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“Shoot it in the head—that works in the movies!”

—A survivor who is more right than he knows
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L'll tell you what, Jed, I can'’t for the life of me figure our
why days like this always happen on Fridays. I mean,
[ ger it, sure, people want to cut loose because its the
weekend, bur why do they have to get out of their heads
and ruin it for everyone else? I mean, he freaking attacked
the delivery guy! Right in the street. It's nuts. Whatever.
I'm home and you haven't destroyed the place—have you
boy? Good boy!—and everyone's headed over 40 play. Ob!
and Woody's bringing the pizza.

Why are you looking at me like tha2 What? Yeah, he
attacked Steve. You know Steve. The delivery driver; he
gave you that biscuit last week. Awyway, yeah, L'm at thé
shop, just got the lights on and the doors unlocked.and
there's Steve with our latest shipment. Mostly the usial
stuff, that new RPG dnd a few other things, that Hew
.card game that Milla wanted. Steve, and IFchatted for
a while, nothing majer. He was telling me about that
chemical spill on the south side. Sounds like we might
Just have to.write off thewiver entirely. *

Hey, do you remember whatkind of pizza Woody said
he was bringing? Of course you don't, it all just smells
like peoplelfood ro you anyway. Man, I could eat!

So anyway, Steveheads back to his truck and I start
diving. into the new inventory, when WHAM! Out of
nowhere, this guy tackles him. Steve is freaking out! He's
doing his best to get this guy off of him, bur the dude
is nutsl He's thrashing and snapping at him. Seriously!
Sndpping at Steve like he's trying to freaking bite him!

Don't give me that look! Yeah, of course I helped him.
No one else was around, so I bolt out and try to haul
this dude off of Steve. He must have been drunk or high
or something. Either way, I was barely able to get ahold
of him to get him on the ground. He didn't even seem ro
notice me. He was really going after Steve!
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[ don tikitow,if I could have held him very long, bur
lucky for us, semie cops drove by and Steve flagged them
dotwn. Thedops were able to get the psycho cuffed. He
wasn't saying a single thing I could understand the whole
time. Just growled and snapped. Freaking nutjobs!

Oune of the cops said that this was the third time they'd
gotten_ a report of this sort of thing. She said they had
gotten a, warning from their lieutenant that morning
that something like this might happen. New drugs on
the street or something. Who knows. Anyway, so one of
them takes the'dude away, and the other takes a look
ar Steve. Fortunately, the dude was more crazy than
dangerous, but they called up an ambulance and took
Steve to the hospital, just in case.

Okay, where are those guys? I need to get some pizza in
me. Seriously, I'm freaking starving.

So, after all that went down, I went back inside, and I
mean, what else was I going to do but.go back to work?
But as soon as I got inside, I noticed that crazy dude
scratched up my arm but good. Seriously, it hurt like
hell. Wasn't so bad as to need stitches or anything, but
still, like hell.

[ finished unboxing the order, and even got a few hours
1o look through that new RPG and get things ready for
the session tonight. I thought I had made it through the
day without any more insanity but then I'm ‘headed
home and I see, like, eight cop cars flying down the
street, and like half a dozen accidents on the highway.
What is going on today? Honestly, why Fridays?

And my arm is killing me, and I think I'm coming down
with a fever, and I'm freaking starving! What the hell!
Where are those guys? And where's Woody with that pizza?
If I don't get something to eat, I might literally die!



THE END OF THE WORLD

£

ELCOME to ZoMBIE APOCALYPSE. By picking up this

book, you've doomed yourself-and everyone you
know to a horrible end. But don’t worry—it’s all in good
fun. ZoMBIE APOCALYPSE is a roleplaying game in which
you and your friends try to survive the end of the world
while you avoid being eaten by zombies (a key aspect of
survival, of course). Unlike other games, ZoMmBIE APoCA-
LYpSE has players portray not mighty heroes or dangerous
outlaws, but themselves! Likewise, the locations and oth-
er characters they encounter during the game are largely
based on people and places they know in real life. So, in
a game of ZoMBIE APOCALYPSE, the players portray them-
selves trying to survive, running and fighting their way
through familiar streets as zombies invade their town
during a horrifying event. An easy-to-learn, flexible, and

narrative-focused rules set propels the action, keeping the

focus on the story and the players’ actions without bog-
ging things down in unnecessary bookkeeping.

If you've ever wondered how you and your friends would
survive the zombie apocalypse, keep reading and find out!

