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CHAPTER 1 
 

PATIENT ZERO 
 

Origins of the Zed-Plague 
 
 
It started innocently enough. On an otherwise lovely autumn day 
at a pharmaceutical research facility in Kirkland, Québec, mild-
mannered laboratory technician Ivor Goat was bitten by “Chloe”--
an adorable but highly contagious rhesus monkey--during testing 
of the experimental anti-aging virus Z149x. It wasn’t much of a 
bite, and he thought very little of it. 
 
Within 24 hours, however, Mr. Goat--later known as “Patient 
Zero”--began to suffer severe flu-like symptoms, coupled with 
irritability, a blank stare, and excessive drooling. Within 72 
hours, despite intensive medical treatment, he was pronounced 
dead at Lakeshore General Hospital. 
 
A few minutes later the corpse reanimated. The creature groaned 
once at the shocked medical staff, and then launched into an 
unthinking murderous rampage against all it encountered, feeding 
on their very flesh. Those who did not die immediately soon 
underwent the same hellish transformation. 
 
Such was the first known case of zombification, and the origin of 
the zed-virus plague. While some women and an even smaller 
proportion of men are resistant to its effects, no one is immune. 
Today more than 99.9% of humankind has been destroyed.  
 
As Conservative federal governments had warned for years, 
Montréal paid price for years of strict firearms control and was 
soon overrun by hordes of slavering undead. The plague defied 
efforts to contain it, carried by refugees fleeing the city, 
travelers, and even by visiting members of the Boston Bruins 
(returning from a particularly brutal away game against the 
Canadiens--a game which, with the collapse of civilization, will 
likely forever hold the record for the most penalty minutes for 
biting). 
 
Once more exhibiting the sort of heavily-armed emergency 
preparedness and social solidarity evident during Hurricane 
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Katrina, the United States succumbed to the zombie onslaught too. 
So too did the rest of the Americas, Europe, Asia, and Africa. 
Only on the small, distant island republics (for which the zed-
plague meant, ironically enough, respite from the prior 
existential threat of global warming) might fragments of 
civilization have persisted. 
 
 

* * * 
 
ZoMbIeS is--generally, but not always--a cooperative skirmish 
game for one to six players, set approximately one year after the 
first onset of the zombie apocalypse. Each player represents one 
(or more) of the 0.1%--that is, one of the rare survivors. Amid 
the ruins of civilization they must find refuge, scavenge for 
supplies, search for loved ones, seek others with whom they might 
cooperate, and cling to the desperate hope that somewhere, 
somehow, there is a safe haven from the undead blight that stalks 
the earth. 
 
Beware, however! Not only is the world overrun with animated 
corpses seeking to engorge on the entrails of the unwary, but 
many of the few surviving humans can be just as deadly. Some 
would cheat or rob to survive. Others might kill as readily as 
they would expire any zed. Tuvalu, Vanuatu, or the Maldives are 
all so very, very far away. 
 
In a game players might have a particular destination to reach or 
task to accomplish, or might simply be on a search for much-
needed supplies. Generally players cooperate to achieve these, 
but in some cases survivors may have secret personal objectives, 
or be pitted against each other. 
 
Players must try to achieve your goals while keeping keep their 
survivors alive--and uninjured, if possible. At all costs they 
should avoid being bitten, for it is in that way that the 
devastating zed-virus is spread.  
 
Each survivor may have a number of traits that modify their 
abilities. Positive traits enhance these, while negative traits 
impose penalties.  
 
There are four basic types of zombie: 
 

• Shufflers are the most common form of zombie, generally 
moving at a walking gait but capable of slow bursts of 
speed. They are constantly driven by their need for living 
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flesh, without which they will slowly grow weaker. They are 
similar to the zombies encountered in Night of the Living 
Dead. 

 
• Ankle-biters are zombies that, due to disability during 

their prior life, subsequent injury, or lack of feeding 
since zombification, are especially weak and slow. While 
less dangerous than other sorts, they are still fully 
capable of infecting a victim with their bite. Ankle-biters 
resemble the “zombie in the grass” first encountered by Rick 
Grimes in Walking Dead. 

 
• Runners are especially fast and dangerous zombies. Their 

speed makes them difficult or impossible to outrun, and 
their frantic, vicious attacks are especially deadly. These 
zombies resemble those of 28 Days Later and 28 Months Later. 

 
• Boss zombies are more intelligent than others, having 

retained some rudimentary knowledge from their previous 
lives. This zombie is inspired by “Big Daddy” from Land of 
the Dead. 

 
The actions of zombies are generally determined by the game 
rules. However, if a player loses all of her/his survivors in a 
multiplayer game, they may continue play as a boss zombie, or as 
other survivors. 
 
The zed-virus but does not cause zombification in animals, but 
can cause illness or increased aggressiveness. At times, 
therefore, survivors may encounter packs of vicious feral dogs 
that feed upon survivors and decaying corpses alike. 
 



	  

 
 

CHAPTER 2 
 

PREPARING THE APOCALYPSE 
 

Setting up and Starting the Game 
 
 
Playing the game requires zombie and survivor figures, various 
tokens and zombie markers, several six sided dice (d6) and one 
random direction die. Event cards may also be used. 
 
The characteristics of survivors may be determined by the 
scenario or determined by a previous game. Player-controlled 
survivors are also known as characters.  
 
Alternatively, a point system may be used, where each player is 
given a certain number of points with which to “purchase” a 
character or group of character. A character costs 20 points, 
plus the cost of traits and equipment. Some characters (typically 
those who are taller or more robust than others because they are 
allegedly 28mm scale figures that are actually closer to 32mm) 
are classified as “heroic.” In addition to having the hero trait 
(and many others besides) they also have particular foibles. 
 
Designate one table edge as the starting edge for characters. In 
some scenarios the survivors may instead begin the game on the 
board in specified locations, although for game purposes a 
“starting edge” must still be nominated. 
 
Tally the total number of characters in the game, and add half 
the number of buildings and ruins. This is the number of incident 
tokens placed on the board. Place these in randomized locations, 
making sure that all are at least 6” from the starting table 
edge. Incident tokens may represent zombies, other survivors, 
packs of feral dogs, items, or nothing at all--the players will 
not know until they have been identified. 
 
If using event cards, shuffle the deck, draw five, and set these 
aside face down. These five will no be used in the game. 
 
 
GAME OBJECTIVES 
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The game objectives should be set in advance. These might include 
such tasks as: 
 

• gathering a certain number of supplies 
• finding a particular item 
• searching a minumum number of buildings 
• searching particular locations 

 
Primary objectives are those that must be met to win the game. 
Secondary objectives are those that will benefit specific players 
or the team if fulfilled. 
 
 
GAME SEQUENCE 
 
The game sequence is as follows: 
 

• Game phase 
1. Loud Noise 
2. Test for random event. 
3. Test for reanimation, if necessary. If the game is over, 

test for infection. 
4. Move incident tokens. 

 
• Menace phase 

1. Player-controlled zombie bosses (if any) apply actions.  
2. Zombies move and attack. 
3. Independent survivors act. 
4. Feral dog move and attack. 

 
• Survival phase 

1. Human players conduct actions, one player at a time. 
2. Test for reanimation, if necessary. 
3. If the game is over, test for infection. 

 
On the first turn of the game, skip directly to the survival 
phase. 
 
 
 
END OF THE WORLD? 
 
If a survivor, zombie, or feral dog moves off the game board it 
is removed from play. Incident tokens stop at the table edge, but 
are not removed. 
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IMPOSSIBLE ODDS 
 
If due to modifiers the score needed to achieve a player action 
is higher than 6, then use the following procedure: 
 

• roll a die, requiring exactly a 4 
• if so, the roll a second die and add this to 4 

 
Thus to achieve a 7 a player requires a 4 and a 3+, to achieve an 
8 one needs a 4 and a 4+, and so forth.



	  

 
 

CHAPTER 3 
 

CHAOS UNLEASHED 
 

The Game Phase 
 

 
As noted in Chapter 2, the game phase consists of two elements: 
 

1. Remove old Loud Noise markers. 
2. Test for random event. Also test for reanimation or 

infections, if necessary (Chapter 6). 
3. Move incident tokens. 
 

 
LOUD NOISE 
 
Loud Noise markers indicate locations where a groan, SHOUT, 
gunfire, engine noise or similar might attract zombies.  
 
Remove any markers presently on the board that were placed in 
last turn’s game phase or earlier, unless they are on a vehicle 
that moved last turn. 
 
 
RANDOM EVENTS 
 
To generate a random event, roll 2d6 and consult the random 
events table in Appendix 1. Apply the effect(s) listed. 
Alternatively, players may draw from a custom-designed deck of 
event cards. 
 
If the current number of survivors and Loud Noise markers on the 
board exceeds the sum of these dice (or the number listed on an 
event card), an additional incident token may be place on the 
board. Find the corner furthest from a character: if there are no 
incident tokens within 12”, place the token in that corner. In 
the case of very large tables, treat the play area as two 
separate boards, and place the token in the corner of the board 
with the most survivors. 
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If any characters have been killed and are marked with a corpse 
token, check for reanimation (Chapter 6). If it is the end of the 
game, check for infection (Chapter 6). 
 
 
INCIDENT TOKENS 
 
Next, move each incident token 2d6” according to the following 
priorities. Roll separately for each token. 
 

1. If any survivors are within the distance diced and also 
within LoS of the token, move the token by the shortest 
route to within 6” of the nearest visible survivor. Then 
roll 2d6, and consult Table 3.1 to resolve the incident 
token. 

2. Otherwise, if any Loud Noise markers are on the board, 
instead move the token by the shortest possible route 
towards the nearest one. 

3. Otherwise, move the token in a random direction. If it 
reaches a table edge it stops, but is not removed. If it 
moves with 6” of a survivor it immediately stops and is 
resolved using Table 3.1. 

 
 

die roll result 
12 Replace the token with d3 independent survivors. 
11 Replace the token with a special item marker (to be resolved when 

picked up by a character). 
10 Replace the token with a supplies marker (worth d6 supplies when 

picked up by a character). 
9 Replace the token with d6 feral dogs. If there is already a group 

of feral dogs on the board, instead add one to its number. 
8 Replace the token with a single ankle-biter. 
7 Replace the token with a d3 shufflers 
6 Replace the token with a runner. 
5 Replace the token with d6 shufflers 
4 Replace the token with d3 runners 

3-2 If there are currently fewer zombie bosses than players in the 
game, replace the token with a zombie boss, then roll again. 
Otherwise, replace the token with an ankle-biter, shuffler, and 
runner. 

 
Table 3.1: Resolving Incident Tokens 
 
The movement of incident tokens does not mean that the object 
represented has necessarily moved. Rather it also reflects 
uncertainty as to exactly what and where the object is. 
 
 



	  

 
 

CHAPTER 4 
 

DANGER, DANGER EVERYWHERE 
 

The Menace Phase 
 

As noted in chapter 2,the Menace Phase consist of four elements: 
 

1. Player-controlled zombie bosses (if any) apply actions.  
2. Zombies move and attack. 
3. Independent survivors act. 
4. Feral dogs move and attack. 

