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FREE SCENARIO FOR SKIRMISH OUTBREAK

COLIN PHILLIPS & CHRIS POOCH
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“Us and every other reservist got called up when the panic hit. There 
were four of us from farms near Hanksville, Sean, Hank, Ian and me, 
Thomas. The rest of the crew made up a pretty clever acronym of our 
name, which they used to prefix whatever we are doing at the time. It 
was all because we hung out together all the time and made a pretty 
good tank crew. 

Anyway, so the panic hit, and you have a few hundred reservists 
kicking around the base, with f all to do. There were no orders and a 
total comms blackout. We weren’t the first to abandon our posts, and I 
am sure we weren’t the last. Guess we are the interesting ones because 
we did it with our training tank. She was an older M60A1, supposed 
to be retired as a training tank since ’05, but since the replacements 
hadn’t come through, we had kept her running. She was known as 
‘Accident’ as a moniker for the number of training drivers who had 
driven her so “expertly” into anything and everything.

It was easy enough to grab ‘Accident’, after all, we were the ones on 
duty guarding her. So we made sure she was filled up with gas and 
whatever MG ammo we could scrounge and then set off. We picked up 
the gate guards on the way, they were in on it.
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The going was pretty good, we didn’t have any trouble on roads. That 
was where we found our first walkers, and when we lost the two gate 
guards riding on the back. We were moving slow, trying to weave 
through traffic, trying not to throw a track. The two guys on the back 
didn’t stand a chance. One got grabbed, the other tried to help. I 
watched them tear those guys apart from the safety of the turret 
cupola. 

We were moving through the industrial outskirts of some town when 
our luck finally ran out. The engine gave this almighty bang, and then 
quit. We had all hopped out to see what the problem was, taking turns 
suggesting fixes. Might as well have been smacking it with a hammer 
for all the good it would do. So Ian and I grabbed some guns and 
headed out to the offices nearby, figuring if we were going to be stuck 
we should try and see if there was any chow to be found, or a place to 
bunk for the night.

As it turns out running a V-12 twin-turbo engine to push a 60 ton 
tracked monster around isn’t exactly quiet. Hank and Sean had been 
“fixing” the engine for all of 5 minutes before they started turning 
up. Ones and twos to start, easy enough to keep away from the guys 
working. But before long it was a whole lot more of them, more than 
they could keep away with only E-tools. Hank reattached the fuel hose, 
while Sean covered him with his M4. Once the hose was reattached, 
they both hopped into the safety of the tank.

Ian and I had just finished grabbing whatever cans of food were left in 
the office nearby when we heard the V12 shudder into life. We bowled 
out of the front door, only to find that a whole lot of Zeds had heard it 
too, and were heading to the tank. 

There was another loud bang from the tank, and black smoke began to 
rise from the engine deck. We knew at that point that ‘Accident’ wasn’t 
going anywhere any more. Hank and Sean would have been able to see 
grotesque faces leered through the vision ports as hands clawed at the 
hardened steel armour. Ian and I just looked at each other, realising 
that there was no way that the zombies could get in, and that our 
buddies were going to need our help to get out…”
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Scenario
The engine on the M60 tank ‘Accident’ has roared it’s 
last, and the two crew left inside need to breakout from 
their stricken vehicle, to keep on their path back to their 
families in Hanksville. Luckily for them, they have two 
buddies on the outside who can help clear a path through 
the zombies. The crew will try to stick together, covering 
each other’s escape to get the whole group off any table 
edge alive….

Zombie Chain
There were no zombies in the area, until the tank arrived 
making a ridiculous amount of noise. Any zombies arriv-
ing on table using the Zombie Chain will arrive from the 
table edges instead of using the normal Zombie Chain 
rules.

The Tank
The engine is belching black smoke, with occasional 
loud bangs as the pistons try to fire. The tank is LOUD, 
and will always have a LOUD marker on it, regardless of 
whether there are any other markers on the table. At the 
start of each turn, before either the survivors or the zom-
bie player rolls dice to determine the number of AP, the 
Zombie player adds d6 zombies, which move on from any 
table edge. These are the zombies drawn to the smoke, 
the noise, and the prospect of food. 

The M60 tank only has ammunition for the .50cal cupola 
MG, the tank crew were unable to get any 105mm shells 
into the training tank before their escape. Firing the 
cupola HMG costs 1AP and uses the firing character’s 
Firearms skill. The 50 cal has the following statistics:

Type Damage Special Rules
50 cal HMG 5d20 Has a 4” wide x 2” deep template. Reduces target’s armour value by 5 points. 

