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Hello & welcome to Battlefield UNDEAD. Battlefield UNDEAD is 
an authentic horror entertainment experience using sophisti-
cated infrared gaming guns and zombie melee boxes. This Basic 
UNDEAD Games Handbook gives you a briefing on how to run 

the games we call Live-Plays. We call our Live-Plays (or games) “weap-
ons of mass exhilaration.” Our Live-Plays direct the action for gamers to 
participate in live action scenarios. Our brand of horror entertainment 
taps directly into the thrill of first person shooter video games and action 
blockbusters. The Live-Plays have a theme. There are 3 themes:

* Battlefield LIVE - modern milsim 
* Battlefield UNDEAD - zombie games (this Handbook) & 
* Battlefield TAG - or family fun “laser tag”.

Whichever theme you are running, during the game each team’s objec-
tives interfere with the opposition’s creating a game.

There are three parts to Battlefield Sports’ brand of combat entertain-
ment: Gaming Guns, Gaming Inflatables and Live-Plays. Gaming Guns: 
Battlefield Sports’ gaming guns shoot infrared “bullets” and have high-
tech sensors which enable the games to be played in the forest, on snow-
fields, or purpose-built battlegrounds. You can play indoors or outdoors. 
Our patented technology is the gaming engine inside every piece of laser 
tag equipment. Gaming Inflatables: Not all cities nowadays have access 
to handy woodlands, so we created patented gaming inflatables. Made up 
of doorways, windows, and high and low walls, we connect them to form 
an “instant” battlefield. LIVE-Plays: Live-Plays are just like a screen play, 
they give you your mission briefing, briefing script/s (story line), descrip-
tions of scenes and props (such as which gaming guns, of which SATR 
weapon emulations will be used), and if relevant, team backgrounds. 

The key to a really immersive entertainment experience is the Live-Play. 
So we have put together these basic Live-Plays to help you run some 
great games. The aim of these basic UNDEAD games is to provide lots of 
action for the players, and therefore lots of value! Your job as the bat-
tlefield operator is to direct the games so the victories are very close. It 
is also important to give the gamers the right level of challenge. Too easy 
and it can get boring. Too hard and they can lose motivation. 

The stage is set, the zombies are in 
costume; time to experience Battlefield 
UNDEAD!!

Peter Lander,                                                                                           
C.O. “Plan” Founder, 
Ba  lefi eld Sports 

Introduction
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Your Battlefield Business 
Are You Unhappy with Visitor Numbers? Use Battlefield UNDEAD to 

Boost Your Business
Here’s how to boost your a  rac  on’s sales and it is much easier than you think... If you interested in:
* Star  ng your own business that’s fun and adventure packed
* Ge   ng crowds of customers who want a thrilling, interac  ve experience to your venue
* Se   ng up a business using the most innova  ve, revolu  onary horror entertainment equipment
* Benefi t from the popularity of the booming video game industry & people’s love of the zombie genre
Then you should read on...

Hi

My name is Nicole Lander and together with my husband, Peter, we started our Ba  lefi eld Sports more than 15 
years ago. Now we have a thriving and profi table company doing the things we love. Have you ever dreamed of 
owning a business that earns you predictable cash fl ow? What about a business that you can begin as a part-  me, 
second-income and evolve into a fl exible full-  me profession? Or add on a new a  rac  on to boost your sales? 

You have “raised your hand” when you stopped by my web site, you’ve shown me that you are serious about 
exploring how to make this happen for you. I hope this Ba  lefi eld UNDEAD Basic Games Handbook gives you a 
be  er insight as to what your opportunity could be. This handbook is especially relevant for those who want to tap 
into zombie games and the horror genre. 

Everything we do fl ows from our belief in taking a video game, and experiencing it LIVE. In other words we strive 
to create a “stage” where people can experience exhilara  ng & memorable  mes. Our goal is to create the one of 
the best  mes of a gamer’s life, by tapping into the thrill of horror movies or popular Cable TV Shows. The way we 
do this is by making gaming guns, gaming infl atables, and wri  ng unique games (we call Live-Plays).  We believe in 
a business that’s fun & adventure packed. We believe in ge   ng crowds of customers who want a thrilling, interac-
 ve experience. And we believe in se   ng up a business using the most innova  ve, revolu  onary combat entertain-

ment equipment available on the market today. 

“Since doing zombie gaming my venue has increased by 40%” Paul, England.

Ba  lefi eld Sports is an award winning compnay, we have won more than 30 business 
awards for the success we’ve achieved. We have been recognized na  onally as an in-
nova  ve company. We’ve turned our passion into our profession. We soon realized that 
without profi ts, we weren’t going to share our passion with anyone. We found out that 
running a combat gaming business isn’t for everyone. To run a live gaming business 
takes a certain sort of person. 