 
Zombies farther than 2” from another move as individuals. Those 
within 2” of each other generally move as a group. 
 
ZOMBIE BOSSES 
 
If a zombie-boss is controlled by a player it moves before other 
zombies do. When controlled by players, bosses perform two 
actions (like human survivors) rather than moving automatically 
(like most zombies) Player-controlled zombie bosses may only 
perform the following actions: 
 

• SPOT: similar to humans, except ocular decay means that 
zombie bosses suffer a d6 penalty in daytime.  

• MOVE or RUN: similar to humans, although a MOVE is only 4” 
and a RUN is d6+4” 

• MELEE: similar to humans, but needing a 3+ to hit and doing 
+1 damage. Use Table 6.1 to resolve damage from hits. 

• ENTER/EXIT: similar to humans. 
• GROAN: a special version of SHOUT (see Chapter 5). 
 

See Chapter 5 for more detail on how human actions work.  
 
If not controlled by a player, zombie bosses use the automatic 
movement rules in the next section. 
 
 
ZOMBIES 
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Zombies behave as follows, starting with the group nearest to 
survivors (followed by the next nearest group, and so forth): 
 

1. If zombies are within 24” and LoS of humans or within 12” 
and LoS of feral dogs (in that order of priority), they move 
quickly directly towards them by the shortest possible route 
in an attempt to melee. Roll for each zombie to see the 
distance travelled, using Table 5.1.  

2. Otherwise if there are any Loud Noise markers on the board, 
zombies move quickly by the shortest possible route towards 
the nearest one, also attempting to melee. Roll for each 
zombie to see the distance travelled, using Table 5.1. 

3. Otherwise move the zombie in a random direction (zombies 
often move in a pack, so only dice direction all zombies in 
a group). In this case, ankle-biters move 2”, shufflers move 
4”, and runners move 8” as noted in Table 5.1. 

 
Regular obstacles (such as fences, hedges, or rough terrain) 
deduct 2” from the distance travelled. Tall walls and chain-link 
finces deduct 4” from the distance travelled (since zombies are 
poor at climbing). Standing up deducts 1”. Buildings may pose 
particular challenges--for details, see Chapter 7. 
 

zombie type moving quickly random movement 
ankle-biter d6” 2” 
shuffler d6+4” 4” 
runner 3d6” 8” 

zombie boss d6+4” 4” 
modifiers: 

• obstacle: -2” or 4” 
• standing up: 1” 

 
Table 4.1: Zombie Movement 
 
When moving zombies into a melee, a zombie will always move 
adjacent to the closest target that does not yet have a zombie 
within melee range (1/2”), if possible. If this is not possible, 
they will instead move adjacent to the nearest target. They 
prefer humans to feral dogs. 
 
Once all zombies have moved, zombies who are within 1/2” (melee 
range) of a human or feral dog will attack: 
 

• Ankle-biters hit of a 5+ (and do -1 damage). 
• Shufflers hit on a 4+ (and do +0 damage). 
• Runners hit on a 3+ (and do +1 damage). 
• Bosses hit on a 3+ (and do +1 damage). In addition, they 

will GROAN during the attack so as to attract additional 
zombies next turn. 
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• If the target is grabbed, zombies add +1 to their attack die 
for each grab on the target. 

 
All zombie hits made with a natural score of “6” count as bites. 
 
See Chapter 6 (Wounds, Death, Expiration, and Reanimation) and 
Table 6.1 to determine the effect of hits. 
 
 
INDEPENDENT SURVIVORS 
 
Independent Survivors are those that are not under the control of 
a player. Their attitude to other survivors may be predetermined 
in the scenario, otherwise it should be determined as soon as the 
two groups of survivors are first within 24” and LoS. To do this, 
roll d6 and consult Table 4.2. 
 
Attitude will affect the behavior of independent survivors, and 
will also affect any subsequent attempt at negotiation. 
Independent survivors use the same actions as player characters 
(see Chapter 5: Survival Phase). 
 
 

die 
roll 

attitude negotiation 
modifier 

0-1 The independent survivors are hostile, and will 
attempt to attack the players. 

-2 

2 The independent survivors are fearful, and will 
attempt to flee. 

-1 

3-5 The independent survivors are wary. 0 
6-7 The independent survivors are friendly. They will be 

willing to barter if within 3”. 
+1 

8+ The independent survivors are allies, and are now 
controlled by the closest player for the duration of 
the game (acting in the Survival Phase like any other 
characters) 

N/A 

Modifiers:  
• -2 if characters have entered a barricaded building during the game 
• +/1 if any charismatic/abrasive trait within 24” and LoS 

 
Table 4.2: Survivor Reactions 
 
 

Hostile survivors:  
• If within 6” and LoS of a player, zombie, or feral dog (in 

that order of priority), MOVE towards it and MELEE as many 
targets as possible.  

• Otherwise, if wounded by ranged fire last turn and not in 
cover, MOVE and RUN to nearest cover. Do not enter a 
building. 
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• Otherwise, if shot at last turn, return fire with AIMED SHOT 
if target within range. 

• Otherwise, if in a building or cover and within medium range 
and LoS of a player or zombie, AIMED SHOT at the nearest 
target once. 

• Otherwise, if within medium range and LoS of a player or 
zombie, SNAP SHOT at the nearest target once, then MOVE 
towards cover. 

• Otherwise, if designated as a sentry by the scenario and no 
firearms have yet been shot in the game, roll d6: on a 1 
reverse direction, otherwise move this many inches towards 
the next waypoint. (Waypoints are pre-designated patrol 
routes established by the scenario.) 

• Otherwise, MOVE towards the nearest group of survivors 
within LoS or Loud Noise marker, unless this would take the 
independent survivors within 12” of a zombie. 

• Otherwise, MOVE in a random direction. 
 
Fearful survivors: 
• If within 3” of a zombie or feral dog (in that order of 

priority), MOVE towards it and MELEE.  
• If within 6”” of an independent survivor, RUN in the 

opposite direction unless this would take the independent 
survivors within 12” of a zombie. 

• Otherwise, MOVE towards the nearest table edge or barricaded 
building (whichever is closest).  

 
Wary survivors: 
• If within 6” of a zombie, or feral dog (in that order of 

priority), MOVE towards it and MELEE.  
• Otherwise, if within 12” of a runner or boss zombie, SNAP 

SHOT at it if possible. If not, RUN in the opposite 
direction. 

• Otherwise, MOVE in a random direction. 
 
Friendly survivors: 
• If within 6” of a zombie, or feral dog (in that order of 

priority), MOVE towards it and MELEE.  
• If within 12” of a runner or boss zombie, SNAP SHOT at it if 

possible. Otherwise RUN in the opposite direction. 
• Otherwise MOVE towards the nearest player within LoS by the 

shortest route without moving closer than 12” to a zombie.  
Halt when arriving within 3” of the player.  

 
When firing, independent survivors will fire semiautomatic, 
unless one of their party has been killed by characters. In that 
case, they will fire on full automatic, if possible. 
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FERAL DOGS 
 
Packs of vicious feral dogs roam the cities and countryside. They 
are generally fast enough to avoid zombies, and will take down 
weak or isolated ones. They will also attack survivors. Feral 
dogs always move as a pack, and pack members will never move more 
than 2” from each other.  
 

• If a pack of feral dogs were shot at and hit with a firearm 
within 12” last turn they flee, moving 3d6 in the opposite 
direction. 

• If a pack of feral dogs is outnumbered two-to-one or more in 
a melee, they flee 3d6 in a random direction. Runners and 
zombie bosses count as two figures for this purpose 

• If in melee last turn and still within melee range of a 
target, the pack attacks as many targets as possible within 
6” 

• Otherwise, if the total number of zombies and humans within 
12” is half the number of feral dogs in the pack or less, 
the dogs attack (runners and zombie bosses again count as 
two figures for this purpose). Roll 3d6 for the pack and 
attempt to move them into melee (1/2”) contact with as many 
targets as possible.  

• Otherwise, they move d6 in a random direction. 
 
Feral dogs ignore survivors in intact or barricaded building, 
whether the building is breached or not. They treat ransacked 
buildings simply as rough terrain. 
 
Feral dogs hit on a 4+ 
 
If a survivor uses the NEGOTIATE action to befriend a feral dog, 
place the dog beside the character. It will move in the survival 
phase to stay within 1” of the character at all times, and attack 
any zombie or hostile human within 1” the player character.



	  

 
 

CHAPTER 5 
 

STAYING ALIVE 
 

The Survival Phase 
 
 
As noted in Chapter 2, the human phase consists of one element: 
 

1. Human players conduct actions, one player at a time. 
 
In a cooperative game there is no fixed sequence of players, 
although each player must complete her/his actions before the 
next one moves. If a dispute arises it is resolved by the 
survivor with the leader trait (if more than one survivor has 
this, it is then determined by the player with the biggest gun.  
 
In a game featuring rival groups of survivors, dice at the start 
of the game which side will move first throughout the game. All 
of one group’s actions must be completed before the next group 
starts theirs. 
 
 
ACTIONS 
 
Survivors may take up to two regular actions in a turn, or one 
double action. The allowable actions are MOVE/RUN, HIDE, 
ENTER/EXIT, SPOT/OBSERVE, SNAP SHOT/AIMED SHOT, RELOAD, MELEE, 
NEGOTIATE, FIRST AID, PANIC/RALLY, SEARCH, BARRICADE, and 
SHOUT/GROAN. 
 
If a panicky character starts the Survival Phase within 1” of a 
zombie (or in the same building as one) and no leader is within 
12”, roll a d6: a result of 1-2 the means character panics, and 
may only perform PANIC or HIDE actions until they RALLY.  
 
Move/Run (single/double action) 
 
Move the survivor 6” in any direction. This may be modified by 
the traits slow and fast. Obstacles (such as fences, hedges) 
deduct 2” from the distance travelled. Standing up deducts 1”. 
Heavy encumbrance deducts 1”. 
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One or two survivor may also choose to assist the MOVE (but not 
RUN) of another survivor within 1” who is wounded or in difficult 
terrain. Place the characters adjacent to each other. Add their 
MOVE distances together, and divide by the total number of 
persons, rounded down to the nearest inch. This is their 
collective MOVE speed. 
 
If the survivor moves again in the same turn, this counts as a 
RUN. Add d6” (instead of 6”) to the second movement, as well as 
modifiers for traits, obstacles, and encumbrance. If the result 
is negative, count as zero. 
 
Characters with the climber trait may use this to MOVE and RUN 
vertically, up the sides of buildings at one-third their normal 
speed. If a natural 1 is thrown while attempting to RUN under 
these circumstances, the climber instead falls and must test for 
damage (see Chapter 6 for details). 
 
A survivor may not MOVE or RUN when grabbed. 
 
 
Hide (double action) 
 
The character may move up to 4” to suitable cover and attempt to 
HIDE. Roll 3d6 (+/-d6 with the noisy/stealthy trait). Subtract 6” 
from this total if hiding in a building. Add 1” if seriously 
wounded. If the total is less than distance to the nearest zombie 
within LoS, the attempt is successful, and the survivor is 
counted as no longer in LoS of any zombie until the start of 
his/her next turn. 
 
