
 
 

 
 
 
 
 
 
 
 
 

2024 Holiday Special #3 

Last Yule, you raided my hearth 
A Frostgrave Fan Scenario 
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1. Introduc+on : 
 

As with previous installments of our Frostgrave holiday special, this scenario can be played as 
a co-op or solo game. It marks the final chapter in a three-part mini-campaign, though it can 
also be enjoyed as a one-shot. 
While designed with Frostgrave rules in mind, this scenario can easily be adapted for other 
skirmish-level games. 
 
Disclaimer: 
“Last Yule, you raided my hearth“ Is a homebrew fan scenario for Joseph A.McCullough’s “Frostgrave, Fantasy 
wargames in the frozen city”. This document may be used freely but not for profit. 
 
The story begins… 
 
It has been several years since you first encountered the Winter Spirit. By sheer luck, you 
managed to defeat it and banish it from this plane. 
But ever since that fateful day, the Winter Spirit has returned every year. Seemingly out of 
nowhere, it appears, claiming lives, raiding your treasury, and vandalizing your manor. A 
vengeful spirit, bent on punishing you. 
 
Now, as winter’s icy grip Eghtens around frozen Felstad once more, you sense the veil between 
your plane and the Winter Spirit’s dwelling weakening. 
Years of research, careful experimentaEon, and meEculous reverse-spellcasEng of the Spirit’s 
planar magic have finally led to this moment. You’ve had a mighty fireplace built in your 
manor’s great hall, transforming it into a portal to the Spirit’s lair. 
 
With the anniversary of your first encounter looming, you are ready. Gathering your loyal (and 
handsomely paid) henchmen, you prepare to end this seasonal nightmare once and for all. 
As you begin casEng your spell, the winds of magic whip furiously through your lair. Your 
chanEng grows louder, and amidst the howling gale, you hear the faint jingling of bells. The 
sound sharpens, growing clearer and louder unEl, with a thunderous roar, green flames erupt 
in the fireplace. 
You smile grimly and step forward, flanked by your heavily armed warband. 
 
The moment you pass through, the air changes—thick with the weight of powerful magic, yet 
strangely sweet, almost sickening. The scent of gingerbread and cinnamon floods your senses. 
Ornate giQs, wrapped in shimmering paper, liRer the floor like abandoned treasures. But some 
lie half-opened, revealing ominous glimpses of bones and shaRered toys. At the center of the 
room stands a familiar conifer, adorned with gliRering baubles and radiant lights. 
An unseen breeze sErs the baubles, and the tree’s lights dim and flare, beaEng in Eme with 
your heart. A low, guRural chuckle—just on the edge of hearing—sends a shiver down your 
spine. 
“Time to end this,” you think, as your warband readies for baRle. 
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2. Se1ng up the game 
 

This scenario is designed for a dungeon-like seBng. If you don't have dungeon terrain or Dles, 
you can set up the game on an open table, but be sure to clearly define the “rooms” of the 
dungeon. Treat the table edges as boundaries. 
 

1. Define a large area (at least 16”-18”) as the main chamber of the Winter Spirit’s lair. 
Place the fesDve conifer at the center and two Gingerbread warriors next to it. 
Randomly place three undead, D3 shiny baubles, and two treasures within the 
chamber. 

2. Create three corridors leading from the central chamber. 
3. Set up three smaller rooms, each containing a chimney, a shiny bauble, a FesDve Imp 

(see appendices), and a Hint Token. Add cluWer to each room. 
The Bakery: 
Place D4+1 gingerbread warriors (see appendices) and a treasure in the room. 
The Workshop: 
Place four constructs and D3 treasures. 
The Larder: 
Place D6 undead and a treasure. 

4. Place a large gateway, chimney, or portal along the fourth side. It should be no longer 
than 6”. This is the magic portal through which the warband enters the Winter Spirit’s 
lair. 

5. Place five Hint Tokens. The first goes next to the fesDve conifer. The others should be 
placed D20” away from the central token, in random direcDons. If any token is placed 
in an inaccessible area, reroll. 

