THE SHOYGUN DIARIES

R Zombie Survival Roleplaying Game

Written 5}/ Jo/?n A)/C,é
Written for Nick Watts
7Tt/ e 5}/ )eoche//e AJQZ‘Z‘S

7he Sﬁoz‘ﬂan Diaries is O and TM 2009 éy John tick, wsed éy pernrission. Al characters and situations
presented here are Actiona and any resemblance between real persons is coincidental. Except for Nick.
We's real. And zombies. They are real, too. And Z's later ¢han you 2hink.



Dear Diary,

Went Lo the grocery store today Ffor supplies. te got capned soup, carned
vegetables and capned Frut. e lost Marie.

HfLer e all agreed Zo stay together, after we all agreed going out alone
was too dangerous, after all of that, she decided to search the backroor.
Hnd none of us noticed. None of us noticed unti/ she started screaming.

Outr butddy system completely failed. Jay ran for the Front door and never
looked back. Kon and I dropped our éa35 and shoetldered our rifles. then coe
got Lhere, it was Yoo late. tWe blockaded the door and grabbed what bags wwe
could. Then, coe 2ried to catch wup cuith Jay.

e coas already in the shop, 2he iron 3az‘e Shed. TF Ron didn't have Ais own
Key, Jay coctld have lef? wus out 2here. I coas almost out of ammunition twhen
Che gate went up. te had to cut of £ Lheir hands o get it closed.

IZ's never easy o confront Someone when everyone has quns. Jay cort/dn 7
back down. He woas right 2o run, he sad. e was Fight 2o get 2he hell out of
Chere. Kon Zried Zo tell fim that Marie coas fis buddy and it was Jay s Fault
2 happened at all. Jay coouldn'? listen and at the end, he decided he coould be
better of £ on Ais owwn. e agreed he could Zake whddever he could carry and
/et Aim go. We went out the roof exit and ran across the rooftops toward
the edge of the city.

That leaves ws with seven. Only Lhree of us can make the grocery run.
wWalter and Virginia are too old, Tommy is too young and Elizabeth showld be
gving birth amy day notw. None of us knowo chat o do. e can ? even get Zo
the library 2o get a book.
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My day trudges Forward. I eat canned peaches and look out the windoeo.
The iron gate Keeps them out of reach of the glass. Fordunalely, the qun
Store has bullet proot’ glass, so even iF they get through the gade, the glass
eill bety ws ime o reach the roof. I Knsh ry peaches and look out at 2he
faces. They arent even human anymore. I don't know why I rm so compelled
o watch them. Maybe I'm looking #or mom and dad. Masbe I m looking For
Debbie. I havent seen ther yet. Ninety—tio dass Jone and I havent seen
anyone I knotw. How weird is that? I haven? seen anyone I know.

Day is done. L1/ 2ry 2o Sleep. The place where I do see the pecple I fnowo.
Hnd I coatch them die agan and agan and again. Good night, diary. One more day
wnrder sy belt. A least here's thd.
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Introduction

The Shotqun Diaries is a roleplasing game about zombie survival horror.
Specifically, this is Nick's roleplajing game abotd zombie horror. I designed it
for Ais birthday, so if it seems I m talking to a specific person, I am. THis
game belongs to Nick and he gave me permission Co show it to you. So, i you
like i, 2he next time you See Aim, make Sure 2o 2hark Aim.

(And happy birdhdays, Nick!)

In the game, you play the roles of surivors of the zombie gpocalypse.
Why 2he zombies are here really doesn'? matter, does 2?7 tWe fnoo cohat
happens o those who try Yo And a cure. We knowo whad happens to those
who study the zombies. The only choice here /s Zo survive.

You will need 2hree 2o six plajers (less and more 2han Chat dirtinishes
3ame/9/ay> and a Zombie Master who acts as the referee. You a/So need Six—
Sided dice and differest tokens For the Zombie Clock and Fear.

So, let's Knd out who your alter ego is in Chis world of fear and Zeeth.

