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Legal: The contents of this strategy tabletop miniatures game “Even 
Death May Die” are the sole property of myself, Liam Thomas 
(DonkusGaming) and may not be reproduced in part or as a whole 
under any circumstances except for personal, private use. They may not 
be published within any website, blog, or magazine, etc., or otherwise 
distributed publically without advance written permission (see email 
address listed.) Use of these documents as a part of any public display 
without permission is strictly prohibited, and a violation of the author’s 
rights. The creator and possessors of this and related documents do not 
claim to own the concepts, names, trademarks, intellectual properties, 
definitions, and terminology expressed within. This is including but not 
limited to artwork, zombies, survivors, undead, Wargames Factory™, 
and artwork contained within. This and related documents are not 
intended for, or should be, sold or exchanged for goods and services. If 
you paid for this product, you have been a victim of fraud. By 
modifying and/or reproducing these document(s) in part or whole for 
personal, private use, I agree to credit the author Liam Thomas 
(donkusgaming@gmail.com). By using or possessing these documents 
I agree to the terms stated above. For more information, please contact 
the email address listed. 

Check it out! 
 

https://donkusgaming.wordpress.com/author/
donkusgaming/  

 
For more information, games, and 

downloads! 
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Welcome to “Even Death May Die.” This game utilises a D8 (Eight-
sided die) system for 28mm (1/56 approx.) scale miniatures. This 
game is designed for two or more players. 
 
 
What you will need: 
 

• A ruler or tape measure that measures in inches. 
 

• 28mm scale miniatures. At the very least, you should have 
zombies and human survivors. I recommend the ‘Wargames 
Factory™’ line of miniatures. Other brands are available. 
 

• 1/56 (O or S) scale terrain (trees, buildings, rivers, etc.) for 
your miniatures. These classes of scale are typically 
acceptable. 
 

• Several D8 die, otherwise known as eight-sided die. Two 
different colours are preferable. 
 

• A printout of these rules for reference. 
 
 
Setting up a game: 
 
Make sure you play the game on a flat surface or game board that 
is large enough to be able to play on. A minimum 5’ x 5’ surface, 
such as a large dining table may be a good starting point. 
 
Each player should take control of one ‘Faction’ of the game: human 
survivors, zombies, the military, or bandits. Players should choose 
units from those available to that faction (see ‘Units, Weapons and 
Statistics’.)  
 
Each player should then take turns setting up one unit (or herd in 
the case of zombies) at a time within their “Deployment Zone” on 
the playing field (see the diagrams under ‘The Playing Field’ for 
ideas.) Once all units are placed, you are ready to begin the 
‘Sequence of Play.’ 
 

Please Note: Whenever the words “die” or “dice” are mentioned 
from this point on within the context of the game, this refers to D8 

(eight-sided die.)  
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The Playing Field:	   
 
Below are some labelled diagrams to give you ideas on how to set 
up your game. Try to make sure that no player has a clear 
advantage in terms of miniatures or terrain! 
  

Two Player Game Three Player Game 

Four Player Game Last Stand / Objective 
Deployment Zones 

Terrain, etc. 
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Sequence of Play: 
 
At the beginning of a game, a “Roll for Priority” must be performed. 
To do this, players roll a die each; the player with the highest 
number wins! Be sure to reroll if there is a tie. Roll for priority until 
a clear order is established for player turns. The winning player 
always takes their “Turn” first. 
 

The Structure of a Turn 
 

1. Select a unit. 
 

2. Choose up to 2 actions for the unit to perform, in any desired 
order. 

 
a) Move 
b) Attack 
c) Other actions 
 
3. This unit is now ‘used’ and may not perform any more actions 

this turn. 
 

4. Choose another of your units. Repeat steps 2 – 4. 
 

5. If all of your units have been ‘used’ it is now the other 
player’s turn. 

 
See flowchart for more details.  

Winning a Battle: 
 
There are a few ways a player can win a 
battle within the game: 
 

1) Every opposing unit has been eliminated. 
 

2) Your units are the only ones remaining on 
the battlefield (via opponents withdrawing 
their units past a table edge.) 
 

3) Your units are the sole units within a pre-
agreed set distance of an objective (for 
example, within 12” of a lighthouse) for a 
set amount of time (for example, five 
turns.) 
 

4) Your opponent concedes. 



	   5	  

Example ‘Turn’ Flowchart:  

  

If all Units or 
Herds are 

‘used’ 

End of 
your turn 

Select a 
Unit or Herd 

Choose an 
‘Action’ to 
perform 

After 2 
‘Actions’ 

Roll a ‘Psych 
Check’ if 

appropriate 

Roll a 
“Rambling 

Check” 

If ‘Infected’, roll 
an ‘Infection 

Check.’ 

This Unit or 
Herd is now 

‘Used’ 

Zombie 

Human 

START OF 
YOUR TURN 

 
‘Move’ 

 
‘Attack’ 

Aim 

Climb 

Get Up 

Reload 

Shove 

Commands 

‘Other 
Actions’ 

Interact 	  

Get Up 
Split Up 

Merge 

‘Brain Check’ 
Climb 

Zombie 

Human 

Military 
Only 

Shooting 

Melee 

Biting Zombie 

Human 

If 
‘Dangerous’ 

Terrain 

‘Psych Check’ ‘Brain Check’ 

Zombie Human 
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Campaign Turn Flowchart 
 

Note: This applies only if you play the ‘Campaign Game’ (see page 22.) 
  

START OF 
YOUR TURN 

If you have 40 
or more ‘Victory 

Points’ 

Check ‘Victory 
Points’ 

If you have less 
than 40 ‘Victory 

Points’ 

VICTORY 

If Human, reduce 
‘Supplies’ by 1 
for each ‘Force’ 

If zero (0) 
‘Supplies’ are left 

Perform a ‘Health 
Check’ for each 

Force. 

If Zombie, roll 
for ‘Horde 

Generation’ 

Choose an 
‘Action’ to 
perform 

After three (3) 
‘Actions’ 

END OF 
YOUR TURN 

Zombie Human 

Build Heal Train Search Raid Pillage 

Supply 
Drop 

Paratrooper 
Drop Zombify Feast 

Battle 

Control 
Area 

Move 
Force/Horde 

 Zombie 
Only 

Military 
Only 

Bandit 
Only 

Human Only 

Shared 
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Actions 
 
Move:  
 
Read the unit sheet to determine how far (in inches) your unit can 
typically move. This is listed under “Movement.” Units can move shorter 
than this distance if they wish, but not longer. 
 
Your “Movement” is affected by several variables in game, particularly the 
type of terrain you are moving. Movement may also be affected by your 
unit’s “Condition.” 
 
Check your unit and the terrain you are moving on or into and apply 
movement penalties if necessary. You may now move up to the full 
“Movement” possible. 
 
Terrain type Examples How it affects movement 

Normal 
Grass, roads, 

concrete, tiles, yards, 
etc. 

No modifier is applied. 

Impassable Cliffs, canyons, 
ravines, etc. 

