Sen’s quick and easy zombie survival game:
Intro:

This guide is far from exhaustive; however it should give you all you need to start playing. I will tell you what the weapon does you just found or what happens when you get sick from eating bad food. Best is just imagine what you’d do, describe it and I will do the math.

This works also for character creation if you feel intimidated by this 9 page document. You tell me what concept you like and I can give you tips.

Also I’d like to point out that we will be playing normal average people, not professional soldiers. The zombies would not be a threat to a soldier in full battle gear, full clips of ammo and a heavy machine gun. It’s working with limited resources and constant danger that (hopefully) will make this interesting.

There are possibilities to gain more abilities later on as rewards for finished missions but for now you stay as you are. There are no XP.
Character Sheet can be found on the last page. Don’t worry if you are unsure about details. Just fill out the important parts (Basics Stats, Skill Ranks and your Specials and Flaws) and I will fill in the rest.
Character Generation:

Basic Stats:

You have 7 base stats.

· Strength (Carrying Capacity, Melee Damage, Breaking Stuff)

· Dexterity (Evade Attacks, Bonus on many Skills, Range Attacks)

· Constitution (Hitpoints, Resist Poisons & Diseases)

· Intelligence (Get more Skills, Bonus on Skills)

· Wisdom (Helps against going nuts, against fear, Bonus on some skills)

· Charisma (Helps with diplomacy and to calm others down)

· Perception (Helps you see and hear stuff.)

First set all values to 8. Then distribute 22 points among all 7 stats. 14 is the maximum you can get this way and 8 the minimum (it is possible to go higher or lower with a special though, see further down)

10 means you are average. You get the following modifiers.

6,7 = -2    8, 9 = -1    10,11 = 0    12,13 = 1    14,15 = 2    16 = 3
Hitpoints are equal to your Score (not the modifier) in Constitution + 5
An average person has 15 hitpoints.
Armor Class (AC) is equal to 10 + Dex Modifier + Bonuses from heavy clothes (see below)

An average person has an AC of 10.

Combat Maneuver Bonus (CMB) is equal to your Str-Mod +1

Combat Maneuver Defense (CMD) is equal to your Str-Mod+Dex-Mod + 11
You get a number of Skillpoints equal to 4 + Int. Score (rounded down).

An average person has 14 Skillpoints.

Below you is a list of most skills. If a description contains [text in square hyphens] it means you have to choose one and can even invent your own. For example: Knowledge [Fart Jokes in the 20th century].

In general the more narrow the scope the easier the checks. The broader the scope the harder the checks.
You can have as many ranks in a skill as you like (unlike in D&D where it is limited by level). In addition to the ranks, you add the appropriate base stat modifier to your ranks for your final value. If you have Dexterity 13 and 3 ranks in Disable Device your final value is 4.
The list looks long but you don’t get that many skills. Just write down the ones you have ranks in for a nice and short list.
The Operate skill is a special case. Since there is overlap in operation of vehicles you get a synergy bonus if you take more than 1. If you have at least 2 ranks in any Operate Skill you get a bonus to all other operate skills of the same general class (Ground, Air, Water). This bonus is half your ranks in the best Operate skill. However you can’t get higher than your maximum ranks in the best skill.

Example: You have Operate [Car] 4, giving you a bonus of +2 to all checks with ground vehicles. However if you have Operate [Motorcycle] 3 you only get a +1 bonus since your car driving limits the maximum.

	
	Trained only means you get a -5 penalty if you have no ranks in this skill
	Additional Description

	Charisma Based Skills (add the modifier)
	
	

	Bluff, Lie, Disguise
	
	

	Diplomacy, Trade, Moderate, Mediate
	
	Dealing with the living, not zombies!

	Animal Care and Psychology
	Trained only
	Wild animals mostly

	Intimidate, Coercion
	
	Same as Diplomacy but with more muscle

	Entertainment [Play Instruments, Acting, Singing etc.]
	
