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The fall of civilization at the hands of the Living Dead has resulted in more ways to die than just being eaten or killed for what you have. Nature is reasserting its dominance over the world and amongst the new priorities that survivors require are the simple necessities of food, warmth, and staving off sickness.

To run a Campaign using the Seasons rules you will follow the story of your Groups over the course of a full year, surviving not just against each other but also against all the external factors that a world without power, running water, or health care has to offer. This book contains everything you need to run an enhanced campaign that also includes new Refuge perks, Characters, and a Record sheet that tracks additional conditions on your characters to challenge you as the Leader with even more decisions.

If resources are low; who will you feed? Whom can you clothe to keep warm and if someone becomes ill, what do you do about it? Unexpected weather can alter even the simplest of supply runs from a normal clash between Groups to a desperate battle between the Groups and Mother Nature herself.
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If you wish to use the rules from this book it is recommended you begin a fresh Last Days campaign. You could also declare you are going to begin using these rules at a certain point in an existing campaign but be clear with players about the structure that will be in place from then on.

The four seasons the Campaign will progress through are Spring, Summer, Fall, and Winter. When a Campaign begins you should randomly determine which Season the Groups begin in. The Campaign will progress through all four seasons in order, concluding once all four have occurred. The simplest way to do this is to roll a D4, D8, D12, or D20 (anything that lets you randomize 1–4 by being a multiple for 4). For example, 1 = Spring, 2 = Summer, 3 = Fall, 4 = Winter.


This book assumes the locale the Campaign takes place in has a relatively temperate climate with decidedly different seasons. If you want to replicate a more distinct or extreme environment, pick whichever seasons work best to replicate that locale and simply play an appropriate number of games in each season in the correct ‘order’. You could even extend certain seasons by having them run multiple times concurrently or adjust the number of games etc.

For instance, if you wanted to replicate an arid environment you could simply have the Campaign run through 10 games of Summer and 2 games of Fall (in whatever order you choose). Modify it as you see fit. The ‘Standard’ way to play through the Campaign would be 12 games (3 per season) running from Spring, to Summer, to Fall, to Winter, and finally starting in whatever season you randomly determine or select.



Included at the back of this book is the new Roster Sheets which will track the current condition of the Characters in your Group. Each of these can affect the performance of your Characters and present an additional drain on your Group’s resources as you battle other Groups for Supplies. Construct your Groups as normal, recording your Leader, Characters, and Refuge on their cards and again on the Group Roster.

The Campaign Sheet is used for all players to keep track of their 12 Encounters that will make up the story of their Group’s year. Each player can keep their own Campaign Sheet to monitor their progress.
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PLAYING A SEASONS CAMPAIGN

Seasons is primarily a book about getting together to play games. Having a narrative thread all though the experience of running a Campaign helps to tie it together and encourages players to see the experience through to the conclusion of the story. The goal in Seasons is to manage a group of Survivors of the zombie apocalypse through a year in their lives. It may not represent the formation of the Group or even its end, but it this timeline gives us a good picture of at least one chapter in the ever-evolving story of survival against the odds.

The goal of the Campaign is for the players to survive through twelve Encounters. It is recommended the campaign have an even number of players, but this isn’t essential. The most important thing is that everyone plays at least ten games. If some players need to play an additional game each session (or ‘month’) then that is perfectly acceptable, but this should be kept to a single additional game if at all possible. The rewards of course will be extra supplies and experience, but the increased activity will mean more drain maintaining Condition on the Characters in the Group and of course increased chance of injury and post-game Zombie Attacks.

At the back of this book you will find a new sheet to track the progress of the Campaign.

The time between each Encounter should be considered to be roughly one month. This amount of time would be sufficient for Characters to recover from their minor or major wounds suffered in Encounters and for things like Building to take place, a Zombie Attack to occur, and all the other post-game incidents that form the action between each session of players getting together for a game.

