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OR, "HOW A DESIRE TO GRAB A QUICK ROUND 

OF GOLF ALL WENT TO S%#T." 

*************************** 

I am working on a zombie golf game to add to an 
ATZ Scenario Pack so decided to play a quick nine 
holes to see how the mechanics worked with 
zombies walking around the course. It's based on a 
real rural course in Arizona that I'm familiar with. 
Here's my story… 

 

Billy Pink (Rep 5) and his current girlfriend, Sooze 
(Rep 4) were driving south down 95 just outside of 
Bullhead City when they saw the sign. It was a Par 3 
Pitch and Putt just up ahead to the right. Billy pulled 
the car into the lot and the two of them headed for 
the clubhouse door. 

Three zeds were walking around the front and one 
was stumbling about the back of the building. 

 

TURN ONE - ZEDS 3 SURVIVORS 2 

 The Zeds moved first having been attracted 
by the sound of the car. 

 Billy & Sooze check the front door of the 
clubhouse and go inside. In the front room 
they find a can of fuel but not much else.  

********************************* 
I was using the basic ATZ rules with some slight 
modifications. 

 I was using the new building interior rules 
from I, Zombie and the Building Markers as 
well. This turns the building from a one shot 
wonder into four areas to explore. You'll 
note in the pictures that the red arrows and 
exterior doors, the green ones link the areas 
of the building together and the yellow are 
windows. Figures can only enter a section 
from an adjacent section if it contains an 
arrow. This makes location inside the 
building much more important and realistic.  

 I was using the Risks and Rewards Deck 
that eliminates the need for about six tables 
from the book. Now by flipping over one 
card I can see: 

o  If the room is empty. 
o The number of zombies if there are 

any. 
o How many survivors there are plus 

their type, Rep, and their weapons. 
o What item of Loot can be found if 

there is any.   

 The new Encounter Awareness, NPC 
Reaction Tables, and vehicle rules found in 
I, Zombie. 

 

 

TURN TWO ZEDS 6 SURVIVORS 3 

 Billy & Sooze leave the fuel for later and 
move quietly into the second area of the 
clubhouse which is the counter where the 
golf clubs and balls are located. They 
stumble upon a Ganger who tries to draw 
his weapon but is cut down by the two. Billy 
strips off a gold chain from the Ganger and 
gives it to Sooze. 

 Outside another Zed appears drawn by the 
gunfire. 
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TURN THREE SURVIVORS 3 ZEDS 2 

 Grabbing clubs and slipping a couple of golf 
balls into their pockets the duo move into the 
third area. It's filled with clothing and 
something catches Sooze' eye. As she 
moves over to it two Zeds step through the 
clothes. Billy swings his golf club and takes 
one out but the other grabs Sooze and bites 
her on the arm. Billy can only watch with 
equal parts of horror and pissed-offness as 
she goes down and the Zed starts to tear 
her apart. 

 Outside the racket and Sooze's screams 
drive the Zeds onwards towards the front 
door.   

 

TURN FOUR SURVIVORS 6 ZEDS 3 

 Billy can only watch as the Zed finishes his 
dirty work.  Outside the three Zeds reach the 
locked door while the others come around 
the south side. 

 

 

TURN FIVE SURVIVORS 6 ZEDS 4 

 As more Zeds smash through the door and 
into the shop Billy is still stunned. "I just 
wanted to play a round of golf," he thinks. 

 

TURN FIVE ZEDS 5 SURVIVORS 3 

 Billy finally snaps out of it and moves toward 
the rear door of the shop. Out of the corner 
of his eye he sees a purse with some cash 
and jewelry sticking out, obviously tossed 
away in haste. Remembering the gold chain 
he runs back to where the Zombie is and 
shoots him twice in the head. Reaching over 
to Sooze' lifeless body he grabs the chain 
and says his goodbyes.  

 

TURN SIX ZEDS 4 SURVIVORS 3 

 As the Zeds enter the front door Billy heads 
out the back. Now it really starts to get 
weird. 

**************************** 
I don’t usually play with random events although 
they are in all three ATZ books. As soon as the 
activation dice came up snake eyes I thought, hey, 
why not. Yeah right. 

TURN SEVEN ZEDS 1 SURVIVORS 1 

 A large barking dog, closely followed by six 
zeds, came running up to Billy from the golf 
course. A quick assessment and it was 
obvious the dog wasn't friendly. Maybe 
rabid, guard dog, whatever. As fast as the 
dog was Billy was faster as he shot the dog 
down three feet from him. More gunfire, 
more zombies being attracted and this new 
group of six close at hand. 
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TURN EIGHT SURVIVORS 6 ZEDS 4 

 While Billy was dinking around with the dog 
the Zeds around the clubhouse and the new 
ones all made a bee line, a slow beeline, but 
a bee line none the less, directly towards 
Billy and the car. 

TURN NINE SURVIVORS 3 ZEDS 2 

 Billy slid over the hood of the car and got in. 

 The Zeds from inside reached the doorway 
and the others were closing in…. 

 

TURN TEN SURVIVORS 5 ZEDS 2 

 Billy went to start the car…and fumbled 
around with the keys. 

 The Zeds hit the car and swarmed over to 
the driver side as well as to the front of the 
car. Blam, blam. Two zeds went down from 
Billy's gunfire but two more took the place. 
After a bit of a struggle Billy took them both 
out in hand to hand. 

TURN ELEVEN ZEDS 6 SURVIVORS 2 

 This left a small gap for Billy. Rather than 
trying to trust his luck to the car starting he 
opened the driver door and sprinted down 
the highway.  

************************* 

Next activation came up doubles, another random 
event. Bam! Rain storm like you can only find in the 
Southwest. The next turn the whole area was 
covered in a heavy downpour limiting visibility and 
speed. 

 

 TURN TWELVE SURVIVORS 4 ZEDS 3 

 Billy moves onto the course, the zeds start 
to follow, starting to rain heavily. 

 

TURN THIRTEEN SURVIVORS 5 ZEDS 6 

 Bill stops at a four wheel drive and takes a 
shotgun from a Zed who wouldn't need it 
anyway. Slipping his BAP into his belt he 
checks to see if the shotgun is loaded. 

TURN FOURTEEN SURVIVORS 3 ZEDS 2 

 Billy moves towards the rear door of the 
clubhouse stopping to blow away two zeds 
in the way. He has a plan. Lure the zeds into 
the clubhouse then out the front door and 
the safety of the car. 

 All the shooting is attracting more zeds. 
Thank goodness this is a rural area! 

TURN FIFTEEN SURVIVORS 4 ZEDS 3 

 Billy makes it to the rear door and sprints 
inside the Zeds all starting to follow. 
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TURN SIXTEEN SURVIVORS3 ZEDS 3 

 Billy makes moves past what was left of 
Sooze deeper into the clubhouse. As he 
reaches the can of fuel he briefly thinks of 
lighting the blaze on fire and frying some 
Zeds. But he remembers he did come here 
to golf and decides he may come back again 
so goes outside….   

 

TURN SEVENTEEN SURVIVORS3 ZEDS 1 

 Right into two new Zeds that came to 
investigate all the noise. Boom! Billy takes 
them down with one blast and slides behind 
the wheel. This time the car starts up and 
soon it's speeding down the highway.   

 

 

 
************************* 

Like the title said, I just wanted to play a round of 
golf and see how the zombies would interact during 
the game. I've played the games numerous times 
without the zombies around and it's a fun little 
diversion. I realize now that adding zombies to the 
mix ratchets up the excitement factor. Well looks like 
Billy will have to make a return visit in the near 
future. 

 

 

 


