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ZOMBIE APOCALYPSE 

Zombie apocalypse is played on a hex grid, and uses d4s, d6s, d8s and d10s. d12s and d20s also see some 

minor use, though not often. 

In the game, the Players take the role of Humans doing their best to survive in a zombie outbreak, apocalypse, 

or other such scary word. The GM takes the role of the hordes of undead monstrosities that are doing their 

best to consume everything that moves, as well as other possible survivors, evildoers or even the 

environments. 

The game rules try to be as generic as possible, so that any kind of outbreak can be used in any setting. The 

rules do, however lean towards the modern day or near future. 

ROLEPLAYING 

Zombie Apocalypse is a roleplaying game. That is, you create a character and then play as that character. How 

does that character react in response to certain things, what do they do, etc. 

Outside of combat, the game tries not to be too bogged down with statistics and focuses on the character. In 

most cases, if you say that your character is something, then they are. Reasons for combat statistics not 

reflecting a background, such as a police officer being unable to reliably shoot a target, can vary. For instance, 

fear of Zombies, an oncoming infection, not wanting to kill someone, ƻǊ ǎƛƳǇƭȅ ǘƘŀǘ ǘƘŜȅ ƘŀŘƴΩǘ ƎƻǘǘŜƴ ǘƻ ǘƘŀǘ 

stage of training yet. It could also be that they worked in a different capacity while on the force. 

In a similar fashion to characters, items are flexible. A combat knife can obviously be used for more than 

combat, such as cutting food or rope, or even something stranger, such as jamming a mechanism, or even 

used as a doorstop. As long as you can convince your GM that the item would work in ǘƘŀǘ ǎƛǘǳŀǘƛƻƴΣ ǘƘŜƴ ƛǘΩǎ 

fine. 

STATS 

Statistics start at 2 each and you are given 7 to spend as you wish. 

Gunplay ς How good you are with guns. 

Melee ς How good you are at melee combat when facing zombies. 

Resilience ς How tough you are. 

Notice ς How good you are at noticing things out of the ordinary. 

Speed ς How good you are at running away. 

Brains ς How intelligent you are. This may make special zombies more inclined to attack you. 

OTHER STATS 

Hit points ς Determines how much damage you can take before death. This stat is equal to 8 + twice your 

resilience. 

Infection points ς Begins at 0. When you are hit for infectious damage higher than your resilience, make a 

resilience roll. If infection points reach 10, you die and must be dealt with by your peers, whose delicious flesh 

suddenly seems much tastier...  
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TRAITS 

A trait costs the amount of experience shown after the description. For traits that follow a chain, you must buy 

ŀƭƭ ǇǊŜŎŜŘƛƴƎ ƭŜǾŜƭǎΣ ŦƻǊ ŜȄŀƳǇƭŜΣ ȅƻǳ Ƴŀȅ ƴƻǘ ōǳȅ ƭŜǾŜƭ о ƛŦ ȅƻǳ ŘƻƴΩǘ have levels 1 and 2. Higher levels of traits 

replace the lower levels. 

ANATOMIC KNOWLEDGE 

You know exactly where you need to strike for 

more effect. You deal two more points of damage 

when using targeted attacks. 

Cost: 3 

ARTFUL DODGER 

When you dodge, rather than sacrifice your next 

move phase for +2 TN, you may sacrifice your 

attack phase to completely dodge an attack. You 

will still have your move and item phases. You can 

still use your normal dodge. 

Cost: 3 

AUTOMATIC FIREMAN 

1) Get +2 hits with full automatic fire (the 

maximum remains the same). Cost: 3 

2) Get +2 hits with full automatic fire (the 

maximum may be increased by 2). Cost: 2 

BRUTAL KNIFER 

You may reroll damage rolls of 1 on knife attacks. 

Cost: 2 

DOUBLE TAP 

This trait only works with pistols. 

Roll damage dice three times. Pick the two highest 

and apply them as damage. Twice as many rounds 

of ammunition are used. 

Double tap shots may be targeted. 

Cost: 4 

EVASIVE 

1) Increase your TN by 2. Cost: 3 

2) Increase your TN by 4. Cost: 5 

FAST 

1) Increase your Speed statistic by 1. Cost: 6 

2) Increase your Speed statistic by 2. Cost: 7 

FAST RELOAD 

You may use an item phase to reload a gun rather 

than an attack phase. 

Cost: 5 

FIGHTER 

1) Increase your Melee statistic by 1. Cost: 6 

2) Increase your Melee statistic by 2. Cost: 7 

GUNMAN 

1) +2 damage with handguns. Cost: 3 

2) +4 damage with handguns. Cost: 4 

3) +6 damage with handguns. Cost: 4 

HARDY SURVIVOR 

Damage reduction from this trait applies after 

resilience checks. 

1) Damage taken is reduced by 2. Cost: 2 

2) Damage taken is reduced by 4. Cost: 3 

3) Damage Taken is reduced by 4 + your 

resilience. Cost: 5 

HEALTHY 

1) Increase health by 4. Cost: 3 

2) Increase health by 8. Cost: 5 

HIT AND RUN 

You may move after attacking. 

Cost: 6 
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HUNTER 

Triple your accuracy range with hunting rifles. 

Cost: 3 

INFECTION IMMUNITY 

1) You take 2 more infection points before 

changing. Cost: 2 

2)  You take 5 more infection points before 

changing. Cost: 3 

3)  You take 10 more infection points before 

changing. Cost: 4 

4) Completely immune to infection! You 

have 0 infection points and cannot gain 

them. You must still make resilience rolls 

to determine if other special effects take 

place. Cost: 6 

KNIFE MASTER 

If a zombie moves into a hex next to you (from one 

hex next to you, to another hex next to you OR 

from a hex not next to you, into one next to you), 

you may make a basic knife attack against them 

unless you are wielding a large weapon or held 

armourΦ ¸ƻǳ ŘƻƴΩǘ ŜǾŜƴ ƴŜŜŘ ǘƻ be holding the 

knife, as long as it is accessible. 

Cost: 4 

LOBBER 

1) +2 accuracy with thrown items. Cost: 2 

2) +3 accuracy with thrown items. Cost: 3 

MASTER OF MELEE 

This trait is only for use with melee attacks. 

1) When you kill a zombie, you may attack a 

second zombie with the same attack. 

Cost: 2 

2) If you kill the second, you may attack a 

third. Cost: 2 

3) You may attack three zombies even if you 

ŘƻƴΩǘ ƪƛƭƭ ŀƴȅΦ Cost: 5 

4) You may attack a fourth zombie if you kill 

one. Cost: 3 

MOZAMBIQUE DRILL 

(Requires Double Tap) 

This Trait only works with pistols. 

Use a normal, untargeted double tap on an enemy. 

Roll to hit a headshot at +2 to hit against the same 

target. 

