Crew to accomplish the task.   

Next, set up a 4 x 4 mission area, (go 6 x 4 for 

longer game) and designate Entry and Exit Zones. 

These can be be 6” wide sections of opposite table 

edges or specific to your scenario narrative.  
 

Once that’s done, download and print the Point of 

Interest Cards, Sets 1 and 2, three times. This 

should give you enough possible events. Locate the 

appropriate cards for your mission and set them 

aside.  
 

On your game table, designate 10 - 14 Points of 

Interests. (less for small areas, more for large.) 

Ideally, these should be scattered more or less 

evenly throughout the mission area. Each one 

should be marked with a token and associated with 

a small terrain item or specific scenic. Make sure no 

POI is within 6” of another.  
 

Then, select one card from POI sets 1 and 2 for each 

spot, less the number of locations associated with 

your mission. (The cards you set aside previously) 

These other POI cards can be drawn at random or 

picked deliberately per your scenario. (You can 

stack the deck for an easy or difficult game) 

Combine and shuffle. You should have a small deck 

consisting of one card for each POI location, one (or 

more) of which is your mission objective.  
 

Now, roll for Turn Limit. On a 3 x 3game area, it’s 

6 + D3. 4 x 4 = 8 + D3. 6 x 4 = 10 +D3.  Your crew 

has that many turns to: A. Accomplish the goal, and 

B. clear as many POI locations as you designate. 

Half (50% of the total POI) presents a decent 

challenge but the number can vary according to 

your time and scenario constraints. You must at 

least achieve your goal and exit the area before the 

turn limit.  
 

POIs function like Hot Spots in that they have a 3” 

reaction radius, can be triggered with Bolt Toss, and 

even Inspected. When triggered, draw the top card 

in the small mission deck. The event associate with 

that spot - its salvage, hostiles, whatever - is 

detailed on the card. 
 

Any salvage table roll that results in the presence of 

an Anomaly is additional to the POI Anomaly 

locations. This Anomaly can be searched per 

standard rules or ignored as player desires. (Will 

Check to disengage without damage)  

Anomalies/Artifacts located this way do NOT count 

toward Mission Objectives.  
 

Special Actions (Inspect + Bolt Toss) If a player 

performs both these actions in the same turn, roll a 

D6. (free roll) A result of 1 or 6 allows player to 

draw the POI card for that location without 

triggering any Hostiles or reaction. Place face up 

near the token/location.  
 

MISSION  TABLE 

D6 

ROLL 

CREW MISSION 

1 Recover  Supply Caches (number = 

Threat Level) 

2 Investigate 2 Anomalies and acquire 

Artifacts from both.  

3 Repair/Recover (1) Complex Item.  

(Requires Skill Check and TL+1 

multiple actions to accomplish)  

4 Rescue Injured Stalkers. 1 per TL of 

Area. 

5 Clear Nests.  1 per TL of Area. 

6 Eliminate Bandits. 1 per TL of Area.  
 

The Point of Interest Locations keeps the focus of 

a specific Mission Objective and the ratcheting 

tension of a definite Turn Limit, and combines them 

with the challenge of random events and threats 

listed on the POI cards.  
 

Sometimes the deck will fall your way and you’ll 

have an easy run. Other times, you’ll be lucky to 

drag your wounded crew members to the exit with 

half the job done. Either way, these unknown 

elements will keep your crew alert to the very end.  

Good Luck and Good Hunting, Stalkers.  

 