How would you like it if we could show you a system that will create an opportunity 
for you to be a game master - leading par  cipants in a thrilling gaming experience (& 
get paid to do it!). An opportunity for you to create a place that replicates the compel-

ling ac  on of horrow movies or zombie video games. This is where your customers role-play it for real. You get to 
create a place where gamers can go from listening to gunfi re via their mobile devices to being embedded in the 
mission, making their pulse race and ge   ng that adrenalin rush. An opportunity that gives you control of your 
fi nances by crea  ng a cash-fl ow generator.

Always Wanted Your Own Business?
Although many people dream of owning their own  businesses, especially a gaming business, few ever do. It just 
gets too hard. But many people do dream the BIG dream. Here’s what one of our customers has to say.

Here at Ba  lefi eld Sports we’ve packaged up everything that has been successful for us so that others can set up 
a combat gaming business. Instead of being chained to a desk, slaving over a ‘hot’ computer all day. We are out in 
the ac  on! This is your opportunity to do what you love every single day.  Over the last 15 years we have perfected 
our business systems and the gaming technology. This is a proven system that works and it is a very profi table 
business. Many people, just like you, dream of star  ng a Ba  lefi eld UNDEAD business. However, it is not just about 
se   ng up a haunt or crea  ng a maze. 

This is about building a viable, thriving enterprise for yourself and your family.
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First things First
Ok, so what is this all about? This is not your grand-pa’s Laser Tag. No way. When “laser tag” fi rst started as a com-
mercial business it was usually housed in a small, dark, foggy maze with neon lights and  ny phasers which went 
“pew-pew”. You were never really shot only de-ac  vated for a few seconds then you were back in the game. 

Then at the other extreme there was outdoor paintball which used compara  vely huge “markers”. Many of these 
early opera  ons were pre  y rough & ready. And it was one-shot and you’re out. 

We thought, wouldn’t it be great if we could combine the game-play of outdoor 
paintball, with the technology (and no bruises) of indoor laser tag?

Our brand of Ba  lefi eld UNDEAD has a high-tech, modern twist. It is like a live video 
game. The game which modernizes laser tag has been made possible through Ba  le-
fi eld Sports’ technological breakthroughs enabling extended range of our gaming 
guns – inside, outside or mobile. And our technology really ramps up the thrill with 
our zombie games technology. 

The Key Issues
So you’ve got the gist of what this is all about. Here are some of the issues you’ll need to address to actually launch 
your own business. First up, which gaming gun to choose? This is a tricky one.  Sure there are some cheap low-
tech toys out there. Savvy business owners consider the en  re “cost of ownership”. We have spent more than a 
$1,000,000 and years and years developing our latest genera  on of technology. We call our technology “SATR” 
which standards for Small Arms Transmi  er Receiver. We believe we have the best, most fl exible, technology 
when it comes to laser tag equipment. If you don’t get the right equipment then you might have a very short lived 
business. 

“I like its durability and features. 
Ba  lefi eld is a top notch organiza  on that is dedicated to its users’ success,” Charles, CA, USA.

Se   ng up a Profi table Business
We know from fi rst hand experience that it is hard to get into this business if you have never done it before. There 
are so many diff erent issues to work out - marke  ng, staff , fi nances, regula  ons and the list goes on. If just one 
of these issues isn’t handled properly then you can fail. Where to set up a ba  lefi eld business? There are many 
op  ons and your success will depend on making the right choices. You’ll need to look at your own circumstances 
and what’s available in your area. Some sites may look right but there are cri  cal points that need to be taken into 
account when choosing a site.

Here’s the biggest myth in this business – “IF WE BUILD IT, THEY WILL COME. We don’t need to adver  se. They’ll 
come just because they love zombie games.” If you don’t get customers then you don’t make money – it’s that 
simple. You might waste a lot of your money promo  ng your venue and never get a customer through the door. I 
know that we wasted $thousands before we got the marke  ng right. 

“We upgraded all of our guns and I had a team experiment with the Zombie mode. You guys did a great imple-
menta  on. I think we can create some great games around this new func  onality. We have been talking about 
games with the domina  on features as well. This upgrade is defi nitely worth the  me!” John Pi  man, TX, USA

What Type of Zombie Games are Best? 
It’s not just a ma  er of giving gamers some gaming guns and ge   ng the zombies in costume and equipment them 
with zombie melee packs, and then le   ng them go out into your site.  You’ll need to set up a ‘Ba  lefi eld’ (either 
mobile or on a fi xed site: indoors or outdoors). You’ll need to have some ‘ba  le scenarios’ so that your customers 
will have a thrilling  me and came back for more. 