This consumes three rounds of ammo. 

Cost: 6 

PERCEPTIVE 

1) Increase your Notice statistic by 1. Cost: 6 

2) Increase your Notice statistic by 2. Cost: 7 

REFLEXES 

1) Speed increased by one for purposes of 

combat order. Cost: 1 

2) Speed increased by two for purposed of 

combat order. Cost: 2 

RUNNER 

1) Move an additional hex. Cost: 2 

2) Move two additional hexes. Cost: 3 

SHOOTER 

1) Increase your Gunplay statistic by 1. Cost: 

6 

2) Increase your Gunplay statistic by 2. Cost: 

7 

SMART 

1) Increase your Brains statistic by 1. Cost: 6 

2) Increase your Brains statistic by 2. Cost: 7 

STABMEISTER 

1) +2 damage with knives. Cost: 3 

2) +4 damage with knives. Cost: 4 

3) +6 damage with knives. Cost: 4 

TOUGH 
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1) Increase your Resilience statistic by 1. 

Cost: 6 

2) Increase your Resilience statistic by 2. 

Cost: 7 

TWO BIRDS 

This trait only works when using the single shot 

firing mode. 

When you have two zombies in a direct line from 

you, you may make a secondary attack on the 

subsequent zombie at a minus 2 point penalty or a 

further minus 4 for a headshot. This second attack 

doesn't consume extra ammunition. 

Cost: 3 

VERY LUCKY 

When you buy this trait, choose one. 

a) You get an extra luck die per day or 

session. 

b) When you roll a luck die, instead roll two 

and pick a die of your choice. 

You may only purchase this trait once. 

Cost: 3 
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BACKGROUNDS AND ABILITIES 

When you pick a background, you get abilities based on it. 

A builder will be able to tell what parts of a building are sturdier than others, a news reporter may have done 

an undercover story on a gang, and knows where their weapon stash will be, etc. 

AbilƛǘƛŜǎ ŀǊŜ ǘƘƛƴƎǎ ȅƻǳ Ŏŀƴ Řƻ ƻǳǘǎƛŘŜ ƻŦ ǘƘŜ ŦƛŜƭŘ ƻŦ ȊƻƳōƛŜ ƪƛƭƭƛƴƎΦ ¢ȅǇƛŎŀƭƭȅ ǘƘŜȅ ŎŀƴΩǘ ōŜ ŘƻƴŜ ƛƴ ŎƻƳōŀǘΣ ōǳǘ 

some may be possible if you have sufficient cover from your allies. 

For the most part, abilities as listed below don't ǊŜǇǊŜǎŜƴǘ ŀ ǇŜǊǎƻƴΩǎ ŀōƛƭity to do something. They represent 

their ability to do it under duress.  

For instance, a doctor will, out of combat, always be able to treat injuries very effectively. When there are 

bullets flying around and a zombie is trying to consume their face, they will naturally have more trouble and 

need to have the medic ability. 

If something seems reasonable for a person of their background to be able to do, then it is generally 

permissible. The GM may draw the line if it gets to be too much, however. This flexibility has got a limit in that 

combat based abilities must still be bought, for instance, some forces of the military are taught to always 

double tap, but it must still be bought as traits for a character of this background. 

! ōŀŎƪƎǊƻǳƴŘ ƛǎƴΩǘ Ƨǳǎǘ ƭƛƳƛǘŜŘ to ones trade or profession. It can include hobbies or even natural talent. 

Some abilities are needed in order to use them, even if one has a background in it. These are called Trained 

Abilities. Generally, these are completely non-combat and represent a skill that is very important or valuable 

for survival. 

BOMBER 

Capable of making improvised bombs from things 

that can be found relatively easily. Players make a 

Brains roll too see if they succeed. Bomber is a 

trained ability. 

Cost: 3 

EXPERT SCROUNGER 

Typically finds more supplies stashed or hidden 

away than one would imagine. Expert Scrounger is 

a trained ability. They are also typically able to 

make supplies and resources last longer by only 

using them while necessary. 

Cost: 3 

LOCK PICKS 

You can use a lock picking kit to open basic locks. 

You can also use improvised picks at a penalty. 

Players make a Brains roll too see if they succeed. 

Cost: 2 

MEDIC 

Lets you make a brains check to heal the wounds 

of any living creature. 

If only a short amount of time is spent, 1d4 HP is 

healed. For extended periods of time, 2d4 is 

healed every hour. This is with patching up, using 

rags or torn clothes. 

You may expend a use of a med-kit to double the 

healing amount of any roll, but you must choose to 

do this prior to rolling. 

1) Base level healing. Cost: 2 

2) Base level + Brains healing. Cost: 4 

STRONG 

You count as two survivors for purposes of moving 

obstacles. Strong is a trained ability. 

Cost: 2 

SURVIVALISM 

¸ƻǳΩǊŜ ŀŘŜǇǘ ŀǘ ƳŀƪƛƴƎ ǘƘŜ Ƴƻǎǘ ƻŦ ǿƘŀǘ ŦƻƻŘ ȅƻǳ 

have and finding safe food and water in the 
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ŜƴǾƛǊƻƴƳŜƴǘ ȅƻǳΩǊŜ ƛƴΦ Survivalism is a trained 

ability. 

Cost: 3 

SYSTEMS USE 

Operate a system of some form, such as a 

computer, a plane, a train or heavy machinery. 

When you buy this ability, choose a system. 

1) Using a system. For example, using a 

security system to find out where 

enemies are, using a radio to find other 

survivors. Cost: 2 

2) Using a system in an advance manner. For 

example, disabling security systems, 

opening electronically locked gates or 

safes. Cost: 3 

Players make a Brains roll too see if they succeed. 
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DISADVANTAGES 

Taking a disadvantage gives you experience equal to its value. There is a limit on the amount of experience you 

can gain this way, however you may take more disadvantages that this limit if it suits your character. This limit 

may be raised later in the game at the GMs discretion. 

CLUMSY 

²ƘŜƴ ƛǘ ƳŀǘǘŜǊǎΣ ǿƘŜƴ ƛǘΩǎ ǊŜŀƭƭȅ ƛƳǇƻǊǘŀƴǘΣ ǘƘŜ 

pressure gets to you and you do something silly. 

Such as dropping the only flashlight down a 

massive hole, not securing a door properly or 

misplacing the nuclear warhead shutdown 

sequence. 

Value: 2 

CYNICAL / JADED 

Screw the world. What did it ever do for you? That 

guy just went out at night without a flashlight. I 

/h¦[5 ǎŀǾŜ ƘƛƳΣ ōǳǘ ƘŜΩǎ ŎƭŜŀǊƭȅ ŀƴ ƛŘƛƻǘΦ 

Value: 1 

DEPENDANT 

You have someone that depends on you to 

survive. This can be a child or a pet (probably a 

dog...). 

