
Players start with a pack of 2d6 and can gain more dice
through the game. On a turn, they roll 2d6 and check to
see if requirements are met; the condition is getting at
least one roll of 3 or higher. If none hit 3, they suffer a
terrible consequence. If both hit the target they get a nice
boon.
The goal is simple; survive. Accomplish your goal as a
group and maybe, just maybe, humanity continues.

Players will decide at the start of the game their character
name and roll on the descriptor and skill table to round
out their character.
Roll on the Connection table to see how the group is
connected. Talk about this connection for a couple of
minutes before digging into the adventure.
Have fun! Try things out. Get to the goal and save the
world.

GM:
Let the players get their initial info together.

Your duty is to help them reach their goal. The dice may decide that
they fail, but that’s between the player and the d6. 

Keep asking questions through the game. “What do you do?” “Do you
want to look around?” “Are you sure there’s nothing back there?” The

players will answer and you tell them which dice to roll. Build the world
around the answers, give players something to act against. Use the

table below to build encounters as needed. Remember, you want the
players to reach their goal, but maybe try to kill ‘em along the way. 

When they are trying to do something practical, something that
anyone would do in a zombie situation, something that makes sense;

roll Brains. 
When the player decides to do something weird, unexpected,

irrational, against the odds; they will roll Guts.
Through the game the player can earn extra dice to help them get a
success. You decide what merits earning an extra dice for one roll;
courageous action, helpfulness, good roleplaying, bringing chips. 

Dice can be taken away too but never below 0. 
The target number can change too. If a player rolls double success

they get to roll a 2+ on their next check. Double fail and they have a 5+
on their next check. If they roll a one at any time? Poor luck. Auto fail

the whole check. 
Start the game once the characters have introduced themselves to

each other by rolling on the PLACE table. From there, ask the players
how they are going to meet their goal. Then set off! Provide lots of

zombie cliches and NPCs they get to talk to. Most importantly, have
some fun. It's the end of the world, what else is there to do?
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