So commend to you this Ba  lefi eld UNDEAD Basic Games Handbook. I hope you fi nd it useful. At Ba  lefi eld Sports 
we off er resources to help you succeed, this Handbook is just one. 

Why use ‘Your Ba  lefi eld Business’? Quite simply, it gives you everything you need to build a successful ba  lefi eld 
business. Contact your local consultant to fi nd out what Ba  lefi eld Sports can do for you. 
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Games to Play
Match your Games to your Battlefield Theme 
Using Ba  lefi eld Sports’ gaming guns games generally fall into one of three themes:
• Ba  lefi eld LIVE (milsim) -
• Ba  lefi eld TAG (Laser Tag) or
• Ba  lefi eld UNDEAD (Zombie games) this Handbook. 

In the Ba  lefi eld UNDEAD theme the English SFX diff erent again. When a zombie “bites” (i.e. shoots) an oppo-
nent their gaming guns issues a sound eff ect “brians” and when they take their last hit poin the SFX is “brains, 
brains!”. In the horror theme are 4 popular basic 
games. In the zombie or horror theme there are 4 
popular basic games. The fi rst 3 suit both indoor or 
outdoor game play whereas the last one is best played 
in an indoor haunt. To see the write-up on these games 
refer to the Ba  lefi eld UNDEAD Basic Games Hand-
book.
1. Zombie Domina  on
2. Zombie Kill Zone
3. Ward 13
4. Zombie Survival
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SCENE This Live-Play can play out in just about any terrain. This 
Live-Play can be played indoors or outdoors. Some sort 
to emplacement (such as a fort or room) is useful in the 
center of the fi eld. 

CHARACTERS Both Teams: For woods games, standard level & 5HP. For 
infl atable events or indoors hard live 3HP. 
All gamers start with gaming gun set as a M1911 
autoloading pistol emua  on. 
Each game 1/2 of the gamers are Survivors with 1/2 
Zombies.

OBJECTIVE: The mission objec  ve for both teams is control the 
objec  ve for more  me during the mission than the 
enemy. To indicate control the Domina  on Box must 
be shot by the team and then they need to establish a 
perimeter to prevent the opposi  on shoo  ng the box. 

RE SPAWNS Unlimited.  

ZOMBIE DOMINATION GAME WITH MYSTERY BOX

One of the most popular games, the “Zombie Domination” game can be played both indoors or outdoors. 
This Live-Play is where both the Zombies and Survivors are paying customers and the gamers swap and 
play each role. 

NOTE: To play this game you will 
need to set your Domination Box/
Boxes to “US Male” language. If you 
do not have the latest SFXs loaded, 
contact your local consultant. 

For a scenario where the Zombies 
are actors, please see the “WARD 13” 
mission.

The Zombie Domination Game is simi-
lar to a Battlefield LIVE Domination 
Game (see the Battlefield LIVE Basic 
Games Handbook) but with the added 
element of surprise with the inclusion 
of a Mystery Box. 

Like the Domination Box, the Mystery 
Box is placed near the center of the 
field on one of flanks so it is roughly 
the same distance from each team’s 
medic box.  

The Mystery Box is set to any team. 

So this means that both Zombie and 
Survivors can potentially change their 
weapon emulation. The Mystery Box 
will only issue a new emulation once 
per every 90 seconds.

© 2015

  

Duration  Out: 15min | In: 5min

Players 4 +

Ages   6 yrs +

Terrain  Any

C.O. Level Easy to Run

Zombie Domination
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OUTDOOR - ZOMBIE DOMINATION

In our standard public session in the woods we play this Zombie 
Domination Game for a duration of 15 minutes outdoors or 5 min-
utes indoors. The Zombie Domination Game scales well to virtu-
ally any size group. For big groups (50+) use 3 Domination Boxes 
instead on only one. This spreads out the game play across the 
field. 

Because of the integrated anti-cheating technology, Battlefield 
UNDEAD can operate with very large numbers of gamers with lim-
ited staff. 

A very small session of 3 versus 3 gamers is fun. A large session 
with 150 gamers per side is even more thrilling! 

Each team starts up to equal distance from the objective, i.e. 
equidistant from the Domination Box. 

When playing in the forest, typically the 2 teams start approxi-
mately 160 to 200ft (50-60m) from each other and out of sight of 
each other. 