Value: 2 

DEPENDENT 

You are dependent on a substance or vice, be it 

illicit drugs or medicinal treatment. You will need 

to get this in the course of the game, and it will put 

everyone at risk. 

Value: 3 

ESCAPED CONVICT 

1) You were a prisoner when the outbreak 

happened. Value: 2 

2) You were a famous prisoner. You are 

regularly recognised for whatever horrific 

crimes you apparently committed. Value: 

4 

FEEBLE 

You are generally weaker than the average person. 

For strength checks, you count as zero people and 

tend to get in the way if you try to help. 

Value: 1 

HORROR BUFF 

You have watched a lot of horror films. A lot. You 

know everything bad that will happen. You know 

that nearly all of the survivors will die horribly. You 

know there is basically no chance of surviving. This 

can be bad for morale and create high-tension 

situations. 

Value: 3 

JUMPY 

Gets scared easily, jumps at shadows, scared by 

strange noises. 

Value: 1 

LOUD 

You are a loud person by nature. What you 

consider a whisper is still pretty loud by other 

ǇŜƻǇƭŜΩǎ ǎǘŀƴŘŀǊŘǎΦ ¢Ƙƛǎ Ŏŀƴ ōŜ ǇǊƻōƭŜƳŀǘƛŎ ŀǎ it 

might attract some unwanted attention... 

Value: 2 

MINORITY 

¸ƻǳ ŀǊŜ ŀ ƳŜƳōŜǊ ƻŦ ŀ ƳƛƴƻǊƛǘȅ ƎǊƻǳǇΦ Lǘ ǎƘƻǳƭŘƴΩǘ 

matter as much when the zombies are trying to 

eat everyone equally, but people will be people. 

Value: 1 

ONCE BITTEN 
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Gain two infection points. 

Value: 2 

ONE-LINER 

You use terrible one-liners. Constantly. 

Value: 2 

PESSIMIST 

There is nothing that can save us. We are so 

screwed. We might as well just use these bullets 

ƻƴ ƻǳǊǎŜƭǾŜǎ ǎƻ ƛǘ ŀǘ ƭŜŀǎǘ ǿƻƴΩǘ ōŜ ǇŀƛƴŦǳƭΦΦΦ 

Value: 1 

SHADY 

The way you act makes people think you have 

ulterior motives. 

Value: 1 

SLOW RELOAD 

You must use both a move and a combat phase to 

reload a gun. 

Value: 3 

SPRAY AND PRAY 

You believe in fully automatic mode. It takes a lot 

of effort to make you NOT use it. Conserving 

ammo is for wimps. I mean, if someone's gotta die, 

it doesnΩt hurt to kill him a whole lot. 

Value: 3 

STRONGLY RELIGIOUS 

Your religion strongly affects your judgement.  

Value: 1 (May have more if played to an extreme 

level) 

SUSCEPTIBLE 

You take 5 less infection points before turning. 

This cannot be taken with the final levels 3 or 4 of 

infection immunity. 

Value: 4 

WHINER 

You complain about nearly everything. Other 

characters find this incredibly annoying. 

Value: 1 
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COMBAT 

COMBAT ORDER 

Combat order is handled by SPD + any traits. If this value is equal to another player or zombie, roll a die until 

an order is decided. 

Using this, all zombies may take their turn at a different time. For simplicity, the GM may have them all use the 

same initiative instead. 

COMBAT ROUNDS 

A combat round consists of three phases; Move, Item and Attack. 

In the move phase, you can move your speed (+Traits) in hexes. 

In the item phase, you ready and use a non-offensive item, such as a med-kit or a flare. Offensive items, such 

as grenades and Molotov cocktails need to be prepared in the item phase and used in the attack phase. 

In the attack phase, you attack an enemy. Your turn ends as soon as you attack. 

You may sacrifice your Attack and Item phases to sprint. Sprinting is a move equal to twice your movement 

speed. 

HITTING 

Roll 1d10 plus the stat you are trying to hit with. If you are equal to or higher than your enemies target 

number, you have hit them. 

There is a -2 point penalty when striking at human enemies due to the significant difference in their behaviour 

in combat to those of zombies. 

THROWN ATTACKS 

Thrown weapons do not have a statistic associated with them, meaning you cannot get a bonus to hit with 

them except via a trait. 

Penalty ranges for thrown weapons are determined by your melee statistic, exactly as gun ranges are 

determined by gunplay. 

HITTING A HEX 

{ƻƳŜǘƛƳŜǎ ƛǘΩǎ ƴŜŎŜǎǎŀǊȅ ǘƻ Ƙƛǘ ŀ ƘŜȄΣ ǊŀǘƘŜǊ ǘƘŀƴ ŀƴ ŜƴŜƳȅΣ ǎǳŎƘ ŀǎ ǿƛǘƘ ŀ aƻƭƻǘƻǾ ŎƻŎƪǘŀƛƭΦ 

Roll to hit, as above. The target number is half the distance in hexes from you. The target is increased by one if 

there are any objects, friends or foes between you and the target hex. 

THROWN MISSES 

For explosives that are thrown, even if you miss, the effect is still going to happen somewhere!  

In most cases, you will simply roll a d6 to see which direction a thrown weapon goes. This is a normal miss. 
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For a wild miss, roll a d2. On a 1, roll a d6 to see which direction it goes. If the first die was a 2, roll a d3 to see 

the direction it goes, moving away from the originating hex (for a total of 2 hexes away). 

In some cases, a directional miss may be necessary ς You throw a Molotov at an enemies head, only to have it 

ŎǊŀǎƘ ŀǘ ȅƻǳǊ ŦŜŜǘΚ LǘΩǎ ƳƻǊŜ ƭƛƪŜƭȅ ǘƘŀǘ ƛŦ ȅƻǳ ƳƛǎǎΣ ƛǘΩƭƭ Ǝƻ ōŜƘƛƴŘ ǘƘŜƳΦ ¢Ƙis can be worked out using a 

variation of a wild miss; roll a d2. On a 1, roll a d3 to see which direction it goes. If the first die was a 2, roll a 

second d3 to see the direction it goes, moving away from the originating hex  (for a total of 2 hexes away). 

TARGETED SHOTS 

Targeted shots such as a headshot or a hamstring suffer a minus 4 penalty to hit. You must have a statistic of 

at least 4 before making a targeted shot, so gunplay if doing it with a gun, melee if doing it with a knife for 

example. 

HEADSHOT 

Headshot refers to hitting an enemy in their weak spot. Typically, this is the head, though some special 

enemies might not have heads, or have a weak spot elsewhere. In these cases you need to know about it and 

ǎǇŜŎƛŦȅ ǘƘŀǘ ȅƻǳΩǊŜ that weak spot. 

