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These negative talents inhibit their owners. 

 

 Senseless Hunger. They want something so badly that they don’t evaluate the setting, look for traps, 

consider the odds, or do anything but go after it with zeal. However, they get +2 to hit in the pursuit. 

 Slow. They can only cross an arena border if they are within half the arena of that border. Also, if 

they attack in melee within the area, a successful Daring test (modified as appropriate) avoids the 

attack altogether. If attacking in a group, every creature after the first adds +2 to the difficulty. If one 

in a slow group can attack, all can. 

 Untooled. They don’t know how to use guns, keys, vehicles, or anything more complex than a latch 

and maybe a doorknob—and for that, they might have to roll. 

 

 
 Charge. Arena. Can follow a move with an attack at +2 to hit in the same round. 

 Hardened. Constant. The creature ignores the first wound done to it from each attack. 

 Infect. 2 AP. If the creature completes the focus action (usually a grappling chew) and scores a 

wound, the target is infected. The target will lose another wound every [Brawn x10] minutes. Once 

“dead” the target passes out, and rises when dramatically convenient as another of what killed it. 

 Powerful. Constant. The monster attacks as though it had a heavy weapon, when unarmed. 

 Reboot. 2 AP. Once knocked down, the creature can rise again as a focus action. This only works 

once per creature. In general, if the creature takes wounds equal to what it had originally while down, 

it cannot rise. 

 

 

Zombies are generally Awareness difficulty 6 to detect, due to the smell and groaning; 8 if they are silent. 

 

 Shambler. AC 8. 1 wound. +1 Brawn, -2 Awareness. 

o Inhibitions: Senseless Hunger, Slow, Untooled 

o Talents:  Infect, Reboot 

 

 Sprinter. AC 9. 2 wounds. +2 Brawn. 

o Talents:  Infect, Charge 

 

 Hulk. AC 10. 4 wounds. +4 Brawn. 

o Inhibitions: Slow, Untooled 

o Talents: Hardened, Powerful, Reboot 


