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FFrroomm aall ll  ccoorrnneerrss ooff tthhee wwoorr lldd,,  tthheeyy ccoommee..   LLeeaavviinngg tthheeii rr
ggrraavveess ffoorr ffoooodd oorr vveennggeeaannccee ,,  oorr bbyy tthhee ccoommmmaanndd ooff 
mmyysstteerr iioouuss ppoowweerrss ,,  tthhee ddeeaadd wwaallkk aammoonngg tthhee ll ii vv iinngg..

AAss tthheeyy aallwwaayyss hhaavvee..   SSoommee ccaann bbee rreeccooggnniizzeedd bbyy tthheeii rr
aappppeeaarraannccee——tthheeiirr  hhoorrrroorr aanndd ppuuttrreeffaaccttiioonn ssttuunn tthhee sseennsseess..

OOtthheerrss ccoouulldd bbee tthhee ppeerrssoonn ssii tttt iinngg nneexxtt  ttoo yyoouu..   AA ffeeww mmiigghhtt
bbee mmeemmbbeerrss ooff yyoouurr ffaammii llyy..   OOrr eevveenn yyoouurr ppeettss..

SSoommee wwii ll ll  ggoo ddoowwnn bbeeffoorree yyoouurr sshhoottgguunn jjuusstt ll ii kkee tthhee 
bbrraaiinn--eeaatteerrss bbaacckk hhoommee..   BBuutt ootthheerrss aarree hhaarrddeerr  ttoo kk ii ll ll ..
SSoommee ccaann oonnllyy ffiinndd rreesstt wwhheenn tthheeyy hhaavvee ccoommpplleetteedd tthheeiirr  

ppuurrppoossee,,  aanndd ssoommee ccaannnnoott bbee kk ii ll ll eedd aatt  aa ll ll ..   EEvveerr..

AAccrroossss tthhee wwoorr lldd aanndd ddoowwnn tthhrroouugghh tthhee cceennttuurr iieess,,
ppeeooppllee hhaavvee wwoonnddeerreedd::

HHooww ddoo yyoouu kk ii ll ll  ssoommeetthhiinngg
tthhaatt ’’ ss aall rreeaaddyy ddeeaadd??

The Atlas of the Walking Dead is a supplement for
the All Flesh Must Be Eaten RPG.  

In it, you will find:

• Descriptions of more than 60 worldwide walking dead from 
Aptrgangr to Zmeu, divided into 18 easy-to-use sections.

• Bonus aspects for each creature type, allowing almost endless customization.
• Nearly 50 new zombie aspects.

• More than 60 story ideas tied to these new creatures.
• An appendix covering undead animals from around the world.

AATTLLAASS
OOFF

TTHHEE
WW

AALLKKIINNGG
DDEEAADD

EEDDNN88000066
AATTLLAASS

OOFF
TTHHEE

WW
AALLKKIINNGG

DDEEAADD
EEDDNN88000066

                     

Sa
m

pl
e 

file



        

Sa
m

pl
e 

file



2 T h e  D e a d  R i s e

E D E N S T U D I O S  P R E S E N T S    A S H Y / V A S I L A K O S  P R O D U C T I O N

A t l a s  o f  t h e  W a l k i n g  D e a d TM

Produced by E D E N S T U D I O S  Directed by G E O R G E V A S I L A K O S
Written by G R A E M E D A V I S  

Editors R O S S A .  I S A A C S ,  M .  A L E X A N D E R J U R K A T
Director of Photography G E O R G E V A S I L A K O S

Visual Effects T R A V I S I N G R A M  G I N G E R K U B I C   C A R Y P O L K O V I T Z
D A N O R O P A L L O  

Cover Art C A R L O S  S A M U E L  A R A Y A
Playtesters    

D A N  D A V I S   J A S O N  J .  R Y D E R  
G E R R Y  S A R A C C O   M I K E  W A L L A C E

SPECIAL THANKS TO EVERYONE IN THE PLAYTEST GROUP!

Based on the Original Concept by 

C H R I S T O P H E R S H Y a n d  G E O R G E V A S I L A K O S

W W W . A L L F L E S H . C O M
Eden Studios 

6 Dogwood Lane, Loudonville, NY 12211

All Flesh Must Be Eaten™ , Atlas of the Walking Dead™ ,
icons and personalities are © 1999-2003 Eden Studios
The Unisystem™ Game System © 1999-2003 CJ Carella. 

All art © 1999-2003 Eden Studios.
All Rights reserved.

Produced and published by Eden Studios, Inc. 
The Unisystem™ is used under exclusive license.

No part of this book may be reproduced without written permission from the publisher, except for review
purposes. Any similarity to characters, situations, institutions, corporations, etc. (without satirical intent)

is strictly fictional or coincidental. This book uses settings, characters and themes of a supernatural nature.
All elements, mystical and supernatural, are fiction and intended for entertainment purposes only. 

Reader discretion is advised.

Comments and questions can be directed via the Internet at www.allflesh.com, via e-mail at
edenprod@aol.com or via letter with a self-addressed stamped envelope. 

