ANATOMICAL GUIDE TO ZOMBIES

So. this stuf{ is basically the Opevation game with Zombies?
Cool. at least our patients never complain.

The Anatomical Guide to Zombies is a labor of love, a detailed
series of sketches and notes about the killer of our era: the
Zombies. Sadly, the author, Tinfoil, quickly got bored of it,
leaving this important scientific research incomplete.

The arduous but necessary task of finishing it rests with
the Survivors!

% WHAT THE
ANATOMICAL GUIDE IS

After obtaining the dossier during Mission 1: Tinfoil, the
GM must give the Survivors a copy of the Anatomical
Guide files, which can be photocopied from the following
pages or downloaded from

The Anatomical Guide is composed of a number of sheets,
each showing a detailed sketch of 2 Zombie types. The Guide
contains a total of 17 Zombie types, mutations, and special
abilities, but new ones could be found in future products.

Each Zombie sketch shows a number of small circles
marked directly on the figure. They indicate the weak
points of that kind of creature and the goal of the guide
is finding and studying all of them.

3¢ EXPANDED SHELTER ACTIONS

After receiving the Guide, the Survivors can perform the
following new Shelter Action:

Any Survivor performing this action makes

EDUCATION Action.
The Survivors score 1 “weakness point” on a Zombie
type per success scored (up to a maximum of 3).
The players decide how to allocate the weakness
points among the types of Zombies they fought
during the previous Mission Phase. Each weak
point is filled directly on the Zombie's sketch on the
Anatomical Guide.
When all the weakness points of a Zombie type
have been filled, the Survivors have discovered all
the secrets of that kind of undead and now know
how to handle it. In game terms, for each Zombie
type in a Horde for which all weakness points have
been scored, the Survivor can replace a normal
die with a Mastery die when rolling FIGHT, SHOOT,
or COOL. Bonuses are cumulative. If, for example,
a Survivor has scored all the weakness points of
the Abomination, the Berserker mutation, and the
Grabbing Special Ability, and encounters a Berserker
Grabbing Abomination, they may replace 3 normal
dice with Mastery dice.
When a full chapter of the Guide is filled (all the
Zombie types in it are fully marked), the Survivor

gains 5 XP (as if completing an Objective).
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