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When Zach Snyder closed his Army of the Dead (2021) with Zombie by The 
Cranberries, everyone groaned. A song about how trauma, combat, and generations 
of pain create zombies out of innocent people had been transformed into a pun to 
end another overplayed entry in an overplayed type of film. The Zombie Genre has 
stagnated. Walking ghouls that feast on the flesh of the living became oversaturated 
eight years ago – now, they’re just overplayed. 

Frank Darabont said it best in an interview with The Quarter Bin – “Now it’s like 
Grandma goes to the [bookstore] and buys the Zombie Survival Guide joke book 
for her grandchildren, and it’s become so mainstream...” – and that’s the truth. The 
mainstream has explored Zombies as everything from flesh-eaters to symbols for 
empty-headed consumerism. The well has run dry – and the genre has become a 
metaphorical zombie in and of itself, staggering on without any clear goal or purpose. 
This game doesn’t seek to change that – at least, in the sense of Zombies being flesh-
eaters and mindless cannibals. That story has been told time and time again. This 
is a story about Zombies as tragic protagonists –  monsters born out of instinct, 
detachment, and fear more than anything else. Themes of depersonalization from 
loss – this is a game about a dark pit, and climbing out of it somehow. It’s a game 
about Trauma, dealing with violence, and living in a traumatized world.

When Zach Snyder used Zombie to close Army of the Dead, it was probably born out 
of a production meeting. The song still moves units – and it’s named after a Zombie. 
It’s a match made in heaven. But the truth is that Snyder never intended to engage 
with the song, or the meaning behind why the singer believes the listener is being 
turned into a Zombie. This is a game that will engage with that idea – and draw direct 
parallels between the trauma of something as supernatural and comic-book as a 
Zombie apocalypse, and draw it directly to real-world violence and pain, and how 
being deprived of the things we define ourselves with – our belongings, our friends, 
our family, and our lives – can make Zombies of us all.

“One day they might remind us who we used 
to be, and who we tried to be, and that 
recollection could save the world.”

– George A. Romero, The Living Dead
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Author’s Note
Hi there! It’s me, Misha. I wrote this joint!

If you’re reading this, congratulations - this is the first edition of Zombie: the Rapture - 
written, edited, laid out, and published by yours truly. This book is intended to be 100% 
free, and is a derivative fanwork of the universe created by White Wolf Publishing in the 
late 1980’s. I’ve always been a huge fan of White Wolf games - they were my introduction to 
tabletop roleplaying, and were an amazing creative outlet for me growing up. I still have fond 
memories of my first Vampire - a Gangrel wrapped in bandages who looked like Kakashi 
from Naruto. Yeesh, those were some cringy times. Still, it was the coolest shit in the world - 
who doesn’t want to be a fuck-mothering Vampire?

As I’ve gotten older, I’ve been able to more critically analyze and dissect White Wolf’s books. 
The things in them that work - and, more importantly, the things that don’t work. The 
concepts of White Wolf’s books always got me so excited - in this one, you can learn how 
to make a Vampire that has meat magic. In this one, you can play a Vampire that can shoot 
lightning bolts out of his dick. Pretty cool stuff. But I always felt like there was a conflict of 
identity. White Wolf didn’t really want you to play the Vampire who shoots lightning bolts out 
of his dick - they just wanted you to know that he exists.

I don’t want to turn this into a diatribe against White Wolf. Despite their faults - and they 
certainly have those - the people who have worked for and on White Wolf products over the 
years have created a legacy that leads us to play these games to this day. It’s just that I feel 
like books in the World of Darkness became too reverent of maintaining the world, and the 
‘realism’ of playing a flying Vampire wizard who you would like to shoot lightning out of his 
dick, but the Storyteller won’t let you.

It’s with this perspective, and a genuine love and adoration for Zombie media that I approach 
Rapture. I owe so much to the people who came before me - Daniel Solis created a Zombie 
line for the World of Darkness called Zombie: the Coil, and I highly recommend you read his 
book to get more of a World of Darkness take on Zombies.

Here, my goal is to give you a Zombie take on World of Darkness. Zombies are loud - they 
work best in the Apocalypse, amidst burning cities and end-times. They mean something. 
The dead are trying to speak to us, and we can choose to listen, or fail to at our own peril.

This book is a toolkit. It’s a messy conglomeration of ideas that may or may not work 
perfectly. It’s a love letter to the ideas behind classic Zombie fiction and older ghost stories. 
It’s everything I want it to be. God DAMN does that feel good to say.

Finally, I want to offer a very special thank you to every member of The Sixth Age, and 
everyone on the official Princess: the Hopeful Discord server who provided me with valuable 
guidance and advice during the creation of this book. This one’s for you.





CHAPTER ONE
OUTBREAK
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“My stories are about humans and how they 
react, or fail to react, or react stupidly. I’m 

pointing the finger at us, not at the zombies. I 
try to respect and sympathize with the zombies 

as much as possible.”
– George A. Romero

WHAT IS A ZOMBIE?
A zombie is someone who once was. A zombie is a person who has lost their 
humanity – or, more aptly, has had it ripped from them. There’s a scene in Dawn of 
the Dead where one of the main characters locks eyes with a zombie through the 
glass – she doesn’t see a gnashing, hungry monster. She sees someone who’s lost 
staring back. Someone with a distant, sad relation to their humanity – someone that’s 
had everything consumed but old instincts to wander a shopping mall, and the basest 
instinct to feed. This is the essence of what Zombie: The Rapture is trying to explore. 

RESPECT FOR THE DEAD
Respect is a large part of Zombie: The Rapture. In our game, Zombies are our player 
characters. They don’t just represent supernatural flesh-eaters – they represent 
refugees trapped in warzones, they represent the desecration of human bodies, they 
represent a callous disregard for human life. They represent victims of the conflict; 
that the majority of them spread violence is not their fault. This is not to blame their 
victims – who may very well rise as Zombies themselves – but to establish that cycles 
of violence are more complex than binary equations of good and evil. As a society, 
we’re quick to create and blame evils on the direct perpetrators – Zombies are the 
bad guys, they need to be shot. In this sense, Rapture, like many Zombie films before 
it, is a means to examine the flaws in our own society, from high-ended ideals of 
crime and punishment to baser human response to strange and stressful times.

In Stiff, by Mary Roach, she discusses the things that happen to human bodies after 
we die: not only decomposition, but how society deals with the dead. Burial rituals 
and caring for the dead are part of every civilization and society on the face of the 
planet, just as callous disregard for the dead and violence towards those who were is 
a part of every war. Roach concludes that what we do with the dead is not necessarily 
for them – after all, they’re dead. It is for us, the living. What does it say about our 
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world when the dead are heaped in mass graves, or left to lie where they fell? 
Caitlin Doughty once said, “A corpse doesn’t need you to remember it. In fact, it 
doesn’t need anything anymore-it’s more than happy to lie there and rot away. It is 
you who needs the corpse. Looking at the body you understand the person is gone, 
no longer an active player in the game of life. Looking at the body you see yourself, 
and you know that you, too, will die. The visual is a call to self-awareness. It is the 
beginning of wisdom.” And thus, when we leave bodies to rot – we leave ourselves to 
rot, too. The zombies are not villains in this story. They are reflections of our world 
- and if they seem villainous, know that they merely reflect the bleak and dismal 
violence that our society has perpetrated without reprisal.

Who’s to Blame?
So, who are the villains of a Zombie story? Well, that’s the trouble – your villains in 
this game are all-encompassing and monolithic. They’re human ideas and prejudces.  
There’s no easy scapegoat like Pentex that encompasses all of human greed and 
hatred, nor are there two sides of the coin – the thing that is happening is wretched, 
horrible, and there’s no way around it. But finding someone to blame is difficult.

Zombies as the Villain

As above, Zombies are an easy villain to cast – they’re mindless, savage, and absolutely 
merciless. We have established that Zombies are victims – but this does not mean that they 
cannot be villainous. The average Husk doesn’t make for a great villain – but what about 
Brights like the player characters? Remember – these characters might be victims, but they 
can still perpetrate and seek to perpetrate terrible evils. Pass whatever judgement you wish – 
but they must be stopped. In this context, it’s often best to explore them as extensions of the 
greater crimes being committed in the setting. Later in this book, we’ll discuss the possible 
role of Zombies as avengers - what happens when vengeance is misguided?

Humans as the Villain

Individual humans can very well be the villains of a Zombie story. Much like the 
Zombies, however – their evils must be symbolic. After all, who in their right mind 
wouldn’t grab a gun and defend themselves and their family during an epidemic 
of flesh-eating cannibals?  Even on the offense – who wouldn’t want to reclaim 
what once was? The truth is that these people are as much Zombies as our Bright 
protagonists – they’re forced to fight and survive on a primal level. Zombie media has 
dealt with this topic to death – and Romero’s quote to open this chapter sums up the 
messaging here perfectly. The zombies, at least the Husks, are incidental to the central 
human conflict. In a stage play, they’re our Chorus – they’re the Witches that watch 
Macbeth and bring up toil and trouble. They exist as divine agents of change within 
the story – and yet their actions only truly come into play during the third act or so. 
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Since the player Brights are more capable 
and more independent, they can take 
a more active role in the story. They 
represent the supernatural and dark 
– coming from the world that humans 
desperately do not want to be a part of. 
They can represent things similar to the 
Ghosts in A Christmas Carol – bearers 
of grave warnings and agents of death. 
Or – they can represent things like  the 
Maitlands from Beetlejuice – dark, 
frightening characters that can unlock 
wisdom for those who are just willing 
to extend a hand and listen. Finally, the 
player characters can themselves play 
the role of villains in this story - and 
represent something more tragic and 
sinister.

In I Am Legend (2007), Robert Neville is 
one of the last survivors of the Zombie 
Apocalypse that has swept the world – 
exploring by day, and hiding in fear by 
night of the terrifying plaguebearers who 
roam the streets. When he discovers a 
little girl and her mother who seem to be 
immune, he decides to save their lives, no 
matter the cost. At the end of the film, he 
finds himself cornered in his laboratory, 
surrounded by the walking dead.
In the film’s theatrical ending, Neville 
pulls the pin on a hand grenade and 
blows himself up – killing both himself 
and the zombies just as they reach 
out to devour him, saving the fate of 
humanity. He is the Legend that saves 
the fate of humanity. In this ending, 
the Zombies purely serve as villainous 
entities – and the humans as heroic. 
And this is valid approach for a Zombie 
chronicle. Zombies are brutal and even 
Bright zombies can succumb or choose 
to partake in The Rapture, forcing their 
destruction.

In the film’s alternate ending, Neville 
realizes that the Zombies don’t intend 
to kill him at all. They want to recover 
one of the victims that he had stolen 
from them earlier. Neville realizes that 
in kidnapping and experimenting on the 
Zombies, he had become the nightmarish 
Legend – and chooses to make peace 
with the former humans. This ending 
was later rejected because test audiences 
found it too unexplainable. Why would 
the main character not want to blow 
them up in a heroic blaze of glory? Why, 
indeed.

Organizations as the Villain

Organizations are larger than humanity 
– but perplexingly enough, they are 
never above it. The greed of one 
corporate banker is remarkably petty 
when divorced of a brokerage – but it 
can create calamity and terror the world 
over if paired with willing accomplices 
and governments that can turn a blind 
eye. These organizations can form a 
strong basis of a Zombie chronicle. 
Anthropomorphizing these entities is, 
then, quite tempting – and may be the 
correct choice.

Anthropomorphizing is the process of 
applying human traits to a large object 
and entity – in terms, creating them as a 
villain and representative of something 
darker and more sinister. The Resident 
Evil series has done wonders with doing 
this – anyone who plays video games 
for fun can tell you what the Umbrella 
symbol is. It represents corporate 
violence, heartless experimentation, 
and heartless bureaucracy – and every 
single protagonist of every single 
Resident Evil game fights against 
these greater notions, often couched in 
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Umbrella, representatives of Umbrella, 
or organizations that are similar to 
Umbrella.

Our heroes – the Brights – are similarly 
capable of battling antagonists 
like Umbrella, or the military, or 
anybody else. The question is: do we 
anthropomorphize our villains or not? 
Do we create an evocative villain like 
Umbrella that our protagonists can 
achieve tangible victories against? This 
might be good on paper – but the truth 
is, much like the Resident Evil games, 
this goal can start to make victories 
themselves feel hollow. After over 
sixteen games in the franchise, one has 
to ask – is it possible to defeat the evil 
corporation? Or will there always be an 
evil, greedy, amoral group looking to 
profit off of the horrors brewed up in 
dark labs and corporate boardrooms? 
And if so, is it wrong to even give the 
players the comfort of victory, in place 
of telling a more direct parable that 
addresses the futility and challenge of 
struggling against human evils? 

SUPERNATURALS as the Villain

What do other supernaturals do as the 
villains in a Zombie game? Well – they 
very much can be the cause. Continuing 
our conversation from above about 
anthropomorphization – the other 
supernatural entities in the franchise 
are often anthropomorphized to 
represent certain concepts. Vampires are 
violation, control, and subliminal power. 
Werewolves are blind rage, seething 
contempt, and deterministic hatred. Mages 
are hubris, unchecked ego, and nerve.

Against Vampires, it may work well to 
make them predators, feeding off of the 

existing Zombie apocalypse as an excuse 
to tighten their grip. They are abusers – 
and Zombie stories love punishing an 
abuser.

Against Werewolves, it works well to 
make them dead set on ending the 
Zombie apocalypse by any means 
necessary. The Garou are known for their 
phyrric solutions to problems, and not 
known for their subtlety and discerning 
taste in victims – and may create more 
problems than they intend to solve.

Against Mages, it may work well to 
make them the architects of the Zombie 
apocalypse – to place them firmly as 
those responsible, whether through 
callous use of magic, or simple greed. 
Mages are the most human of all 
supernaturals – and they will often work 
well as substitutes for more traditional 
human villains.

And what of the Dead? The Wraiths who 
interact with Zombies? They must be 
terrified – the Rapture in this game does 
not allow those who die to return. In a 
setting where Ends of Empire is non-
canon, or has not happened yet – the 
dead would be terrified and confused 
as to the implications this has for the 
world of the dead. If nobody can cross 
over – are they the last to have a chance 
at absolution? And should they end the 
plague?

COOPERATION

What about casting these characters in 
roles friendly to the Brights? Well – this 
is really the question of Zombie: the 
Rapture. Can the Zombies ever be human 
again? A big step towards humanity 
is reestablishing links in your life that 
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have meaning beyond trauma. It is entirely possible that a character will look past 
the rotting exterior and see the humanity inherent to your characters. In Sonny, by 
Jakrin Juangbhanich, the main character of Sonny is approached by a blind man. 
The first time a player enjoys the narrative, they may not realize that the blind man 
fully understands that Sonny is a zombie – and there is no great ‘reveal’. He simply 
accepts that Sonny can talk, and is not antagonistic. And that begins Sonny’s journey. 
Perhaps if he greeted Sonny with violence and a lead pipe, Sonny would become a 
truly horrifying monster.