6. Place the Winter Spirit in the center of a random room. 
 
Notes: 
Line of sight and cluRer : 
Make sure to fill the table with sufficient debris, cluWer and terrain features to avoid long lines 
of sight. Ideally no line of sight should be longer than 6”.  
 
Creatures and difficulty : 
When placing constructs, undead etc., you may choose which ones to adapt the difficulty of 
your game. 
AddiDonally you may opt to deploy a random creature if treasures and/or hints are claimed.  
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3. Objec+ve 
 

The main objecDve of the game is to break the curse binding the Winter Spirit to you. The lair 
of the fesDve creature holds crucial informaDon. Each Hint Token provides a roll of the D20 for 
Hint-points. 
Any treasure collected along the way should be considered a financial bonus. 
 
But above all, enjoy the experience. 
 
 

4. Scenario Special Rules 
 

a. Warband deployment & the entrance portal 
 

The warband will not deploy in the usual manner. Instead, it is assumed they appear one by 
one through the magic portal. 
At the start of the first turn, roll a D20 for each model. On a roll of 12+, the model may be 
deployed within 3” of the magic portal. If a model cannot be deployed during the first turn, 
they may aWempt to do so in any subsequent turn. 
Once deployed, models may acDvate normally. 
The magic portal is the only means of entry and exit from the lair. Every warband member 
may use it, but once they leave the board, they cannot return. 
 

b. The Winter Spirit 
 
 M F S A W HP*  
Winter Spirit 5 +4 +2 14 +3 12 + 1D10/player * Demon 

* roll HP at the beginning of the game 
 
Winterbound 
Non-magical weapons deal half damage to the Winter Spirit. The effect of the enchant spell 
sDll applies. 
Spells always damage the Winter Spirit. 
 
Chimneys 
If the Winter Spirit is within line of sight of 2+ models at the start of its acDvaDon, it 
immediately de-spawns and respawns at a random chimney. It will then acDvate as normal. 

 
Something Stalks the Ruins 
The Winter Spirit targets the most isolated model or the model with the lowest HP within its 
movement range, prioriDzing spellcasters if Ded. 
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c. Chimneys 
 

The chimneys in the various rooms serve as portals. Any warband member can use them. If a 
model touches a chimney, it will be teleported and respawn at another chimney. 

Roll a D6: 
1-2 à Bakery 
3-4 à Workshop 
5-6 à Larder 

Should the roll coincide with the starDng chimney, reroll. If the result is the same again, the 
model is teleported out of the game. We assume it returns to the wizards home-base. It’s the 
merry season aier all and there is already enough suffering. 

 
d. Hint token & Hint score 

 
Once a hint-token is claimed by a member of the warband, roll a D20 and add it to your Hint 
score. 
The warband needs to have a Hint score of 30+ to fight the Winter Spirit. 
Having assumed the wizard gathered enough informaDon, he will be able to work out some 
arcane shenanigans to weaken and banish the Winter Spirit. 
Depending on the rolls of the dice, it is possible, that you will not be able to banish the Winter 
Spirit. In that case, brute force or retreat remain the only opDons to survive the encounter. 
 

e.  The shiny baubles 
 

Bizarre spheres of a nondescript shiny material appear all over the area, the likes of which you 
have never seen before.  
 
Mesmerizing 
The baubles’ sparkle and shine exude a fascinaDng aura, and you take a moment to look at 
them… just a moment… maybe a few seconds more…  
If a member of your warband tries to acDvate within 4” of the bauble, it must pass a Will-roll 
on 10+ or cannot acDvate this turn. 
 
Smash the baubles 
The shiny baubles can be destroyed by aWacking them.  
Use the following stats: F=+1 ; A=10 ; HP=5 
 
What the fudge…? 
Once a bauble is destroyed, it spawns a random creature at its posiDon. We assume they have 
been consumed by the magic baubles. Roll on the random encounter table. The creature will 
behave like a random creature. 
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5. Ending the game 
 

a. Game dura+on 
 

 The game ends under any of the following circumstances: 
- The Winter Spirit is beaten if : 

à HP reduced to 0 
à Hint-Score reached 30+ 

- There is no member of the warband lei on the board 
- Aier turn 8, roll a D20 and add the turn number.  

