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§ rqE
: = ombie Girl

Ravxity _factor: 6

Jnitiative: 7

Combat Skill: 6

Life Points: 10

Armor: 6

Weaponry: Garden Spade- Shots: 1 2Damage: 1

Special Abilities: Jf the Zombie Girl is attacked by o
Requlator, the =>ombie Girl will be +3 to Combat Skill for
that attack.

Jf doubles ave volled when attacking with the Garden Spade,
and the attack hits, the 2egulator bit will be -1 to Combat
Skill for the vest of the Combat Qound and the next Combat
Qound.



zombie JRoy

Ravxity _factor: 6

J/pitiative: 6

Combat Skill: 7

Life Points: 12

Armor: 6

Weaponry: Skateboard- Shots: 1 Damage: 1

Special Abilities: Jf the =>ombie JJoy is attacked by a
Requlator, the =>ombie J3oy will be +2 to Combat Skill for
that attack.

Jf doubles ave volled when attacking with the Shkateboard,
and the attack hits, the 2egulator hit will be -1 to (Jnitiative
for the vest of the Combat 2ound and the next Combat Pound.



=ombie Aousewife

Ravity _Factor: 6

Jritiative: 7

Combat Skill: 7

Life PIoints: 14

Armor: 7

Weaponry: Yitchen _Ynife- Shots: 1 Damage: 2

Special Apbilities: _Lor each =ombie Girl or each >ombie
Jsoy in the Combat, the >ombie Sousewife will be +1 to
itiative and +1 to Combat Skill each Combat 2ound.

Jf doubles ave rolled when attacking with the  Yitchen
YUnife, and the attack hits, the Pegulator hit will be -1 to
Combat Skill until the Dequlator Squad returns to Pequlator
Aeadquarters.



=ombie Nurse

Ravxity _Lfactor: 6

J/itiative: 8

Combat Skill: 7

Life Points: 16

Armor: 7

Weaponry: Scissors- Shots: 1 Damage: 1

Special Abilities: Jf there is a Degqulator YNedic in the
Combat, the >ombie ( Nurse will attack the Degqulator
YNedic each Combat Qound instead of volling to determine
which 2egulator to attack.

Jf doubles ave volled when attacking with the Scissovs, and
the attack hits, the Qegulator hit will be -1 to (Jnitiative until
the 2egulator Squad veturns to Pegqulator Seadquarters.



=>ombie _/unchlady

Ravity _Lactor: 6

Jpitiative: 7

Combat Skill: 8

Life Points: 18

Armor: 7

Weaponry: 2oller Fdin- Shots: 1 Damage: 2

Special Abilities: Jf doubles ave volled when attacking
with the Qoller 73in, and the attack hits, the 2egulator hit will
be -1 to (Jnitiative for the vest of the Combat.

Jf a Qegqulator dies because of Damage from the oller
PIin, add 1d6 to the _/ife Foints of each >ombie in the
Combat, up to the each >ombie's starting /ife Foints.



=ombie Senior

Ravity _factor: 6

J/itiative: 6

Combat Skill: 8

Life Ploints: 16

Atmor: 7

Weaponry: Yy alking Cane- Shots: 1 Damage: 1

Special Abilities: At the end of each Combat Pound, roll
2d6. Jf the die voll is 7, the >ombie GSenior dies and is
vemoved from Combat. Jf the die voll is not 7, the >ombie
Seniov does not die.

Jf doubles ave volled when attacking with the V4/alking
Cone, and the attack hits, the 2equlator hit will be -1 to
Combat Skill for the vest of the Combat.



= =ombie JJusinessman

Ravxity _factor: 6

Jritiative: 8

Combat Skill: 8

Life Points: 18

Armor: 7

Weaponry: Jriefcase- Shots: 1 Damage: 1

Special Abilities: Jf there is a ombie Lxecutive in the
Combat, voll 1d6 for each =>ombie JSusinessmen when the
=>ombie Lxecutive is attacked, vevolling if the die volls ave
tied. 7he =ombie JJusinessman with the higher voll will be
attacked instead of the >ombie Cxecutive.

JFf doubles ave volled when attacking with the Jriefcase, and
the attack hits, the JIriefcase will be +1 to Damage for that

Shot.



=ombie Lxecutive

Ravxity _factor: 7

J/itiative: 9

Combat Skill: 8

Life Points: 18

Armor: 7

Weaponvy: J3oavd- Shots: 1 Damage: 2

Special Abilities: _Lor each =>ombie JJusinessman in the
Combat, the Z>ombie Cxecutive will be +1 to Initiative and +1
to Combat Skill each Combat ound.