Characters may also attempt to hide from other survivors. The 
procedure is the same, but roll a base 4d6, or 5d6 if the 
character ran or used a firearm last turn. 
 
A survivor may not HIDE when grabbed. 
 
 
Enter/Exit (single action)  
 
May be used by a survivor to enter a building or vehicle if 
within 2” of a door or within 1” of a ground floor window (+/- 1” 
for the fast/slow attribute). If the status of the building has 
not previously been determined, do so immediately using Table 
7.1. 
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• If the building is ransacked, it may be entered freely. Roll 
a d6 upon entering for the first time: on a score of 1 or 2 
it contains d3 zombies (roll for determine each: 1,2: ankle-
biter, 3-6 shuffler) 

• If the building is intact, a score of 3+ is needed to enter 
it (with the strong, looter, handy, and weakling traits 
providing modifiers). Mark the entry point (door or window) 
with a breach marker. Roll a d6 upon entering for the first 
time: on a score of 1 it contains a d3 ankle-biters. 

• If the building is barricaded, a score of 6+ is needed to 
enter it (with the strong, looter, and weakling traits 
providing modifiers). Mark the entry point (door or window) 
with a breach marker. Roll d6 upon entering for the first 
time: on a roll of 6 it contains d3 survivors. Determine 
their attitude using Table 4.2. 

• Roll a d6 upon entering an unsearched vehicle for the first 
time: on a score of 1 it contains an ankle-biter. 

• A shotgun may be used to assist in creating a breach by 
shoot off locks or hinges. Expend one shell (shot or slug), 
and +1 to the ENTER attempt. 
 

Place a breach marker where the survivor entered, and place the 
survivor inside within 2” on the entry point. Once a building has 
entered by a character, any other survivors may ENTER by the same 
breach point without needing to roll. A survivor may not ENTER or 
EXIT when grabbed. 
 
When the action is being used to EXIT, place the character 
outside the building within 2” of the nearest door or breach 
point (in any building), or within 1” of a window (in a ransacked 
or intact building). 
 
For multi-story buildings, see Chapter 7. 
 
 
Spot/Observe (single/double action) 
 
A survivor may, as a single action, attempt to quickly SPOT one 
incident token or building within line-of-sight in order to 
identify it To do this, the player rolls a 4d6 (2d6 at night), 
adding or subtracting a d6 from the number of dice rolled if they 
have the keen-sighted or near-sighted trait respectively. Also 
subtract d6 if the incident token is in cover. Subtract 1” for a 
serious wound. 
 
If the total is greater to or equal to the distance (in inches) 
to the token or building within inches, the identification effort 
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is successful: immediately use Table 3.1 to resolve a token, or 
Table 7.1 to identify the status of the building. 
 

* * * 
 
A survivor may, as a double action, choose carefully to carefully 
OBSERVE one incident token or building within line-of-sight. Use 
the same procedure as for the SPOT action, but double the total 
dice score (if using unaided vision) or triple it (if using a 
rifle scope or binoculars). 
 
Note that if a player makes an unsuccessful SPOT attempt with 
their first action, they may immediately choose to prolong this 
to OBSERVE with their second action. In such a case they use the 
same dice total previously rolled. 
 
 
Melee (single action) 
 
A survivor within 1/2” (melee range) of a zombie, feral dog, or 
other survivor may use a MELEE action to engage it in close 
combat. Roll a d6 (modified +/-1 by brawler or wimp trait, and -1 
for each serious wound or grab the attacker has): a result of 4 
or more indicates a hit. 
 
If an attacker wishes to inflict non-lethal damage the suffer a -
1 penalty on the attack. 
 
See Chapter 6 (Wounds, Death, Expiration, and Reanimation) to 
determine the effect of a hit. 
 
 
Double-tap (single action) 
 
This is a special variation of the SNAP-SHOT or MELEE action. 
Remove a corpse marker or incapacitated target within 1” (by 
melee) or within short range If this is done by ranged weapon, 
one ammunition is used. If by firearm, place a Loud Noise marker. 
 
 
Reload (single or double action) 
 
It is a single action to: RELOAD a pistol, submachine gun, or 
rifle with a fresh magazine; reload a double-barreled shotgun; to 
load an arrow in a cross bow; or to ready a Molotov cocktail. 
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It is a double action to: RELOAD a revolver or pump-action 
shotgun; to load an empty magazine with new bullets; or to clear 
a jammed weapon. 
 
 
Snap Shot/Aimed Shot (single/double action) 
 
A SNAP SHOT is quickly-aimed fire at a target, be it a zombie, 
human, or animal (but not an incident token). Shooting may 
involve firearms, a bow/crossbow, throwing explosives and 
pyrotechnics, or throwing projectiles (such as rocks, knives, or 
spears). If they wish survivor may take two SNAP SHOTs in their 
turn, as separate actions one after the other.  
 
Consult Table 5.1 below to determine whether the target is within 
short, medium, or long range, and then roll a d6. A modified 
score of 4+ is needed to score a hit at short range, a 5+ at 
medium range, and a 6+ at long range.  
 
The initial die score may be modified by the good throwing arm, 
marksman, archer, or poor shot traits. Subtract 1 if the target 
is a zombie or dog in cover, and -2 if the target is a human in 
cover. There is also a penalty of -1 for every serious wound or 
grab on the shooter and -1 for shots fired on automatic after the 
first. S 
 
Survivors firing from a vehicle count double the range to the 
target, unless firing from an open-topped vehicle that does not 
move during that turn. 
 
 
weapon short/medium/long  

(range in inches) 
damage 
bonus 

bare hands, knife (melee) -1 

knife, club, spear, 
skillet 

(melee) 0 

sword, machete, axe, 
sledgehammer 

(melee) +1 

projectile, taser  2/3/4  -2 (rock) 
0 (spear) 
special (taser) 

bow/crossbow 2/4/12 0 

pistol  3/5/10 0  

shotgun 
(sawn-off: half range)  

4/8/12 (shot) 
4/6/15 (slug) 

+1/+0/-1 (shot) 
+1(slug) 

submachine gun 
rocket or grenade launcher 

4/10/20 0 (SMG) 
special (rocket, grenade) 
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carbine or personal 
defence weapon (PDW) 

4/15/30 0 

rifle  4/20/40  0 

machine gun 4/25/50 +1 

heavy sniper rifle 4/26/52 +2 

grenade 3/4/6 special 

score required to hit: 
• 4 at short range 
• 5 at medium range 
• 6 at long range 

 
modifiers: 

• +1 AIMED SHOT 
• +/-1 for good throwing arm, marksman, archer, or poor shot traits 
• -1 for each serious wound or grab 
• -1 or -2 if target in cover 
• -1 automatic fire 

 
Table 5.1: Melee and Ranged Weapons 
 
Grenades, grenade launchers, rockets, Molotov cocktails, 
dynamite, and similar items also determine the range and roll a 
d6 to hit as do other range weapons, but with special 
consequences: 
 

• If a grenade hits then the effect is centered on the 
location targeted by the survivor. Otherwise, the grenade 
scatters d3” in a random direction.  

• A fragmentation grenade explodes causing targets within 1” 
to be hit at +1 damage, those with 2” to be hit at -1 
damage.  

• A Molotov cocktail causes targets within 1” to be hit at -1 
damage. If used in or against a building or vehicle it sets 
it alight, rendering it impassible for the rest of the game. 

• A smoke grenade does no damage, but instead blocks LoS 
within 2” for 2 full turns. 

• A tear gas grenade causes every survivor within 2” to lose 
an action for two full turns. 

• Dynamite can be set (taking a single reload action) then 
placed (using a GET action) or thrown (using a SNAP FIRE 
action). Roll at the end of each subsequent survival phase 
to see if it detonates: 1: fuse goes out; 2-3: the fuse 
keeps burning; 4+ it explodes. 

• Any house within 1” of an exploding grenade or dynamite is 
reduced by one class (barricaded>intact>ransacked>ruin). 

• Any house hit by a rocket launcher is also reduced by one 
class. In addition, any zombies or survivors within the 
building are hit at -1 damage. 
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See Chapter 6 (Wounds, Death, Expiration, and Reanimation) to 
determine the effect of hits. A target hit by a taser will 
instead be incapacitated until next turn, unless wearing heavy 
clothes or body armour. 
 
If a firearm is used, place one Loud Noise marker on the 
shooter’s position for each round of ammunition expended. If a 
fragmentation grenade or dynamite is used, place a single marker 
where the explosion occurred. 
 

* * * 
 
An AIMED SHOT involves more careful and deliberate shooting. It 
uses the exactly same procedure as SNAP SHOT but with a +1 bonus 
to the die roll to hit. It may not be performed if there is a 
zombie, feral dog, or hostile survivor within 1” 
 
 
Search (double action) 
 
The survivor moves up to 3” and searches a building they have 
previously entered or a vehicle to which they are now adjacent. 
Roll a d6, add +/-1 if the survivor has the looter/careless 
trait, and consult Table 5.2: 
 
modified 
score 

ransacked intact barricaded vehicle 

0 empty--no more 
searches  

empty--no more 
searches  

empty--no more 
searches  

empty--no 
more 
searches  

1 ankle-biter --
may keep 
searching 

ankle-biter --
may keep 
searching 

nothing--may 
keep searching 

ankle-biter 
--no more 
searching 

2 empty--no more 
searches  

empty--no more 
searching 

empty--no more 
searching 

empty--no 
more 
searching 

3 empty--no more 
searching 

empty--no more 
searching 

nothing--may 
keep searching 

empty--no 
more 
searching 

4 empty--no more 
searching 

nothing--may 
keep searching 

d6 supplies empty--no 
more 
searching 

5 nothing--may 
keep searching 

d6 supplies 2d6 supplies nothing 

6 d6 supplies special item special item d3 supplies 
7 2d6 supplies 2d6 supplies special item special item 
8 special item 3d6 supplies 3d6 supplies d6 supplies 
 
Table 5.2: Search Results 
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If an “empty” result is obtained, all further searching the 
building or vehicle will be fruitless for the remainder of the 
game. (This means any subsequent survivors would search with no 
chance of success.) If a “nothing” result is obtained, searching 
may continue by other survivors or in subsequent turns. If a 
special item is found, consult Appendix 3 (Special Items). The 
item is automatically added to the character’s inventory unless 
they choose to leave it for another to pick up. 
 
A SEARCH can also be used to determine whether a vehicle itself 
functional. For details, see Chapter 7. 
 
A survivor may not SEARCH if grabbed. 
 
 
Negotiate (double action) 
 
A survivor may either barter with any group of friendly 
independent survivors within 3”, or attempt to attempt to change 
the attitude of any independent survivors within 12” and LoS. (If 
you have not yet done so, determine the attitude of the 
independent survivors.) Negotiation at a distance of over 6” 
counts as a SHOUT, and may attract zombies. 
 