We normally allocate the “B Team” also known as the Zombies i.e. 
the zombie patterned brains bandannas. And the “A Team” also 
called the “Survivors Clan” i.e. get allocated jungle hats. 

By providing unlimited re-spawns for the entire 15 minutes of the 
game (or whatever game duration you have set with the Master 
Controller). 

This guarantees everyone plays for the whole game. 

In the Domination Game the first second is as important as the 
last, so Domination loads and loads of action through the entire 
game.  

Zombies ZZoommmbbieess (Domination (Domination 
with Mystery Box) with Mystery Box)   
Brains,  Brains  BR AINS!  You have 

been driven mad by the infec -

t ion.  You don’t  fear  dying,  you 

are  already dead!  You can re -

spawn as  many t imes as  you l ike 

from the infec t ion point.  

For  this  f inal  batt le  against  the 

breathers,  you are  now armed. 

You also k now the breathers 

have found a  possible  antidote 

to  infec t ion.  Take control  of  the 

Domination Box,  shoot  i t  &  make 

sure i t  f lashes  your  team color.  I f 

they change shoot  i t  again. 

You have 15mins/5mins to  dr ive 

back the breathers  & have suf-

f ic ient  t ime at  the laborator y to 

destroy the cure.  I n  the armor y 

you wi l l  f ind a  myster y  box,  this 

wi l l  give you a  weapon upgrade 

or  possibly  a  weapon downgrade. 

Push the green button on the box 

to  get  the upgrade,  once upgrad-

ed you can’t  change weapon for 

90 seconds.  Upgrades are  l imited 

so get  there f i rst ! 
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STORES Items needed to run this Live-Play

GAMING GUNS 4 to 500+ gaming guns 

MASTER 
CONTROLLER:

At least one Master Controller. 

MEDIC BOXES 2 Ba  le Boxes (set as medic boxes or combo boxes) 

DOMINATION BOX At least one Domina  on Box. With very large groups you 
can run the game with 3 Domina  on Boxes. 

SFX Please Note: to run this game the units will need to have 
the Zombie SFX loaded into your “US Male” language slot 
in each of the Domina  on Boxes.

MYSTERY BOX A dedicated mystery box, or a ba  le box set as a Mystery 
Box.

Survivors Survivors (Domination (Domination 
with Mystery Box) with Mystery Box) 
“ This  is  your  f inal  stand against 
the Zombie horde.  There is  no-
where left  to  hide.  Our  only  hope 
to control  the s i te  of  the cure 
long enough to eradicate the 
Zombie threat.  Watch out,  the 
Zombies  are dr iven to destroy the 
s i te.  With everything at  stake, 
casualt ies  are i rrelevant.  You 
wi l l  receive unl imited respawns 
from your  base,  to  take control 
of  the Domination box shoot  i t 
& make sure i t  f lashes your  team 
color.  I f  i t  changes color  shoot 
i t  again.  Stop the Zombies  get-
t ing anywhere near  the domina-
t ion box.  You have 15mins to  stop 
the Zombies  & get  control  of  the 
cure.  In  the armory you wi l l  f ind 
a  mystery  box,  this  wi l l  g ive you 
a  weapon upgrade or  poss ibly 
a  weapon downgrade.  Push the 
green button on the box to get 
the upgrade,  once upgraded you 
can’t  change weapon for  90 sec-
onds.  Upgrades are l imited so get 
there fast!  Let ’s  do i t !

INDOOR - ZOMBIE DOMINATION

At a festival or comicon around inflatables, or in an indoor arena, 
we would play this game for bewteen 4 to 6 minutes. 

When playing in an arena, typically the 2 teams start approxi-
mately 30 to 200 feet (10-60 meters).  

When playing in an arena or around inflatables it is important 
that base teams start out of sight on one another. 

Medic boxes are set to provide automatic re-spawns (also set the 
medic box to the same team that you want to re-spawn from that 
box and also set one team to team A & the other to team B using 
your master controller). 

The SATR2 auto-spawn feature works well in this game. 
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SCENE This Live-Play is best played out in low-light condi  ons 
(either indoors in the dark or outdoors at night) with 
sparse ambient light. 

CHARACTERS “Survivors” (6HP - Standard diffi  culty level) Survivors 
start with hand-gun emula  on. “Zombies” (2HP - 
Standard). Zombies start with a hand-gun emula  on. 
Each game 1/2 of the gamers are Survivors with 1/2 
Zombies. All gamers start with gaming gun set as a 
M1911 autoloading pistol emua  on.

OBJECTIVE: Survivors: Kill Zombies & survive for the game. 
Zombies: Infect / kill all the humans. 