HAMSTRING 

Hit the enemy in such a way that their speed is reduced. Damage dealt is reduced by 5, but if any damage is 

dealt, their speed drops by 1d4 to a minimum of one. Standard zombies reduced to 0 cannot move, but are 

still able to attack. They are also able to move by crawling, although it takes two turns to move one hex this 

way. 

CRITICALS 

On a 10 on the die, a survivor automatically hits the weak point of their target. 

TAKE AIM 

Sacrifice all phases except for you attack phase for a +2 to hit. You are unable to do this if you dodged last turn, 

as you have no phase to sacrifice, and you are unable to dodge next turn. 

BEING HIT 

Your target number is 5 + Half your speed + any traits. 

Your TN is reduced in certain situations: 

The attacker is behind you -2 

There are at least three enemies next to you -1 

You are on the ground, prone -3 

Partially blinded -3 

Completely blinded -5 

You are on fire -1 

DODGING 
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Sacrifice your next move phase to increase your TN by 2. 

DAMAGE  

Infectious damage ς This is the normal attack of most zombies. You are struck or bitten by a zombie and may 

be turned into one because of it. 

Physical damage ς This is non-infectious damage. This includes having something thrown at you or being hit 

with a knife. 

TAKING DAMAGE 

If you are hit, you take damage based on the following formula:  

Damage taken = Damage dealt ς Armour. 

If this damage is infectious and is over your Resilience statistic, you must check for infection. 

The damage is the applied by subtracting it from your HP. If ȅƻǳ ƘŀǾŜ ǘƘŜ Ψhardy survivorΩ ǘǊŀƛǘΣ ƛǘ ƛǎ ŀǇǇƭƛŜŘ 

now. 
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ITEMS 

SCAVENGING ITEMS 

Most items are found by chance as determined by the GM. The likelihood of finding items is variant on many 

ŦŀŎǘƻǊǎΣ ǎǳŎƘ ŀǎ Ƙƻǿ ƭƻƴƎ ƛǘΩǎ ōŜŜƴ ǎƛƴŎŜ ǘƘŜ ƻǳǘōǊŜŀƪΣ Ƙƻǿ ǉǳƛŎƪƭȅ the outbreak happened, how obvious the 

ǇƭŀŎŜ ȅƻǳΩǊŜ ǎŜŀǊŎƘƛƴƎ ƛǎΣ ŜǘŎΦ LŦ ǘƘŜ ƻǳǘōǊŜŀƪ ƘŀǇǇŜƴŜŘ ǿŜŜƪǎ ŀƎƻ ŀƴŘ ǘƻƻƪ ŀ ǿƘƛƭŜ ǘƻ ǇŜŀƪΣ ǘƘŜƴ ǘƘŜǊŜ ǿƛƭƭ ōŜ 

very little left to take in obvious places. Weapons and ammo may need to be taken from corpses or from 

stashes other people have made for themselves. If an outbreak is happening now, then there will be lots of 

things around to take. 

Guns, for this reason, can be very limited in their use as both the weapons and the ammo are needed and both 

are highly valued by all survivors. 

STARTING ITEMS 

LǘŜƳǎ ǘƘŀǘ ȅƻǳ ōŜƎƛƴ ǘƘŜ ƎŀƳŜ ǿƛǘƘ Ƴŀȅ ōŜ ƭƛƳƛǘŜŘ ōȅ ǘƘŜ Da ŦƻǊ ǾŀǊƛƻǳǎ ǊŜŀǎƻƴǎΦ LŦ ȅƻǳΩǊŜ ƭƛǾƛƴƎ ƛƴ ŀ Ǝǳƴ 

ŎƻƴǘǊƻƭƭŜŘ ƴŀǘƛƻƴΣ ƛǘΩǎ ǳƴƭƛƪŜƭȅ ǘƘŀǘ ȅƻǳΩǊŜ ƎƻƛƴƎ ǘƻ ƘŀǾŜ ŀ Ǝǳƴ ŀǘ ŦƛǊǎǘΦ  

In fact the GM can state that you start with no relevant ƛǘŜƳǎ ƛŦ ȅƻǳΩǊŜ ƛƴ ŀ ǎƛǘǳŀǘƛƻƴ ǿƘŜǊŜ ȅƻǳ ǿƻǳƭŘƴΩǘ 

expect an outbreak. You may have some weaponry at home, but you need to get there first! 

IMPROVISED ITEMS 

Improvising is an important skill. You break the leg off of a chair and hit zombies with it. You get a lighter and a 

Ŏŀƴ ƻŦ ŘŜƻŘƻǊŀƴǘ ǘƻ ƛƎƴƛǘŜ ǘƘŜƳΦ ¸ƻǳ ǳǎŜ ōŀƴŘŀƎŜǎ ŀƴŘ ǾƻŘƪŀ ǘƻ ǘǊŜŀǘ ŀ ǿƻǳƴŘΦ LǘΩǎ ƴƻǘ ǇŜǊŦŜŎǘΣ ōǳǘ ƛǘ ǿƘŀǘ 

you have. A kitchen knife counts as an improvised combat knife. 

Improvised weapons do half as much damage as their counterparts. Items with a burst or explosion effect have 

half the size. Items with charges have half as many charges. Improvised armour has significantly reduced 

effectiveness. Improvised held armour (such as a manhole cover) treats all zombies as special, meaning a part 

of your turn must be sacrificed. 

Some improvised items, especially weapons, may break after extended use. The GM may give some advance 

ǿŀǊƴƛƴƎΣ ǎǳŎƘ ŀǎ ά! ǎƳŀƭƭ ŦǊŀŎǘǳǊŜ ƛǎ ŀǇǇŜŀǊƛƴƎ ƛƴ ȅƻǳǊ ŎƘŀƛǊ ƭŜƎ ŎƭǳōΣ ōǳǘ ƛǘ ǎǘƛƭƭ ŦŜŜƭǎ ǎƻƭƛŘ ŜƴƻǳƎƘΦέ 

Breakable improvised weapons breaking time will vary greatly. A broken bottle may only get a few uses, while 

a star picket might last a while. 

WEAPONS 

MELEE 

COMBAT KNIFES 

Damage: d6 

Knives can be used on weak points. Improvised combat knives are not usable for combat knife specific traits. 

Bayonets count as improvised knives. 
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CLUBS 

Damage: d6 

LŦ ŀ Ŏƭǳō Ƙƛǘǎ ŀ ǿŜŀƪ ǇƻƛƴǘΣ ƛǘ ŘƻŜǎ ŀƴ ŜȄǘǊŀ рл҈ ƻŦ ǘƘŜ ŘŀƳŀƎŜ ŘŜŀƭǘ ōȅ ǘƘŜ ŘŀƳŀƎŜ ǊƻƭƭΣ ōǳǘ ǘƘƛǎ ŘŀƳŀƎŜ ƛǎƴΩǘ 

applied to the weak point itself. ¢Ƙƛǎ ƳŜŀƴǎ ǘƘŀǘ ŀƴ ƛƴǎǘŀƴǘ ƪƛƭƭ ǘƘǊƻǳƎƘ ǿŜŀƪ Ǉƻƛƴǘ ŘŀƳŀƎŜ ƛǎƴΩǘ ǇƻǎǎƛōƭŜΣ ōǳǘ 

the damage increase may still do it anyway. 