Roll d6, and add or subtract appropriate trait modifiers, and 
consult table 5.3: 
 
modified 
die roll 

result 

0 The attitude of the independent survivors worsens by two levels, 
no further negotiations permitted during the game. 

1-2 The attitude of the independent survivors worsens by one level. 
3-4 Negotiations continue. 
5+ The attitude of the independent survivors improves by one level. 
Modifiers:  

• Independent survivors hostile -2; fearful -1; welcoming +1 
• +/-1 each charismatic/abrasive trait within 6” and LoS 

 
Table 5.3: Negotiation Results 
 
As described in Chapter 4, if the independent survivors become 
“allies” they immediately join the group and become player 
characters. 
 
When NEGOTIATE is used to barter with friendly survivors, roll a 
d6 to determine what they have to sell:  
 

• 1-3: 2d6 supplies 
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• 4-5: two special items (roll on the special item table in 
Appendix 3 to determine what it is). 

• 6: two special items, 2d6 supplies  
 
The “price” of an object (in supplies) is noted in the cost 
column of Appendix 3. 
 
The NEGOTIATE action can also be used to befriend a feral dog. In 
this case, a modified score of 6+ is required. 
 
 
Get (single action) 
 
This action is used to pick up an object from the ground within 
1”, or to exchange an object with another survivor within 1”. In 
the latter case, both survivors must perform a GET action. 
 
A single GET action can also be used to fuel a vehicle within 1” 
if the character has a supply of gasoline. Removing gasoline from 
a vehicle requires a double GET action, plus a siphon and 
container. 
 
 
First Aid (double action) 
 
One survivor may attempt to heal another survivor within 3.” Both 
survivors must choose this action (meaning that neither may do 
anything else this turn). Move the care-giver next to the wounded 
character, and roll a d6 (modified +2 by the medic trait and +1 
by a first aid kit): on a 4+ remove a wound. Each character may 
only have one wound removed in this way per game. 
 
A survivor may not provide or receive FIRST AID if grabbed. 
 
 
Barricade (double action) 
 
Must be inside building. Roll a d6: on a 4+ remove a breach 
marker. Cannot be used on a ransacked building. 
 
 
Panic (action) 
 
This action is usually taken only because of a random event, or 
because the character has the panicky trait. 
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If within 3” of a zombie, the character screams (which counts as 
a SHOUT). In any case, move the character d6” towards their 
starting table edge by the shortest possible distance, without 
approaching with 12” of a zombie, feral dog, or independent 
survivor. 
 
At the end of the action, roll a d6 (adding +2 if a leader within 
12”): on a 5+ the character stops panicking. 
 
 
Shout/Groan(single action) 
 
The survivor or zombie boss makes a loud noise in an attempt to 
attract zombies. Place a Loud Noise marker where the SHOUT/GROAN 
has taken place. 
 
If the zombie boss is also within 12” of a table edge, roll d6: 
on a 5+ place an incident token there.



	  

 
 
 

CHAPTER 6 
 

OF HEAVEN AND HELL 
 

Wounds, Death, Expiration, and Reanimation 
 
When a melee or ranged weapon successfully hits a target, it is 
necessary to see how many wounds are inflicted on the target. 
Humans and feral dogs die after receiving a certain number of 
wounds (at which point, humans may reanimate as zombies later in 
the game). Zombies do not, technically, die but rather expire 
after receiving a certain number of wounds.  
 
 
DETERMING WOUNDS 
 
The effect of wounds is determined using Table 6.1. Roll d6, an 
apply modifiers for weapons damage (Table 5.1) as well as 
relevant traits (strong, weak, sharpshooter). Zombie bosses and 
runners +1 to their damage, while ankle-biters damage at -1. 
 
Remember that all zombie hits made with a natural score of “6” 
count as bites, and may cause later infection. 
 
If a zombie attack results in a “grab” result against a human, 
then place the bases of the figures in contact to indicate this, 
unless the survivor has the “nimble” trait.  All subsequent melee 
attacks on that human (by anyone) are resolved at +1 to hit, the 
victim may not move, and has a -1 die roll modifier to most other 
actions (as if it were seriously wounded). This effect is 
cumulative, or a survivor suffering two grabs acts at -2, etc. 
 
A grab ends as soon as the zombie expires, or is successfully hit 
by any ranged or melee attack. 
 
modified 
die roll 

effect of human attack effect of zombie and dog attacks 
effect of falls 
effects on vehicles 

0 or 
less 

no effect  no effect (including bites) 

1 target staggers back 1” and 
falls 

zombie bites flesh: (“but it’s 
only a scratch!”)—target does not 
suffer a wound, but does count as 
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bitten 
 
zombie claw grabs tight: target 
does not suffer a wound, but does 
count as grabbed. 
 
feral dog grabs clothing: target 
does not suffer a wound, but does 
count as grabbed. 
 
fall: stunned, fall down, and 
lose all remaining actions this 
turn. 
 
vehicle: no effect.  

2-4 one wound one wound 
5 two wounds one wound 
6 head shot--instant kill against 

all targets 
two wounds 

7+ two wounds two wounds 
Modifiers: 
+/- weapons damage modifiers (see Table 5.1) 
+1 zombie boss or runner 
-1 ankle-biter 
+/-1 from strong, weak, sharpshooter traits 
-1 for each serious wound or grab on an attacking human (melee only) 
-1 if melee attack and target is padded clothing or body armour 
-2 if ranged attack and target is wearing body armour 
 
Table 6.1: Damage 
 
 
Falling 
 
If a survivor falls or jumps down more than 2”, roll a d6 and 
subtract the distance. Then roll on Table 6.1, treating a 
positive result as a negative modifier and vice-versa. Thus a 
character jumping 4” and rolling a 3 would test for a wound at 
+1. 
 
 
EFFECTS OF WOUNDS 
 
Humans can receive two wounds, and will die when they receive a 
third. (The tough trait allows a player to ignore the first wound 
received in a game, while the “first aid” action allows one wound 
to be removed per game. The feeble trait means a survivor will 
die with two wounds, instead of three.) 
 
When a survivor has two wounds, the second is considered a 
serious wound. A survivor with a serious wound suffers a -1 
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penalty to almost every action it takes (movement, hit and melee 
damage scores, searching, etc). 
 
When a player dies, mark the location as it may subsequently re 
reanimated as a corpse. It is also important that a player record 
the number of successful bite received during a game, since it 
will be necessary for them to test for infection at the end of 
the game. 
 
Zombies can receive a variable number of wounds before 
expiration: 
 

• Ankle-biters are expired upon receiving one wound. 
• Shufflers become ankle-biters upon receiving one wound, and 

are expired upon receiving two. 
• Runners become shufflers upon receiving one wound, ankle-

biters upon receiving a second, and are expired upon 
receiving a third. 

• Zombie bosses can receive one wound, and are expired upon 
receiving a second. 

 
Feral dogs die upon receiving a wound. 
 
 
Non-lethal wounds are treated as regular wounds, but they cause 
the target to become unconscious rather than die. They are all 
removed automatically by a FIRST AID action 
 
 
DEATH, REANIMATION, INFECTION 
 
When a survivor dies, mark the location where s/he fell.  
 
 
Reanimation 
 
Roll d6 during the game phase in the next and every subsequent 
turn: 
 

• 1: replace the corpse with a shuffler. 
• 5+: rest in peace--the corpse it too badly damaged to 

reanimate 
 
The number of bites received by the surviving while living does 
not effect this roll, since zombies have likely subsequently fed 
on the body. If the corpse has been subject to a DOUBLE-TAP by 
another survivor, it cannot reanimate--remove the marker. 
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Infection 
 
At the end of the game, surviving survivors must test for 
infection by the zed-virus if they have been bitten by a zombie 
at any point. Roll a d6 for each bite (including even wounds 
removed due to FIRST AID or ignored by a tough character): 
 

• 4 or less: Infected! Within a few days the survivor has been 
zombified, presuming s/he isn’t double-tapped by other 
survivors first. 

• 5+: safe, this time, at least. 
 

This die roll is modified by: 
 

• +1 if the victim was wearing heavy or padded clothing or 
body armour 

• +/-1 if the victim has the resistant/vulnerable trait 
• +1 if there is a scientist in the party 

 
A sensible trait may not be used to influence a saving throw for 
infection. Despite any modifiers, a natural die roll of “1” 
always means the victim is infected regardless. 
 
 
Death and the Player 
 
In a solo game, if a player loses all of their characters the 
game is over and they have lost. 
 
In a multiplayer game, if a player loses all of their characters 
they are still be able to participate: 
 

• If there is a friendly or hostile group of independent 
survivors on the board, the survivor-less player takes 
control of these. These then act like any other player-
controlled survivors, but must continued to be played as 
hostile (trying to eliminate the other party) or friendly 
(allying with the other party) according to the survivor 
reaction. 

• Otherwise, if there is an uncontrolled zombie boss in the 
game, the player will play this instead. 

• Otherwise, if another player has multiple survivors under 
their control, s/he must give up one of these to the 
survivor-less player. 
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• If none of these conditions apply, the player must just sit 
there and make groaning and snarling noises until one of the 
above conditions does apply. 

 



	  

 
 

CHAPTER 7 
 

REMNANTS OF CIVILIZATION 
 

Buildings and Items 
 
 
BUILDINGS 
 
Each building in the game usually has one of three possible 
states: 
 

• Ransacked buildings have been smashed by zombies, ransacked 
by survivors, or damaged by the elements. They cannot be 
closed, often contain zombies, and only rarely contain 
anything of use. 

 
• Intact buildings are those that are still more-or-less 

normal state, with doors close and usually locked. They 
sometimes contain zombies or survivors, and are more likely 
to contain items of use. 

 
• Barricaded buildings have their doors closed and lower 

windows boarded. They may contain survivors (who are 
unlikely to take kindly to anyone trying to break in), and 
are most likely to contain items of use. 

 
Ruins are always ransacked, and need not have their status 
determined by a game action. 
 
die roll result 
1-3 ransacked 
4-5 intact 
6 barricaded 
 
Table 7.1: Building Status 
 
Multistory buildings all share the same building status, but each 
floor is treated as a separate building for the purposes of 
movement, searching, and encounters. However, only a die roll of 
2+ is required to ENTER the second and subsequent floors of an 
intact or barricaded building (rather than the usual score of 3+ 
or 6+). 
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Buildings and Zombies 
 
Complications can arise when survivors enter or are in a 
building. In such a case, do zombies still pursue them, even if 
technically they are no longer in LoS? 
 

• With ransacked buildings, treat the building simply as rough 
terrain, and the survivors as in LoS (unless they 
successfully HIDE). 
 

• With intact buildings, ankle-biters and any other zombies 
farther than 6” from the building will lose track of any 
survivors inside and will treat them as out of LoS. However, 
Shuffler, runner, or (non-player) boss zombies within 6” 
should each roll a d6 (with boss zombies subtracting 1 from 
their result) and consult Table 7.2. 
 

• With barricaded buildings, ankle-biters and any other 
zombies farther than 4” from the building will lose track of 
any survivors inside and will treat them as out of LoS. 
However, shuffler, runner, or (non-player) boss zombies 
within 4” should each roll a d6 (with boss zombies 
subtracting 1 from their result) and consult Table 7.2. 