ESCAPE
And what about escaping the condition? Is it possible? The Rapture is something 
that leaves a permanent mark. The undead will always carry their scars – they will 
always reek, and they will eventually rot away. Victims don’t get to walk away and 
heal perfectly. But they can come close. Zombie will never have a ‘win’ condition – 
the temptation to fall back and embrace Rapture is always there. And it’s comfortable. 
Victims in the real-world react in many ways to violence and trauma – but they 
always cope. The Rapture is unhealthy coping – it’s embracing a blind existence 
where you spread that violence to others, and simply inure yourself to all the terror 
that should come with it. That is why it is a Rapture - a blissful, perfect escape that 
leaves behind ruins and ashes. There are healthier ways to cope. And you can become 
something whole again – even if you wear your scars.



CHAPTER TWO
ARISEN
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“Trust me, Clem, I don’t want to. 
I’m trying. I’m trying.” 
– Lee, The Walking Dead

THE RAPTURE
Rapture, in Zombie: the Rapture, has 
two distinct meanings. The condition of 
zombification is known as The Rapture. 
It is not a Virus, it is not a microbe or 
a disease – it is death simply failing 
to claim its’ victim, leaving a decaying 
soul within a decaying body. And it is 
happening on a large scale.

The second definition lies in the feeling 
of ecstasy that a Zombie experiences 
when letting go. This is not the same 
sort of letting go as Wraith: the Oblivion 
– don’t confuse it for salvation. The 
Zombie’s soul has nowhere to go. This is 
disintegration. 

To those who believe in it, Rapture is 
when those chosen by God will ascend 
to join him in heaven – while Earth 
is destroyed, along with the sinners 
remaining upon it. The word is older 
than Christian belief – it comes from 
the Roman lexicon. Raptus – a religious 
transfixion, a feeling of absolute fervor. 
This is the sensation of the darkest 
emotion in Zombie. If you would ask 
a Bright to describe the sensation of 
Rapture – it is to be swallowed by a white 
light, surrounded by a constant hum and 
crackle that blots out screams and pain. 
Ecstasy floods your mind. It’s a good 
feeling. But in Rapture lies the loss of 
focus.  When a Zombie enters Rapture, 
they stand to lose the few precious 
memories they still have. 

MEMORIES
Luckily, a Zombie has a means to 
counter this loss of memory – through 
Affectations. Affectations are things that 
are part of the character – but that they 
can barely remember. Something like 
a petrol company logo on the ragged 
jumpsuit they wear, a tattoo on their hip, 
or a handgun hanging from their side. 

When a Zombie is first reanimated, they 
lose their memories, for the most part 
– only flashes remain. But these flashes 
are grounded by Affectations. And this is 
the core of the struggle for humanity. A 
Zombie’s Affectations are not immortal 
– they are not immune. Gunfire can 
destroy a tattoo. Fire can burn away a 
jumpsuit. A limb that is hacked off is 
lost for good. Once an affectation is lost, 
the Zombie begins to lose the memory 
associated with it – and unless they begin 
the associated Memorial before their 
next Rapture, they will lose that memory 
permanently. With that memory, they will 
lose the chance to ever recover that part 
of their former humanity.

MEMORIALS
When a Zombie returns to a familiar 
place, they begin a Memorial. A Memorial 
can take some time – and involves 
the thorough exploration of their old 
stomping ground, and even the clumsy 
reenactment of what the Zombie once 
was. Perhaps they go shopping in their 
favorite store in the mall, or they pick up 
the phone at their old job and remember 
a phone call they had. These things seem 
insignificant when they lived – but they 
make up the core of a character’s identity. 
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Whether you hated your job working 
at the midnight Gas and Gulp or not, it 
defined your personhood at the time that 
you died. Call it pathetic, call it unjust – 
but some part of you devoted yourself to 
that life. And any emotion to a Zombie – 
anything that pulls them back – is a good 
thing. 

Locating a Memorial can be difficult. 
The character must follow clues based 
on fragmented memories and the 
Affectations they have. These memories 
are easiest to follow, ironically enough, 
within the state of Rapture. Slipping into 
this state allows the Zombie to witness 
his memories as they are being corroded 
– and recover information, even at the 
risk of damaging their once-psyche. It’s 
recommended that the Storyteller offer 
hints and cryptic clues to Memorials to 
the player characters during Rapture.

Once a Memorial is located, the Zombie 
must begin a process of trial and error 
to find out who they were in this place. 
These are often marred by danger. 
Survivors take up shelter in many once-
important buildings, bombings destabilize 
the structural integrity of these old places, 
and fire can make objects unrecognizable. 
If a Memorial has been damaged in some 
way to permanently marr and disfigure 
it – a Zombie may still complete the 
quest. However, this requires careful 
concentration and the Zombie must 
recreate some part of their old routine 
and environment for it to be truly 
successful.

Once a Memorial is complete, the 
Zombie gains perspective on who they 
once were, and are faced with a choice. 
Consumption is the first choice – it is the 
more explosive of them. Your Zombie is 
unhappy with who they were – whether 

it is a disappointment, or the sensation of 
living is so horrifying that it is unbearable 
– the Zombie annihilates the environment 
in a blind rage, smashing anything they 
can find related to their former life. This 
act grants the Zombie Contempt.

CONTEMPT
Contempt – the sensation of envy mixed 
with absolute hatred. Some Brights 
hate who they once were – it reminds 
them of what they are no longer. This 
breeds Contempt. And Contempt brings 
out the worst in Zombies. Much like 
the Dearly Departed, the Zombie is 
capable of conjuring terrifying powers 
and changing themselves, warping into 
twisted shapes. Some Zombies become 
muscle-bound masses of Rage, trying to 
shatter the world they once knew like a 
dirty mirror. To forget.

Some Zombies become terrifying 
predators, hunting their prey through 
city streets with frightening efficiency. 
It’s not enough to simply destroy their 
environment, for these few – they must 
annihilate humanity itself. These hunters 
rack up Contempt quickly, and evolve 
into more terrifying forms.

CLARITY
There is another option at the end of a 
Memorial – Epiphany. The Zombie must 
internalize who they once were. This 
doesn’t mean that our poor gas station 
clerk goes back to selling hoagies in the 
Apocalypse. This means that they look 
at their former life, and pluck something 
from it – shape it into something new. 
Clarity – the sensation of understanding, 
clear vision. 
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It’s easy to look at yourself before your trauma, and see someone who was weak 
– unprepared to deal with reality. But this isn’t quite true. Clarity allows us to look 
inwards and understand that the person we were before is not the person that we are 
now – but there are aspects of who we were before that can help us today.

In that same sense, Clarity allows a Zombie to pluck something and redirect it into 
positive energy. Someone who served gas for three years can still serve – but in a 
higher manner, giving people what they really need. The things found through Clarity 
become personality traits and deep-seated convictions. Clarity also provides an 
opportunity for a Zombie to regain things from their humanity. Gait. Speech. Insight. 
Some rumor that it even allows you a special window into your condition – and 
allows you to work strange and beautiful miracles. But who’s to say?

ALL THAT REMAINS
The process of becoming a Zombie is universally traumatic – it’s not simply Death, 
but it’s undignified, painful, unclean death. It’s a Death where your remains are de 
facto desecrated, and where your death will inevitably lead to terrible consequences 
for those around you. In the Zombie: the Rapture setting, a person becomes a Zombie 
when they die – as simple as that. It is up to the Storyteller to define how large the 
zone for the specific Rapture Event in the story is.

EXCLUSION ZONES
How large the effect of the Rapture is largely depends on the type of story you’re 
telling. Broadly speaking, there are three types of chronicles: Local, Regional, 
Apocalyptic.

Local
In a local chronicle, the game will be focused on a smaller location – a town 
or city that is being attacked by the dead. Usually, the cause of the Rapture will 
be easier to discern – some terrible crime that has taken place, some awful 
desecration, or some terrible tampering with the laws of nature that someone 
in town has to know about. These types of chronicles are almost always short-
form – the military will clean up a situation like this eventually. Thus, the player 
characters may not be trying to resolve the problem at all – and if they are, they 
will be on a strict time limit. If you want, however, your chronicle can grow in 
size – perhaps the cause wasn’t as simple as we initially thought. Consume Night 
of the Living Dead, any of the Resident Evil games, or Shaun of the Dead to see 
this sort of story in action. 
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REGIONAL
In a regional chronicle, the game is focused around a larger area – anywhere 
from a few cities to a state. The dead are rising because of larger issues – 
something unresolved, unspoken, or tense. Most characters won’t know why 
– but they’ll know that the conflict spread from somewhere. These conflicts 
require knowledge of history – or a good backstory to pull off. The how and why 
are very important in a regional chronicle, as it’s quite likely that the situation 
will not be resolved by an external agency like a military within a reasonable 
timeframe. The military and other entities are players within the setting, but 
rescue is not immediately obvious to survivors – and Zombies have as much 
time as they’d like to go about their business. These chronicles are best suited for 
medium-length games that focus on goals and bad guys. Consume Dawn of the 
Dead, Project: Zomboid, or 28 Days Later to see this sort of story in action.

APOCALYPTIC
In an Apocalyptic chronicle, the game is focused around a world consumed by 
the living dead. This sort of campaign turns the focus squarely back on the player 
characters – with the world destroyed, and no hope of rescue, the question 
comes quickly: What Now? This sort of campaign is, by nature, quite dark – it 
involves the deaths of billions, a broad change to the balance of the world – but 
it also allows a microcosm within which the player characters can decide the 
fate of this new world. I don’t mean that they discover a macguffin that turns 
them into Zombie gods that conquer the world – more that the choices that they 
make have an immediate, tangible, and permanent impact on their environment. 
If they gather human survivors and teach them coexistence, a campaign can 
lead towards a bright, hopeful future for all humanity. If they choose to become 
the ultimate predators, the campaign can point towards a dark, bleak future 
for mankind. This sort of campaign is best geared for introspective, character-
focused arcs that delve deep into the faults with humanity that both Storyteller 
and Player see, and how they impact the post-apocalyptic world. Consume The 
Walking Dead, Left 4 Dead, or Day of the Dead for this sort of narrative.

The Peculiar Host

When a corpse falls within an exclusion 
zone, they must have an intact brain. 
Zombies cannot rise or function without 
an intact brain. The meaning of ‘Intact’ 
falls on the Storyteller, but for the 
purposes of this book, the Cerebellum 
must be intactt. A freshly risen corpse 
often falls into two categories. Husks, 
and The Bright.
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The Husks

Husks are those who rise and simply 
cannot remember. So deeply destroyed 
by the act of The Rapture that they simply 
fade into it. Communicating with a Husk 
produces responses vaguely similar 
to that of a lost child – they somewhat 
recognize their surroundings, and even 
that they are hurt. Their memories are 
short, and largely linger on places and 
things. The places they fixate on tend to 
be places that are important to them – 
but not in the way one might think. 

A childhood bedroom is certainly an 
option for a Husk to retreat to, but most 
often, Husks will return to places where 
they could feel regular, and in tune with 
human life. These are often public spaces 
– Malls, Streets, Schools, Office Buildings. 
These places do not necessarily have 
positive associations, but they rarely hold 
negative ones. They’re often simply the 
place where the Husk feels most alive. 
But even these fascinations are short-
lived. Husks are lost to The Rapture, and 
unable to enter a Memorial. They simply 
persist, and wander from place to place. 

When a Husk spots a living human 
being, they automatically succumb to 
The Rapture, and reach out. They are 
unable to speak, to make connections – 
they merely shamble towards the living. 
And once they have found them, they 
know of nothing better to do than to kill. 
The precise reasons for this mechanism 
are uncertain – but Brights observing 
Husk feeding report that they seem to 
be entirely unmalicious, even as they’re 
sinking their teeth into human flesh. 
Another peculiarity of Husks is their 
susceptibility to The Chorus.

The Chorus
The Chorus is the strange psychic 
link that all Zombies share – a 
sort of communal language. It is 
a constant source of voices and 
gossip for Zombies. Husks tend to 
have little interesting to say – they 
are often driven by simple needs. 
“Need..to..go…” “Where.. am.. I?” 
“Dark…” –  but they are constantly 
broadcasting into The Chorus. 
Something peculiar can happen, at 
times – the Chorus can draw Husks 
together. Seeking some sort, if any, 
of human connection, Husks will 
travel as a mob and accompany 
other Husks, becoming a Horde. 

Hordes can travel for long 
distances, seemingly spurring 
one another on to keep moving, 
occasionally passing through a 
building or attracted by sound.
The Bright are unique in being able 
to tap into The Chorus directly. 

Initially incapable of human speech 
without great effort, The Bright 
are still able to communicate with 
one another and Husks through 
this capability – and through their 
intelligence, they are capable of 
leading Hordes all on their own, 
creating walls of rotting flesh to 
accomplish their goals.
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The Bright

The player characters – and other 
intelligent Zombies of the world of 
Zombie: the Rapture – are known as The 
Bright. It is unknown why some rise as 
The Bright and others don’t. Be sure not 
to tie it into a measure of Willpower or 
Faith – it’s seemingly random. Some 
people succumb to the trauma of The 
Rapture and simply become Husks. Some 
rise above it. 

The Bright are unique in a few respects. 
They can understand many concepts 
– although their intelligence is initially 
stunted and may not be raised without 
gaining Clarity. They can understand 
their state of being, and are often 
horrified by it. Not all of The Bright 
survive The Rapture. When some realize 
what sort of horrific, irreversible damage 
has been done to them, they simply 
destroy themselves rather than face 
the world. It is assumed that our Player 
Characters have survived past this 
process.

The Bright are capable of developing 
into something truly frightening. 
Bridges between the living and the 
walking dead – they are able to hear The 
Chorus, to speak into it and manipulate 
Hordes, and eventually they are able to 
change. Contempt breeds the easiest 
change – mutating the Bright into the 
sort of monsters mankind fears. Living 
embodiments of suffering and hatred, 
they lash out and slaughter until they are 
killed, or until nothing remains. For those 
who reject Contempt, Clarity can be a 
road back. The Bright can learn to speak 
again. They can learn to walk normally, to 
wield tools, and to more effectively speak 
to both Husks and The Living. Even 

further, intelligent zombies are capable 
of tapping into frightening powers that 
come from The Chorus itself.

Finally, some Brights even seek to 
combine a hatred and avarice towards 
humanity with deeper intelligence and 
understanding. There are good reasons for 
the dead to hate the living - and this creates 
the most frightening monsters of all.

Characteristics 
of the Dead

All Zombies are capable of tapping into 
The Chorus, hearing the voices of those 
dead within earshot through mystic 
means. The Chorus cannot be tapped 
through basic science, although some 
supernatural powers enable access to it.