	Entertaining others prevents going nuts in the long waiting times and can earn you extras. Prostitution falls under this as well

	Dexterity Based Skills (add the modifier)
	
	

	Acrobatics, Run, Jump
	
	Basically Parcour

	Disable Device, Open Locks
	Trained only
	Makes less noise than a crowbar or a foot. Less noise = less zombies

	Escape Artist
	
	Squeeze through tight spots or escape the grip of a zombie

	Operate [Car, Truck, Helicopter, Excavator]
	
	If it has a motor you can drive it…if you have gas.

	Sleight of Hand, Stealing
	Trained only
	Hide stuff on your body too

	Stealth, Hiding, Being Slient, Stay unnoticed
	
	Kinda obvious.

	Intelligence Based Skills (add the modifier)
	
	

	Knowledge [Engineering]
	Trained only
	

	Knowledge [Physics]
	Trained only
	

	Knowledge [Chemistry]
	Trained only
	

	Knowledge [Medicine]
	Trained only
	

	Knowledge [Computers]
	Trained only
	

	Knowledge [Biology]
	Trained only
	

	Knowledge [whatever you like]
	Trained only
	Define your preferred Knowledge area

	Speak Languages
	Trained only
	Each rank = 1 extra language to your native one

	Strength Based Skills (add the modifier)
	
	

	Climb
	
	To climb stuff

	Swim
	
	To swim

	Wisdom based Skills (add the modifier)
	
	

	First Aid
	
	Initial treatment of wounds. For more extensive treatments chose profession [medic] and/or Knowledge [medicine]

	Service Industry [barber, masseur, cook, medic, service hotline, mechanic, herbalist, cop, etc ...]
	Trained only
	This also covers knowledge in your area. A cook for example can identify which food is spoiled and which can still be eaten.

	Production [gun smith, weapon smith, carpenter, mason, etc...]
	Trained only
	All jobs where you create material objects.

	Sense Motive, Judge others & situations, Gut feeling
	
	Your spider sense.

	Perception based Skills (add the modifier)
	
	

	Foraging, Searching
	
	Actively looking. When not expecting anything you only use Perception itself.


Using a skill: If the time comes for a check I roll a 1d20 and add your value in a skill. If the sum is equal to or above the difficulty check (DC) then you made it otherwise you didn’t.
If you are not threatened by enemies you can take an average roll without rolling a die (called taking 10). For example hopping over a small hole you know you can do easily or crack a standard tumbler lock you know well.

If you have enough time and there is no negative effect to it you can take 20. Meaning you try and try as long till you get 20 (without actually rolling it out). This means the task takes 20x as long and you go through each result starting with 1.

Good Example: Searching a room. Usually takes 10 minutes. You want to make sure you have not overlooked anything and do a thorough examination which takes 200 minutes (~3 hours). Now you get a result as if you had rolled a 20.
Bad Example: Climbing a wall. Let’s say take 10 is not enough with your skill to get up. You want to take 20. The wall usually takes 30 seconds to climb so now it takes 10 minutes. During which you fall off numerous times, much likely taking damage and breaking several bones.

Here is an idea what checks are common:

DC   5: Easy peasy. A child could do it.

DC 10: If you are not in a hurry this should work most of the time.
DC 15: Doable but challenging.
DC 20: Experts can work on this level with take 10 or a very lucky amateur.
DC 25: Very hard even for an expert

DC 30: You not only need talent but also luck for this one
Here are some examples:

Jump over a 5 foot opening. DC 5 acrobatics check.
Make a shin for a broken foot. DC 15 First Aid check.

Remove a bullet from a body. DC 15 profession [Medic] or a DC 20 First Aid check.

Remove a bullet without injuring the patient any further. +5 to previous.

Knowledge: DC 5 common knowledge, DC 10 if you read a bit you know this one, DC 15 you may have heard of this, DC 20 Usually only if it lies in your area of expertise, DC 25 very obscure, DC 30 Fanboy talking about the coloring error in frame 345 of his favorite cartoon show. On Knowledge you can’t take 10 or 20 unless you have a library on hand to search for stuff.
Next we have the Saves.

Saves represent resistances and reactions to events that are not direct attacks.

Fortitude: Prevent getting sick from spoiled food, Resist the zombie virus (or diseases in general), Falling unconscious after taking too many hits. Add Con modifier to this.