On a result of 14+, the magic that brought the heroes to the Winter Spirit begins to fail 
and they are teleported back to their plane. 

 
b. Victory condi+on 
 

Victory may only be claimed if the Winter Spirit is beaten.  
If the Winter Spirit is not beaten at the end of the game, you will have to rest, knowing it sDll 
lurks out there and might even grow in power. 
 

c. Experience points and treasure 
 

- Creatures and Treasure grant experience as normal 
- The final Hint-score grants that number of Exp 
- DefeaDng the Winter Spirit grants 100 Exp 
- Roll for treasure on the Winter Spirit treasure table (see appendices) 
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6. Appendices 
 

- Winter Spirit - treasure table  
Roll a D20. 
 

D20  treasure 
 

1 :   100 gold + random po/on 
2 :   D3 x 100 gold + po/on of your choice 
3-5 :  D6 x 100 gold 
6-7 :  random magic item 
8-10 :  D4 x 100 gold + random magic item 
11-14 :   1 random magic item + 1 magic item of your choice 
15-16 :   random grimoire 
17-18 :  grimoire of your choice 
19 :   D3 x 100 gold + random grimoire 
20 :   D6 x 100 gold + grimoire of your choice 
 

 
 

- Encounters and creatures 
 

This encounter table was set up to suit our monster miniature collecDon. Feel free to adapt it 
or use the random encounter table from the rulebook. 
 

random encounter table 
2nd 
Roll 

1st Roll 
1-8 9-15 16-20 

1 2 Wraith Winter Spirit activates Medium Construct 
2 Zombie Ghoul D3 Ghoul 
3 Skeleton 2 Giant Rat Armoured Skeleton 
4 Skeleton D3 Zombies Giant Worm 
5 Snow Leopard Skeleton Archer D3 Armoured Skeleton 
6 Giant Rat Armoured Skeleton D4 Armoured Skeleton 
7 2 Giant Rat D2 Armoured Skeleton Medium Construct 
8 Ice Spider Armoured Skeleton Snow Leopard 
9 Ice Spider D3 Ice Spider Bear 

10 Snow Leopard D2 Skeleton Archer Bear 
11 Giant D4 Zombie D6 Giant Rat 
12 Ice Spider Snow Leopard Boar 
13 2 Armoured Skeleton D3 Ice Spider Giant Worm 
14 Giant Rat Armoured Skeleton Wraith 
15 Zombie Ghoul D2 Ice Toad 
16 Giant Rat Bear D4 Ice Spider 
17 Skeleton Ghoul Bear 
18 Skeleton Giant D3 Ghoul 
19 Boar Ice Toad Boar 
20 Bear Giant Worm 2 Wraith 
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creature stats 

 M F S A W HP Special Rules 
Armoured Skeleton 6 +2 +0 12 +0 1 Undead 
Bear 6 +4 +0 10 +0 14 Animal, Large, Strong 

Boar 6 +2 +0 12 +0 8 Animal, Bounty 
(10GC), Horns 

Festive Imps 6 +1 +0 10 +4 6 Demon 
Giant        
Giant Rat 6 +0 +0 6 +0 1 Animal, Pack Hunter 
Giant Worm 7 +4 +0 10 +5 20 Burrowing, Large 
Gingerbread 
Warrior 5 +3 +0 12 +0 12 Construct 

Ghoul 6 +2 +0 10 +2 10 Undead 

Ice Spider 6 +1 +0 8 +0 4 Animal, Expert 
Climber, Poison 

Ice Toad 4 +2 +0 10 +0 5 Amphibious, Animal, 
Powerful 

Skeleton 6 +1 +0 10 +0 1 Undead 
Skeleton Archer 6 +0 +0 10 +0 1 Undead, Bow 

Snow Leopard 8 +3 +0 10 +2 10 Animal, Expert 
Climber 

Winter Spirit 5 +4 +2 14 +3 

*see 
speci

al 
rules 

Demon,  
special rules 

Wraith 6 +2 +0 10 +3 6 

Energy Drain, 
Ethereal, Immune to 
normal weapon, 
Magic attack, Undead 

Zombie 4 +1 +0 12 +0 6 Undead 
 