A total bonus of +1 damage can be applied to a club by adding bits to it, such as nails, pieces of chain, etc. 

 Improvised clubs use a d4 for damage instead of half a d6. Certain improvised clubs may only be usable once, 

or need to be gathered again. High damage improvised clubs can be anything heavy, such as a gas canister, a 

chair or a crate shoved off of a ledge onto a foe. 

Only got a rifle? Well its 5 pounds of metal. Do the math. 

AXES 

Damage: d8 

SWORDS AND CHAINSAWS 

Damage: d10 

Cŀƴ ōŜ ǳǎŜŘ ƻƴ ǿŜŀƪ ǇƻƛƴǘǎΦ {ǿƻǊŘǎ ŀǊŜ ƘŀǊŘ ǘƻ ŎƻƳŜ ōȅ ŀƴŘ ŎƘŀƛƴǎŀǿǎ Ǌǳƴ ƻǳǘ ƻŦ ŦǳŜƭΦ ΨCŀƪŜΩ ƻǊ ŘŜŎƻǊŀǘƛǾŜ 

swords count as improvised. Swords can be used for combat knife traits if the character is skill in the use of the 

weapon (such as from a background). 

GUNS 

You must spend an attack phase reloading them when they run out. 

Guns do twice the damage to living creatures as they deal to undead, including humans or crazed animals. 

You are fully accurate with gun at a range equal to your gunplay skill in hexes.  After this, penalties are taken. 

Penalty ranges are all equal to your Gunplay skill. You suffer a -1 penalty for each range after the first. After 3 

penalty ranges, you begin to suffer -2 penalties for each range. 

PISTOL ROUND 

Including; Pistols and SMGs. 

Damage: 1d6 

Some weapons, such as .44 Magnums are in this class, but have special rules. 

Ammunition 

Pistols in Zombie Apocalypse have two types of ammunition (for simplicity) .357/9mm for nearly everything 

and .44 for magnums. With this ruling, you can find pistol ammo and it will just work in your pistol. Some 

games may have varied ammunition depending upon the GM. 

Each particular gun has a different magazine size. Some examples (Note, numbers may be different for 

particular models): 

Colt M1911A1: 7+1 
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Browning Hi-Power: 13+1 

Sig P210: 8+1 

M9: 15+1 

Uzi: 32 

Revolver: 6 

Beretta M9, P226, Glocks: 15+1 

.44 Desert Eagle: 8+1 

.44 (Magnum) rules 

When a Zombie is struck with a magnum, roll a d6 and apply the following:  

1-2 ς nothing 

3-4 - +2 damage (+4 on live targets) 

5 - knocked over. 

6 - stunned. 

INTERMEDIATE ROUND 

Including; Assault Rifles. 

Damage: 1d8 

Assault rifles suffer a -2 penalty in narrow corridors, such as maintenance shafts. This is with one hex touching 

a wall, with another wall touching one hex over. 

Ammunition 

Intermediate round weapons use 5.56mm ammunition. For simplicity, weapons that use a different calibre are 

considered to be using it. 

Each particular gun has a different magazine size. Some examples (Note, numbers may be different for 

particular models): 

AK-47: 30 

M16: 30 

.30 M1 Carbine: 15 

RIFLE ROUND 

Including; Hunting Rifles and Battle Rifles. 

Damage: 1d12 

Hunting Rifles are completely accurate at twice your gunplay stat (thrice if you have the 'hunter' trait) and 

each penalty range is also multiplied. 

Hunting Rifles cannot target anything within one hex and have a penalty of -4 for attacking a target within 5 

hexes.  On top of this, they suffer a penalty of -2 if any anything, such as walls, teammates, or enemies are 

within one hex as they are large, cumbersome and heavy. 

Battle rifles cannot hit anything within one hex and have a -2 penalty for attacking targets within four hexes. 

They also suffer a -1 penalty if anything is within one hex. 

Note: Both rifles can be used to club enemies within one hex. 

 Ammunition 

Rifles use 7.62mm ammunition. For simplicity, rifles that use a different calibre are considered to be using it. 
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Each particular gun has a different magazine size. Some examples (Note, numbers may be different for 

particular models): 

M1903 Springfield: 5 

Remington 700: 3-6 

.338 Browning A-Bolt: 3 

SKS: 10 

M-14: 20 

FN-FAL: 20 

FIRING MODES 

¢ƘŜ ΨǎǘŀƴŘŀǊŘΩ ŦƛǊƛƴƎ ƳƻŘŜ ƛǎ ǎƛƴƎƭŜ ǎƘƻǘΦ Targeted shots are only possible in this mode. 

The next mode is triple shot. Most automatic weapons have a triple shot firing mode. In the game, this is 

simply represented as rolling 3 dice in damage, consuming three rounds of ammunition. If you have a gunplay 

skill of 3 or less, roll a d10. On a 1, roll only 2 dice in damage, but consume 3 rounds. 

Spray and pray, or Full Auto Mode is the final mode. For simplicity, all fully automatic guns fire ten rounds in a 

turn. Roll a d10 and add your gunplay skill. To a maximum of 10, this is how many dice in damage you roll.  

You are able to spread your damage over more than one zombie. Roll to hit on the first as normal. The amount 

of enemies that you can hit is determined by your gunplay divided by three. Roll to hit the second at a minus 1, 

the third at minus 2, etc. Damage is divided equally amongst the enemies that you hit. 

Some GMs may choose to give each gun a firing speed to determine different full-auto modes. 

OTHER FIREARMS 

SHOTGUNS 

Realistic Shotguns 

Standard, realistic shotguns use simple rules and the pellets do not spread in a ridiculous fashion. 

Damage: Roll 2d8 and pick the highest. 

Gain a +1 bonus to hit. 

Dual shot; Some shotguns can fire both barrels at once. In these cases, roll 4d8 and pick the two highest. If the 

GM chooses to include this rule, the target is also knocked back. 

Video Game Shotguns 

Video game variety shotguns are those where the shots spread far more than they ever possibly should be 

able to. 

2d8 damage to single enemy along flat edge and 1d8 to the hex behind OR 2d8 to enemy on line, and 1d8 to 

both hexes behind to it, as shown in the following diagram (red OR blue): 



Darryl Smith http://zombie.insomnia-man.com © 2009-2010 

  
Page 19 

 

  

 
 

FLAMETHROWERS 

I love the smell of roast zombies in the morning. Hit a group of three hexes from a long edge, either three in a 

straight line, or two in a line and one hex to a side (touching both other hexes). See fire rules on page 21. 