As long as the >ombie Cxecutive is in the Combat, all

=ombie JSusinessmen will be +1 to Jnitiative and +1 to
Combat Skill each Combat 2ound.

Jf doubles ave volled when attacking with the J3oavd, and the
attack hits, the JSoard will be +2 to Damage for that Shot.



=ombie Cannibal

Ravxity _factor: 7

J/itiative: 9

Combat Skill: 9

Life Points: 24

Armor: 8

Weaponry: JRite- Shots: 1 Damage: 2

Special Abilities: Jf there is a Dreg in the Combat when
the =>ombie Cannibal makes attacks in a Combat 2ound, voll
146. Jf the die voll is not 1 or 6, the >ombie Cannibal attacks
a 2equlator as normal. Jf the die voll is 1 or 6, the >ombie
Coannibal attacks a Dreqg. Jf so, roll 2d6 for each Dreg,
vevolling if the die volls ave tied: 77he Dreg with the highev voll
is attacked by the =>ombie Cannibal instead of a Qegulator.

JE a Qegulator or Dreg dies because of Damage from the
JRite, add 2d6 to the =>ombie Cannibal's _/ife Fdoints, up to
the >ombie Cannibal's starting (/ife Foints.
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= =ombie Athlete

Ravity _Factor: 7

Jpitiative: 10

Combat Skill: 9

Life Points: 22

Armor: 8

Weaponry: J3asehall JKat- Shots: 1 Damage: 3

Special Abilities: Jf doubles ave volled when attacking
with the J3asehall J3at, and the attack hits, the 2equlator hit
will be -1 to Unitiative and -1 to Combat Skill for the vest of
the Combat.

JF the J3asehall J3at is used to attack a Degulator, and the
attack hits, voll 1d6. [Jf the die voll is not 6, the JRZasechall Rat
does normal Damage. Jf the die voll is 6, the J3asehall JJat
will be +2 to Damage for that Shot.



=ombie JJutcher

Ravity _Factor: 7

Jritiative: 9

Combat Skill: 10

Life Points: 20

Armor: 8

Weaponry: JSutcher (Y nife- Shots: 1 Damage: 3

Special Abilities: Jf doubles ave volled when attacking
with the J3utcher Ynife, and the attack hits, the Qequlator hit
will be -2 to Combat Skill until the Degqulator Squad returns
to 2egulator Aeadquarters.

JF the J3utcher Ynife is used to attack a Degqulator, and the
attack hits, voll 2d6. [Jf the die voll is not 2 or 12, the JJutcher
Ypnife does normal Damage. [Jf the die voll is 2 or 12, the
Jutcher Ynife will be +3 to Damage for that Shot.



=ombie _fivefighter

Ravity _Factor: 8

Jpitiative: 10

Combat Skill: 9

Life Points: 20

Armor: 9

Weaponry: _five Ax- Shots: 1 Damage: 4

Special Abilities: Jf doubles ave volled when attacking
with the _five Ax, and the attack hits, the 2equlator hit will
be -2 to J/nitiative until the Pequlator Squad veturns to
Requlator Aeadquarters.

JF the _five Ax is used to attack a Dequlator, and the
attack hits, voll 2d6. [Jf the die voll is not 2 or 12, the _Five
Ax does normal Damage. Jf the die voll is 2 ov 12, the _five
Ax will be +4 to Damage for that Shot.



=ombie Demolisher

Ravity _Factor: 8

J/pitiative: 10

Combat Skill: 10

Life oints: 20

Atmor: 9

Weaponry: Sledgehammer- Shots: 1 Damage: 4

Special Abilities: Jf doubles ave volled when attacking
with the Sledgehammer, and the attack hits, the 2equlator hit
loses one weapon from their Yg/eaponry. Jf the Degulator has
move than one weapon, they lose the fivst weapon listed in their
Weaponry, and cannot veplace the weapon until the 2egulator
Squad veturns to Degqulator Aeadquarters. Jf a Pegulator has
no weapon to attack with, they cannot make attacks in Combat.



=ombie Gravedigger

Ravity _Factor: 8

Jnitiative: 11

Combat Skill: 9

Life FIoints: 20

Armor: 8

Weaponry: Shovel- Shots: 1 Damage: 4

Special Abilities: Jf doubles ave volled when attacking
with the Ghovel, and the attack hits, the 2equlator hit will be
-2 to Jnitiative for the vest of the Combat.

