—| Turn Start

day/night anim.

Turn Card: Card shown face
down. Tap to turn and move
time 0.30s - also move

TIME:
q If > 30:00 Icon

Dead

Mutation:
If Mutant =1 then

changes to night
& -1 HtH

+1 to MutationCurrent

MutationCurrent = Endurance then

Venom:
If Venom =1 AND the
player's

—» \VenomCurrent =1 or

the player is dead!

more, then +1 to
MutationCurrent

VenomCurrent = Endurance then the

player is dead!

REFLEXES

Dice Box P Dice Box
: - ayer passes
1 in 6 chance of hldlng from Active On|y if p|ayer has y p .
Enemy. Does not apply to item with Uses = or reflex text:
Darkness. If so go to greater than 1 WEAPON ATTACK Test Reflxes Roll Uses -1 Roll
AT ke & item has valid hit vs Dice B Lower: Player takes max
Enemy type Player Enemy is dead. If Darkness e 50X wounds, roll on additional
Reflexes Test: 2d6 Equal or under player Shoot: Card Value vs Selected wins g game is won, else discard card wounds table then back
Weapon select menu (green for passes. weapon type: and move to next turn. Roll to HtH
Weapon: —» valid cards, blue for always active, e
TTON Class "Weapon" Only red for inactive, no colour for n/a. S?eesa-t'-e/-r It\;llz:]ki;nrznvsaf}fe. Itfh;: '
OPTIONS player wins.
Apply Enemy No
Combat —| Card Special —| Hand-to-Hand (HtH) J
Rules
\ EnemyV HtH Round ag;ﬁ}\...
Enenfy Unit If enemy alive —» Escape Rol™Mo 6+
from last round...
Hide (only if Skill is . \ Wai iesg'r[?tscape' HAND-TO-HAND / Lucky!S
Hiding) Climb If enemy killed _—7Y
I / last round... LUCKY SHOT
2‘ rg\lcony \ Use Item Player Wins Is enemy name = Darkness"? NEK
:;stnﬁ)rgxdkﬂﬁ% ils reflex Dice Box 2d6 + Enemy Rating compared with \\ Number of Valid Dice Box
Card Type... olayer has spare Reload 2d6 + Player HtH + Iltem Bonuses. Weapons/ltems
Dynamite clip. : Roll —1"| Player higher = Player wins. //' teliRe \ Roll
Remove spare icon & Active Equipment - Green _ Enemy Higher = Enemy wins
return CurrentUses to highlights on valid items - skip — Equal = Draw. :
MaxUses menu if none Are there valid weapons If valid weapon available
' for Lucky Shot? open selection menu else
skip section. Lucky Shot (roll 1d6)
emv Wins Display text to indicate outcome. Apply text outcome:
Y L uck Shot Option: 1 (or less) Take 1d6 Wounds
L Opens a new button 2 Weapon /item smashed: Discard.
Agd in-place of HtH button. If > 3. -1 Wound
Player takes it... 4. Miss -1 Use _
RolNof 6 _ 5. 2d6 +/- Marksmanship: If = or greater than card
value then player wins. Uses -1.
Lucky shot not taken | 6fEnemyidead, Lises =t
If has a valid item., (sellected Continue Roll less than 1 to
e.g. First Aid. ke [ 1 Apply item effects. TIME -00.30 equal to 3.
Empty | 1d6 = 6 then select \ /
Wandering Zombie \/
Next card selected... /
HtH Rourrd@gain...
WOUNDS
Player Dead!
WoundsCurrent = 0? Display WOUNDS
BUTTON OPTIONS: death text.
Announcement Box: Trap avoided.
Trap
Continue N
W =
\ Wounds -Enemy's WoundsCaused oundsCugrent = 0
Locked \ Does the
player have Does card need reflex
Door the right equipment | test Extra Wound Table (Roll 2d6)

BUTTON OPTIONS:

Weapon:
Class "Weapon" Only

AN

Continue

The player selects an item

Door

and it counts as combat vs.

Announcement Box: Caught in Trap

— [0:
COMBAT

the deck.

5 discarded cards come into

Escape

escape table.

Player 1d6 Roll against XML

escapes.

Equal or higher - player

5 -6 No effect.

2 or less - No wounds, restore WoundsCaused
3. +2 to HtH next round only.
4. +1 to Lucky Shot Roll next round only.

7. Can't use Escape next round.

8. -1 HtH Next round only. Can't escape next round.

9. -2 HtH next round only. No Lucky Shot following this.

10. -3 HtH next round only. No Lucky Shot following, no escape next round
11. -1 WoundsCurrent.

12. -1 Marksmanship.

Player Dead!
Display ZOMBIE
death text.

Endurance.

Roll 2-12 on Exir
enemy

Zombie=1

Lucky Shot allowed
/ AND Valid Weapon/s

ected

Venom Current +1
AND S

Else AND Lucky\Shot
allowed AND Vali
Weapon/s

To: HtHYRoungd again...




