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Here are some rules for the kinds of zombies that are featured in the Marvel Zombies comics.

Such zombies are created and driven by an especially vicious virus that not only kills the
victim but then reanimates them as an undead creature that hungers for living flesh.

The Hunger Virus
[Based on the infection rules in the X-Men Expansion.]

To infect someone with the Hunger, a zombie must bite or scratch a living, sentient target
and do at least 1 point of damage.

Once infected, the target must immediately make a Resilience check (which does not cost
an action) against a TN of 25.

A Fantastic success on resisting an infection gives the target immunity to that disease for a
full day. A regular success only provides protection against that single bite.

The virus incubates almost instantly. Each round, it does dMarvel Healthx3 damage to the
victim, ignoring any Health damage reduction. Eventually, this overcomes even people with
the Healing Factor power.

Similarly, healing powers can be used to stave off the effects of the virus for a while. They
cannot, however, cure it. The Cure-All power does not affect it at all. The Resurrect power
could bring a zombie back to life but only temporarily, as it does not remove the virus.

Once the victim dies from the Hunger, the virus transforms the victim into a zombie that
hungers for living flesh, preferably that of a sentient being. Their Health returns to full, and
they become immune to most Health damage. However, any damage that is done to them by
a Fantastic result is permanent, representing a catastrophic injury of some sort. When they
reach 0 Health, they do not fall unconscious. Instead, they become immobilized—unable to
physically move without some kind of assistance. If they are killed, they die permanently.
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For each hour that the zombie goes without eating living flesh, the zombie must make an
Ego attack roll against themself, ignoring any Focus damage reduction. When the zombie's
Focus is reduced to 0, they must then make a TN 27 Vigilance roll or go mad with hunger.

A zombie that goes mad with hunger must do anything it can to find and consume living
flesh—ideally human. Once they do so, they bring their Focus back up to full, they regain
control of themselves and the cycle starts all over again.

A character that becomes a zombie retains all of their powers except for Healing Factor. Any
zombie that has the Beguiling trait loses it, and all zombies gain the Monster, Bloodthirsty,
Fearless and Signature Attack: Teeth traits. They also gain the Extreme Appearance tag, and
if they have the Heroic tag, they lose it.

There is no known cure for the disease, neither scientific nor magical. However, if a character
can be kept from feeding on what they desire for about two weeks, the cravings that the Hunger
induces disappear, along with the Bloodthirsty trait. This leaves the character undead but
in no danger of losing their mind to the disease once again—unless they somehow indulge
in their horrible fixation once more.
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For each hour that the zombie goes without eating living flesh, the zombie must make an
Ego attack roll against themself, ignoring any Focus damage reduction. When the zombie’s
Focus is reduced to 0, they must then make a TN 27 Vigilance roll or go mad with hunger.

New Power Set

Omniversal Travel (Dreamtime)
This new subset of the Omniversal Travel power set allows the character to enter Dreamtime,

the realm of dreams. They can travel through that manifestation of the collective unconscious,
and they can even enter and affect the dreams of individuals.
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Dreamtime represents the collective unconscious of every sentient species in the entire
universe. Each such species has their own version of Dreamtime, and the one for humanity
is known as the Dream Dimension, which is ruled by Nightmare. Technically, a character
with Omniversal Travel (Dimensional) powers can reach these Dreamtime dimensions as
well, but they cannot enter the dreams of individuals without using the Enter Dreams or
Enter Dreams Together powers.

Dreamtime is also a nexus of myth and legends. Using these powers, a character can also
travel from Dreamtime to any realm where gods live, including Asgard, Olympus and so on.
If a dreamer awakens while characters are inside of their dream, the visitors are instantly
shoved back to wherever they last came from. This is usually either Dreamtime or the real
world.

To take direct action in a dream they are visiting, a character must spend 5 Focus as a reaction.
This allows them to take regular actions inside the dream for one round. They can even use
powers that require Focus.

Focus spent or lost inside a dream is actually lost. Health lost inside a dream, though, is
restored the moment the character leaves the dream.

If a character dies in a dream, they are not actually killed. Instead, they are shattered.
When this happens, they should make a Challenging Ego check. On a success, they wake up
shattered. On a Fantastic success, thry awaken with 1 Focus. Otherwise, they are stuck in a
coma until they recover from being shattered.

Powers List

O Enter Dreams

O Enter Dreams Together

O Enter Dreamtime

O Enter Dreamtime Together

Enter Dreams

The character can enter another person’s dream.

Power Set: Omniversal Travel

Prerequisites: Enter Dreamtime, Rank 3

Action: Standard or movement

Duration: Instant

Cost: 10 Focus

Effect: The character instantly moves either into or out of another person'’s dream. To do so,
the dreamer must be asleep. The character has no direct control over the dream, but they
can observe it and speak with people inside it, including the dreamer.

Enter Dreams Together

The character can bring others with them into a person’s dream.
Power Set: Omniversal Travel

Prerequisites: Enter Dreams, Rank 4

Action: Standard, movement or reaction

Duration: Instant

Cost: 15 Focus
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Effect: The character moves into another person’s dream, taking any person they are touching
with them. If the target does not wish to come along, the character must grab them first.
The visitors to the dream have no direct control over the dream, but they can observe it and
speak with people inside it, including the dreamer.

Enter Dreamtime

The character can enter the realm of dreams.

Power Set: Omniversal Travel

Prerequisites: Rank 2

Action: Standard or movement

Duration: Instant

Cost: 15 Focus

Effect: The character instantly moves either into or out of Dreamtime. While there, they can
observe the dreams of anyone who is asleep at the time. However, they cannot enter any
individual’s dream. When they leave Dreamtime for the real world, they return to the place
where they began their journey.

Enter Dreamtime Together

The character can bring others with them into Dreamtime.

Power Set: Omniversal Travel

Prerequisites: Enter Dreamtime, Rank 3

Action: Standard, movement or reaction

Duration: Instant

Cost: 10 Focus

Effect: The character instantly moves either into or out of Dreamtime, taking any person
they are touching with them. If the target does not wish to come along, the character must
grab them first. While there, they can observe the dreams of anyone who is asleep at the
time. However, they cannot enter any individual’s dream. When they leave Dreamtime for
the real world, they return to the place where they began their journey.
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