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Chapter 1 Introduction_____________________________



What? Why


What kind of game is this?


This is a story driven tabletop Role Playing Game (RPG). That means a group of people gather to tell a collaborative story, creating characters they will play like an actor in a play, using their imagination to visualize actions and share with the group. The theme of To Death and Back is generally one of Survival Horror. Survival horror comes from a genre of video games, in which  ordinary humans finds themselves surrounded by inhuman monsters; outnumbered, inadequately armed and uncomfortably vulnerable. One of the earliest examples of survival horror games was the Resident Evil series, which fittingly enough featured zombies as the ever-present threat. 

How is a RPG played?


Someone will take on the role of a Gamemaster (GM), the primary architect of the story. They will narrate to the players what is going on and decide how Non-Player Characters (NPC) such as bystanders and zombies react to decisions made by the players. It is important for the Gamemaster to have a solid story for the players but just as important to let the players make their own decisions on how the story unfolds.    

Why not use an existing system? All Flesh Must Be Eaten already does zombies?

I started this project by reading up on the All Flesh Must Be Eaten line of roleplaying sourcebooks, but it didn’t exactly fit my tastes. The books provide an in-depth system for creating characters and zombies with a dizzying variety of personalities and abilities, but the options of advantages and drawbacks would take hours to fully research in the process of building a character. 

Besides the time required to flesh out a character just right, All Flesh Must Be Eaten, Gurps, and variations on d20 often have issues with all players in a party being on the same level in terms of ability. What I mean is that a player who invests his time in reading through all the books and matching the best advantages with the least impacting penalties, producing a character who can do far more than another player who instead takes 20 minutes with the main rulebook. It is fine deciding to adjust the power level of a campaign so that the players are heroes or mere high school student, but part of making sure that every player enjoys the game is in everyone having the same opportunity to contribute. To this end, character creation for To Death and Back is designed to make character creation as quick as possible while still allowing for a degree of depth in customizing what the character can do. The goal is to have a character sheet that anyone can glance at and quickly figure out what everything means, then use that character sheet and a quick look through the rulebook to construct what they want. One may argue that the simpler To Death and Back characters lack the personality of a system with pages of quirks and fears, but I would contend that the personality of a character construct is not in the purchased statistics but in the mind and style of the player. You can sculpt hopes and fears of a character and have them act accordingly without having a list of catch phrases on a sheet of paper to tell you to do so. If a player would prefer to define their character with a list of jotted archetypes, they are free to do so, listing the characteristics they desire, no rules needed.

With the All Flesh Must Be Eaten system it also seems that with most rolls are based on a ten-sided dice and heavily modified by multiple bonuses, which means the dice do not hold much room for variability. A player will know to a high degree of certainty if they will succeed or fail before the die is even picked up. It makes sense that a character designed to specialize in a certain area of expertise should be confident that they can achieve more than most people, but there still  needs to be that hint of doubt to put fear into players. 
Chapter 2 Characters



2.1 Who do you want to be today?

Skills___________________________________


Skills quite simply represent how good a character is at a certain field, each point increases the chance of an action succeeding by 5%, which translates as +1 on d20 dice rolls. The goal of the skill system is to give characters an advantage to succeeding in fields they focus on improving, balancing the bonus of the skill modifier to make specialized tasks less random but still leaving enough variability in a dice roll that the player does not get too confident. Part of the anxiety in good survival horror is the uncertainty over whether a course of action will succeed, for there to be enough risk and fear to nibble at the back of a player’s mind to make them question the wisdom of an action. An expect in a particular skill should feel a good deal of certainty that they can succeed in most situations, especially if they take time to prepare, but the occasional failure of the dice keeps them human.

Each character has a pool of skill points to assign when they create a character and if they manage to survive their ordeals they eventually become better at their tasks, gaining more skill points. Since To Death and Back is based around characters who are normal humans and limited in their abilities, available skill points are usually limited to just enough for the character to be better than the average person at one or two tasks and have a partial comprehension of a few other skills. Nobody can be good at everything or perfect at anything.

The value of a skill ranges from 0 to 7, though characters will be limited in how high a value they begin the game with, based on the Build Template chosen in Chapter 2: Characters. Besides each point giving a +1 bonus to dice rolls, the description of skill points is as follows:

· 0 = Untrained – The character is not at all skilled in the topic. They may have briefly tried the task before, but not enough to have any useful experience.  This does not mean that a character cannot attempt the skill, though rolls suffer a -2 penalty before other modifiers are applied. The character could try a task with the help of someone who knows better talking them through it.
· 1= Partially Trained – The character has received brief training in the subject, such as a week or so in a classroom or maybe even read a couple books on the topic. 

· 2= Green – The character has received adequate training in the theories of the subject, but no hands-on experience. It would be accurate to describe them as a “rookie”. This is the highest a skill can be gained through just reading books, anything more requires work in the field. 

· 3= Average – The character is decent at the skill, educated and having completed enough experience to know that they’re doing.

· 4= Competent – The character has a good deal of experience and a significantly better grasp at the task that an ordinary person off the proverbial street.

· 5 = Expert – The character is better at the subject than most people could hope to be, recognized by peers as an authority on the subject. 
· 6 = Top of the Class – The character is among the top 10 best in the world, a leader in the field.

· 7 = Greatest in the World – When it comes to this topic, all other masters pale in comparison. Abilities are near perfection.   


Combat Skills

The list of combat skills are similar in the sense that they judge how effective the character is at various areas of fighting. The bonuses from these skills mostly come into play when trying to kill someone.
· Unarmed – Aptitude at fighting with bare hands in a variety of styles from boxing to Greco-Roman wrestling. Unarmed fighting is usually chosen as a last resort when all other options are exhausted, though a talented combatant may be able to do more with silent knuckles than a gunshot.
· Blades – The use of knives, swords and the occasional plastic spork to penetrate flesh with stabbing or slashing motions. This is a purely close combat skill, if a player wishes to throw a knife at someone, a Thrown skill check is used.

· Blunt objects – This describes a weapon without a sharpened point, swung to deliver damage in the form of pure kinetic force, breaking bones and rupturing capillaries underneath the skin. Nearly any object capable of being lifted by a human (at GM’s discretion) can be used as a blunt weapon.  The size, shape and density of the item determine ease of use and amount of damage. 

	Description
	Example
	Modifier
	damage

	Small hard object
	baseball bat
	+0
	1d8 stun

1d6 wounds

	Large, heavy unwieldy object
	Wooden 2x4
	-2
	1d10 stun

1d6 wounds

	Lightweight object
	Cardboard shipping tube
	+1
	1d4 stun


· Thrown – The act of hurling an object at someone. This could be throwing a ball or hand grenade at a foe, or tossing a whole person away off the roof of a building. The range an object roughly 3 pounds or less can be thrown is 10/20/50 +2 yards per skill point. That means the maximum range is between 50 and 64 yards depending on skill. The increments mean throwing a ball at a target within the first increment (10-24 yards) suffer no penalty, a -2 penalty to attempts at hitting a target within the second increment (20-34 yards) and -4 for ranges between the second increment up to the maximum range. Specific thrown items offer modifier based on how difficult they are to throw, so a baseball has a modifier of +0 and throwing an adult human is -10.
· Handguns – Skill at firing relatively small firearms such as pistols and submachine guns. Fully automatic submachine guns are much more difficult to handle and aren’t quite the same as a pistol, but to compensate for that submachine guns have a penalty associated with the nature of burst fire.
· Rifles – For the purpose of simplicity, this skill applies to any weapon which is fired using two hands by being braced against the body and sighted down the barrel. This means it extends to shotguns, fully automatic rifles and crossbows. 
· Heavy Firearms – This describes any large, unwieldy gun such as tripod mounted machine guns, flamethrowers, grenade launchers and artillery pieces. These weapons are less common in a survival horror setting, but make sense if the character was formerly in the army.


Practical Skills


These are tasks which everyday people use in their professions, constructive skills useful in the game such as getting around town, accessing information, repairing damaged essentials and fortifying a building against zombie attack.
· Construction – This describes combining raw materials or manufactured parts to create an object, ranging from molding clay pots to laying stone bricks, from nailing together wooden tables to welding steel beams. In a setting of long-term siege by the undead or post-apocalyptic wasteland, this skill can be of utmost importance for building a shelter and fortifying doorways.
	Example Task
	Difficulty

(time needed for 1 worker)

	Wooden table with illustrated instructions and sufficient tools
	8

(2 hours)

	Bracing a door with furniture or makeshift supports
	10

(10 min)

	Shaping a steel knife from sheet metal with no machinery
	14

(1 hour)

	Wooden house from Popsicle sticks
	18

(2 years)

	Welding metal pipes into a ladder
	16

(8 hours)


	Degree of success of failure
	Quality
	Result

	-3 or worse
	Disaster
	The project immediately collapses, if it even went together at all

	-2
	Shoddy
	The final product is rickety or shows serious flaws. It will break after repeated use. -4 to object/structure’s damage reduction and 50% structure points

	-1
	Poor
	The object/structure appears adequate on the surface, though becomes unstable shortly after. -2 to object/structure’s damage reduction and 75% structure points

	Exact (+0) to +4
	Average
	+1 to object/structure damage reduction and 110% structure points

	+5 to +7
	Good
	+2 to object/structure damage reduction and 125% structure points

	+8 to +10
	Great
	+3 to object/structure damage reduction and 150% structure points

	+11 to +15
	Amazing
	+4 to object/structure damage reduction and 200% structure points

	+16 or more
	Masterwork
	+6 to object/structure damage reduction and 250% structure points


· Mechanics – This refers to the creation, repair and operation of machines, from something as simple as a car jack to complex factory units. 
· Demolitions – The fabrication, planting and disarming of explosive devices. 

Failing an attempt to create, plant or disarm an explosive carries a risk of 
detonating immediately, usually with fatal results for the character handling it. 
Any Demolitions skill check that 
fails by 5 or worse triggers the volatile substance.
	Sample Task
	Difficulty

	Wiring an explosive substance to detonate at the flip of a switch
	10

	Creating a bomb from industrial chemicals
	12

	Creating a bomb from household supplies 
	14

	Disarming a bomb
	16


· Driving – The operation of vehicles, as in modes of transportation, ranging from bicycles to passenger cars to airplanes. 
	Sample Task
	Difficulty

	Driving an automatic transmission automobile in a straight line
	10

	Driving a manual transmission automobile in a straight line
	12

	Flying a modern jet plane
	16

	- Driving in heavy rain or snow
	+4

	- Evasive maneuvers to avoid a sudden
	+4




  Survival Skills
· First Aid – This skill represents the ability to treat immediate injuries in the field, to quickly stabilize a victim and get them back to fighting again. The most obvious task is in bandaging cuts, but it also comes in handy for cleaning wounds to prevent infection from creeping in. The exact details of using this skill to treat the injured are found in the Damage chapter.
	