 
  
die 
roll 

intact building barricaded building 

0-1 The zombie will move adjacent to 
the nearest door, window, or 
breach in the building. If already 
adjacent, it will force its way in 
(creating a new breach at the 
nearest door or window if one 
didn’t exist).  

 

The zombie will move adjacent to 
the nearest door, window, or 
breach in the building. If already 
within 2” of a breach it will 
force its way in. Otherwise, if a 
shuffler, runner or non-player 
boss within 1” of a door or window 
it forces its way in on a roll of 
1-2. 
 

2 The zombie will move adjacent to 
the nearest door, window, or 
breach in the building. If already 
adjacent to a breach within 2”, it 
will force its way in. 

The zombie does not move. 

3 The zombie does not move. The zombie does not move. 
4 The zombie does not move. The zombie wanders off, and is 

placed 5” from the building. 
5+ The zombie wanders off, and is 

placed 7” from the building. 
The zombie wanders off, and is 
placed 5” from the building. 

 
Table 7.2: Zombies and Buildings 
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If a survivor successfully HIDES, all zombies lose LoS. 
 
 
ITEMS 
 
There are two types of items that survivors might find. 
 

• Supplies consist of foodstuffs, useful small items, 
batteries, or other items useful in every-day survival. 

• Special items are much more rare and valuable objects. 
Ammunition and gasoline are especially prized, since neither 
has been manufactured since the plague began. They are 
determined using the table in Appendix 3. 

 
As part of the game scenario, particular items may be associated 
with particular locations on the board. For example, the scenario 
might state that any successful search in a hospital discovers a 
first aid kit or antibiotics in addition to supplies or a special 
item. 
 
Items can be picked up by any survivor within 1” with a single 
GET action. Any number of items can be carried without penalty, 
with the following exceptions: 
 

• If a survivor is carrying more than three large weapons 
(rifles, shotguns, axes, etc) they are encumbered. 

• If a survivor is carrying more than 20 supplies they are 
encumbered. This amount is reduced/increased by 5 for those 
with the weakling/strong trait. 

• If a survivor is carrying containers of gasoline or a car 
battery they are encumbered. 

 
Encumbrance reduces MOVE and RUN actions by 1”. 
 
If a survivor is killed, all objects they may have been carrying 
remain with the corpse, and may be picked up by others. 
 
 
 
Vehicles 
 
Vehicles are special sorts of items. A SEARCH action can be used 
to determine their status using Table 7.3, modified +/- 1 by the 
looter, handy, or careless traits, and -2 if the vehicle has 
crashed. 
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die 
roll 
(2d6) 

vehicle check 

0-2 Check the back seat! Ankle biter. Vehicle may be checked again with 
subsequent actions. 

3 Set off car alarm (counts as SHOUT this turn). Anti-theft device 
prevents use—vehicle may not be used. 

4 Car clearly wrecked--no gas, dead battery, other damage. No further 
checks. Vehicle may not be used. 

5 No gas, found keys, dead or missing battery, has suffered d3 damage. 
Vehicle will function if you fuel it and replace battery. 

4 Half tank of gas, found keys, but dead or missing battery. Has 
suffered d3 damage. Vehicle will function if you replace battery. 

5-7 No gas, can’t find keys. (Vehicle cannot be used.) 
8 Half tank of gas, battery good, but can’t find keys. Vehicle cannot 

be used, although may be scavenged for fuel and battery. 
9 Found keys, but no gas. Vehicle can be used if fueled. 
10-11 Half tank of gas, found keys, battery good. Vehicle may be started. 
12 Full tank of gas, found keys, battery good. Vehicle may be started. 
13+ Full tank of gas, found keys or hotwired ignition, battery good. 

Vehicle may be started. 
Modifiers: 

• +1 if vehicle was previously searched by character currently within 3” 
• -1 careless 
• +1 looter or handy 
• -2 vehicle has crashed 

 
Table 7.3: Vehicle Status 
 
Vehicles may be entered using an ENTER action. There are five 
basic types of vehicle: passenger cars (which seat 5), vans 
(which seat 8), 4WD jeeps and pick-up trucks (which seat 5-8), 
construction equipment (which seat 3-8) buses (which seat 30) and 
trucks (which seat 2-20). These are described in Table 7.4. 
 
When attempting to start a vehicle for the first time in the 
game, roll a d6, modified by +/-1 for the handy, skilled driver, 
careless, and bad driver traits. On a 1-2 the car turns over 
(place a Loud Noise Marker) but does not start. On a 3 the 
vehicle starts, but runs poorly (treat as only 1 damage point 
remaining). On a 4+ the vehicle runs properly. 
 
To drive a vehicle, the driver uses a MOVE or RUN action. If, 
when dicing during a RUN action, all dice score the same, the 
vehicle is assumed to run out of gas and may no longer move until 
refueled. 
 
Movement is reduced by 4” for each obstacle traversed. Off-road 
movement counts double; reverse movement counts triple; reverse 
off-road movement counts quadruple. The turn radius indicates the 
tightest turn the vehicle can make.  
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A vehicle has a certain amount of damage points. When the vehicle 
reaches one point, its speed is reduced by 3” and its turn radius 
is increased by 1”. When it reaches zero, the vehicle no longer 
functions. Damage can be suffered: 
 

• When the vehicle suffers a “wound” due to ranged or melee 
attack.  

• When the vehicle performs a MOVE or RUN action off-road. 
Roll a d6, and if the number is below the “obstacle check,” 
roll on the wound table at -1 (-3 if a wheeled military or 
construction vehicle, -4 if a tracked vehicle or 
motorcycle). 

• When the vehicle drives through or over an obstacle (fence, 
rubble, etc). Roll a d6, and if the number is below the 
“obstacle check,” roll on the wound table at +1 (+0 if a 
wheeled military or construction vehicle, -1 if a tracked 
vehicle). 

• When the vehicle drives over a zombie or survivor. Roll a d6 
for each target, and if the number is below the “hit and 
run” roll on the wound table at -2 (+0 if a motorcycle, -3 
if a military or construction vehicle). 

• When ramming another vehicle. Both vehicles roll once, twice 
or three times on the wound table (attacker’s choice), 
adding the difference if their “hit and run” number is lower 
than their opponent’s, and subtracting the difference if 
their number is lower. (A truck ramming a car would thus 
test at -2, while the car would test at +2). Military and 
construction vehicles may reroll each die once if a player 
wishes. The passengers in the vehicles must test once for a 
wound for every “two wounds” result their vehicle has 
suffered. 

• When ramming a building to create a breach in a building. 
This is done similarly to ramming a vehicle, with a stone or 
concrete building counting as a truck, a regular building as 
a van, and a flimsy building (such as a shed) as a car. Each 
“wound” on a building creates a breach where the vehicle 
struck. 

 
When a vehicle reaches zero damage points, roll d6: 1: vehicles 
tips over, passengers receive a hit each at -3 damage; 2: vehicle 
careens forward 2d6”, passengers are OK unless the vehicle 
strikes an object (in which case they receive a hit each at -3 
damage); 3-6 vehicle stops in place, passengers are unharmed.  
 
vehicle type 
 

MOVE/RUN 
(turn radius) 

obstacle check 
(hit and run) 

damage points 

motorcycle 13” / 4d6” 4+ 2 
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(0”) (5+ hit and run) 
car 
 

13” / 4d6” 
(1”) 

4+ 
(4+ hit and run) 

3 

van 
 

12” / 4d6” 
(2”) 

4+ 
(3+ hit and run) 

4 

pick-up, jeep 
 

12” / 4d6” 
(2”) 

2+  
(3+ hit and run) 

5 

construction 
equipment 

8” / 2d6” 
(1”) 

2+  
(2+ hit and run) 

7 

bus 
 

11” / 4d6” 
(3”) 

5+  
(2+ hit and run) 

6 

truck 
 

10” / 3d6” 
(3”) 

3+  
(2+ hit and run) 

7 

 
7.4: Vehicle Types 
 
If a vehicle moves fully across a zombie, dog, or survivor the 
target is automatically hit at +1 damage. If the vehicle moves 
only partially across the target, damage is resolved at -1. 
 
Survivors inside a vehicle may be shot or meleed directly, 
counting as in cover (-1 if in a convertible or open-topped 
vehicle, otherwise -2).  
 
When survivors or zombies attack targets in a vehicle, roll a d6: 
1-2 a survivor is the target, otherwise the vehicle itself is the 
target. 



	  

 
 

CHAPTER 7 
 

DREAMING OF A DIFFERENT FUTURE 
 

Optional Rules and Variants 
 
 
The following are a variety of optional rules and variations that 
may be used in the game. 
 
 
CANADIAN ZOMBIES, EH? 
 
There are significant differences between the zombie menace and 
struggle for survival in Canada (where the plague was first 
unleashed) and the United States. In games set in Canada, players 
may choose to be Canadians, or American refugees. All Canadians 
gain the sensible trait (if they already have it, this becomes 
very sensible instead). 
 
Arms Control 
 
Firearms and ammunition are much less plentiful in Canada. Before 
a game begins, each Canadian character equipped with a firearm or 
bow must roll to see if they retain it. They must also roll for 
each positive fire-arm related attribute that they posses. 
 

• bow or crossbow: 3+ 
• shotgun or rifle: 4+ 
• firearm-related attribute: 4+ 
• revolver, pistol, or taser: 5+ 
• assault rifle, submachine gun, machine pistol, sniper rifle 

or grenade: 6+ 
 
Any character (American or Canadian) who loses their weapon also 
loses any associated ammunition. If they retain their weapon 
carries only half the usual amount of ammunition. 
 
For each weapon or attribute lost, a Canadian character rolls 
once on the Canadian equipment table: 
 
die roll 
 

item 

2 Skis. RELOAD action to put them on or off. While 
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wearing skis, character may not t enter buildings, pay 
double the cost for moving across obstacles, and MELEE 
at -1. However, RUN speed is increased to 2d6. 

3 Beer (counts as stimulant) 
4 
 

Very, very stale Timbits or poutine (counts as d3 
supplies) 

5-6 Hockey or lacrosse stick (+0 MELEE damage). If this is 
rolled more than once, the player gains the hockey 
brawler trait, and is +1 to MELEE with a hockey stick 
or bare fists. 

7-8 
 

Heavy winter coat or hockey gear (counts as padded 
clothing, -1 MELEE damage, +1 infection saving throw) 

9 Lumberjack axe (+1 MELEE damage) or chainsaw. 
10 
 

Loyal husky. 

11 Pick any one item from the Household Items table. 
12 
 

Pick any one item from the Other Household Items 
table. 

 
Table 7.2: Canadian Zombie-fighting Equipment 
 
When rolling for items on the equipment charts during the game, 
subtract 1 per die for any rolls on weapons or ammunition tables, 
and halve the amount of any ammunition discoveries. Modified 
rolls that are lower than the table normally permits (for 
example, a 1 on a table that lists items at 2-12) are rerolled on 
Table 7.2 instead. 
 
