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DROKK!

Well it’s Christmas time once again, which usually means Peace on Earth and Good Will to 
all Men. Unless that is, you’re enforcing the law in Mega City One! Pete Brown unwraps this 

seasonal scenario for Warlord Games new Judge Dredd: I Am The Law! miniatures game. 

DROKK!DROKK!
JINGLE BELL, JINGLE BELL, JINGLE BELL

’Tis the night before Christmas in Mega 
City One and everyone is rushing 
around the Big Meg doing their last 
minute shopping and getting ready for 
the arrival of “you know who.” The 
citizens in Hardly Nickels Department 
Store are no different, with many 
queuing to visit Santa’s Grotto to deliver 
their last minute Christmas wish lists to 
the Big Man himself. 

Little do they know that the man in 
the big red suit is actually wanted perp 
Nick Saint. He has wangled the job as 
store Santa in order to use the Grotto 
as a cover for his nefarious activities. 
Whilst some of the sacks of Christmas 
goodies waiting to be given out to the 

kiddies contain perfectly legitimate 
toys, the others contain Saint’s cache of 
illegal contraband. When legitimate store 
customers come into the Grotto they 
can chat with ‘Santa’ before receiving 
a present. However, when the ‘special’ 
customers come in, hand over the cash 
and use the code word, their present 
contains illegal Umpty Candy, Twentieth 
Century comic books and even Otto 
Sump’s ugly make up. Saint and his 
horrible little helpers think they have hit 
on the perfect cover for dealing illegal 
contraband in plain view! 

Unfortunately for them, one of the 
irritating little scamps waiting in line 
to see Santa happened to see one of the 

Elves hiding his 
machine gun 
inside a large 
teddy bear. 
Thinking it was 
a toy, the child 
retrieved it from the teddy when the 
Elf wasn’t looking and proceeded to 
fi re some rounds into the air! Panic 
ensued, with Citizens running for cover
 in every direction! 

“Control to any Unit in the Vicinity of 
Donald Trump Block? Shots fi red on Level 3 
at Hardly Nickels Department Store.”

“Received Control. Judge Cagney and Judge 
Lacey responding. Two minutes out…”

retrieved it from the teddy when the 
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THE SET UP

Nick Saint and his Evil Elves know 
the game is up. They need to transport 
their contraband into the elevator before 
making their way to the roof where Saint 
has a large anti-grav Sky Bike ready to 
make his getaway. Saint has designed this 
to look like a sleigh, just to complete his 
cover, and has even gone to the trouble of 
buying a couple of robot reindeer! 

The Judges have arrived at the entrance 
to this fl oor of Hardly Nickels having 
cleared the fl eeing shoppers out of the 
way.  Saint has tasked two of his Elves 
to cover the doors whilst the rest start 
to ferry the bags of contraband from the 
Grotto to the elevator.

THE ENCOUNTER

Terrain Placement: The Department 
Store and Grotto should be cluttered with 
racks of clothes, boxes, large displays and 
so on. Purists might like to arrange these 
in aisles in the manner of a department 
store or have them scattered randomly 
as things will have been knocked over 
and moved in the panic to get out of the 
store. There should be plenty of things 
for the Judges to dive behind for cover 
if required. Treat all of this as ‘Open 
Obstacles’ as outlined on page 34 of 
the rulebook. 

Deploy Models:  Judges are deployed 
outside the entrance to the store. Two 
Elves are deployed within 6" of the centre 
of the table.  The remaining Elves along 
with Nick Saint are deployed within 6" 
of the cache which should be against the 
opposite board edge from the Judges’ 
entrance in Santa’s Grotto.  

Big Meg Cards: Since most citizens 
have fl ed the store in panic, deal one 
less Big Meg card to each player than 
usual, as there is less likely to be any 
interference inside the store from the 
crazy world outside. 

There is no way to leave the board 
except by using the elevator or by exiting 
through the entrance to the store. The 
Grotto area has no other escape routes. 

SPECIAL RULES.

The Illegal Cache: Place six cache 
markers in Santa’s Grotto. These 
represent the sacks of illegal contraband 
which Saint was dealing out to his 
customers. He will have to escape with as 
much of this as possible or lose a fortune! 
Use the rules for carrying cache markers 
from page 134 of the rules with the 
exception that they cannot be stashed or 
be taken off any table edge. The elevator 
is the only way to take the cache markers 
off board. 