JE a Qegqulator dies because of LDamage from the Shovel, a
=>ombie Qeqg will be encountered starting next Combat 2ound
without a avity 2oll being made. 7he >ombie Deqg makes
attacks as normal each Combat ound for the duration of the
Combat ov until removed from the Combat.



=ombie Aarvester

Ravity _Factor: 8

Jnitiative: 11

Combat Skill: 10

Life Points: 20

Armor: 8

Weaponry: Scythe- Shots: 1 Damage: 4

Special Abilities: Jf doubles ave volled when attacking
with the Scythe, and the attack hits, voll 1d6 to determine
another Dequlator as if the >ombie Harvester were making an
attack. Jf the 2egulator hit is determined, then the Degulator
Coaptain will be determined instead. 7 he determined Dequlator
is hit in addition to the Pegulator that was hit by the Scythe,
and will lose _/jife doints as normal, including making an
Armor 2oll to avoid losing (/jife FIoints.



=ombie FIsycho

Ravxity _factor: 9

Jpitiative: 10

Combat Skill: 10

Life FIoints: 26

Armor: 10

Weaponry: 2andom Ygleapon- Shots: 1 LDamage: Special

Special Abilities: Y4/hen the >ombie fIsycho is
encounteved, voll 1d6. 77he die voll will be the 2andom
Weapon's Damage for the duration of the Combat.

JF the =>ombie PIsycho's _/ife fIoints ave veduced to 8 ov
less, the >ombie Isycho will be +2 to Initiative and +2 to
Combat Skill fov the vest of the Combat.

JF the =>ombie PIsycho's  /ife Ploints ave veduced to 8 ov
less, the 2andom Y4/eapon will be +2 to Damage for the rest
of the Combat.



Ravity _Factor: 9

Jnitiative: 11

Combat Skill: 11

Life Points: 22

Armor: 11

Weaponry: JRilly Club- Shots: 1 Damage: 3

Special Apbilities: Jf theve is a >ombie Qeg Captain in
the Combat, voll 146 for each >ombie 2eq when the >ombie
2eg Captain is attacked, vevolling if the die volls ave tied. 7 he
=ombie Qeqg with the higher voll will be attacked instead of
the >ombie Qeg Captain.

JF doubles ave volled when attacking with the J3illy Club,
and the attack hits, the Qegulator hit will be -2 to (/nitiative
for the vest of the Combat 2ound and the next Combat 2ound.



=ombie 2eg Coaptain

Ravity _Factor: 9

J/itiative: 12

Combat Skill: 12

Life Points: 24

Armor: 12

Weaponry: Gun Club- Shots: 1 Damage: 3

Special Abilities: _Lor each =>ombie Peg in the Combat,
the =>ombie Qeg Captain will be +1 to Initiative and +1 to
Combat Skill each Combat 2ound.

As long as the >ombie Deg Captain is in the Combat, all

=ombie Degs will be +1 to Initiative and +1 to Combat
Skill each Combat 2ound.



Gvreen Ghoul

Ravity _factor: 10

Jritiative: 12

Combat Skill: 12

Life Points: 23

Armor: 13

Weaponry: Ghoul Grapple- Shots: 1 Damage: 1d6+2

Special Abilities: Jf doubles ave volled when attacking with
the Ghoul Grapple, and the attack hits, add a pumber of _/ife
points to the Green Ghoul's _/iife Foints equal to the number
of Life Foints the Pegulator lost.

JF the Ghoul Grapple is used to attack a Qegqulator, and the
attack bits, the Qegulator hit cannot attack for the vest of the
Combat Qound or next Combat Qound. 7he Green Ghoul will
attack the Qegqulator hit next Combat Pound instead of volling
to determine which 2egulator to attack.



Gvrey Ghoul

Ravity _Factor: 10

J/itiative: 12

Combat Skill: 13

Life Foints: 25

Armor: 14

Weaponry: Ghoul Claws- Shots: 2 Damage: 1d6+1

Special Abilities: Jf doubles ave volled when attacking
with the Ghoul Claws, and the attack hits, the 2equlator hit
cannot make attacks for 1d6 Combat ounds in addition to the
vest of the Combat Qound.

