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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, 2 NJ & A YLJX & (KIF G (GKS& KI Ry

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 workin i K 4 & A Gdz GA2Yy X
fine.

STATS

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

Gunplay ¢ How good you are with guns.

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

Resilience ¢ How tough you are.

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

Speed ¢ How good you are at running away.

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

OTHER STATS

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

Infection points ¢ 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...

Page 4
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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
Fff LINBOSRAY3I fSGStaz T2N SEIhXéelvdsI and22HigheNdvals of yrats]

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

Page 5

0 dzé

f S



Darryl Smith

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
2dz R2Y Qibeh8idihgtyfe y
knife, as long as it is accessible.

armour®

5

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
R2y Q0 dosk:b f Fyeod

4) You may attack a fourth zombie if you kill

one. Cost: 3

http://zombie.insomnia-man.com
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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
u

) 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: 3
Cost: 6
2) Increase your Resilience statistic by 2. VERY LUCKY
Cost: 7
When you buy this trait, choose one.
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.

Page 7

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.
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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.

AbilA GASa INB GKAy3aa &2dz Oy R2 2dziaiARS 2F GKS FASER
some may be possible if you have sufficient cover from your allies.

For the most part, abilities as listed below don't NB LINB & Sy (i kty td d&shidethifigT ey rkpdederit

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.

I 0l Ol INER dzy R th dbef @atle odrsfasiion. it darYidcllids Hdbbies 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.

MEDIC
BOMBER

L . . Lets you make a brains check to heal the wounds
Capable of making improvised bombs from things .
. . of any living creature.
that can be found relatively easily. Players make a L .
. . . If only a short amount of time is spent, 1d4 HP is
Brains roll too see if they succeed. Bomber is a . . .
) o healed. For extended periods of time, 2d4 is
trained ability. S . .
healed every hour. This is with patching up, using

Cost: 3 rags or torn clothes.

EXPERT SCROUNGER 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.
Typically finds more supplies stashed or hidden © this prior fo rofiing

away than one would imagine. Expert Scrounger is 1) Base level healing. Cost: 2

a trained ability. They are also typically able to 2) Base level + Brains healing. Cost: 4
make supplies and resources last longer by only

using them while necessary. STRONG

Cost: 3

You count as two survivors for purposes of moving
obstacles. Strong is a trained ability.

LOCK PICKS
Cost: 2
You can use a lock picking kit to open basic locks.
You can also use improvised picks at a penalty. SURVIVALISM

Players make a Brains roll too see if they succeed.
L 2dzONB RS Fd YF1Ay3a GKS

Cost: 2
have and finding safe food and water in the
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SY @A NEB Y Y S ysiirvivalignizQ tldhedA y @ 1) Using a system. For example, using a
ability. security system to find out where
enemies are, using a radio to find other
Cost: 3 survivors. Cost: 2
2) Using a system in an advance manner. For
SYSTEMS USE example, disabling security systems,

opening electronically locked gates or
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. Players make a Brains roll too see if they succeed.

safes. Cost: 3

Page 9
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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.

FEEBLE
CLUMSY
You are generally weaker than the average person.
2 KSy AG YFGGSNBRI 6KSy A de strrmsth chegks yoycyupgasndiolpgorieand (j K S
pressure gets to you and you do something silly. tend to get in the way if you try to help.
Such as dropping the only flashlight down a
. . Value: 1
massive hole, not securing a door properly or

misplacing the nuclear warhead shutdown
HORROR BUFF

sequence.
Value: 2 You have watched a lot of horror films. A lot. You
know everything bad that will happen. You know
CYNICAL / JADED that nearly all of the survivors will die horribly. You
know there is basically no chance of surviving. This
Screw the world. What did it ever do for you? That can be bad for morale and create high-tension
guy just went out at night without a flashlight. | situations.
/' h![5 &l @S KAYX odzi KSQa OftSINIe&& Iy ARA2G®
Value: 3
Value: 1
JUMPY
DEPENDANT
Gets scared easily, jumps at shadows, scared by
You have someone that depends on you to strange noises.
survive. This can be a child or a pet (probably a
Value: 1
dog...).
Value: 2 LOUD
DEPENDENT You are a loud person by nature. What you
consider a whisper is still pretty loud by other
You are dependent on a substance or vice, be it LIS2 L) SQa adGlkyRINRadit¢cKAa Oy
illicit drugs or medicinal treatment. You will need might attract some unwanted attention...
to get this in the course of the game, and it will put
. Value: 2
everyone at risk.
Value: 3 MINORITY
ESCAPED CONVICT ,2dz FNB I YSYOSNI 2F | YAY2NR

matter as much when the zombies are trying to

1) You were a prisoner when the outbreak eat everyone equally, but people will be people.

happened. Value: 2

. Value: 1
2) You were a famous prisoner. You are

regularly recognised for whatever horrific
. . ONCE BITTEN
crimes you apparently committed. Value:

4
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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
2y 2dz2NESt @Sa a2 AG Fd

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

St

Page 11

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. | mean, if someone's gotta die,
it doesn@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

z

el #2Y Q0 0SS LI AyTFdd 000

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

{2YSiAYSa AGQa ySOSaalNE (2 KAG ' KSEZ NI} GKSNI GKLEyY
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.

