
Pain Killers
Week 5 + 6

Set Up
Place a 30mm impassable Trickster Marker in the center of the board. Each player chooses three non-Leader 
models in their Crew and places one Painkiller Token on each of their cards.

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

Deployment
This scenario uses Standard Deployment.

Special
The Trickster Marker can be targeted by Actions (and only Actions) that heal damage as if it were a friendly model; 
assume that it chooses to relent on every such Action that targets it. Perform healing flips on the Trickster Marker 
as normal, ignoring all other effects. For each point of damage the Trickster would heal, it instead moves 1” toward 
the Deployment Zone of the model that healed it. Note that the Trickster Marker has no Characteristics.

Alternatively, a model with a Painkiller Token on its card can take a (1) Interact Action while within 2” of the 
Trickster Marker to discard their Painkiller Token and push the Trickster Marker 2” toward that Crew’s Deployment 
Zone. 

If a model with a Painkiller Token on its card is killed, the Painkiller Token is discarded.

Victory
At the end of every Turn after the first, each Crew scores 1 VP if the Trickster Marker is on their side of the table.

Shifting Loyalties
If this scenario is being played as part of a Shifting Loyalties Campaign, a Crew gains 2 Scrip each time one of its 
models uses an Interact Action to discard a Painkiller Token near the Trickster Marker. 

The player that lost this scenario may add this Campaign Upgrade on the following page to their Arsenal.

Description
The Trickster has escaped McMourning’s laboratory by donning the skin of a Guild guardsman, but now the 
painkillers that she took to help with the operation are starting to wear off, and she’s in more pain than she would 
have thought possible. She needs someone to help her with the pain, and those who do are certain to earn her 
loyalty…
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Extra Painkillers

When this model takes damage, you may annihilate 
this Upgrade to reduce the suffered damage to 0.

Campaign, Equipment
0

restrictions

Cost: SS

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

• Guild: Thinking that the Trickster is a wounded guardsman, the forces of the Guild bring her back to the 
Enclave for proper medical treatment. After she’s recovered a bit, the trickster is visited by the family and 
friends of the victim whose skin she is wearing. She feigns amnesia and is promptly filled in on the details 
of her life… most importantly, the fact that she is a high-ranking member of the Guild Guard. She takes 
advantage of this, “returning to duty” earlier than the doctor recommends, much to the admiration of 
her subordinates and coworkers. The doctor prescribes her a significant amount of painkillers, which she 
keeps on herself at all times, enabling her to not only dull her own pain, but to help the pain of her injured 
“peers” as well.

• Resurrectionists: The Trickster is brought back to the Guild enclave by the forces of the Guild, who look 
upon what they can only assume was her single-handed victory over a horde of zombies with amazement. 
The Malifaux Tattler is tagged to write an opinion piece on her, but the reporter the newspaper sends to 
interview the false guardsman is actually the disguised Molly Squidpiddge. The two of them see through 
each other’s disguises rather quickly, but rather than becoming upset about the deception, it proves to 
be a bonding moment for them. Molly eventually tells her about Philip and his so-called “Philosophy of 
Uncertainty.” Fascinated about the topic, the Trickster listens intently as Molly whispers blasphemous 
secrets to her about the world and what lies beyond it.

• Arcanists: As she’s crumpled on the ground in unbearable pain, a passing showgirl takes pity on the 
Trickster and brings her back to her home, nursing her back to health. The showgirl explains that her 
brother was a guardsman, before he disappeared on patrol 
a few weeks back, and that she likes to think that someone 
might have helped him as she helped the Trickster. By the 
end of the first night, the Trickster is already starting to eye 
up the performer’s smooth skin and delicate features, and by 
the second night, she’s carefully sewing the incisions in her 
new skin closed. Feeling safe in her new identity, the Trickster 
returns to the Star Theater and finds her adoring fans waiting 
for her. It doesn’t take long for her to pick up on the graceful 
maneuvers and subtle manipulations that make the burlesque 
dancers of the Star Theater the legends that they are.
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• Neverborn: Strangely, it’s not an adult that brings the Trickster medication but rather a young child. He’s 
a bit bratty, but once he proves capable of just twisting reality to heal her, she’s much more forgiving of 
his mood. They talk for some time, with the boy complaining about his mother as he smashes pumpkins 
with his cricket bat. She listens to his rant, much to his surprise, and then sides with him, agreeing that 
his mother sounds completely stuffy and overly restrictive. Unsure about just how to react to an adult not 
only paying attention to him but also treating him like an equal, the Dreamer shows her how to control 
the strange reality-twisting she first exhibited when she climbed off the train so long ago.

• Outcasts: The pain was unbearable, and the painkillers seemed less and less effective with each handful 
the Trickster swallowed. Eventually, she even started to hallucinate, imagining that she could see a 
hooded specter floating near her, watching her with glowing eyes as the rope wrapped around its neck 
snapped like a silent whip around it. As she met its hooded gaze, the last vestiges of sanity finally left her, 
leaving weeping into hands that were not her own. Eventually, she slowly climbed to her feet and started 
stumbling toward the slums. The specter whispered in her ear, as soft as a rattlesnake’s whisper, and she 
repeated his words on instinct, the blasphemous words tumbling out of her mouth and traumatizing any 
who heard them.

• Gremlins: The Gremlins knew that the surest way to end someone’s pain was to get them really drunk. 
Midway through her second bottle of moonshine, the Gremlins decide that she’s in a whole lot of pain and 
put her out of her misery with a quick gunshot to the head. When she springs back to life midway through 
their attempts to search her pockets, the Gremlins realize that they should bring the woman to their 
boss, Mah Tucket. The older Gremlin agrees to let the woman go free if she teaches her Bushwhackers 
how to come back from the dead like she does, and the Trickster agrees to the deal, despite having no 
way to actually hold up her end of the bargain. As she works with the Bushwhackers, however, some of 
their stealth training rubs off on her and she learns a great deal about plotting ambushes and using an 
opponent’s expectations against them.

• Ten Thunders: The woman is taken in by a young monk who tends to her wounds without asking any 
questions. Once she’s healed, the Trickster ambushes and skins her, only to discover that the strange 
patterns inked upon the monk’s flesh are magical, each in their own way. Thinking ahead, she begins to 
practice her crude skin grafting skills on small patches of flesh, ensuring that she will be able to take the 
magical tattoos with her as she changes from one skin to another.