Ice and Snow 
 
Everyone moves slower in the ice and snow. Zombie and incident 
token movement is reduced by 1”. Canadians suffer a -1” penalty 
to RUN (but not to MOVE). Americans suffer a -1” to both MOVE and 
RUN, and fall prone on any natural 1 rolled on a RUN die. 
 
Vehicles are harder to start in the cold: -1 to vehicle tests. 
 
Unplowed roads make vehicular movement extremely difficult. All 
movement distances are halved. In addition, make an obstacle 
check at the end of each turn that the vehicle moved, with a -1 
penalty if the driver is American. Failure means that the vehicle 
is stuck in the snow. In subsequent turns each survivor inside or 
within 1” the car can take a double action to try to free it, 
needing a 5+ to succeed (6 if American, +/- if good/bad driver). 
The car may then be driven in the next turn. 
 
 
Niceness 
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Roll for any survivors encountered: 1-5 they are Canadian, and 
must check for equipment and traits as above. This applies even 
to survivors generated by random event. 
 
Survivor reaction and negotiation tests between Canadian 
survivors may be rerolled once per turn, and the higher result 
taken. 
 
 
LEBANON 
 
Dice for each group of zombies generated to determine its 
sectarian affiliation: 
 
die roll 
 

item 

2 
 

Crazy Sunni jihadists. Any runners in the group have 
the suicide bomber special rule. 

3 Palestinian (none) 
4 Druze/PSP (March 8 and 14) 
5-6 Sunni/Future Movement (March 14) 
7-8 Shiite/Hizbullah. Any runners in the group are wearing 

body armour. 
9 Christian/Aounist (March 8) 
10 Christian/Lebanese Forces (March 14) 
11 Shiite/Amal (March 8) 
12 Any/SSNP (March 8) 
 
Table 7.3: Lebanese Zombies  
 
 
ALIENS AND PREDATORS 
 
 
In space, no one can hear you scream. 
 
 
Colonial Space Marines 
 
 
All Colonial Space Marines wear body armour and carry a first aid 
kit. They also carry advanced weapons, as detailed in Table 7.4. 
 
die roll 
 

item 

pulse rifle 
 

Counts as assault gun with built-in NVG and scope. 
Fires high powered ammunition (+1 damage). 40 round 
magazine. Under-barrel grenade launcher with 3 rounds 
(single action to RELOAD). 

  
sentry gun Counts as pulse rifle with 500 rounds. Automatically 
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fires on SANP SHOTs on automatic at nearest non-CSM 
target within 18” at +1 accuracy,  

  
  
  
  
 
Table 7.4: Colonial Space Marines  



	  

APPENDIX 1: TRAITS 
 
positive trait game effect cost 

agile -1 to attempts to hit in melee 25 

ambidexterous May fire two pistols at once (at the same target). 10 

archer +1 to hit SNAP/AIMED SHOT with bow or crossbow 10 

brawler +1 to hit in MELEE 7 

charismatic +1 to attitude roll if within 24” and LoS 
+1 to all NEGOTIATION rolls within 6” and LoS 

5 

climber May climb up sides of buildings using MOVE and RUN at 
1/3 normal speed. If a 1 is thrown during a RUN, the 
climber falls. 

6 

fast +1” MOVE  
+1” RUN  
+1” ENTER/EXIT 

7 

fearless Never panics. 3 

good throwing arm +1 SNAP/AIMED SHOT with projectiles 9 

handy +1 ENTER 
+1 BARRICADE 
+1 SEARCH (vehicle status only) 

8 

heroic gain one additional action once during the game 15 

keen-sighted +d6 to SPOT or OBSERVE 5 

leader May reroll NEGOTIATE. 
Prevents panic within 6” 

6 

looter +1 ENTER 
+1 SEARCH 

5 

marksman +1 to SNAP/AIMED SHOT with firearms 10 

medic +2 FIRST AID 6 

nimble Ignores grab results in melee (cannot be combined 
with heavy clothes or body armor). 

5 

psychic Once during the game may either identify any incident 
token on the board, or view the next random event. 

10 

resistant +1 to zombie bite saving throw  
(f=female, m=male) 

20f 
30m 

scientist +1 to zombie bite saving throws to all members of the 
party if alive at end of game 
+1 to SEARCH in hospitals, labs, and similar 

50 

sensible May +1 to any one die roll during the game. This may 
be applied AFTER the die is thrown. 

4 
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skilled driver +1 on all driving-related checks 
+1 on electrical and ignition checks when determining 
vehicle status 

3 

sharpshooter 
(requires archer 
or marksman 
trait) 

+1 damage with ranged weapon 
 

15 

stealthy -d6 to HIDE attempt. 5 

strong +1 melee damage 
+1 ENTER 
+1” to range of thrown weapons or bow 

7 

tough Ignores first wound of game. 11 

very fast +2” MOVE/RUN 20 

very sensible May +1 to any two (*separate) die rolls during the 
game. This may be applied AFTER the die is thrown. 

10 

negative trait game effect cost 

abrasive -1 to attitude roll if within 24” and LoS 
-1 to all NEGOTIATE rolls within 6” and LoS 

-3 

argumentative Cancels the effects of any leader within 6”. -4 

bad driver -1 driving checks -3 

careless -1 SEARCH -4 

clumsy Whenever the character rolls a natural 1, roll d6: on 
another 1, they lose the first action of their next 
turn. 

-3 

dishonest When the survivor finds supplies, reduce total found 
by 1. Similarly, when survivor finds special item, 
roll a d6: on a 1-2 s/she keeps it without telling 
others (remove the item from the game). 

-4 

feeble One less wound before death -10 

hypochondriac Suffers a -1 penalty for each wound (instead of a -1 
penalty for a serious/double wound) 

-5 

insane When the survivor rolls a natural 1 at any time, 
instead of taking their planned action they instead 
MOVE/RUN 2” in a random direction, spouting 
gibberish. 

-20 

nearsighted -d6 to spot or observe -3 

noisy -d6 from HIDE attempt -3 

panicky At the start of any turn when a zombie is within 1” 
(or in the same building) and no leader is within 6”, 
roll a d6: a result of 1-2 the means character 
panics, and may only perform PANIC or HIDE actions 

-9 
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panicky At the start of any turn when a zombie is within 1” 
(or in the same building) and no leader is within 6”, 
roll a d6: a result of 1-2 the means character 
panics, and may only perform PANIC or HIDE actions 
until they RALLY.  

-9 

poor shot -1 to hit with ranged fire -8 

rivals If two (or more) characters are rivals, they must 
dice whenever they start the survival phase within 
3”. On a 1 or 2 they lose an action arguing. 

 

screamer Will reflexively SHOUT whenever hit by an attack. -4 

slow -1” MOVE  
-1” RUN 
-1” ENTER/EXIT 

-10 

vulnerable -1 to zombie bite saving throw -15 

weakling -1 to melee damage 
-1 ENTER 
-1” to range of thrown weapons or bow 

-9 

wimp -1 to hit in MELEE 
 

-10 



	  

APPENDIX 2: RANDOM EVENTS 
 
11 Select a random survivor. They have recognized the corpse of a loved 

one, or otherwise encountered a horrific sight that tortures the depths 
of their very soul. They may take no actions this turn, even if in 
melee. If the survivor is fearless, ignore this event. If the survivor 
is panicky, they instead scream and panic even if a leader is within 12” 

12 Misfire! Randomly select one player who fired a weapon last turn--their 
gun is now jammed. (If the gun is a revolver or double-barreled shotgun, 
or if no player fired last turn, ignore this event.) 

13 Select the survivor furthest from the initial table edge. Place an 
ankle-biter 5” directly in front of them in the grass or rubble. 

14 Zombies have cut off your escape path! Place a group of shufflers equal 
to the number of current characters 3” from the table edge where the 
players entered, and at least 12” from any survivor. (If this is 
impossible, do not place them.) 

15 It starts to rain, further darkening the mood and making visibility more 
difficult. Subtract d6 from all SPOT and OBSERVE actions for the rest of 
the game. Zombie LoS reduced to 18.” If this event is rolled a second 
time, it stops raining. 

16 If there are any unidentified buildings, randomly choose one. It is now 
considered barricaded, and contains a crazed survivor with a rifle. Each 
turn s/he will take an AIMED SHOT at the nearest visible target. 

21 Randomly place one additional incident in the corner of the table 
nearest to the character furthest from the starting edge. If there are 
more then three unidentified buildings on the board or the scenario 
takes place in a city, add another token to the next nearest corner. 

22 Hunters howl as prey is sighted. If there are feral dogs on the board, 
add 3 to their number. 

23 Rule 33: Beware of bathrooms. If any survivors are in a building, place 
a shuffler inside with them. 

24 Rule 37: Travel light. Any character in body armor cannot RUN this turn. 

25 Rule # 31: Check the back seat. Place an ankle-biter adjacent to the car 
nearest a survivor.  

26 A very loud moan is heard. Place an incident token in a random corner of 
the table. Any panicky characters panic, unless a leader is within 12”. 

31 If any player used a firearm or explosives last turn, place an 
additional incident token on the table edge nearest to the weapon. If 
more than one player fired, choose one randomly. (If no player used a 
firearm or explosives last turn, ignore this event.) 

32 If a weapon was fired on automatic last turn, find the nearest incident 
token and place an additional token 2” behind it. If there is no token 
on the board, place one in the center of a table edge farthest from a 
survivor. 

33 If any weapons were fired last turn, place an incident token on middle 
of the table edge furthest from a survivor. If more than three shots 
were fired, place two tokens. 
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34 The survivor furthest from the starting edge encounters some sort of 
booby-trap, likely left behind by earlier survivors. Unless they have 
the nimble or sensible trait, they suffer one wound. 

35 A horrible, blood-curdling scream is heard in the distance. All non-
fearless characters are reduced to one action this turn. 

36 Egos at play. If two leaders are within 6” of each other, they both lose 
an action this round as they argue over the best course of action. 

41 Randomly place one additional incident token outside the building 
farthest from a survivor. If there are no buildings in the scenario, 
ignore this event. 

42 If any player used a firearm or explosives last turn, place an 
additional incident token on the table edge nearest to the weapon. If 
more than one player fired, choose one randomly. (If no player used a 
firearm or explosives last turn, ignore this event.) 

43 Squabbling can be fatal. All abrasive characters, and any others within 
3” lose an action this turn. 

44 Shhhhh! An accidental noise cancels any HIDE actions successfully 
carried out last turn. 

45 Uncommon bravery. Any characters who have panicked automatically RALLY 
at the start of the survival phase. 

46 Common sense pays off. Any characters with common sense gain an 
additional +1 to use to another roll this game. This may be combined. 

51 Rule #6: The Skillet. Any characters inside a house find a skillet. 

52 Rule #2: Double-tap. Remove any corpse markers. 

53 The survivor farthest from the staring edge finds d6 supplies discarded 
on the ground beside them. 

54 A herd of deer attracts the hunting instincts of feral dogs. Randomly 
remove one group of feral dogs from the table. 

55 Rule #22: When in Doubt, Know Your Way Out. Any character inside a 
building may choose to be placed anywhere outside within 3”. 