	Difficulty
	Result on Success
	Supplies

	Stop Bleeding
	Points of stamina lost to bleeding a turn X5
	Single bleed effect removed
	Cloth or plastic bandages

	Slow Venom
	14
	Stamina loss due to venom reduced to half (round up). 
	Cloth or plastic bandages or tubing

	Disinfect Wound
	Common Bacteria – 10*
Common Virus – 12 

Resistant Bacteria – 15 
	Infection prevented
	Hot Water, Antiseptic chemicals or Antibiotics 

	Treat Burn
	Points of burn damage suffered x 3
	Pain penalty reduced to half (round up)
	Cold water or burn cream, light cloth bandages

	Extinguish burning person
	10
	Reoccurring Burn damage stopped
	Blanket, flame resistant jacket, water

	Neutralizing corrosive chemical
	8
	Reoccurring Burn damage stopped
	Sand, mild base (ie milk), mild acid (ie citrus) 


· Alertness – This skill is simply a character’s personal awareness of their surrounding environment. The higher the Alertness skill, the more likely a character is to notice minor details about a room being investigated or that someone is trying to sneak up on them. This skill is used in opposition to Stealth. 

· Streetcrime – This represents a wide range of petty illegal activities such as pickpocketing, lockpicking and hotwiring cars. 
Advancements____________________________

Combat Advancements 
· Block Reaction: Lunge. (Cost 1) – The character may perform a reaction against a failed melee attack, allowing them to surge forward at the attacker and attempt to grab hold of them. This reaction is most common in Adrenalmorph zombies, as the feral creatures try to grab hold of a victim in order to deliver a bite. With this reaction, an Unarmed skill check is immediately rolled against the attacker’s dodge defense after the melee attack fails, interrupting the attacker’s turn. On a success, the attacker is grappled.
· Block Reaction: Disarm. (Cost 2) – The character may perform a reaction against a melee attack, targeting the attacker’s own melee attack roll. The attacker must have used a weapon for this reaction to have an effect. On a success, the weapon held by the attacker is knocked to the ground at the attacker’s feet. Alternatively, the reacting character may attempt to take away the weapon and keep it to use again the former owner. The check for this is more complex attempt target’s the attacker’s modified attack roll multiplied by 2. On a failed check for the more complex move, the weapon is knocked to the ground.
· Block Reaction: Takedown. (Cost 2) – When the character is missed by a melee attack, they may choose to immediately make an Unarmed skill check against the attacker’s Block defense. On a successful roll, the attack is knocked flat onto the ground, either on their back or face down, reacting character’s choice. The attacker’s turn immediately ends. No damage is inflicted by a Takedown, but it sets up a perfect opportunity to follow up with an easy killing blow to the back of the head.
· Martial Arts (Cost 2) – The character possesses a disciplined understanding of a style of advanced hand-to-hand combat. Unarmed attacks made by this character inflict more damage than normal, 2d4 stun damage [slider +2] instead of 1d6 [slider +2]. In addition, called shots against a specific body location do not suffer the usual -4 penalty to hit.
· Quick Load (Cost 2) – Quick fingers, preparation and experience with firearms allow a character to switch out an empty magazine with fresh ammunition must faster than usual. This reload may be a single loose cartridge or a magazine of multiple rounds and will take only a setup action instead of the usual execution action. The stipulation for this advancement is that the character must have new load of ammunition prepared and easily accessible, such as the magazine clipped to their belt or strapped to their thigh. Storing the replacement rounds at the bottom of a backpack or the like will not allow the character to use this advancement to reload as a setup action, otherwise they must spend one or more execution. 
· Trick shot (Cost 2; Requirement Handguns or Rifles skill of 3 or higher) – Disciplined drilling and a bit of luck allows the character to pull off some fancy tricks with firearms, namely to hit a specific spot on a target. Called shots made with semiautomatic weapons ignore the usual -4 penalty for targeting a specific body location. In addition, the character may attempt to shoot a weapon out of the hands of an opponent. To do so, they make a called shot targeting the target’s Dodge defense, and on a success the held weapon is knocked to the ground at the enemy’s feet. 


· Strength Training (Cost 3) – Time spent working on upper body strength helps the character in physical feats such as lifting heavy objects and doing more damage in combat. Unarmed and melee weapon attacks gain a bonus slide and thrown attacks gain +5 yards to their range increments. The character can lift roughly 150 pounds and comfortably carry 60 pounds of weight. 
· Lightening Reflexes (Cost 4) – The character receives a +1 bonus to both their Dodge and Block Defenses.   
· Roll with the Punches (Cost 2) – The character becomes increasingly resistant to sudden impact. Damage Reduction is increased by one against stun damage. Wounds are not affected. 
· Weapon of Choice: Melee (Cost 2) – Practice with a variety of firearms or close combat weapons in varying conditions helps to train the character to use whatever tool best fits the situation or is close at hand. When this advancement is chosen, the character may fight with either blunt weapons or blades with equal skill. In combat the character may choose to use the higher of the two skill values, even if the other skill is lower or even untrained.  
Practical Advancements

· Anatomical Familiarity (Cost 2) – Study of human biology and dozens of hours of hands-on experience helps the character to perform medical procedures and better place attacks to inflict increased damage. The character receives a +2 bonus to all Medicine skill checks and +2 to hit with close combat attacks against humans or zombies. 
· Carpentry (Cost 1) – Experience working with wood helps the character improve their speed and quality at building with wood and nail. Successful Construction skill checks involving wooden materials require only 75% of the usual build time and have their quality increased by one grade.
· Distillery (Cost 1) – The knowledge of producing alcoholic beverages from cooking fruits, vegetables and grains may sound a luxury, but in an apocalyptic setting that could the different between life and death; a purified drink when you’re surrounded by tainted water and a disinfectant for cleaning wounds. Or if nothing else, selling moonshine in a civilized world could be a good source of profit. Distilling requires a setup of semi-industrial supplies and quite a bit of time. Creating alcohol uses a Medicine skill check with a difficulty decided by the Gamemaster based on the complexity of the ingredients (such as difficulty 11 for a single starch or 18 for a complex aged scotch). There is a risk with skill checks that fail by 5 or worse that the alcohol content will be too high and risk poisoning the imbiber (pass a Stamina Test or lose 1d6 Stamina for one week). 
· Field Surgery. (Cost 2) – Years of medical experience in the field or at undersupplied hospitals have taught the character to perform delicate medical procedures even without a proper location or all the ideal medical supplies. The risk of complications or infection from First Aid checks is reduced from a result of 5 to only occurring on a result of 1 after modifiers. For attempts at performing surgery outside of an hospital, there is still a heavy penalty for using a location not thoroughly disinfected. The skill check for surgery in a relatively clean environment changes from a penalty of -8 to -4.    
· Tailoring (Cost 1) – This advancement aids in the repair and maintenance of cloth goods. Sewing is normally covered by the Construction skill, though this option allows the character to skillfully mend torn cloth, create hidden pockets inside garments, make altercations to fit clothing to a particular individual and create new pieces of clothing from raw scraps or combining old garments.  
Survival Advancements
· Dodge Reaction: Dive (Cost 2) – When the character is missed by a ranged attack, they may choose to immediately throw themselves onto the ground to be a less opportune target for further shots. This leaves the character prone until their next turn and is especially effective if there is cover nearby. For the sake of distance, a character can dive up to 4 feet away, measured from the feet. 
· Endurance Training  (Cost 3)– As a result of months of persistent workouts to push beyond the character’s normal physical limits, the character’s total Stamina is increased by one, as well as their Damage Reduction.
· Slippery (Cost 2) – Being flexible or small of frame, the character is able to slither through small spaces and escape from an iron grip. This Advancement allows the character access to movement through usually inaccessible spaces, like crawling through tight air ducts around a building or getting into a house through the doggy door. When testing to escape from a grapple, the character receives +2 to their Dodge value. 
Social Advancements
· Scholar (Cost 2) – The character gains expertise in an academic specialty declared at the time this advancement is chosen. The specialty should fit the character’s background or profession and is listed on the character sheet under Areas of Expertise. Examples of specialties could include: History, Economics, Biology, Chemistry, Anatomy, etc. There is a +2 modifier to Analysis skill checks involving the specialty, as well as a situational +2 to Confidence skill checks when attempting to explain something related to the specialty to other people. 
· Layman’s Terms (Cost 1; Requires the Scholar advancement) – When it comes to planning an operation or just explaining to a guy on the street why they need to be running away, there is often a barrier between the individuals with information and those who need to know. Just as months of careful study are required to learn the nuances of a field of study, it may take just as long to learn how to explain that knowledge to the uninitiated. A character with this advancement gains a +2 Communication bonus when talking about their field of expertise with someone who does not possess the same specialization. 
· Street Cred (Cost 3) – A misspent youth of petty crime or time spent in prison as an adult has taught the character how to handle themselves in standoffs with hardened criminals or get what they want. The character gains a +2 bonus to all Intimidation skill checks. There is also a +2 to Confidence skill checks when dealing with career criminals, gang members or otherwise aggressive thugs. The character also receives +2 to Crafting Shivs from previously harmless items. 

Chapter 5 Actions and Combat__________________________________

During a character’s turn they may perform a series of tasks to tell a story and react to problems. When deciding what to do about a problem there will almost always be at least one resource that determines the course of action and if can succeed: Time. With players sitting around a table deciding what to do and zombies closing in to devour them, players and the Gamemaster will take turns performing actions until resolution is reached one way or another. Each of these turns represents a period of time roughly equivalent to 10 seconds and during each turn a player or nonplayer character can take up to three actions as follows:

One Setup Action and two Executions



5.1 The Turn Cycle




The order in which players take their actions is called the Turn Cycle. The order in which players and nonplayer characters act is determined by a mix of player consensus and the Alertness skill. For situations in which players are working with each other to solve a problem with no outside parties (ie no opponents to worry about), the order of player turns isn’t of too much concern. The turn cycle is more important for confrontations with parties who are at best suspicious or at worst hostile, especially when one side decides to attack first. 

If there is no surprise, then the order of the turn cycle is determined by the character with the highest Alertness value going first, the next highest going second, and so on. If two or more characters share the same Alertness score, then each applicable character rolls 1d20 and the highest result goes before those with the lower roll. If multiple characters with the same Alertness roll the same number on a 20 sided dice, then those characters roll again.


The Gamemaster should roll the d20s for nonplayer characters to decide their order in the turn cycle. For large numbers of nonplayer characters there is a simpler method of assigning order in the turn cycle instead of figuring out Alertness for each NPC and rolling separate d20s. The simpler method is not required but is up the Gamemaster. In this methodology,   


5.2 Actions

Ten seconds is not a lot of time to do anything in the perspective of a single person’s life but it is more than enough to undertake activities which decide life or death situations. An action can be anything, from a physical maneuver to having a verbal conversation. It could even be the lack of activity in the sense of taking a rest after intense activity.  Actions are further classified based on how long the particular act takes to perform.


Setup Actions

Setup actions are defined as acts which can be completed in a split-second, taking no preparation and little thought. As the name implies, these are usually undertaken in support of a future action, or to conclude a character’s turn. 

Examples of Setup Actions:
· Shouting a brief warning
· Pulling away from a creature biting your arm

· Turning a flashlight or lantern on or off

· Opening an unlocked door or container

· Catching a thrown or falling object

· Clicking a gun’s safety on or off



Execution Actions


Execution actions take between 2 and 4 seconds to perform, as distinction for most common simple attacks, such as walking across a room or swinging a weapon at someone. 

