
PRIVATE SOLOMON CHOKED back a swig of the gifted brandy, the slightly sour notes marking it as either cheap, or nearly 
spoiled—likely a bit of both. But it did little to diminish the joy of watching the pair of Bauhaus Hussars share the bottle of worm-
wood-laced liqueur he had procured from his bedroll in exchange, each of them alternating between long drags of the cloudy spirit 
and gagging bewilderment that anyone would willingly imbibe this surely toxic elixir. Those last few sips were all that remained of the 
bottle the Freedom Brigadier had smuggled from his San Dorado neighborhood to the front lines, but he was happy to be exchanging 
it under the white flag of a temporary Christmas truce. Far better than exchanging artillery fire.

His smile vanished at the sound of a sudden cry down the line, the source obscured by milling Bauhaus and Capitol soldiers and ad 
hoc Christmas decorations, and the unmistakable report of Kratach fire sent him diving for cover. Crouched shoulder-to-shoulder 
with his new allies, he peered over the blasted landscape to see a mass of Legionnaires shambling towards the impromptu celebra-
tion. Settling back into cover Solomon racked his M50, wishing he hadn’t left most of his ammunition back at the trench line, and 
sighed—apparently Algeroth didn’t celebrate Christmas.

PLAYING THE NARRATIVE SCENARIO

All (Not So) Quiet on the McCraig Line is a Warzone Eternal Narrative 
Scenario. Narrative Scenarios provide unique, story-driven ways to 
play Warzone Eternal, and will typically include modifications to the 
standard rules found in the Warzone Eternal rulebook, or electronic 
Warzone Eternal Core Rules document. Unless the Narrative Scenario 
includes a specifically stated modification, the standard rules should 
be followed.

BUILDING A FORCE

The standard rules from Chapter 12, “Building A Force,” apply with the 
following modifications:

•	Player A builds a standard 40 Deployment Point Force from a sin-
gle Faction. Ideally, this is selected from a Dark Legion Faction, 
but any Faction sufficiently devoid of holiday spirit can be 
selected.

•	Player B builds two 20 Deployment Point Forces from two differ-
ent corporate Factions—Bauhaus, Capitol, Cybertronic, Imperial, 
or Mishima. Each of these Forces is constructed as a stand-alone 
Force and each must conform to all applicable Force-building 
rules. Once deployed, these two separate Forces are treated as 
single Force for all purposes, and all Units within this combined 
Force are considered to be Friendly to each other.

•	The Allegiance rules are not used for this Narrative Scenario, and 
therefore non-Faction Units normally available to a Force due to 
the Advisor, Seconding, or Dark Cult Ally Designations may not 
be selected by either player.

GAME SETUP

The standard rules from Chapter 13, “Game Setup,” apply with the 
following modifications:

DETERMINE DEPLOYMENT AREAS
Players do not roll for Deployment Areas. This Scenario uses  
Flank Deployment.

DETERMINE SCENARIO
Players do not roll for Scenario, but will be playing All (Not So) 
Quiet on the McCraig Line, as detailed below..

SELECT SECONDARY OBJECTIVES
Secondary Objectives are not used for this Narrative Scenario

DEPLOY FORCES
Player A will deploy their Units as normal. Player B must separate 
their two Forces so that each of their two quarter circle Deployment 
Areas contains Units from only a single Faction. To the extent any of 
Player B’s Units are subject to Alternative Deployment rules, those 
Units may not be deployed to a Deployment Area containing 
Friendly Units from a different Faction.
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ALL (NOT SO) QUIET ON THE MCCRAIG LINE

SETUP: As normal.

SPECIAL: Holiday Spirit – Player B designates four Units without the 
Trooper Unit Designation, two from each of their selected Factions, 
and assigns to each a Celebration Counter. Celebration Counters 
are considered to be carried by a Unit, and are thus never placed 
on the Battlefield. A Unit carrying a Celebration Counter is infused 
with such holiday spirit that they cannot be assigned a Pinned 
Counter. 

While within 2” of a Friendly Unit, a Unit carrying a Celebration 
Counter may perform an Interact Action.

Interact: Perform a TN(LD) Test. On a Success, the Unit transfers 
the Celebration Counter to a Friendly Unit within 2”.

A Celebration Counter is removed from the game when a Unit 
carrying the Celebration Counter is removed from the Battlefield 
as a Casualty.

Ill-Prepared: For the duration of the first Turn of the game, all of 
Player B’s Units increase the Critical Failure values of their Weapons 
by 1 (e.g. a Unit with a Weapon with a Critical Failure value of 19 
changes that value to 18 during the first Turn).

VICTORY POINTS: In this Narrative Scenario, the opposing Forces 
each have unique methods of scoring Victory Points, as follows:

PLAYER A: 

•	In the End Turn Phase of every Turn after the first, this Force 
gains 1 Victory Point for having at least one Friendly Unit with 
the Leader Unit Designation in each of the Enemy Force’s 
Deployment Areas. 

•	This Force gains 1 Victory Point for removing from the Battlefield 
as a Casualty at least one Enemy Unit carrying a Celebration 
Counter.

•	This Force gains 3 Victory Points for removing from the 
Battlefield as Casualties all Enemy Units from a single Faction.  

PLAYER B:

•	In the End Turn Phase of every Turn after the first, this Force 
gains 1 Victory Point if at least two Friendly Units from differ-
ent Factions carrying Celebration Counters are in base-to-base 
contact.

•	The Force gains 1 Victory Point for removing from the Battlefield 
as a Casualty the Enemy Unit with the greatest DP Cost (or tied 
for the greatest, if applicable).

•	In the End Turn Phase of the fifth Turn, this Force gains 2 
Victory Points if at least one Friendly Unit with the Leader Unit 
Designation from each of the Force’s two Factions remains on 
the Battlefield (i.e has not been removed from the Battlefield as 
a Casualty).
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