All Zombies are highly resistant to 
damage. While their bones can be 
broken and their flesh can be damaged, 
their bodies simply don’t give out. 
The traditional chemical reactions 
that maneuver muscle are no longer 
functional within the dead – but they 
move, nonetheless. Disabling a Zombie 
is, thus, quite difficult. A broken back 
does not deter a Zombie, nor does it 
prevent them from moving their legs. 
However, extensive damage will slowly 
erode a Zombie’s ability to maneuver – 
while a broken back allows them to keep 
moving, a leg shredded into mincemeat 
won’t allow them to walk. All Zombies 
are vulnerable to severe trauma to the 
Cerebellum – a direct shot to the brain 
with a firearm will, through hydrostatic 
shock, wound cavitation, or direct 
trauma, destroy the brain.

All Zombies move at a relatively slow 
pace – unless Contempt or Clarity drives 
their movement, they are unable to move 
beyond a shuffling gait. Most human 
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beings are capable of outpacing a Zombie.

All Zombies are incapable of feeling pain. Otherwise, their existence would be 
agony. This, sadly, proves particularly frustrating to The Bright – who stand to lose 
Affectations without realizing.

Zombies rot. This rot is somewhat slow compared to regular human beings, and is 
not accelerated by moisture or bacteria. It seems almost mystic in origin – slowly 
eating away the Zombie until nothing remains. It is said that Brights with high Clarity, 
or a particularly high Contempt, are able to stave this effect off.

Zombies are non-infectious. There is no such thing as the ‘zombie virus’ – if you die 
to the walking dead, it will be through an open wound that became infected, or direct 
trauma.

Zombies have a fascination with fire. It does not repel them – not directly. But even 
Brights find themselves compelled to stare into flame. Doing so for too long triggers 
Rapture.

Zombies are susceptible to Rapture – the state of absolute delirium where they are 
unable to control their actions beyond finding a victim and feasting on their flesh.



CHAPTER THREE
BREATH OF LIFE
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“He’s dead?”
“Not anymore.” 

– Herbert West & Dan Cain, Re-Animator

Character Creation
This book assumes that you have access 
to and experience with Vampire: the 
Masquerade - 20th Anniversary Edition 
or other 20th Anniversary products. 
Zombie is designed for an experienced 
Storyteller to adjust and alter the game 
rules as needed, and offers the Storyteller 
a great deal of leeway with gameplay.

AN: This is not intended to be 
irresponsible; I want every game of 
Zombie to be a fun experience. To that 
end, I don’t believe in dictating how to 
play the game beyond laying a baseline 
for theme, rules, and ‘Zombie shit’. At the 
end of the day, you can play Zombie while 
throwing all of the rules and character 
sheets out of the window. All that you 
need is the first two chapters of the book 
to create a game of Zombie: the Rapture.

Names

Zombies often don’t remember their 
names –unless a character has Mental 
Clarity above 3, they will not know 
their old name. Brights will often name 
themselves after an item of clothing or 
a peculiar quirk of their appearance. 
‘Badge’, ‘Hot Pants’, or ‘Crawler’ are all 
valid names. More humane Zombies 
will focus around reclaiming an identity 
– and may name themselves after 
something in their environment that they 
feel befits their role (‘Alarm’, ‘Service’, 

‘Key’) – or even assign themselves 
a name they find on a billboard or 
storefront.

Nature/Demeanor

Zombies have Natures and Demeanors – 
reflecting their stance towards the world 
around them, and how they prefer to deal 
with challenges and potential hazards. 
Use these to guide your roleplaying!

Concept

Zombies are expected to form their 
identity from the things they do and what 
they experience. To this end, players do 
not create a Concept ahead of time.

Goal

Zombies each have a unique goal – a 
mission in the apocalypse. This is 
undefined at the start of a chronicle.

Clarities

The player must distribute two points 
into Clarities. All Clarities start at 1.

Attributes

Players distribute an ordinary spread of 
7/5/3 into Attributes of their choice. While 
the attributes are held back by Clarity 
(more on this in the Clarity section 
below), they represent the Zombie as 
they were when living. Most Attributes 
and Abilities are governed by a specific 
Clarity, and while they may be raised 
above the Clarity Cap, they are rolled 



Breath of Life25Zombie: the Rapture

as though they were equivalent to the 
associated Clarity.

PHYSICAL

Strength – Ungoverned
Brute Strength is a Zombie’s easiest and 
most accessible tool. Zombies begin with 
2 Strength instead of 1 default.

Dexterity – Physical Clarity
Zombies lose a great deal of coordination 
when they rise – and must relearn it.

Stamina – Ungoverned
Zombies are able to take a beating 
naturally – Stamina represents greater 
fortitude beyond their natural defenses.

SOCIAL

Charisma – Social Clarity
Zombies must use Charisma to influence 
Husks to do their bidding, and to 
communicate with humans.

Manipulation – Social Clarity
Zombies can Manipulate through 
conversation – but most often they use 
this through actions. Manipulating fear 
can be important to a Zombie’s goals.

Appearance – Physical Clarity
Appearance for a Zombie is a measure 
of how well they can change their own 
appearance – and how well they are 
aware of their own body. All Zombies are 
horribly scarred, but some know how to 
hide it.

MENTAL

Perception – Mental Clarity
Perception is a measure of a 
Zombie’s ability to spot things in 
their environment. Zombies with low 
Perception simply wander through, the 
world seeming dreamlike and ephemeral.

Intelligence – Mental Clarity
All Brights are intelligent – but this 
attribute allows them to regain a human-
level intelligence. 

Wits – Ungoverned
Brights are able to fall back on animal 
instinct and respond to their enemies 
relatively quickly, and many are driven 
by the instincts they had in life.

ABILITIES

Players distribute an ordinary spread of 
13/9/5 into the Abilities of their choice. AS 
above, they represent the Zombie as they 
were when living, and most are governed 
by the Clarities.

TALENTS

Alertness - Ungoverned
Zombies are able to somewhat spot and 
detect things around them – even if their 
Perception isn’t great.

Athletics - Physical Clarity
Zombies are not known for winning the 
Olympics.

Awareness - Spiritual Clarity
Zombies are capable of sensing 
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supernatural and spiritual energies, 
despite what most believe. Husks 
will occasionally congregate around 
spiritually active locations.

Brawl - Ungoverned
Zombies know how to grab and drag their 
foes. 

Empathy - Social Clarity
Feeling somebody out requires you to 
understand your own feelings.

Expression - Social Clarity
Expressing yourself takes a certain level 
of tact.

Intimidation - Ungoverned
Frightening somebody is something 
Zombies can do without even trying.

Leadership - Social Clarity
Even leading a Horde of Husks requires 
some level of natural talent.

Subterfuge - Physical Clarity
This talent covers everything from hiding 
that you’re a Zombie to breaking and 
entering.

SKILLS

Animal Ken - Ungoverned
Animals see little difference between 
Zombies and Humans – a clever Zombie 
can even tame them.

Crafts - Mental Clarity
Building or creating anything from a nice 
macaroni piece to a full deck. Requires 
a specialization when bought. A special 
specialization exists for manipulating the 
flesh of the dead.

Firearms - Physical Clarity
Operating a firearm isn’t out of the 
question for some of the Bright.

Human Etiquette – Social Clarity
Knowing not to dribble blood all over the 
carpet is an important skill to have.

Melee - Ungoverned
Most of the dead lack the coordination 
to use melee weapons unless they were 
holding one at death.

Operate - Mental Clarity
Driving a vehicle of any sort – this 
requires a specialization to be designated 
when bought.

Performance - Social Clarity
Acting as somebody, or playing a jaunty 
tune – requires some level of humanity. 
This requires a specialization to be 
designated when bought.

Stealth – Physical Clarity
Sneaking around effectively takes a great 
deal of coordination.

Survival – Ungoverned
Brights, with their higher minds, are able 
to instinctively survive the apocalypse.

KNOWLEDGES

Academics – Mental Clarity
Remembering anything beyond 2+2=4 
takes some brains.

Area Knowledge – Mental Clarity
Remembering the place you’re in can 
help you navigate it.



Breath of Life27Zombie: the Rapture

Enigmas - Mental Clarity
Riddles and puzzles take mental 
horsepower most Zombies don’t have.

Human Nature - Spiritual Clarity
Human Nature is something Zombies 
have to discover and understand for 
themselves. This ability may be rolled in 
order to predict and understand human 
actions.

Investigation - Mental Clarity
Finding the truth takes a working mind.

Medicine - Mental Clarity
Working with medical instruments, first 
aid, and the flesh of the living.

Occult - Spiritual Clarity
Understanding religion and the Eldritch is 
beyond most Husks – but not all Brights.

Science - Mental Clarity
Science is at a loss to explain the Zombies 
– but some can certainly explain Science.

Technology - Mental Clarity
Everything from repairing toasters to 
working a computer.

Profanities

Distribute 2 points to Profanities your 
Zombie qualifies for.

Abnegation
Defy death again - and again, and again...

Abominate
Become a living chemical plant, 
developing your body fluids into 
horrifying solutions.

Apostasy
Investigate the deeper aspects of Death, 
and develop powerful magic.
REQUIRES: Mental Clarity 3, Spiritual 
Clarity 3

Apprehension
Stretch your perception, witnessing the 
apocalypse with abject clarity.
REQUIRES: Mental Clarity 2

Exhortation
Manipulate Husks and The Chorus, your 
words becoming hymns of the dead.
REQUIRES: Social Clarity 2, Mental 
Clarity 2

Peregrination
Cover immense distances and create 
markers for other Zombies to follow.

Rage
Transform into the ultimate killer.

Scourge
Invite carrion and lesser beasts into your 
body, and lead them as a horde.
REQUIRES: Physical Clarity 3
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Subversion
Camouflage yourself and evade detection 
from the living.
REQUIRES: Physical Clarity 3, Mental 
Clarity 3

Tyranny
Explode with anger at everything around 
you, and become a titan of the End.
REQUIRES: Physical Clarity 2

Prospect
Understand the motivations and goals of 
Mankind, and become a Judge of all man.
REQUIRES: Social Clarity 3, Mental 
Clarity 3

Virulence
Spread the Rapture to others, and subvert 
survivor strongholds.

Backgrounds

Assign 5 points to Backgrounds.

Affectations
Your Zombie has more affectations - 
tokens of their past life - than normal. 
Each point in this background adds 
another point to Affectations.

Armor
Your Zombie has Armor - each point 
giving you an additional limb that is 
armored. Check the ‘Chitin’ box on the 
limb of your choice for every dot in this 
background. If that limb suffers Extreme 
Damage, the health points are unharmed 
- but the armor is destroyed.

Bridge
A human who is aware of your 
Zombification – but has chosen not to 

kill you. Perhaps they are naïve – but 
whatever the case, they are likely to 
hesitate when they see you next, and may 
form an easy link to the post-apocalyptic 
world.

1 Point - The Bridge is lucky to have 
survived up to this point, and are 
likely a child or otherwise unfit for the 
Apocalypse who you were protecting 
up until your rebirth.

2 Points - The Bridge is an average 
human being.

3 Points - The Bridge is a capable 
survivor who simply had to leave 
you behind. They may know other 
Survivors.

4 Points - The Bridge is a veteran 
survivor who is objectively capable and 
likely knows other Survivor colonies.

5 Points - The Bridge is an expert 
Survivor who knows many other 
Survivor groups in the area.

Memory
Every dot in this allows you to specify a 
word that the player who creates your 
Affectations must incorporate into your 
character’s backstory. You may use these 
to create a short sentence. Your Zombie is 
aware of these words, and clings to them 
in undeath – they help guide your search 
for Memorials.

Stockpile
A collection of.. something, near you. The 
higher the rating, the bigger the Stockpile, 
and the more varied it becomes.

1 Point - The Stockpile is a small 
collection of a specific item, fit to 
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sustain one person for roughly a week.

2 Points - The Stockpile is a mid-sized 
collection of a specific type of supply, 
capable of sustaining a group of 
survivors for about a week.

3 Points - The Stockpile is a large 
collection of supplies, capable of 
sustaining a group of survivors for at 
least a month.

4 Points - The Stockpile is a large and 
generalized collection of supplies, 
capable of sustaining a colony of 
survivors for a month.

5 Points - The Stockpile is gargantuan 
and seemingly neverending, capable of 
sustaining a colony of survivors for at 
least a year.

Stronghold
Your Zombie found a good place to hole 
up. The higher the rating, the more 
secure the Stronghold is.

1 Point - The Stronghold is empty 
of other Zombies or Survivors, but 
otherwise unsecured.

2 Points - The Stronghold has a few 
basic barricades and an accessible 
method of entry.

3 Points - The Stronghold is secure 
against attack, and a few secure exits.

4 Points - The Stronghold is very 
secure and difficult to breach, with 
multiple layers of defense.

5 Points - The Stronghold is a virtual 
fortress, impossible to penetrate while 
the defenders man their stations.

Survivor
Your Zombie survived for some time 
before they were turned. They likely have 
a map, or a collection of information 
about the area on their person when 
they turn. The higher the value, the more 
survival information the Zombie has on 
them when they turn.

1 Point - The Zombie has a scrawled 
bit of information that can point them 
towards something useful.

2 Points - The Zombie has access to a 
basic map with a few points marked.

3 Points - The Zombie has a 
comprehensive map or collection of 
information on the area.

4 Points - The Zombie has access to 
something of a dossier on the location, 
along with a sophisticated map that 
points them towards valuable items.

5 Points - The Zombie has access to a 
treasure trove of information, giving 
them access to hiding places, secret 
stashes, and covert information about 
the entire Exclusion Zone. 

Weapon
A weapon your Zombie was carrying 
when they died. You cling to it in an 
undying grip, and do not need to meet 
any requirements to use it in combat, 
although the weapon rolls are still capped 
by Clarity.

1 Point - The Zombie may be carrying 
a small melee weapon or tool like a 
screwdriver or switchblade.

2 Points - The Zombie was carrying 
some sort of melee weapon that is 
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threatening in a prolonged engagement 
- a hunting knife or a hammer.

3 Points - The Zombie was carrying a 
large blunt weapon capable of inflicting  
severe damage, like a baseball bat or 
sledgehammer.

4 Points - The Zombie was carrying a 
large bladed weapon or a light firearm, 
like a machete or a 9mm pistol.

5 Points - The Zombie was carrying a 
powered weapon or a heavy firearm, 
like a chainsaw or a pump-action 
shotgun.

Wounds
The more you take here, the more intact 
your Zombie looks. At 5 points, it’s likely 
that your Zombie died of a concealed bite, 
and looks almost entirely human.

0 Points - The Zombie is very obviously 
and gruesomely devoured, with visible 
tissue and organs, and a great deal of 
blood. The Zombie cannot conceal their 
nature.

1 Point - The Zombie is significantly 
disfigured, but they are able to hide 
their disfigurement through significant 
difficulty and heavy clothing.

2 Points - The Zombie’s trauma is 
restricted to surface-level injuries, and 

organs no longer protrude. The smell is 
less noticeable.

3 Points = The Zombie’s trauma is 
localized to one quadrant of the body, 
and may be hidden with some sort of 
covering.

4 Points - The Zombie’s trauma is 
localized to one extremity, and can be 
covered with clothing and gloves.

5 Points - The Zombie’s trauma 
consists of a single bite or scratch, and 
they are entirely intact otherwise.

AFFECTATIONS

In Zombie: the Rapture – you are 
placed in the shoes of your Zombie. 
You must discover the mystery of who 
you were before you died. To this end, 
another player at the table will create 
your Affectations. It is recommended 
to pass the character sheets clockwise 
around the table, and to discuss anything 
in Backgrounds such as Memory or 
Affectations that could apply here.