WHAT IS AN RPG? =

Although millions of words have been spent/debating
the answer to that question (mostly on Internet forums),
for our purposes, a roleplaying game, ot RPG, is a
shared storytelling experience in which a group of play-
ers build a narrative by taking on the roles of characters
in a fictionalized situation. A set‘of rules helps the play=
ers to determine the success of their various actions and
decisions (and hopefully helps them avoid the kinds of
arguments they got intofwhile playing pretend as kids).
In addition to rules afid a setting, an RPG has three key
elements: some players (three to five'is usually a good
number), a Game Master, and a scenario.

THE END OF THE WORLD?

Zomsie APocALYPSE is the first in a series of
roleplaying games called THE' END OF THE
WoRLD. Each game in the series presents a
stand-alone play experience, but together
they share a set of simple, narrative rules
and the titular theme. Each book in the
series explores a different, exciting way
the world of humans might come to an
end. This first book deals with, obviously,
zombies and how a zombie plague might
i happen. Subsequent books will cover
different threats and, like this one, each
will explore multiple scenarios involving
various takes on the danger.

ADDITIONAL
INFORMATION

INTRODUCTION

PLAYER CHARACTERS

In an RPG, most players create a Player Character, also
known as a PC, to control during the game. The PCs are
the protagonists of the story and the‘players’ primary
means by which to influencedts events. PCs each have
a set of numbers, called characteristics, that répresent
their relative strengths and weaksesses, and determine
their likelihood to succ¢eed at a,given task. Most games
would mention at this‘point that PCs are, given their
own fictional backstories andymotivations, but in THE
Enp oF THE WoriD, the PCs“are \based on the ’players
themselves! Obviously, getting into, the head of, well,
yourself should come more naturally than contemplat-
ing the mind-set of a thousand-year-old elven war-
rior-mage,

Like th¢ characters in any good horror movie, the PCs
are not the first‘people to die in ZomBE Apocarypsk. But
they also\might not all survive. It is the end of the
werld, after all. 2

"THE GAME MASTER

One person in thegroup must assume the vaunted man-
tle of Game Master, or GM, rather than create a Player
Character. Although the GM is taking part in the game,
we make a distinction between the GM and players be-
cause the GM is running the game and not just playing
it. The GM describes the world, narrates the story, pres-
ents obstacles and challenges for the PCs, and portrays
all the story’s other characters (known as Non-Player
Characters, or NPCs). The GM is also responsible for
applying the rules of the game .and making a decision
when a question about the rules arises.

Being the GM comes with more responsibility, but it can
also be very rewarding. Further, in this game, it means
you get to déscribe all kinds of horrible things happen-
ing to your friends without it being “weird.”

SCENARIOS

Obviously, a roleplaying game isn't going to be very
exciting if the PCs don’t. do anything. And while PCs
do have a tendency to cause trouble, it’s generally best
if the GM is prepared with some sort of situation with
which to challenge them. A game scenario is like a mov-
ie’s story: it describes what is happening and the sorts
of problems and enemies facing the protagonists. While
other games often feature adventures in which the PCs
attempt to achieve some noteworthy goal, this is not
the focus of THE ENp oF THE WoRLD. Instead, the PCs are
simply trying to survive to see another day.



This book features five scenarios describing different
ways zombies might bring about the end of the world.
These scenarios include all the information the GM
needs regarding what the zombies are, what they-do,
and how their activities destroy the world, but the GM
needs to fill in the details about people and places, since
the game takes place wheréver the players happén to,be.
In addition to these scenarios, GMs can céme up with
their own takes on the zombie apocalypse to really keep
players on their. toes.

WHAT MAKES THIS GAME DIFFERENT?

Tue Enp oF THE WoriD is different from other RPGS you
may have played for adfew reasons. Possibly the niost
unique aspect of the game is\the nature of the Play=
er Characters. Rather than beingsherdic (or anti-heroic)
characters with“‘special skills and abilities based on a
sci-f1 or fantasy setting, or a genre of fiction, the PCs in
THE END oF#HE WORLD are actually based on the players.
In effect, the PCs,are not'only the players: avatars in the
gamg world: they are the players, or at least fictional-
ized\versions. And thé.,gafme world isn’t a far-off land or
alternate giniverse: jit's“wherever the players really live.
The events of the game unfold in the players’ town or
city, with thexGM describing the destruction wrought by

« the apocalypse:

Because of its theme, Tae Enp oF THE WoRLD is intended
for shorter, more defined play experiences than many
RP@s, which often assume long-running campaigns or
sweeping story arcs. Depending on your group’s prefer-
ences and play style, you could wrap up an apocalyptic
scenario over the course of two or three sessions, or
even a single night. Of course, the game can go on for
as long as it needs to, and it could last much longer if
everyone enjoys living through the apocalypse and the
following years in detail—and the PCs live that long.