56 Rule #8: Get a Kickass Partner. Characters within 1” of another 
character gain a +1 melee bonus this turn. 

61 Rule #1: Cardio. All characters move an extra +1” MOVE or +2” RUN this 
turn. 

62 If no player used a firearm or grenades last turn, randomly remove one 
incident token. 

63 Select a random survivor. They have found a rare object discarded on the 
ground beside them (use Appendix 3 to determine what it is). 

64 The player farthest from the initial edge finds a friendly dog. If s/he 
takes a negotiation action this turn, it automatically becomes an ally. 

65 Select a random survivor. They have discovered a clue to a quest. 

66 You think you see an airplane fly overhead, at high altitude. Somewhere, 
somehow, civilization must have survived! Buoyed by the news, all 
characters gain an extra action this turn. 



	  

APPENDIX 3: SPECIAL ITEMS 
 

When a special item is found:  

• Roll d6 to first determine what type of item has been found. 
Add 1 if the building was barricaded; +/1 for the 
looter/careless trait.  

• Then roll 2d6 to determine what the item is. No modifiers 
are applied to this roll. 

 

Dice Item Game Effect Cost 

 

1-2: Household Items 

(roll 3d6) 

3 padded clothes -1 MELEE damage, +1 to infection 
test 

Cancels nimble.  

-1” MOVE/RUN. 

3 

4-5 heavy clothes +1 to infection test 

Cancels nimble. 

1 

6 crowbar +1 ENTER (not cumulative with 
other items) 

+0 damage melee weapon 

2 

7 tools +1 ENTER (not cumulative with 
other items) 

+1 BARRICADE 

2 

8 first aid kit +1 to FIRST aid (3 uses) 5 

9 shovel +0 MELEE damage  1 

10 large knife -1 MELEE damage (vs zombies) 

+0 MELEE damage (vs humans, dogs) 

1 

11 axe or 
sledgehammer 

+1 ENTER (not cumulative with 
other items) 

+1 MELEE damage 

2 

12 rope Use to allow EXIT once from 
second or third floor window 
without penalty for falling.  

1 

13 tarp or sheet -2” HIDE (not cumulative with 
other items) 

1 

14-18 supplies d3 supplies, plus select any 
other item from this list. 
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3: Other Household Items 

(roll 2d6) 

2 radio-controlled 
car 

Use RELOAD double action to drive 
toy 4d6”, attracts zombies by 
noise and motion as if human. 
Useable once, before damaged or 
batteries run out.  

10 

3 laser pointer -3” HIDE (not cumulative with 
other items) 

3 

4 wind-up egg 
timer, battery-
operated alarm 
clock 

Can be set to ring after 1-10 
turns. Roll d6: 1 it 
malfunctions, otherwise it rings 
(counts as a SHOUT) the turn it 
was set to go off. Destroyed if 
any zombie moves with 1”. 

2 

5 flashlight +d6 SPOT/OBSERVE at night, +12” 
spotted at night. 

1 

6 stimulants If consumed, take 1 extra action 
next turn. 

2 

7 container and 
siphon 

Can be used to remove gasoline 
from vehicles. 

1 

8 mountain bike Requires GET action to mount or 
dismount. When mounted, only 
available actions are MOVE/RUN 
(+2” on road, +1” off road), 
SPOT, and SNAP SHOT with pistol, 
machine pistol, or sawn-off 
shotgun. May not cross obstacles. 
Any dismounted movement with 
bicycle counts as encumbered.  

2 

9 binoculars Improves OBSERVE 8 

10 skillet +1 MELEE damage 1 

11-12 gasoline d3 gallons 5 per 
gallon 

 

4: Weapons 

(roll 3d6) 

Weapons, when found, are: (1-2) empty, (3-4) half loaded, (5) fully loaded (6) 
fully loaded with a bandolier (12 rounds) or spare magazine. 

2-3 bow Require a supply of arrows. At 
the end of the winning game, 50% 
of the bolts fired are retrieved. 
A bow does not need an action to 
load. 

10 

4 crossbow Requires a supply of arrows. At 
the end of the winning game, 50% 

10 



Appendix 3  46 

of the bolts fired are retrieved. 
A crossbow needs a single RELOAD 
action to load.  

5 pistol  

(revolver) 

Revolvers carry 6 rounds of 
ammunition. 

8 

6-7 pistol  

(semiauto) 

Semi-automatic pistols carry 12 
rounds in a magazine. 

10 

8 shotgun 

(double-
barreled) 

Carries 2 shotgun shells. May be 
full-sized or sawn-off. A sawn-
off shotgun has only half the 
range of a regular weapon. 
 
One or both barrels may be fired 
at once at a single target.  

15 

(8) 

9-10 shotgun 

(pump-action) 

Carries 6 shotgun shells.  20 

 

11-12 rifle 

(civilian, 
semiautomatic) 

Carries 8, 12, or 20 rounds of 
rifle ammo in a magazine. May be 
fitted with a scope. 

25 

13 assault rifle 

(military) 

Carries 30 rounds of ammunition 
in a magazine. May be fitted with 
a scope. 

The most common US assault rifle 
(of the M16 family) use semi-
automatic (single shot) or burst 
fire. In the latter case, two 
shots are resolved against a 
single target and three rounds 
are counted as expended. The 
second shot suffers a -1 penalty 
for automatic fire. 

Most other assault rifles are 
capable of fully automatic fire. 
In this case, three shots are 
resolved against targets within 
1” of each other at -1 to hit, 
and five rounds are counted as 
expended. 

40 

14 submachine gun 

(military) 

Carries 30 rounds of ammunition 
in a magazine. Submachine guns 
may use semi-automatic (single 
shot) or automatic fire. In the 
latter case, three shots are 
resolved against targets within 
1” of each other at -1 to hit, 
and five rounds are counted as 
expended. 

30 

15 carbine or 
personal defence 

Carries 30 rounds of ammunition 
in a magazine. If capable of 
automatic fire (PDW), three shots 

35 
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weapon 

(military) 

are resolved against targets 
within 1” of each other at -1 to 
hit, and five rounds are counted 
as expended. 

16 pistol 

(automatic) 

Automatic pistols are small, one-
handed submachineguns that carry 
30 rounds of ammunition in a 
magazine. They are treated as 
pistols, but are also capable of 
automatic fire (see submachine 
guns for details) 

25 

17-18  Roll on Special Weapons table.  

 

5: Ammunition 
(roll 2d6) 

 
To determine the amount of ammunition found, roll d3 for grenades, multiple 
two die rolls together (1-36) for shotgun shells or arrows/bolts, and multiply 
three die rolls together (1-216 rounds) for others.  

2 

 

arrows Ammunition for bow or crossbow. 2 /5 

 

3* or 4 rifle ammo Ammunition for rifle or assault 
rifle. (*Denotes high quality 
military-grade or hollow-point 
ammunition, which inflicts +1 
damage, and costs double.) 

9/5 

5* or 6 pistol ammo Ammunition for pistol or 
submachine gun. (*Denotes high 
quality magnum or hollow-point 
ammunition, which inflicts +1 
damage, and costs double.) 
 

5/5 

7 shotgun shells: 
shot 

Ammunition for shotgun. At long 
range, up to one additional 
target within 1” must also test 
to be hit. 

May be used for breaching during 
ENTER action--see Chapter 4. 

7/5 

8 shotgun shells: 
slugs 

Ammunition for shotgun. 

May be used for breaching during 
ENTER action--see Chapter 4. 

10/5 

9 smoke grenade 5 

10 tear gas grenade 5 

11 fragmentation 
grenade 

 

See Chapter 5 for detailed rules. 

20 

12 special Roll on Special Ammunition table  
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6: Special Items 

(roll 2d6) 

2 experimental CDC 
vaccine 

+1 to zombie infection saving 
throw for one player at end of 
game 

50 

3 body armour -2 modifier to ranged damage 

-1 modifier to MELEE damage 

-1” MOVE and RUN 

30 

4 night vision 
goggles 

+d6 to OBSERVE at night. Battery 
runs out if double 1s are thrown 
during action. 

10 

5 chainsaw +2 melee damage when operating, -
1 otherwise. RELOAD action to 
start, place Loud Noise token 
when operating, free to stop. 
Roll of 1-3: no gasoline; 4-6: 
with gasoline. 

15 

6 rifle scope Increases medium range by 6” and 
long range 12” 

Improves OBSERVE. 

15 

7 machete, sword +1 MELEE damage 2 

8 Molotov cocktail May also be used as 1/10 gallon 
of gasoline 

6 

9 sling, slingshot +1” range and +1 damage to rocks 1 

10 gas mask Reduce spot by 3”, ignore gas 
effects. 

3 

11 laser aiming 
module 

Attaches to any pistol, 
submachine gun, or rifle. +1 to 
SNAP/AIMED SHOT within 10”. Can 
also double as laser pointer. 
Battery runs out when two 
successive 1s are thrown when 
dicing to hit. 

8 

12 silencer Attaches to semiautomatic pistol 
(1-4), machine pistol (5) or SMG 
(6). Weapon will no longer count 
as firearm for purposes of 
attracting zombies. All ranges   
-1” to decreased muzzle velocity. 

25 

 

7+: Cache 

(roll 2d6) 

2-5  d3 supplies + one ordinary 
household items 

 

6-8  d6 supplies + two ordinary  
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household items, one weapon. 

9-10  2d6 supplies + one ordinary 
household item, one other 
household item, one weapon, one 
ammunition. 

 

11  3d6 supplies + one ordinary 
household item, one other 
household item, two weapons, one 
ammunition, one special item. 

 

12  Redneck special: two weapons, one 
special weapon, two ammo, one 
special ammo, one special item. 

 

 

Special Weapons 

(roll 2d6) 

1 assault rifle 
with under-
barrel grenade 
launcher 

May be fired each turn as an 
assault rifle or as 40mm grenade 
launcher. Requires single action 
to RELOAD. 

70 

2 rocket launcher 
(or other 
special item) 

Single-shot LAW. Treat as SMG to 
hit, as fragmentation grenade for 
effect.  

50 

3 grenade launcher Six round 40mm grenade launcher. 
Requires a single action to 
RELOAD. 

50 

4 heavy sniper 
rifle 

Semiautomatic rifle. +6” medium 
+12” long range. +2 damage. Can 
only be used in AIMED SHOT, not 
SNAP SHOT. 

50 

5 taser Short-ranged stun gun (treat as 
projectile to hit). Single shot, 
single action to RELOAD. Instead 
of wound, target falls and is 
incapacitated until the end of 
the next turn. 

5 

6 machine gun May only fire on automatic. Treat 
as automatic rifle with +5” 
medium and +10” long range. +1 
damage. Belt fed, with 100 rounds 
per belt. Double action to 
RELOAD. May use rifle ammo. 