Reflex: Your reflexes. Dodge debris falling from a building, grab a ledge if you fall off a rooftop. Act first if two people try contradicting actions (like 2 survivors trying to grab the same gun lying on the ground). Add Dex modifier to this.

Willpower: During the long days and nights when you aren’t fighting for your life you have to stay sane. Having willpower helps. It also helps for fighting your fear and not panicking when facing the horrible zombie abominations. Add wisdom modifier to this.

You get to choose one save that gets a +2 bonus.

Then we have speed which is 30 feet. Unless you take a flaw or a special everyone has the same speed (roughly). In one round (6 seconds) you can move 4x your speed if you run in a straight line. Otherwise you only can move 2x this speed (spending both actions of your turn).

Interesting to note here is that a standard zombie has the same speed, but can only take 1 move action per turn. Meaning on average you can run twice as fast a zombie. However a zombie never gets tired.

Special Abilities and Customization:

The following abilities are what make your character stand out from the crowd of NPCs. Your prime values.

You can choose any 3 of the following bonuses. Unless noted otherwise you can’t take the same bonus twice.
Special bonuses:

· Excellent Save:
+3 on a save (even the one that already has a bonus). Can be taken more than once. If taken a second time for the same save you instead get 2 rolls and use the better one.

· Good Saves:
+1 to all saves (can’t be combined with Excellent Save)

· Accurate:
Either gain a +2 bonus to hit with all attacks or a +3 bonus with one type of attack (melee or ranged)

· Tough:
+5 hit points (can be taken more than once)

· Skilled:
+5 skill points (can be taken more than once)

· Leader:
+2 bonus on Will saves for all that can hear and see you (you don’t get the save)

· Exceptional Talent:
Raise one base stat by 2. Even above 14.

· Scientist:
You get a +3 bonus on 4 Knowledge Skills or a +7 bonus to 1 Knowledge Skill.

· Fast:
Your speed is 40 and not 30.

· Survived Bite:
You gain a +4 bonus against the zombie virus (you gain this automatically if you survive an infection in-game).

· Dodge Master:
You get a +2 bonus to your AC

· Brute:
Your melee attacks deal 4 extra damage.

· Fast Healer:
The amount you heal when resting is increased by 50%. Also you get a +2 bonus on saves to regenerate broken bones.

· Tough Skin:
You have a -20% chance to get infected.

· A feat:
If you know your way around D&D and pathfinder you can choose a feat from there as special as well. For the purposes of the system:
You count as having BAB +1 (or as +4 if you have chosen the Accurate special).
You have no casterlevel or other supernatural powers (Duh)
Ignore level requirements (such as levels in Fighter for Weapon Specialization)
You must meet all other prerequisites. I have the last word on this though since there are so many feats something may break the system. In general though the specials here are stronger than feats anyway.
· Wrestler:
+3 bonus on CMB checks (You are better at non-lethal combat options like tripping and pinning)

· The Rock:
+3 bonus on CMD (It is hard to knock you over or trip you)

· Fists of Death:
Your hands count as deadly weapons (1d6). However attacking zombies with this is risky, since their blood contains the virus. Wear gloves ^^ (counts as Improved Unarmed Strike if you need it as feat prerequisite).

· Secret Stash:
You get 1 rare item fitting your character (you can suggest things but in the end I will choose what is appropriate). You can take this special more than once.
· Frugal:
You need only half the food of others and can go 1,5 times as long without food.

· Night Owl:
Your eyes can see well in the dark. +5 bonus on Perception checks during the night and in dark places.

· Eagle Eyes:
+3 bonus on Perception checks.
If you want more specials you can consider taking a flaw. Each flaw can only be taken once unless otherwise noted and allows you to take one extra special. 2 flaws are maximum.
Flaws:

· Worse Save:
-3 on one save (can’t be put in a save that gets any bonus other than base stat)

· Bad Saves:
-1 to all saves (can’t be combined with any specials that give bonuses to saves)

· Inaccurate:
Either gain a -2 penalty to hit with all attacks or a -3 penalty with one type of attack (melee or ranged)

· Soft Target:
-3 hit points (can be taken more than once, can’t be combined with the special that gives hitpoints.)

