
HIT
4+

DMG
5

RANGE
1sq

NOISE
0

Hatchet

Melee - Sharp

N/A

HIT
5+

DMG
3

RANGE
1sq

NOISE
0

Claw Hammer

Melee -Blunt

N/A

HIT
5+

DMG
6

RANGE
1sq

NOISE
0

Baseball Bat

Melee - Blunt

N/A

HIT
5+

DMG
9

RANGE
1sq

NOISE
0

Crowbar

Melee - Blunt

N/A

HIT
5+

DMG
12

RANGE
1sq

NOISE
0

Fire Axe

Melee - Sharp

N/A

HIT
4+

DMG
12

RANGE
1sq

NOISE
0

Katana

Melee - Sharp

N/A

HIT
5+

DMG
8

RANGE
6sq

NOISE
4+

Handgun

Firearm - Handgun

Capacity: 8 Bullets

HIT
5+

DMG
14

RANGE
1sq

NOISE
0

Mace

Melee - Blunt

N/A

HIT
5+

DMG
10

RANGE
10sq

NOISE
5+

Hunting Rifle

Firearm - Rifle

Capacity: 5 Rounds

HIT
4+

DMG
3

RANGE
1sq

NOISE
0

Knife

Melee - Sharp

N/A

HIT
4+

DMG
8

RANGE
1sq

NOISE
0

Machete

Melee - Sharp

N/A

HIT
6+

DMG
14

RANGE
1sq

NOISE
0

Sledgehammer

Melee - Blunt

N/A

HIT
N/A

DMG
3

RANGE
6sq

NOISE
0

Molotov Cocktail

Consume - Weapon

Radius: 9sq (3x3 box)

Anything hit within the 
radius will receive 1 DMG 
at the beginning of the 
next 3 turns.

HIT
5+

DMG
14

RANGE
4sq

NOISE
6+

Shotgun

Firearm - Handgun

Capacity: 4 Shells

HIT
N/A

DMG
N/A

RANGE
N/A

NOISE
N/A

Bandages

Consume - Heal

Heal yourself or nearby 
ally by 4HP.

Consume - Heal

HIT
N/A

DMG
N/A

RANGE
N/A

NOISE
N/A

First Aid Kit

Heal yourself or nearby 
ally by 7HP.

HIT
N/A

DMG
N/A

RANGE
N/A

NOISE
N/A

Painkillers

Consume - Buff

Reduce DMG received by 
2 for the next 3 turns.

HIT
N/A

DMG
N/A

RANGE
N/A

NOISE
N/A

Steroids

Consume - Buff

+2 to HIT with melee 
weapons for the next 3 
turns.

HIT
N/A

DMG
N/A

RANGE
N/A

NOISE
N/A

Adderall

Consume - Buff

+2 to HIT with firearms 
for the next 3 turns.

HIT
N/A

DMG
N/A

RANGE
N/A

NOISE
N/A

Energy Drink

Consume - Buff

Gain 3 Action Points for 
the turn.

HIT
N/A

DMG
N/A

RANGE
N/A

NOISE
N/A

H. Bullets x5

Ammo - Handgun

Add 5 handgun bullets to 
your inventory.

HIT
N/A

DMG
N/A

RANGE
N/A

NOISE
N/A

H. Bullets x8

Ammo - Handgun

Add 8 handgun bullets to 
your inventory.

HIT
N/A

DMG
N/A

RANGE
N/A

NOISE
N/A

Rifle Rounds x3

Ammo - Rifle

Add 3 rifle rounds to your 
inventory.

HIT
N/A

DMG
N/A

RANGE
N/A

NOISE
N/A

Rifle Rounds x5

Ammo - Rifle

Add 5 rifle rounds to your 
inventory.

HIT
N/A

DMG
N/A

RANGE
N/A

NOISE
N/A

Shells x2

Ammo - Shotgun

Add 2 shotgun shells to 
your inventory.

HIT
N/A

DMG
N/A

RANGE
N/A

NOISE
N/A

Shells x4

Ammo - Shotgun

Add 4 shotgun shells to 
your inventory.

