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INTRODUCTION
Many, if not most, zombie-based games are centred around small groups of survivors and
their interactions. In movies and TV also, right up to the recent Walking Dead TV series.
The main exception being the excellent World War Z by Max Brookes – and even that, as
an 'oral history' focussed on the impact on individuals of world-wide events.
In the usual sort of story, the authorities have been overwhelmed, and are largely absent –
social order has vanished, and no organised government is in evidence.
What interested me, however, was the largely unspoken part – the role of governments,
military organisations and politics. How did things get this way? What were the authorities
actually doing when it all kicked off?
In the original Urban Nightmare megagame, we played out the crisis in a single city. In this
new, revised and updated version, Urban Nightmare : State Of Chaos the aim is to play
out some of the issues around managing a growing epidemic-like crisis like this on a large
scale covering linked events in several cities in a single State. The game mechanisms
have been substantially re-engineered to make this possible, and so apart from the
general setting this game is a different game. If you have played in any of the earlier
versions of this game, forget anything you learnt. New zombies, new danger.
At the outset you might suspect you know the nature of the problem – after all its just
about shooting zombies, right? But in Urban Nightmare the players represent politicians
and leaders and they have to take into account the demographics, economics and political
make-up of the fictional State and the cities within it to work out what to do, for the good of
everyone.
My advice is to make no pre-assumptions about what you are up against. In fiction
zombies come in many forms and 'virus-z' might be propagated in a wide variety of
possible ways and the ways the zombies spread – and the best method of fighting them
will evolve as you play the game. You will have to work out the best combination of
countermeasures against this particular outbreak in real time as the crisis unfolds.
Assuming there are effective countermeasures, of course.
Each team is given their own objectives on the day. These objectives must be seen in the
context of a present day US-style political system.
Viewed from one perspective, everyone is nominally on the same 'side' but this being
America (or at least a fictionalised version of it) different teams approach victory from very
different perspectives.
How well each team does is measured against their team objectives, which are handed
out at the start of the day of the game.
So this is not a zero-sum game. It is entirely possible for everyone to win. Or lose.
I hope you enjoy your day, whether civilisation stands or falls.
Jim Wallman
Folkestone 2017
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Turn
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END

Game time

Game Day

PLAYERS ARRIVE AT THE
VENUE & CHECK IN
PLENARY INTRODUCTION &
WELCOME
Preparation phase – teams get
together at their tables and
read their objectives.
1800 - 2400

Day 1
Friday

2400 - 0600

Day 2
Saturday

0600 – 1200

Day 2
Saturday

1200 - 1800

Day 2
Saturday

1800 - 2400

Day 2
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Day 3
Sunday
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Day 3
Sunday
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Day 3
Sunday
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Day 3
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Day 4
Monday