· Butterfingers:
-2 to all Dex based Skills
· A-hole:
-2 to all Cha based Skills

· Idiot:
-2 to all Knowledge based Skills (and you can speak your own language only barely)

· Lazy Bum:
-2 to all Wisdom based Skills

· Sourpuss:
-2 penalty on Will saves for all that can hear and see you (you are excluded)
· Unfit:
Lower one stat by 2. Even below 8. If you lower Con to 6 this flaw is worth 2 specials!
· Slow:
Your speed is reduced to 20.

· Very Slow:
Your speed is only 15. This flaw is worth 2 specials!

· Clumsy:
You get a -2 penalty to your AC

· Slow Healer:
The amount you heal when resting is reduced by 50%.
· Bleeder:
You have a +20% chance to get infected.

· Pushover:
-3 penalty on CMD (It is easy to knock you over or trip you)

· Glutton:
You need double the amount of food of normal people and starve twice as fast.
· Dependency:
You are dependent on a special substance. This can be medicine (such as Insulin) or certain food (Twinkies). If you don’t get what you need you become sick. I have the last word on this.

Equipment:

Each character begins with 1 suit of clothes and 1 personal item. If you have chosen the Secret Stash special you also get 1 rare item.
The personal item is something with emotional value (photo of loved one, necklace, etc…). Once per week you can get a +5 bonus to any save, attack or action by handling/kissing/looking at the object for a few seconds. The mind is a powerful tool.
The rest of the equipment and food is shared by the whole group and you will have to decide who gets to use what.
The list below is just a short example. I will determine what is available by what places your visit. And also say what they can be used for. But of course of the players get creative more uses for stuff can happen.
Common Items:
· Set of clothes:
-25% infection chance. Fully clothed it is less likely to get infected when you come in contact with zombies.

· Improvised Weapon:
Chair leg, Walking stick, Kitchen knife, Rake and similar items. Deals 1d6 damage.

· Cheap canned food:
Imperishable, but lacking vital vitamins.
· Cyclist Helmet:
Half damage from falling objects

· Improvised Shield:
+1 AC, from a small table or similar.
Uncommon Items:

· Proper Weapon:
Baseball bat, Sword, Police Baton and similar items. Deals 2d4 damage.

· Fresh Food:
Fresh food quickly goes bad.

· Good canned food:
Lasts a long time and is nutritious.
· Heavy Clothes:
+1 AC, -35% Infection chance

· Motorcycle Helmet:
-20% Infection chance, but -3 Perception, half damage from falling objects
· Hardhat:
-5% Infection chance, half damage from falling objects

· Molotov Cocktails:
Must be made yourself. Good for area attacks. But dangerous to use.

· First Aid Kit:
Bonus to First Aid checks.
Rare Items:

· Ammunition:
Each magazine counts as rare item.
· Gun:
A standard handgun. Deals 3d6 damage. Comes with 8 bullets.

· Delicacy:
Can be eaten yourself or traded with NPCs for stuff
· Fuel:
Can be siphoned from vehicles.

· Medical Supplies:
Bonus to Profession [Medic]

Very rare Items:

Powerful weapons, working vehicles, Bullet proof vest, Hazmat suit and such. 
Healing:
Per night you regenerate 2 hitpoints. If you are treated by someone (DC 13 First Aid) you regain double this amount.

If you have a broken bone (usually a penalty to Str, Dex and/or Con) you make a check every 4 days to see how you progress. The check is a Fort save of 10 plus highest penalty. If you make the check you heal 1 point in all stats. If not you have to try again after 4 days (with a cumulative +1 bonus each time you failed. After a successful save the bonus is reset).

So let’s say our tough guy has broken his leg when he fell down a roof. He has -6 Str and -4 Dex. He makes his first check DC = 16. He has a very good save of 5 and rolls a 13. He made it. Str and Dex penalty are reduced by 1. If he keeps this up he will be up and running within a month.
Now the weak scientist guy. His save is only a 1. He rolls a 13 and fails. Better luck next time. It could be a while till he runs again.
Untreated broken bones cannot be healed fully and remain at a -2 penalty, representing badly grown together bones.
You can break bones when falling off high places, critical hits from enemies, or when you get reduced to below 0 HP.
Going below 0 HP is not the end however. You begin bleeding to death. A friend can help you or if you are very tough even stabilize on your own.
If Dex or Str are reduced to 0 you are immobile. If any mental stat is reduced to 0 you are unconscious. If your Con stat is reduced to 0 you are dead.
Sicknesses work similar. They reduce one score and you have to save against it to defeat it. However the penalties are removed automatically by 1 each day (as long as you get treatment).
The zombies and fighting:

Fighting zombies is dangerous. Not only because they are very strong but because they carry the zombie virus. One bite and that could be it.