JF the Ghoul Claws ave used to attack a Qegqulator, and the
attack bits, add a number of _/ife points to the Grey Ghoul's
Life PIoints equal to the number of /ife Floints the
Regqulator lost divided by 2 (vounding up).



Shkeletal Skald

Ravity _factor: 10

Jritiative: 12

Combat Skill: 10

Life Points: 12

Armor: 8

Weaponry: Skull Drums- Shots: 1 Damage: Specinl

Special Abilities: J4/hen the Skeletal Skald loses ( /ife
Points in Combat, divide the number of _/ife points lost by 2
(vounding up) befove the Skeletal Skald loses the (/ife Floints.

AAs long as the Skeletal Skald is in the Combat, all
=ombies other than the Shkeletal Skald will be +2 to
itiative and +2 to Combat Skill each Combat 2ound.

JE the Skull Drums ave used to attack a Dequlator, and the
attack bits, the Qegulator will be -2 to Jnitiative and -2 to
Combat Skill for 1d6 Combat 2ounds in addition to the vest
of the Combat Qound.



Skeletal Geneval

Ravity _Factor: 10

Jritiative: 12

Combat Skill: 11

Life Points: 14

Armor: 10

Weaponry: Skeletal Sword- Shots: 1 Damage: 146

Special Abilities: Y4/hen the Skeletal Geneval loses  /ife
Points in Combat, divide the number of _/ife points lost by 2
(vounding up) before the Skeletal Geneval loses the /ife
Joints.

for each =>ombie in the Combat other than the Skeletal
Geneval, the Skeletal General will be +1 to Initiative and +1 to
Combat Skill each Combat 2ound.

JFor each =>ombie in the Combat other than the Skeletal
Generxal, the Skeletal Sword will be +1 to Damage.



2oadiation Y4/arvior

Ravity _Factor: 11

Jpitiative: 13

Combat Skill: 13

Life Points: 20

Atmor: 9

Weaponry: Skeletal Spear- Shots:1 Damage: 146+1

Special Abilities: Y9/hen the Dadiation Yglarvior loses
Life FIoints in Combat, divide the number of _/ife points lost
by 2 (vounding up) befove the Qadiation )4/ arvior loses the
Life Points.

Jf doubles ave volled when attacking with the Skeletal
Spear, and the attack hits, the 2equlator hit does not get to
make an Avrmor oll to avoid losing /ife Foints.

JF the Skeletal Spear is used to attack a Qegqulator, and the
attack bits, add another Shot to the Skeletal Speav for the
Combat Qound. 7his can only be used once a Combat ound.



Rodiation V¢ izard

Ravity _Factor: 11

Jpitiative: 13

Combat Skill: 11

Life Points: 16

Armor: 9

Weaponry: Skeletal Staff- Shots: 1 Damage: 1d6+2

Special Abilities: J4/hen the Padiation }4/izard loses
Life Points in Combat, divide the number of _/ife points lost
by 2 (vounding up) before the Dadiation }4/izavd loses the _/ife
Points.

JF the Skeletal Staff is used to attack a Pegulator, and the
attack hits, the 2egulator hit does not get to make an Armor
2oll to avoid losing (/jife FIoints.



2adiation 2eaper

Ravity _Lactor: 11

Jpitiative: 13

Combat Skill: 12

Life Points: 18

Armor: 9

Weaponry: Skeletal Scythe- Shots: 1 Damage: 146+3

Special Abilities: V4/hen the Dadiation Qeaper loses  /ife
Points in Combat, divide the number of ([ife points lost by 2
(vounding up) befove the adiation Deaper loses the (/ife
Points.

Jf doubles ave rolled when attacking with the Skeletal
Scythe, and the attack hits, the 2egulator bhit has theiv _/ife
JIoints reduced to O and does not get to make an Armor 2oll
to avoid losing the (/ife doints.
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Images in this publication with the Mega Miniatures logo are copyright
Mega Miniatures all world wide rights reserved and used with permission.

WE PRODUCE A GROWING RANGE OF
INEXPENSIVE METAL FANTASY,

. MODERN AND SCI-FI MINIATURES

MINIATURES PRICED AS LOW AS $1 EACH.

http://www.MegaMinis.com

Regs, Dregs, &~ =ombies Solo 270G

was created and written by Crevin _Lfamiglia.

RDE = was inspired by the clipart of
YPegaYVinis.com, a site whose ad [/ was
move than happy to include. FIlease check them
out: Jf you like this game, they have the perfect
miniatuves fov it.