1200 - 1800

Day 4
Monday

Local Game
Debriefing
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PLAYER ROLES AND STRUCTURE
City Teams
The game covers events in five cities. Each city has a set of three main city teams, made
up of the City Hall Team, the Police Team and the Emergency Services Team.
Each city is governed by an elected Mayor and her team at City Hall.
The Mayor is the boss of the Chief of Police and the Chief of Emergency Services – both
of these are elected roles.
Cities have a great deal of autonomy over their local governance, laws and taxation, and
they guard this autonomy jealously. The State has overall responsibility for the cities within
it, but does so only with the approval of the city.
The attitude of the electorate within the city is important, and City Government players will
have to pay attention to this, as re-election is one of the key objectives for all the elected
officials. There will be elections at the end of the game – Votes Will
Count.
In each city there or 2-4 politically sensitive locations. These
are marked on the map. Out of control fires, crime or
zombie infestation in those hexes will cause the
incumbent mayor, chief of police and/or emergency
services chief to lose votes. Protecting these areas is a
priority.
The Police Chief leads the police team and is responsible for
law and order, and the protection of the citizens of the city.
Failure to do this will have a big effect on the police chief's
chances of re-election. The team members of the police
team are also deploying police units on the map to deal with
emerging situations such as civil disorder, looting or the
depredations of the undead.
The Emergency Services Chief leads the Emergency Services team and is responsible
for firefighting, rescue, hospital and paramedical services (and in this game running
hospitals). Saving lives and limiting property damage are the paramount concerns, and
failure to do this will badly affect the chief's chances of re-election. The team members
will be responsible for deploying firefighter and medic (ambulance) units, and collecting
casualties and processing them through the hospitals.
Promises, Promises
City Hall has to make decisions about future funding of services – and will be able to make
'funding promises' to other members of the city government team in return for cooperation
and support. Of course there is only a finite amount of funding to go round.
Funding promises are represented by cards that are handed to those being given a
promise. For some players this will be very important (this will be explained in those
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player's personal briefings). Funding Promise Cards may not be traded between players
– but can be handed back to the Mayor, if a player wants to give up that promise.
Only the Mayor can give out a Promise Card in the city.
State Teams
The state is run by the Governor. The State is in effect a mini-country within the USA, and
the Governor can be thought of as a sort of 'local President'.
The Governor is democratically elected, and therefore keeps a close eye on the attitude of
the population and his chances of re-election.
The Governor has a team to help manage things, especially public relations and the
media. Like a City Mayor, the Governor also has a stock of 'funding promises' to hand out.
These can be handed out to any player or team in the State.
The State Police come under the Governor, and are responsible for policing outside the
main cities. The Chief of State Police is an elected official.
At times of crisis the state police can be called in as a reserve to support city police
departments – if requested by the city police. Otherwise they have no jurisdiction in the
cities. They are responsible for policing the highways and the smaller towns in the state.
The National Guard is the primary defence force for the state and is
under the political control of the Governor.
The National Guard may not be deployed outside the state except
under certain special circumstances such as a major national emergency
or an international war.
The Federal Joint Chiefs in the Pentagon have a degree of command
responsibility for the National Guard. In the event of a major crisis the National
Guard provides an important reserve of trained manpower.
However because of the part time nature of the Guard, it can take time to come
fully up to strength. The National Guard team will be involved in contingency
planning as well as potentially deploying some (or all) of their resources to
assist the people of the State
Corporation Teams
There are a number of major technology corporations active in the State. They will not be
represented in all games in the Wide Area Megagame.
These are a major source of political campaign funding for all the political players.
They are also a source of equipment and technology, and they each have very advanced
research departments who may be able to help with bio-medical research, vaccines, or
other high tech assistance.
Corporation teams, if in play, will get a separate guide explaining how their team works.
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Media
The media, in the form of the Badger News Corporation is the 'voice of the people'.
The Badger News Corporation has offices in each City and their reporters will be busy
gathering news.
The media team's main role is to challenge, investigate, question and report on the
activities of the politicians, police and other key participants in the crisis.
During the game, they will be posting game tweets, updating a news website, and
organising press conferences where they can ask penetrating questions.
Federal Government
The Federal Government, in the form of the White House, The Pentagon and the
Department of Homeland Security are represented in the game in a separate Federal
Government game being run in London.
The Federal Government has some agents on the ground in each game, who are the
'eyes and ears' of Federal Government and have a direct line of communication with it.
The Federal Government has a lot of resources it can use, but only when requested by the
local State Government, and then usually in return for some sort of political concession.
The local Federal Representatives are responsible to ensuring Federal resources are
properly used.

PLAYING POLITICS
Most of the gameplay in Urban Nightmare is political. All the
key figures have a political dimension – obviously the City
Mayor and the State Governor and their teams, but also the
Chief of Police and the Chief of Emergency Services are
elected officials.
Each of these officials will have a set of personal
objectives that they will be trying to achieve during the
game, if they can.
The politics will be done by players talking to each other and
making deals, promises, compromises and threats.
And this discussion will have a public dimension through the media. The media have a
huge influence on public opinion, and political players will be expected to make official
press statements or speak or answer questions at a press conference at various points
during the game.
The key metric will be whether a politician can get themselves positively reported in the
press. This will gain a politician votes. And of course avoiding negative reports and 'fake
news' (which might lose a politician votes).
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PANIC
Each city has its own Panic-O-Meter which shows just how unhappy the local population
is. You do not know exactly what will happen when the City reaches the Mass Panic
stage, but it will be a Bad Thing. Control will give you a Rule Card should the unthinkable
happen.
Similarly, the State as a whole has its own Panic-O-Meter, and State-wide panic must be
thought of as an Even Badder Thing.

