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Random Yuletide Events for Your Holly-Jolly Games of  

Strange Aeons

During This Festive Time of Consumerist Paganism

The winter can be a time of great joy and goodwill. It can also be cold as hell…plus, many people get some time 
off work to game! In an effort to add a festive twist to your games, simply guzzle down some eggnog, cuddle up 
by the fire and warm your heart by reading the following special rules.

Random Yuletide Events may be used in games of Strange Aeons 
played in the calendar months of November through February. If 
both players agree to their use, simply roll one dice each (after the 
scenario has been determined and set up), add together the results 
and refer to the Yuletide Events Table and the Descriptions below.

Bah Humbug!

Every idiot who goes about with ‘Merry Christmas’ on his lips, 
should be boiled with his own pudding, and buried with a stake of 
holly through his heart. The horrible happiness of the season makes 
villains even more villainous!

Lurker models automatically pass any Resolve tests they are re-
quired to make this game.

Frostbite

The killing arctic wind sweeps in, dealing frigid doom! Exposed 
flesh freezes within minutes! The extremities are the first to go…

All models removed with a Major Injury roll 1D6 instead of rolling 
on the Major Injuries Table: 1-3 = Leg Wound, 4-6 = Arm Wound.

Frozen Lake

In the midst of the blizzard, no one noticed they’d wandered onto a snow-covered frozen lake. Skating can be 
fun, but watch your balance…

All models (except those with Flight) gain an additional 2” to their movement per Move Action. However, when 
attempting a Move Action, models must pass a Dexterity test or go Face Up. Surefooted models may re-roll 
failed attempts.

Deep Snow

The snowfall this year has been extreme and large areas of ground are heaped with thick, difficult to traverse 
banks of deep snow. One false step can spell disaster! 

Cut up a sheet or two of white paper into 3 templates, none larger than 8”x 8”. Starting with the Lurker player, 
take turns placing them. Deep Snow templates may be placed anywhere on the board outside of Deployment 
Zones. Models on the template must roll a dice before taking each Action. 1-5: Nothing Unusual, 6: Action wast-
ed! 

Season’s Beatings!

Yuletide Events Table

Holiday Happenings 2D6

Bah Humbug! 2

Frostbite 3

Frozen Lake 4

Deep Snow 5

Auld Acquaintance 6

Christmas Party 7

White Out 8

Bitter Cold 9

The Lost Presents 10

Santa! 11

Good Will Towards Men 12
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Auld Acquaintance

Should auld acquaintance be forgot, and never brought to mind? Depends on how many tentacles he had, and 
whether you had to leave him in a padded room last time you met. Thankfully, this one wants to help you out…
spreading the season’s beatings!

The Threshold player may choose one Special Agent for this game only. No Map Pieces need be spent and the 
Special Agent does not add any additional BP (Build Points). However, once the game (and Post Game) are over, 
the Special Agent leaves.

Christmas Party

Who knew that both Threshold and the Lurkers would have office Christmas parties on the same night? Too 
much food, booze and general overindulgence of festive cheer can make it difficult to fully participate in a rag-
ing battle.

All models on the board are considered Stupid for the duration of the game (see Blasphemous Construct profile, 
page 38 Main Rulebook, for description of Stupid).

White Out

The fog is as thick as pea soup and the snow hasn’t stopped falling for hours; you can barely see your hand in 
front of your face. These are the worst conditions for a firefight.

All Ranged weapons have their range reduced by half, rounding down if necessary.

Bitter Cold

Stay still for too long in this weather and you’ll be frozen to the ground! If you can’t stay active, the sub-zero 
temperatures could very well be the end of you.

If any model that goes Face Up or Face Down is not returned to Normal by the end of its controlling player’s next 
Turn, that model is removed from the table as a Major Injury.

The Lost Presents

Scattered all about are Christmas presents destined for some poor orphans. Government Agents must respond 
before the forces of darkness make this a very black Christmas indeed!

Players place D3 presents each; presents must be farther away from you than your opponent and at least 5” 
apart and 5” from Deployment Zones. Regardless of what game is being played, Threshold will only win if they 
can retrieve more presents than the Lurkers can destroy. Presents can be destroyed by spending two Actions in 
base-to-base. Threshold retrieves presents by moving them into their Deployment Zone. The boxes are merci-
fully light, so no movement penalty is suffered for carrying them. 

Santa!

He knows if you’ve been bad or good, so be good for goodness sake! Santa shows up with list in hand and no-
body wants to make the ‘naughty’ list.

Santa appears on the Threshold player’s board edge at the start of the game.  At the start of each Threshold Turn, 
the Threshold player must move Santa 6” in any direction, so long as he ends his movement closer to the Lurker 
board edge than he started.  No Close Combat may be fought within 5” of Santa (models in base-to-base may 
simply move away from each other, with no free Wound assessed), and no line of sight can be drawn through 
Santa.  Santa is immune to damage of any kind, and no model may voluntarily enter base-to-base with him.

Good Will Towards Men

Thoughts of past misdeeds linger, and as the sounds of carolers float across the starry winter skies, your homi-
cidal rage lessens and you feel…kind of sad inside.

All Lurker models suffer a –1 penalty to their Close Combat Bonus on all weapons and attacks, down to a mini-
mum of C.C.B+1.


