Therearethingswor sethan Zombies!
An addition to the rulesfor ZOMBIES!!! by John Peterson 10/17/02

“Hey, what isthat? That’s no zombie! RUNI!!!”
The Basic Rulesfor Foes-

Before adding foes to the game, players should learn to play ZOMBIES!! according to the regular
rules. Once that has been done, adding foes can add alot of sugpense to an dready horrifying game.

Each time a player places atile in the game, that player rolls both dice and adds the results. If the result
is11 or 12, something alittle more potent than a zombie shows up. Y ou should get 3 to 5 of these foes per
gameon average. Thisreplacesdl of the zombies on thetileif it isnot abuilding and 3 of the zombiesin the
building if it isabuilding. In abuilding, the foe must be placed next to adoor. Within those restrictions the
player chooses which squareto placeit in. Alternatively, a player that playsthe “We' re Screwed!” card may
choose to place afoeingtead of those 10 zombies. Thisfoe must be placed in an empty square anywhere in the
game. Any shotgun guys not being used by players can represent the foes if there are no other models available.

Any werewolf, vampire, sea creature, aien, or other gppropriate horror model could aso be used to represent
thefoe. Otherwise, mark azombie modd in some way that makesit easy to recognize (such as putting a penny
under it or coloring it with a marker).

Tokill one of these foes, two attacks from the same player must succeed in oneturn. To represent this,
place alife marker under the foe modd. If only one attack succeeds, the foeis not killed and subsequent turns
will require two successful attacks again. In addition to that, the foe getsto attack the player. When aplayer
moves onto the square occupied by afoe, the player getsto make thefirgt atack. Roll asusud and if a4, 5, or
6 isrolled, the life marker is taken from the foe. Players can use bullets and wegpons to increase this number as
usua. A grenade, chain saw, or Molotov cocktail can only be used on thefirg attack againgt the foe. If the
atack fails, the player must give up one life marker asusud.

After the player’sinitid attack, the foe getsto attack the player. This hgppens whether the player’s
attack succeeded or not. Another player rollsthe dice to represent the foe' s attack. 1f theroll is4 or higher,
the attack succeeds and the player loses one life marker. A first aid kit may be subgtituted as usud.

Findly, the player getsto ether run away or make a second attack. |If the first attack failed, thereis no
way for the player to kill the foe thisturn. Thisisagood timeto run. If the player runs, the modd is moved one
square away from the foe back in the direction it came from. If the players full move has not been used, the
model can use the rest of the move to continue running away. This must be in the same direction the model
came from. After this, replace the life token under the foe for the next time it is attacked.

If the firgt attack succeeded, the player can make a second attack. Roll the dice again. Ona4 or
higher the second attack succeeds and the foeiskilled. This second attack can aso be increased with bullets, a
fire axe, or ashotgun. If athe player has a second grenade, chainsaw, or Molotov cocktall, it can be used on
the second attack, but the same one cannot be used for both attacks againgt the foe. If the foeiskilled, it
counts as 4 zombies toward the 25 needed to win the game. If the foeis not killed, the player must give up a
life marker (put it under the foe so it’ sready for future attacks) and can continue moving if any movement is left
from the movement roll that turn. If the player sarted on the same square as the foe roll to move as normdl.

The foe can be moved one square in any direction at the end of any player’sturn just like other
zombies. It cannot occupy the same square as azombie and may be moved onto the same square as aplayer if
no zombie is on that square. Cards that affect zombies do not affect foes. Foes cannot be moved to another



square by the“ThisIsn't So Bad” card or stopped from attacking by the “ Alternate Food Source’ card.
“Adrendine Rush” can be used againgt foes and “Where Did Everybody Go?’ can be played onthem. Cards
that target players cannot be used againgt foes. Theseinclude “Fear”, “Hysericd Pardyss’, “Brain Cramp”,
“Bad Sense of Direction”, “Your Shoe' s Untied”, and “ Claustrophobia’.