'Climb’ to attempt to pass (See 
'Actions') 

Difficult Trenches, woods, 
water, hills, etc. 

Maximum movement distance is halved 
(50%.) 

Dangerous Minefields, booby 
traps, fires, etc. 

Maximum movement distance is halved 
(50%). Humans must pass a ‘Psych 

Check’ in order to move into or within 
this terrain. Zombies must perform a 

‘Brain Check’ in order to choose 
whether to enter or move within this 

terrain. Any unit who fails to pass their 
check receives one ‘Wound’ before 

continuing to move. 

 
When moving a unit, use a ruler or tape measure to guide your unit from 
point a to b. You should move a unit from the point on the unit’s base (or 
approximate) that is closest to the direction that you wish to travel, to the 
opposite edge of the unit’s base. 
 
Things to note: 
 

• Movement should be in a straight, not curved, line. 
 

• You cannot move into, over, or through another unit unless they have been 
‘Knocked Down.’ This is particularly important to consider when facing zombies in 
narrow spaces. 
 

• These variables can combine their penalties. For example, difficult terrain and poor 
health. 
 

• You cannot move if you have been ‘Knocked Down’ until you perform the action 
‘Get up.’	   
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Humans, Zombies and Rambling Checks 

 
Survivors and other humans are controlled entirely by their player 
when moving, with few exceptions. Each human also operates as an 
individual, moving independently. 
 
Zombies on the other hand, are typically organised into ‘Herds.’ 
Zombie herds consist of between 1 and 15 zombies. Each zombie is no 
more than roughly 2 inches away from another zombie in the herd at 
all times, in a loose formation. When moving zombies, simply choose 
the zombie closest to the direction you wish to move in and measure 
from that one’s base. Move it and then simply arrange the rest of the 
herd behind or around it in formation. 
 
Individual zombie herds can perform a ‘Brain Check’ during their 
movement phase to determine if they can split up or merge herds (See 
‘Brain Checks’).  
 
Unlike humans, zombies are not entirely controlled by their player. 
The zombie player must roll a D8 when first selecting a zombie herd. 
This is called a ‘Rambling Check.’ 
 
 If the result is 3+ then the zombie player may control the herd during 
this turn. If the result is a 1 or 2 however, the survivor’s player may 
move the herd this turn. They should use this as an opportunity to 
move the herd away from them, into a better firing spot, or perhaps 
into dangerous terrain! *  
 
(*Note: Zombies players can attempt to counter this with a ‘Brain 
Check’) 

  

5” 

≤2” 

≤2” 

≤2” 

≤2” 

≤2” 

Diagram: An example of correct 
zombie herd movement. 
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Attack: 
 
Shooting – Only Humans can shoot. In order to shoot your weapon, you must 
first have the target enemy in ‘Sight.’ You can’t shoot at a target you can’t see! 
Now, check to see if your enemy is within the ‘Range’ of the weapon. If they are 
not, you fail your shooting action (presumed a miss!) If they are within Range, 
look up how many D8 die you should roll with your weapon (Under ‘Hits’) and add 
or remove die and/or resulting die numbers as necessary (from Aiming, flanking, 
‘Cover’, etc. See table below.) 

 
Now, roll your total number of die indicated. Each die that shows the number 
indicated by that weapons ‘Accuracy’ or higher is a ‘Success.’ Otherwise, your 
shots are a ‘Miss.’ Your target must now roll the indicated number of die listed 
under their ‘Toughness’ in response to your ‘Successes’. Again, they should add 
or remove die as necessary. Each die they roll that results in a number equal to 
or higher than their ‘Toughness’ is a ‘Success.’ Whoever has the most ‘Success’ is 
the winner of the attack (see ‘Wounds and Dying.’) 
 

Primary Factors How they affect ‘Shooting’ 

Used ‘Aim’ action. Shooter rolls one extra D8. 

Attacking target from side or rear 
(‘Flanking.’) 

Increase shooter D8 die results during this 
‘Shooting’ action by 1. 

Target behind ‘Cover.’ Target rolls one extra ‘Toughness’ D8. 

Target has ‘Armour.’ Target rolls one extra ‘Toughness’ D8. 

 
Secondary (optional*) Factors How they affect ‘Shooting’ 

Shooter is ‘Energised.’ Increase shooter D8 die results during this 
‘Shooting’ action by 1. 

Shooter is ‘Exhausted.’ Decrease shooter D8 die results during this 
‘Shooting’ action by 1. 

Shooter is ‘Healthy.’ Increase shooter D8 die results during this 
‘Shooting’ action by 1. 

Shooter is ‘Sick.’ Decrease shooter D8 die results during this 
‘Shooting’ action by 1. 

Target is ‘Rotten/Sick.’ Target rolls one less ‘Toughness’ D8. 

 
* These factors only come into play if you are playing a scenario or campaign. 
 
Situations where you cannot shoot: 
 
- You cannot shoot at a target that is in base contact with a friendly unit. 
 
- You cannot shoot at a target in base contact with yourself. 
 
- You cannot shoot if you need to ‘Reload.’ 
 
- You cannot shoot if you don’t have ‘Sight’ of the target. 
 
- You cannot shoot while ‘Knocked Down.’	   
 
  

Sight is what can be seen 
physically from the perspective (eye 
level) of a unit. To check, get down 
to said level and observe what can 
be seen. Each zombie within a herd 
can see what the other sees! 
 
A unit is considered behind cover 
when up to two-thirds (66%) of the 
unit cannot be seen because of 
terrain. A zombie herd is considered 
behind cover when the above 
definition of cover applies to half 
(50%) or more of the zombies 
within the herd from the 
perspective of the attacker. 

Diagram: An example of a 
zombie herd in ‘Sight’ but 
considered behind ‘Cover.’ 



	   10	  

Melee – Only humans can melee. In order to melee (close combat), you must 
be in ‘Base Contact’ with your target. If you are, look up how many D8 die you 
should roll with your weapon (Under ‘Hits’) and add or remove die and/or 
resulting die numbers as necessary (from Aiming, flanking, fatigue, etc. See table 
below.) 
 
Now, roll your total number of die indicated. Each die that shows the number 
indicated by that weapons ‘Accuracy’ or higher is a ‘Success.’ Otherwise, your 
attacks ‘Miss.’  
 
Your target must now roll the indicated number of die listed under their 
‘Toughness’ in response to your ‘Successes’. Again, they should add or remove 
die as necessary. Each die they roll that results in a number equal to or higher 
than their ‘Toughness’ is a ‘Success.’ 
 
Whoever has the most ‘Success’ is the winner of the attack (see ‘Wounds and 
Dying.’) 
 

Primary Factors How they affect ‘Melee’ 

Used ‘Aim’ action. Attacker rolls one extra D8. 

Attacking target from side or 
rear (‘Flanking.’) 

Increase attacker D8 die results during 
this ‘Melee’ action by 1. 

1+ Human in Base Contact Increase attacker D8 die results during 
this ‘Melee’ action by 1. 

Target has ‘Armour.’ Target rolls one extra ‘Toughness’ D8. 