Get Away Sleigh!: For the purposes 
of this scenario the elevator should be 
treated as a ‘Get Away Van’ as detailed on 
page 134 of the rulebook. The Elves or 
Saint can deposit cache markers into the 
elevator. At any time when he is next to 
the lift, Saint can push the button to close 
the elevator doors and escape, perhaps 
leaving behind some of his erstwhile 
colleagues. Saint will have no qualms 
about abandoning his Elves if need be. 

Ambush!: The two Elves in the centre 
of the board are ready for trouble. 
Before play begins roll a Cool test for 
each. Any who pass begin the scenario 
on Overwatch. 

Trip Hazard: If any models attempt to 
Sprint roll two D6 instead of one and take 
the lowest result as the model becomes 
entangled in fallen tinsel, discarded 
presents and spilled drinks. If both dice 
rolled are the same result the model 
stumbles and only gets a basic Move 
instead of the normal 2x Move +1D6. 

GAME LENGTH

The game is played until Saint closes 
the elevator doors and escapes or he and 
his crew are killed or incapacitated by 
the Judges. 

STORE 
ENTRANCE

SANTA’S
GROTTO

2 X 
ELVES 

DEPLOY 
HERE

LIFT

FREEZE CITIZEN!

In a city so over-populated as Mega City 
One the chances of fi nding a quiet street 

or empty alleyway to have your shoot out 
are fairly slim. Fortunately, Warlord has 
foreseen this problem and rules for the 

inclusion of nosey citizens or just innocent 
bystanders have been included in the main 
rules. For this scenario, it is possible that 
some shoppers have not fl ed the scene but 
have chosen to hide instead. They might 
pop out at any time and make a run for 
it, complicating matters for the Judges 

and perhaps causing a distraction for the 
Perps. If both players agree, roll 1D6 to 

see how many Innocent Bystanders remain 
in the shop. Consult the rules on how to 
place these miniatures on page 91 of the 

rulebook. You should use the stats provided 
for normal citizens on the same page if the 

citizens start to get in the way! 
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OBJECTIVES

Saint has to escape with at least three 
cache markers to break even. If he 
gets more than three cache markers 
and escapes then he wins.

If Saint gets only three cache markers 
or fewer and loses more than half his 
crew it is a draw. 

If Saint is captured by the Judges or 
escapes with no cache markers then 
the Judges win. 

THE SENTENCING

There are a number of offences that 
Saint or any surviving elves could be 
charged with, including: 

Section 2: Assault on a Judge: Like, 
Duh!

Section 14: Dealing in Contraband 
Goods: specifi cally Umpty Candy, 
Comic Books and banned Ugly 
products. 

Section 2: Threats: specifi cally, 
saying “You better watch out, 
you better not cry, you better not 
shout, I’m telling you why!” in a 
threatening manner. 

Section 12: Possession of Robot 
Reindeer without a license. 

THE JUDGES

NICK SAINT AND HIS CREW OF EVIL ELVES

TYPE MOVE SHOOT FIGHT EVADE RESIST COOL SPECIAL NOTE

Street Judge Cagney 6 4 3 2 3 4

Gunfi ghter
Respect the Law
Let’s Ride
Med Judge
Boot Knife

23

Street Judge Lacey 6 4 3 2 3 4

Brawler
Respect the Law
Let’s Ride
Boot Knife

20

TYPE MOVE SHOOT FIGHT EVADE RESIST COOL SPECIAL NOTE

Nick Saint 6 4 4 2 4 4

1- Gunfi ghter
2- Lily Livered 

Scum Suckers 
3- Stinking Jays 
Armed with Spit Pistol

16

6 x Evil Elves 6 2 2 2 2 2
- Two Elves have 
combat rifl es 
- Four have pistols

26
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BABY, IT’S COLD OUTSIDE…

If the Judges are still alive and kicking 
when Saint makes his escape, it is 
possible to continue this scenario onto 
the roof if you so desire. Once Nick 
Saint closes the doors to the elevator, any 
remaining Judges will run back through 
the entrance to the store and up the stairs 
to the roof. 