RE SPAWNS Survivors: Get 100% respawns. So if there are 10 gamers 
on the Survivors team then the medic box should issue 
10 respawns. Zombies: Respawn unlimited 

PERKS: Police Sta  on: Survvivors get unlimited upgrades to 
10HP using the Armor Box (this box cannot be moved). 
The Armor Box is set of Team A. 
Ammo Dump: Get more ammuni  on (Team A only.)
Mystery Box: Unlimited random weapon emula  ons 
issued. This box is set of ANY team. 

VICTORY: If any of the Survivors are alive when the mission ends, 
the Survivors win. Otherwise the Zombies win. 

ZOMBIE KILL ZONE

This scenario is an archetypal clash between survivors and zombies. The Battlefield UNDEAD Zombie Kill 
Zone is one of the best horror games to play. It is easy to understand and a great, thrilling experience for 
the gamer. 

To start the game the Survivor’s Team 
(Team A) is set to standard difficulty 
level, zombie mode is disabled (just 
set theme normal) mode. The Survi-
vors’ gaming guns are set to a semi-
automatic handgun emulation (so all 
gaming guns are set to handgun class 
with the master controller class menu) 
using US English Female (master con-
troller set language) with 6HP (master 
controller set health).

To start the game the Zombies team 
(Team B) are issued with “brains” 
Bandannas or Zombie costumes. They 
are set to standard difficulty (set as 
normal theme, not Zombie mode) 
they get handgun class with default 
auto loading pistol and HP2.

If the Survivors can get the designated 
Police Station they get unlimited up-
grades to 10HP via the Armor Box.

Note that Survivors do not turn into 
Zombies, if they die and are out of 

Duration 15 min

Players 6 + 

Ages   9 yrs +

Terrain  Any

C.O. Level Moderate to Run

Zombie Kill Zone

The Battlefield UNDEAD Basic Games Handbook
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ZombiesZZoommmbbieess  
Brains,  Brains  BR AINS!  You have 

been driven mad by the infec -

t ion;  a l l  you can think of  is  Brains 

and spreading the infec t ion.  You 

don’t  fear  dying,  you are  already 

dead,  and you can respawn as 

many t imes as  you l ike  from the 

infec t ion point  (medic  box) .  You 

win i f  a l l  Sur vivors  are  dead with 

their  brains  eaten within 15 min-

utes.

A myster y  box can be found in 

the Barracks,  there are  69 dif fer-

ent  weapon options,  and you may 

receive anything from a musket 

emulat ion through to a  heav y 

machine gun.  I f  you receive a 

bolt  ac t ion r i f le,  you wi l l  need to 

work the bolt  bet ween shots  by 

pushing the black mode button 

t wice.  Any new weapon emula-

t ion obtained from the myster y 

box is  locked in  for  at  least  90 

seconds.  The myster y  box cannot 

be moved.

medical suppliers (respawns), they are out of the game. On aver-
age, there should be one respawn for each survivor.

For a standard Zombie scenario session, run 2 x Zombie Domina-
tion Games of 15 minutes each then have a break. Then run 2 x 
Zombie Kill Zone, 15 minute games. If you are not employing ac-
tors to play the zombies, then all customers should have a go at 
role-playing the survivors and zombies. 

All the gaming guns will be on SATR2 code. This means you can use 
the master controller to set the language. Use the master control-
ler to change the language to “US English Female”. Also use the 
master controller to set the Zombie team to team B each round 
and set the weapon class to hand gun.

If the survivors make it to the Ammo Dump, then they can use the 
Weapon Box to replenish their ammo. If gamers from EITHER team 
make it the Barracks, i.e. to the Mystery Box they can get an emu-
lation upgrade (or download). 

The important thing to note, this Zombie game does not use the 
Zombie mode as such, Zombie mode works best with actors play-
ing Zombies, when customers are playing Zombies unless the 
battlefield is cover dense (for example CQB with hero inflatables).

STORES Items needed to run this Live-Play

GAMING GUNS 6 to 100+ gaming guns 

MASTER 
CONTROLLER:

At least one Master Controller 

MEDIC BOXES
ARMOR BOX
AMMO BOX
MYSTERY BOX 

2 Ba  le Box (set as medic boxes or combo boxes) 
Set to issue hit point upgraded to 10HP
Issues extra ammo
Issues random upgrades, or downgrades, of weapon 
emula  on 

  . 

