
CORPSE HUNT
Week 3 + 4

Set Up
Place a 30mm impassible Trickster Marker in the center of the board.

After determining deployment zones but before either player deploys any models, each player takes turns placing 
two Corpse Markers each anywhere on the board, at least 6” from any deployment zone.

This Scenario counts as the Strategy. Players randomly determine Schemes as normal.

Deployment
This scenario uses Corner Deployment.

Special
A model that does not have a Corpse Marker on its card may take a (1) Interact Action to place a Corpse Marker 
in base contact with itself on its card.

Victory
A model within 1” of the Trickster Marker may take a (1) Interact Action to discard a Corpse Marker on its card 
and gain 1 VP.

A Crew may score up to 6 VP from this scenario.

Shifting Loyalties
If this scenario is being played as part of a Shifting Loyalties Campaign, a Crew gains 2 Scrip each time a friendly 
model takes a (1) Interact Action to discard a Corpse Marker from its card. 

The player that lost this scenario may choose a single model that is still in play at the end of the game and attach 
the Campaign Upgrade on the following page to it.

Description
After a spending a few weeks in the company of Dr. McMourning, the Trickster has finally talked him into letting 
her take over one of Sebastian’s duties… namely, the acquisition of corpses for the good doctor’s research. She’s 
taken the opportunity to contact various groups in the hope of finding someone who can help her out of her 
current predicament, only instead of one group coming to her assistance, two showed up!

Never one to miss an opportunity, the Trickster decides to play both groups against each other. After all, Dr. 
McMourning’s anger at her departure from his services will be lessened if she can show up with a whole stack of 
corpses, and there are bound to be plenty of corpses left after the fighting is done…
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Surplus Corpses

This model gains the following Tactical Action: 

(0) "So What Are We Supposed To Do With All 
These Corpses?": Annihilate this Upgrade to place 
two Corpse Markers in base contact with this 
model. Then draw a card.

Campaign, Equipment 
0

restrictions

Cost: SS

The trickster will undergo the following changes, depending upon which Faction wins this scenario:

• Guild: The corpse sale ended up being part of a sting operation run by the Death Marshals. Despite her 
protests and attempts to escape, they manage to arrest the Trickster and drag her back to their compound. 
After hours of interrogation – during which time she spins a false story about being placed under the 
mental control of a terrible hunchback – they finally release her. As she’s leaving their offices, however, she 
swipes a Guild Marshal badge and a long duster, in the belief that being able to disguise herself as a Death 
Marshal might come in handy someday.

• Resurrectionists: The Trickster returns to McMourning with the corpses, only to learn that he has no 
intention of parting with her service. As she tries to escape, Sebastian corners and murders her with a 
bone saw. When she revives, she finds that McMourning has removed her skin and given it to one of his 
more “trustworthy” nurses. Rather than wallow in self-pity, the Trickster watches McMourning perform 
similar operations on his nurses, learning how to attach skin to muscle in order to ease her pain… and 
disguise herself in the skin of her victims.

• Arcanists: The Trickster was uncomfortable being around so many corpses, and not for the usual reasons. 
For some reason, since her “death” at the train station, she couldn’t stop thinking about how one of them 
might taste. More than once, she caught herself staring hungrily at one of the frozen bodies the fur-
clad people helping her loaded onto her cart. Sensing a kindred spirit, they offered to show her a place 
where she could indulge her hunger and be what she was always meant to be. They offer her strangely 
colored jerky, and after hesitating for a moment, the Trickster tries a bite… and then another and another. 
Finishing the meat only awakens the hunger within her, and together with her new companions, they turn 
the wagon northward toward the Ten Peaks, where she meets with the cult’s leader and learns more about 
the hunger growing within her.

• Neverborn: Though she is loath to work with the Neverborn, 
corpses are corpses and she’s on a tight schedule. They even 
give her burlap bags to carry the dead bodies in, and though 
she’s suspicious, the Trickster has few options left and chooses 
to use them. Halfway back to the coroner’s office, however, 
the bags begin to shake and shimmy, eventually pulling 
themselves up onto their hind “legs” and grinning at her 
through mouth-like slits in the blood-stained burlap. Smiling 
mischievously, she brings the stitched together corpse bags 
back to the coroner’s office, where they leap up and surprise 
the doctor and his assistant, running them off as the creatures 
destroy the lab with great fervor.
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• Outcasts: Rumors of the Trickster’s return from death find their way back to Leveticus, who approaches 
her and offers to help her understand her newfound gift. Though leery of the creepy old man and his 
overly violent assistant/partner/girlfriend, he promises her real answers in place of McMourning’s insanity, 
and she eventually agrees to become his student. Taking the corpses with them, they travel to Leveticus’ 
ramshackle pawn shop, where he teaches her how to channel the necromantic power within her into other 
creatures, weakening them through the power of entropy.

• Gremlins: In her attempts to find a way to escape from her employer, the Trickster realizes that the 
solution to her problems might lie in the remote marshes of the Bayou. With very little to trade for safe 
passage, she offers the corpses to the Gremlins, who seem relatively nonplussed about the arrangement 
until one of them brings up his cousin the taxidermist. Suddenly eager to see what the taxidermist can 
make out of fresh human corpses, the Gremlins lead the Trickster into the swamp and introduce her to the 
wizened Gremlins, who in turn shows the woman a thing or two about “proper taxidermy.”

• Ten Thunders: The Trickster uses her charm and cunning to convince a group of wastrels to “save her” 
from her “cruel employer.” She leads them back to the coroner’s office under the cover of night and quietly 
gathers her things as they trash the laboratory, cover it in kerosene, and light it ablaze. As they hurry away 
from the flaming basement and slip out of the Guild Enclave, the adrenaline rush is such that she decides 
to stay with the wastrels for a while to enjoy their carefree and larcenous life styles, even convincing their 
leader to teach her how to shoot his custom pistol.