Combat is separated into rounds. Each round is 6 seconds (roughly). You get 2 actions each round (and 1 minor action). Actions can be: moving, attacking, climbing, pick up a weapon.

You also get 1 minor action each round. Like yelling commands or drawing a knife from a proper sheath.

You have the following options for attacks:

Normal attack: No modifiers.
Power Attack: -1 to hit for each point of Strength modifier you have, +2 damage for each -1 to hit. This works with melee attacks and thrown weapons. Weapons wielded in 2 hands gain +3 damage.
Careful Aiming: This gives you a cumulative +1 bonus to hit for each action you wait and aim (can be over several rounds). However this bonus can’t go higher than your Dex modifier +2.
Ready Action: You can define a trigger and wait for a coming event. For example: “I wait around the corner and hit whatever runs around it.”
Charge: If you move in a straight line at least 10 ft before an attack you get +2 to attack and damage.

Fight Defensly: You get a -2 penalty on all attacks and can only move at half speed. For that you get a +2 bonus on AC. If you have 5 ranks in Acrobatics the bonus is +3.

Total Defense: You can’t make any attacks and you can only move 5 ft per turn. But you focus everything you have on not getting hit. You get +4 bonus to AC (+6 if you have 5 ranks in Acrobatics). If you use some type of shield you get another +1 extra bonus.
Attack of Opportunity: If someone is passing by you where you could reach and attack, but it’s not your turn you can quickly strike out (1x per round). This is useful to try to prevent a zombie passing by you to an injured person you are protecting. This attack may also be a trip or other maneuver. Zombies usually make no Attacks of Opportunity since they are too slow. If you use some type of shield you get another +1 extra bonus.
Maneuvers (use CMB and CMD):
Trip: Make an opponent fall over. Prone targets are easier to hit and have a hard time attacking (-4 attack and AC). Also standing up uses up a move action and provokes an attack of opportunity.
Bull Rush: Push someone away. You get +2 if you charge.

Overrun: You try to run through someone, knocking him or her aside or to the ground. +2 when you charge.

Grapple: Wrestle with your opponent in direct body to body contact. First successful check gives you the upper hand (-2 for the other to free or counter grapple). The second pins an opponent (-4 to break free. -6 if you can maintain the hold for 1 full round). Please note that a Zombie only needs to succeed on a check once to bite you (except when you have it pinned).

Disarm: A successful check pries or slaps a weapon out of the way. Zombies are usually unarmed, but who knows…
Aid another: People can combine their efforts to increase the chances of an attack (working together is not limited to combat btw.). You can spend an action declaring to Aid Another. This can have one of the following effects. +2 to the next attack of someone else (play Spotter for a Sniper or distract a zombie so your friend can get a good shot), +2 bonus to AC (distracting an enemy so he can’t get a good shot in) or hold a shield or similar in front of someone to block ranged attacks.
Depending on the action multiple Aid Another’s can be performed and their bonuses stack (apply reason here).
The standard zombie (most common one) has these options:

It usually opens up by running towards you and punching/scratching you. These attacks have a 50% infection chance (directly subtract values from protective clothes).

Once it is near you it will try to grab you and eat your brain. It makes a CMB vs your CMD. If it works it has a 100% infection chance (again reduced by clothes and similar)

It does not take full damage from blunt weapons (such as a baseball bat) however slashing and piercing weapons make its blood spray around, risking infection on each attack (30%).

If you are injured your open wounds increase the chance to get infected.