Survivors Survivors 
The world has  turned to. . .  wel l 
zombies.  Now every minute is 
a  f ight  for  survival .  Everywhere 
you go zombies  are f ight ing to 
eat  your  brains.  You must  hold 
on as  long as  you can against 
the never  ending Zombie horde. 
You are holed up in  a  bui lding 
complex,  with hordes of  Zombies 
coming.  Ki l l  them al l  i f  you can. 
Good news,  a  double tap wi l l  k i l l 
a  Zombie!  Bad news,  i f  the Zom-
bies  reach the barracks,  they can 
upgrade weapons from the mys-
tery  box.  I f  you reach the Pol ice 
Stat ion,  you can get  body armor 
upgrade to 10HP.  I f  you can get 
to  the ammo dump,  you can use 
the ammo box for  extra  reloads. 
A mystery  box can be found in  the 
Barracks,  there are 69 di f ferent 
weapons,  you may get  anything 
from a musket  through to a  heavy 
machine gun.  I f  you receive a  bolt 
act ion r i f le ,  you wi l l  need to work 
the bolt  between shots  by push-
ing the black mode button twice. 
Any new emulat ion obtained from 
the mystery  box is  locked in  for  at 
least  90 seconds.  The Boxes can-
not  be moved.  At  your  base,  you 
have a  l imited quantity  of  medical 
suppl ies ,  this  wi l l  provide some 
respawns,  but  not  many.  Good 
luck,  you wi l l  need i t !
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SCENE Best played out in an indoor arena/Haunted Maze

CHARACTERS “Survivors” The Gamers (5HP - Standard diffi  culty level) 
SMGs. Set of Ba  le 1.
“Zombies” The Actors (2HP - Haunted). Zombies have 
the melee sensors set on Haunted Mode. Set on Ba  le 1. 
“Sarge” The facilitator. Set of Ba  le 2. Has an SMG & a 
Medic Pack. 

OBJECTIVE: Survivors: Make it through the maze alive. 
Zombies: Kill the Survivors. 

RE SPAWNS Survivors: No respawns. Unless they don’t make it at 
least 1/2 way through the maze. Then issued by “Sarge” 
Zombies: Unlimited. Re-set for each group or room. 
Actors issued with a Key. 

WARD 13

This is a Zombie killing mission for high throughput indoor locations. All the Zombies are played by ac-
tors. Players are formed into groups of 6-12 at a time. Each group has a leader assigned; this leader 
is armed, but can’t die, he shoots at Zombies but does not hit them.  This Live-Play is led by an actor 
codenamed “Sarge”. Sarge encourages the team and shows the dead where to go (through the maze). 
He, or she, will also make sure they 
exit each room within a 2 minute 
time period. Basically he is the 
primary facilitator. He will also have 
a SMG, but is set to Battle 2. Being 
on battle 2 means he will not die 
and will not hit any Zombies but can 
look like he is shooting and part of 
the team.  

In order for all the Gamers to make 
it through the maze, Sarge has a 
medic box with limited medical 
supplies, say enough for 6 respawns 
(manual respawns only). The gam-
ers are issued with SMGs 5HP on 
Battle 1. 

Zombies start hidden in each room 
and try to attack the players from 
the positions marked on the Map. 
Zombies will try move to the barrier 
without being hit by the survivors. 
Zombies must have the special head 
sensor that include a wide angle 
infrared emitter & set to Zombie 
mode (Haunted theme) 2HP. Actors 
carry a key & restart themselves af-
ter each encounter so they are back 

Duration up to 10 min

Players 6 to 12 per time 

Ages   8 yrs +

Terrain  Indoor Maze

C.O. Level Moderate to Run

Ward 13

The Battlefield UNDEAD Basic Games Handbook
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to full heath. The number of Zombies 
can be varied in each room. Plenty of 
play testing is required to get the game 
balance right. Ideally most parties reach 
room 3 before anyone dies. On their 
first attempt, most gamers should fail to 
clear all 5 rooms. This is challenging & 
requires multiple attempts to succeed.

About the Arena / Maze 
Around the edge of the arena is a lit 
corridor. This corridor acts a fire exit, 
there should be adequate & signed fire 
exits. Dead players have access to this 
corridor from each encounter area & 
they can follow this corridor back to the 
briefing room. Signage in the corridor is 
required. The grey areas are the cor-
ridor for the players to move along. The 
players are separated from the Zombies 
by a barrier or a chain link fence. 

The width of corridor for the players is 
critical importance, the general rule is 
that as they progress through the arena, 
the corridor will become narrower, 
making it harder for the players to 
stay a safe distance from the Zombies. 
The rooms get harder & of course the 
players are taking damage as they go 
through the maze. In the center of the 
arena is the behind the scenes access. 
This allows access to each room. Room 
4 shows a Zombie across the corridor. 
The idea is the surprise the players by 
being attacked from 2 directions. This 
will require a Zombie to move into 
position across the corridor before the 
players reach that room. For fire safety 
purposes, the Actors will need to be 
able to quickly open a way through the 
fence or barrier between the players. 