Damage: 1d8 and set the enemy on fire. 

THROWN 

Damage: 1d4 

Including; Thrown Knifes, Shuriken, etc.  

Stones are improvised thrown weapons unless hurled with added force from something such as a sling. 

EXPLOSIVES 

Including weaponry such as Rocket launchers, Grenades, Molotov cocktails and detonated gas canisters. 

MOLOTOV COCKTAILS 

Damage: d8 to hit hex and all hexes surrounding. Everything is set on fire. 

Roll to hit a target as normal. d8 damage to the hit hex and each surrounding hex. Everyone is set on fire. The 

fire in these hexes last for as long as the longest of the people set on fire (or d4 rounds if nothing is hit). 

EXPLOSIONS 

Be warned, explosions and fragmentation do double damage to living things, just like guns do. 

An explosion has a class that determines the centre damage and the damage in hexes near it. These classes are 

the following die values; d20, d12, d10, d8, d6, d4. 

The class damage is dealt to the hex that is hit. Surrounding hexes are then hit with the next class down until 

you run out of classes. 

This is for an explosion with a single point of origin, detonating equally in all direction. Different explosions, 

such as a room full of gas exploding will work different, often depending on the situation. The gas explosion 

may simply have d8s in every hex in the room and then cycle through the lower dice from the doors and 

windows. 
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GRENADES 

FRAGMENTATION GRENADES 

Frag Grenades are a d8 class explosion. However they also send large amounts of hot metal in every direction. 

Fragmentation works similarly to an explosion. The originating hex is a class d10 explosion, but the fade rate is 

twice as much, so the ƴŜȄǘ ǘǿƻ ƘŜȄŜǎ ŀǊŜ ŘуǎΣ ŦƻƭƭƻǿŜŘ ōȅ ǘǿƻ ƘŜȄŜǎ ƻŦ ŘсǎΦ LǘΩǎ ǳǇ ǘƻ ǘƘŜ ƎƳ ǿƘŜǘƘŜǊ ŀ ǘŀǊƎŜǘ 

behind someone is also struck. Shrapnel may also hit targets at a higher damage rate than the explosion states 

and out of its range (randomly determined by the GM). 

CONCUSSION GRENADES 

Concussion grenades are a Class d10 or d12 explosion depending upon the grenade type. 

INCENDIARY GRENADES 

¢ȅǇƛŎŀƭƭȅ ǳǎŜŘ ǘƻ ŘŜǎǘǊƻȅ ŜǉǳƛǇƳŜƴǘ ǿƘŜƴ ŀ ōŀǎŜ ƛǎ ƻǾŜǊǊǳƴΣ ƛƴŎŜƴŘƛŀǊȅ ƎǊŜƴŀŘŜǎ ŘƻƴΩǘ ŜȄǇƭƻŘŜΣ ƛƴǎǘŜŀŘ 

making a hex reach a stupidly hot temperature (in the range of 3000 degrees Celsius), melting pretty much 

anything to slag metal. They are generally not thrown, but set up using a demo-charge. These grenades are 

entirely GMs discretion. 

ARMOUR 

VESTS AND HELMETS 

Vests and helmets protect you by reducing the damage you take. As players cannot be hit by targeted shots, 

IŜƭƳŜǘǎ ŘƻƴΩǘ ŀŘŘ ŀƴȅ ŜȄǘǊŀ ǇǊƻǘŜŎǘƛƻƴ ŀƎŀƛƴǎǘ ƘŜŀŘǎƘƻǘǎΦ 

There are three basic types of armour; Light, Medium and Heavy.  

Light armour can be leather jackets, or any other improvised armour. Light armour gives 1 point of damage 

reduction before infection checks. 

Medium armour is usually professionally made and used, such as riot gear or Kevlar. Medium armour gives 2 

points of damage reduction before infection checks. 

Heavy armour is armour that completely protects. Mediaeval knight armour, etc. This armour will often have a 

huge penalty, such as making a lot of noise and thus alerting zombies to your presence. Heavy armour gives 3 

points of damage reduction before infection checks. 

HELD ARMOUR 

Such as Riot shields. 

Assign shield to one standard zombie to protect yourself from it. Attack rolls are taken at -3 while shield is in 

use. For special monsters, you may protect yourself from an attack at the cost of a phase in your next turn, to a 

maximum of two. 
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MISCELLANEOUS 

ON HORDES AND LOUD NOISES 

Loud noises tend to attract the unwanted attention of nasty undead monstrosities. This includes gunshots, the 

standard fighting method, store, house and car alarms, or dropping a skeleton down a mine shaft. Cursed 

Tooks. 

When slow zombies are alerted to the players location, it may not really matter that much, as they must 

shamble to them at a snail pace. Fast Zombies, however are a lot more dangerous and will be able to run to 

the players in short order. 

Having noises alert nearby zombies is entirely up to the GM, as is having gunfire alert them. Movie and video 

game gunfire is a lot quieter than real gunfire, and this may be reflected in the game. 

LUCK 

Either every day or every game session, whichever comes first, players get a luck roll. This is simply the ability 

to reroll any die, including a GMs. 

You really need that Zombie to not hit you? Make the GM reroll. You failed an easy resilience roll? Reroll 

yourself, and so forth. 

FIRE, ZOMBIES AND YOU. 

Fire is awesome. When a core zombie is set on fire, roll a d4. It dies after that many turns. 

LƎƴƛǘƛƴƎ ŀ ȊƻƳōƛŜ ǊŜǉǳƛǊŜǎ ŀ ŦŀƛǊƭȅ ƭŀǊƎŜ ŀƳƻǳƴǘ ƻŦ ŦƛǊŜΣ ŦƻǊ ƛƴǎǘŀƴŎŜ ƘƻƭŘƛƴƎ ŀ ƭƛƎƘǘŜǊ ƴŜȄǘ ǘƻ ƻƴŜ ƛǎƴΩǘ ŜƴƻǳƎƘΦ 

A lighter and a can of deodorant (see improvised weapons), or a pool of burning petrol will be enough. Fire, 

ǎŀŘƭȅΣ ŘƻŜǎƴΩǘ ǎǇǊŜŀŘ ŦǊƻƳ ȊƻƳōƛŜ ǘƻ ȊƻƳōƛŜ ǾŜǊȅ ŜŀǎƛƭȅΦ  

Naked or barely dressed zombies (Such as from a hospital bed or a morgue) cannot be set on fire except with 

something that will stick to them, such as napalm. 

If anything is on fire (Core zombie, special zombie, human, dog, etc), then they take 3 damage per turn. 

OBSTACLES 

Big heavy things that are in the way can be pushed by a set amount of survivors working together. 