Examples of Executions:

· Making an attack with a melee weapon, firearm or unarmed strike
· A normal person walking up to 30 feet

· Drawing a weapon or resheathing it

· Taking careful aim with a firearm

· Speaking a few sentences

· Performing another simple physical action


Double Execution Actions


Double executions consist of a single act or multiple similar acts which take longer than 4 seconds but less than 10 seconds to perform. As the name implies, a double execution consumes both executions actions a character may perform in a single turn, as well as requiring both executions spent to be from a single turn. 

Examples of a double execution:
· A normal human running 50 feet
· Wrestling a person to the ground to take away a weapon
· Removing an empty magazine from a gun and sliding in a new magazine from a pocket
· Carrying on a conversation with another person


Extended Actions


An Extended action is any task which would take longer than one turn (10 seconds) to finish, which would be a complex or time consuming task like the ones making up someone’s day job. 

Examples of extended actions:
· Replacing a transmission in a motor vehicle
· Painting a portrait. 


Example of turn actions:


Bob and Kate know that a pack of ghouls are closing in on them. They’re in a garage under an apartment building, trying to prepare a get away. Bob uses a execution action to cross 10 feet to the driver’s side door of a car, a setup action to open the door, and another execution to get inside, insert a key into the ignition, and turn it. Sadly, nothing happens.


“What’s wrong?” Kate asks with an execution action as she walks around the car to the passenger side.” [Only takes one since she can talk at the same time she walks. The other execution and setup are forfeited as she waits for an answer] 


“I don’t know yet,” Bob replies as he pops the hood [setup action], gets back out and walks to the front of the car [execution]. He lifts open the trunk and glances around the inside [second execution]. 


 The Gamemaster tells Bob that since he has a basic knowledge of Mechanics (skill 3), it will take at least a few minutes to figure out the problem [extended action]. Bob nods and gets to work under the hood. While he searches, there is a thunk sound against the closed garage door. 


Kate pulls a 9mm pistol from the waistband of her pants as an execution and takes steady aim at the center of the door as another execution. [Setup forfeited]  

Bob keeps working during his following turn and Kate keeps her gun pointed at the door on her turn. Before Bob’s next turn, the doorknob rattles and the door swings open, allowing for a corpse on the other side to crash to the floor from the unexpected shift. A second decaying zombie steps over the first and begins shuffling toward the car. The pair of undead enter the turn cycle.

Bob allows Kate to pass him in the turn cycle, so he can see if he needs to help fight as well, or if Kate handles it herself. Kate fires at the upright zombie’s head [execution], grazing its forehead. She fires again [execution], hitting the ghoul squarely in the head, dropping it to the floor. [Setup action is forfeited]. Bob keeps looking around the car on his extended action. The first corpse clumsily pushes itself to its feet [a double execution for a slow zombie]. Since Kate is still at the head of the turn cycle from Bob passing, she takes aim at the new target [execution action] and shoots it through the eye [execution; setup forfeited]. The corpse does down and the players are safe…for now. 

The Gamemaster tells Bob that he’s found corrosion on one of the battery’s posts, severe enough that it may have interrupted the electric current. The extended search action is now complete, Bob starts his turn free to pursue other actions. As a double execution Bob scratches away the corrosion with his thumbnail. On the start of the next turn cycle, Kate passes to Bob so that he can finish up the repair. He reattaches the battery wire [execution] and closest the hood [execution]. 
“Try it now” [setup action]. Kate walks around to the open driver’s side door [execution] and turns the key [execution]. The car roars to a start and the engine idles. “Good job,” she says [setup action].


Common Attack Modifiers
· +4 -- Attacking a target who is unaware of your presence or not expecting a strike
· +4 – Melee attacks against a prone or cornered target

· +2 – Taking time to carefully aim at a target


Grapples and Holds

Grapples will be defined here as attempts to grab onto an opponent, to hold the target down to prevent escape, immobilize limbs to prevent attacks or allow another character to deliver an attack against a helpless target. A grapple may be performed as an execution action against a target within melee range. An Unarmed skill check is made against the target’s Block defense. The modifiers for normal unarmed strikes apply, along with possible conditional modifiers as listed on the table below. On a successful attack roll the target’s body or a specific limb is restrained, leaving the target unable to move away or perform actions (including attacks) with the grappled limbs. The grapple can be maintained for subsequent turns by the attacker spending a setup action each turn. As long as the grapple is maintained each turn, the target continues to be held.

	Common Grapple Modifiers

	Attempt with only one arm available/free
	-3

	Item held in one of attack’s hands
	-2

	Attempt to grapple using legs instead of arms
	-2

	Attempt using a length of rope, chain or cloth
	+2

	Attempt using a pair of handcuffs (specific limb only)
	+4 



A grappled target may be dragged by the attacker, moving both characters together at up to half the grappler’s maximum speed. The grappled victim is vulnerable to attack, granting +4 to both melee and ranged attacks against this target and the grappler suffers no penalty to called shots against the captive. There is a risk of the grappler being injured by attacks against the restrained party, as any attack against the restrained target missing by 1 to 4 hits the grappler instead (attacks failing by 5 or worse miss both characters). A grappling character may also choose to perform a submission hold on the restrained character, applying pressure and to joints and weak points, to force the victim into surrendering or else pass out. A submission hold requires an execution action to be spent and automatically inflicts 2d4 stun damage, modified by the victim’s damage reduction. 

A character being grappled may attempt to break free with an execution action on their own turn. To do so, the grappled character rolls a Dodge Test with a penalty equal to the grappler’s Unarmed combat skill, along with other applicable modifiers. If successful, the grapple is broken and the victim free to act as they please. 


Special Attacks

Special attacks are combat actions which characters can perform only if they possess a specific advancement, natural ability or special equipment. 

Spray and Pray (Double Execution Action) – This is an option for certain automatic weapons which can expend an entire magazine of rounds in frantic attempt to hit a single target multiple times, hit at least one out of multiple targets in close proximity to one another or fire blindly and hope for the best. By spending two executions during a single turn, the character may fire multiple bursts of 4 bullets each, with a maximum number bursts fired as there are rounds left in the magazine (so a full magazine of 32 rounds could Spray and Pray between 2 and 8 bursts, while a heavy machine gun could fire as many as 25 attacks on a single ammo belt). Note that this special attack may only be made with the ammunition currently loaded into the weapon, unless the character possesses the Quick Load advancement which allows for the gun to be reloaded as a setup action, which may be done before the special attack is attempted.


The severe shaking of so many repeated shots severely hinders accuracy, imparting a penalty of -4 to each skill check used in the attack (on top of all other modifiers). This penalty makes Spray and Pray special attacks very risky in many situations, though if the attacker has other situational modifiers in their favor, the extra attacks may not be too bad of a option. When a Spray and Pray special attack is declared, it may target either a single foe in line of sight or multiple visible foes which are standing within an arc of 10 yards. If multiple targets are chosen, each must be no more than 10 yards away from all other targets and the number of bursts fired may be allocated in any proportion, but the number of bursts fired at each target must be announced before any attack rolls are made. A separate attack roll is made for each burst fired, using skill checks of the appropriate combat skill with a difficulty of each target’s Dodge defense. Called shots may not be made, for obvious reasons.   

Another option for Spray and Pray special attacks is that since there is no need to worry about a clear shot, blind attacks may be made against a target which the character cannot actually see. This may be because they are shooting around the corner of an obstruction to prevent exposing their own body or because the target is lurking in a dark room. A blind suffers an additional penalty of -4 on top of the base -4 for Spray and Pray special attacks. 

Called Shot (Execution Action) – Most attacks  


Reactions

A reaction is much as the name implies, an activity taken in response to an attack. Once per cycle of turns a character may perform a reaction after being missed by an attack. Reactions are specified as triggered by either Dodge or Block, referring to the defense targeted by the attack. This means that in most cases the particular reaction is used for melee attacks, such as taking away a swung weapon, or ranged attacks, such as diving away from the source of incoming fire. To perform a reaction, 
Damage__________________________________
	Creature
	Damage Reduction

	Regular Human
	3

	Adrenalmorph
	4

	Fresh Zombie
	4

	Decaying Zombie
	5

	Damage Roll – Damage Reduction = Damage Suffered



To Death and Back uses a system of weapon damage roll versus a target’s damage reduction. The concept of damage reduction is that a person’s body can withstand a certain amount of physical impact, that muscle and bone will absorb so much before breaking. Whenever damage from a physical source is rolled, the target’s damage reduction is subtracted from the result rolled. If the damage reduction is greater than or equal to the amount of damage inflicted, the attack has no effect. In other words, the damage roll minus damage reduction can equal zero, meaning nothing happens to the target. A normal human has a damage reduction of 3, while the undead can absorb more damage since they don’t feel pain and are not impaired by injury to vital organs. A character can increase their damage reduction through earning advancements such as Endurance Training, or by protecting themselves with armor. In a modern setting don’t expect to find much in the way of chainmail, but Kevlar vests and something as simple as bicycle helmet can make a difference. Normally people have one damage reduction score for all locations on their body, but in the previous examples helmets and vests improve the damage reduction of attacks the head and chest, but not limbs. The results of an attack are also broken down into stun damage and wounds. 


6.1 Stun Damage
	Creature
	Stun Pool



	Regular Human
	6



	Adrenalmorph
	15



	Fresh Zombie
	12



	Decaying Zombie
	12





Stun damage represents the temporary shock of an impact which is not life threatening and will be recovered from quickly. A slap to the back of a person’s head will cause them to flinch and may interrupt a delicate task, but after a few seconds the only lingering effect might be an annoying headache. However, repeated smacks to the head over a period of just a few minutes can take a toll by eventually knocking a person unconscious and maybe even cause some nasty internal bleeding. Each character has a limit to the amount of stun damage they can take before they risk falling unconscious or suffer lasting damage from the trauma, represented under the Health heading as Stun. A creature’s stun tracker starts at zero and has a number on the left, separated by a slash, which tells how many points of stun damage they can suffer before they risk losing consciousness or suffering more dangerous injuries. 

A normal human has a total stun pool of 6, while undead are twice as resilient to stun damage. When stun damage is inflicted on a character, it is not marked for separate body locations, but when an attack hits, it is still important to determine a location, as is listed later. Hits to Arms and legs inflict only half as much stun damage, rounded down, after damage reduction has been determined. 

(Damage Roll – Damage Reduction) x .5 = stun damage to arms or legs.
(Damage Roll – Damage Reduction) = stun damage to chest, abdomen, neck, or head.

Track stun damage inflicted to a character with tick marks in the space to the left of the slash in the stun pool. Stun damage is cumulative; each point which beats damage reduction is added to the tracker of total stun damage. When the total stun damage inflicted reaches the maximum score of the stun pool (the number right of the slash), the character is in danger of passing out. The character must immediately roll a Stamina Test, which is a roll of 1 20 sided dice compared to the current Stamina total. If the roll is equal to or less than the current Stamina score, the character is able to maintain consciousness and continue functioning, but with a -2 penalty to all actions until they recover at least one point of stun damage. If the roll comes up higher than the Stamina score, the character collapses and lies helpless until revived.


6.2 Excess Stun Damage

When a character suffers more points than the maximum of their stun pool, either from a single blow or while already unconscious, which for most people would be 7 or more points of stun damage, the total stun damage does not increase by more than maximum pool limit. When a character suffers stun damage over the maximum of their pool, the points of stun are converted to wounds. So if 8 points of stun damage made it past a previously unharmed normal human’s damage reduction, 10 points would fill their stun pool and trigger a Stamina test to avoid passing out, and the 4 leftover points become a result of 4 on the wound damage chart below. Once the character is maxed out at 6 stun, even low impact punches become straight wound results.

