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Overview:


Two players face off with one in control of the four survivors and the other in control of the zombie horde.  The survivors must attempt to make there way across the board and reach the safe house in one piece, while the zombies must try to halt and decimate the survivors before then.
The Board:


The board is a 17x22 grid with various structures and obstacles.  On the board, range is generally limited by “line-of-sight.”  This means that the player cannot shoot through buildings or obstacles.  In order to have line-of-sight, the initial square must be able to be connected to any point of the target’s square with a straight line.
Units:

· Survivors – Louis, Bill, Zoey, and Francis.  They have a movement of three and defense of two.  Armed with a pistol, their base attack is 1, but they start the match armed with an UZI or a pump shotgun.  They can equip weapons and use items.  At any moment, they cannot have more than one weapon, one health kit, and one grenade.  They have three health, followed by a knocked down status from which they cannot move and must use a pistol until helped up.  If they are attacked while knocked down, they are killed.
· Common Infected – These are the basic units that are killed easily and appear plenty.  At close range to a nearby survivor, they move faster in the presence of their prey.
· Tank – It has a normal defense but can take a lot of damage.  It can knock a player back to the nearest wall.  When burned, it will take one damage each turn.
· Smoker – It can use its ability to pull survivors towards it.  The survivors must be within the line-of-sight and it pulls the survivors at a rate of two squares per turn.  It has a two turn cool down, during which it cannot use its ability again.
· Boomer – It can use its ability to stun the survivors and draw in other zombies.  It explodes in a 5x5 grid radius.  Its ability has a four turn cool down, during which it cannot use its ability again.
· Hunter – It can switch between standing and crouching.  The transition takes one turn.  When crouching, it can pounce, however, its movement is reduced to one while crouching.
· Witch – It has a high defense and knocks down a player on its first turn and kills the player on its second.

	Unit
	Movement
	Attack
	Defense
	Health
	Note

	Survivors
	3*
	1
	2
	3
	When knocked down, they cannot move

	Common Infected
	1*
	1
	1
	-
	Movement is increased to 2 when a survivor is within 3x3 area

	Tank
	3
	3
	2
	10
	

	Smoker
	2
	2
	2
	-
	2 turn cool down when pulling

	Boomer
	2
	2
	2
	-
	4 turn cool down when barfing

	Hunter
	3*
	2
	2
	-
	Movement is 5 when pouncing.  Has crouching and standing positions.

	Witch
	4*
	*
	4
	-
	Attacks survivor when within 5x5 square.  Knocks survivor down on first hit and kills on second.


Weapons & Items:

	Items
	Attack
	Range
	Rounds of Fire
	Effect

	Empty Crate
	-
	-
	-
	Nothing

	Health Kit
	-
	1
	-
	Restores survivor’s health completely

	UZI
	1
	6
	2
	Can be equipped by survivor

	Pump Shotgun
	2
	4
	1
	Can be equipped by survivor

	Assault Rifle
	1
	6
	4
	Can be equipped by survivor

	Auto Shotgun
	2
	4
	2
	Can be equipped by survivor

	Sniper Rifle
	2
	Unlimited
	1
	Can be equipped by survivor

	Molotov
	Instant
	5
	2*
	1st turn it is in a single square and on the second turn it expands to 5x5 radius.  It kills anything that is hit by it, except for the Tank which loses 1 health and is burn.

	Pipe Bomb
	Instant
	5
	-
	Takes 3 turns to detonate.  Draws zombies from 5 square away towards it.



When a survivor reaches a crate on the map, they get to draw a crate card for a random item or weapon.  The possible items found on the cards are in the table below with their effects.

Attacking:

After all units have been moved by a player, he/she can use the units to attack targets that are within range.  The player can decide which units to include in the attack and attack values are totaled up and compared to the targeted unit’s defense.  The ratio is reduced and dice are rolled; refer to the table for evaluating odds (the result numbers represent the amount of damage the targeted unit takes from the attack).  Weapons with multiple rounds of fire cannot combine their attack into one, and must make each attack separate.

	Dice Roll
	1-2
	1-1
	2-1
	3-1
	4-1

	1
	0
	0
	0
	1
	1

	2
	0
	0
	1
	1
	2

	3
	0
	1
	1
	2
	2

	4
	0
	1
	2
	2
	2

	5
	1
	2
	2
	2
	2

	6
	2
	2
	2
	2
	3


1