Target is ‘Knocked Down.’ Attacker rolls one extra D8. 
 

Secondary (optional*) 
Factors How they affect ‘Melee’ 

Attacker is ‘Energised.’ Increase attacker D8 die results during this 
‘Melee’ action by 1. 

Attacker is ‘Exhausted.’ Decrease attacker D8 die results during this 
‘Melee’ action by 1. 

Attacker is ‘Healthy.’ Increase attacker D8 die results during this 
‘Melee’ action by 1. 

Attacker is ‘Sick.’ Decrease attacker D8 die results during this 
‘Melee’ action by 1. 

Target is ‘Rotten/Sick.’ Target rolls one less ‘Toughness’ D8. 

* These factors only come into play if you are playing a scenario or campaign.	   
 

Situations where you cannot melee:  - You cannot melee if you don’t have ‘Sight’ of the target.   - You cannot melee through ‘Cover.’  - You cannot melee while ‘Knocked Down.’  
  

Diagram: 
Examples 
of ‘Base 
Contact’ 
between a 
zombie and 
a human. 

Base Contact between models occurs when two models 
successfully touch bases and are within sight of each other (see 1.)  
 
Base Contact also can occur between models who have a terrain 
feature between them, so long as said feature is half the models’ 
height or less (such as a low wall) and the models are within ‘arms 
reach’ (see 2.) 

1. 

2. 
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Biting – This attack can only be performed by zombies. This action may not be 
performed by a herd of zombies who has failed a ‘Rambling Check.’ In order to 
bite a target, you must be in base contact with the target. When zombies ‘Bite’ 
they attack to form a group. When one zombie in a ‘Herd’ is in base contact with 
a target unit and chooses the ‘Bite’ action, the zombie player may automatically 
move any adjacent zombies within 2” of that zombie’s target into base contact 
with the target. Up to 6 zombies may be in base contact of a single target unit at 
any time. 
 
Note: Once in base contact with a target, a zombie cannot withdraw from base 
contact until the target is dead, even if they are within 2” of another target that is 
attacked by a zombie. Choose your targets wisely! 
 
Next, add one (1) die for each zombie in base contact with the target and add or 
remove die and/or resulting die numbers due to factors as necessary (See table 
below.) 
 
Now, roll your total number of die indicated. Each die that shows the number 
indicated by your zombie’s ‘Accuracy’ or higher is a ‘Success.’ Otherwise, your 
attacks ‘Miss.’ To determine your zombie’s accuracy, use the following formula: 
 

Accuracy = 8 – (Number of zombies in base contact - 1). 
 
Your target must now roll the indicated number of die listed under their 
‘Toughness’ in response to your ‘Successes’. Again, they should add or remove 
die as necessary. Each die they roll that results in a number equal to or higher 
than their ‘Toughness’ is a ‘Success.’ 
 
Whoever has the most ‘Success’ is the winner of the attack (see ‘Wounds and 
Dying.’) 
 

Primary Factors How they affect ‘Biting’ 

Target has ‘Armour.’ Target rolls one extra ‘Toughness’ D8. 

Target is ‘Knocked Down.’ Herd rolls one extra D8. 
 
Secondary (optional*) Factors How they affect ‘Biting’ 

Herd is ‘Starved.’ Increase herd D8 die results during this 
‘Biting’ action by 1. 

Herd is ‘Full.’ Decrease herd D8 die results during this 
‘Biting’ action by 1. 

* These factors only come into play if you are playing a scenario or campaign. 
 

  

≤2” 

≤2” 

>2” 

Zombie (a) 
moves into 

Base Contact 

(a) 

(b) 

(c) 

(d) 

(b) 

(c) (a) 

(d) 

Zombies (b) and (c) are 
less than 2” away from 

the target, and choose to 
move into Base Contact. 

 
Zombie (d) is over 2” 

away from the target, and 
so cannot move into Base 

Contact. 

Diagram: An 
example of 

‘biting’ 
movements. 
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‘Human’ Other Actions: 
 
Aim – If you choose to aim, this unit may roll one extra D8 in an attack they perform this 
turn. 
 
Command – Units in the ‘Military’ faction are unique among humans in that they may 
choose to perform this ‘Action.’ Every time a player using the ‘Military’ faction starts their 
turn, they gain one “Command point.”  
 
When this ‘Action’ is used (only one ‘Military’ unit may use this action per turn) the military 
player may choose one (1) effect from the list below to occur in the game, provided they 
can spend enough “Command Points” to cover the cost. Those command points are then 
removed: 
 

• Concentrate Fire: (4 Command Points.) Increase all military unit D8 die results 
during ‘Shooting’ actions this turn by 1. 
 

• Get to cover: (3 Command Points.) Increase all military unit D8 die ‘Toughness’ 
results this turn by 1. 
 

• Oscar Mike: (2 Command Points.) The ‘Movement’ of each military unit is 
increased to 10” for the remainder of this turn (terrain and other penalties still 
apply.) 
 

• Suppressive Fire: (3 Command Points.) Select up to three (3) military units. 
‘Shooting Attacks’ cannot target these units this turn. 

 
Climbing – Some ‘Impassable’ terrain, such as cliffs or tall fences/walls, may be climbed. 
Players should unanimously agree of what may be climbed before the game begins. 
Climbing distance is 50% base “Movement.” 
 
Units climb ladders at 50% base “Movement.” Units always successfully climb barriers that 
are less than their height. 
 
Do nothing – This unit performs no action. 
 
Get up – A unit that has been ‘Knocked Down’ cannot perform other actions, and units 
may pass over them during their movement. If you choose to ‘Get Up’, you are 
automatically successful and are no longer ‘Knocked Down.’  
 
If part of a zombie herd has been ‘Knocked Down’ the whole herd cannot perform any 
other actions until ‘Get up’ has been performed. 
 
Interact– Depending on the scenario and terrain, this action can perform several 
functions. It may for example, be used to open a gateway or door, turn on a generator, 
call for an elevator, etc. There are many possibilities for players to agree on. Use your 
imaginations! 
 
Reloading – Each shooting weapon has a value under ‘Reload.’ This indicates how many 
‘Actions’ must be spent “Reloading” in order to fire your weapon again. Some weapons do 
not have to be reloaded. Each different shooting weapon carried by a human must be 
reloaded individually if applicable. 
 
Shove – A shove can only be performed against target(s) in base contact with your unit. 
Roll a D8, and check your success based on the following formula: 
 

D8 roll required = 3 + (number of targets in base contact - 1) 
 
If you are successful you have ‘Knocked Down’ the target(s) (Place them on their side. 
They may attempt to “Get up” next turn). They take no damage from shoving, however 
units may pass over them during movement. 
 
If you fail, then you waste your action. 
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‘Zombie’ Other Actions: 
 
All “Other Actions” performed by zombies will require each herd to 
successfully pass a ‘Brain Check’ in order to do so. Please note that once a 
herd passes a ‘Brain Check,’ all zombies in that herd perform the action 
together. 
 