{ƻƳŜ ŜȄŀƳǇƭŜǎΥ ! ŎŀǊ ǊŜǉǳƛǊŜǎ ǘƘǊŜŜ ǇŜƻǇƭŜ ǘƻ ƳƻǾŜ ƛŦ ǘƘŜ ŜƴƎƛƴŜ ŘƻŜǎƴΩǘ ǿƻǊƪΦ ¢Ƙƛǎ Ŏŀƴ ōŜ ǘǿƻ ǇŜƻǇƭŜ 

ǇǳǎƘƛƴƎ ŦǊƻƳ ōŜƘƛƴŘ ǿƛǘƘ ƻƴŜ ƛƴ ǘƘŜ ŘǊƛǾŜǊΩǎ ǎŜŀǘ ƻǊ ŀƭƭ ǘƘǊŜŜ ǘǳǊƴƛƴƎ ƛǘ ǳǇ ƻƴ ƛǘǎ ǎƛŘŜΦ ! ǿƻƻŘŜƴ ƎŀǘŜ Ƴŀȅ ƻƴƭȅ 

need one survivor to kick it open, while a door may need two kicking in tandem. 

If an obstacle requires more survivors to open it than can get access to it, then it cannot be bypassed unless 

ǎǳǊǾƛǾƻǊǎ ƘŀǾŜ ǘƘŜ Ψ{ǘǊƻƴƎΩ ŀōƛƭƛǘȅΦ 

Good bracing, a slippery surface (beneath the obstacle, not the survivors!), an angle or other environmental 

factors may reduce the amount of survivors needed. 

STAT CHECKS 
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A stat check, or statistics check is where a player uses a statistic to try and overcome some challenge. For 

example, when a character uses their gunplay statistic to shoot and hit a zombie.  

Generally, these checks are determined by rolling a d10 and adding your statistic to it. The target of the stat 

check may not always be obvious, or may be modified by the GM for any reason. A target number may be 

increased or decreased if the players are in or out of combat, for instance. 

! ƘŜŀƭƛƴƎ ŎƘŜŎƪ ƛƴ ŎƻƳōŀǘ Ƴŀȅ ƘŀǾŜ ŀ ǘŀǊƎŜǘ ƻŦ ά¢ƘŜ ŀƳƻǳƴǘ ƻŦ ŘŀƳŀƎŜ ǘƘŜ ǘŀǊƎŜǘ ƻŦ ǘƘŜ ƘŜŀƭƛƴƎ Ƙŀǎ ǘŀƪŜƴΣέ 

ǿƘƛƭŜ ƻǳǘ ƻŦ ŎƻƳōŀǘΣ ȅƻǳ Ƴŀȅ ŘŜŎƛŘŜ ǘƘŀǘ ŀ ōǊŀƛƴǎ ŎƘŜŎƪ ƛǎƴΩǘ ƴŜŜŘŜŘΣ ƻǊ is determined by how much damage 

the healer has taken. 

RESILIENCE CHECKS FOR INFECTION 

When the amount of damage received is above your resilience, you must make a resilience check. The total of 

the roll must be higher than the damage taken or you gain an infection point. 

VEHICLES 

In the apocalypse, vehicles tend to be more limited in their usefulness, as the roads are often blocked with 

stationary cars. Rules for encountering undead while in the vehicle are reasonably simple. If you run over 

them, they dieΦ ¢ƘŜ Da Ƴŀȅ ƘŀǾŜ ǘƘŜƳ ƎŜǘ ǳǇ ŀŦǘŜǊΣ ŀǎ ǘƘŜ ǾŜƘƛŎƭŜ ǿƻƴΩǘ ŀƭǿŀȅǎ ƎŜǘ ǘƘŜ ƪƛƭƭΣ ōǳǘ ƛƴ ƎŜƴŜǊŀƭ it 

will be enough. 

¢ƘŜ Da Ƴŀȅ ŘŜŎƛŘŜ ǘƘŀǘ ǘƘŜ ƛƳǇŀŎǘ ōǊŜŀƪǎ ǘƘŜ ŎǊŜŀǘǳǊŜǎΩ ǎǇƛƴŜΣ ǊŜƴŘering it unable to walk, but still alive and 

clawing. 
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INFECTION 

The Infection can work in many ways. It could be a fairly weak virus that only really works on someone once 

they actually die, and if they don't exert themselves too much will actually recede. It could be a very strong 

virus that, for most people, even minor exposure will turn them. The survivors may be partially immune, or 

stronger against it than most for unknown reasons. 

In cases where the virus has been around for a while, there may be shots around the place to stave it off, 

provided by the government or some mega corporation. 'Cure' shots may be available from top secret 

bunkers, should the players venture into any of those. 

YƴƛǾŜǎ ǘƘŀǘ ƘŀǾŜ ōŜŜƴ ǳǎŜŘ ǘƻ Ƙƛǘ ȊƻƳōƛŜǎ ǎƘƻǳƭŘ ƴƻǘ ōŜ ǳǎŜŘ ŦƻǊ ŎǳǘǘƛƴƎ ŦƻƻŘΦ ¸ƻǳ ŘƻƴΩǘ ƪƴƻǿ ǿƘƻ ǘƘŜȅ ƘŀǾŜ 

ōŜŜƴΦ !ƴŘ ōŜǎƛŘŜǎΣ ƛǘΩǎ ǳƴƘȅƎƛŜƴic. 

CURE SHOTS 

These can work any way the GM wants. If they are weak, but easy to obtain, 1-2 points may be sufficient, 

especially if the virus recedes on its own. A top secret bunker cure may completely cure the infection. 

The shots could also work on a die roll or based on the survivors resilience. 

RECEDING VIRUS 

Again, this can work however the GM wants. Extended rest, every day a point is gone, Go a few days without 

gaining additional infection, etc. 

PROGRESSING VIRUS 

While the receding virus is nice for a game system to continue without players dying all over the place, a 

progressing virus is the more likely in a zombie outbreak. 

THE VIRUS AND SURVIVORS 

In most cases, your players are going to be more resistant to the effects of the virus than most other humans. 

You may add a high end disadvantage in these cases where the survivor doesn't have this natural (or 

unnatural!) protection and should be killed if they are bitten. 

NON-IMMUNE GAMES 

One bite, one drop of blood and you're done. These games are harder to run as players will drop like flies 

depending upon how you run them. Not killing players can break the atmosphere of fear that they can just die 

like that, while killing characters all the time gets stupid. 
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ZOMBIES 

CORE ZOMBIES 

Core zombies make up the bulk of the enemies you will face. 

Normal Zombies ς Normal zombies are slow and easy to kill. They are only dangerous because of their 

numbers. 

Health ς The amount of damage a zombie can take. 

