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Set Up
Place a 6” x 6” Ht 5 impassable, blocking Pawn Shop terrain piece in the center of the board.

Determine Schemes as normal.

Deployment
This scenario uses Standard Deployment.

Special
A model in base contact with the Pawn Shop terrain piece may take a (1) Interact Action to flush the Child out of 
the Pawn Shop. The first time this happens, the opponent places a 30mm impassable Child Marker in base contact 
with the Pawn Shop terrain piece, touching either the same side the interacting model is touching, or either of the 
two sides touching that side.

A model within 1” of either of the Child Marker may take a (1) Interact Action to move it up to 4” in any direction. 
The Child Marker may not pass through other models or impassable terrain during this movement. After the 
Child Marker has finished moving, the interacting model suffers a 2/3/4 damage flip as the child’s teddy bear lashes 
out, covering her escape.

Victory
At the end of every turn after the first, a Crew earns 1 VP if the Child Marker is on its side of the board. 

Shifting Loyalties
If this scenario is being played as part of a Shifting Loyalties Campaign, a Crew gains 4 Scrip if it takes an Interact 
Action to flush the child out of the Pawn Shop. Additionally, a Crew gains 1 Scrip each time it takes an Interact 
Action to move the Child Marker (to a maximum of 6 Scrip from moving the Child Marker). 

At the end of this game, the losing player may nominate a single surviving model in the opponent’s crew to be 
stalked and assaulted by the vengeful teddy bear. In the event of a tie, both players may nominate an enemy model. 
All nominated models are considered to be Finished Off (and must therefore flip for Injuries).

Description
There have been rumors of a strange child traveling with an animated teddy bear for a few weeks now, and your 
crew has finally tracked her down. She’s living with an old necromancer and a young murderess, neither of whom 
seem to have the strongest grip on sanity, manners, or the proper way to raise a child. 

If you don’t get her out of there soon, she’s likely to be killed!
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The Child will undergo the following changes, depending upon which Faction wins this scenario:

• Guild: On the trail of a necromancer, Lady Justice and her Death Marshals rescue the Child as Leveticus 
and Rusty Alyce flee from capture. Though initially unwilling to cooperate with the Death Marshals, they 
eventually calm the Child down by promising that they won’t do anything to harm her strange mechanical 
teddy bear construct. After a search for the Child’s parents turns up two bodies in the coroner’s morgue, 
Lady Justice buys her ice cream and offers her a few words of comfort. When the child asks if she can stay 
with Justice for a little longer, the older woman agrees and makes the child an honorary Death Marshal, 
which gets her a room at the Death Marshal compound and some training on how she can use her teddy 
bear to protect herself from any undead she might come across.

• Resurrectionists: Nicodem’s zombies capture the Child and bring her and her thrashing teddy bear back 
to him. The teddy bear proves to be of interest to the necromancer, as it seems to dovetail on its own 
experiments with binding the souls of Japanese warriors to his punk zombies. The Child, however, is in 
no mood to discuss soulbinding techniques with Nicodem and instead throws a blast of entropic magic 
at him. A zombie lunges in front of Nicodem, shielding him as the magic rips the zombie apart. Intrigued 
at the use of such strange magic, Nicodem has the Child set free and offers her a position as his student, 
provided that she will share her own secrets as well. The Child grudgingly accepts the offer, only to later 
learn that “student” is more akin to “unpaid maid” in Nicodem’s mind. The necromancer finds a greater 
use in her teddy bear, which he teaches to dismember corpses into more usable pieces.

• Arcanists: The Child wakes up in the middle of the night to find the shop on fire! Hurrying outside with 
her teddy bear, she ends up stumbling into a battle between Leveticus, Alyce, and a horde of twisted 
undead creatures against a woman who floats overhead, raining down flames onto everything below. 
Rather than remain behind to see who wins, the Child attempts to flee, only to run into two masked 
spellcasters who snatch her up. The teddy bear attacks them, slashing at the spellcasters with its claws, and 
they retaliate by blasting it with a roaring cone of flames. The teddy bear is no stranger to flames, however, 
having already been destroyed by them once before, and in its rage, it draws their heat into its smoldering 
heart, encasing its new metal claws in flame. Minutes later, the Child and her bear flee from the growing 
inferno, leaving the slashed and charred corpses of the spellcasters behind them.

• Neverborn: The Widow Weaver returns in the middle of the night and is distraught to learn that the Child 
has been pressed into such a sad life. After stitching together some wicked dolls, she sends them into the 
pawn shop, distracting Leveticus and Rusty Alyce long enough for the Widow Weaver to snatch the child 
up and bring her back to safety. After the Child falls asleep, the Widow Weaver leans forward and inhales 
her troubled dreams, feeding on her misery and breathing the left overs into the teddy, infusing it with 
pure terror. When the Child awakens, the Widow Weaver is gone, as are many of her memories of her 
time spent on the street and under Leveticus’ roof. 
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• Outcasts: Leveticus and Alyce manage to fend off the attackers, but in the process, the Child suffers a 
gunshot wound. As she bleeds out on the ground, Leveticus does what he can to save her life, implanting 
her with the machines he typically uses to create his Hollow Waifs. The process saves her life and, 
surprisingly, her mind, but leaves her feeling as if some vital part of her essence had been taken from her. 
The procedure enhances her ability to use entropic magic, but also transforms her into a tether which 
Leveticus can use to return to life. Rusty Alyce finds the entire thing quite hilarious and takes to calling the 
Child the “little bimbo,” upsetting her even further.

• Gremlins: The Child flees from her bed in the middle of the night, her teddy shielding her as best it 
can from the flying bullets in the air. Just when she believes herself to be safe, a Gremlin riding a giant 
mechanical mosquito swoops down from the air and snatch her up. The teddy bear manages to grab onto 
its rear leg at the last moment, and together, the two of them are hauled high up into the sky to the waiting 
airship of the Gremlin sky pirates. The pirate leader, a rambling and self-important Gremlin named 
Zipp, announces that the Child has been taken hostage and will be ransomed back to “the human world 
below.” When the Child explains that there’s nobody who will pay her ransom, the Gremlins all turn to 
Zipp, wondering how their captain will solve the problem. Faced with an unexpected turn of events, Zipp 
announces that the Child will be pressed into service as a member of the crew. In the days that follow, 
the Gremlins warm up to the Child and the way that she actually seems to do what they tell her to do. To 
commend her fine service, Zipp holds an elaborate ceremony and gives her a medal… consisting of a bit 
of ribbon around a small mounted Soulstone.

• Ten Thunders: The Child escapes from her pursuers and flees into a nearby tavern in order to hide. The 
bartender grumbles something about only allowing her to remain if she buys a drink, so that Child tosses 
what few coins she has onto the counter and orders some soda water. The soda water is a faint purple 
color, and though she is hesitant about drinking it, the fear of being tossed out into the street is far worse. 
It proves to be the best soda water she’s ever tasted, and the bartender gives her two more for free, perhaps 
out of pity for her state. When she requests another, he finally shoos her away, telling her that he can’t give 
out free drinks all night. With the Brilliance of the Hungering Darkness on her lips, the world looks much 
different, and the Child’s thoughts race with new ideas and concepts. Eventually, however, the feeling 
passes and the Child finds herself longing for more of the wonderful soda water, and with the help of her 
teddy bear, she breaks into the tavern in the early morning and steals away with a multiple jugs of the 
tainted beverage. As she gradually succumbs to her Brilliance addiction, the Child’s eyes turn purple and 
she gains the ability to see things beyond the normal world.