The Advanced Rules for Foes-

Sometimes the foes are not just shadowed images of horror hidden by darkness. Once the Basic Rules
for Foes are well understood, the Advanced Rules for Foes can be used to make the game even more varied.

When the player rollsan 11 or 12 totdl on the dice a the time atileis placed, the player rolls one dice
and compares the result to the charts below to see what the new foeis. If the player is choosing to place afoe
ingead of 10 zombies, the player can choose which chart to roll on, but till hasto roll to randomly determine
which type of foeitis. If the result of the dice rolled was an 11 use the first chart and if it was a 12 use the
second chart. Each type of foeis explained in detall after the charts.

If an 11 wasrolled... If al2 wasrolled...
Rdl  Foe Rdl  Foe

1 Alien 1 Blob

2 Ghost 2 Evil Clown

3 Mummy 3 Frankengtein
4 Robot 4 Necromancer
5 Vampire 5 Psycho

6 Werewolf 6 Sea Creature
Alien

Aliens come in many shapes and szes, but they are dl hodtile. An dien getsto attack first, not between
the player’ stwo attacks. |If the attack succeeds, the player must obey the edict to “take me to your leader”.
The player does not lose a life token but cannot move any more that turn and cannot continue to fight the dien.
Next turn that player must use their next entire move to go toward the center of Town Square. After that the
player shakes off the effect and can move asnormd. If the dien fails to bind the human to its will, the human
can take both attacks as normd. If the firgt attack iswith a grenade, the alien will be killed automaticaly with no
second attack required.

Blaob

A blob cannot be attacked or destroyed in any way. If it isplaced in abuilding, it must be placed in one
of the corners. If it is placed on astreet, it must be placed as far from the connecting Street or streets as
possible. Instead of amode the blob is represented by some kind of “blob markers’. A glass bead, a coin, or
ascrap of paper will work fine. The blob doesn’'t move. Instead it gets bigger. When a player want to add to
the blob instead of moving one zombie, just add another blob marker to any adjacent square. Any zombies or
markersin that square are removed-- consumed by the blob. Playersin the square lose one life marker and are
moved to the next square outside of the blob unlessit killsthem. The blobisdow. After aplayer increasesthe
blob, no other players can add to it until after that player’s next turn and no player can add to the blob two turns
inarow. Streetswith ablob on them can’t be added onto. If the blob blocks the only road to the helicopter,
25 zombies mugt be killed to win.
Evil Clown

Evil Clowns have the ability to cause pardyzing fear. If the player failsthefird attack againg the clown,



the player ill cannot run away after the clown attacks. The player must remain on the same square and try
again to defeat it again next turn. No players can move the evil clown off a square with a player until the player
killsit or dies. The exceptionisfor players that have marbles. If marbles are used, the player can escape the
clown safely-- even before attacking it.

Frankengtein

This mongter, made by a mad scientist from miscelaneous dead body parts and brought to life, is
enraged at humans for not accepting it despite horrible deformities. Frankenstein isdow. After a player moves
it, no other player can move it until after that players next turn and that player cannot move it twice in arow.
Frankengtein is also very strong. No player can move past Frankenstein until it isdead. If aplayer usesa
chainsaw againgt Frankenstein, it can be used for both attacks.

Ghogt
Ghods are not dl the way in this world, making them appear tranducent. Consequently an attack
againgt aghost only succeedson a5 or 6. Also, the ghost’ s attack against the player only succeedson a5 or 6.
Because of the etheredl nature of ghodts, any player with a skateboard or that played “The Keys are Still In It!”
before moving can move past the ghost without fighting it or being attacked by it.

Mummy

Not only are they powerful fighters, but mummies are followed by acurse. Any player that comes
within 2 sguares of amummy has their movement reduced by haf (round up) for the rest of the game or until the
mummy or the player iskilled. Fortunately, mummiesburn. If thefirg atack against amummy is made with a
Molotov cocktail, the mummy will be killed on that first atack and the curse will be broken.

