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Our project for Design Games class aims to create a mobile phone based version of the popular Humans 

vs Zombies (HvZ) game which is played in over 1000 university campuses around the world. In this 

report, we describe the original HvZ game, the motivations for our project as well as the rules to be 

followed by players of our version of the game. We have chosen Android as the mobile platform which 

can be used to play this game.  

 

Overview of Humans vs Zombies 

HvZ is a live-action game which is predominantly played at college campuses around the world. It may 

involve several hundreds of players, most of whom being as Humans. Humans try to survive in a story 

where zombies have begun to rise from the dead. The ultimate goal of the game is either for all humans 

to be turned into zombies, or for the humans to survive for some set amount of time.  

The game is mainly played on a university campus, and can stretch on for several days until it ends. 

There is an administration which sets the rules for the game, such as the location of safe-zones, etc. One 

of the major reasons for the game’s popularity is that its rules can be easily customized by the 

administration. 

Gameplay for Zombies 

         The game initially starts with 1 or more original zombies. The aim of the zombies is to tag 

humans. This will turn the humans into zombies themselves after a period of 1 hour. All zombies wear 

headbands to distinguish themselves from humans. If a zombie gets hit by an object such as a human’s 

sock, marshmallow or NERF dart, then they get ‘stunned’ for 15 minutes, and cannot interact with the 

game until that time is up. Also, there is a starvation period for zombies. In most renditions of the game, 

if a zombie has not tagged anyone in the last 48 hours, then they will starve and have to leave the game.  

Gameplay for Human players 

Most players start the games as humans. They can defend themselves against zombies by using NERF 

blasters, socks or other toys. Their objective is to remain alive for a set period of time. Also, there are 

some safe zones where they are free from attack by zombies.  

 

 



Motivation for our project 

Our project is motivated by a number of factors. The live-action version of the game has met with 

criticism on several counts.  

 The game is quite disruptive and can interfere with classes and the normal activities of non-

players.  

 There is a possibility for non-players of the game to get hurt or unpleasantly hit by NERF 

blasters. There are some safety concerns. 

 Some schools have banned the game due to the disruption it brings, as well as its perceived 

violent nature.  

 Certain schools, while not banning the game entirely, have banned the use of NERF blasters, and 

this takes a bit of fun out of the game.  

We felt that creating a mobile phone version of HvZ would help to mitigate several of the above 

concerns and criticism. If designed properly, a mobile version based on geo-location could be as fun as 

the original live-action game, while ensuring the safety of all people on campus, minimizing disruptions 

to classes and avoiding the use of toy guns.  

 

Description of our Game 

Our game uses the concept of geo-location, i.e. finding the location of players by means of the GPS 

capabilities of their mobile phones.  

The general rules are preserved from the original game. Humans have to survive for a set amount of 

time, and zombies have to convert all humans. Zombies also starve if they haven’t “bitten” any humans 

for a while.  

Players login to the game as either humans or zombies. GPS is used to keep track of the current location 

of all players. There is a map/radar, by which players can keep track of other zombies or humans within 

a 100 meter vicinity. The following diagram illustrates this concept. The icon at the center of the radar is 

a human, since the player viewing this radar on his phone is a human.  

 

 

 



 

 

Only players within a 100 meter vicinity of the current player are visible.  

Gameplay for Zombies 

1) Zombies can view humans who are within a 100m radius.  

2) They can start attacking any human.  

3) Initiating an attack causes some mini-game to open up on the phones of that zombie and 

human. 

4) The Zombie has a health bar, and he battles against the human in that mini-game.  

5) The mini-game which appears is randomly chosen by the system. Also, for each encounter 

between a human and zombie, a series (more than one) of mini-games may be played. The 

actual mini-game and the number of mini-games is random.  

6) If a zombie fares poorly in the mini-game, it begins losing health. 

7) Once a zombie runs out of health, it is stunned. It cannot attack the same human being for 

another hour, and it cannot attack any other human being for 15 minutes.  

8) If a zombie feels it is faring poorly in the game and losing a lot of health, the zombie player 

always has the option of running away from the game. This requires the zombie player to 

physically run away from that location, until it is more than 100m away from the human player. 

This ends the mini-game, and the human emerges the victor of that encounter. 

9) After a mini-game, health slowly regenerates for the player.  



10) The starvation period is 24 hours. If a zombie hasn’t converted a human in 24 hours, then it 

starves and dies.  

 

Gameplay for Humans 

1) Humans can be attacked by a zombie within a 100m radius. This causes a series of mini-games 

to open up in sequence on their smartphone.  

2) Humans battle against zombies in these minigames. If they fare poorly, then they lose health.  

3) Once a human has lost all his health, then he gets converted into a zombie.  

4) If the human survives the encounter, then his health slowly regenerates.  

5) Humans also have the option of running away. Then can physically run away so that they are no 

longer within 100 meters of their opponent. If they do this, then the zombie emerges the victor 

of that encounter. 

 

Other features of our game 

 Players have the ability to chat with other players of their kind (humans or zombies).  

 The chat feature is useful in cooperative play, where multiple humans face off versus multiple 

zombies. Multiplayer games can be initiated by players. 

 As players gain more experience, they get points. Points allow the players to level up and 

become stronger. Also points enable access to newer and more interesting mini-games.  

 

 

Screenshots 

 

 

 



  

 

 

 

 

 