MAKING A SURYIVOR

Al zombie swurvival movies have parz‘fca/ar binds of characters. You may

even call 2hem archetypes. What is your archetype?

The Clever Syrvivor

The Clever Survivor knotws hoeo Zo rmake tools owt of 2he Sfra/ge\sf Z‘/?/'n35 .
e also knows hotw 2o make complicated machines coork. e a/a)ays rolls a

least Fouwur dice For any risk /m/o/\///g Zools, devices oF mac ines.
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The Dangerous Survivor
7 he Dangeroa5 Survivor has been trarned coith twoeGPOns . He's a Cop or a
Soldier oF Just a gun netd. The DwgeroaS Survivor always rolls at least Foutr

dice For any risk /n\/o/\/f/g tweapons.

The Fast Survivor
The Fast Survivor isn? very 4ig, isn Z very smart, but she can run like hell.
The Fast Surviver devays rolls at least four dice for any risk /‘n\/o/\///g Speed.

The Sneaky Survivor
7 he Snea,éy Survivor knows hoewo 2o 3«3# arowund it hoed Ae/'lg Seen. e
aleways rolls at least four dice for amy risk /m/o/\//ng Snea;@nﬁ arowund and rnot

ée//g Seen.

The Stroag Survivor

The Strong Survivor may not be very smart, but when you need o block
2he door, he's the guty 2o get. The Strong Suriver always rolls at least four
dice £or any risk imoling any physical actions.

The Helpless Survivor

The Helpless Survivor is in a wheelchar or is pregnant or is a little child
who can't protect himself. The Helpless Survivor never rolls amy dice, but if
anyone takes a HSK to help or protect Aim, 2hey roll two additional dice.

(Note: 2he Helpless Survivor is best plajed as an NPC. Most plasers cwill
And Che Helpless Survivor difficult to play becase he doesn ¢ have any dice.
Hoever, if plajers are willing to take a chance on a particularly challenging
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TRAKING RISKS

Whenever your character wants to take a risk, roll dice. Koll a number of
Six-Sided dice efaa/ Zo your Survivor Cype. I amy of your dice rolls a ¢, you
get Zo say what hagpens o your Survivor. I none of your dice rolls a ¢, 2he
Narrator says whal Aappens to your Surivor.

That's the basic mechanic. Bty there are some complications.

No Zomhie? No Roll!

First, an important rele: if no zombies are present, the Surivors don ? need
2o roll for amy risks.

I the Surivors are locked wp in a shopping mall and 2hey Ve cleared all Zhe
zombies out, they don't need o roll for anithing.

Ko Dice? Ho Dice!

If you can't roll dice, the Zombie Master sass what happens. That
doesn? aleways mean you get eaten by zombies, but it probably does. Time to
rieke a nec Survivor. THis means i you are the Fast Survivor and you need o

/e a /7eavy 352&9 Zo 3ei acoay From the zombies... you 3ez‘ no dice 2o rol/.

Hilling Zombies

On the other hand, it you are rolling dice, zombies are present. ¥/otvever,
no Surviver showld ever " roll to Kill zombies.” In this game, I assume that if
you are rolling dice, you are aleays Killing zombies. Climbing a ladder? You e
Killing zombies. Trying 2o get hrough he window? You're killing zombies.
Grocery shapping? You re Killing zombies. Saving ancther Supvivor from a

Zombie attack? You re ,é////nﬁ zombies.

C
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bvery FSE imvolves 5/zooz‘//29 zombies. Don? waste rolls Z‘ry/rg Zo shoot

Specihc Zzombies. You are a/way5 5/700#//75 Zombies.

Don't Split the Party

Whenever you Cake a rsk, roll vour basic dice from your Survivor Type.
Yotoever, if you are eoith Sther pecple, you can roll a number of bonus dice
egual Lo Lhe nimber of pecple with you.