The other player then creates your 
character’s Affectations, writing a 
backstory in secret for each one. 
Nominally, a Zombie starts with five 
points of Affectations, although this may 
go higher. Affectations are rated from a 
scale of 1-3, depending on how important 
they are to the Zombie’s backstory and 
who they were. Each Affectation guides 
the Zombie to a different location that 
was important in their life, and is placed 
somewhere on the body. A signed 
matchbook from a club the Zombie 
attended in life. A pack of cigarettes from 
a local gas station. Once the Affectations 
are created and the player has filled out 



Breath of Life31Zombie: the Rapture

a short loresheet on each one, they pass 
the character sheet (but NOT the Lore 
sheet) back to the player. The player 
knows what the Affectations are and 
where they are on the body – but not 
what they mean.

CONTEMPT, CLARITY, AND WILLPOWER

Contempt Points are tracked on the 
Contempt tracker. A Zombie may store 
up to 25 points of Contempt at a time, 
and may store up to 10 points of Clarity. 
Contempt is directly spend as Experience 
Points or to fuel abilities. Clarity is spent 
to either stave off Rot, or directly spent 
to add a point to a Clarity attribute. 
Clarity may also be consumed to gain 3 
Willpower.

The Zombie starts with 1d5 Contempt, 
and no Clarity. All Zombies start with 
Willpower at 1. Willpower is governed by 
Spiritual Clarity.

Merits and Flaws

A lot of World of Darkness books have 
giant lists of Merits and Flaws. Some 
players like these. This writer doesn’t. 
Merits and Flaws should be organic – 
elements of the character and ideas that 
spring to the players as cool things to 
incorporate, with the cost worked out 
with the Storyteller – not a menu to 
of ways to make your character more 
interesting. 

For the Players – feel free to come up 
with cool Merits and Flaws for your 
character! Work with the Storyteller 
to determine point values. For the 
Storytellers – ask yourself if a Merit or 
Flaw is something that will impact the 

character’s story and gameplay, and how 
significant this will be. Is this something 
that should apply a debuff, or is it just 
a roleplaying trait? (Some White Wolf 
games have included ‘Shy’ as a character 
flaw.) 

Something should only give or take away 
points if it will make a tangible impact 
on gameplay beyond roleplaying. If a 
character has the ‘Shy’ flaw, it has to be a 
crippling Shyness to the point where they 
won’t speak to most strangers at all, not 
just a demureness. 

FREEBIES

Spend Freebies on Merits, add Freebies 
with flaws – Freebie points start at 15, 
and should cap at 21.

Clarities – 8 Points Per Dot

Attributes – 4 Points Per Dot

Abilities – 2 Points Per Dot

Profanities – 6 Points Per Dot

Backgrounds – 1 Point Per Dot

Contempt – 1 Point Per Dot

Clarity Points – 8 Points Per Dot

Willpower – 2 Points Per Dot
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CREATION PROCESS
Concept

Choose a Name, Nature/Demeanor, and Goal.

CLARITIES & Attributes

Distribute two points between Clarities. 
All Clarities start play at 1.

Players distribute an ordinary spread of 
7/5/3 into Attributes of their choice.

Strength – Ungoverned
Dexterity – Physical Clarity
Stamina – Ungoverned

Charisma – Social Clarity
Manipulation – Social Clarity
Appearance – Physical Clarity

Perception – Mental Clarity
Intelligence – Mental Clarity
Wits – Ungoverned

ABILITIES

Players distribute an ordinary spread of 
13/9/5 into Abilities of their choice.

Talents
Alertness – Ungoverned
Athletics – Physical Clarity
Awareness – Spiritual Clarity
Brawl – Ungoverned
Empathy – Social Clarity
Expression – Social Clarity
Intimidation – Ungoverned
Leadership – Social Clarity
Subterfuge – Physical Clarity

Skills
Animal Ken – Ungoverned
Crafts – Mental Clarity
Firearms – Physical Clarity
Human Etiquette – Social Clarity
Melee – Ungoverned
Operate – Mental Clarity
Performance – Social Clarity
Stealth – Physical Clarity
Survival – Ungoverned

Knowledges
Academics – Mental Clarity
Area Knowledge – Mental Clarity
Enigmas – Mental Clarity
Human Nature – Spiritual Clarity
Investigation – Mental Clarity 
Medicine – Mental Clarity
Occult – Spiritual Clarity
Science – Mental Clarity
Technology – Mental Clarity

PROFANITIES

Distribute 2 points to Profanities your 
Zombie qualifies for.

Abnegation - Defy death again - and again, 
and again...

Abominate -Become a living chemical plant.

Apostasy -Investigate the deeper aspects of 
Death, and develop powerful magic.
REQUIRES: Mental Clarity 3, Spiritual Clarity 3

Apprehension -Stretch your perception, 
witness the apocalypse.
REQUIRES: Mental Clarity 2

Exhortation -Manipulate Husks and The 
Chorus.
REQUIRES: Social Clarity 2, Mental 
Clarity 2
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Peregrination -Cover immense distances 
and create markers for other Zombies.

Rage - Transform into the ultimate killer.

Scourge - Invite carrion and lesser beasts 
into your body, and lead them as a horde.
REQUIRES: Physical Clarity 3

Subversion - Camouflage yourself and 
evade detection from the living.
REQUIRES: Physical Clarity 3, Mental 
Clarity 3

Tyranny - Explode with anger at 
everything around you.
REQUIRES: Physical Clarity 2

Prospect - Understand the motivations 
and goals of Mankind.
REQUIRES: Social Clarity 3, Mental 
Clarity 3

Virulence - Spread the Rapture to others, 
and subvert survivor strongholds.

BACKGROUNDS

Assign 5 points to Backgrounds – things 
your Zombie wakes up to.

Affectations – Your Zombie has more 
affectations than normal.

Armor – Your Zombie gains Chitinous 
Plating.

Bridge  – A human who is aware of your 
Zombification.

Memory – Specify a word that the 
player who creates your Affectations 
must incorporate into your character’s 
backstory.

Stockpile – A collection of.. something, 
near you.

Stronghold – Your Zombie found a good 
place to hole up. 

Survivor – Your Zombie has information 
from after the apocalypse. 

Weapon – A weapon your Zombie was 
carrying when they died. 

Wounds – The more you take, here, the 
more intact your Zombie looks. 

AFFECTATIONS

Another player must assign your 
affectations (5 points worth by default), 
and write about their background.

Contempt, Clarity & Willpower

Start with  1d5 Contempt and 1 Willpower.

MERITS & FLAWS

Assign and create as reasonable for the 
character.

FREEBIES

Clarities – 8 Points Per Dot
Attributes – 4 Points Per Dot
Abilities – 2 Points Per Dot

Profanities – 6 Points Per Dot
Backgrounds – 1 Point Per Dot

Contempt – 1 Point Per Dot
Clarity Points – 8 Points Per Dot

Willpower – 2 Points Per Dot





CHAPTER FOUR
PROFANITIES
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“Ain’t seen anything like this before.”

“Jesus. Don’t let that stop you from smearing 
it all over yourselF!”

“They’re changing.”
– Bill & Francis, Left 4 Dead

PROFANITIES
Zombies are creatures of dark emotion, memory, and magic. Each of these things 
informs the eleven known Profanities – dark emotions pull Zombies into fighting 
more efficiently, warping their physical shapes, and horrifying those who witness 
them. Memories pull Zombies into trances as they remember and glean insight into 
the world they’ve been shaped by. Magic enables Zombies to walk, think, and exist, 
and forms the core of the question – Why? 

Profanities are the powers that Zombies are able to tap into – some frightening, some 
curious, and many downright magical. Some profanities may only be learned with 
Contempt, as denoted in the Cost field. Some profanities have a Clarity requirement 
to learn, indicating some level of understanding the Zombie must reach before 
accessing that particular power.

LEARNING PROFANITIES

Profanities are instinctively learned by Zombies. There is no such thing as a clan 
or tribe of zombie, nor a restriction on the sort of Profanities a Zombie can learn 
beyond Clarity or Contempt requirements. A Zombie is not usually aware of learning 
a Profanity – it simply comes naturally to them, and is usually an extension of who 
they already are. As a result, each Profanity has an ‘associated behavior’ entry that 
describes the sort of Zombie who picks up this Profanity. These are not required, but 
it is encouraged for both the Players and Storytellers to consider them when deciding 
on how a character will develop.
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Abnegation
Abnegation is the process of denial – 
specifically, a denial of limitations. A 
Zombie can often feel as though they are 
immune to pain, violence, that they have 
entered a sort of blessed state where 
their numbness to the world makes them 
stronger – and this Profanity can enable 
them to become immune to death itself. 
Practitioners of this Profanity are known 
as Disbelievers.

Cost
10 XP for first level, 5 XP * level for 
additional levels OR 7 Contempt for first 
level, 4C * level for additional levels.

Associated Behavior
Abnegation tends to take root in 
characters who have either suffered 
an Extreme Wound, or have survived 
significant non-threatening damage.

Appearance
Abnegation appears as hard patches of 
skin – sometimes tumorous and bulging, 
sometimes flat and dull, but always 
tough-feeling and unyielding.

Levels
Abnegate 1 - Ruthless Tenacity

The Zombie cannot be dissuaded from a 

goal or target. Roll Willpower, difficulty 6. 
This ability costs 1 Contempt to activate, 
and lasts for a scene. When activated, 
the Zombie must set a goal – this goal 
can be anything that is achievable within 
the scene. ‘I want her dead.’ ‘I want to 
push that door open.’ For the remainder 
of the scene, nothing short of death will 
stop the Zombie from achieving their 
objective – each activation success 
provides an additional die to the Zombie 
in any resistance roll against something 
trying to stop them from reaching their 
objective – be it a Soak roll, a strength 
roll to resist a grapple, or anything else. 
The Zombie becomes single-minded of 
purpose – and cannot change their mind 
easily. If their goal is set to kill someone, 
they will climb on top of the person and 
maul them until they are dead -and keep 
going until the scene is out, ignoring any 
other stimuli. The Zombie can break out 
of this trance by rolling Mental Clarity 
against a difficulty of 8, but this roll may 
only be attempted twice. If failed both 
times, or botched once, the Zombie is 
locked into their tenacious purpose for 
the scene.

Abnegate 2 - CHITIN

Chitin is the second level of Abnegation, 
and gives an additional soaking blow for 
a limb struck by Extreme Damage. The 
limb gains the characteristic appearance 
of Abnegated tissue. When a Chitined 
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limb is struck by Extreme Damage, Chitin 
is destroyed before Affectations. Chitin 
may be purchased multiple times, and it 
can be bought again if destroyed – but it 
cannot be stacked on the same body part.

Abnegate 3 - Anelid Morphology

Anelid Morphology grants the Zombie 
a frightening level of control over 
their own limbs – even when they 
are detached from the Zombie. Each 
individual muscle and part of the limb 
may be moved independently, even if 
they would break – allowing you to grip 
objects backwards, or twist through 
particularly tight spaces (granting 
-1 difficulty rolls to get through tight 
spaces.) The most frightening trait of 
this power is that the Zombie is now 
able to simply deny that a missing limb 
is truly gone – through the expenditure 
of 1 Contempt, they are able to exhibit 
control of a severed body part. Eyes can 
twitch on their own, hands can ‘walk’, 
and legs can hop along. This control 
lasts for a scene and may be refreshed 
or reactivated as needed – although 
the body part cannot create senses it 
does not have. A leg will hop around on 
its’ own, but you need to see it to give 
it accurate commands. The severed 
limbs must be reattached. Brights who 
specialize in this often carry staple guns 
and stud their flesh with hooks for a 
reason. A final, wonderful trait that this 
provides to the Zombie is that limbs 
‘destroyed’ via being chopped off for 
extreme damage are easy to reattach and 
use once more, although they can still 
be destroyed by slicing them into little 
pieces, or blasting the limb apart.

Abnegate 4 - Butterfly Cocoon

The Zombie may enter a trance using 
this level of Abgenation, growing a 
strange, fleshy pod that encases them 
and resembles a bulging mass of tumors. 
This ability costs 5 Contempt. While in 
this state, the Zombie gains one counter 
of Rot that may not be countered with 
Clarity – but emerges with all missing 
limbs restored to full function, although 
any lost Affectations are still gone. This 
process takes one full day, and during 
this time, the Zombie is vulnerable – if 
they are awakened at any point, the 
process fails, the Contempt is spent, and 
they fail to recover what was lost. The 
Zombie within the cocoon is vulnerable 
and enters a state of Rapture when the 
cocoon’s outer shell is broken.

Abnegate 5 - Denial

The Zombie may simply deny death. 
This level of Abgenation is the ultimate 
insurance policy – if your Zombie 
meets death, they simply.. don’t. Even 
if their cerebellum is destroyed – the 
Zombie just keeps moving, fueled only 
by Contempt. While in this state, the 
Zombie may continue functioning with 
whatever limbs they have remaining. 
They must spend a point of Contempt 
for every scene (eight  points per night) 
that they want to continue living. If they 
are able to reach a safe place to enter 
a Butterfly cocoon, they may be able to 
fully regenerate – but this horrifying 
experience provides an additional point 
of Rot, as the head never comes back 
fully right.
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ABOMINATE
The Rapture should make you sick – 
to become an undying monster is a 
horrifying fate. And yet, some seize onto 
it with a sense of ghoulish freedom. 
Rapture is a chance to wander a dead 
world with human eyes, and to exist free 
of boundaries or limitations. The body 
twists and turns, and blood runs cold as 
changes take place. Practitioners of this 
ability are known as Abominations.

Cost
5 Contempt for first level, 4x Current for 
every additional level.

Requirements
3 Physical Clarity

Associated Behavior
Abominate is a Profanity favored by those 
who have little to lose in dispensing of 
their humanity. This isn’t to say that all 
users of Abominate are twisted and evil, 
and wish to inflict harm on humanity 
– but this is to say that all users of 
Abominate are detached from humanity, 
and are, for one reason or another, eager 
to push their bodies to the limit.

Appearance
Abominate turns a body fluid of the player’s 
choice into a glowing, unsettling-looking 
gak that seeps out of wherever it should 
be. Eyes run over and turn green, leaking a 
trickle of it coming out of the mouth.
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Levels
Abominate 1 - Caustic Blood

The Zombie may transform a body 
fluid, usually spit or blood, into a caustic 
substance. This requires 1 point of 
Contempt, and lasts for one scene. While 
active, the substance in question is 
capable of melting through most organic 
materials and some metals, dealing 2 
lethal damage per turn to flesh and blood. 
Melee weapons that strike a Zombie with 
Caustic Blood that are made of low-
quality metal will collapse into slag. 

