
ZOMBIE ROAD RPG CHEAT SHEET
ATTEMPT

ENDURANCE

DUEL

OPTIONAL BONUSES

   EXPERIENCE BONUSES

DISADVANTAGES

HEALING
REVIVE

WEAPONS & AMMUNITION

CARRY CAPACITY EQUIPMENT

CRAFTING

COMBAT ACTIONSWhen rolling an Attempt: add either BRAINS or

BRANWS bonus and if it’s relevant, add EXPERIENCE.

Consider if any optional bonuses apply.

Gear and items can be DURABLE or LIMITED USE.

To certain specific Attempts you

can add  Experience bonuses.

COMBAT - DISTANCES

ZOMBIE INFECTION

VEHICLES

One MOVE action = moving between two distances.

After the first successful attack, for 1 Action the zombie can try to 

bite a target. DUEL roll, the target can use any bonus bonus, even 

Experiences to defend. If they get bit, roll for Infection!

ROLL IF

YOU GET

BITTEN!

After gathering 3 points in either Disadvatnage, 

the 4th deals Damage, you lose an ENDURANCE.

A Disadvantage will give you -1 point of 

penalty to ALL ATTEMPTS and DUELS.

Hot shower, extra meal
or a full day’s restcan only be completed
once a day.

Trying the same Attempt again

gives accumulating -1 penalty 

per retry. Spend 1 Tally Mark to

negate this penalty.

× PUSH + to Attempts.

× HURT + Damage you deal.

× ACTION + AP in Combat.

× RESIST suffering a Disadvantage.

Spend 1 or more 

Endurance for 

+1 or more to:

1 shot = 1 bullet.

Packages contain more than one use for that item. Most common packages: 

Ammunition (12), Water (4), Food (7) Bandages + Drugs + Medicine (3 each).

Without CRAFTING experience you can only craft 1 gategory

into an item and combine up to 2 items. With it, you can craft

and combine up to 3.

Anyone can Attempt a Healing or Revive roll, with BRAINS 

bonus if they have, they can add MEDICINE Experience.

Using medicine or bandage gives +1 to the Attempt.

1 shot = 6 bullets (Roll a 1d6 to 

determine amount of Damage).

-1 AP on next round OR

+1 Disadvantage