HP below: 75% = +10% chance

HP below: 50% = +20% chance

HP below: 25% = +30% chance

HP falls below 0: +40% chance

The zombie plague:

Once infected you have it bad. The sickness drains your powers and lets you hallucinate, making you violent. If you are a tough boy and have professional help you have maybe a 2/3rd chance of survival. Most of the time though it means you are done for.

Here are the details for the number crunchers:

The DC is 17. You need to save 3 times to recover. You make 1 save each day. It deals 2d4 Con damage, and 1d4 to all other stats on a failed save. You still take 1 Con damage even if you make your save. Mental values can’t sink lower than 1 (at which point you start to hallucinate and become violent). You do not recover Con while you are suffering from the disease (except for a Profession Medic Check of DC25 with appropriate equipment and medical supplies).

If you exert yourself (helping defend the hiding spot against zombies) you get no save on the daily check.
If you pump everything you can into your save, then you have a good chance of surviving (if you are healthy and have a safe place to recover). But then you are not good at anything else.

The startpoint:
You begin playing at these coordinates: 48.228647, 16.430476
This is a little island in the old Danube in Vienna. It can only be reached via one road and is a bathing beach.

The single entrance makes it perfect for defending against the zombies. However food is getting scarce. Someone has to go out and get more….

I have not decided what Equipment you have yet, but much likely at least 1 gun with a few bullets, 1 working car with a little fuel (you will have to find more gas if you want to make it back).

I choose Vienna since I have to do the describing and I know my own city better than others. And you might learn something about Vienna too ;3

As I estimate it. If you find a lone Zombie it is hardly a threat. It is stupid and you can outmaneuver it, slowly killing it with thrown items or even clobbering it to death. The main problem are zombies that you overlooked which are suddenly in range as well as large crowds.

And of course more dangerous zombie types yet to be revealed ^^

Now follows the character sheet. Copy/paste it into the comment section of the submission and I will add you to the rooster.
[b]Character Name:[/b] ??????? -- [b]Player:[/b] ???????
[b]Base Stats: [/b] [i]Start with 8, add 22 points (14 max)[/i]

[b]Strength score (Str): [/b] 8 -- [b]modifier:[/b] -1
[b]Dexterity score (Dex):[/b] 8 -- [b]modifier:[/b] -1
[b]Constitution score (Con):[/b] 8 -- [b]modifier:[/b] -1
[b]Intelligence score (Int): [/b] 8 -- [b]modifier:[/b] -1
[b]Wisdom score (Wis):[/b] 8 -- [b]modifier:[/b] -1
[b]Charisma score (Cha):[/b] 8 -- [b]modifier:[/b] -1

[b]Perception score (Per): [/b] 8 -- [b]modifier:[/b] -1
[b]Hitpoints (Con-Score+5):[/b] 13
[b]Armor Class (Dex-Mod+10):[/b] 9
[b]Attack Melee (Str-Mod+1):[/b] 0
[b]Attack Range (Dex-Mod+1):[/b] 0
[b]Combat Maneuver Bonus (CMB):[/b] 0   [i](Str-Mod+1)[/i]

[b]Combat Maneuver Defense (CMD):[/b] 10   [i](Str-Mod+Dex-Mod+1)[/i]

[b]Saves:[/b] [i]One Save gets +2, add the appropriate modifier to the value[/i]

[b]Fort (Con): [/b] -1
[b]Ref (Dex): [/b] -1
[b]Will (Wis): [/b] -1
[b]Speed:[/b] 30 ft

[b]Skills (4+Int-Score):[/b]

[u]Skill 1:[/u] -1 [i](ranks 0)[/i]

[u]Skill 1:[/u] -1 [i](ranks 0)[/i]

[u]Skill 1:[/u] -1 [i](ranks 0)[/i]

[u]Skill 1:[/u] -1 [i](ranks 0)[/i]

[u]Skill 1:[/u] -1 [i](ranks 0)[/i]

[u]Skill 1:[/u] -1 [i](ranks 0)[/i]

[u]Skill 1:[/u] -1 [i](ranks 0)[/i]

[b]Specials:[/b]

- Special 1
- Special 1

- Special 1

[b]Flaws:[/b]

- Flaw 1 (optional)
- Flaw 2 (optional)

[b]Appearance:[/b] Short description.

?????????????