Abominate 2 - Projection

The Zombie may now project any one 
of their bodily fluids from their mouth. 
This power does not require a roll or 
expenditure to activate, although it 
is limited in range (~20 feet), and the 
Zombie must roll Wits + Alertness to 
strike a specific target.

Abominate 3 - Living Pharmacy

The zombie is able to create a ‘living 
pharmacy’ within themselves, 
synthesizing various chemical 
compounds from their innards. 
Creating enough of these substances 
for a scene’s use requires a Stamina roll 
(variable difficulty), or an expenditure of 
Contempt. These include a particularly 
slippery slick (d5), a thick cloud of smoke 
(d6), a vomit that attracts Husks via 
scent (d7), or even a thick epoxy(d8). The 
glue-like substance can either be used 
to trap enemies (requiring a difficulty 8 
sustained Strength roll to make your way 

through), or it can be used to seal wounds 
on the living, stopping bleeding.

Abominate 4 - Projection

The Zombie may now convert any of 
their above emissions into gases – 
creating areas of denial, securing a 
haven, or otherwise hindering their foes. 
Gaseous emissions, unlike bodily fluids, 
can remain until an area is properly 
ventilated – and do not seem to bother 
zombies much at all.

Abominate 5 - Contamination

The Zombie may spread their unique 
levels of Abominate to others – either 
Husks, Brights, or even human 
beings. This ability costs 1 Contempt 
for every five Husks infected, and 1 
Contempt to attempt it on Brights or 
humans. The undead are not harmed 
by Contamination – but may spread it, 
dribbling the foul chemical cocktails 
from their orifices and improving their 
combat capabilities. Human beings, on 
the other hand, will panic and spread 
the Contamination – before meeting a 
gruesome end. An unwilling recipient 
of Contamination must be successfully 
grappled before the Contamination can 
take place. The Contamination lasts for 
one scene.



Profanities42Zombie: the Rapture

Apostasy
Apostasy is a surprise, even to The Bright 
who learn it. As interlopers between 
the world of the living and the dead, 
Apostates are capable of frightening 
levels of insight, and even magic – that 
enables them to master and conquer 
death itself.

Cost
20 XP for first level, current x 7 for each 
additional level.

Requirements
Spiritual Clarity 3, Mental Clarity 3

Associated Behavior
Those who practice Apostasy are often 
interested in the deeper workings of 

their being. Researchers of the dead, they 
investigate their condition – picking at 
their wounds, timing the resurrection 
of a dead human into a Zombie, and 
other phenomena. Zombies that practice 
this power are universally relatively 
knowledgeable. Apostates have almost 
universally stumbled across some 
display of faith, or the occult within their 
undeaths.

Appearance
Apostates will often carry some token 
of their death – whether it be a messily 
scrawled diary of their time as a member 
of the undead, a totem made of dessicated 
body parts, or a symbol drawn onto their 
forehead – this becomes a focal symbol of 
their experience as a member of the Bright.
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Levels
Apostasy 1 - Token of Passage

Apostates may create a Token of Passage. 
This requires an expenditure of Willpower 
and a small item, usually inscribed with 
the symbol of the Apostate in question. The 
Token of Passage is given – or placed – onto 
the target in question. The effect is different 
depending on the nature of the individual. If 
given to The Bright, the target will experience 
Rapture checks at a -2 difficulty. If given to a 
human being, they will no longer attract the 
attention of Husks, and will not transform 
into a zombie when they die. If given to a 
Husk, the Husk will ignore human beings 
and not experience Rapture. The token will 
last for one night.

Apostasy 2 - Manipulate Decay

Apostates may reach out and manipulate the 
decay of inanimate objects. Guns jam, rotten 
floors hold weight as though they were new, 
and walls crumble. Roll Willpower, difficulty 
5. The range is sight. 1 success is required 
to subtly weaken an object or reenforce it, 
3 successes are required to repair or break 
a piece of machinery (like a gun), and 5 
successes can powder concrete walls.

Apostasy 3 - Living Flesh

Apostates begin to understand the complex 
energies that made them a Zombie. Though 
they cannot become fully human – they 
may take on the countenance of Humanity, 
enabling them to slip by enemies and 
interact more comfortably with survivors. 
This power requires the expenditure of a 
point oF Willpower. Human-looking flesh 

ripples across the Zombie’s body, giving 
them a waxy, but human appearance – even 
still, this disguise is not perfect. A Per + Emp 
(d8) check can discern that something is 
wrong. The disguise lasts for a scene, after 
which the new flesh sloughs off like wax, 
leaving a disgusting mass. 

Apostasy 4 - Touch of death / 
Abate Death

The Apostate may manipulate the floes of 
Death. When touching another Zombie, 
they may heal a single point of an Extreme 
Wound, although this requires the 
expenditure of a point of Clarity. Healing 
oneself is a tad easier, and merely requires 
a point of Willpower. The wound seems to 
mystically restore to the way it was before it 
was ever damaged. When touching a human 
being, the Apostate may harm or heal. Rolling 
Willpower, they may either inflict two points 
of Aggravated damage for every success, 
instantly Zombifying the human – or heal 
two points of Lethal for every success, 
sealing wounds. The use of this power only 
requires the roll, and has no limit otherwise. 
This power may only be used if touching 
bare flesh. Killing a human being with this 
power instantly puts both characters into a 
state of Rapture for one scene.

Apostasy 5 - Awaken Eidolon

Apostates can awaken the Eidolon, making 
a Husk a permanently Bright zombie. This 
process is irreversible and immediate, and 
requires a laying on hands and eye contact. 
Something is spoken into the Chorus 
– the players and Storyteller will never 
know what it is – and the Husk awakens. 
This process requires the expenditure of 
permanent Willpower.



Profanities44Zombie: the Rapture

Apprehension
Apprehension is feeling – it is sensing 
and perceiving the world around you. 
In short, it is much of what Zombies 
do. Note that perspective is not 
understanding  - some Brights use 
this Profanity in order to wreak havoc 
more efficiently and track their prey. 
But many use it to glean insights to the 
world around them. The wielders of this 
profanity are known as Apprehensives.

Cost
9 XP for first level, Current x 5 for 
subsequent.

Requirements
Mental Clarity 2

Associated Behavior
Apprehensives are usually witnesses – 
having seen something that no one else 
has, or witnessed something terrible. 
Methodical and relatively quiet, they do 
not groan – they merely stop and watch, 
and often seem more keen to observe 
than to interfere with a developing 
situation, only acting after they have 
gathered the facts.

Appearance
The eyes of an Apprehensive tend to be 
blown out, eight-balled, filled with blood, 
or just strange. They’re immediately 
captivating, and they seem to gaze past 
everything they look upon.

.Levels
Apprehension 1 - Details

Apprehensives are good at picking out 
small details in their environment that 
most zombies would miss. By centering 
themselves in a place for one scene, they 
are able to automatically pick out small 
details that hint towards greater knowledge 
– spotting a trail of broken leaves to detect 
someone’s passage, or finding a lost 
affectation on the ground. This process 
involves something like meditation, and a 
slow, methodical pacing – the location can 
be quite large, so long as it is traversable 
within the scene.
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Apprehension 2 - Sense Death / 
Sense Life

Apprehensives are able to sense 
concentrations of the Dead near them by 
rolling Perception + Alertness at a difficulty 6. 
One success tells them how many zombies 
are in the block, with 3 successes extending 
the reach to 5 blocks and granting them 
additional knowledge of numbers, and if any 
of those perceived are Bright. 5 successes 
enables the Apprehensive to sense the 
precise location and nature of every Zombie 
within 12 blocks.

Apprehensives are able to sense the Living 
as well as the Dead by spending a point of 
Contempt, or rolling Perception + Alertness 
vs. a difficulty 8. One success allows them 
to sense the closest living person within a 
block, three successes extend the range to 
5 blocks and allow them to detect multiple 
living people, with 5 successes granting 
them perfect knowledge of numbers, 
temperament, and weapons carried by the 
living. A point of Contempt spent grants 3 
successes automatically.

Apprehension 3 - 
Memories in the Eyes

Apprehensives are able to glean knowledge 
by looking into eyes – a strange power that 
can be used on corpses, Zombies, and the 
living alike. Roll a Perception + Awareness 
roll against a difficulty of 8 after meeting 
eyes with your target. Success allows you to 
extract a vision of something important or 
visceral witnessed recently – the Zombie 
does not choose what they glean, and 
additional successes improve the clarity and 
duration of the vision.

Apprenshion 4 - 
Consumed Knowledge

Apprehensives are able to glean knowledge 
through other, messier ways -by devouring 
brains. This power works against any 
suitable target, and costs the Zombie 1 
Contempt when used. When the Zombie 
devours a target’s brain, they are able to 
make an Intelligence + Alertness roll to 
internalize the knowledge of the individual  
- each success provides access to either one 
pertinent memory (‘What is the code to this 
door?’) or allows the Zombie to perform 
one check with the victim’s dice pool (‘I 
want to repair this machine using the dead 
engineer’s memories.’) The effect lasts for 
one scene after devouring, and this power 
can only be activated once per scene.

Apprehension 5 - Hordesight

Apprehensives can reach out and witness 
through the eyes of all Husks in the 
vicinity, allowing them to coordinate and 
understand situations with effective ease. 
The Apprehensive closes their eyes and 
reaches out, spending a point of Willpower 
and rolling Perception + Empathy. Success 
activates the ability – allowing the Zombie 
to witness through the eyes of any Husk in 
the localized vicinity (roughly one block). 
Husks who wander into the vicinity grant 
sight to the Bright, and Husks who leave 
drop off of their vision. The Bright is able to 
speak while this effect is ongoing, and may 
even move – although complex actions 
are difficult while in concentration. The 
Apprehensive gains Contempt for every 
human being they witness being killed by 
the Husks during this. The effect lasts for 
one scene.
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Exhortation
Exhortation is community – it’s 
the Bright understanding their role 
amidst the Husks, and their further 
interpretation of it. Some Brights view 
this as a call to responsibility – to 
shepherd their brethren. Others take this 
as a dominance – a demonstration of the 
Bright’s inherent superiority.  Zombies 
who practice this power are known as 
Orators.

Cost
10 XP for first level, current x 5 for 
subsequent.

Requirements
Social Clarity 2, Mental Clarity 2

Associated Behavior
Orators are often those who have, in 
some way, used or led large hordes 
before – they often have an experience 
where a Horde of Husks seems to follow 
their whim, and thus learn this ability. 
Orators are often seen amidst a Horde, 
where their voice can reach the most 
through the Chorus.

Appearance
Orators do not have a special appearance – 

but are known to release horrifying groans 
and screams when directing their forces. 
They are capable of keeping these silent 
through concentrated will – but it seems 
almost instinctive.

.Levels
Exhortation 1 - The Choir

The Orator rolls Charisma + Survival 
against a difficulty of 6. Each success 
gives them an additional Husk that is 
considered part of their Choir. Members 
of the Choir are compelled as though the 
Orator has rolled 5 successes, and have 
an unbreakable will – they will follow 
commands perfectly, and are immune to 
Rapture for the scene.

Exhortation 2 - The Calling

The Orator rolls Charisma + Leadership 
against a difficulty of 7, releasing a primal 
screech. Each success extends the range 
of The Calling – 1 success calls Husks 
within earshot, 2 successes calls Husks 
within a block, 3 successes calls Husks 
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within two blocks, 4 successes calls 
Husks within 5 blocks, and 5 successes 
calls Husks within 10 blocks. Husks will 
respond as quickly as they can, and form 
a massive Horde with some efficiency. 
This ability is not subtle, and it takes time 
for Husks to travel in this way.

Exhortation 3 - Compulsion

The Orator’s compulsive abilities now 
stretch to other Brights and Humans. 
The Orator must speak or make some 
sort of strange noise, targeting anyone 
who can hear them – and rolls Charisma 
+ Leadership against difficulty 6. Targets 
may only resist with Willpower at a 
difficulty 8. A target that is Compelled 
in this way will be transfixed, trying to 
puzzle out what the Orator is saying, 
finding some deeper meaning in the 
words, and will even abandon their own 
safety in pursuit of finding out – although 
this transfixion only lasts for a turn. So 
long as the target is not in direct danger, 
they can be transfixed for an amount of 
turns equal to the activation successes. 
This ability can only affect a target once 
per night.

Exhortation 4 - Cascade

The Orator may send a message or idea 
through Husks – creating a rippling, 
powerful chain of thought through 
The Chorus. Husks will obey the idea, 
although this has a more limited effect 
the further that it travels through The 
Chorus. Roll Charisma + Expression 
at difficulty 8, and speak your idea to a 
nearby Husk. The idea may be something 
like, ‘gather near the center of town 
every dusk’, and most Husks will obey 
– although some on the city limits will 

simply wander closer to the city instead 
of entering the center itself. The idea can 
also be, ‘this man must be hunted down 
and killed’ – and Husks will relentlessly 
pursue the target. The Communique 
spreads slowly, but eventually, every 
Zombie in the city will have heard it, and 
will quietly repeat it into The Chorus. 
This power can also be used to send 
messages. Be careful, though – messages 
sent in this way can be intercepted by 
any who can listen into The Chorus.

Exhortation 5 - Echo

The Orator may leave their voice echoing 
in the local Chorus – allowing it to be heard 
long after they are gone. By speaking a 
simple idea or command into The Chorus, 
it echoes and continues to influence local 
Husks. ‘Stay Away’ is a common one for 
locations with Survivors that the characters 
wish to spare – but a particularly vindictive 
Zombie can apply an echo to an individual, 
as well – creating a beacon for Husks that 
makes it nearly impossible for the individual 
to sneak. Roll Charisma + Expression, and 
spend 1 willpower to target a location, and 
1 Contempt to target a living being. The 
difficulty is 6 to plant an Echo on a location, 
and 7 to plant an Echo on an individual. To 
target an individual or a place, the Zombie 
must be touching it. The individual may 
resist with a Willpower save at difficulty 8. 
This power lasts based on the activation 
successes once resolved – with one success 
granting a 5-turn duration, two successes 
granting a scene, three successes granting 
a night, four successes granting a week, 
five successes granting a month, and six 
successes creating an indefinite echo within 
The Chorus. The Echo sounds otherworldly 
and frightening when heard.
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Peregrination
Peregrination is the urge to wander 
aimlessly given power – the ability for 
Zombies to navigate long distances, to 
move and manipulate Hordes across vast 
stretches, and to discover strange new 
worlds to ravage or settle down in.

Cost
8 XP for first level, Current x4 for 
subsequent.

Associated Behavior
Peregrination often takes root in Zombies 

that have traveled a long way – it’s simply 
a trait inherited from crossing distances, 
seeing different places, and arriving in 
new locations. They become known as 
Wanderers.

Appearance
Zombies who adopt Peregrination take on 
a more worn, weathered look. Feet caked 
in mud, hair buffeted by wind, and skin 
covered in tiny nicks from long hours of 
travel.
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Levels
Peregrination 1 - Walkabout

Wanderers who go on a Walkabout 
must enter a state similar to Rapture. 
This ability does not cost anything – the 
Zombie rolls Perception + Alertness, 
difficulty 6, and must wander the 
adjacent area for 6 hours. When they 
return, each success grants them another 
question that they may have answered 
about the location. ‘How many people 
are here?’ ‘What happened here?’ ‘Is 
there anything interesting nearby?’ – the 
Zombie simply gathers a great deal of 
sensory input all at once, and uses it to 
answer these important questions. The 
first question must be declared before the 
Walkabout begins.