RULE CARDS
Most of the actual
The rules for the
game are not in this
guide.
As you play you will
encounter different
situations (such as
fighting zombies)
and Control will give
you a Rule Card
with the rules for
handling that
situation on it only
when it occurs. So
some aspects of the
crisis will come as a
surprise.
These cards will be
self-explanatory.
Players will be
responsible for
keeping track of the
rules, though Control
will be able to help
on interpretation.
Examples of subjects
that Rule Cards will
cover include,
zombies overrunning
buildings and
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hospitals, how zombies affect movement, firefighting, being outnumbered, risk to VIPs and
many more.

POLICE & MILITARY OPERATIONS
Military, Police, Fire and other units deploy to the map, and can
move fairly freely in the city. The counter is marked with how
many hexes the unit can move each turn.
Because nobody has encountered zombies before, you do not
know how they will perform when called upon to try to clear a
map hex of zombies.
The first time a unit goes up against a zombie-held hex, each
type of unit is given a UNIT CARD with information on how effective that unit is against
zombies.
On that card are the rules for how they fight, and their chances of success. The player
controlling the unit gets to keep that card and will use it on subsequent turns to work out
their own combat results.
There is a unique unit card for each type of unit.
Units might take losses. If this happens then players cross out one of the 'LOSSES' boxes
on the counter. When all the boxes have been crossed off the unit then the counter is
removed from the map.

EMERGENCY SERVICES OPERATIONS
Fire and medical units move on specific phases of each game turn.
At the start of the game the Emergency Services team will be give the Rule Cards that
apply to fighting fires or operating hospitals.
Each hospital in a city is represented by a Hospital Chart – this allows
you to manage casualties and the chart contains the rules
for hospitals.
Major Cities usually have
three hospitals, minor cities
1 or 2 hospitals.
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THE PANIC-O-METER
Each city (and the state as a whole) has its own Panic-O-Meter which shows just how
unhappy the local population is. You do not know exactly what will happen if the City (or
State) reaches the Mass Panic stage, but it is likely to be a Bad Thing.
Things that modify the Panic-O-Meter negatively will include: zombies on the streets,
uncontrolled fires, unnecessary civilian casualties and bad press.

SPECIAL ACTION CARDS
Each player will have some Special Action Cards.
These allow you to influence the action in the game in
a number of ways – exactly how is explained on each
card.
The cards you will be given are the total you have
for the entire game – there will be no more after
these are used up so it is an important decision when
to use them.
These cards can be given to other players (or
exchanged for example in return for votes or money).
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THE TURN SEQUENCE

PHASE

1

POLICE /
MILITARY
OPERATIONS
STAFF

GO TO MAP.
Deploy / Move
units on map.

2

Resolve combat
actions on the
map.
Mark counters
with losses, and
place Casualty
Counters.

3

LEAVE MAP.
Report situation
to Headquarters.

CHIEFS,
EMERGENCY
ELECTED
SERVICES
POLITICIANS &
OPERATIONS STAFF
POLITICAL
STAFF

GO TO MAP
Move Casualties
on the Hospital
sheet to next
place.

Communicate.

ZOMBIE-MEISTER
Approx.
or
TIME
CONTROL

Update fire
growth on the
map.

4 mins

This can be
done face-toface simulating
Firefighters Watch
conversations
Draw Incident
fires and plan
on the phone.
cards and add
moves. Medics
new fires and
4 mins
watch actions and
Or by email, casualties on the
note casualty
phone,
map.
locations.
watsapp or
Skype,
or by
Move Fire units to
sending
written
fires.
Move Medic Units notes via an
4 mins
aide.
to casualties &
pick up.

4
5

Watch the
Roll for firefighter
situation
as it
If a player is
activities.
develops.
May
physically
play Zombie
Planning for next Move medic units
visiting
with
casualties
to
Action
Cards if
turn &
someone or
a hospital.
appropriate
coordinating with
some place
other agencies.
then move
Move Casualty
your VIP
counters to
counter on
Hospital sheets
city
map NOW.
and roll Triage.

4 mins

4 mins

UPDATES ZOMBIE
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TEAM TIME : Everybody must be back at their team
STATUS /
SPREAD.
tables. This time is used to plan for the coming turn
Play any
and to report to the rest of your team on all your
appropriate Zombie
activities in the turn.
Action Card
CONTROL Collect votes lost as a result of Panic-oMeter
MAP CONTROL
Draws Event
Players cannot move around during this phase.
Cards
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