HIT
N/A

DMG
N/A

RANGE
N/A

NOISE
N/A

Leather Jacket

Wear - Armor

Reduce DMG received by 
1.

HIT
N/A

DMG
N/A

RANGE
N/A

NOISE
N/A

Backpack

Wear - Inventory

When equipped, increase 
your inventory by 2 slots.

HIT
4+

DMG
5

RANGE
1sq

NOISE
0

Hatchet

Melee - Sharp

N/A

HIT
5+

DMG
3

RANGE
1sq

NOISE
0

Claw Hammer

Melee -Blunt

N/A

HIT
5+

DMG
6

RANGE
1sq

NOISE
0

Baseball Bat

Melee - Blunt

N/A

HIT
5+

DMG
8

RANGE
6sq

NOISE
4+

Handgun

Firearm - Handgun

Capacity: 8 Bullets

HIT
4+

DMG
3

RANGE
1sq

NOISE
0

Knife

Melee - Sharp

N/A

HIT
N/A

DMG
N/A

RANGE
N/A

NOISE
N/A

Bandages

Consume - Heal

Heal yourself or nearby 
ally by 4HP.

HIT
N/A

DMG
N/A

RANGE
N/A

NOISE
N/A

Painkillers

Consume - Buff

Reduce DMG received by 
2 for the next 3 turns.

HIT
N/A

DMG
N/A

RANGE
N/A

NOISE
N/A

Backpack

Wear - Inventory

When equipped, increase 
your inventory by 2 slots.

ITEM

STARTER



2 Turns

Next firearm attack will 
receive a +2 to HIT and a 
chance for Critical 
Success.

Steady Aim

You always had a knack at 
figuring out a technique 
within a short time and be 
able to put it to use. You 
may not be a master but 
you can get the job done. 

Fast Learner

Discard this 
card after all 
players drew 
their Traits. 
Draw until you 
get an (A) 
Trait. 

2 Turns

Next melee attack will 
receive a +2 to HIT and a 
chance for Critical 
Success.

Focused Strike

3 Turns

Heal yourself or an 
adjacent player by 6HP.

Advanced First Aid Training

2 Turns

Heal yourself or an 
adjacent player by 3HP.

Basic First Aid Training

4 Turns

Using a nearby coprse, 
avoid nearby creatures’ 
detection. This effect 
lasts 3 turns or when you 
attack. 

Disguise

Reflex – When attacked, 
roll an attempt to dodge. 
1-4: Failure, full damage. 
5-7: Take half damage 
rounded up. 8: Success: No 
damage.

Reflex

N/A

2 Turns

Roll up to 3 dice with a 
-1 penalty on each roll 
for the firearm barrage. 
Each success does damage. 
Consume one ammo per die.

Rapid Fire

3 Turns

Roll 3 dice with a -1 
penalty on each roll for 
the melee flurry. Each 
success does damage.

Blitzkrieg

Subtlety was never your 
plan. You go in smashing 
heads and blowing people 
away with your boomstick.

+1 to HIT with 
blunt weapons 
and shotguns.

Powerhouse

Knife in one hand and a 
pistol in the other, you 
can eliminate your targets 
with precision.

+1 to HIT with 
sharp weapons 
and handguns.

Close Quarter Specialist

Doesn’t matter what your 
target is. If you have 
your sights on it, it is 
as good as dead.   

+2 to HIT with 
firearms and 
deal an 
additional 1.    

Dead Eye

You trained for years in a 
variety of fighting sytles 
and weapons, making you 
lethal with what ever you 
get a hold of.   

+2 to HIT with 
melee weapons 
and deal an 
additional 1 
DMG.

Melee Guru

Pain doesn’t bother you a 
whole lot. What makes most 
people bed ridden is just 
a slight inconvenience to 
you.

Reduce up to 2 
DMG when hit.

Resilient

Whether it’s physical 
prowess or stubbornness, 
you can take a beating.

Max health 
increase by 
6HP.

Tank

Your handling with a 
weapon allows you the 
flexibility to swing 
again.