For example, if you are out getting groceries at the local food shop,
2rying Yo sneak by the zombies, you roll a number of dice appropriate to your
Survivor Type plus a number of dice egual to the numéber of pecple with you.
IF you have Ave pecple wuith you, roll fve bonus dice. IF any of those dice
rolls a six, you get o say ewhat happens to your Survivor.

Tools & Weapons

tWhenever you are uUsSing tools or weqpons, you increase your chance of
success. Tools and weapons give you a Specific. bonus listed as*+1" or “+2."
Most tools give you a +1 bonus and most wegpons give you the same bonuts.

A +1 bonus lowers the difficulty of a risk from ¢ to s, essentially adding
one point to any die you roll, Curning a s to a 6 (euth a +1). So, if you have
Che right tool for the right job, any s or ¢ allows you o say whad happens
2o your Survivor. A Zool or weapon that gives you a +2 turns a 4, s into a 6,
gVing you a SUCCeSS.

Tools only have a +1 bonus.

Hand weapons (such as lug wrenches, baseball bats, katanas, and chain
Saws) also give a +i bonus.

ﬁrearm\s have a +2 bonuts. 6



SUPPLIES

He 2he beginning of play, every Survivor rolls +our dice. Any die that rolls a
6 get's Lhrown into a common poo!. This is your Supply Pool. It represents
Food, ammunition, bandages and other 2hings necessary for survival. The more
dice in the pool, 2he more supplies you have.

A amy Cime during the game, a plajer can draco dice #rom the Supplies
Pool. These count as bonus dice he rmay roll 2o succeed in a risk. However,
once the dice are gone, he Survivors no longer have the supplies 2hey need o
survive. The ampnition is gqone, 2hey have no more clean bandages, the propane
ank's are empty, a tire blows out on the car, etc.

This doesn? mean you can't £ght zombies, but it does mean you have
no bonws dice to do it. Supplies provide the kind of bonuses Surivors need
Zo continue suriving. 7o replenish 2heir Supply Pool, Survivors must #nd

sancz‘aa/y.

SANCTUARY I

For a break in the horror, Survivors can try o And Sanctuary. A safe place
Zo rest, recoup and replenish supplies.

ﬁna//ng Sanctuary reguires a risk. &very Survivor takes a risk based on Zheir
unigue abilities. The Fast Survivor rolls four dice, the Smard Survivor rolls
Four dice, etc. IF the Survivors roll a number of sixes greater than their
current number (Four Survivors rolling fve or more Sixes; three Survivors
rolling four or more sixes), 2hey Fnd Sanctuary. Gather wup dfl vour sixes. 7The
nupiber of sixes you roll eguals the satety of your current Sanctuary. A gun

shop. An abandoned grammar schoo!. A grocery sSZore.



Throew all the dice 2hat rolled a six into a common pool, ewhich becomes
Che Supplies Pool. I the Survivors already have supplies remaining chen they
And a necw Sanctuary, 2he new roll adds 2o the current Supply Pool.

The number of Sixes rolled a/so represests the reladive security of the
Fouund Sanctuary. But if a Surviver exits the Sanctuary (2o get food, £nd
rore SUNVORS of For amy other reason), the Survivor is not safe and rutst

deal with the zombies.

THE ZOMBIE CLOCK

The Zombie Clock represents the imminent and inevitable arrival of zombies.
At the beginning of the game, the Zombie Clock starts at 1 (one zombie). You
can represent the Zomébie Clock any cay you like. Dice, £qurines, skulls,
Zeeth, etc.

Every Len printes of real time that goes by

*  roughly, a day passes, and 8

o Che Zombie Clock inches up one more rank, and

* the Supply Pool goes doewn by one.

Hgain: Zombie Clock qoes wp one, Stpply Pool goes down one. This
represents the passage of time. Zombies gather and Supplies deind/e.

A2 any time, 2he Zombie Master can unleash zombies in 2he Surivors
direction. The nuumber of zombies eguals the rank of the Zombie Clock.

