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ZOMBIE PLAGUE
Rules v.4.1.Beta
Players: 2+.

Playtime: 1-2 hours.

1. What do you need:

Game board – 1
Search Cards 
Zombie Player Cards 

Character Cards – 14
6-sided die – 1
Human Miniatures 

Zombie Miniatures 
Barricade markers – 15
Destroyed Wall markers – 10
2. SETUP
2.1. Choose Roles.

One player (ZP) plays the zombies.  Other player(s) plays the humans (HP).

2.2. Miniatures
HP may take any number of human miniatures. ZP takes 4 zombies to every human miniature.

2.3. Character select.

HP take a character card for all human miniatures. 
Character Card
Each Character card contains Characters' name, special ability, preferred weapon, wound and action points (AP) meter. 
2.4. Draw Cards. 

ZP takes 3 ZP Cards to every human miniature.
2.5. Select the map. 

Players are either assigned starting places or are placed randomly depending on map.
3. VICTORY CONDITIONS
3.1. HP Victory conditions: 

Human players plays cooperative game. They should maintain any of following victory conditions to win:
1) Search once each marked space, jump into the car and ride away. 

2) Barricade into the house and kill all zombies inside.
Optional Victory condition: every HP should search EVERY marked square.
3.2. ZP Victory condition:
1) Kill all humans
4. GAME
4.1. HP
4.1.1 Lives
Each HP has 4 lives. If his lives drop to 0, HP becomes unconscious. Any other player should take him to the safe place to save him or heal him. If Zombie attacks HP when he is unconscious, HP automatically dies (ZP automatically success without dice rolls).
4.1.2. Dead
Killed HP joins to the death army at the next turn after his death. This player now acts as a zombie in all respects under the control the old player working with the zombie hoard.  This Recently Dead Zombie has 4 AP’s per turn but follows all other zombie rules now.

4.1.3. HP Move order
HPs may perform actions in any order. Each HP may do 4 actions per turn. If HP became wounded he gets less action points per turn.
4.1.4. HP Actions
At the beginning of the game each Character got 4 lives and 4 AP. If HP became wounded he gets less action points per turn. First wound does not decrease HP action points. After the next wound his AP decreases by one per wound.
Healing
Healing may increase wounded human's AP.

Available Human Actions
1 point each:

- move 1 square horizontally or vertically (no diagonal movement)
- take (pick up) the wounded HP.
- use item.

- give item to player at the next square.

- aim.

- attack.

Also HP may build a barricade (see Barricades)
4.1.4.1. Human movement
HP may move horizontally or vertically, not diagonally.
Moving through obstacles
Movement through the windows, bushes, furniture and other obstacles costs 3 AP. When HP stays over the obstacle he may be attacked by Zombies as usual. HP may not move through the walls, but they may destroy the walls by using items. Any HP may move through a friendly space as long as they have enough movement.
Moving through other HPs and Zombies
HP may move through other HPs. Any HP may move through a hostile space if they have enough movement but the hostile occupant gets a free attack. If this attack is successful, the mover fails to pass, must stop in the entry square and has lost 1 AP for attempting to enter the square occupied by enemy and take 1 wound.

4.1.4.2. Carrying wounded HPs
Any HP may carry wounded HP. To do so HP should spend 1 AP to pick up wounded HP. Then carrying HP can move as usual. At the end of carrying HP's turn he should place wended HP to any visited square.
4.1.4.3. Stuff
There are weapons and items in the game. Each item/weapon card has a picture, name, size, description and legend.
[(] – shows a result of dice roll, needed to success, using this item: zombie is killed
[(] – shows a result, needed to push

X[(] – shows number of actions to use 
[!] – shows a result, to success, using this item.
[(] – Oops! If you rolled this number your item is broken. Discard it.

Symbol [(] without number means that this item can be used only once. It is discarded after using.

[(] – weapon range. If there are no weapon range you have melee (close combat) weapon. You may only attack a zombie at the next square, even on the diagonal. 
[(] – blast radius. Blast kills every zombie and destroys the walls aand the barricades at the blast squares. Place a destroyed wall marker to mark destroyed wall. Remove destroyed barricades from the board.
Using items
Using items cost 1 AP. Some items require more AP to use (symbol [(] at the item's card).
Exchange
Items can be passed to a character in an adjacent square, even on the diagonal. 

Carrying items
HP may carry 4 small items. Instead of taking 2 small items HP may take 1 big item. So, HP can carry 4 small items, 2 big items or 2 small items and 1 big item. HP may carry any number of items marked "weightless".
Overload
HP may carry more stuff, taking penalty for 2 AP for each big stuff and 1 AP for each small stuff.

4.1.4.4. Human Attacks
HP may attack unarmed or using weapon. There is ranged (guns or throwing weapons) and melee weapon. 
Ranged weapon attacks
HP may attack diagonally, through doors/windows and over obstacles. HP may not attack through the walls and through the car.

Weapon range:

876545678

765434567
654323456
543212345

4321X1234
543212345

654323456
765434567
876545678

Х – HP, numbers – range. Bold numbers show the shooting range for 4-squares ranged weapon ([(] 4).

Each attack costs 1 AP. After you had declared the attack (who is attacking and who is attacked) you should roll the die and check the weapon card (character card if unarmed):

Oops!.. [(]

Critical failure. HP loses 1 AP (total 2: 1st – for using a weapon, 2nd – for Oops!)

If you got Oops! using the gun, you are out of ammo. You do not lose additional AP. You may use your gun only in close combat if it marked "melee". There are other Oops! results at the weapons cards.

Miss [-]

You missed!