Peregrination 2 - Trail of Whispers

The Wanderer may leave a Trail of 
Whispers, enabling other Zombies 
to follow them – the ability costs 1 
Willpower and lasts for a scene and 
allows someone to trail the Zombie for up 
to a mile. Husks will gather near the trail, 
but will not directly follow it.

Peregrination 3 - Caravan

The Wanderer may create a Caravan, 
moving an attached Horde across a long 
distance. Roll Charisma + Leadership, 
difficulty 6. Each success indicates the 
distance the Caravan can travel. At one 
success, the Caravan can travel up to a 
kilometer. At two successes, the Caravan 
can travel across an entire city. At three 
successes, the Caravan can travel for ten 
miles. At four successes, the Caravan can 

travel for fifty miles. At five successes, 
the Caravan merely continues traveling 
so long as the Bright wills it. As a Caravan 
travels, Zombies join it instinctively – 
allowing for Hordes of frightening size to 
build up as a result. Once a Caravan has 
ended, the Horde associated with it will 
quickly disintegrate into multiple smaller 
hordes that splinter in all directions.

Peregrination 4 - Destination-Sense

Destinations are important to Wanderers, 
and once they set their minds to a 
place, they cannot be disoriented from 
locating it. The Wanderer must designate 
a Destination – this can be a place, 
an objective, or an individual. Once 
designated, a Wanderer must spend 1 
WP to confirm the Destination – from 
that point forwards, the Wanderer has a 
perfect sense of the general location of 
the Destination, and they may locate it 
with relative ease no matter what.

Peregrination 5 - Crusade

Wanderers are able to mark sites as being 
important to all Zombies – even sites that they 
have never attended. Crusade is activated by 
spending a point of Permanent Willpower, 
or five points of Contempt. A Crusade target 
lasts for an entire week once activated – 
the Wanderer may send any Husks they 
encounter on the Crusade with merely their 
presence – words echoing into The Chorus 
informing the Husks of where to go. Brights 
also hear this call, but may choose to resist 
it. A Crusade can lead Hordes and entire 
swaths of the undead across vast stretches 
of territory, including water, wilderness, and 
others – and it attracts them in a fervent, 
feverish pull that seems unending. A 
crusaded location is decidedly unsafe for the 
living, and is decidedly safe for the dead.
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Rage
Rage is at the heart of Contempt – it’s 
searing, white-hot malice directed into 
one purpose: combat. Rage enables 
a Bright to hunt living beings with 
increasing efficiency, destroying their 
own humanity in the process. Zombies 
who practice this ability are known as 
Malcontents.

Cost
4 Contempt for First Level, 6x Current for 
Subsequent.

Associated Behavior
Adherents of Rage are killers. They must 
kill human beings, and every level of this 
Profanity relates to killing human beings 
more efficiently. Killing can be for the 
right reasons – but it stains a Zombie 
permanently.

Appearance
Adherents of Rage often begin to practice 
self-mutilation – removing lips, eyelids, and 
even chunks of flesh to make themselves 
deadlier and more inhuman-looking. These 
modifications often take place during the 
heights of Rapture.
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Levels
Rage 1 - Burst of Speed

A Zombie with Rage is able to move with 
incredible speed – spend 1 Contempt to 
double your character’s movement speed 
and triple your jump distance for a scene.

Rage 2 - Keratic Growth

A Zombie with Rage is able to exacerbate 
the sharpness of teeth, fingernails, 
or toenails – granting them +1 dice to 
brawl damage (converting the damage 
to Lethal), and +1 die to climbing as they 
grow horrifying claws and long, razor-
like teeth. This level of Rage may be taken 
multiple times, up to a maximum of +3. 
This is a permanent change.

RAge 3 - Fury

A Zombie who has mastered Rage does 
not experience Rapture in the same way 
as others – they enter a wild, frothing 
state that grants them +3 to all physical 
dice pools and the benefits of Burst of 
Speed for the duration.

Rage 4 - Frenzy

A Zombie who has mastered Frenzy can 
whip Husks into an absolutely horrifying 
anger. Any currently active effects of 
Rage may also be activated on a nearby 
Husk with the expenditure of one point of 
Contempt. The Malcontent must elicit a 
horrifying roar, and may spend as many 
Contempt points as the amount of Husks 
they wish to gift with their abilities.

Rage 5 - Cold Fury

A Zombie who has mastered Cold Fury no 
longer loses total control during Rapture. 
They are still in a state of abject frenzy, but 
they are no longer fully commanded by it, 
enabling them to act normally in combat.
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Scourge
The dead rot – for Zombies, this isn’t 
quite true. They decay through a process 
called Rot, but bacteria, flies, and 
environmental conditions don’t seem to 
bother them. Indeed – some even learn to 
bask in this Filth, becoming dens of filth 
and disease. They are known as Pariahs.

Cost
5 Contempt for first level, 4x Current for 
every additional level.

Requirements
Physical Clarity 3

Associated Behavior
Pariahs spend a great deal of time within 
filthy environments – The Bright who choose 
to make their dwelling in Sewers, who wade 
into diseased areas, and who encourage 
insects and others to feast on their flesh 
create the conditions to learn Scourge.

Appearance
Pariahs tend to take on an appearance that 
allows their denizens to emerge. Pariahs 
who favor insects will grow hives on their 
torso. Pariahs who favor rats will develop 
gaping holes that the rats can enter and exit 
from at will.
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Levels
Scourge 1 - Living Hive

The first level of Scourge involves 
inviting the new tenants to stay. Zombies 
can adopt most any sort of beast that can 
fit into their chest cavity – the process 
merely requires the expenditure of 
Willpower and a source of the hive – 
roughly a hive of insects, or a den of ten 
rats, etc.. At will, the Zombie may release 
this hive, unleashing pandemonium 
around them. Although they cannot 
control the beasts yet, this can create 
an effective distraction, or a horrifying 
display. If the Chest is destroyed, the 
Zombie may relocate the Hive to an 
extremity.

SCOURGE 2 - Bloat Vector

The next level of Scourge involves 
selective bloating. The Zombie may 
compel their beasts to create pockets of 
putrid and festering tissue that enables 
the Zombie to float. The bloat also allows 
the Zombie to, if necessary, explode. 
This deals one point of extreme damage 
to the Chest, but anyone in the vicinity 
who is touched by the Zombie’s abilities 
is a valid target for any of the Zombie’s 
existing on-touch abilities, not to mention 
disgusted and blinded. To bloat up, the 
Zombie must spend 1 Contempt. The 
ability lasts for up to a day.

Scourge 3 - Dark Bidding

The Zombie may call their Denizens to 
accomplish simple tasks or even attack 
a target, spending 1 Contempt to activate 

this ability if used against a living target. 
Otherwise, roll Stamina  + Leadership to 
direct your flock to complete a simple 
task.

Scourge 4 - Hangers-On

The Zombie may double the size of their 
stockpile of Denizens, granting them 
a second horde of denizens that either 
roost in another body part, or simply 
follow the Pariah around. This horde 
may be directed with Dark Bidding at the 
same time as the other horde, allowing 
you two possible actions. This action may 
be purchased up to twice. The horde does 
not have to be of the same type as the one 
within the Zombie (e.g. Rats can follow 
along, with a nest of flies inside.) This 
horde can be ordered to remain in an 
area – and so long as the Pariah is within 
the general vicinity, the denizens will 
remain where they are.

Scourge 5 - Anim,al Transmission

The Pariah is now capable of infecting 
his Denizens with Rapture. The Denizens 
become Husks for the purpose of any and 
all abilities, and are able to speak directly 
to The Pariah through The Chorus. When 
one of his Denizens attacks or touches 
another entity, that entity is considered in 
contact with the Pariah. The Pariah may 
even directly speak, see, and act through 
his Denizens with the expenditure of a 
point of Contempt.
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Subversion
Subversive Zombies are Brights who 
have, to some degree, internalized the 
philosophy that it is better not to be seen 
in the state that they are in. Either in the 
interest of violence, or in the interest 
of pacifism – these creatures learn to 
remain hidden away from the world, only 
emerging when absolutely necessary. 
They are known as Mannequins, for their 
tendency to remain absolutely still in 
bizarre positions.

Cost
9 XP for first level, Current x 5 for subsequent.

Requirements
Physical Clarity 3, Mental Clarity 2

Associated Behavior
Remaining hidden away and evading human 
interaction at all costs – even other Brights – 
is a common trait for Mannequins.

Appearance
Mannequins are often covered in dust and 
debris – and camouflage very well into their 
environment.
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Levels
Subversion 1 - Absolute stillness

Mannequins are able to remain 
absolutely still in positively 
uncomfortable positions – standing on 
one leg, raising one arm into the air, or 
otherwise. This allows them to remain 
undetected by motion sensors and a 
simple peek into a dark room. Requires 
a Dex + Stealth roll, difficulty 5. Each 
success grants another scene of this 
effect.

Subversion 2 - Green Light

A Mannequin is able to instinctively 
sense when someone is looking at them. 
By spending a point of Contempt or 
Willpower, they are able to use this to their 
advantage – and become still the moment 
they are looked at, often hugging against 
the wall or standing amidst other vertical 
objects, making them impossible to notice.

Subversion 3 - Natural Camouflage

A Mannequin is able to crawl along walls 
and move through low, tight areas with 
particular ease and absolute silence. Spend 
1 WP and roll Dex + Stealth, difficulty 6. 
For a full scene, the Mannequin gains 
increased flexibility, decreasing any 
difficulties to squeeze through tight 
spaces by -1. In addition, the Mannequin 
becomes whisper-silent, and is able to 
remain undetected by lying against walls, 
becoming difficult to see. (difficulty 8 to 
spot, contested vs. Dex + Stealth)

Subversion 4 - Crawler

A Mannequin is able to preternaturally 
climb up any surface – allowing them 
to maneuver up walls and even along 
ceilings. Activating this ability requires 
a Dex + Athletics check (difficulty 8) or 
a point of contempt. It lasts for a scene, 
and allows normal movement – albeit 
crawling – along almost any surface
.

Subversion 5 - In Perfect Silence

A Mannequin’s stealth becomes a 
permanent trait of their movement. 
Opening doors, moving along crushed 
glass, or disturbing tin cans simply does 
not make noise any longer. Husks that are 
under the command of the Mannequin 
remain perfectly silent, and anyone the 
Mannequin attacks remains perfectly 
silent – their screams simply come out 
as dead air. This power is passive. Allied 
Brights may spend a point of Contempt to 
join in the ‘silence’ for one scene.
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Tyranny
Tyrants, practitioners of tyranny, 
are driven by anger much like their 
Malcontent cousins – but instead of 
directing it at the living, they direct it into 
their environment, into themselves, and 
into anything that moves. 

Cost
8 Contempt for First Level, 4x Current for 
Subsequent

Requirements
Physical Clarity 2

Associated Behavior
Tyranny is the only Profanity that requires 
the Bright to use physical violence against 
Husks – destroying Husks in fits of rage is a 
common trait of Tyrants.

Appearance
Tyrants erupt in hives, tumors, and thick 
expansions of musculature that render 
them into walking titans, capable of 
inflicting terrible levels of punishment.
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Levels
Tyranny 1 - Sadism

For every individual the Tyrant destroys 
– Zombie or Human, they gain an 
additional point of Strength, up to a +3, 
that lasts until the end of the scene. The 
Tyrant may also destroy a Husk to gain 1 
Contempt, once per day.

Tyranny 2 - Explosive Strength

The Tyrant may inflict a terrifying amount 
of damage with a single blow. Spend 1 
point of Contempt, and double successes 
on a single attack, as your character 
performs a horrifying, ferocious swipe 
capable of obliterating barricades and 
sending small cars flying.

Tyranny 3 - Titanic Size

The Tyrant grows in size, gaining an 
additional two points of Strength (this 
is not marked in the Attributes section 
but added afterwards.) The Tyrant’s 
threshold for Extreme Damage now rises 
– with most weapons short of anti-tank 
munitions and chainsaw blades being 
unable to inflict serious damage to the 
Tyrant.

Tyranny 4 - Annihilate

The Tyrant performs four rapid melee 
attacks against a target in fast succession, 
slamming against it in an effort to destroy it. 
Spend 1 Contempt. If the Tyrant fails, they 
collapse, exhausted – and suffer a -4 penalty 
to all rolls for the remainder of the Scene.

Tyranny 5 - Explosive Mutation

If any of the Tyrant’s limbs are destroyed 
by Extreme Damage, they may activate 
this ability for the cost of 3 Contempt. 
The Tyrant seizes, and the destroyed 
limb manifests tendrils, gnashing 
mouths, and oozing acidic ulcers. The 
limb returns with one point of health 
remaining, and anyone in melee range 
of the Tyrant is immediately subject to 
a grapple check and pulled towards the 
Tyrant, where the waiting mouths will 
deal 5 aggravated damage with a bite if 
the grapple is successful. The Tyrant will 
target anyone in the vicinity with this 
strength – including other Zombies. At 
the end of the scene, the destroyed limb 
returns, albeit with all but one damage 
point ticked off.
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PROSPECT
Prospect is for those who still wish to 
understand mankind – even in their lost 
condition. Those who practice this Profanity 
seek to understand and comprehend the 
motives and aims of humanity – even 
though they may never hope to hold the 
same aims again. Witnesses, as they are 
called, seem to understand mankind better 
than any of the Bright.

Cost
14 XP for first level, current x 6 for each 
additional level.

Requirements
Mental Clarity 3, Social Clarity 3

Associated Behavior
Witnesses are often found observing 
humans – remaining as closeby to survivors 
as possible, and often interfering in their 
operations. This behavior tends to invite the 
development of Prospect.

Appearance
Witnesses often scrounge together clothing 
that can withstand the apocalypse – given 
their limited dexterity, they have become 
known for wearing ragged cloaks and 
makeshift coverings made out of dark 
sheets.

Levels
PRospect 1 - Witness Flesh

The Witness may assess a human 
being from afar, gauging their health 
and general state of mind. They cannot 
witness thoughts yet – but they are able 
to glean if a human is stressed or calm. 
Roll Perception + Medicine, difficulty 8. 
Each success grants further insights into 
the human’s health and condition.

Prospect 2 - Behold Action

The Witness may assess a single action – 
and determine its’ root causes and origins. 
A soldier gunning down a defenseless  
person may be following orders from 
a higher up – this power would allow 
a Witness to determine the identity of 
the higher-up, and the Soldier’s feelings 
on their assignment. Roll Perception + 
Empathy, difficulty 8, with each success 
giving progressively more information on 
something the Witness has beheld.
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Prospect 3- Withdraw Secrets

The Witness may withdraw a secret – 
whether from a person, a place, or a 
Husk. Rolling Perception + Investigation 
(difficulty 8), the Witness may disclose 
something entirely secret about their 
target – with each success increasing 
the detail and information the secret 
provides.