The design envisages up to 3 groups in 
the Arena at any one time & that each 
group complete the mission within 
10min of entering (2min approx per 
room). Once 1st  group reaches room 
3, the next group can enter room 1. 
Once 1st group reaches room 5, then 
the 2nd group can enter room 3 & a 
third group can start. Four complete 
sets of weapons are recommended for 
efficient throughput plus some spares 
(50 gaming guns plus 26 zombie packs). 
Three sets are for the players & 4th 
set to brief & kit up the next group. In 
slow periods, players can he held in one 
room for a minute after they wiped out 
all the Zombies so the actors can move 
to the next room. This means only 6 
Zombie actors & 1 “Sarge” is required. 
During peak period 4 “Sarge” actors & 
24 Zombie actors are needed. 

“Sarge”“SSargee””   Listen up,  I ’m Sarge,  I 
wi l l  be leading this  miss ion!  Be-
fore we go any further  I  need to 
get  one thing c lear  the Surviv ing 
Staff  and Pat ients  report  that  the 
dead are walking.

Our team has been tasked with 
c lear ing this  f loor  of  the hospital , 
which consists  of  5  rooms.  Staff 
and pat ients  that  have survived, 

report  that  the dead are walking.  A double tap to the 
head;  wi l l  k i l l  a  Zombie.  

The walking dead must  be completely  e l iminated 
from each room before we advance to the next ,  there 
is  no going back.   I f  the dead get  c lose,  they wi l l 
wound you.  F ive wounds wi l l  k i l l  you.  Shoot  f i rst!  We 
have a  maximum of  2  minutes  in  each room so work 
fast .  You have been issued with MP5 sub machine 
guns.  My recommendation is  to  use semi-automatic 
f i re  to  conserve ammunit ion.  I f  we run out  of  ammu-
nit ion,  we are as  good as  dead.

Never  enter  an infected area,  your  orders  are work 
your  way down the corr idor  and shoot  the walking 
dead from there.  The infected areas  are cordoned off. 
Never  touch a  Zombie to avoid immediate infect ion 
and death.

“Zombies” “Zombies” 
Zombies  are  p layed by actors .  There is Zombies  are  p layed by actors .  There is 
no gamer br ief ing ,  as  such. no gamer br ief ing ,  as  such. 
Rather  as  the Operator  br ief  the actors Rather  as  the Operator  br ief  the actors 
on their  scenes  before the gamers  ar-on their  scenes  before the gamers  ar-
r ive. r ive. 

STORES Items needed to run this Live-Play

GAMING 
GUNS

50+ gaming guns 
26+ zombie melee packs 

MASTER 
CONTROLLER:

1 x Master Controller 

MEDIC BOXES NIL. Actors are instead issued with a Key. 
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SCENE This Live-Play works in just about any terrain. The thrill 
is amped up with strategically placed ba  lefi eld props 
(signed zones) such as a Barracks, a Policy Sta  on, an 
Ammo Dump & a Medical Research Facility. 

CHARACTERS Team “Zombies”: Zombies start with 4HP if outdoors or 
2HP indoors. Zombies should have SMGs or Pistols, gun 
class & weapon emula  on irrelevant.  
Team “Survivors”: Survivors start with 5HP (specify when 
the “turn” into a Zombie then they get 4HP).  Survivors 
are ini  ally armed with rifl e gun class and a Dragunov 
SVD. Each game ½ of the players play the Zombies.

OBJECTIVE: For the Survivors the goal is to escape alive from the 
transport rendezvous point at the 12 minute mark.
For the Zombies the goal is to infect as many Survivors 
into Zombies as possible.

RE SPAWNS Zombies receive an unlimited number of respawns from 
the medical research facility..

VICTORY: Zombies win if all survivors have turned into Zombies. 
Survivors win if some of them survive the mission and 
escape to the transport RV point.

ZOMBIE SURVIVAL GAME (HAUNTED) 

This Live Play is played in the Battlefield 
Sports’s SATR2 “Haunted” zombie mode. 
This is the basic version of the game. 

The system also offers an “Apocalypse” 
mode which incorporates infection times 
& the cures (if you’d like to find out about 
this, please contact us). 

This Live Play runs for up to 12 minutes 
which is the time the chopper will arrive 
to extract living at the rendezvous point. 
The game ends if all Survivors have been 
turned into Zombies.