If you tried to use an item, you fail. You do not lose additional AP.

Body shot [(]

Zombie is pushed back 1 square from the direction of attack if possible.  If square contain another zombie, that zombie is pushed back, and so on. If there are 3 or more zombies in a row, you can not push them.
Head shot [(]

If using a weapon, this immediately kills the zombie.  If using bare hands.  The player must make another successful head shot roll.  (It’s hard to destroy the brain with bare hands.)

Aiming
HP can aim for 1 AP before shooting. Aiming gives you +1 to die roll. If you rolled Oops!, you do not get a bonus for aiming (what the hell you are aiming if you have no bullets?! :). 
Preferred weapon
A character with a preferred item can reroll his attack or attempt roll once per turn using their preferred item.  If a number is rerolled, they must except the result of the second roll. 
OPTIONAL RULE: You can not reroll if you get Oops! attacking with a gun. 
Burst fire

Some guns may fire 2 or 3 times per 1 AP. While attacking with that type of gun, HP should roll 2 or 3 die. If there is 1 or more headshots, target zombie is killed. To make Oops! HP should roll exactly 1:1 (1:1, 1:2 or 2:2 for UZI).
4.1.4.5. Searching
HP can search marked square. Searching costs 3 AP. HP gets a search card for searching. Each character may search each square only once but multiple characters can search the same square.
All that matters for human victory is that someone search the square.

Optional Victory condition (makes game victory harder for HPs): every HP should search EVERY marked square.
4.1.5. Barricades
Erecting barricades 

HP may erect barricades if they have the proper equipment.  They can be placed on windows and or doors and require #of consecutive AP’s to create depending on the item used. 
Erecting barricades without any stuff
If HP have no proper itmes, erecting barricades cost 5 APs. Two or more HPs (staying next squares) may erect a barricade spending necessary APs. Removing barricades cost 5 APs.
Erecting barricades un the face of zombies
If there is a zombies behind barricade being erected, HP should pay 2 AP more per zombie. If there is 4 or more zombies, HP may not place a barricade.
4.2.1 Zombies
4.2.1. Max. # of zombies
Maximum number of zombies on the game board is up to 4 per each HP. It can be increased using special ZP Cards. 
4.2.1. Adding a zombie
At the beginning of the 1st turn ZP places on the game board 2 zombie per HP. At the beginning of the 2nd and other turns ZP places 1 zombie on the game board. New zombie can perform actions in this turn.
Новый зомби может действовать в этом же ходу.

Where are zombie placed?

ZP rolls a die to find out where should he place a new zombie. Game board consists of 6 sheets. Zombie is placed on the sheet with rolled number.

Zombie placement restrictions
New zombie can not be placed in the room with the HPs, and nearer then 4 squares to HP.

OPTIONAL: ZP can place new zombies only at the 1st row of squares at the border of the sheet.
4.2.2 Zombie lifes
Zombie have onli 1 life. If HP succeeded attacking the zombie, zombie is killed and removed from the game board. But at the beginning of the next turn new zombie will be placed on the board… (see Adding a zombie).

4.2.3. Zombie movement order
Zombie can make actions

Зомби совершают ходы в любом порядке по усмотрению Игрока-Зомби. Каждый зомби может выполнить 2 действия за ход. 

4.2.4. Zombie Actions
1 point each:

- move 1 square horizontally or vertically (no diagonal movement)
- attack.

4.2.4.1. Zombie movement
HP may move horizontally or vertically, not diagonally.
Перемещения через препятствия
Movement through the windows, bushes, furniture and other obstacles costs 2 AP. When HP stays over the obstacle he may be attacked by Zombies as usual. HP may not move through the walls, but they may destroy the walls by using items. Any zombie may move through a friendly space as long as they have enough movement.
4.2.4.2. Zombie attack
Zombie can attack a HP at the next square (even through doors or windows). Each attack costs 1 AP. After you had declared the attack (who is attacking and who is attacked) you should roll the die and check the weapon card (character card if unarmed):

Oops!.. [(]

Critical failure. This zombie finishes his turn.

Miss [-]

You missed!

Head shot [(]

HP loses 1 life. 
Charging
If zombie spends his last AP to move next square to HP, this zombie can make 1 additional attack to this HP fo free.

Swarm attack
If there is more than 1 zombie next to HP, each of those zombies receives +1 to attack die roll.
4.1.4.6. ZP Cards
ZP can use ZP Cards according to card text.

4.1.5. removing barricades 

Zombies can remove a single barricade at the start of the turn if there are 4 zombies connected by solid squares against a barricade. Zombies can remove a double barricade at the start of their turn if there are 8 zombies connected by solid squares against a barricade. 

              z           zz        z          z        zz
zzzz0   или   zzz0   или  zz0  или  zz0  или  zz0  или   z0 и т.п.
                                     z         z         z
z – zombies
0 – barricade.

Barricade is removed at the beginning of the ZP turn.

5. End of the game
5.1. Car
If HPs have searched all marked "search" squares, they should jump into the car going to the door and spending 2 AP to get into the car.

If all HPs are in the car, one of them should roll a die. 6 – success, engine starts and humans win the game. 

Zombies can attack HPs in the car through the car windows.
Blocking
HPs may not win if there are 4 or more zombies next to the car. HPs should get out of the car and kill them in close combat or shoot then through car windows. 
5.2. Save yourself 

A character may voluntarily at anytime sacrifice themselves to allow the other characters in play to abandon them on the map and leave them for dead despite not being aboard the escape vehicle.  This must be done voluntarily.

5.3. Barricading
HPs can win barricading into the house and kill all zombies inside
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