Prospect 4 - Empath

The Witness may now fully and utterly get 
a measure of an individual’s convictions, 
beliefs, and insecurities by glaring at them. 
The individual must make eye contact 
with the Witness, and may resist with a 
willpower roll at difficulty 8. The Witness 
rolls Perception + Empathy, difficulty 7. Each 
success grants them an additional die to any 
social pools involving influencing the target, 
or any mental pools to deal with predicting 
and understanding a target. The Witness 
may ask and have any questions answered 
about the target’s hypothetical reaction to 
certain situations, and who they are deep 
down.

Prospect 5 - Lift the Burden / 
Justice

The Witness may now alleviate a harsh 
psychological burden, erasing guilt and 
pain. They do this by promising the 
target that their pain will be avenged, 
and that they are forgiven for the pain 
that they have caused. Spend 3 points of 
temporary Willpower. Roll Willpower, 
difficulty 7. Compounding successes 
increase the scale of the burden lifted. 
This does not allow someone to simply 
continue committing terrible crimes 

without guilt – repeating the crime 
revisits the guilt, only tenfold, drawing 
some to suicide. This merely gives 
someone a second chance. Individuals 
who have had this power visited upon 
them are seemingly invisible to Husks 
– and can begin to hear the Chorus. 
Committing any offensive violence (e.g. 
– not in self-defense) against Husks, or 
revisiting their former crimes will result 
in the individual immediately losing 
their ability to hear, and makes Husks 
attack them with increased fervor. Those 
who are victims have their pain eased – 
although not entirely removed, and are 
able to hear the Chorus permanently. 
They will never be troubled by the dead 
again. This ability may also be deployed 
against Husks themselves – and will 
affect whatever Husk can hear the voice 
of the Witness, instantly destroying them, 
and laying them to rest.

Justice, on the other hand, is a terrifying 
ability. Against those who spread pain 
and terror wherever they go – even the 
greatest weapons will not protect them. 
Spend 2 points of Contempt, and roll 
Willpower, difficulty 6. Every success will 
raise a destroyed Zombie into a Revenant 
– who will pursue their killer with 
reckless abandon. Nothing can truly kill 
a Revenant – even blowing it to bits will 
result in bits and pieces pursuing their 
aggressor. The Revenants are laid to rest 
at the end of the scene.
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Virulence is the final Profanity in Zombie: 
the Rapture, and is about a very different 
type of Hatred. Someone who practices 
Virulence doesn’t simply believe that the 
Rapture is warranted – they believe that it 
should spread as quickly as possible. 

Cost
5 Contempt for First Level, 5x Current for 
Subsequent

Associated Behavior
The Virulent seek to kill not for sport, or out 
of anger – but for a desire for companionship. 
They genuinely believe that those who join 
The Rapture are better off than if they are 
living. To this end, the Virulent will often 
have gone out of their way to kill and turn 
someone into a Zombie.

Appearance
The Virulent look diseased – broken sores 
across their mouths, constant streams of 
drool leaving their mouths, they seem to 
have taken the Rapture on as something 
communicable and deadly

.Levels
Virulence 1 - Fatal Bite

The Virulent are capable of spreading the 
Rapture through more traditional means. 
When they bite or scratch a target in melee, 
they may spend a point of Contempt to 
infect them with The Rapture. The target 
will steadily degenerate, rolling Stamina 
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against a difficulty 9 every day for seven 
days. A botch instantly kills the target. 
A failure results in the target losing one 
die from all physical pools – and this is 
cumulative over multiple days. Success 
merely staves off the check until the next 
day. This ability may be counteracted by 
removing the bitten limb – but this must 
be done within the Scene. This ability has 
a curious effect on Zombies – instantly 
forcing them into a state of Rapture, that 
can only be saved against with a Willpower 
roll (difficulty 9).

Virulence 2 - Carriers

The Virulent is now capable of designating 
Husks or other Brights as Carriers, with 
each designation costing 1 Willpower. 
A Carrier will automatically spread the 
Fatal Bite, and inherits all the traits of the 
Virulent unlocked on this chain. Carriers 
cease to be carriers after one day outside 
of the presence of the Virulent.

Virulence 3- No Walls

The Virulent is now capable of directly 
infecting targets in their line of sight – 
requiring an expenditure of 1 Contempt, 
and a roll of Stamina + Survival, difficulty 
7. This may be resisted with Willpower, 
difficulty 8 – but only if the target is 
aware of the Virulent’s presence. This 
power may be used once per day, and the 
symptoms will manifest as in the case of 
a Fatal Bite. This power can penetrate any 
barrier.

Characters infected with the Rapture 
may now be controlled – the Virulent 
may make one sustained Willpower 
roll (difficulty 6), and must overcome 
the victim’s willpower in successes, 

while whispering into The Chorus. If 
they succeed, the victim will follow 
the commands as dutifully as possible, 
although they may spend a point of 
Willpower to resist for a scene. The 
victim is acutely aware of this influence, 
and can hear the voice of the Virulent.

Virulence 4 - Dormancy

A victim attacked by the Virulent can be 
made ‘dormant’ – the Virulent no longer 
has to activate the bite at the point of 
contact, but may activate it at any point in 
the following day, with a point of Contempt 
required to extend the time limit by an 
additional day.

Virulence 5 - Contamination

The Virulent’s bodily fluids are now 
a vector for Rapture – they can be 
dispensed into water supplies, used to 
spike drinks, smeared onto doorknobs, 
and otherwise placed in locations that 
would infect anyone who comes into 
contact with them. Note that the fluids 
must have an adequate concentration 
to ‘infect’ someone – a Virulent cannot 
poison an entire city’s water supply 
by bleeding into it. Virulent fluids stay 
infectious for up to 6 hours after leaving 
the Zombie’s body.
The Virulent may also ‘aggravate’ infected 
individuals from a distance – spending 
1 Contempt to aggravate their condition. 
An aggravated individual will no longer 
be able to save against the infection, and 
will make quite a mess – spreading the 
infection to anyone who fails a Stamina 
roll (difficulty 8) after coming into 
contact with their fluids. The aggravated 
individual will collapse, dead, and 
reanimate shortly afterwards.





CHAPTER FIVE
BELLY OF THE BEAST



Belly of the Beast64Zombie: the Rapture

“With endless love, we left you 
sleeping. Now we’re sleeping with 

you. Don’t wake up.” 
– Mother’s Note, 28 Days Later

Ennui & Memoriam
We’ve established the core of Zombies, 
and how to build one – this chapter 
directly deals with the systems of 
Zombie: the Rapture, and will teach you 
how to simulate the sort of narratives and 
adventures that are part and parcel of a 
Zombie chronicle.

BECOMING
When a human being dies within an 
Exclusion Zone, they become a Zombie 
within roughly 1-2 minutes from the 
moment of death – when the Heart stops. If 
examined with medical equipment, some 
unsettling things can be uncovered. 

Although most of the body parts are 
atrophied, brain activity continues – in 
fact, the brain seems, in part, immune to 
the decay of a Zombie. The chemistry of 
the body seems to function in illogical and 
downright supernatural ways, allowing 
the Zombie to move dessicated limbs, 
maneuver atrophied muscle, and think 
with dead tissue. In the world of Zombie, 
there is more to man than simple flesh.

On the spiritual side – Zombies show up 
in a particularly strange way. To many 
supernaturals, while spirit and body are 
linked – and often in unison – they are 
something that can be decoupled. Amateur 

Necromancers can separate the spirit from 
the body, just as a murderer with a long 
dagger can. In Zombie: the Rapture, this is 
simply impossible: The soul of a Zombie 
cannot move on, cannot transcend, and 
seems to graft itself directly into the body. 

The process is visibly traumatic – the soul 
looks damaged, in disrepair, and cannot 
be easily repaired. In turn, however, this 
makes Zombies immune to most of the 
magic that would otherwise target a soul 
– it’s both damaged, and woven into their 
bodies, making them quite resilient.

The Chorus
Zombies are always able to hear The 
Chorus near them, as though other 
Zombies were speaking at a clear, 
conversational volume. Husks are unable 
to control this, and will constantly repeat 
their thoughts and ramblings into the air 
– constantly signposting their location to 
Brights.

A Bright is able to choose when to speak 
into The Chorus, and when to do so. It is 
not possible to whisper into The Chorus, 
or otherwise obfuscate a conversation had 
through The Chorus – any discussion in 
The Chorus is audible to all Zombies in the 
area.

HUSKS & HORDES
Husks will, when the notion seizes them, 
fall into a Horde – moving as one large 
entity through abandoned places. Hordes 
are often fluid in composition – funneled, 
tight areas will often gather hordes to be 
much larger and more focused. Open, 
wide areas will cause attrition, and the 
horde will gradually dissipate.
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Calling the Horde
A Bright may call a Horde to them by eliciting a call using a Charisma + 
Leadership check at a difficulty of 6. This check takes roughly 30 seconds to 
execute as the Bright gathers the Horde towards a singular purpose. Points 
of Contempt may be directly spent to increase the successes, with each point 
granting an additional two successes to the call.

Once a Bright has successfully attracted the attention of the Horde, they cannot 
fail – some sort of strange obligation to their fellow Zombie makes the Hordes 
listen. Each success on the activation roll instead increases the duration that the 
Horde will follow commands without being directly addressed and coerced, and 
also increases the complexity of possible commands.

Botch
The Husks completely misinterpret the command, and follow it through without 

hesitation, ignoring subsequent commands as a group. Each member of the 
Horde must be dissuaded separately to cancel this.

FAILURE
The Husks attempt the task, but without provocation or some sort of guide, they 

are only capable of the most rudimentary tasks, and quickly forget what they 
were doing.

ONE SUCCESS
The Horde understands the command and reluctantly, uncertainly follow 
through, pursuing a simple command ‘break’, ‘walk’, ‘attack’ for 2-3 turns.

TWO SUCCESSES
The Horde understand the command, but have little fervor for their goal, 

pushing for it, but understanding little more than, ‘break that wall’, ‘walk into that 
doorway’, or ‘attack that group’. For 4-5 turns.

THREE SUCCESSES
The Horde understand the command, and seek to accomplish it as best as they 
can. The command must still involve things that are directly obvious, but the 

Horde is capable of recognizing complex tasks such as, ‘climb up that ladder and 
kill that sniper’. The command persists for at least 30 seconds.

Four Successes
The Horde understand the command and push themselves to accomplish it. The 
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Husks cannot ever be compelled to attack other Zombies. Conflict between Brights 
will never resolve with the Husks turning on their own – in fact, the Husks will 
intentionally seek to break up any sort of conflict of this sort, hurling themselves on 
all parties that are attempting to hurt one another and pinning them in place before 
whisking them away, gently carrying them away with the mob.

Husks will always instinctively defend Brights and one another. If they detect a sign 
of human activity, they will always investigate it – albeit stupidly – and will violently 
destroy anyone trying to kill a Bright.

Horde Combat

A single Husk is of little threat to an average human being. Moving slowly and unable 
to dodge, Husks are easy pickings. Hordes provide them with a frightening buff. 
Although Hordes move at the same speed as Husks, they are numerous, and often 
attracted by the sound of Survivors trying to fight. When a Horde attacks a survivor, 
the number of participants in the Horde must be calculated – this is the Horde’s Size 
value. Next, the Encirclement value must be determined – this is how many of the 
undead are able to surround a character within a given space. Some sample values 
are provided below.

Truck Cabin – 1
Hallway – 2

Elevator – 3
Mansion Doors – 4

Supermarket Aisle – 5

And so on. The maximum initial encirclement value is always 5. An average Husk has 
all physical rolls set at 2d10 – but for every additional member in the Horde capable 

command may now involve things that are not immediately obvious - ‘check that 
room and break anything red’. The command persists for at least one scene.

Five Successes
The Horde understand the command and internalize it, carrying it for some 

time. Commands may now reference rules of thumb – ‘Walk down that road and 
destroy any car with this logo’. The command persists for a full night, and can 

even persist for longer, trapped in the Zombie’s subconscious. 
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of participating in an attack, they gain an 
additional +2d10. Husks always move last 
in initiative.

When a Horde reaches a target, their first 
move will always be to grab at the target 
with their encirclement value multiplied 
by 2d10 dice. For every two successes 
over the target’s defense (if they’re able 
to defend), a Zombie grabs hold of them. 
The target is able to act immediately 
after this roll, gaining a free action – and 
must kill or break free of the assailants 
with a Strength roll contested against the 
amount of successful attackers x 2d10.

If the target does not break free or kill 
all of the assailants, the Zombie horde 
immediately rolls a drag check - a 
contested Strength roll to pull the target 
back into the Horde. Each success to the 
Zombies on this roll adds an additional 
point to the Encirclement value, 
representing another Zombie that can 
successfully latch on.

On the Horde’s next action, take the 
number of successful grapplers, and 
roll a simple brawl check by multiplying 
that number by 2d10. For each success 
over the defender’s defensive roll (if 
they attempt one), another member 
of the Horde sinks their teeth in for 2 
lethal damage apiece. After resolving 
this, compare the amount of successful 
grapplers with the Encirclement value. 
Multiply the difference by 2d10, then roll 
this as another dice pool to represent 
more grapplers closing in, with each 
success increasing the amount of 
successfully latched Zombies. Finally, 
roll another drag check, until you reach a 
cap of 10. This is the absolute maximum 
Encirclement within the system, and 
represents a character being in the center 
of a Zombie horde – and likely taking 

20 dice of lethal damage every turn. The 
defender does not receive a free action 
this time and must use their turn to break 
free.

A character who is grabbed suffers a +1 
difficulty to dodge rolls, cumulatively, for 
every attacker that is latched on. At four 
attackers, this makes dodging impossible.

Multiple Hordes and 
Multiple Attacks

A Horde is capable of attacking 
multiple victims at the same time – 

whatever  saturation they are able to 
achieve counts as part of their attacks. 

So long as they have the numbers 
to swarm When two Hordes meet 

and attack the same group of people, 
they are functionally treated as one 

horde for the purposes of attacking – 
although they may break the starting 
Encirclement limit of 5 if attacking 

from multiple sides.

When survivors attack a horde with 
weapons capable of dealing larger-

scale damage (flame weapons, 
chemical weapons, explosives), the 

weapon’s damage is done against the 
size of the horde, with each success 

on top of the damage value of the 
weapon dealing an additional casualty 

to the oncoming Zombies.
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Damaging Zombies
Husks are incapable of defending themselves. A character merely has to pass a 
successful attack roll to instantly kill a Husk – so long as they know what they 
are doing. Damaging a Bright is an entirely different matter.

Brights are capable of moving – and, to some degree, are aware that if they are 
shot in the head, they will die. Combat resolution is much the same as in your 
chosen World of Darkness edition – what is not the same is damage.

When a Zombie takes an undirected, random attack, resolve it with the following 
table on a 1d10 die.