In an example of stun damage, Tom is running through a dark office building and takes a wrong turn off the edge of loading dock. Tom crashes down onto a concrete surface 12 feet below. The exact explanation of figuring out fall damage appears later, but for now lets just say the damage roll is 8 stun damage. A location roll is made to determine what part of his body Tom lands on. If he is lucky enough to roll one of his legs or arms, he will suffer half as much stun damage, 4 points that will still hurt, but allow him to get back up next turn to continue fleeing. In this case Tom was unlucky enough to roll his neck as the impact location, delivering a full 8 points, enough to knock him out and cause some bleeding on the wound table. Tom is easy prey for the ghouls who find him next turn.  


6.3 Recovering from Unconsciousness

 The exact length a person remains unconsciousness as a result of too much stun damage is a mix between Gamemaster discretion and luck of the dice. At certain intervals the comatose character rolls another Stamina Test, if passed they groggily sit back up with their Stun score unchanged. Just as if they had passed the Stamina Test to avoid passing out, they suffer a -2 penalty to all actions until recovering one point of stun damage. To maintain the tense atmosphere of a horror game and leave characters feeling vulnerable, it is usually preferable to force the downed character to wait a few anxious turns of combat before giving them a chance to wake up.  On the other hand, players may get bored if they must spend half the gaming session on the ground while everyone else fights around them. A suggested balance would be to allow an unconscious player to make a Test to wake up after a number of turns equal to the number of other players. So in a session with 4 players and a Game Master, a downed player has an opportunity after missing 3 turns, then every 3 turns after that if the Stamina Test is failed again.

Another character may attempt to wake up an unconscious person using smelling salt or injection of a stimulant. First Aid kits and bundles of medical supplies will usually included a capsule of smelling salts, strong chemicals which may revive a person with little risk of an adverse effect. An attempt requires no skill check, just the chemicals, and the unconscious character is allowed to immediately make an unmodified Stamina Test in attempt to wake up. Stimulants are more effective but also far more dangerous. A character must possess a syringe containing a necessary drug and make a Medicine Skill Check to determine if they correctly estimate the volume of drug appropriate and administer it correctly. The goal for this Medicine check is 10 for a well-labeled drug with exact concentrations, or 14 when using more dubious chemicals such as homemade concoctions or street drugs. If the check is successful, the subject is allowed a Stamina Test with a +5 modifier. If the Skill Check fails by between 1 and 5 points, the subject makes an unmodified Stamina Test. The real danger occurs if the Medicine Check fails by 5 or more, which case too much stimulant was used, causing the subject to lose 1d6 points of Stamina, though after the loss they do get to make a Stamina Test with a +8 modifier to wake up, as long as the Stamina loss wasn’t enough to kill them.  


6.4 Healing Stun Damage

The primary difference between stun damage and wounds, besides being immediately life-threatening, is that stun damage is gradually recovered over time. Each hour that passes since the character last suffered stun damage, one point of stun is removed. If the injured character is able to rest comfortably in a safe location with no strenuous activity, this recovery is instead two points of stun damage.


6.5 Stun Damage Against the Undead


The decreased nerve response of zombies means that while they can absorb more punishment, as indicated by the higher stun pool, the undead also can’t be knocked out cold. Instead of falling unconscious, a zombie which suffers stun damage equal to their maximum stun rating, they will collapse to the ground but remain aware of its surroundings. The creature must spend a double action climbing to its feet, then will continue on normally. The stun pool remains maxed out, so another point of stun damage will knock the zombie back down. The undead also don’t heal stun damage, they carry the same amount of stun damage suffered until they are eventually destroyed. 


6.6 Wounds
	Weapon
	Damage
	Slider

	Unarmed
	1d6 stun
	+-2 stun

	Unarmed with the martial arts feat
	2d4 stun
	+-2 stun

	Wrench or Hammer
	1d8 stun

1d6 wounds
	1d4 stun

	Knife
	1d4+1 wounds
	1d4 wound

	Small caliber pistol
	2d4 wounds
	1d4 wound

	Large caliber pistol
	2d6 wounds
	1d6 wound

	High powered rifle
	2d8 wounds
	1d8 wound

	Small explosive
	3d6 stun

1d8 wounds
	None

	Zombie bite
	1d6+1 wounds
	1d6 wound



Serious injuries which tear into flesh or deliver an impact severe enough to cause lasting internal damage are represented much the same way as stun damage, in a section of the character sheet directly below the Stamina and Stun Pools. Attacks which inflict wounds instead of stun clearly state the damage type in their description, such as a most firearms. See the chart to the left for examples of weapon damage.

Unlike stun damage, wounds are not exactly cumulative in their effects. Wound damage which exceeds damage reduction or overflows from stun damage becomes a certain lasting effect depending on the location affected. The result is referenced on the Wound Damage Chart. The corresponding number of damage is written on a character sheet beside the location. If the same body part is wounded again, any damage which exceeds damage reduction is expressed alongside the first result, not added to, meaning the character is suffering from two separate degrees of seriousness. If the same amount of damage is suffered again, the character is in a way lucky, as the result is not multiplied and the second wound has no practical effect. If a character is suffering from two or more wounds, the effects of each are cumulative. So one result that causes a -2 modifier on attack rolls and another that causes a -4 modifier would combine as -6 to attacks.  In most cases a wound of 6 or higher to any location will be fatal, but when damage reduction is considered, most humans would have to suffer 9 points of wound damage in one attack to be killed instantly, which would be the equivalent of a devastating gunshot. 


6.7 Bleed Effects

The most common effect of suffering wounds is blood loss. The amount of bleeding increases with a higher the wound value and may very well kill most characters who survive the initial impact of an attack. At the beginning of each turn of a character who is suffering a bleed effect, they must roll a Stamina Test on a d20. If the result of the dice roll is less than or equal to their current stamina, they are fine this turn. If the result is higher than their stamina score, the character loses a number of stamina points specified by the bleed effect.  If a character is suffering from multiple wounds which cause bleeding, only one Stamina Test is made each turn, but on a failure stamina is lost for each of the bleed effects. Thus a character suffering from cuts to both arms which each cause a loss of 2 stamina per failed test would lose a total of 4 stamina when both wounds are considered. Character sheets include blocks to track the amount of bleeding stamina loss which must be tested against a turn. Mark the number of boxes with a pencil and erase as the bleeding is treated. If a character’s stamina is reduced to zero, they are dead.
· Minor Bleeding – The mildest form, representing a small cut which will usually clot on its own before long and offers no direct negative effect. No stamina loss results, but the scent of fresh blood may lure predators which would otherwise remain unaware of the character’s presence. The open wound is also susceptible to infection which may hinder or ultimately kill the character.  If the character refrains from direct exposure to contaminated fluids or filthy surfaces, they suffer no risk of infection. On the other hand, close combat with zombies will be risky, as blood splattering on the infected location will prompt a Stamina Test to determine if the character is infected. The details of infection are found later in the Living Dead chapter. This bleed affect is removed approximately 30 minutes after inflicted without attempts to bind the wound. 
· Severe Bleeding – A breach in the flesh or internal rupture of veins serious enough to place the character in jeopardy of bleeding to death. A character suffering from severe bleeding must pass a Stamina Test each turn or lose one point of stamina. Severe bleeding does not stop on its own, requiring someone to apply pressure to the wound and bind it with bandages to stop the flow. There is a significant risk of infection, determined when the wound in bandaged as described below.
· Critical Bleeding – A gushing break in the skin that can quickly bleed a character dry if not tended to. A character suffering from severe bleeding must pass a Stamina Test each turn or lose two points of stamina. Medical training or luck is required to stop critical bleeding.  There is a significant risk of infection, determined when the wound in bandaged as described below.
With any of the above bleed effects, a fresh zombie can smell fresh blood up to 100 yards downwind, and will be lured to feed. 


6.8 Stopping a Bleed


The injured character or an ally may spend an action to attempt to bind a bleeding wound. Strips of cloth or plastic are required to wrap the wound and apply pressure. Disinfecting the wound before dressing it is also important in preventing infection. These attempts used the First Aid skill and may receive assistance from multiple characters. Applying disinfectant in the form of boiling water, antibiotics or antiseptic chemicals (alcohol, iodine or hydrogen peroxide) takes an action and is performed before the attempt at bandaging. No skill check is needed to disinfect, but one is required for the binding attempt; 1d20 is rolled, modified by the character(s) skill level and certain environmental factors

· -2 if attempted during combat, as the working character is distracted and anxious 
· -2 for attempting to bandage a wound in the dark, as they cannot see what they are doing.

· -2 if a wounded character is trying to bandage themselves without help.

· +4 if a drug which speeds up clotting is used.

· +2 if a third character is helping to apply pressure while another character wraps the wound (this is in addition to any bonus from aiding with the third character’s First Aid skill if applicable).

A separate attempt to stop bleeding is made for each body location which has suffered a bleeding wound. The difficulty of the First Aid skill check is the number of stamina being lost a turn on a failed stamina test multiplied by 5. 
Stamina Points threatened by bleed effects on this body part X 5 = Difficulty to stop bleeding

So the difficulty of bandaging one severe bleed on a wounded limb would be 5, while the difficulty of a critical bleed is 10. If the same body part was suffering from both a severe and critical bleed, the difficulty would be 15. If two separate body parts were suffering from a critical bleed, the difficulty for each would be 10. Two actions would need to be spent with two separate First Aid checks.


A more grizzly tactic is to cauterize the wound, burning blood vessels shut with carefully applied heat. Bleeding is stopped nearly instantly and surface bacteria are destroyed, but there is a risk of damaging the surrounding healthy tissue. A First Aid check is still used, along with the heated tool, but disinfectants are not needed. Employing tiny sources of locally applied heat such as soldering irons, hot metal wires and lit cigarettes have a difficulty the same as using bandages: the number of stamina points being lost a turn multiplied by 5. The above modifiers for binding apply. On a failed check, not only does the bleeding continue but the patient suffers one point of burn damage. Attempts at cauterization more often involve crude heat sources such as hot gun barrels, burning torches and even splashes of flammable chemicals. This is very dangerous, lending a penalty of -3 to the First Aid skill check, on top of the regular modifiers for environment, etc. If the check fails with the crude tools, the bleeding continues and the patient suffers 1d4 burn damage or 2d4 points of burn damage if the bleed was on the neck or head locations.     

Whenever an attempt is made to stop a bleed, a test must be made to see if an infection has taken hold in the wound. These rolls should be made away from the vision of players and the character should not be informed if they are infected or not. An element of suspense is created by waiting to see if symptoms develop or not. If the wound is not disinfected, a roll on 1d20 is made by the Character. If the result is a 10 or less, the character will develop a common bacteria infection within 24 hours. If the wound is disinfected with the necessary chemicals there is far less risk of infection. In this case, when the character attempting the bandaging makes their sill check, an infection is contracted if the result (after all modifiers) is failed by 5 or more. The character will develop a common bacteria infection within 24 hours. If the wounded character comes into contact with fluid infected with the Lacairios virus, such as the body fluids from a zombie or adrenalmorph before the wounded area heals, instead of testing for normal bacterial infection, a d20 result of 12 or less the character has been infected. See the section 8.3 Dermal Exposure in the Living Dead chapter for details of the infection. 