I the Zombie Clock's rank is lower 2han the securidy rank of 2he
Sanctuary, the zombies cannot £nd a way in. The Survivors are safe. No
zombie can enter the Sanctuary.

This gives the plajers Zisme to prepare for the inevitable. Sooner or later,

he zombies will And owt whad s 30/‘/75 on inside 2he Sanciaary and And a



way o get through the Survivor's defenses. As soon as the Zombie Clock
reaches a rank greater than the Sanctuary ‘s Security rank, the zombies have
Found a weak spot and start Creeping into the Sanctuary.

Afler any altack of zombies, the Zombie Clock resets itself back to zero.

Complications

The Zombie Master may a/so use the Zombie Clock to create
complications in the game. By discarding one rank of the Zombie Clock
(Zetrning it down From Four Lo three, for example), he can cause a particular
complication for the Survivors.

o The car's engine overhleads or runs out of gas.

*  The potoer qoes out in the Sanctuary and can only be fixed owtside.

* A small Fre suysteriously breaks out in the kit hen.

* The faucets go dry.

* A lone zombie Ands an unprotected Survivor.

Complications deduct one rank from the Zombie Clock, providing the
Zombie Master an cpportunty 2o throw problems into the Surivor's faces.

Complications override all other rules. Even if the Surivors are safe in the
Sanctuary, a single zombie can stumble his way Lhrough their defenses and
And the Survivors. The Sanctuary capnct be Fully compromised, but one small
2hing can go cronq. Perhgps the dogs and cats in the pet store are infected
and attack one of the Survivors? Or perhaps they rissed a zopbie in Zhe
Sporting Goods Section, just behind the qolF clubs...
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FEAR i0

Fear eals at your confidence and makes you act in Stupid, selhsh
ways. Etery character can earn Fear based on Ais experiences in the zombie
apocalypse. Your charactler stards with one Fear Kank.

tWhenever you make a risk, you must use a number of Fear Dice egual to
your Fear Kank. Pick a do that doesn ? Jook like the others. Thdd is your Fear
Die.

So, if you have a | Fear Kank and you are rolling 4 dice, yout roll 3 norma/
dice and one Fear Die. If your Fear is 3 and you are rolling four dice, you
rmust roll 2hree Fear Dice and one normal/ die.

IF you ever choose your Fear Die aS a SUCCeSS, Yo muUST USe your action
2o Aide, run aoay or oStherioise save yourselt. Your frends on the other side

of that door? Lock it. There's zombies, too! And 2hey can 7 get in fere !

Fear Checks

Certain events can cautse your Survivor 2o gan Fear Kanks. te call 2his
a Fear Check. thenever your Survivor Sees one of the +ollowing events, rol/
one die. I the result is higher than your current Fear rank, your Fear rank
increases by one. For example, Nick is candering around the Sanctuary chen
he opens a door and £nds a zombie cheing on a corpse 's brain. This is a valid
cause for a Fear Check. Nick's current Fear Kank is 2. ¥e rolls a die. The
result is 4. Becawse Nick rolled higher than his cerrent Fear Kank, his Fear
Kank increases by one rark.

Just seeing zombies is not enough of a reason for a Fear Check. Zombies
are everyehere and yout see ther afl Lhe Time. Specific circumstances »ust

be met 2o cause a Fear Check.



Some examples of what could cause a Fear Check:

*  Je Sees ancther Survivor ealen by zombies

* fe Sees a zombie fe recognizes

*  Anding a zombie in a Sanctuary

*  he loses something key Lo his survival (a gun, Food, a hiding place)
*  another Survivor ditches Aim out of self-swurviva/

* amy other scene of horror and hopelessness (as per Narrador s

‘/'aa/gmenﬂ

THE DIRRY

Your Swurviver Aas a c//ary, redora//'/g hs a/a/'/y exiStence in the zombie

pry
pry

grocalypse. Every day is one page. Every day 's an affirmadion Chat you are Stil/
alive and every day Jou are St/ alive 15 ancther chance Chat SOmeZ‘/w'ng eor//
c/7an3e. Someone will come. A break in the horror cill allow ws to escape.

bvery day is ancther day.