When a Survivor dies and gets a respawn 
instead of coming back as a Survivor they 
come back as an UNDEAD. 

So you start the game with roughly 50/50 
Survivors vs Zombies but as the game pro-
gresses there are more and more zombies. 

BARRACKS

This Live Play features a Barracks. Any 
Survivor who can reach the zone marked 
as Barracks gets a weapon emulation upgrade, typically to an AK47. 

Place a “weapon box” in the barracks. Gamers press the button on the Weapon Box and their gaming gun emulation 
will change. 

Duration up to 12 min

Players 6 + 

Ages   10 yrs +

Terrain  Usually Outdoors

C.O. Level Moderate to Run

Zombie Survival

..  
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POLICE STATION
A Survivor who reaches the Police Sta  on is considered to obtained body 
armour.  This changes the maximum hit points to 10.  Place an “Armor 
Box” in the Police Sta  on. Gamers press the bu  on & they’re gun will 
change to 10HP. This box is set to Team A. 

AMMO DUMP
Gamers on the Survivor Team can ac  vte the “Ammo Box” from the am-
muni  on dump.  The box will be set to 2 reloads per player assigned to the 
Survivors team ini  ally. The Survivors can carry the ammuni  on box with 
them. This box is set to Team A. 

ZOMBIES BASE 
The zombie’s base is normally referred to as the “Medical Research Facil-
ity”. A ba  le box confi gured as a medic box set to team B, provides unlim-
ited respawns to the Zombies from here.  This box is not to be moved by 
the Zombies or the Survivors. This is where the Zombies deploy ini  ally.

INITIAL CONFIG
With the Master Controller on the se   ngs menu, set all the gaming guns 
to the class of Rifl e and then you the SET/CHG weapons to change to Dra-
gunov SVD. The Dragunov is one of the rifl e emula  ons. 

Use SET/CHG health to set the HP5. Once the ini  al teams are organised 
use the master controller to set the Zombies to team B and the Survivors 
to team A.

Go to the Zombie sub-menu and set the Zombie Theme to “Haunted 
Theme”. Then use the “Set Zombie HP?” command to set the Zombies to 
HP4. If opera  ng indoors, Zombie hit points should be reduced to HP2. 

Before each mission set the players to the correct team for the next mis-
sion using the master controller – A: Survivors, B: Zombies. For the Survi-
vors also use the master controller to change the weapon emula  on back 
to Dragunov SVD.

This live play is thrilling especially with the inclusion of in-game perks like 
the armor box, weaon box and ammo box. 

ZombiesZZZoommbbbiieess  
You have 

been driven 

mad by the 

plaque.

The one thing 

on you UN-

DEAD mind is 

to  infec t  as 

many of  the l iv ing as  possible.   

D ying again is  no problem as  you 

can respawn as  many t imes as 

you l ike  from the Medical  Re -

search Faci l i t y.   

Any l iv ing you can infec t,  wi l l 

join  your  ranks.   You wi l l  have to 

get  in  c lose to  infec t  a  human, 

they have long range f i rearms 

and you don’t .   Ensure the l iv ing 

don’t  make i t  to  the barracks,  the 

pol ice  stat ion or  the armor y.

Survivors Survivors 
The world  has 
gone mad.  Most 
of  your  f r iends 
are  a l ready 
dead,  some 
walk ing ,  some 
not .  You & few 
uninfected 
fr iends have 
managed to 

grab a  bas ic  semi-auto r i f le  but  not 
much e lse.  The only  poss ib le  sa lva-
t ion from this  n ightmare is  to  reach 
the transport  to  a  human sanctu-
ary.  This  t ransport  i s  due to  arr ive 
in  12 minutes.  To surv ive unt i l  then, 
you wi l l  need better  weapons,  bet-
ter  armour and spare ammunit ion. 
The Zombies  are  coming from the 
medical  research fac i l i ty,  a  p lace to 
avoid.  I f  you can. . .  The nearby army 
barracks  i s  l ike ly  to  have automatic 
weapons,  you wi l l  need them. The 
pol ice  stat ion is  l ike ly  to  have body 
armour and the ammo dump near 
the barracks  wi l l  have a  box of     
ammunit ion.

STORES Items needed to run this Live-Play

GAMING GUNS 6 to 80+ gaming guns 

MASTER 
CONTROLLER:

At least one Master Controller 

MEDIC BOX One Ba  le Box set as a Medic Box (set on unlimited 
respawns for Team “B”) 

ARMOR BOX One Armor Box. 

WEAPON BOX One Weapon Box. 

AMMO BOX One Ammo Box. 
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