6.9 Bacterial Infection

Thousands of different species of bacteria can take up residence inside the human bloodstream, reproducing rapidly to overwhelm the tissue surrounding the wound. For the sake of simplicity, we’re going to assume bacterial infections in most characters manifest in the form of Staphylococcal sepsis. Within 24 hours of the infection taking root, the character will develop a fever, the wound sight will become red and painfully tender. Within 36 hours after initial infection, red streaks a few inches long appear under the skin beside the wound, running along veins toward the heart. The character will being to feel weak, suffering a -2 to all skill checks and Stamina Tests. By the 48th hour the character’s blood pressure begins to drop dangerously low and the character will be unable to perform any physical actions and be forced to make a Stamina Test each hour. If these tests (with the -2 penalty) are failed, the character loses two points of Stamina.

In the first 36 hours of bacterial infection, the ailment can be treated with application of oral antibiotic pills over a period of one dose every 12 hours for a week. A Medicine check at difficulty 10 is required to determine the correct dosage. If the check is failed by 1-4 points, the drugs have no effect. If the check is failed by 5 or more, the character received an overdose that will potentially damage their kidneys and liver. This means the infection will be cured in a week, but the character’s maximum stamina pool is permanently reduced by 1. During the week of successful treatment, the character will suffer a -2 penalty to all skill checks, but not have to test against losing stamina.

If the infection progresses beyond 36 hours, it may only be cured by introducing antibiotics directly into the bloodstream via IV. A Medicine check is required to estimate the dosage and correctly tap the necessary vein. The difficulty for this check is 12. If successful, the infection will be healed after one full day of rest. If the test is failed, or if drugs are not administered, the character must immediately begin rolling Stamina Tests every hour to avoid losing two points of Stamina. Stamina reduced zero as a result of infection results in death. 
	Painkiller Modifiers

	Patient’s History Known
	+4

	Drug dosage documentation available
	+6

	Common Drug
	+4

	Rare Drug
	-4

	Previously worked with drug
	+4

	Drug previously administered to this patient
	+6

	Drug improperly stored
	-4

	Drug more than a year old
	-4




6.10 Recovering From Wounds


Serious wounds take time to heal. If a character manages to get bleeding and infections under control, they may still face difficulty or death without medical assistance. Some of the higher results on the damage table describe acts of surgery required to save the victim. These exercises of the Medicine skill cannot be performed by the wounded character repairing himself, there must be another party to perform the surgery, preferably with assistance and a well supplied operating room. If one of these surgeries is attempted outside of a sterile hospital, there is a penalty of -8 and if any of the Medicine checks results in 5 or less, a common bacterial infection is contracted as detailed above. Surgery requires 2d6 hours to perform, taking into account both preparation and actual cutting. Whether immediate surgery is needed or not, a character requires a number of weeks of rest equal to the number of the result on the wound chart. Penalties to skill checks resulting from injuries last until the full recovery period has passed. 

A character may reduce the skill check penalty of wounds with the help of medication. Pain medication numbs the sting of flesh wounds and allows the body to be pushed beyond the restrictions of damage muscle and fractured bone. This has to be something more potent than just a pair of aspirin, requiring strong drugs usually regulated by official medical prescriptions or altogether illegal. First of all the exact amount of a drug necessary to achieve the desired effect without poisoning the patient must be determined based on body mass, age and condition. Unless the drugs come with clear and detailed documentation for determining dosage, a Medicine skill check is required to estimate the proper dose. The difficulty of this check is base 14 and rolls are additionally modified based on the conditions in the following chart. On a successful check, the exact amount and rate of dosage is correctly estimated and the victim’s penalties for all of all wounds combined are reduced to half (round up). If the check is failed by 4 or less, the dosage was too low and the drugs have no effect. If the check is failed by 5 to 9 points, an overdose has occurred and the patient must pass a Stamina Test or fall unconscious. If the check is failed by 10 or more, the patient must pass a Stamina Test or die, though falls unconscious even if the test is passed. If the character survives the higher dosage, the penalties from wounds are still reduced to half. 
   

6.11 Wounds Against the Undead

Zombies are inherently more durable than the living since they do not rely on functioning organs to keep on going. However, their limbs can be shattered just like the living. Skill and/or attack penalties due to wound results on the abdomen, chest, or neck locations have no effect on the undead, but penalties to the arms and legs are applied. Bleeding is also not a concern for the undead, as their blood has congealed and is no longer necessary survival. Likewise a sudden drop in blood pressure has no effect, so zombies are not required to pass Stamina Tests when wounded. Being dead, zombies also don’t heal wounds. Any penalties suffered last until the creature is destroyed. 

Adrenalmorphs are susceptible to all the wound effects as humans, including bleeding. If an Adrenalmorph dies, the corpse will rise again as a fresh zombie between 30 to 60 minutes later. A zombie will continue to function, as best they can, until a wound result of 5 or higher is inflicted to the neck or head.   


6.12 Burn Damage 

Besides the physical impact of stun damage and the sundering of flesh that is wound damage, there is the cellular destruction of intense heat, caustic chemicals and even radiation. There dangers are less likely to immediately kill a person but instead leave painful impairments and ugly disfiguration. Burns are a gruesome reality and not something to be roleplayed lightly, considerations are included for the sake of realism. I would recommend that Gamemasters not spend too much time with the consequences of messy structure fires or burning car accidents. Burns also leave lasting scars on flesh but details about swollen skin splitting open and the like are best skimmed over. Say the character has a visible streak of pink scar tissue and move on.
	Sample Burn Damage Sources

	Source
	Sample Damage
	Slider

	Open flame
	1d4 burn (reoccurring)
	+1 burn

	Burning oil
	1d4 burn (reoccurring)
	1d4 burn

	Battery acid
	1d4 burn (reoccurring)
	+1 burn

	Bolt of lightning
	2d8 stun

2d4 burn
	+1d6 stun

	Finger in a light socket
	1d6 stun (reoccurring)

1 burn (reoccurring)
	none



The full effects of direct contact with open flame are not immediate but occur over a series of turns as clothing and hair catches light. To this end, contact with fire in the environment or as an attack delivers initial burn damage as a dice roll modified by the victim’s Damage Reduction, the result is then found on the damage table. If the body location affected is bare, the initial damage is all that is applied. If the location is protected by a layer of leather or wet clothes, the damage is reduced by one point on top of damage reduction. Dry clothing or long hair covering a body location which is hit ignites to deliver more damage in later turns.  Burning clothing/hair causes another damage roll at the beginning of the burning player’s turn, every turn until the fire is extinguished. The reoccurring damage rolls are more dangerous, as these damage rolls ignore the victim’s Damage Reduction. Reoccurring damage rolls from an actively burning body location are also more serious in that duplicate damage results (i.e. a number that has already been suffered to that location) are not discarded as in wounds. Instead the duplicate result is increased by 1, meaning a roll of 4 becomes a 5 on the damage chart.  Flaming clothes/hair can be put out by physically smothering the fire (“stop drop and roll” or wrapping the area with any nonflammable material) with a First Aid Skill Check at difficulty 10. Splashing water or a shot from a chemical fire extinguisher has a difficulty of 8. 

Corrosive chemicals such as strong acids and bases can also burn through flesh, leaving damage similar to open flame, though it takes longer to occur.  Like fire, chemicals splashing onto flesh inflict an initial damage roll that is modified by damage reduction, then ongoing damage rolls at the start of the afflicted character’s subsequent turns which ignore damage reduction. Duplicate results on the Burn Chart from reoccurring damage rolls are still increased by one, slowly building to destroy the body location. Canceling the effects of chemical splashes can be done by pouring a neutralizing material over the burned location, either a fine solid of neutral ph (sand) or a chemical from the opposite end of the ph spectrum (a weak base for acid burns, weak acid for base burns). One litter of neutralizing agent is required per attempt (for each body location affected) and a First Aid skill check is made at difficulty 8.

A strong current of electricity also burns flesh, as a living creature is conductive enough to complete a circuit to the ground, but resistant enough that nerves and skin are destroyed in the process. Though contact with an electric current inflicts burn damage, the reoccurring damage is not the same. If the electricity is delivered in a single surge, such as a bolt of lightning, there is no reoccurring damage, just a single damage roll modified by damage reduction (and a separate stun damage roll at the initial impact). A consistent stream like from a live wire makes an initial burn damage roll, then reoccurring damage rolls ignoring damage reduction each turn the character remains in contact with the current., along with stun damage each turn which is modified by damage reduction as normal for stun. Electric current can ignite thin layers of flammable material, but for the sake of simplicity 


6.13 Burn Chart


The effects of a burn damage roll are found on a separate table from wounds. When an attack is determined to have hit, the number of burn damage inflicted is recorded on the character sheet as “B#”and that result is referenced on the Burn Chart. If a character suffers the same result on the chart to a body location were the burn is already present, in most cases the duplicate is ignored, except for reoccurring burn damage as described in 6.12 Burn Damage. Most results will inflict penalties to skill checks, which tend to come in two varieties: pain and structural. The lingering agony of singed skin is distracting to say the least, as it can be argued that nothing in life hurts more than scorched flesh, especially while performing physical activities. The pain penalty lasts for a number of days equal to the number of the burn result. Structural penalties result from the damage to underlying muscle or skin tightening, thus physically restricting flexibility. Structural penalties are longer lasting than pain; a result on the chart which causes a structural penalty will say so and state how long the penalty lasts.  

Burning away the epidermis also opens up the body to infection. If the burned area is not disinfected (First Aid Skill Check Difficulty 10) within an hour and kept clean with bandages, a roll on 1d20 is made by the Gamemaster. If the result is a 10 or less, the character will develop a common bacteria infection within 24 hours, as described in section 6.9 Bacterial Infection. If the burned character comes into contact with fluid infected with the Lacairios virus, such as the body fluids from a zombie or adrenalmorph before the burned area heals, instead of testing for normal bacterial infection, a d20 result of 12 or less the character has been infected. See the section 8.3 Dermal Exposure in the Living Dead chapter for details of the infection. Certain results on the Burn Chart also include “heightened risk of infection”, which means that for the 1d20 rolls determining infection, a bacterial infection occurs on a 12 or less and 14 or less for Lacairios exposure.


6.14 Treating Burns

 The pain penalty can be reduced with the First Aid skill, by applying topical creams or internal painkiller medication. Rinsing the burned area with ice-cold water and gently rubbing salves of aloe vera or other herbs relieves the discomfort, an act which has a difficulty of 3 multiplied by the numeric result of the damage roll. On a success, the pain penalty of the burn is reduced to half (rounded up). Painkiller medication reduces the pain penalty to half as well, as outlined in section 6.10 Recovering from Wounds above. Structural penalties will state if they can be treated to end the effect using a Medicine skill check to perform surgery on the burned area.  If one of these surgeries is attempted outside of a sterile hospital, there is a penalty of -8 and if any of the Medicine checks results in 5 or less, a common bacterial infection is contracted as detailed above. Surgery requires 2d6 hours to perform, taking into account both preparation and actual cutting. Whether immediate surgery is needed or not, a character requires a number of weeks of rest equal to the number of the result on the burn chart, unless otherwise stated in the result. The skin grafts specified on some results consist of carefully cutting away a piece of healthy skin and implanting it over the damaged area. This is considered a surgery in terms of infection risk, time required and various modifiers. 