First Printing, November 2003
Stock EDN8006     ISBN  1-891153-30-7

Printed in the U.S.

               

Sa
m

pl
e 

file



O Fcontents

22 TT hh ee  DD ee aa dd  RR ii ss ee

Z
O
M
B
I
E
S

C O N T E N T S
OF

t a b l e

T A B L E

II nn tt rr oo dd uu cc tt ii oo nn 44  

AA zz tt ee cc  MM uu mm mm yy 66

CC ii vv ii tt aa tt ee oo 11 11

DD rr aa uu gg rr 11 66

FF ee mm mm ee ss  FF aa tt aa ll ee ss 22 11

GG aa kk ii 22 66

GG hh oo uu ll 33 11

GG oo tt hh ii cc kk  VV aa mm pp ii rr ee 33 66

GG yy oo nn ss hh ii 44 11

MM uu mm mm yy 44 66

PP ee nn aa nn gg gg aa ll aa nn 55 11

PP ii ss hh tt aa cc oo 55 66

PP oo nn tt ii aa nn aa kk 66 11

RR ee vv ee nn aa nn tt 66 66

SS hh uu tt ee nn —— DD oo jj ii 77 11

VV aa mm pp ii rr ee 77 66

VV oo oo dd oo oo  ZZ oo mm bb ii ee 88 11

VV rr yy kk oo ll oo kk aa ss 88 66

AA pp pp ee nn dd ii xx 99 11

NN ee ww  RR uu ll ee ss 99 77

BB ii bb ll ii oo gg rr aa pp hh yy 11 00 88
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Welcome to the Atlas of the Walking Dead. 
Every culture in the world has its own traditions and legends of the walking dead. From the draugr of

Scandinavia to the ghouls of India and the Middle East to the hopping corpses of China, the variety is
almost endless. The voodoo zombies of the Caribbean are quite different from the brain-eating monsters
that have borrowed their name. And let’s not forget vampires—before Polidori and Stoker got their hands
on them, they were anything but suave and sophisticated. Not even the most fervent Goth would find a
traditional European vampire anything but horrific.

So, if your Cast Members take a little vacation to distant and exotic parts, you’ll be ready with some
local color. These creatures can also show up unexpectedly in other places, either associated with immi-
grant communities or having got there from their traditional homelands by some other means. Whatever

Atlas of the Walking Dead 4
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the setting, you’ll be able to throw things at your
players that their character have never seen before.
They may think they have—after all, most walking
corpses look much the same the world over—but that
only adds to the terror…

Contents
Within these pages you will find eighteen different

varieties of the walking dead from myth and folklore
around the world, ready to use in your All Flesh Must
Be Eaten games. Many of them have subspecies and
regional variants, which are also covered. Each class
of creature comes with a selection of story ideas to
get you started, and a range of bonus aspects for
almost infinite customization.

Each creature entry starts with a short piece of fic-
tion to set the scene and convey an overall feel for the
creature. Many of these can also be used to generate
story ideas. Next is a general description of the crea-
ture, followed by boxed text presenting the relevant
rules and game stats. If the creature has multiple
forms, full rules and statistics are given for each.
Finally, a number of story ideas are presented for each
creature. In addition to once-human creatures, sever-
al animal undead are covered.

You will also find a chapter of new rules, including
all the new zombie aspects used in the creature
descriptions—more than forty of them in total. There
are rules for creature weight (useful for escaping
across frozen lakes and rotten beams) and holding
your breath (useful for hiding underwater—and, in
some cases, for escaping creatures that hunt by smell).

Using
The Atlas of the Walking Dead
This book is intended for Zombie Masters only.

The New Rules chapter includes a few things pertain-
ing to Cast Members, but the Zombie Master should
decide whether to use them.

The creatures presented in the Atlas of the Walking
Dead can be used as they are, but that is only part of
their potential. By exploring the bonus features listed
with each creature, the Zombie Master can create
endless variety, and a range of individuals for each
creature type ranging from comparatively weak to lit-

erally unkillable. Especially when designing the
“boss” that sits at the heart of a story, a well-drawn
backstory reflected in a thoughtfully-chosen array of
bonus features can make a creature unforgettable.

The story ideas given along with the creature
descriptions are short and generalized. They are not
developed Deadworlds like those in Chapter Six:
Worlds in Hell of the All Flesh Must Be Eaten core-
book. Instead, they are simply ideas the Zombie
Master can develop, use, change, or ignore as desired.
For the most part, they are written so they fit in with
a wide range of game worlds. Many are short, one-off
adventures, but some of them can be developed into
long-running campaigns with a little extra work.

About the Author
Graeme Davis worked for a while as a grave robber

(they prefer to call themselves funerary archaeolo-
gists) in his native Britain before joining Games
Workshop as a staff writer in 1986. Since then, he has
worked on more roleplaying products than he cares to
remember. He has also spent ten years designing
computer games, most of which were never released.
Seeing the skeletons in Ray Harryhausen’s movie
version of Jason and the Argonauts at the age of six
has left him scarred for life by an unhealthy fascina-
tion with the walking dead. He lives in Denver,
Colorado with his wife Gina and two extremely
spoiled cats.
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