Page 12

Iy



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

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 ¢ You throw a Molotov at an enemies head, only to have it

ONJ} &K |G @2dzNJ FSSGK LGQA& Y2NEB fiskah B tvadkedbu bsidggaA T @ 2dz YA a3

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
ALISOA Fe thawedkspdt2 dzQ NS

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 ¢ 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 ¢ 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 ¢ 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 & 2 dz K | H&8y suivikdsQ Wi NI A G = A

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

FILOG2NARTI adzOK | a K2g 2y 3 A tHe éutb@ak Sypenddihgwdbious theS 2 dzil 6 NB I
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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

LiSYya GKIFIG &2dz 6S3Ay GKS 3IFHYS gAGK YIFHe 0SS tAYAGSR oe
O2yNREtfSR ylLGA2yZ AGQA dzyf A(1Ste GKF{d &2dzQNB 3I2Ay 3 (2

In fact the GM can state that you start withnorelevantA 1 SYa A F &@2dzQNB Ay | aAiAddz GAz2y
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
Oty 2F RS2R2N}yid (G2 A3IyAdS GKSYd [ 2dz dzaS o6l yRI 3Sa | yF
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

gFNYyAy3Is &adzOK +Fa a! avylftfSFNOOdea@ANSo ded A WILISE Nty 3T 3§t & 2
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

LT | Ofdzo KAadGa | ¢S] L2AYyds AG R2S& Iy SEGNY pr: 27
applied to the weak pointitself. ¢ KA & YSIya GKFG +y Ayadlyd ({Aff G§KNRdJAK

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
cky 06S dzaSR 2y 6SI]1 LRAyilaoe {s2NRa NB KFENR G2 02YS o
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 ¢ 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
¢KS Waildl yRINRQ T ATNderedsho¥ 2r&o8ly phssible in thigrlotleS a4 K2 G ®

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):
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FLAMETHROWERS

| 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
twiceasmuch,sotheY SEG (62 KSES& [ NB Ryas F2tt26SR o0& (62
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

CeLIAOLFffte dzaASR (2 RSadNRBe SldzA LISyl 6KSy I olF&asS Aa

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,

| St YSia R2yQd IFRR lyé SEGNI LINRGSOGAZ2Y | 3FAyald KSI

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.

LIyAdAay3a I 12Y06AS NBIldzANBa || FLFEANI & €t NBS |Y2dzyd 2F 7
A lighter and a can of deodorant (see improvised weapons), or a pool of burning petrol will be enough. Fire,

al Rftes R2SayQi aLINBFIR FNRY 1 2Y0AS (G2 12Y0AS GSNB S| &A
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.

{2YS SEFYLX Say ! OF NJ NBljdzANBa GKNBS LIS2LIX S G2 Y2@0S AT
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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
AadzNDAG2NE KIF @S GKS W{iINRy3IQ loAfAled

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.

I KSFfAy3a OKSOl Ay O2Yo6ldG Yle KFE@S | GFNBSG 2F ac¢K
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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, theydie® ¢ KS Da Yl & KI @S G(KSY 3S{ dzLJ F FGSNE g GKS
will be enough.
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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.

YYA@Sa GKFG KU
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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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CORE ZOMBIES

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

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

Health ¢ The amount of damage a zombie can take.

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

oas T2YyoAa8Sazx (KA&a 6ArAff 065 (KS KSIR® LT GKA& |Y2dzyd A
damage from the attack.

Speed¢ How fast the zombie moves.

Phases ¢ 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 ¢ Amount that damage is reduced by.

CORE TEMPLATES

Multiple templates may be applied to zombies. ¢ K S I dzy (i S Y LItk with StheRi2nGge ificeésingd G I O
templates. They may be used simultaneously as separate attacks. Similarly weapon zombies may still use their
infectious attack albeit at the reduced damage.

Weapon ¢ These zombies are holding some kind of melee weapon. Theyd2 SEUGNJ} RI YF 383 o6dzi A (¢
infectious.

Fast ¢ 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 ¢ 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(¢ KSaS 3JIdza 2dzaid R2y Qi 1y2s6 6KSy (2 RASH ¢KS& O
cuttingtheirheaR 2 FF® ! 4 Dad RAAONBGA2Yy I (KSe& Ol flsot@Sy Lidzi G K
discretion, they can just die after a set amount of damage is dealt normally. Fire may or may not affect them.

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

be removed.

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

Strong ¢ Strong zombies are better at hurting you.

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

Health Weak- | Speed Phases | Armour | Attack Damage | Lunge Special
spot Rules
Normal 10 5 2 1 0 0 deé (i) - N
Weapon - - - - - +1 ds8 (p) - N
Fast - - +2 +1 - - - dé+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 - - - - R _ N
Strong - - - - - +1 +4 R N
Riot Shield - - - - - - - R 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 ¢ fire ichor at survivors, partially blinding or burning them.

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

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

R2yQil 1y2¢63x odzi (GKS& R2H

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

Shark¢52y QG 32 Ay GKS g SN
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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.
LiQa | faz2 LI2-polthwdl d6ny beiackeksibile with fige&rhs]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
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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.
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