
ZOMBIE
W h a t  t h e  h e c k  i s  g o i n ’  o n  h e r e ? !

The following scenario is written for Solo play, but two or more players can play the survivors and one or more can 
play as the Zombies.

A small group of survivors have banded together to achieve an objective. Supplies are short, and to add to the 
situation, the living dead roam the streets.

Set up
We suggest a 2’x2’ up to a 4’x4’ table with a dense amount of scenery and bottlenecks if possible. This about what 
would make a challenging game, and feel free to add thematic touches, such as a grave yard/church, abandoned cars/
building etc.

Additional  Rules
Feel free to add extra rules from Spectre Operations, such as night fighting, adverse weather and hazardous 
environments. 

Survivors 
2-6 survivors equipped with a mixture of Close Combat Weapons, Pistols, SMGs and Assault rifles. Any survivor may 
choose any equipment from Spectre Operations. The less equipment, the harder the challenge! 

Zombies
The number of Zombies is equal to double the number of Survivors +D6.

Deployment
Survivors: The survivors deploy all of their models within 1” of any single table edge and within 3” of each other. This 
is their Point of Entry
Zombies: Dependant on Scenario

Roll a D6 to determine the Scenario objective:
1-2 Gather Supplies
3-4 Escape town
5 Kill the Zombies
6 Reanimator

Gather  Supplies
Place D3+2 supply tokens on the table. We suggest these are inside buildings, or on suitable scatter scenery. 
Zombies must be evenly deployed within 3” of each supply token. To gather the supplies, a survivor must move within 
1” of a supply token and stay in place until the end of their next movement phase. 

The player may not make ranged attacks during this time, but may defend themselves as usual. When all supplies are 
gathered, all remaining survivors must move back to their Point of Entry to win.

Escape   Town
A point of exit is chosen on the table edge directly opposite the point of entry. Zombies must be deployed scattered 



throughout the table. We recommend distributing them as evenly as possible, with a few small groups of Zombies in 
chosen areas.

The Survivors must move off of the Point of Exit to win.

Kill  the  Zombies
Zombies must be deployed scattered throughout the table. We recommend distributing them as evenly as possible, 
with a few small groups of Zombies in chosen areas.

The survivors win when all the Zombies are killed

Reanimator
The objective of this scenario is to kill the Reanimator… this figure can represent a fanatical scientist, or Necromancer.
 Zombies must be deployed scattered throughout the table, with the reanimator places in a suitable location, typically 
within a building or graveyard. We recommend distributing the Zombies as evenly as possible, with a small group of 
zombies surrounding the Reanimator.

CD AG SG DC ME Special Rules
Reanimator 4 2 2 3 4 THEY LIVE!

The Reanimator is equipped with a close combat weapon and protective wards, which count as body armour.

Special  Rules
They Live!
The Reanimator has an aura effect which makes the Zombies around him more powerful. All Zombies within 3” of the 
Reanimator +1 to all of their statistics (including Movement). They also have a -1 modifier to all Lethality rolls made 
against them.

As a command action, the Reanimator may build or summon D3 new Zombies, which are placed in contact with the 
reanimator.

Any ranged attack made against the Reanimator must be resolved against a Zombie, if one is within 3” of him. You 
may only attack the Reanimator once the zombies close to him have been destroyed. 
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