Benefits

Every game SesSion 1S an opportunty to write an ertry in your diary. It
must be a full page. I you twrite an entry in your diary, you get teo small
benehts.

&very entry lowers your Fear Kank by one. But your Fear Kank is always at
least one; it never goes to zero. Not ever. You may have hope, but the zombies
are aleoass eothin reach.

Waiting £or you to make a ristake.

Every day, you can say Something is true. Make sSure to wunderline 2his or

/7/3/7/{9/7# 7 in Sore way . T he i/)/nﬁ you corite down that s tree 3/\/85 you one



bonus die for a specific. circumstance. For example, vou corite down 2hat
Survivor T/l /s a nurse. She gets a bonus die for any risk that s appropriate.
Yot corite down that Survivor James is great at Anding Food. James gets a
bonus die for Anding food. Kemember: your bonus die only counts £or one
Specihc circumstance.

Yot can even write down 2hings thad are true about zombies. They re slow
or fast. They eat brains or they dont eat brains. You have 2o shoot ther in
2he head or you don't have 2o shoot 2her in the head.

Don'? go ewriting dowon " I "1 acvesome!” and expect a bonus die for all

actions. Only a canker would do 2hat. And yout're not a canker, rig/t?

RESCUL

IF you torsh, set a time for rescue. A rea/ time. Say... Ave garre Sessions.
Each game seSSion is one day. 4/;}/0/7(9 who makes it 2o the end of the time
period 5&&5 rescued Ay the helicopter or éy Zhe arrry or éy rednec ks cwith

5/70#34075 ) p/c,éap Zrucks. Congraz‘S . Youw rmade iZ. Unti! nex? Zire.

LOMBILS

So, let's talk about zombies.

=
i
First of ¥, zombies don? get any dice. Zombies win a die roll cwhen the
Survivors fa/ one. Otheriise, they don 7 ge? any dice.
Also, the Zombie Master can use Complications to allow zombies 2o
Stuméble wupon solutions they wotld normally not be able to solve Zherselves.
For example, e ve got a bunch of zombies in Lhe elevator. Complication Point:

one of them elborws the Seventh Hoor button. Or, the zombies can? get uUp
Che escalator. Complication Point: one of Chersm stumbles up Zhe )‘/3/7# eway.



Infection

Instead of dying From zombie altack, a Survivor can become infected by
Che zombies. This happens when the Survivor #als Co roll a six. The Zombie
Master shows mercy on the poor Survivor and allows him 2o live just a litt/e
éit longer.

The Surivor remans infected wntil the Zombie Master spends a

Complication Point Co Curn the Survivor into a zombie. Ye Should do this at

Survivor Zomhies i3

IF a Survivor dies, he becomes a zombie. I Che plajer coishes, he can

2he most opporiune (or /nop/oorz‘amﬁ Zine.

continue plajying s character as a Zombie. Note the difference betieen
zombies and Zombies. Make Stire Co wuse the proper inflection to note Zhe
difference.

(" Is it a zombie or a Zombie? )

A Zombie has Four dice to be a zombie Yo do the Lhings zombies doi rip,
lear, break, bite, chew, gut and destroy. But deep in his dim and dead mind, /e
STl has Foqqy memories of what he used o be. So, each zombie Yype get's
one special ability. All of these turn back the Zombie Clock by one rank i a
Zombie chooses o use them. I the Zombie Clock is a zero, the Zombie
cannct wuse his special ability.

If the Total Fear of the Surnivors is greater than the number of
Survivors, Zombies can use their special abilities ad eoill.

The Strong Zombie gets four bonus dice for physical risks (Zhat's a
total oFf 1.
The Sneaky Zombie can sneak into a Sanctuary wothout Ae/rg Seen.