LOMBIE APOCALYPSE - INTRODUCTION

Wheéreas RPGs often focus on some goal or mission, be
it saving thé world from supervillains or just acquiring a
lot'of treasure, THE END oF THE WORLD is really about put-
ting the PCs in a difficult situation and seeing how they
deal with ity Fhey're not going to be stopping the apoca-
lypse—the PCs_are regular people, and the best they can
hepe for is to be among the few to survive.

THe END oF THE WoRLD features a fast, narrative rules set
to keep the players engaged and the story movirig. While
tactical, detailed combat works great for some games,
that’s not the focus here. You don’t want to get into
a protracted back-and-forth fight with a zombie—you
want to shoot or bash it in the head and keep moving,.
If you get stuck in close with a zombie, you've probably
already lost. .

The same goes for the other actions PCs might attempt.
We know more or less what we're capable of, so with
PCs representing the players, a quick roll is all it takes
to determine whether they succeed at a task and what
the outcome is. Also, PCs in this game aren’t powerful
heroes: they can’t be hit with swords and bullets and
lose some arbitrary life points, with no other effects. PCs
get worn down, not just from injuries in fights, but also
from the stress and strain of dealing with the events of
the apocalypse and even with their fellow survivors. The
cumulative effects of stress and trauma help to reinforce
the grim reality of being there when the world ends, and
they have a significant impact on the ongoing story. PCs
with a lot of injuries or stress might decide it's better to
hole up and wait for help rather than try to make it to
some other destination.’ ‘

Players use the same characters for all five scenari-
os—after all, they're playing themselves. Each scenar-
io presents a different take on the zombie apocalypse,
making for five very different game éxperiences. In
effect, each scenario hits the reset button and changes
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reality. This puts the players in the uhusual situation
of experiencing a similar situation, but with different
details. This keeps things fresh (or appropriately: pu-
trid) without requiring the players to ledrn new rules
or a new setting, or even to create new characters. Of
course, the PCs, like the players, are going to be fa-
miliar with the idea of zombies, and even the zombie
apocalypse. But they don’t immediately know what
kind of zombies they face. Figuring out how to kill
them and avoid becoming one presents a greéat oppor-
tunity for players to use their own knowledge of the
genre without “cheating."’

GETTING STARTED_

We know you're anxious to start playing, but first things
first. The Game Master—probably whoever bought this
book—needs to become familiar with its contents. In par-
ticular, the GM should read Chapter I: Playing the Game
and Chapter II: Running the Game (for obvious reasons).
In addition, the GM should completely read whichever
scenario will be played first. ZomBIE APocALYPSE includes

five different, unrelated scenarios. These can be played in -

any order, so it's not necessary for the GM to read them
all before the first game session. The first few pagesfof
Chapter III: Scenarios provide an overview of the different
scenarios and the types of zombies in each, which can help
the GM decide which one to play first. Of course, it doesn’t
hurt to read them all first if the GM has time; one advan-
tage of this is that bits and pieces from different s¢énarios
can be mixed and matched if the GM wishes.

The GM should be-familiar with the rulés but doesn’t
have to memorize them before playing. It’s‘not.a bad
idea for the players to read the rulessasswell, but it’synot
necessary. By no means, though, should the players read
Chapter II: Running the Game or Chapter Ill: Scenari-
os. A big part of the players™fun is figuring out what
kind of zombies their PCs are up against, and looking at
The Scenarios would ruin that. So;.if you're a player, do
not read the scenarios! That would ‘spoil everything. If
you're the GM, read the'scenarios all you want.

You'll néed the following to play.ZoMBIE APOCALYPSE:

This book (check!)

ADDITIONAL
INFORMATION

-
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WHAT'S IN THIS BOOK?

ZomBIE APocALYPSE is divided into three chapters. (It also
includes lots of pictures so you don’t get bored.) The.GM
should become familiar with the whole book, or at least
the rules and the first scenario to be run, but players ab-
solutely should not look at Chapter II: Running the Game
or Chapter III: Scenarios (especially not the scenarig$).

CHAPTER I: PLAYING THEGA ME

This chapter describes the rules,and core mechanics of
the game, including everythingthe players and GM need
to know to resolve actions, fight zembies (or run away),
and track the consequefices of wounds and stress: It also
explains how to create'characters, including their char-
acteristics, features, and équipmeht.

