Review

Game Board

Game Play in Pics -- 2
Special Note

Published approximately weekly
January-May and September-
December; and biweekly June-
August.

De facto Group Leader:
Bill Molyneaux
bmolyn6120@aol.com

Newsletter Writer/Compiler/Editor
Elwood W. (Woody) Christ
usskhitomer@comcast.net

© 2011 Gettysburg Area Gamers

CHELTENHAM
SERVICENTER

Now, the conclusion of our third game of the 20&has®n,
played on 20 January, a favorite of many GAG mesibene of
Josh’s Zombies Attack scenarios.

Review (Turns #1 through #7)

As we left off last week, our intrepid band of digblly fellows had
moved into town. They were a noisy group. Chrid Emmitt had the best luck.
Besides assaulted by a swarm of the living deay, penetrated into the village to
the old Schoolhouse and found a working SdKfz 7tlendr Zugkraftwagen 8
halftrack underneath the tarp behind the old bagdi One problem, it almost was
out of gas. Bill and Bob were having some sucoaesging around the north side
of town, though Bill had to tangle with a gaggleZzafmbies that chased him from
the Hardware Store toward the service center ahdaficouse area. Mike was
moving fairly well, but was very clumsy doing iteMertheless, he made probably
the most valuable find, 50-gallon drums of petrdlack, though making a bold
move by driving his boisterous 4x4 into town in fliet turn, he became a Zombie
magnet, which benefited the other characters. ®ddgk was sporadic at best,
attacked by sneaky Zombies before he was more ¢hdaot on the table.
However, Woody's luck was reminiscent of the olddsd song, “If it wasn't for
real bad luck, | wouldn’t have any luck at all.” d&tly had a time with his assault
rifle; it kept jamming, and when surprise by Zonshibe nearly blows himself up
with the diner. However, after finding the halétk, the call went out through the
town; get to the Cape Cod house opposite the sepgoter to catch a ride out of
Cheltenham.
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Game Play Through Pictures

Turn #8

Mike was in a
predicament. He was
down in the cellar of
the Cape Cod styled
house across from
the service center
There were Zombies
knocking at the front
door. Mike then
tried to fire his
weapon out a
basement  window.
He should have
thought twice; one of
his bullets ignited the petrol, and he blew thed®some of
the Zombies, and himself up! Like the Phoenix ofey
Mike was resurrected out of the ashes; he becaree th
character “Stacy,” but we will call him Mike #2.

Jack continued his fight Zombies inside thevise center

building. He took out two of the living dead.

Woody got off the ground and crossed the stneading toward
the half-track.

Emmitt got the fumblies this turn. He backgdthe halftrack in
the prior turn, but stalls it. Fortunately, it te&ed. Of course, the
Zombies continued to move toward all the noise mettheschool.

Chris, however, is not far behind, but in his hase turned an
ankle and lost one speed point.

From his position if front of the manufactigirbuilding, Bob
moved forward and fired on the Zombies threate@hgs and Emmitt. In the process, Bob eliminateeé¢ and knocked down 10 of
them. BiIll, still tailed by a group of ZombiessHire was more accurate than Bob’s; Bill killedlgi Zombies and knocked down 12.

Cody booked out of the house and made a feefdirthe half-track.

Turn 9

Mike #2 came on the board, moving
up the road toward the pink ranch style hoyse
where Cody was running from a bunch pf
Zombies. Mike was jumped by some
Zombies, which he was able to eliminate.
Jack continued his desperate struggle in the
service center, blasting away at Zombies, Iut
one of them grabbed his arm. Woody wps
having a very bad day, as he crossed the
street from the diner; he dropped a clip ppf
ammunition. Though he picked it up, He
dropped it a second time. Emmitt was able fo