Climbing – Some ‘Impassable’ terrain, such as cliffs or tall fences/walls, 
may be climbed. Players should unanimously agree of what may be 
climbed before the game begins. Climbing distance is 50% base 
“Movement.” 
 
Units climb ladders at 50% base “Movement.” Units always successfully 
climb barriers that are less than their height. 
 
Do nothing – This herd performs no action. 
 
Get up – A unit that has been ‘Knocked Down’ cannot perform other 
actions, and units may pass over them during their movement. If you 
choose to ‘Get Up’, you are automatically successful and are no longer 
‘Knocked Down.’  
 
If part of a zombie herd has been ‘Knocked Down’ the whole herd cannot 
perform any other actions until ‘Get up’ has been performed. 
 
Split up – This ‘Action’ applies to any number of individual zombies within 
the herd performing this ‘Action.’ Move one target zombie within this herd 
6” away from the herd. Any number of zombies from the herd performing 
the ‘Split up’ action may now make a free movement to be placed within 2” 
of the target zombie. The target zombie and all zombies within 2” of it are 
now considered to be a new herd provided this herd does not exceed 15 
zombies. This new herd may not perform any more actions for the 
remainder of the turn. 
 
Merge – This ‘Action’ applies to any number of individual zombies in a 
neighbouring zombie herd within 6” of the herd performing this ‘Action.’ 
These individual zombies may make a free movement to be placed within 
2” of any zombie within this herd (the herd performing the ‘Merge’ action) 
provided this herd does not exceed 15 zombies. These zombies are now a 
part of this herd.  
 
 
  

6”	  

≤2” 

≤2” 

Free 
movement 

	  

Free 
movement 

	  

Free 
movement 

	  

Free 
movement 

	  

≤6” 

Diagram: Examples of ‘Split Up’ (left) and ‘Merge’ (right) 
actions. 
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Wounds and Dying:	   
 
Wounds are dealt to the target unit of an ‘Attack’ action if they achieve 
fewer ‘Successes’ than the initiator of the attack. 
 
Wounds are not dealt to the unit that initiated the attack action, even if 
they achieved fewer ‘Successes.’ 
 
Wounds are resolved immediately after an ‘Attack’ action is completed. 
 
The number of ‘Wounds’ of damage dealt to the unit with fewer successes 
is directly proportional to the difference between the successes of both 
parties in the ‘Attack’ action. 
 

For example, if the attacker rolled 4 successes, and the target rolled 2 
successes (thus, losing the attack action), the target would receive 2 

wounds of damage (as 4 – 2 = 2.) 
 
If a human target receives wounds, simply reduce their ‘Vitality’ statistic 
by the number of wounds received. If a human ever reaches zero (0) 
‘Vitality’ or less then they are killed (see ‘Death.’) 
 
If a zombie herd target receives wounds, the zombie player removes X 
zombies from the target herd, closest to the origin site of the ‘Attack’ 
action (i.e. the attacker making base contact / the shooter), where X is 
equal to the number of wounds received. 
 
Note: If a human target receives wounds as a result of a zombie herd 
‘Biting’ action and has more than zero (0) vitality remaining, place an 
‘Infection Counter’ next to them if they do not have one already. This 
human is now has ‘Infection’ (see ‘Infection.’) 
 
Death: 
 
A human who has zero (0) vitality or less has died. Remember, when a 
human dies within ‘Sight’ of another human (or humans) these human(s) 
must perform a ‘Psych Check.’ Failure to pass the ‘Psych Check’ will result 
in damage to their ‘Morale.’ If a human dies as a result of an attack from 
a zombie, in addition to the effects listed above, the human now becomes 
a zombie and joins the zombie herd that killed them. They now act as a 
zombie for all intents and purposes, falling under the zombie player’s 
control. 
 
If a human dies as a result of ‘Infection’ in addition to the effects listed 
above, the human also becomes a zombie and acts as a zombie for all 
intents and purposes, falling under the zombie player’s control. This 
zombie forms its own herd (of 1 zombie), but may merge with others, etc. 
 
A zombie herd has ‘died’ when the number of zombies within the herd is 
equal to zero (0). 
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Infection & Health Checks: 
 
A human is infected when they have an ‘Infection Counter’ placed 
next to them. They instantly have their ‘Morale Modifier’ reduced by 
one (1) when this first occurs (they are set to the ‘Shaken’ state.) 
In addition, their ‘Movement’ is reduced by 4” and they roll one less 
‘Toughness’ D8. 
 
Individual infected humans must roll an ‘Infection Check’ each turn 
before they perform their actions. 
 
How to perform an ‘Infection Check’:  
 
‘Infection Checks’ are used to determine the progression of the 
zombie disease in turning its human host into a zombie. To pass the 
check, roll the number indicated using the formula below or higher. 
 

Infection Roll = 8 – (Unit’s remaining ‘Vitality’) 
 
If this roll is passed, the human unit may continue to perform its 
actions as usual for the remainder of this turn. 
 
If this roll is failed (rolling lower than the indicated number) 
however, remove one (1) point of ‘Vitality’ from this unit. The 
infection has worsened. Perform a ‘Psych Check’ with this unit 
immediately after this damage has been applied, if they are above 
zero (0) vitality. 
 
If a human dies (has zero vitality or less) from damage taken as a 
result of failing an ‘Infection Check,’ the human also becomes a 
zombie. This unit now acts as a zombie for all intents and purposes, 
falling under the zombie player’s control. This zombie forms its own 
herd (of 1 zombie), but may merge with others, etc. 
 
How to perform a ‘Health Check’:  
 

Health Roll = Roll a D8 and consult table below: 
 

Score Result 

1 Unit(s) are now ‘Infected.’ 
2 – 5 Unit(s) are now ‘Sick.’ 
6 – 8 Unit(s) remains ‘Healthy.’ 
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Morale, Psych Checks & Brain Checks: 
 
Morale: 
 
Morale is an indicator of the mental state of human units. Morale does not 
affect zombies. 
 

State Battle Condition Morale 
Modifier 

Eager 

Units become eager if, at the start of battle, the 
total number of enemies is equal to less than 2 X 
the number of friendly units, or if they have found 

luxuries (campaign game only.) 

+2 

Willing 
Default state. Units are set to this state if they 
pass a ‘Psych Check’ while either ‘Shaken’ or 

‘Broken.’ 
+1 

Shaken 
If a unit fails their ‘Psych Check’ they are set to 
this state. Units who are ‘Sick’ or ‘Infected’ start 

at this state. 
-1 

Broken If a unit fails their ‘Psych Check’ while ‘Shaken’ 
they are set to this state. -2 

 
How to perform a ‘Psych Check’:  
 
Psych Checks are used to determine humans’ reactions to a number of terrifying 
situations. 
 

Psych Roll = 8 – (Unit Toughness +/- Morale)	   
 
Roll a D8 against the resulting number. If the result is higher than or equal to the 
number, you have passed the Psych Check. If it is lower, you have failed the 
Psych Check. 
 

• Psych Checks should be performed under the following circumstances: 
 

- Trauma: Witnessing (being within ‘Sight’ of) the death of a friendly human. 
Perform one check on this unit’s next turn. 
 