The Clever Zombie can 5&505623& Zhe Sap/?/y Poo/ A}/ id¢.
7 e Dangeroa5 Zombie cancels the beneft of weapons.
7 he Y/e//?/eSS Zombie can overcwhelrr a victis cwith COM//eie /70/96/&55

Pty Stealing tewo dice from Ais roll.

Survivor vs Zomhie

The only time Survivors roll against zombies is if they encounter a Zombie. Both
the Survivor and Zowmbie roll appropriate dice. Whoever rolls the most sixes says what
happens. This doesn’t mean the Zombie Rills the Survivor if he rolls the wost sixes, but it

generally does. Ties go to the Survivor, but the Survivor becomes infected.

Zomhbie Master Notes

Finally, a feeo notes +or you, the Zombie Master, on how o make he garre

Fun, intense and interesting.

Watch Zombie Movies

No Kidding, huh?

But you'd be surprised by how many ideas you get From s5itting down
coith your favorite zombie movie and a notebook. Watch critically. Think Zo
yoursel£, " How would I use this in the game? " A little preparation this way
will gve you a whole tablet Full of ideas for your next game.

Know Your Players
This is a game about being afraid. That means, you have o Knoww hoew Zo
Scare your p/ayerS. And that reans you have Zo be a litt/e mean. Find out

what scares your plaers and wse 2. Just make sure, betore Zhe game éeg/nS ,
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2hat your plajers are ofay cwith a little #1ight now and 2hen. IF they aren',
maybe you should play a game twhere they get to feel porverfu/ instead.

There s more in the world to be afrad of than zombies. Use them. I
Jessie is afraid of spiders and Joarnie is afraid of drowning and Jacod is afraid
of clowns, make Sire o wuse those Lhings in your qame.

Also knoew cwhen not to do 2hings to your plajers. Fun is fun and scared is
scared, but sometimes scared isnt fun. Know the difference.

And 3ei a helmet.

Atmosphere & Mood

There s a 2hin line beteoeen litmor and horror. Know it. And don'? /et your

15

plajers cross it too often. Although, you may cant o run a horror/humor
gare (n the tradition of Aroty of Darkness, #or exapple). Just make sure
Lhere's 2he right blend of laughs and screams. Andy of course, din 2he lights,
PUL on Some SCary music and encourage your plajers o mantan the rmood.
Hnd iF Lhey joke arowund too much, bump up the Zombie Clock. That gets

Zherr woorried r/:a/]f fa/ck

Speed, Sheed, Sheed

This isnt a philosephical game. Tt isn't a game about the existential
dilemma. This is a garre about zombies eating your brains. And Zhey re rig/t
outside 2he door. And they're banging on that deor and they're going to get
Chrough any second now. So run, run, run! Kun you bastard, run!

The only stat on the plajers’ sheets is Survivor Type. You give 2hem Fear
Points, so they don't need 2o write those down. And when a Survivor dies or
ge?'s infected, it s JUuUSt that easy o make a nec one. So run! Kun! Kun! Kun!

You can rest cwhen vou And sanctuary. But not £or /ong,



Last Words

I you, plajer or Zombie Master, don'? knoww what o do, roll dice. A six
means the plajer sass what hagpens and ampthing else says the Zombie Master
says what happens. 7hat s redlly all 2he reles you reed. Everything else is
JUST clever dice Tricks.

This game risn 7 aboutt butilding a character that can protect himself or a
character who has the best trats or Ffedds or skills or ansthing like 2hat. Al/
you ve really got is your one Trick, a shotqun with a Few rounds and the coil/
Zo survive.

And that ‘s all you need.

Keep rann/ng, I/ see you a Zhe sanctuary.

Ny
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A previous version of ¢Ais gare ecas privately distribided. Modifcations, charges ard corrections have
been made. This Is still Nick's garre, wsed éy persusSion of the otner.



Gz'agne Called
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An Anthology Horror Game from Jobhn Wick Presents

o

COMING SOON

www.johnwickpresents.com/fear