6.15 Burns Against the Undead

Soaking a zombie in flammable liquid and setting it alight is one of the easiest methods for disposing of animated corpses, plus it means avoiding the splatter of contaminated blood from fighting the infected in close quarters. Ongoing burn damage also bypasses the superior damage reduction of the undead. On the other hand, it takes time for flames to consume a human body. Zombies ignore the pain of burning flesh to keep struggling after the living and their flailing may ignite material around them, literally burning down the house. The undead do not suffer penalties due to pain, though structural penalties from burns that severely damage but fail to destroy apply to all skill checks. Reoccurring burn damage destroys a zombie when the neck or head suffers a result of 6 or more. 
Weapons​​​​​​​​​​​​​_________________________________

	Weapon
	Damage
	Slider
	Range (in yards)
	Capacity
	Skill (Modifier)

	Unarmed Strike
	1d6 stun
	+2 stun
	Melee
	--
	Unarmed

	Unarmed strike with the martial arts feat
	2d4 stun
	+2 stun
	Melee
	--
	Unarmed

	Metal Pipe
	1d8 stun

1d6 wounds
	1d6 stun
	Melee
	--
	Blunt (+0)

	Wrench or Hammer
	1d8 stun

1d6 wounds
	1d4 stun
	Melee
	--
	Blunt (+1)

	Pocket knife
	1d3 wounds 
	+1 wound
	Melee 
	--
	Blades (+0)

	Medium to Large Knife
	1d4+1 wounds
	1d4 wound
	Melee
	--
	Blades (+0)

	Small caliber pistol
	2d4 wounds
	1d4 wound
	25/75/120P
	6, 10 or 12
	Handguns (+0/-2/-2)

	Large caliber pistol
	2d6 wounds
	1d6 wound
	25/75/120 P
	6, 8 or 10
	Handguns (-1/-3/-4)

	High powered rifle
	2d8 wounds
	1d8 wound
	50/150/300 P
	4, 6 or 10
	Rifles (+0/-2/-4)

	Submachine Gun

(burst)
	2d10 wounds
	1d10 wound
	15/40/150 P
	20, 24 or 32
	Handguns (+2/-0/-4)

	Automatic Rifle
(burst)
	3d6 wounds
	1d10 wound
	35/90/180 P
	24, 30 or 32
	Rifles (+2/-0/-2)

	Shotgun
-birdshot

-buckshot

-slug
	--

-1d6 wounds

-2d8 wounds

-2d10 wounds
	--
-1d4 stun

-1d8 wound

-1d10 wound


	--
-10/20/50 P
-25/40/60 P
-25/75/120 P
	6
	Rifles
-(+2/0/-2)

-(+2/+2/o)

-(0/-2/-4)

	Small explosive
	3d6 stun

1d8 wounds
	None
	5/10/20 thrown or N/A 


	--
	Thrown (+2/+0/-2)†
Demolitions

	Fragmentation Grenade
	2d8 stun
2d8 wounds
	1d8 stun
	10/20/50†
	--
	Thrown (+5/+4/+2)†
or Demolitions

	Heavy Machine Gun
	3d6 wounds
	1d10 wounds
	50/100/200 P
	60, 100 or 300
	Heavy Firearms 

(+4/+0/-2) bipod
(+0/-3/-6) held

	† Additional range granted to each increment from Thrown combat skill.

P  These weapons receive a damage increase of one slider before any modifiers against a target in melee range




Slider

Each weapon or specific attack which has a chance of inflicting damage also has a statistic which follows the amount of damage called the slider modifier. It is understood in most RPG systems that a particularly successful or well placed impact (often called a critical hit) inflicts more trauma against a target. For example, any attack against a person’s head is dangerous, but if that strike passes through the victim’s eye there is much less resistance from muscle and bone. In To Death and Back attacks of particular success gain bonus damage in the form of a flat amount or additional dice rolled. This bonus is applied if the dice roll after all modifiers beats the target’s appropriate defense by 10 or more. If a lucky character manages to roll a 20 or more over the defense value, the slider bonus is applied twice and an extremely lucky result of 30+ applies the slider 3 times! 


For Example, Bob sneaks up on a sleeping bandit and hopes to kill the man in his sleep with a switchblade knife before the bandit can awake to warn any allies in the building. Bob takes his time to set up the strike, giving him a +2 aiming bonus. His skill with Blades is +3 and having the element of surprise against an unexpecting foe grants another +4. Altogether Bob has +9 to his d20 roll for the attack. The block defense of the bandit is normally 10, but there is a penalty of -6 since the man is helpless in his sleep and not able to react clearly until he is awakened, making his block defense 4. Bob rolls a 7 on his 1d20, which is below average but not completely terrible. The die value of 7+9 from his bonuses totals 16 against a block of 4, surpassing the defense by 12. The knife’s usual damage of 1d4+1 wounds is increased by an additional 1d4, meaning between 3 and 9 wounds; an average result of 5 from the random numbers instead of the basic average of 3. Five wounds isn’t going to be enough to kill the sleeping bandit in one strike after Damage Reduction is considered, but think about if Bob had been luckier with his dice roll. If he had rolled a 19 instead of a 7, 19+9 equals 27. 27 beats the defense of 4 by 23, giving Bob 1d4+ 1 + 1d4 + 1d4, inflicting as much as 13 wounds in one blow! That’s enough to kill anyone if lands in the head, neck or chest.


Range


The effective killing range of each weapon is represented in three increments separated by a slash. The first (leftmost) value represents close range, the second medium and the third is long range. Modifiers to the attack roll usually vary based on the range, as its harder to hit a target the further away it is. The modifiers are three sets of numbers also divided by slashes, just like the range increments. The first modifier applies to targets between zero and the first increment value (short range), the second modifier is for ranges between the first increment and the second (middle range) and the last modifier applies to targets between the middle value and the last (long range). Targets beyond the last range value are automatically missed, as either the weapon does not have enough force to propel the shot further with sufficient force or the weapon itself is too inaccurate to be reliable. 

Some ranged weapons, usually fire arms, are especially deadly at extreme close range. Point blank attacks receive a damage increase of one slider before any modifiers against a target in melee range. Weapons capable of benefiting from this bonus will state such in their description. 


Capacity


This value represents how many shots (usually bullets) can be carried inside the weapon, how many attacks may be made with the weapon before it must be reloaded. Some weapons can be loaded with different sizes of magazines. A larger magazine is usually a good thing, but it also makes the weapon heavier and nosier as bullets click together with movement. For game purposes, Stealth Skill checks suffer a penalty of -1 for every 10 capacity of each fully loaded gun carried. So while a M60 machine gun is good at killing people, the bolts of 100 linked rounds jingle like bells with each step (-10 to stealth attempts).


Skill


This shows which skill is used to make an attack with each weapon, as well as the bonuses or penalties to attacks at the different range increments. 


Types of Weapons

Metal Blunt Object (Pipe, hammer, wrench, etc) – Hard hand-held objects are easily found in everyday life and are effective for cracking an opponent’s skull.  The table specifies two weapons: metal pipes which generally represent any solid, heavy improvised items and wrenches/hammers which represent tools specifically weighted to be swung with greater efficiency of movement. Either way hard metal objects of roughly the same mass will all inflict more or less the same damage, the difference lies in that brute force blunt weapons have higher slider bonus damage, while precision tools receive a bonus to hit. A crude blunt object will usually also be harder to conceal, thus harder to carry in a crowd.

Knives – This one should be self-explanatory. A sharpened metal object used for stabbing or slashing, ranging  from one at the dinner table for cutting steak to large military knives. A small knife, such as the fold-out blade of a pocket knife inflicts less damage since it is less able to penetrate flesh and damage organs. Most styles of knife can be easily carried in a belt, boot or under the shoulder, while a pocket knife can be slid into any pocket. 

Small Caliber Pistol – Compact guns such as the .22, .25, or .32 caliber or 9mm barrel width. These are easily concealed underneath clothing and have low recoil, making them easy to carry and use. These weapons receive a damage increase of one slider before any modifiers against a target in melee range. These weapons are commonly owned for self defense so may not be out of place in a private home or business, though might be illegal if carried hidden on a person without certain legal permits.

Large Caliber Pistol – Heavy handguns such as .357, .45 or .44 caliber have a greater recoil than their smaller brethren but are more capable of dropping a foe. These weapons receive a damage increase of one slider before any modifiers against a target in melee range. These weapons are commonly owned for self defense so may not be out of place in a private home or business, though might be illegal if carried hidden on a person without certain legal permits.

High Powered Rifle – Long barreled firearms capable of launching a larger bullet than a handgun at a higher velocity and further range. These allow a shooter to fire accurately from an extreme distance with enough punch to kill most people with a single direct hit. While powerful, rifles tend to have a lower rate of fire than most other firearms and are certainly harder to carry around discreetly. These weapons receive a damage increase of one slider before any modifiers against a target in melee range. Rifles can be widely found in the United States in sporting goods stores and other mainstream venues for the purpose of hunting wild game or target shooting and are often more socially acceptable to be found in a vehicle than pistols. 

Submachine Gun – These weapons were developed in the years after World War I to provide individual soldiers with the ability to throw down a hail of bullets while still maintaining mobility. These firearms are larger than a normal pistol but smaller than automatic rifles, firing a pistol-sized round either once with each pull of the trigger (single shot semi-automatic) or in continuous bursts for as long as the trigger is held down. A submachine gun firing a single shot is treated as a Small Pistol. Automatic fire shakes the weapon wildly making each shot less accurate than the one before, but unloading 30 rounds in the time it takes to breathe in a wide spray can compensate for the loss of accuracy with sheer numbers. For the sake of simplicity, assume in most combat situations that burst of automatic weapon fire expends 4 rounds which are treated as a single attack during a single execution action. Role once to hit and once to damage for all 4 shots, accounting for a higher damage roll and slider with burst fire than a single shot is capable off. For the purpose of characterizing the exact number of bullet wound a target suffers (such as inspecting a corpse or crime scene afterward), assume that one bullet was on target for every 4 wounds suffered by a successful attack, while any others passed harmlessly by any combatants. These weapons receive a damage increase of one slider before any modifiers against a target in melee range and may be used to make Spray and Pray special attacks. These weapons are restricted from personal ownership in most nations and likely will only be found in military arsenals or well-supplied criminal organizations. 

Automatic Rifle – The logical evolution of rifles used as the primary weapon of foots oldiers for more than 200 years, during the 20th Century rifles were developed which could shoot multiple times, either as quickly as the trigger could be pulled or one after another in long steams with one prolonged trigger pull.  An automatic rifle fired as a single shot is treated as a High Powered Rifle. Automatic fire shakes the weapon wildly making each shot less accurate than the one before, but unloading 30 rounds in the time it takes to breathe in a wide spray can compensate for the loss of accuracy with sheer numbers. For the sake of simplicity, assume in most combat situations that burst of automatic weapon fire expends 4 rounds which are treated as a single attack during a single execution action. Role once to hit and once to damage for all 4 shots, accounting for a higher damage roll and slider with burst fire than a single shot is capable off. For the purpose of characterizing the exact number of bullet wound a target suffers (such as inspecting a corpse or crime scene afterward), assume that one bullet was on target for every 4 wounds suffered by a successful attack, while any others passed harmlessly by any combatants. These weapons receive a damage increase of one slider before any modifiers against a target in melee range and may be used to make Spray and Pray special attacks. These weapons are restricted from personal ownership in most nations and likely will only be found in military arsenals or well-supplied criminal organizations.