VERY LOUD
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‘Accident’ has multiple hatches for the crew to exit from. 
There are turret hatches, a driver’s hatch and an escape 
hatch underneath the vehicle. The survivors may spend 1 
AP opening a hatch and moving 2” from it. This may be 
walking or crawling (for the escape hatch underneath the 
tank)

The Zombies
Attracted to the massive engine in the tank, as well as 
to the loud noises that it keeps producing as the tank 
crew attempt to fix it, the zombies are trying to get at the 
soldiers inside. 

The game starts with 15 zombies on table. Zombies may 
start the game in contact with the tank, but no zombie 
may start the game closer than 12” to the survivors 
outside of the tank. 

The Survivors
The tank crew, Sean, Ian, Hank and Thomas are equipped 
with a motley collection of firearms, entrenching tools 
and knives as rudimentary close combat weapons, as 
well as wearing their lighter tanker body armour. Two 
of the crew, Sean and Hank are inside the tank, trapped 
by the ever growing number of zombies outside.  One of 
the crewman inside the tank may start the game in the 
cupola, with the 50 cal. Ian and Thomas are outside the 
tank. They need to help their buddies get out of the tank 
alive, then escape as a group off any table edge.
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Name Morale Experience Costs Survivor Points
SEAN 14 Average Joe 120pts

Skills Spot 20 | Firearms 14 | Archery 5 |  
First Aid 9 | Throw 8 | Dodge 14

Cover Soft cover 5 | Medium Cover 7 | Hard 
Cover 9

Weapons E-Tool (1d10+4)
M4 Carbine ( Assault Rifle)

Armour Military Body Armour 12

Damage 1 2 3 4 5 6 7 8 9 10 11 12 DEAD

H2H Civilian Youth Average 
Joe

Professional Elite Zed Rager

Attack 14 12 10 8 6 14 8
Parry 12 10 8 6 4 12 6

Name Morale Experience Costs Survivor Points
HANK 16 Professional 180pts

Skills Spot 20 | Firearms 16 | Archery 6 |  
First Aid 11 | Throw 9 | Dodge 16

Cover Soft cover 5 | Medium Cover 7 | Hard 
Cover 9

Weapons E-Tool (1d10+4), M9 Beretta (Pistol)
1 Hand Grenade

Armour  Military Body Armour 12

Damage 1 2 3 4 5 6 7 8 9 10 11 12 DEAD

H2H Civilian Youth Average 
Joe

Professional Elite Zed Rager

Attack 16 14 12 10 8 16 10
Parry 14 12 10 8 6 14 8

Name Morale Experience Costs Survivor Points
IAN 14 Average Joe 155pts

Skills Spot 20 | Firearms 14 | Archery 5 |  
First Aid 9 | Throw 8 | Dodge 14

Cover Soft cover 5 | Medium Cover 7 | Hard 
Cover 9

Weapons E-Tool (1d10+4), M9 Beretta (Pistol)
1 Hand Grenade

Armour Military Body Armour 12

Damage 1 2 3 4 5 6 7 8 9 10 11 12 DEAD

H2H Civilian Youth Average 
Joe

Professional Elite Zed Rager

Attack 14 12 10 8 6 14 8
Parry 12 10 8 6 4 12 6
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Name Morale Experience Costs Survivor Points
THOMAS 16 Professional 145pts

Skills Spot 20 | Firearms 16 | Archery 6 |  
First Aid 11 | Throw 9 | Dodge 16

Cover Soft cover 5 | Medium Cover 7 | Hard 
Cover 9

Weapons E-Tool (1d10+4)
M4 Carbine ( Assault Rifle)

Armour  Military Body Armour 12

Damage 1 2 3 4 5 6 7 8 9 10 11 12 DEAD

H2H Civilian Youth Average 
Joe

Professional Elite Zed Rager

Attack 16 14 12 10 8 16 10
Parry 14 12 10 8 6 14 8

Player Two Briefing (Optional)
Your band have been hiding out in a local church when 
a ridiculously loud engine grabbed your attention. 
Grabbing your guns and a small group, you have headed 
off in search of the sound, figuring that where there are 
engines, there are people. Where there are people, there 
are supplies. When you caught up with them, it was better 
than you had hoped. A tank! Guns, ammo, armour, food, 
this was the mana from heaven.

It was made even better when half of them ran off, only 
leaving two guys behind. Easy enough to spring an 
ambush on….

Player Two should make a survivor group of 300 points. 
Their goal is to steal the resources from the tank, or from 
the bodies of the tank crewmen. Grabbing resources from 
a dead tank crewman or from the tank costs 1 AP, and will 
result in 100 Resource Points to be carried off table. 

The tank and the dead tankers can only be looted once. 
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IAN & THOMAS 
START POSITION

SEAN & HANK
START INSIDE 
THE TANK