- Being Infected: If the unit takes damage from ‘Infection’ at the beginning of 
their turn, perform one check immediately after this damage (unless dead). 
 
- Being Isolated: A human unit is considered isolated when it is not in sight of 
a friendly human unit while in addition being over 18” away from the closest 
friendly human unit. Perform one check at the beginning of each turn while 
isolated. 
 
- Seeing Multiple Full Strength (15 zombies) Herds: When multiple (two or 
more) full strength zombie herds are within sight of this unit, perform one 
check at the beginning of their turn each unique time this event occurs (with 
different herds).	   
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Consequences of failing Psych Checks: 
 

• If a ‘Psych Check’ fails while a unit is ‘Willing’ they become 
‘Shaken’ and are set to the appropriate Morale Modifier. There 
are no other effects. 
 

• If a ‘Psych Check’ fails while a unit is ‘Shaken’, this unit 
becomes ‘Broken’ and are set to the appropriate Morale 
Modifier. In addition, this unit moves their base “Movement” 
towards the physically closest ally and forgoes their turn 
(cannot perform any actions.) If the unit has no more allies, 
skip to the consequences of the step below. 
 

• If a ‘Psych Check’ fails while a unit is ‘Broken’, the unit cannot 
perform any actions this turn. 

 
Brain Checks: 
 
If a zombie herd wishes to perform a more complicated task, they 
must first pass a ‘Brain Check.’ This represents their group 
mentality aiding their survival. The size of a zombie’s herd often 
equates to their intelligence (see below). 
 

Herd Size Typical Toughness Herd Size 
Modifier 

11 – 15 zombies 4 + 2 

6 – 10 zombies 3 + 1 

1 – 5 zombies 2 + 0 
 
How to perform a ‘Brain Check’:  
 

Brain Roll = 8 – (Unit Toughness +/- Herd Size Modifier) 
 
Roll a D8 against the resulting number. If the result is higher than 
or equal to the number, you have passed the Brain Check. If it is 
lower, you have failed the Brain Check. 
 
Consequences of failing Brain Checks: 
 

• If a herd does not pass their ‘Brain Check’ then they do not 
perform the results of the intended action, therefore wasting 
one of their actions this turn.  
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Factions, Units, Weapons & Statistics:	   
 

Shooting Weapons 
 

Pistol <Free> 
Range Hits Accuracy Reload 

2” - 12” 2 Die 6+ No 
 

Machine Pistol <5 points> 
Range Hits Accuracy Reload 

2” - 18” 2 Die 5+ No 
 

Bow <5 points> 
Range Hits Accuracy Reload 

6” – 28” 2 Die 6+ Yes (1) 
 

Shotgun <10 points> 
Range Hits Accuracy Reload 

4” – 18” 3 Die 4+ Yes (1) 
 

Assault Rifle <10 points> 
Range Hits Accuracy Reload 

4” - 24” 3 Die 5+ Yes (2) 
 

Rifle <10 points> 
Range Hits Accuracy Reload 

4” - 32” 3 Die 4+ Yes (2) 
 

LMG <15 points> 
Range Hits Accuracy Reload 

4” - 18” 4 Die 3+ Yes (3) 
 

Molotov Cocktail <10 points> 
Range Hits Accuracy Reload 

6” – 18” 3 Die 3+ Yes (3) 
 

Projectile Explosive (RPG, Grenade Launcher) <20 points> 
Range Hits Accuracy Reload 

12” - 32” 6 Die 3+ Yes (3) 
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Melee Weapons 
 

Unarmed <Free> 
Hits Accuracy 
1 Die 7+ 

 
Small Blade (Knives, shivs, etc.) <5 points> 

Hits Accuracy 
2 Die 6+ 

 
Blunt (Crowbars, golf Clubs, etc.) <10 points> 

Hits Accuracy 
3 Die 5+  

 
Large Blade (Axes, machete, swords, etc.) <15 points> 

Hits Accuracy 
3 Die 4+ 

 
Chainsaw <15 points> 

Hits Accuracy 
4 Die 6+ 

 
About weapons: 
 

• Each human may have a maximum of two different weapons 
equipped. This includes any combination of melee or shooting 
weapons (no matter how weird.) A human, for example, may be 
equipped with a pistol and a knife, or with two RPGs, or two large 
blades, etc. 
 

• Humans are assumed to be able to switch weapons effectively 
between actions, therefore they are not required to perform any 
kind of special weapon-switching action.  
 
You can, for example, perform a melee action with a survivor to 
finish off a nearby zombie herd and then perform a shooting action 
afterwards to hit a different zombie herd. 
 

• It is possible to perform two melee actions in a row, with all melee 
weapons or combinations. For shooting weapons that do not have 
to be reloaded, or freshly reloaded weapons, it is possible to 
perform two shooting actions in a row if desired. 
 

• When selecting shooting weapons, try to keep in mind their 
different maximum and minimum ranges and pick combinations 
that cover these differences. A melee weapon is often a good 
backup for when enemies get too close. 
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Factions & Unit Statistics 
 

Survivors:  
 

Newbie Survivor <5 points> 

Movement Vitality Toughness Armour 
5” 3 7+ (2 Die) No 

 

Regular Survivor <10 points> 

Movement Vitality Toughness Armour 
6” 4 7+ (2 Die) No 

Special Ability May choose one “Level 1 Perk.” 
 

Seasoned Survivor <15 points> 

Movement Vitality Toughness Armour 
6” 5 6+ (3 Die) Yes 

Special Ability May choose one “Level 1 Perk” and “Level 2 Perk.” 
 

Hardened Survivor <20 points> 

Movement Vitality Toughness Armour 
7” 6 6+ (3 Die) Yes 

Special Ability May choose one “Level 1 Perk,” “Level 2 Perk,” and “Level 3 
Perk.” 

 
Military:  

 
Conscript <10 points> 

Movement Vitality Toughness Armour 
6” 4 6+ (2 Die) Yes 

 
Soldier <20 points> 

Movement Vitality Toughness Armour 
6” 4 6+ (3 Die) Yes 

Special Ability Automatically has the perk “Specialist.” May additionally choose 
one “Level 1 Perk.” 

 
Veteran <25 points> 

Movement Vitality Toughness Armour 
6” 5 5+ (3 Die) Yes 

Special Ability Automatically has the perk “Specialist.” May additionally choose 
one “Level 1 Perk” and “Level 2 Perk.” 

 
Commander <30 points> 

Movement Vitality Toughness Armour 
6” 5 5+ (3 Die) Yes 

Special Ability Automatically has the perk “Specialist.” May additionally choose 
one “Level 1 Perk,” “Level 2 Perk,” and “Level 3 Perk.” 
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Bandits:  
 

Convict <10 points> 

Movement Vitality Toughness Armour 
6” 3 7+ (2 Die) No 

 

Thug <15 points> 

Movement Vitality Toughness Armour 
7” 4 7+ (2 Die) No 

Special Ability May choose one “Level 1 Perk.” 