Shotgun – A style of firearm popular for home defense and hunting of small, fast targets at close range, shotguns are characterized by long, smooth barrels that fire a variety of ammunition. Birdshot shells are packed with scores of tiny pellets which spread over a wide area but carry little impact outside of point blank range. Buckshot shells contain a dozen or so larger balls of steel or lead which spread over an area significantly larger than a single bullet and devastating at close range. Slugs are a single shot larger and heavier than a bullet but fired at a much lower velocity, inflicting severe trauma. These weapons receive a damage increase of one slider before any modifiers against a target in melee range. Shotguns are likely to be the most powerful guns which can be legally obtained in most societies. 

Small Explosive – A lose classification for relatively small explosions which may be encountered during adventures, such as a couple stick of dynamite, a fist-sized charge of plastic explosive, an anti-personnel landmine or a five pound fertilizer-fuel bomb. Note that there is no attack modifier for exploding most bombs, as they are usually planted in advance and triggered at a preprogrammed time or remotely at the approach of a target.  A timed explosion requires no skill check to hit, just the careful timing or dumb luck of victims to be in close proximity at the right moment. Throwing a bomb on a short timed fused to explode at a character’s feet requires a Thrown skill check (if the device is light enough to be thrown at all), while remotely detonating a placed explosive requires no skill check if a character took the time to successfully wire the detonator in advance (if the wiring was a failure the bomb won’t go off at all or will have a 1 to 3 turn delay) . The area primarily affected by the blast varies based on the size of the explosive material up to the Gamemaster, though characters within roughly five yards of the blast suffer the listed damage. Characters between 5 and 10 yards of the explosive device must make a Dodge Test, on a failure suffering 2d6 stun and 1d4 points of wound damage. Explosives are not likely to be found in stores, requiring a character with the Demolitions skill to make their own, steal a supply from a licensed demolition company or buy from a black market. 


Fragmentation Gernade – The primary style of hand grenade used by militaries throughout the 20th century, these weapons are usually steel casings wrapped around a core of high explosive detonated with either a timed fuse or remote.    


Unconventional Weapons
	Weapon
	Damage
	Slider
	Range (in yards)
	Capacity
	Skill (Modifier)

	Hurled Brick or Stone
	1d6 stun
	+2 stun
	10/20/50†
	--
	Thrown (+0/-2/-4) †

	Lawnmower or Improvised Engine
	2d4 wounds
	1d4 wounds
	Melee
	--
	Mechanic (-2)

	Chainsaw
	2d4 wounds
	1d4 wounds
	Melee
	--
	Mechanic (+0)

	Burning Torch
	1d4 burn*
	+1 burn
	Melee
	--
	Blunt (+0)

	Molotov Cocktail
	1d4 burn*
	1d4 burn
	10/20/50†
	--
	Thrown (+4/+2/+0)†

	Flamethrower
	2d4 burn*
	1d4 burn
	20/40/60
	10
	Heavy Firearms (+2/+0/  -2)

	Compound Bow

-Pointed tip

-Broadhead 
	--

-1d6 wounds

-2d4 wounds
	--

-1d4 wounds

-2d4 wounds
	30/60/90
	--
	Thrown (+2/+0/-2)

	Crossbow
-Pointed tip

-Broadhead
	--
-1d6 wounds

-2d6 wounds
	--
-1d6 wounds

-2d6 wounds
	35/90/160 P
	--
	Rifles (+0/-2/-4)

	Sword
	1d6 wounds
	1d6 wounds
	Melee
	--
	Blades (+0)

	*Reoccurring burn damage each turn if body location covered with flammable cloth or hair

 †Additional range granted to each increment from Thrown combat skill.

P  These weapons receive a damage increase of one slider before any modifiers against a target in melee range


Chapter 8 The Living Dead



8.1 The Disease


The culprit responsible for animating the dead is a little known virus which occurs naturally in deep sea marine life. There have been few outbreaks in humans and though it is not uncommon in land mammals, the virus is usually assumed to be rabies. The behavioral effects are in fact so similar to rabies that when the virus has been studied, some scientists have wrongly guessed it to be a variation of common rabies. The first recorded study of this virus took place in Cuba during the 1970s and was given the name Lacairios. 

The virus is spread through body fluids of infected animals. It is worth noting that a body infected with Lacairios can still contaminate others with the virus after death, even after it has been destroyed past the point of reanimating. The virus cannot reproduce in dead tissue once the body’s tissue drops below 90 degrees Fahrenheit, though molecules of Lacairios will remain dormant in fluids and ready to reactivate when introduced to a warm, wet host.   


8.2 Contaminated Food and Water


When considering methods for infecting a population, it seems obvious that the largest number of victims could be reached without their knowledge through inserting the virus in large supplies of food or drinking water. It is true that the virus’s ideal environment is liquid, but Lacairios cannot replicate in temperatures below 90 degrees Fahrenheit, nor without the presence of phospholipids. So the viral bodies go inert in ordinary water or processed food, reactivating when reintroduced to a living host, but will not spread in the meantime. When dropped into a reservoir of water, each viral body diffuses away from the rest, thinning out among the volume. 140 milliliters of blood contaminated with Lacairios is the minimal amount to contaminate 1 liter of water. Therefore to contaminate a body of water the size of Lake Erie, the 10th largest lake on Earth, 3,428,571 liters of contaminated fluid would be required. The sheer volume of the virus required to sufficiently contaminate any large body of water is impractical, but sources of emergency water such as a water tower or an individual person’s canteen are easy enough targets. Likewise, one drop of infected blood will contaminate 3 cubic centimeters of raw, chilled meat or 8 cubic centimeters of bread. Lacairios can be purified from water by treating the liquid with chlorine, iodine tablets or boiling. In food the viral bodies are destroyed by cooking the subject to 140 degrees Fahrenheit or greater. 

If a character consumes a source of significantly contaminated food or water, the Gamemaster should secretly roll 1d20. On a 7 or less the victim will become infected and begin showing symptoms according to the timeline of blood exposure below. If a character consumes the contaminated supplies over a period of more than one day, a new roll is made for each day sampled.


8.3 Dermal Exposure


One of the more serious risks that comes from encountering the undead, besides being eaten alive, is blood splatter from attacking an infected body at close range. Even if an opponent is still alive and not showing signs of infection, once Lacairios has been introduced into an animal’s blood that creature is capable of contaminating others. If body fluid infected with the virus comes in contact with fully intact skin, there is no significant risk of infection. The problem occurs if patch of skin contains any surface blemishes or breaks, even if as minor as a scrape. When such fluid comes into contact with broken skin, viral bodies immediately begin transferring into the dermal layer and burrowing into cell membranes. The risk of a skin infection taking root is determined by a secret d20 roll made by the Gamemaster; on a 12 or less symptoms will begin to appear according to the timeline below. If the contaminated fluid is wiped away quickly and the area washed with antiseptic chemicals (within 10 minutes of contact for game purposes), a First Aid skill check is made with a difficulty of 12. On a success infection is prevented. The victim should not be told if this check is needed or not, keep them guessing about if infection is present or not. If a person remains in contact with contaminated body fluids for a period of 90 minutes or more, such as if their clothing is soaked in blood over a cut and they do not change into a clean wardrobe, that character has a 100% chance of infection. 
· Phase I - 5 to 18 hours: Pustules filled with green fluid and rimmed in red begin to rise on the skin.
· Phase II - 6 to 14 hours later : The pocked skin begins to separate into a pale slime as bilipid cell membranes are broken down for consumption. Inflammation extends down hair follicles into the subdermis   

· Phase III - 2 to 4 hours later: Infected hair follicles rupture, infected pus enters dermal capillaries. See Blood Exposure.


8.4 Blood Exposure


The bloodstream of a mammal is the perfect environment for Lacairios to multiply. The virus requires warm liquid and lipids to replicate, namely cholesterol molecules floating freely in the blood and controlling membrane consistency in all the body’s cells. Lacairios is introduced into the blood usually either when a dermal infection ruptures or by a foreign body coated in the virus directly piercing blood vessels. The teeth of an infected animal, for example, are bathed in saliva which carries the virus, so a bite which punctures the skin will infect a victim.

Two simple droplets of liquid can contain sufficient Lacairios bodies to kill and reanimate an adult human, though incomplete data on outbreaks estimate that 30% of human immune systems infected have been able to neutralize the virus. The virus hides in live cells of a host and the secondary effect of causing havoc in the circulatory system impairs the delivery of white blood cells, both of which impair the body’s attempts to fight the disease. When the victim reaches phase II, the Gamemaster should secretly roll 1d20, on a 15 or less the infection will continue to stage III. On a 16 or more the infection does not continue and state II symptoms will clear up within 4 hours, along with a dermal infection. 

Once a human or other mammal reaches Phase I, their own blood contains enough of the virus to infect other creatures on dermal or blood contact. By the time an infected creature reaches Phase III, their saliva and urine have become contaminated with Lacairios and will infect others on contact.  
· Phase I - 2 to 6 hours: Lacairios has spread through most of the circulatory system and viral bodies begin adhering to the walls of blood vessels.

· Phase II - 1 to 3 hours later: Lacairios has penetrated into red blood cells and destroyed the first and second generations of cells. Heart rate increases by 10 to 20 points as the body tried to make of for the reduction of oxygen to various cells. Breathing becomes labored and lymph nodes swell. 

· Phase III - 30 minutes to 2 hours later: Faint tingling occurs in the feet and fingers as the third generation of infected red blood cells are consumed. Infection spreads into fat deposits for systemic consumption. The character suffers a -2 penalty to skill checks for delicate tasks such as repairing tiny wires, medical surgery or picking a lock.
· Phase IV - 2 to 3 hours later: The blood stream is flooded with lipids from liquidated fat deposits and the lymphatic system, restricting the flow of arteries. Blood pressure climbs to critical levels. Chest pain and a risk of heart attack. The character must pass a Stamina Test or die from cardiac arrest, and if they survive there will be a -2 penalty to all rolls. 
· Phase V - 3 to 4 hours later: A rush of adrenaline combines with reduced oxygen in the brain to reduce higher brain function and cause the victim to behave violently according to base animal instincts. ADRENALMORPH STAGE.
· Phase VI - 3 to 9 hours later: Death occurs from constricted circulation to the brain, lungs, and kidneys, assuming that the heart has not already failed from the exertion.



Postmortem 

· 20 minutes to 2 hours after death: The body reanimates as the virus takes root in the brain. FRESH ZOMBIE STAGE.
· 18 to 30 hours after reanimation: The body’s muscles and peripheral nervous system deteriorate. DECAYING ZOMBIE STAGE.
· 9 to 18 days after death: Dehydration in the skin and muscle tissue drastically reduce the mobility of the corpse, leaving it mostly powerless and inactive. HUSK STAGE.
· 14 to 23 days after death: The zombie collapses into a complete inactivity. 