Melee attacks 
no longer end 
your turn.

Follow Up Strike

Sitting still tends to 
drive you insane. This 
makes you feel the need to 
get as much done as you 
can.

You may 
perform an 
additonal  
action per 
turn.

Energizer

Nothing says making a 
statement than blasting a 
big hole into something.

+2 to HIT with 
shotguns.

Shotgun Expert

Face it. You like to smash 
things and you know the 
best way to do it. 

+2 to HIT with 
blunt weapons.

Bludgeon Expert

The sharpness of a blade 
is a familiar feeling. You 
know where and how to 
slice your enemy with 
ease. 

+2 to HIT with 
sharp weapons.

Blade Expert

You know a thing or two 
about fighting and have a 
better chance land a blow 
on enemies.

+1 to HIT with 
melee weapons.

Martial Artist

Distance means nothing to 
you as you gaze into the 
scope.

+2 to HIT with 
rifles.

Rifle Expert

You have the tendency to 
look into every nook and 
cranny to make sure you 
didn’t miss anything.

+1 to search.

Scavenger

Your basic understanding 
of firearms allow you to 
pick up a gun and use it.  

+1 to HIT with 
firearms.

Gun Enthusiast

You never like wasting 
space in your luggage and 
make the most out of it. 

Inventory 
increased by 2 
slots.

Pack Rat

Your speed has put you at 
the top of each track meet 
you participated in.

You can move 
up to an 
additional 2 
squares per 
movement.

Track Runner

Your reflexes with a gun 
gives you the chance to 
hit multiple targerts 
quickly or double tap one 
to make sure they stay 
down.

Firearm 
attacks no 
longer end 
your turn.

Double Tap

All those years on night 
duty has helped you keep 
people alive with what 
ever you had available.  

Heal an 
additional 2 
HP when using 
a healing item 
or ability on 
yourself or 
another 
player.  

EMT

Practice makes perfect is 
your motto. Any new avenue 
you come across is just 
another thing to master. 

Discard this 
card after all 
players drew 
their Traits. 
Draw until you 
get a (+) 
Trait. 

Talented

All your life, you had an 
absurd amount of luck. You 
have won lotteries and had 
trouble sort itself out 
with little to no effort 
or acknowledgement.

Critical 
Success rules 
apply with a 
natural roll 
of 7 or 8.

Lucky Ted

When you roll a natural 8 
when searching, you may 
look and choose any card 
in the item deck. Put that 
card into your Inventory 
and shuffle the deck.  

N/A

Treasure Hunter

Maneuverability is key to 
survival and your flexible 
enough to get around with 
ease.

You can move 
diagonally.

Acrobatic

You are known to fumbling 
around with every task you 
try.

-1 on any 
roll.

Incompetent

You have seen too many 
action films and try to 
pull off cool moves. Of 
course, you stumble around 
like an idiot.

-1 to HIT with 
any weapon.

Poor Coordination

You always have a hard 
time finding things, even 
when they are right in 
front of you.

-1  to search.    

Oblivious

Over the years, your good 
eye is not as good as it 
was. Landing a shot is 
difficult and whenever you 
do, you only seem to skim 
the target.

-2 to HIT with 
firearms and 
reduce DMG by 
1.     

A Dead Eye

“Oh look at this lovely...”

*Drops and shatter an 
item.*

“Oh no...”

-1 to HIT with 
melee weapons 
and -1 on 
throw range. 
Critical 
Failure 
applies to 
melee and 
searching.

Butterfinger

You tend to put as little 
effort as possible into 
anything you do. You brush 
off any activity that 
requires getting off the 
couch.

You can only 
perform one 
action per 
turn.

Sloth

"Ok... how in the world 
did you manage to set your 
cereal on fire by pouring 
milk into it?"

-2 on any 
roll.

Scrublord

You cannot speak unless 
you are asking a question 
about rules. If you speak, 
you must roll a die. If a 
4 or lower was rolled, 
spawn 2 zombies.

N/A

Mute

The thought of pain always 
frighten you. It doesn’t 
take much to knock you 
down for the count.

Max health 
decrease by 
6HP.

