
Steampunk Chores
Week 7 + 8

Set Up
Place a 30mm Ht 1, impassable, blocking Child Marker in the center of the board. After determining deployment 
zones but before either player deploys any models, place two impassible, blocking 50mm Scrapyard Markers on 
the Centerline, each 2” from the edge of the board. Determine Schemes as normal.

Deployment
This scenario uses Standard Deployment.

Special
A model within 1” of either of the Scrapyard Markers may take a (1) Interact Action to place a Scrap Marker on 
its card. Alternatively, a model may take a (1) Interact Action to place one Scrap Marker in base contact with itself 
on its card. Each Scrap Marker on a model’s card reduces that model’s Charge and Walk Aspect by -1.

A model with a Scrap Marker on its card may take a (1) Interact Action while within 1” of the Child Marker to 
deliver the scrap. Discard the Scrap Marker on the model’s card. If a model with a Scrap Marker on its card is 
buried or killed, the model’s controller places the Scrap Marker in base contact with the model before it is removed 
from play.

Victory
At the end of every turn after the first, a Crew earns 1 VP if it delivered at least two Scrap Markers to the Child 
Marker that turn. 

Shifting Loyalties
If this scenario is being played as part of a Shifting Loyalties Campaign, a Crew gains 1 Scrip each time it delivers a 
Scrap Marker to the Child Marker (to a maximum of 8 Scrip). At the end of this game, the losing player may make 
a single flip that cannot be Cheated on the Campaign Upgrade chart (Shifting Loyalties, pgs. 16-18). If the resulting 
Upgrade is an Equipment Upgrade, the Crew may add that Upgrade to its Arsenal for free. 

Description
The Child has been informally adopted by Leveticus and Rusty Alyce, but she’s starting to wonder if she might not 
have been better on the streets. For one, Leveticus was more than a little bit creepy, though he certainly seemed to 
care a great deal about her education. He brought her all sorts of books, mostly advanced subjects like chemistry 
and biology that were far beyond her understanding, and then grew upset when she didn’t immediately take to 
them, often blaming it upon her own faults rather than his own unreasonable expectations. Even when she actually 
showed some talent with his own entropic magic, he seemed disappointed that she wasn’t learning fast.

Alyce was a hundred times worse, however, and whenever the Child saw the older woman, she was always either 
loading her gun or mumbling terrible things to her clockwork arm. It was almost like she was prowling nearby, 
keeping an eye on Leveticus and waiting for him to wander too far away to save her again.

Needless to say, when the opportunity came to get out of the house and go gather some scrap for the shop, the 
Child leapt on the opportunity. Maybe if she brought something useful, they’d both back off a bit? It was worth a 
try...
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The Child will undergo the following changes, depending upon which Faction wins this scenario:

• Guild: The child finds a broken Hunter construct with a battered but intact chain harpoon still attached. 
Breaking it free from the machine, she takes it back to Leveticus, pestering him until he finally agrees to 
help her refurbish it into a proper weapon. Now armed with the miniature harpoon, the Child spends 
many hours out behind the shop, harpooning rats and dragging them closer so that her teddy bear can 
smash them into goo. 

• Resurrectionists: The child finds a piece of Anna Lovelace’s broken clockwork dress and brings it back 
to the shop. Leveticus is quite surprised that the child found such an impressive piece of machinery and 
tinkers with it a little bit, eventually managing to get one of the gravitational generators functional again. 
Thinking to surprise her, he implants the device in her struggling teddy bear, giving it the limited ability 
to control gravity around it… which it promptly uses to murder Leveticus in a particularly brutal manner. 
(He gets better.)

• Arcanists: The Child’s dolls bring her a busted and broken Mobile Toolkit. Upon popping it open, she 
finds that most of its tools are still intact, and she brings them back to the shop. Though Leveticus isn’t 
thrilled at such a mundane find, the Child’s enthusiasm is such that he decides to show her how to use 
them to fix up broken machines. Glad to finally have some direction at something she isn’t terrible with, 
the Child spends the next few weeks flitting around the shop, fixing up machines and devices almost as 
quickly as Alyce can break them.

• Neverborn: Upon cracking open a broken down Guild construct, the Child finds a shining Soulstone 
lodged within its control matrix. Knowing that Leveticus (or, more likely, Alyce) will just take the valuable 
stone from her if discovered, she instead stashes it within her Teddy for safekeeping. Though she does not 
realize it, the Soulstone resonates with the magic that created the Teddy, making it stronger with each soul 
the glowing stone absorbs.
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• Outcasts: While digging around in the scrap heap, the Child finds the corpses of her murdered parents, 
which had been left there by Rusty Alyce as a rather cruel practical joke. After weeping over their deaths, 
the Child takes her mother’s gunbelt, using her skill at sewing to tighten it up so that it fits her. Armed 
with her mother’s expensive pistols, she returns to the shop, gathers up her things, and strikes out on 
her own, wanting to put distance between herself and the crazy woman who she assumed murdered her 
parents. The Child realizes that she’s still young, but with enough practice, she’s convinced that she’ll be 
able to return and have her revenge.

• Gremlins: While digging around in the junk, the Child encounters a strange Gremlin with a long, fake 
mustache. The Gremlin, Wong, claims to be searching for magical artifacts hailing from the ancient days 
of yore, but from his breath, the Child suspects that he just fell asleep on the scrap heap and is just trying 
to save face. Still, she helps him look around a little bit, turning up a few interesting pieces before the 
Gremlin declares that he’s got all the magic he needs now. Realizing that he should probably offer the girl 
something for her help, he digs around inside his magical screaming bag of doom and produces a handful 
of strangely shaped mushrooms. After trying one of them (and feeling very weird for hours afterward), 
she eventually gives them to her puppets, who grind the mushrooms up into a poisonous, hallucinogenic 
paste and smear it on their claws. 

• Ten Thunders: The Child finds a broken and discarded Komainu among the broken machines and twisted 
metal of the scrapyard. Thinking that it looks neat, she and her teddy manage to haul it back to the shop, 
where she convinces Leveticus to melt it down and forge some new claws for her protector. Unbeknownst 
to any of them, however, the spirit of the Komainu still resides within the broken shell of its physical body, 
and when it is melted down and reforged, its ability to injure not only the flesh of its victims, but also 
their soul, is carried over to the Teddy. The spirit’s influence also tames some of the teddy bear’s innate 
mischievousness, instilling it with an even greater sense of protection and guardianship for its young 
charge.