8.5 Stages of Unlife


Adrenalmorph

When the infection advances to the point that the circulatory system is clogged with lipids and useless hollowed-out blood cells, a mammal’s body will usually respond by releasing adrenaline and other hormones to increase blood flow and heart rate. The jump in flow also spreads the virus faster throughout the system, which leads the body to produce more adrenaline. One of the instinctual survival mechanisms is that when a body is under stress, the “Fight or Flight” response kicks in. To preserve life, the Endocrine system floods the body with chemical stimulants to heighten senses and hasten reaction times. Besides improving physical performance, the adrenaline rush forces the mind to either lash out to attack the threat or escape away from it. As the sediment in the blood stream reduces flow to the brain, it switches off higher function and prioritizes animal instincts to best survive. This clouding of the mind combines with the fight or flight of adrenaline rush to limit behavior to violent destruction and a single-minded desire to feed. This hunger leads them to seek out meat above all other things, be it raw, cooked or even still walking around. The infected creature gorges itself on all the meat it can find, until it loses interest with the current meal to find another source of food just minutes later. 



Behavior and Combat

Adrenalmorphs are still living people, though they don’t stay that way for longer than a day. From a distance an Adrenalmorph might easily be mistaken for a normal human, unless someone watches long enough to notice their erratic movements or gets a bite taken out of them. Other than the impairing of mental faculties, Adrenalmorphs can perform physical activities as coordinated as a regular human and their reaction time is actually better due to a constant flush of adrenaline. Adrenalmorphs have been witnessed to wield primitive tools such as beating a container open with a club in order to reach food. They will open a door knob if they hear noise on the other side. They do not possess the concentration for anything more complex than savage thrashing. As a consequence of the increased stimulant content of the blood, Adrenalmorphs gain the Combat Advancement, Block Reaction): Lunge, making them especially dangerous to fight in close quarters. These creatures will forage wildly for food, especially fresh meat. Upon hearing, seeing, or smelling a live victim, they will rush headlong toward the potential victim and attempt to batter them to the ground with shoves and punches. Once a victim is unconscious or injured to the point they can’t fight back, the Adrenalmorph will begin ripping into their flesh with tooth and nail, ripping away chunks of meat to gulp down.      


Social

Simply put, Adrenalmorphs do not play well with others. Along with the urge to devour living animals to obtain fresh, warm meat, these infected compete in primal fashion with other undead. Adrenalmorphs will not directly go after other zombies as sources of food, but if zombies or other Adrenalmorphs are pursuing the same victims, an Adrenalmorph will batter the competition until they give up and seek out new prey. This has been known to lead to zombies killing Adrenalmorphs or at the least allowing victims to escape. Unlike deceased zombies (oxymoron?),  Adrenalmorphs will not share kills, chasing away other undead who approach the corpse being eaten, even though a single Adrenalmorph cannot possibly consume all the flesh of an adult human before it goes cold.


Passing On

Adrenalmorphs are susceptible to all the wound effects as humans, including bleeding. If an Adrenalmorph dies, the corpse will rise again as a fresh zombie between 3 to 6 minutes later. As shown in the above timeline for infection, a living creature can only survive the Adrenalmorph stage for 3 to 9 hours before the Lacairios virus does them in. Death occurs from constricted circulation to the brain, lungs, and kidneys, assuming that the heart has not already failed from the exertion. An Adrenalmorph which dies in any fashion other than the neck or head being destroyed will rise again as a Fresh Zombie detailed below.


Fresh Zombie


When a host who has been infected with the virus dies, either as a result of the virus’s destruction of the heart or a violent end, there is a very real risk that the corpse will rise again as a zombie. A person who dies immediately after being exposed to the virus, such as bleeding to death as the zombies are tearing into their flesh, will not reanimate. In order for a corpse to reanimate, the virus must be present in the victim’s blood for at least two hours for it to have circulated throughout the body and began to dig into the brain stem. If a mammal has been infected for at least two hours, shortly after death the lower regions of the brain will reactivate. This obviously requires the brain stem to still be intact. A corpse which has had the base of its brain destroyed from trauma to the neck or head will not be able to rise. The time between death and reanimation varies based on the length of infection and the condition of the body. The longer the host has been infected, the sooner the brain is reactivated. An Adrenalmorph will lay twitching sporadically for about three minutes as overstimulated neurons fire chaotically. Infected humans who die before reaching the Adrenalmorph stage rise in roughly an hour. Fresh zombies from a distance may appear to be normal (if sickly) living creatures, but their behavior will likely dispel that illusion.


Behavior and Combat

 Since most of the brain’s functions have ceased and muscle tissue is rotting away, any movements by zombies are uncoordinated, slow and sloppy. As they walk the corpses shuffle and stagger as if incredibly drunk. They are driven by a primal urge to feed on flesh, preferably the warm meat of the living. Zombies move single-mindedly toward the nearest source of the above mentioned food along a direct path. They are no longer capable of speech, only animal grunts and long, mournful moans; crying out at the sight of food. The undead do have enough awareness to respond to their environment, turning their heads at sudden sounds and tracking the movement of live prey. Zombies will hunt in a simplistic fashion, walking in loose circles or in straight lines until they come across the smell of meat the sight of movement or a sound of the living. When confronting a living creature, fresh zombies will tirelessly pursue the prey, closing in along the most direct route. Upon catching them, either by cornering the creature or surrounding them, zombies will attempt to grab hold of the victim with both hands (if still attached) and bite into a convenient body part such as neck, cheek, shoulder or arm. The ghoul attempts to hold the prey in place for as long as possible and rip away mouthfuls of flesh. In game terms, a zombie will spend one execution action to attempt a grapple, then another action to make a bite attack. In future turns the ghoul will maintain the grapple as a setup action and attempt more bites until the victim escapes or is killed. 

The undead have notoriously short attention spans and may become distracted. If presented with multiple sources of food, they will go after the closest moving source of warm meat in most cases, though some zombies have been observed to fixate on the scent of single human. Seeing as their biological functions have ceased, zombies do not feed for the necessary purpose of sustaining life as most creatures do. The stomachs of the recently dead still contain active acid which digests the mouthfuls of flesh, beyond that the consumed biomass expands the internal organs of the dead to the point of bursting and beyond. Ghouls from particularly fertile hunting grounds have been known to eat till the skin of their belly ruptures and the partially digested food spills out onto the ground. 


Social

Fresh zombies also possess a minimal social instinct, gathering at the sound of a distant moan and overwhelming prey in large packs. Witnesses have reported in most cases that ghouls do not attack other undead creatures, often ignoring others of their kind entirely. Upon taking down a victim and killing them, a zombie will allow other undead to share the feast, each feeding on a different part of the body. In at least one case a pair of zombies were witnessed to devour a fellow zombie which appeared to be freshly perished and still covered with warm blood. So it may be the case that the coagulation of blood after death is what turns off ghouls, that the primal hunger is directly related to flesh blood. 


Passing On

A zombie will continue to function, as best they can, until a wound of 5 or higher is inflicted to the neck or head, or a burn result of 6 or more. The individual cells of a zombie’s muscles and nerves can only last so long by cannibalizing the nutrients of other cells. 18 to 30 hours after reanimation, depending on the condition of the body, a ghoul’s physical state degrades to the status of a Decaying Zombies listed below. This means that the reanimated corpse will continue to hunt and feed, but will be significantly less effective at it. 


Decaying Zombie


This term refers to an animal which died while infected with the Lacairios virus and whose cells have been deprived of inhaled oxygen long enough that muscle control and nervous responses have degraded even further than the state of the recently dead. The length of time before a reanimated corpse is reduced to this status is 18 to 30 hours after death depending on how badly the body has been damaged, so usually within a day. A zombie can continue on in this state for between 9 to 18 days, as long as the base of the brain is not destroyed. As the name would imply, decaying zombies appear quite clearly dead; their skin takes on a pale hue and the virus has eaten away visible patches of skin, the dermis falling away from the muscle in ugly scabs. The face and torso swell to as much as double their normal proportion from gases released during decomposition.

The combat and social aspects of Decaying Zombies are similar to Fresh Zombies, though their skills and thus fighting capacity are greatly reduced from the decay of muscle tissue and motor neurons. This means that a Decaying Zombie is less likely to kill an ablebodied human on its own, but they are still deadly in packs. Their bodies are filled with far greater concentrations of common bacteria, as microorganisms are themselves feasting on the rotting tissue. This means there is a great risk of natural infection from fluids splattering from the body as result of melee attacks or close-range gunshots. Any character who is in melee range (3 feet) of a Decaying Zombie when it suffers a wound result that penetrates Damage Reduction is considered contaminated by both Lacairios and common bacteria and the Gamemaster should make a die roll of 1d20 to determine if the character will become infected as detailed in sections 6.8, 6.9 and 8.3.  


Passing On


A Decaying zombie will be able to carry on its primal activities for between 9 to 18 days after death, at which point it falls into the state of a Desiccated Husk as detailed below.



Desiccated Husk


After 9 to 18 days of walking the earth beyond death, the reanimated corpse will fall into a state of inactivity as a product of continued decay and dehydration. Even though the undead consume as much meat as they possibly can, most are not driven to partake of water, without which the body tissues wither and become useless. This process occurs on the near end of the spectrum in especially dry climates and slower in moist environments. In this state the zombie is unable to carry on concerted movements, it lies lifeless and unresponsive. The corpse may be able to summon up enough strength to make a last sudden surge of movement to grab hold of a passing creature and take a final bite out of it before falling dormant again, perhaps permanently. This makes Husks a hazard in cleaning up areas laid to waste by undead outbreaks, as they appear just another ruined pile of human remains until someone passes too close. A husk can lay dormant for as long as 14 to 23 days after reanimation and still be able of reacting from this torpor.  Within a month of the creature’s death the corpse is too far gone to be of any threat, other than the Lacairios viral bodies dormant in the dried out remains. 
	Statistic
	Human
	Adrenalmorph
	Fresh Zombie
	Decaying Zombie
	Desiccated Husk

	Dodge
	12
	14
	9
	8
	8

	Block
	10
	11
	8
	7
	7

	Damage Reduction
	3
	4
	4
	5
	3

	Stamina
	10
	8
	8
	6
	6

	Stun
	10
	16
	12
	12
	12

	Speed/action
	30 feet
	40 feet
	20 feet
	15 feet
	15 feet

	Reaction
	None
	Block: Lunge
	None
	None
	None

	Skills
	Varies
	Athletics +2

Tracking +2

Stealth -2

Alertness +2
Unarmed +2
	Athletics -4

Tracking +2

Stealth -4

Alertness -3
Unarmed +0
	Athletics -6

Tracking +0

Stealth -6

Alertness -5
Unarmed -4
	Athletics -10

Tracking -4

Stealth -10

Alertness -8
Unarmed -6


	Zombie Attacks

	Attack
	Damage
	Slider
	Skill (Modifier)

	Adrenalmorph Unarmed Strike
	2d4 stun
	+2 stun
	Unarmed (+0)

	Fresh or Decaying

Unarmed Strike
	1d6 stun
	+2 stun
	Unarmed (+0)

	Bite
	2d4 wounds
	1d4 stun
	Unarmed (-2)