Fragile

Not only have you lost 
every fight you have been 
in but you can’t even snap 
a twig.

-2 to HIT with 
melee weapons 
and reduce 
DMG by 1.     

Scrawny Arms

The thought of violence 
always disgusted you. In 
any situation, you try 
your best to talk it out 
and never desire to spill 
blood.

At the 
beginning of 
each turn, 
make a roll. 
If you roll a 
3 or lower, 
you cannot 
attack this 
turn.

Pacifist

Change has always made you 
feel uncomfortable and you  
always had the tendency to 
tremble under pressure.

As long as 
there are 2 or 
more creatures 
within 4 
squares of 
you, you 
receive a -1 
on any roll.

Anxiety

Have you ever heard of the 
saying “Everyone has a 
flaw”? Well, you seem to 
be the walking definition 
of that quote.

Discard this 
card after all 
players drew 
their Traits. 
Draw until you 
get a (-) 
Trait. 

Flawed

Genetics hinders people as 
much as it can help them. 
No one likes the idea of a 
simple papercut could make 
a person persistently 
bleed.

After being 
hit, receive 1 
DMG at the 
beginning of 
the next 2 
turns.

Hemophilia

Diet and exercise never 
peeked your interest and 
it is noticable. When ever 
you try to run a few feet, 
you always seem to run out 
of breath.

Your movement 
has been cut 
by 2 squares 
per movemnt.

Overweight

There is a known lack of 
care when ever you pack to 
head out. Something that 
should only take a small 
fraction of your bag 
consumes half of it.

Inventory 
decreased by 2 
slots.

Unorganized

Anything bad can and will 
happen. This ideal has 
plagued your entire life 
as trouble likes to peek 
around the corner.

Critical 
Failure rules 
apply with a 
natural roll 
of 1 or 2.

Murphy’s Law

“All this talk about skill 
mean nothing. It’s either 
you win or you lose and 
neither of us can decide 
it. Only Lady Luck can.” 

The Gambler

Flip a coin 
instead of 
rolling. Heads 
is success, 
tails is 
failure.

Roll two dice for non 
ability rolls and take the 
highest number. If a 2 or 
lower was rolled, Critical 
Failure rule effect 
occurs.

Fortunately, Unfortunate

N/A

At the beginning of the 
game, choose a player and 
one of their Traits. As 
long as you are within 5 
squares of that player, 
you share that trait.

Shared Knowledge

Sharing is 
caring.

Your generosity often puts 
Mother Teresa to shame. 
Witnessing misery sickens 
you and you often do what 
you can to ease the pain.

Carry the Burden

You must take 
a player’s (-) 
Trait and that 
player draws a 
new one. If no 
one has a (-) 
Trait to take, 
draw a card. 
Discard this.

You take Darwin’s Survival 
of the Fittest concept to 
heart. Your lack of 
morality allows you to 
reach for the top.

Cutthroat Attitude

You may take a 
player’s (+) 
or (A) card 
and that 
player draws a 
new card. If 
you did not, 
draw a card. 
Discard this.

When your “fight or 
flight” instincts kick in, 
you rather flee from 
danger due to your low 
tolerance to pain.

Paper Skin and Glass Bones

Increase 
movement by 2. 
You take 2 
additional DMG 
when hit.

When you do something, it 
has the tendency to either 
reap vast rewards or throw 
you deeper into the fire.

Bink

Both Critical 
Success and 
Failure rules 
apply.

Darkness is the only 
friend you ever needed. 
You embrace what the 
shadows can offer to 
consume your troubles.

Avatar of the Moon

-1 on any 
rolls during 
the day. +1 on 
any roll at 
night.

Nothing special. You are 
not terrible but not great 
either.

Average

N/ALike most plants on the 
planet, you draw energy 
from the Sun. The golden 
rays guide you to success.

Paragon of the Sun

+1 on any 
rolls during 
the day. -1 on 
any roll at 
night

You always felt more calm 
with a gun in your hand 
than having locks on your 
door.  

+2 to HIT with 
handguns.

Sidearm Expert