Necromancer

There' sagood chance that al the zombies in the game are here because of thisguy. The necromancer
can cal any zombieswithin 2 squares of it in dl directions or dl the zombies within one building it isin to protect
it. The necromancer cannot call more than 5 zombies to protect it in any one player’ sturn. Zombiescdled in
this way move between the player and the necromancer. The necromancer cannot be fought until al the
bodyguard zombies arefirgt killed. The necromancer cannot occupy the same square as the zombies, but can
change to the square behind the zombies that are protecting it. If the necromancer movesin thisway to a
sguare beyond the player’ s move distance, the necromancer cannot be fought thisturn. Once in battle, the
necromancer is not as formidable as other foes. If the player has afirst ad kit, it can be discarded as an
automatic hit (first or second) againgt the necromancer— hedling saves affect them adversely. For both attacks,
the necromancer ishiton a3, 4, 5, or 6.

Psycho

Stakers, chainsaw murderers, and terrorigs dl fal nicely into this category. A psycho will follow the
first player that comes within two squares of it. After that, the psycho will only move toward that player and
every player must move it one square before they move any other zombies. A psycho can trade squares with
any zombie in hisway asthismove. If the player has a shotgun as aresult of getting the “Hey look... a
shotgun!” card, that shotgun modifies the player’ sroll by +2 againgt the psycho and can be used twice if there
are enough shots left. However, the player cannot use additiond bullets to increase this attack so aroll of 1 will
adwaysfall.
Robot



Usualy thought to be made to make life more convenient for people, the occasiond hostile robot will
gain alevd of artificid intelligence and then seek to conquer or destroy mankind. The robot starts every fight
with two bullets that it can use to increase the rall to attack any player that fightsit. These bullets can be
temporarily removed using the card “Butter Fingers’, but they will be back next turn. If aplayer uses marbles
againg arobot, it will be automaticaly killed with no attack roll. Robotsjust aren’t that stable and they fdl over
eedly.

Sea Creature

Sea cregiures are very strange and hideous creatures that have the ability to blend in and even seemingly
move through the ground. Sea creatures that are not hurt by the player’ sfirgt attempt will attack, and then
disgppear. After the creature s attack, roll to see how far away it moves. The player with the turn just before
the one fighting the creature gets to pick where it goes. This move can be through wals or buildings, so long as
it endsin alegd, unoccupied square. If the sea cregtureis hit by the first attack but not killed by the second
one, it will move one square away from the player (player’s choice). Sea creatures are flexible, but not very
tough. Bullets used against a sea cresture on the second attack count astwo. Only one bullet can be used for
the second attack, though.

Vampire

Vampires make their way in the world by feeding off of blood. But in acity filled with zombies, theré's
plenty of food around. When their hunger is temporarily sated, they seek for power and control. Any player
killed by a vampire becomes aminion of that vampire. Instead of moving back to town square that player must
continue to play until it successfully kills another player or it diestrying. No zombies killed during this time count
toward the 25 needed to win as they are given to the vampire. Once the minion kills or gets killed, it movesto
town sguare and starts again as normd with haf the number of zombies killed prior to becoming aminion. A
vampire is extremely susceptible to wood entering its heart. Any player using afire axe againgt the vampire can
kill it with only one successful attack. The player does not get the +1 from the fire axe when making this attack
(asjust the wooden handleis used) but can use bullets as usud to increase the number rolled.

Werewolf

Werewolves are fast hunters. They can be moved any number of squares a the end of any player’'s
turn (up to the number rolled). They can move “through” sguares occupied by zombies, but must end on an
empty square or asquare occupied by aplayer. A werewolf iskilled by only one attack if the player isusing
bullets that were obtained with the “Lots of Ammo” card. Keep the bullets from that card separate or mark
them in someway. They count as Slver bullets and one successful attack againgt awerewolf with silver bullets
will kill it. Evenif the player rollsa4, 5, or 6 for the atack, they must use one of the slver bulletsto kill the
werewolf in thisway.