Saint will have to unload the cache 
markers from the elevator and place 
them onto the Anti-Grav Sleigh. How 
quickly he does this will depend on how 
many Elves managed to escape with 
him. Assume that upon arrival on the 
roof, Saint sends one of his surviving 
Elves, if he has one, to cover the door 
from the internal stairs to the roof. If 
this Elf passes a Cool test he can be on 
‘Overwatch’. Saint will have loaded one 
cache marker for every other Elf that 
escaped with him, or, if there are no other 
Elves, one cache marker only. 

Place the remaining Cache markers in 
the elevator. Place one Elf next to the 
elevator. Saint and any other surviving 
Elves start within 6" of the sleigh. 

The Judges will burst onto the roof 
through the door from the stairs. Make 
this opposite the area where the sleigh is 
parked and about 18" away. The roof will 
have a number of outlet pipes, large air 
con units and so on for the combatants to 

previous scenario. Use the stats 
for an anti-grav bike for the sleigh 
if the Judges want to shoot at it. 
Otherwise, treat it as a ‘Get Away 
Van’ using the rules on page 134 
again. Saint will try to jump on the 
van as it leaves to make his escape 
if he can!

ALL WRAPPED UP!

Now I know not everyone has 
miniatures of Evil Elves and a 
Criminal Santa lying around and 
it may seem like a bit too much 
effort to collect them just for 
this short scenario. If that’s the 
case, don’t worry. This scenario 
can easily be transformed into 
a normal heist. Lose the Santa’s 
Grotto and make this into a bank 
vault. The cache markers are bags 
full of used Credits that Saint and 
his mob must get to the elevator 
to get them to the roof of the bank 
where their get away vehicle is 
waiting. Unfortunately, they have 
triggered a silent alarm and the 
Justice Department are responding. 
Rather than clutter the table with 
shop interior furniture for the 
Judges to dodge around there will 
be desks, fi ling cabinets and other 
bank related fi xtures and fi ttings 
instead. Other than that, run the 
scenario as normal. 

Happy Christmas Everyone, and 
remember, the Justice Department 
is Watching!

FIGURE CHALLENGES – A PHOTGRAPHERS PERSPECTIVE 

Here at Wargames Illustrated we love it when our contributors present us with a 
challenges regarding what fi gures to photograph for articles. We certainly don’t 
read in the article that an evil Santa and six futuristic criminals dressed as elves are 
required and think “what the heck are we supposed to do with this!” – no sir. That 
said we did fi nd it somewhat impossible to track down “six futuristic criminals 
dressed as elves” for our game/the photos, so we used a number of different options 
based on what we could get our hands on. 

In the photos you will see ‘evil elves’ being played by Frostgrave Cultists with guns, 
Rogue Stars Assassins (all from North Star Military Figures) and, in the photo below, 
the criminals have discarded their disguises and are Warlord Games perps. The Father 
Christmas fi gure is a North Star ‘Pulp Santa’ – on limited release around this time of 
year - and the Judges are from Warlord’s new Judge Dredd range.

UMPTY BAGGING

Created by Uncle Ump, Umpty Candy tasted so good that even the tiniest amount would 
induce cravings and hallucinations if the addiction was not fed. The Judges, confronted 
with an epidemic of Umpty withdrawal, knew that Uncle Ump, who held the recipe in his 
head, could not be charged with a crime. Judge Dredd therefore had the inventor placed in 
a spacecraft and sent into deep space on a long orbit. This exile would ensure he could not 
reveal the formula to unscrupulous perps.

Unfortunately, the plan 
went badly wrong when the 
spacecraft was intercepted by 
the Jong brothers, well-known 
Chump Dumpers, the nickname 
for criminals who take a fee 
to transport people to a new 
life, and then dump them into 
space or the Cursed Earth. The 
brothers forced Uncle Ump to 
give them the recipe for Ump 
Candy, then threw him out 
of an airlock. Within months, 
Mega-City One was fl ooded 
with fake Umpty Candy 
before the Justice Department 
was able to shut the Jong’s 
operation down. Despite this, 
the fact that the Jongs had 
managed to sell the recipe on to 
others means that fake Umpty 
Candy still manages to make 
its way onto the streets on an 
irregular basis.

hide behind. Treat this as a new scenario 
and deal new Armoury Cards and Big 
Meg cards as normal, but carry over 
any wounds or weapon issues from the 
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