After each Campaign Round the players should check the appropriate Month as complete on the Campaign Sheet.
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SEASONS OF THE YEAR

Prior to the collapse of society from the plague that is the living dead, a large majority of people were living at a level their ancestors would have considered absolutely decadent. Food was readily available from local stores. Shelter was all around and built to a quality to insulate those living there from all but the most extreme weather conditions, and they were provided a constant flow of things like energy and natural gas.

All of that is gone. Structures still stand but without power their in-built technological advantages are all but useless. A warm and well insulated forced air furnace is nothing but a hunk of steel and larger structures which were airy and comfortable previously are now almost impossible to keep warm in the colder months. A small cabin with a cast iron stove and removable shutters can be kept cool in the summer months and warm all through the winter. What used to seem quaint and backwards is now sought after as the ideal location to survive.

Each Season will represent unique challenges to the Characters and their Groups and will affect their Condition. They also require additional resources to be expended. Most of these resources are produced by engaging in new post-game Jobs that are specific to the Season.

Every Character in a Group (whether convalescing from Injuries from the last Encounter or able-bodied) must have their Conditions managed. This includes any animals in the Group as well!
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SPRING

March, April, and May are all Spring months. Groups must manage Hunger and Sickness during these months. In addition, roll 1D6 in March. On a roll of 1 they must also manage cold. Roll 1D6 in May. On a roll of 1 Groups must also manage Thirst.

SUMMER

June, July, and August are all Summer months. Groups must manage Hunger, Sickness, and Drought during these months.

FALL

September, October, and November are all Fall months. Groups must manage Hunger and Sickness during these months. In addition, roll 1D6 in September. On a roll of 1 the Groups must also manage Drought. Roll 1D6 in November. On a roll of 1 the Groups must also manage Cold.

WINTER

December, January, and February are all Winter months. Groups must manage Hunger, Cold, and Sickness during these months.
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CHARACTER CONDITIONS

“TO LIVE IS TO SUFFER, TO SURVIVE IS TO FIND SOME MEANING IN THE SUFFERING”

NIETZSCHE

Each Character will have four new sections on the sheet to track their Condition. There are four aspects to track, each of which has two levels. Each level has its own unique effects on the Character.

When the first box is checked the character is considered to be Suffering. If both boxes are checked off the condition is Critical. Should they ever be at the worst level of any two Conditions (both boxes checked on each Condition) they will die! Remove that Character from your Group Roster sheet.

No Condition effects or combination thereof can every take a Characteristic below 1.

All Characters begin the Campaign healthy, with no Condition boxes checked.

HUNGER

This represents how well-fed a Character is. Calories-in versus calories-out is something we mostly don’t think about in our day-to-day lives but when combined with the huge increase in manual labour required in living without our modern conveniences, it quickly becomes a concern. Whether or not a Character is stable or shedding weight and losing their health is a constant struggle and a priority every leader must consider at all times. This is the one Condition that must be managed in every Season of a campaign.

HUNGRY (SUFFERING)

The character feels weak and cannot expend a huge amount of energy without the possibility of passing out. If deployed into a mission when at this level they may not take Run actions and will count any items with the Heavy attribute as one level Higher (Heavy 1 becomes 2, etc).

STARVING (CRITICAL)

The Character is so weak from lack of food that they cannot do much more than hobble around the refuge and are nearly delirious. They cannot participate in Missions and count as a previous game casualty for the purposes of Zombie Attacks.

HEALTH

While the zombie plague may be something that the Survivors have avoided up until this point, there are literally millions of other germs out in the world waiting to infect them. Add to this millions of rotting bodies, some on the ground and some walking about, that can host communicable disease or simply contaminate a cut and the Characters will find themselves missing modern medicine. Health is another Condition that must be tracked year-round but becomes particularly relevant in Spring and Fall when changing weather and precipitation can unlock new sicknesses for the Group to contend with.

SICK (SUFFERING)

The common cold is typically nothing to worry about up until you
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