 

Cutthroat <20 points> 

Movement Vitality Toughness Armour 
7” 4 6+ (3 Die) Yes 

Special Ability May choose one “Level 1 Perk” and “Level 2 Perk.” 

 

Boss <25 points> 

Movement Vitality Toughness Armour 
7” 5 6+ (3 Die) Yes 

Special Ability May choose one “Level 1 Perk,” “Level 2 Perk,” and “Level 3 
Perk.” 

 
Zombies:  

 
Regular Zombies 

Movement Toughness Armour 

4” 
1 – 5 zombies 7+ (2 Die) <10 points> 
6 – 10 zombies 6+ (3 Die) <20 points> 
11 – 15 zombies 5+ (4 Die) <30 points> 

 

No 

 

Fast Zombies 

Movement Toughness Armour 

8” 
1 – 5 zombies 7+ (1 Die)<15 points> 
6 – 10 zombies 6+ (2 Die) <30 points> 
11 – 15 zombies 6+ (3 Die) <45 points> 

 

No 

Special Ability Runner - Automatically passes ‘Brain Checks’ for the ‘Actions’ 
Climb, Split up, and Merge. 

 

Military Zombies 

Movement Toughness Armour 

4” 
1 – 5 zombies 6+ (2 Die) <20 points> 
6 – 10 zombies 6+ (3 Die) <40 points> 
11 – 15 zombies 5+ (4 Die) <60 points> 

 

Yes 
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Running a Campaign 
 
Disclaimer: This aspect of the game is still particularly in development.	   
 
A campaign is a series of battles that take place chronologically, 
with each player’s faction attempting to score enough ‘Victory 
Points’ throughout the games to be declared the winner. 
 

Set up 
 
Each player in the campaign selects a faction to play as. The 
controllable factions are Survivors, Military, Bandits, and Zombies. The 
game must have at least one human faction, and the zombie faction. 
Only one player may play as each faction. 
 
The campaign takes place on an 8 X 8 grid ‘Campaign Map.’ This forms 
64 individual ‘Map Tiles’ with their own unique geography, landmarks, 
and locations. For an example of how this looks, see ‘Example 
Campaign Map.’ Each map tile should contain different types of terrain 
for character, such as forests, mountains, plains, and cities. 
 
Each map tile can be assigned a coordinate using the D8 die system. 
The X-axis and Y-axis can each be labelled 1 – 8. With this in mind, 
players can now set up the starting locations for each human faction. 
 
Each human faction player in the game should make 2 die rolls (the 
campaign turn order of players can be determined by dice roll or other 
means.) The first die determines the Y-axis coordinate, and the second 
die determines the X-axis coordinate. The resulting map tile is now 
successfully ‘Controlled’ by this faction. This faction may now also 
fortify two other tiles directly adjacent to this determined tile. It is now 
the next human player’s turn. This process should be done only once 
by each human player. 
 
In the event that already fortified (or otherwise impossible) tiles are 
chosen as the result of the die, simply reroll until an acceptable 
outcome has been achieved. 
 
Each human player should now place a ‘Force Counter’ in each of their 
fortified tiles. Force counters represent the players ‘Forces,’ or bands of 
humans armed to fight each other and the zombie menace as necessary. 
Each force should contain approximately 100 points of units and 
equipment. 
 
The zombie player should now place three (3) approx. 100-point zombie 
‘Hordes’ on the map at random, per player. Hordes are the ‘Forces’ of the 
zombie player. Use the D8 X and Y coordinate system to determine their 
placement. They cannot be placed in fortified tiles. 
 
The game is now ready to begin.	   
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Campaign Rules, Turn Structure & Actions 
 
General Rules: 
 

• The maximum number of Forces a player may have on the 
campaign map at any time is limited to six (6.) The maximum 
number of Hordes for the zombie player is limited to twelve (12.) 
Each Force/Horde is limited to a maximum of 200 Points. 

 
• Only one Force/Horde may be present in any map tile at the same 

time. 
 

• A Force/Horde cannot move through or past another Force/Horde 
from any opposing faction. They may, however, spend multiple 
move actions to pass through their own faction’s Forces/Hordes 
provided that they end their faction’s turn within their own, 
unoccupied map tile. 

 
• Vitality damage and deaths are cumulative. Changes to these states 

are maintained from turn to turn. Keep track of your zombies, 
vitality, and infection states! 

 
• Each human faction player begins the game with 4 ‘Supplies’ points. 

 
Turn Structure 

 
At the start of each player’s campaign turn (in this order of priority): 
 

o Calculate ‘Victory Points’ for this player and determine if they have 
the necessary number to win the game (excludes the first campaign 
turn for each player of the game.) 
 

o Human Factions (survivors, bandits, or military) reduce their 
‘Supplies’ by one (1) for each ‘Force’ they control on the map 
(excludes the first campaign turn for each player of game.) 
 

o Human Factions make a ‘Health Check’ for each ‘Force’ they control 
on the map if their faction’s ‘Supplies’ are at zero (0.) 
 

o The zombie player rolls for ‘Horde Generation’ (Roll a D8. On a 
result of 7 or 8 add one 50 point Horde within an unoccupied map 
tile you ‘Control’) if they have less than 12 Hordes on the campaign 
map (excludes the first campaign turn for each player of game.) 

 
The player may now perform their desired actions: 
 
During each campaign turn a player may perform up to 3 actions. 
Actions are performed by the player’s Forces/Hordes in the map tile they 
occupy. Some of these actions are shared amongst human factions, but 
others are unique to the individual factions of the game (see following 
pages for details.  
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Shared Actions: 
 
Each Faction of the game can perform the actions below: 
 

§ Move Force/Horde: This allows you to move a force/horde 
around the map. You may move one map tile ‘Directly 
Adjacent’ (up, down, left or right of the initiating Force/Horde, 
and excluding diagonals.) 
 

§ Control Area: If this action is performed then this map tile 
(occupied by the initiating force/horde) is now ‘Controlled’ by 
your faction. ‘Controlled’ tiles contribute to your ‘Victory 
Points’ and allow you to perform certain other actions like 
building structures (if human) and to generate and recover 
your units (all factions). 
 
You can perform ‘Control Area’ on any unoccupied map tile, 
even if the tile is ‘Controlled’ by an opponent. Any pre-
existing ‘Structures’ inside the map tile will also belong to 
your faction once you successfully perform ‘Control Area.’ 
 

§ Battle: This action will be performed against all ‘Directly 
Adjacent’ Force/Hordes (up, down, left or right of the 
initiating Force/Horde, and excluding diagonals) to a 
maximum of one Force/Horde per faction participating in the 
battle.  
 
In the case where multiple are present (such as two zombie 
hordes) the owner of the force/horde may choose the one 
that fights. 
 
The battle will take place within the map tile of the 
force/horde that initiated the ‘Battle’ action. If a force/horde 
loses the battle, they are removed from the campaign map. 
 
A ‘Zombie Behaviour Generator’ roll occurs at the beginning of 
any individual campaign battle that features the zombie 
player (see ‘Zombie Variables.’).  
 