Weak-spot ς The amount of damage dealt to their weak spot in one hit for them to die instantly. Typically, for 

ōŀǎŜ ȊƻƳōƛŜǎΣ ǘƘƛǎ ǿƛƭƭ ōŜ ǘƘŜ ƘŜŀŘΦ LŦ ǘƘƛǎ ŀƳƻǳƴǘ ƛǎƴΩǘ ǊŜŀŎƘŜŘΣ ǘƘŜ ȊƻƳōƛŜ ǿƛƭƭ ƻƴƭȅ ǘŀƪŜ ŘƻǳōƭŜ ƴƻǊƳŀƭ 

damage from the attack. 

Speedς How fast the zombie moves. 

Phases ς How many combat phases a zombie has. One means it can move or attack, but not both. Two means 

it can attack twice, move twice, or move and attack. 

Armour ς Amount that damage is reduced by. 

CORE TEMPLATES 

Multiple templates may be applied to zombies. ¢ƘŜ Ǝǳƴ ǘŜƳǇƭŀǘŜ ŘƻŜǎƴΩǘ ǎǘŀŎk with other damage increasing 

templates. They may be used simultaneously as separate attacks. Similarly weapon zombies may still use their 

infectious attack albeit at the reduced damage. 

Weapon ς These zombies are holding some kind of melee weapon. They dƻ ŜȄǘǊŀ ŘŀƳŀƎŜΣ ōǳǘ ƛǘΩǎ ƴƻǘ 

infectious. 

Fast ς Fast zombies run very fast. They are harder to hit as they never stop moving. Gains a Lunge attack. 

When a move is followed by an attack, it is a lunge attack. 

Faster ς Generally only applied to fast zombies to increase their scariness, but can be applied to normal 

zombies to have slower fast zombies. This can be applied more than once. 

Regenerating ς ¢ƘŜǎŜ Ǝǳȅǎ Ƨǳǎǘ ŘƻƴΩǘ ƪƴƻǿ ǿƘŜƴ ǘƻ ŘƛŜΗ ¢ƘŜȅ Ŏŀƴ ƻƴƭȅ ōŜ ƪƛƭƭŜŘ ōȅ ŘŜǎǘǊƻȅƛƴƎ ǘƘŜƛǊ ōǊŀƛƴ ƻǊ 

cutting their heaŘ ƻŦŦΦ !ǘ Daǎ ŘƛǎŎǊŜǘƛƻƴΣ ǘƘŜȅ Ŏŀƴ ŜǾŜƴ Ǉǳǘ ǘƘŜƛǊ ƘŜŀŘ ōŀŎƪ ƻƴ ƛŦ ƛǘΩǎ ōŜŜƴ Ŏǳǘ ƻŦŦΦ Also at 

discretion, they can just die after a set amount of damage is dealt normally. Fire may or may not affect them. 

Gun ς Gun zombies may not exist in all settings. They are able to use firearms. 

Armour - Zombies wearing armour are harder to kill with shot to the body, but it will happen eventually! Their 

heads are unprotected. 

Helmet ς Zombies with a helmet are hard to kill with headshots. Some helmets may be unsecured. These can 

be removed. 

Tough ς Tough zombies are just plain harder to kill. *Tough can be applied more than once!* 

Strong ς Strong zombies are better at hurting you. 

Riot Shield ς These zombies have a shield that protects them from frontal attacks. 

 Health Weak-
spot 

Speed Phases Armour Attack Damage Lunge Special 
Rules 

Normal 10 5 2 1 0 0 d6 (i) - N 

Weapon - - - - - +1 d8 (p) - N 

Fast - - +2 +1 - - - d6+4 (i) N 

Faster - - - +1 - - - - N 

Regenerating +inf +3 - - - - - - Y 

Gun - - - - - +1 2d8(p) - N 

Armour +5 - - - +5 - - - N 
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Helmet +5 +10 - - - - - - N 

Tough +5 +5 - - - - - - N 

Strong - - - - - +1 +4 - N 

Riot Shield - - - - - - - - Y 

SPECIAL ZOMBIES 

Special zombies can be anything you like. Birds, Dogs, Rats, Rhinos, or anything specially engineered. 

Unless the GM chooses otherwise, special infected only take double (or any other number) damage on their 

weak spot rather than dying instantly when a certain amount is dealt. 

Some example special Zombies are: 

Spitting Zombies ς fire ichor at survivors, partially blinding or burning them.  

Cyborg zombies ς part machine, part zombie. All Hungry. 

Exploding zombies ς They explode when you kill them. How can a dead creature have a dead-man switch? I 

ŘƻƴΩǘ ƪƴƻǿΣ ōǳǘ ǘƘŜȅ ŘƻΗ 

Scyther ς This guys hands have been replaced with scythes. Cool looking and totally terrifying. 

Shark ς 5ƻƴΩǘ Ǝƻ ƛƴ ǘƘŜ ǿŀǘŜǊΦ 

Radioactive ς ¢ƘŀǘΩǎ Ƨǳǎǘ ƎǊŜŀǘΦ LǘΩƭƭ ƛǊǊŀŘƛŀǘŜ ȅƻǳ !b5 ǘǳǊƴ ȅƻǳ ƛƴǘƻ ŀ ȊƻƳōƛŜ L 

LARGE ENEMIES 

Large foes are very easy to hit. They may have two TN values, one for their main body, and one for a weak-

point. Rather than just being four points more difficult, these can be completely different for large enemies. 

LǘΩǎ ŀƭǎƻ ǇƻǎǎƛōƭŜ ǘƘŀǘ ŀ ǿŜŀƪ-point will only be accessible with firearms, or by climbing to a higher point on the 

monster. 

ZOMBIE RULES 

CRITICALS 

Sometimes a zombie will get a lucky shot in. On a roll of ten, they hit automatically. 
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ON THREATS UNZOMBIFIED 

½ƻƳōƛŜǎ ŀǊŜƴΩǘ ǘƘŜ ƻƴƭȅ ǘƘƛƴƎǎ ƻǳǘ ǘƻ ƎŜǘ ƻǳǊ ƛƴǘǊŜǇƛŘ ƘŜǊƻŜǎΣ ǿƛƭŘ ŀƴƛƳŀƭǎ ŀƴŘ ƻǘƘŜǊ survivors can do them in 

just as well, as can environmental factors, such as decrepit buildings and Mother Nature. 

LIVING 

Other humans can simply use a character class, while wild animals can use a template similar to a zombie, 

though they will take twice the damage from firearms. 

NATURAL AND STRUCTURAL 

Often, a natural hazard, such as a trap, building instability, or anything of the ilk are discovered with a notice 

roll and avoided if at all possible. 

In some cases, a hazard may relate to an occupation of a character, such as an electrician and live wires 

touching water. Depending on the situation, they may simply notice the threat by pure virtue of their 

background, while other times it counts simply towards a bonus. 