1 – Head
2 – Left Arm

3 – Right Arm
4-6 – Torso

7-8 – Left Leg
9-10 – Right Leg

An attack that strikes anything but the head is considered to be ineffective. 
However, Zombies are not immune to extensive damage. This comes from 

Extreme Damage.

Extreme Damage is inflicted on a Storyteller’s whim – and is defined as an attack 
capable of causing significant and permanent damage to a body part. While 
a 9mm bullet or a combat knife blade may not be capable of the vast trauma 

necessary to trigger a moment of Extreme Damage, a heavy sniper rifle round, or 
a chainsaw swung at the waist can.

When a character’s limb takes Extreme Damage, they must roll a Stamina save 
against a difficulty 7. Passing this check indicates that the character miraculously 
sustained superficial damage from the Extreme Damage, and does not suffer any 

structural damage or defects. They simply gain a point of Extreme Damage on 
that limb. Failing this check grants the point, and also destroys one Affectation 

on that limb.

Subsequent instances of Extreme Damage to the same limb in the same 
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encounter are rolled at an increasing difficulty of +1, capping at a difficulty of 
10. Each limb has 4 Health Points to start with. A point of Limb Health may 
be regenerated by spending contempt - the wound bubbles and scabs over, 
becoming grotesque - but healed. You cannot regenerate a destroyed Limb 

without Profanities.

Certain Profanities provide points of Chitin or Armor. If these are present, 
the Stamina roll is not made - the Armor or Chitin is destroyed and the Limb 

survives unscathed.

If the character passes the Extreme Damage check, the Limb in question takes a 
point of Extreme Damage.

If the character fails the Extreme Damage check, the Limb in question takes a 
point of Extreme Damage, and one affectation on that limb is destrroyed.

If the character botches the Extreme Damage check, the Limb is instantly 
destroyed and all affectations on it are lost.

If the player character takes a point of Extreme Damage to the head, the difficulty 
for the Stamina roll increases to 9 automatically. 

Getting A Head In Life

If a Zombie’s head is severed, they may continue functioning as a character. 
The player may want to decide if this is truly the life they want for their Bright, 

but it is certainly an option to allow a player to continue playing - albeit in a 
disembodied fashion - after Death.

Memorial
Zombies can locate their memorials by following the clues in their Affectations – 
when a Zombie is close to a Memorial, the GM may trigger a Perception + Awareness 
check at difficulty 8, with the Zombie sensing that their Memorial is close, but not 
precisely where. A city map can be helpful here.

After a Zombie has located their Memorial and performed the adequate rituals, 
reenacting a passage from their life, they must immediately look at the experience 
and decide how to interpret it.

If the character wishes to sink into Contempt and destroy the Memorial, they 
immediately gain five points of Contempt to use as they please, multiplied by the 
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value of the Affectation that led them there. They immediately fall into Rapture for a 
period of 6 hours.

If a character wishes to embrace Epiphany, they must choose a value of their past life 
to draw on as they have a vision of their previous existence. This vision is intense and 
feverish – but gives them clarity into who they were. Upon the vision’s closure, they 
gain a point of Clarity multiplied by the value of the Affectation that led them there. 
The Affectation and Memorial are considered permanently resolved, and the Value 
that the player chose is recorded on the character sheet.

Once per day, a chosen Value may be called upon to automatically succeed in a single 
Social or Mental roll. This success comes from the character’s deep-seated inner 
strengths rising up and allowing them to succeed. The roll must be related to the 
value – if the value is service, it must be related to helping or serving those that need 
it.

Contempt
Zombies gain Contempt via four means: killing human beings, destroying untouched 
places, suffering a Rapture check and through Memorials. Killing humans is 
relatively easy – find a human and slaughter them, gaining two points of Contempt. 
Every additional Bright involved in one of these actions gains the Contempt, so long 
as they are directly involved in the act of killing. Finding an untouched place in the 
apocalypse can be difficult – but annihilating traces of humanity also grants you 
Contempt, at 1 point for every successful destructive scene.

Contempt may be spent directly as experience points for Invocations, or it may be 
spent on its’ own to bolster the Zombie’s abilities. Points of contempt can grant two 
free successes on efforts to direct hordes, may be used to heal Extreme Damage, and 
may even be spent to put off or counteract Rapture, allowing you to maintain mental 
control for an additional scene. Staving off Rapture will inevitably cause your next 
roll against it to fail – but may be done for as long as the character has Contempt to 
spare.
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Fire
When a Zombie encounters Fire, they are instinctively drawn to the flame – Brights 
can generally ignore this compulsion. This changes when a Bright is face-to-face 
with fire (if the flame takes up a sizeable enough part of their environment that they 
can’t quite look away). All Brights within the vicinity of fire must roll Willpower 
every turn against a difficulty of 6, increasing by 1 every turn until it reaches 10, so 
long as they are within the radius of the flames. Failing this roll, or being a Husk, 

RAPTURE
Rapture is a mad, blind state of instinct that has no reason, no remorse, and no 
mercy. Spiritual Clarity determines the trigger for a Rapture check:

Spiritual Clarity One
Seeing a Human Being.

Spiritual Clarity Two
Seeing a human being performing any rapid movement or creating a loud sound.

Spiritual Clarity Three
Seeing a human being committing a violent action.

Spiritual Clarity Four
Seeing a human being committing a heinous action.

Spiritual Clarity Five
Deep personal revulsion and horror.

To counter Rapture, a Zombie rolls their Willpower against a difficulty varying 
from 5 to 8, depending on the proximity and intensity of the exposure. Success 

prevents Rapture from setting in.

Failure instantly begins Rapture, which lasts until the stimulus is extinguished, 
or for an hour.

A botch immediately forces the character into Rapture for 6 hours. 

Being prompted for a Rapture check automatically gives a character a point of 
Contempt.
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forces the Bright to stare deep into the flames, becoming enraptured by them. At this 
point, Brights must pass a Willpower roll at difficulty 10 within 5 rounds, allowing 
one roll per round. Success enables them to break free of the enchantment – it is the 
only thing that will. Not even direct violence against the Bright, aside from Extreme 
Damage, will pull them away. Husks automatically stare into the fire for the required 
five rounds – and if they pass, no matter Bright or Husk, the Zombie will immediately 
enter Rapture until out of the radius of the fire.

CLARITY
Clarity is gained in one of three ways. The first is through a successful Epiphany. The 
second is through deep, meaningful relation with something human – either a place, 
or a person. The Storyteller decides when it is appropriate to give a point of clarity for 
the latter, and is expected to be relatively reserved with offering this. A meaningful 
relation can only be had once – a Zombie can stumble into a nursery and play with 
alphabet blocks to remember their childhood, but they cannot do it indefinitely to 
farm Clarity. Finally, it is possible to spend Experience points to gain more clarity, at 
a rate of 10 XP per Clarity.

Clarity is spent directly to improve the following attributes:

Physical Clarity
The character’s ability to coordinate their body normally. At 3 points, the 

character can move with sufficient dexterity that their movements do not betray 
their nature – although their appearance might.

Physical Clarity One
A shambling, barely mobile Zombie. What we think of as Romero zombies.

Physical Clarity Two
These characters are able to break into something resembling a lope – although 

certainly not a sprint. They still have a distinct limp at all times. Characters at 
this level are able to use simple levers, doorknobs, and other machines.

Physical Clarity Three
These characters are able to move their body with enough dexterity to 

camouflage their condition at a distance, although their appearance is still a dead 
giveaway. They also become able to break into a light jog. Characters at this level 

are able to use tools and weapons independent of a larger machine – although 
they are limited to melee weapons and simple tools.
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Physical Clarity Four
These characters are able to jump and run, effectively recovering their mortal 

dexterity. These are what we think of as Rage zombies – ‘runners’. Characters at 
this level can use more complex machines and tools, and have the coordination 

to operate machinery.

Physical Clarity Five
These characters are able to coordinate inhuman and frightening actions such 

as dislocating fingers at will to slip out of bindings, and squeezing through 
immensely tight openings by breaking and dislocating bones.

Mental Clarity
The character’s ability to coordinate their mind and thoughts. 

Mental Clarity One
A barely-thinking wretch that can put together basic thoughts and ideas, but only 

understand who they were in a very dim, distant sense.

Mental Clarity Two
At this level, the character may understand the function of people and places – 

they recognize a police officer and a police station. They can read again.

Mental Clarity Three
At this level, the character can remember a good deal of information about the 

world before. The faces of loved ones begin to swim up and surface.

Mental Clarity Four
At this level, the character can put together more advanced hypotheses, and 

figure out who they were before all of this with some level of accuracy – although 
Memorials are still necessary to have Epiphany and Clarity.

Mental Clarity Five
At this level, the character is as they were before they died. They remember. Not 

only that, but they can begin to glean deep, disturbing understanding of their 
condition.
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Social Clarity
The character’s ability to coordinate their more human aspects. 

Social Clarity One
Absolutely inhuman, these characters can only stare fondly at what they once 

had. Cannot speak, and any attempt at communication with human beings 
requires rolling this attribute at difficulty 8.

Social Clarity Two
Traces of humanity still linger. Human Speech becomes possible – just barely, 

requiring a roll of this attribute at difficulty 8.

Social Clarity Three
Speech becomes reflexive, although the voice is an eerie, breathy groan. 

Social Clarity Four
The character becomes capable of more complex emoting – allowing them to 

convey tone and emotion in their words.

Social Clarity Five
The character is able to speak as though they never died.

SPIRITUAL Clarity
The character’s ability to look deeper and understand their condition.  

Supernatural Clarity One
Spiritually blank, the Zombie merely shudders on, lacking any will beyond the 

will to push on.

Supernatural Clarity Two
The Zombie becomes aware that there is something pushing them onwards. 

Supernatural Clarity Three
Spend Willpower to gain automatic successes.

Supernatural Clarity Four
Resist mind control, magic, and efforts to control you by using your Willpower score.
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Social Clarity Five
Become intimately aware of your character’s entity and soul – the Storyteller 
better have some good explanations ready for why the Zombies have risen.

Each of these attributes cap related attributes and abilities, which are color-coded on 
the character sheet. These statistics can technically have higher scores, but if Clarity 
is too low, they are capped – e.g., a character can have Perception 3 and Alertness 3, 
but a Mental Clarity of only 2, making their effective perception + alertness roll four 
dice instead of six.

Good and Evil

Clarity is not good, although Contempt is certainly evil by human standards (being a 
broad hatred and disgust for humanity.) Characters that do evil may necessarily need 
to increase their clarity in order to improve their ability to survive. Clarity is merely 
self-awareness and knowledge. What is done with that knowledge is in the hands of 
the character.





CHAPTER Six
Storytelling
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“Sometimes you find your path, 
sometimes it finds you.” 
– Max Brooks, World War Z

The Chronicle
So – what do you do in a Zombie 
chronicle? In a game set during an 
apocalyptic event, what are the stakes? 
Where does one go in such a bleak 
world?

The answer is – the predicament of a 
Zombie apocalypse is no more bleak 
than any other setting in the World of 
Darkness. Does the presence of working 
convenience stores, the false vanity of 
civilized behavior, and TV dinners make 
the world a more hospitable place? 
The World of Darkness has always 
teetered on the brink of destruction and 
apocalypse – and Zombie is not much 
different. 

The world is changing in Zombie: the 
Rapture – but that does not mean that it 
is over.

Mankind
Survivors – human beings who have 
somehow eeked out an existence amidst 
the ruins of Exclusion Zones. A long time 
ago, George Romero understood that 
small collections of people are an excuse 
to deal with greater issues that mankind 
faces – greater evils and ills borne from 
within and without. You should see 
Survivors in much the same way. 

Who are they? What does this band of 
survivors do to stay alive? How does this 
mirror our own world, and the imperfect 
systems that we’ve built for survival? Not 
all Survivors are evil – by all means. But 
some people are cruel and malicious. 
Look at things that make you angry in 
the world, and use them to guide your 
storytelling with Survivors. The Zombies 
are just set dressing – and the Brights are 
the ultimate adjudicators of justice.

zombie Goals
Zombie Goals can be quite myriad 
in Zombie: The Rapture. This largely 
depends on the outlook of the Bright 
player characters – and most Zombie 
campaigns will begin with characters 
trying to find themselves, and 
understand more about the world around 
them before making direct judgement. 
Once judgement comes, however, a few 
goals stand out.

Peaceful Coexistence

Some Zombies believe that if the deeper 
causes of the Rapture can be solved, that 
Brights, Husks, and human beings can 

The City Map
It is highly recommended that the GM 

create a map of the city, separated 
into multiple districts and zones 

– this fosters exploration, but also 
creates a chance for Zombies to find 

their Memorials more easily. Knowing 
which district to search can help 

immensely.
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co-exist. A mutual understanding can 
be reached. Husks feel no pain, work 
tirelessly, and attack human beings out 
of compulsion – not out of malice. This 
ending has been played for comedy (see 
Shaun of the Dead) – but if you’re willing 
to hope for a brighter tomorrow, this is 
the sort of story that Zombie: the Rapture 
is built around – the Bright forging 
bridges to mankind, and allowing them 
to see the error of their ways, and the 
terrible crimes that have brought about 
the Rapture.

Abort the End

Some Zombies believe that Zombies as a 
whole are a horrible crime against nature 
– that the Rapture’s coming is lesson 
enough for humanity. They wish to 
destroy Zombies, and end their existence 
by resolving whatever deeper issues lie at 
the heart of the Zombie Apocalypse. This 
can put them into direct conflict with 
militaries, evil corporations, individuals 
– and the question remains if it is even 
possible to end a Rapture in this way. If 
they are able to avenge the crime – will 
it all be over? Will sunshine fall upon 
the world oncemore, and will the dead 
simply collapse, falling back to their 
graves? That is up to the Storyteller.

Zombie Apocalypse

Some Zombies view Humanity with 
contempt – they believe that the 
inevitable goal of the Rapture is pure 
vengeance against all mankind – those 
who have perpetrated the crimes, and 
those who have idly allowed them to 
happen. These Zombie parties tend 
to focus on exterminating humans 
as efficiently and directly as possible, 

around cultivating Hordes, and snuffing 
out bastions of resistance. The campaign 
ends when humanity’s light finally dies, 
and all that remains is a dead world.

Wardens

Some Zombies don’t view the end 
of humanity as enough – their role 
is to punish mankind into changing 
their ways. There is no such thing as 
coexistence: but there is a new covenant 
that can be forged. Zombies are dark, 
cannibalistic monsters, and exist to 
horrify mankind into being better. In 
this campaign, the Zombies take on the 
roles of judges – tormenting Mankind 
when it strays, and protecting those who 
are doing the right thing. They are no 
friends to people, but they certainly aren’t 
enemies.

A New World

Zombies can end up viewing their new 
existence as a new form of life – where 
the Husks and Zombies around them 
understand trauma and pain on a level 
that mankind simply doesn’t. To this 
end, they can seek to create a new world, 
simply for themselves. These campaigns 
can end in any number of ways – the 
Zombies can simply claim a city and seek 
to hold it and negotiate with mankind, or 
they can climb onto a cargo ship and sail 
off into the sunset.
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