This roll determines the variables classifying every zombie 
herd participating in this battle. When performing a ‘Zombie 
Behaviour Generator’ roll, the zombie player may elect to roll 
a single D8 to determine all zombie variables, or they may roll 
individually for decay, brains, and hunger variables.	   
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Human-Only Actions: 
 

§ Build: This action can only be performed in map tiles you ‘Control.’ Choose 
one of the following ‘Structures’ to create in this map tile*: 
 
Farm: You gain one (1) ‘Supplies’ point at the start of each one of your 
campaign turns. 
 
Aid Station: Enables the ‘Heal’ action for a force occupying this map tile. 
 
Training Ground: Enables the ‘Train’ action for a force occupying this map tile. 
 
* Note: Only one ‘Structure’ can be built within a map tile at the same time. 
 

§ Heal: This action can only be performed in map tiles containing an ‘Aid 
Station.’ This action can only be performed once on this map tile per campaign 
turn. 
 
Reduce your ‘Supplies’ by one (1) point. Restore all units in the force 
occupying this map tile to their maximum vitality. 
 

§ Train: This action can only be performed in map tiles containing a ‘Training 
Ground.’ This action can only be performed once on this map tile per 
campaign turn. 
 
Reduce your ‘Supplies’ by one (1) point. You gain 50 points to spend on 
modifying the units within the occupying force (such as giving them different 
equipment, ‘Promoting’ them to a more powerful class of unit [such as turning 
a ‘Conscript’ into a ‘Soldier,’]) or generating a new ‘Force.’ 

 
§ Search: This action may, or may not be, performed by one of your forces in a 

map tile you ‘Control.’ This action can only be performed within an individual 
map tile once per game. 
 
Roll a D8* on the ‘Random Encounter’ table below and perform the described 
effect: 
 

Result Effect 

1 - 2 
Zombies have ambushed you! The zombie player chooses one 
human worth 20 points or less within this force (if this can’t be done, 
pick the lowest value human.) This human is killed.  

3 – 4 You have found some forgotten scraps of supplies. Increase your 
faction’s ‘Supplies’ by one (1). 

5 – 6 You have found a storage cache of supplies! Increase your faction’s 
‘Supplies’ by two (2). 

7 
You have found some luxuries. While not the supplies you were 
looking for, they are greatly appreciated. Your faction is ‘Eager’ until 
your next campaign turn. 

8 

You have found a survivor who agrees to join your faction. Add a 
unit of your faction to this force worth 20 Points or less. If this would 
put you over the point limit, transfer them to your nearest force 
capable of accepting them. 

 
* Note: If this action is performed in a map tile you ‘Control’ then you may 
add or subtract one (1) from your die result in order to gain a desired effect. 
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Bandit-Only Actions: 
 

§ Raid: This allows you to steal supplies from other humans. If 
the survivor or military factions have map tile(s) ‘Controlled’ 
by them containing a ‘Structure’ (farm, aid station, training 
ground) in one map tile(s) direction ‘Directly Adjacent’ (up, 
down, left or right, excluding diagonals) of your force, reduce 
their respective ‘Supplies’ points by the number of these 
structures present, and then add these ‘Supplies’ points to 
your own. 
  

§ Pillage: This allows you to gain ‘Victory Points’ by destroying 
the ‘Structures’ of other humans. If the survivor or military 
factions have map tile(s) ‘Controlled’ by them containing a 
‘Structure’ (farm, aid station, training ground) in one map 
tile(s) direction ‘Directly Adjacent’ (up, down, left or right, 
excluding diagonals) of your force, roll a D8 for each. On a 
result of 4+ that ‘Structure’ is destroyed. You gain one (1) 
‘Victory Point’ for every destroyed structure. 
 

Military-Only Actions: 
 

§ Supply Drop: Roll a D8. If the result is 3+ then you gain one 
(1) ‘Supplies’ point. 
 

§ Paratrooper Drop: Select one of your forces within a map 
tile you ‘Control.’ Select an unoccupied, uncontrolled map tile. 
On a D8 die roll result of 5+ move the selected force to the 
selected map tile. 

 
Zombie-Only Actions: 
 

§ Zombify: Roll a D8, on a result of 4+ add zombie herd(s) to 
this horde worth 50 Points or less. 
 

§ Feast: All zombie herds in this horde are restored to the 
maximum number of zombies in that herd category (for 
example, 12 zombies become 15 again.) 
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Earning Victory Points 
 

In a campaign game, the faction who first successfully scores 40 
Victory Points while it is their turn is the winner. Victory Points are 
cumulative, although the balance of some (such as the ‘Control’ 
conditions) may change over time. 
 
Here is how a player may earn Victory Points: 
 

Faction(s) Condition(s) Victory Points 
Earned 

All Win a ‘Battle’ action (see page 
4.) +2 

All ‘Control’ a ‘Town’ on the 
Campaign Map. +3 

All ‘Control’ a ‘City’ on the 
Campaign Map. +5 

All ‘Control’ map tiles. 
+1 for every tile 
controlled (excluding 
towns and cities). 

Humans Possess a high ‘Supplies’ point 
score. 

+1 for every 5 
‘Supplies’ points 
possessed at the 
start of your 
faction’s turn. 

Bandits Successfully ‘Pillage’ a 
‘Structure.’ 

+1 for each 
structure pillaged. 
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Example Campaign Map 
 
 

Key: 
 
Dark Green = Forest Blue = Water  Brown = Mountains Red Lines = Roads & bridges 
 
Yellow = City  Dark Yellow = Town Blue Lines = Rivers Light Green = Field 
 
Note: The centre tile of “Lake Eloura” is not accessible on this map. Crossing is permissible via 
the road bridge Southeast of “Brawley.” 
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Map Tile Terrain Guide: 
 

• Field (Light Green) 
 
Fields typically contain short to moderate length grass, and are interspersed with 
occasional trees, rocks, small, shallow bodies of water and human constructs (fences, 
lone houses, trails, signs, etc.) Fields are primarily flat, with only mild hills and dips in 
terrain. 
 

• Forest (Dark Green) 
 
Forests typically contain large numbers of tree clusters, ranging from moderate to 
dense. Tall grasses and small rocky outcrops often surround forests. Human 
constructs are minimal. There is more variety in the elevation of forests, which can be 
relatively flat, or steep depending on the presence of nearby mountains. 
 

• Mountains (Brown) 
 
Mountains often have frequent hills and cliffs of steep and high elevation, making 
moving difficult. Mountains are usually either quite sparse of trees and very rocky, or 
densely packed with trees. Relatively flat valleys can also be a feature of mountains, 
where rivers pass through. Human constructs are practically non-existent. 
 

• Water (Blue) 
 
Water typically has a several inch (in game terms) radius along its outside of shallows 
which may be moved in. The rest of water should not be able to be moved into, as it 
is too deep. Water occurs on coasts and in lakes, lagoons, and similar bodies. The 
edge of water is often sandy or rocky, with occasional trees and foliage. 
 