CHAPTER II: RUNNINGTHE GAME

The second chapter is specifically forithe'GM. It includes
plenty of useful advice on running ZoMBIE APOCALYPSE,
includingthow to tailor the game to your players and
town, pace the story and encounters, use the ru}es to
enhance the story, andsadjudicate rules questions (and
anything not covered.by the rules).

CHAPTER Ill: THE SCENARIOS

The final chapter presents five different scenarios in
which zombies bﬁng about the end of the world. The
scenarios present different takes on the idea of the
zombie apocalypse—and what happens after. Each one
features a different kind of zombie; from the familiar
slow zombies, to fast zombies, to voodoo zombies, and
zombies with even stranger origins. The scenarios each
include all the information the GM needs about how
the zombies are created, how they can be killed, and
how things escalate once they first appear. Each sce-
nario presents new surprises and challenges for players.
Playing them all allows the players to see how differ-
ent survival strategies work out and to explore different
parts of their world during and after the apocalypse.

WHAT DO YOU NEED TO PLAY?

At least two other people (preferably living).

Three or four hours set aside to play (or more, if the world really has ended and you have the time).
A handful of six-sided dice of two different colors (or sizes, as long as you can tell them apart).
Some paper, pencils, and erasers (ink is a bit too perfnaner]t on the character sheet).

Snacks (raw meat, though thematically appropriate, is not recommended).

- Snazzy-looking character sheets and other play aids are not necessary, but they sure are fun. You can photocopy them
from the back of this book or download them from the Fantasy Flight Games website (www.FantasyFlightGames.
com). Maps of your town are available at your nearest convenience store. Although not necessary to play this game,
a map will be very handy when the world actually does end and your GPS device stops working.



WHY ZOMBIES?

Why Zowmsie Apocarypse? On a practical level, the zombie
apocalypse is a doomsday séenario that everyone is at
least somewhat familiar with. Movies, television, nov-
els,comic books, and video games have all explored the
concept, with various twists and varieties of zombies.
Most such stories center on a small group of survivors,
often everyday people, trying to pull through the disas-
ter alive—a perfect setup for a roleplaying game, par-
ticularly one in which the players play as themselves.
There’s a good chance your players have even spent
some time wondering how they might fare in the face of
a zombie doomsday. Their knowledge of zombies could
just save their characters’ lives.

Zombies are the perfect manifestation of the end of
the woxld. Inexorable, unstoppable, contagious, and
beyond understanding—whatever scares you, whatev-
er you think could destroy the world, it’s represented
through zombies. For everything from drug-resistant
superdiseases and environmental disasters to murderous
ideologies, there’s a metaphor to be found in tales of the
living dead. Zombies represent all the worst aspects of
humanity pushed to eleven: unreasoning, self-destruc-
tive, merciless. It’s not hard ‘to relate to the surviversiin
a zombie story. They are among the only rational peo-
ple left in the world, surrounded by mobs of brain-dead
consumers. And if you're not careful, you'll lose your
individuality, too. It might'even be tempting tegjustgive
in and join them. z

Mortality is our ultimate fear, and zombies are the ul=
timate expression of it. They are truly‘death incarnate:
that which awaits us all. Just like death, they ecome after,
us slowly but unceasingly. Theéy represent the mistakes
of the past and the doom of the future. And as far as
metaphors go, zombies allow for bucketshof blood and
outrageous gore. Whether that’s incorprorated for hor-
_ror or shocking humbr, at least you kpow you're explor-
ing the human condition and all that.

And most importantly, zombies are'cool.

LOMBIE APOCALYPSE - INTRODUCTION

THEY’RE (NOT) COMING TO GET YOU

It should go without saying that the events of Zomsie ApocaLYpse are fictitious. Zombies aren't real (at least
not yet), and the world (probably) won't end because of them. This is a game, and it's meant purely for fun.
Of course, a resemblance to real people, both living and undead, is not a coincidence in this case, which

ADDITIONAL

can blur the lines in a way other games don't. Before playing, it's a good idea to talk with the other players

about expectations for the game, to make sure no one is upset by events described during play. If some
INFORMATION players aren't comfortable with detailed descriptions of people they know being devoured by zombies, jeave
it vague. If someone wants to play a-more fictionalized version of themselves than the others, that's fine. The
events of a zombie apocalypse are pretty horrifying if taken literally, so don't be afraid to approach them in
a lighthearted, even comical way, if that's what your group prefers. The important thing is that everyone has

fun, and the PCs all have at least a fighting chance to survive.

Voodoo is real, but it's nothing like in the movies (or this gah’:e). So don't worry about that, either.

L