70 

 

Special Ammunition 

(roll 2d6) 

To determine the amount of ammunition found, roll d6 for grenades, taser 
cartridges or dynamite, and multiple two die rolls together (1-36) for 0.50” 
sniper rifle ammunition.  
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1 40mm smoke 
grenade 

Ammunition for grenade launcher. 8 

2 40mm 
fragmentation 
grenade 

Ammunition for grenade launcher. 30 

3 0.50 sniper 
rifle ammunition 

Ammunition for sniper rifle. 15/5 

4 taser cartridges Ammunition for taser. 5/5 

5-6 dynamite  20 

 

Other Items 

 loyal dog Attacks any hostile targets 
within 1”. 

Character suffers +d6 HIDE. 

Character gains +1 SEARCH. 

loyal dog 

 Wal-Mart smiley 
face t-shirt 

-1” to HIDE, for reasons that no 
one quite understands. 

1 

 



	  

PLAYER QUICK REFERENCE SHEET 

 
GAME SEQUENCE 

• Game phase 
1. Test for random event. 
2. Test for reanimation, if necessary. If the game is over, test for 

infection. 
3. Move incident tokens. 

 
• Menace phase 

1. Player-controlled zombie bosses (if any) apply actions.  
2. Zombies move and attack. 
3. Independent survivors act. 
4. Feral dog move and attack. 

 
• Survival phase 

1. Human players conduct actions, one player at a time. 
2. Test for reanimation, if necessary. 
3. If the game is over, test for infection. 

 

ACTIONS (modifier apply) 
• MOVE (move 6”)* or RUN (run 4+d6”) **  
• HIDE (used to hide in cover within 4”)** 
• ENTER/EXIT BUILDING * 
• SPOT * or OBSERVE (used to identify buildings and incident tokens)** 
• SNAP SHOT (4+/5+/6+ to hit at short/medium/long)*  
• AIMED SHOT (3+/4+/5+ to hit at short/medium/long)**   
• RELOAD * or ** 
• MELEE (4+ to hit target within ½”)* 
• NEGOTIATE (used to improve attitude of independent survivors) **  
• GET * (picks up object from ground or survivor) 
• FIRST AID (used to remove wound from another character)** 
• PANIC/RALLY (generally applies to panicky characters)* 
• SEARCH (used to search cars, buildings)**  
• BARRICADE (used to improve building status) ** 
• SHOUT/GROAN (used to attract zombies)* 

 

ZOMBIE TYPES 

• Ankle-biter (1 wound/2” or d6”/5+ to hit/-1 damage) 
• Shuffler (2 wounds/4” or 4+d6”/4+ to hit/+0 damage) 
• Runner (3 wounds/8” or 3d6”/3+ to hit/+1 damage) 
• Boss (3 wounds/4” or 4+d6”/3+ to hit/+1 damage) 

 
All zombies bite when they hit on a natural 6.  



 

 
weapon short/medium/long  

(range in inches) 
damage 
bonus 

bare hands, knife (melee) -1 

knife, club, spear, 
skillet 

(melee) 0 

sword, machete, axe (melee) +1 

projectile, taser  2/3/4  -2 (rock) 
0 (spear) 

bow/crossbow 2/4/10 0 

pistol  3/5/10  0  

shotgun  
(sawn-off: half range) 

4/8/12 (shot) 
4/6/15 (slug) 

+1/+0/-1 (shot) 
+1(slug) 

submachine gun 
grenade launcher, 
rocket launcher  

4/10/20 0 (SMG) 
special (grenade, rocket) 

rifle  5/20/40  0 

grenade 3/4/6 special 

score required to hit: 
• 4+/5+/6+ at short/medium/long range 

modifiers: 
• +1 AIMED SHOT 
• +/-1 for good throwing arm, marksman, archer, or poor shot traits 
• -1 for each serious wound or grab 
• -1 or -2 target in cover 
• -1 automatic fire 

 
Table 5.1: Melee and Ranged Weapons 
 
modified 
die roll 

effect of human attack effect of zombie or dog attack 

0 no effect  no effect (including bites) 
1 target staggers back 1” and 

falls 
zombie bite attack: “but it’s only 
a scratch!”—target does not suffer 
a wound, but does count as bitten 
 
zombie claw attack: target does 
not suffer a wound, but is 
grabbed. 
 
feral dog attack: target does not 
suffer a wound, but is grabbed. 

2-4 one wound one wound 
5 two wounds one wound 
6 head shot--instant kill against 

all targets 
two wounds 

7+ two wounds two wounds 
Modifiers: 
+/- weapons damage modifiers (see Table 4.1) 
-1 ankle-biter, +1 zombie boss or runner 
+/-1 from strong, weak, sharpshooter traits 
-1 for each serious wound or grab on an attacking human 
-1 padded clothing or body armour (melee), -2 body armour (ranged) 
 
Table 6.1: Damage 



 

GAME QUICK REFERENCE SHEET 
die roll result 

12 Replace the token with d3 independent survivors. 
11 Replace the token with a special item marker (to be resolved when 

picked up by a character). 
10 Replace the token with a supplies marker (worth d6 supplies when 

picked up by a character). 
9 Replace the token with d6 feral dogs. If there is already a group 

of feral dogs on the board, instead add one to its number. 
8 Replace the token with a single ankle-biter. 
7 Replace the token with a d3 shufflers 
6 Replace the token with a runner. 
5 Replace the token with d6 shufflers 
4 Replace the token with d3 runners 

3-2 If there are currently fewer zombie bosses than players in the 
game, replace the token with a zombie boss, then roll again. 
Otherwise, replace the token with an ankle-biter, shuffler, and 
runner. 

 
Table 3.1: Resolving Incident Tokens 
 

die 
roll 

attitude negotiation 
modifier 

0-1 The independent survivors are hostile, and will 
attempt to attack the players. 

-2 

2 The independent survivors are fearful, and will 
attempt to flee. 

-1 

3-5 The independent survivors are wary. 0 
6-7 The independent survivors are friendly. They will be 

willing to barter if within 3”. 
+1 

8+ The independent survivors are allies, and are now 
controlled by the closest player for the duration of 
the game (acting in the Survival Phase like any other 
characters) 

N/A 

Modifiers:  
• -2 if characters have entered a barricaded building during the game 
• +/1 if charismatic/abrasive trait within 24” and LoS 

 
Table 4.2: Survivor Reactions 
 
die roll result 
1-3 ransacked 
4-5 intact 
6 barricaded 
 
Table 7.1: Building Status 
 
 
 
 
 
 
 
 



 

GAME QUICK REFERENCE SHEET 
 

modified 
score 

ransacked intact barricaded vehicle 

1 ankle-biter --
may keep 
searching 

ankle-biter --
may keep 
searching 

nothing--may 
keep searching 

ankle-biter --
no more 
searching 

2 empty--no more 
searches  

empty--no more 
searching 

empty--no more 
searching 

empty--no more 
searching 

3 empty--no more 
searching 

empty--no more 
searching 

nothing--may 
keep searching 

empty--no more 
searching 

4 empty--no more 
searching 

nothing--may 
keep searching 

d6 supplies empty--no more 
searching 

5 nothing--may 
keep searching 

d6 supplies 2d6 supplies nothing 

6 d6 supplies special item special item d3 supplies 
7 2d6 supplies 2d6 supplies special item special item 
8 special item 3d6 supplies 3d6 supplies d6 supplies 
 
Table 5.2: Search Results 
 
modified 
die roll 

result 

0 The attitude of the independent survivors worsens by two levels, 
no further negotiations permitted during the game. 

1-2 The attitude of the independent survivors worsens by one level. 
3-4 Negotiations continue. 
5+ The attitude of the independent survivors improves by one level. 
Modifiers:  

• Independent survivors hostile -2; fearful -1; welcoming +1 
• +/-1 each charismatic/abrasive trait within 6” and LoS 

 
Table 5.3: Negotiation Results 
 
 



 

 
 

ANKLE-BITER 
 

Random: 2” 
Quick: d6” 
To hit: 5+ 
Damage: -1 
	  

SHUFFLER 
 

Random: 4” 
Quick: 
4+d6” 
To hit: 4+ 
Damage: +0 
	  

RUNNER 
 

Random: 8” 
Quick: 3d6” 
To hit: 3+ 
Damage: +1 
	  

BOSS 
 

Random: 4” 
Quick: 
4+d6” 
To hit: 3+ 
Damage: +1 
	  

ANKLE-BITER 
 

Random: 2” 
Quick: d6” 
To hit: 5+ 
Damage: -1 
	  

ANKLE-BITER 
 

Random: 2” 
Quick: d6” 
To hit: 5+ 
Damage: -1 
	  

ANKLE-BITER 
 

Random: 2” 
Quick: d6” 
To hit: 5+ 
Damage: -1 
	  

SHUFFLER 
 

Random: 4” 
Quick: 
4+d6” 
To hit: 4+ 
Damage: +0 
	  

SHUFFLER 
 

Random: 4” 
Quick: 
4+d6” 
To hit: 4+ 
Damage: +0 
	  

SHUFFLER 
 

Random: 4” 
Quick: 
4+d6” 
To hit: 4+ 
Damage: +0 
	  

BOSS 
 

Random: 4” 
Quick: 
4+d6” 
To hit: 3+ 
Damage: +1 
	  

BOSS 
 

Random: 4” 
Quick: 
4+d6” 
To hit: 3+ 
Damage: +1 
	  

BOSS 
 

Random: 4” 
Quick: 
4+d6” 
To hit: 3+ 
Damage: +1 
	  

RUNNER 
 

Random: 8” 
Quick: 3d6” 
To hit: 3+ 
Damage: +1 
	  

RUNNER 
 

Random: 8” 
Quick: 3d6” 
To hit: 3+ 
Damage: +1 
	  

RUNNER 
 

Random: 8” 
Quick: 3d6” 
To hit: 3+ 
Damage: +1 
	  

SHUFFLER 
 

Random: 4” 
Quick: 
4+d6” 
To hit: 4+ 
Damage: +0 
	  

SHUFFLER 
 

Random: 4” 
Quick: 
4+d6” 
To hit: 4+ 
Damage: +0 
	  

SHUFFLER 
 

Random: 4” 
Quick: 
4+d6” 
To hit: 4+ 
Damage: +0 
	  

SHUFFLER 
 

Random: 4” 
Quick: 
4+d6” 
To hit: 4+ 
Damage: +0 
	  

SHUFFLER 
 

Random: 4” 
Quick: 
4+d6” 
To hit: 4+ 
Damage: +0 
	  

SHUFFLER 
 

Random: 4” 
Quick: 
4+d6” 
To hit: 4+ 
Damage: +0 
	  

SHUFFLER 
 

Random: 4” 
Quick: 
4+d6” 
To hit: 4+ 
Damage: +0 
	  

SHUFFLER 
 

Random: 4” 
Quick: 
4+d6” 
To hit: 4+ 
Damage: +0 
	  

ANKLE-BITER 
 

Random: 2” 
Quick: d6” 
To hit: 5+ 
Damage: -1 
	  

ANKLE-BITER 
 

Random: 2” 
Quick: d6” 
To hit: 5+ 
Damage: -1 
	  

ANKLE-BITER 
 

Random: 2” 
Quick: d6” 
To hit: 5+ 
Damage: -1 
	  

ANKLE-BITER 
 

Random: 2” 
Quick: d6” 
To hit: 5+ 
Damage: -1 
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