• Rivers (Blue Lines) 
 
Rivers are water bodies that are elongated and relatively shallow. In game terms, 
wide rivers should only be able to be crossed at crossings, while thin rivers should be 
able to be crossed as difficult terrain. Some crossings for rivers may include terrain 
such as a fallen tree, rocky fords, shallows, or even a road and bridge. The edges of 
rivers are often sandy or rocky, with occasional trees and foliage. Elevation should 
taper down towards rivers, which are flat. 
 

• Town (Dark Yellow) 
 
Towns are relatively small human settlements. Natural constructs are uncommon (up 
to about a quarter of the battlefield), while human constructs are common. Towns 
should contain plenty of buildings and roads. Towns are more suburban than cities, 
with only mild changes in elevation. 
 

• Cities (Yellow) 
 
Cities are relatively large human settlements. Natural constructs are rare, if not non-
existent, while human constructs are very common. Cities should consist primarily of 
buildings and roads. Cities are very urban, and are typically quite flat in elevation. 
 

• Roads & bridges (Red Lines) 
 
Roads intersect almost all other map terrain and are a common feature. Roads and 
bridges should be almost entirely flat and devoid of structures. 
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Map Template 
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Conditions, Perks & Variables 
 
Human Variables: 
 
Human beings are subject to a number of needs to be fulfilled: 
 
Fatigue: Humans get tired and this can affect their concentration and accuracy 
with weapons. 
 

State Campaign Condition(s) Modifier 

Energised Has ‘Abundant’ level supplies. 

Increase this unit’s 
D8 die results during 
‘Shooting’ or ‘Melee’ 
actions by 1. 

Fine [Default] Has ‘Rationing’ level supplies. No modifier is 
applied. 

Exhausted Is of ‘Sick’ or ‘infected’ health. 

Decrease this unit’s 
D8 die results during 
‘Shooting’ or ‘Melee’ 
actions by 1. 

 
Supplies: It is vital to have a supply of goods in stock. While seemingly innocuous, 
the presence of good food, water, shelter, tools, and ammo can make or break a 
person. 
 

State Campaign Condition(s) Modifier 

Abundant Human faction has a ‘Supplies’ score of 5 or 
more. 

Units are now 
‘Energised’ and 
‘Healthy’ (Unless 
Infected.) 

Rationing [Default] Human faction has a ‘Supplies’ 
score of 1 or 2. 

Units are now ‘Fine’ 
and ‘Healthy’ (Unless 
Infected.) 

Deprived Human faction has a ‘Supplies’ score of 0. 
Units make a ‘Health 
Check’ (unless 
already Infected.) 

 
Health: Being in poor health can reduce a survivor’s ability to react to situations. 
 

State Campaign Condition(s) Modifier 

Healthy 
[Default] Supplies are ‘Rationing’ or ‘Abundant,’ or roll a 
‘Health Check’ result of  
6 - 8. 

No modifier is applied. 

Sick Rolls a ‘Health Check’ result of 2 - 5. 

Decrease this unit’s 
‘Movement’ by 2”. * 
Unit rolls one less 
‘Toughness’ D8. 

Infected 
Obtained as a result of having an ‘Infection Counter’ 
placed next to the unit, or rolling a ‘Health Check’ result 
of 1. 

Decrease this unit’s 
‘Movement’ by 4”. * Unit 
rolls one less ‘Toughness’ 
D8. Unit is now ‘Infected’ 
and must perform 
‘Infection Checks.’ 

* Factor this into calculations when determining ‘Moving,’ ‘Climbing,’ or ‘Terrain 
Type,’ etc., calculations, rounding down. It is also impossible for a model to move 
less than 1”. 
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Zombie Variables: 
 
Zombies aren’t as complex as humans, but they still have needs: 
 
Decay: Even as zombies continue to feed, they are damaged by time and the 
elements. 
 

State Campaign Condition(s) Modifier 

Fresh [Default] Rolled 3 – 8 on the ‘Zombie 
Behaviour Generator.’ 

No modifier is 
applied. 

Rotten Rolled 1 or 2 on the ‘Zombie Behaviour 
Generator.’ 

Zombies roll one less 
‘Toughness’ D8. 

 
Brains: A herd mentality governs zombies to enable a basic sense of self-
preservation. 
 

State Campaign Condition(s) Modifier 

Agitated Rolled 7 or 8 on the ‘Zombie Behaviour 
Generator.’ 

These zombies 
automatically pass 
any ‘Brain Checks.’ 

Shambling [Default] Rolled 3 – 6 on the ‘Zombie 
Behaviour Generator.’ 

‘Brain Checks’ are 
performed as normal. 

Docile Rolled 1 or 2 on the ‘Zombie Behaviour 
Generator.’ 

Roll two dice when 
performing ‘Brain 
Checks,’ the lowest 
result is the one 
chosen. 

 
Hunger: Hunger is a powerful motivator. A zombie with a full belly poses far less 
of a threat. 
 

State Campaign Condition(s) Modifier 

Starved Rolled 7 or 8 on the ‘Zombie Behaviour 
Generator.’ 

Increase herd D8 die 
results during ‘Biting’ 
actions by 1. 

Hungry [Default] Rolled 3 – 6 on the ‘Zombie 
Behaviour Generator.’ 

No modifier is 
applied. 

Full Rolled 1 or 2 on the ‘Zombie Behaviour 
Generator.’ 

Decrease herd D8 die 
results during ‘Biting’ 
actions by 1. 

 
 
Important: In non-campaign games, all zombies are 
treated as “Fresh, shambling and hungry.” All humans are 
treated in non-campaign games as ‘Fine, healthy and 
rationing.” 
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Perks: 
 
As humans adapt to fighting zombies they gain perks. Perks give humans 
more character as well as an edge in combat and survival. Consider 
spreading a choice of different Perks amongst a group of humans. 
 

“Level 1” Perks 

Perk Name Description 

“Athletic” Increase the base movement of this unit by 2”. 

“Expert 
Scavenger” 

This unit finds +1 supplies if they find supplies 
while searching. 

“Medic” 

Once per battle, this unit may choose to restore 
up to 2 vitality to itself or another unit, as an 
action. Any units involved in the healing process 
may not perform any other actions for the turn, 
and should be in base contact with each other. 
This does not cure ‘Infection.’ 

 
“Level 2” Perks 

Perk Name Description 

“Quick 
Reloader” 

This unit reduces its own reloading actions 
required by 1. This applies to all weapons. 

“Parkour” This unit ignores movement penalties when 
performing move actions. 

“Immune” This unit cannot be under ‘Infection’ or otherwise 
turned into a zombie. 

“Specialist” * 
This survivor may reroll one die per turn on any 
failed shooting or melee action during a battle. 
* May not be chosen as an additional perk by military units. 

 
“Level 3” Perks 

Perk Name Description 

“Overwatch” 
If an enemy is within 6” of this unit at the start of 
their turn, they gain one additional action this 
turn. 

“Stoic” This unit automatically passes any ‘Psych 
Checks.’ 

“Concentration” 
This unit ignores factors that decrease the D8 
results of either ‘Melee’ or ‘Shooting’ actions. Pick 
one. 

 


