These are the Strategies that are used in Gaining Grounds
that are not in the core rules. These Strategies are unique
to Gaming Grounds and can only be found here.

EXTRACTION ()

Rumor was he discovered something valuable during his
last excavation, something that anvone would kill for. It's
our job to make sure we're the only ones who hear what

he has to say.

SET UP
Place an Informant Marker at the Center of the table.

SPECTAL RULES

At the end of every Turn after the first, after scoring VP,
the player with the most non-Peon models within 6" of the
Informant Marker may place the Marker up to 3" from
1ts current location, not mnto terrain or base contact with
a model.

VicTorRY POINTS

At the end of each Turn after the first, a Crew earns 1
VP 1f it has two or more non-Peon models within 6" of
the Informant Marker.

INTERFERENCE (W)

"What do you think theyre domg?" the Handler asked,

looking over the stationary Gamin spread out across the field.
"No idea, but lets stop them just in case.”

Ser Up
Divide the table into four 18" by 18" table Quarters.

VIcTOoRrRY POINTS
At the end of each Turn after the first, a Crew earns 1
VP if it controls two or more table Quarters.

To control a table Quarter, the Crew must have the most
unengaged non-Peon models within the table Quarter.
These models cannot be within 6” of the Center of the
table, or partially within another table Quarter.
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HEADHUNTER (E2)

"Maybe this tme theyll believe me when I say I killed
O men" he muttered to himsell as he cut off the next
fellow's scalp. It was gruesome work, but this ime he was

going to get paid.

SPECTAL RULES

Whenever a model kills or sacrifices a non-Peon model
which it considers an enemy, the model which made the
kill must place a 30mm Head Marker within 3" and LoS
of the killed or sacrificed model before removing it from
play. This Marker may not be placed in base contact with
any model; 1f there 1s nowhere it can legally be placed,
then skip placing a Marker. Any model i base contact
with a Head Marker may make a (1) Interact Action with
1t to remove 1t from play.

VIcToRrY PorNTs

At the end of every Turn after the first, a Crew earns 1
VP if it removed at least one Head Marker from play
that turn.

GUARD THE STASH (XD

T told you we shouldn't pick such a central location to
hide the Soulstones!”

"Well, it must have been a good chorce if theyre hiding

therrs there, too!”

Ser Up

Place two 50mm Stash Markers (Ht), blocking,
mmpassable, hard cover) on the Centerline each 5" on
either side of the Center of the board (10" apart from

each other).

YICTORY POINTS
At the end of each turn after the first, a Crew earns 1 VP
if 1t has at least one non-Peon model within 2" of each

Stash Marker.



COLLECT THE
BOUNTY (JOKERS)
"Youre telling me that thing is only worth 10 5crip?" he whined.

"I'hats what I'm telling you.”

"It's one of those Hanged! No WAY that's only worth
10 Scrip!”

"I don't make the rules, bud. 1ake it or leave it."

SPECIAL

Whenever a model 1s reduced to 0 Wounds by a non-
Peon model, the Crew which reduced it to 0 Wounds
gains a number of Bounty Points depending on the type
of model which was reduced to 0 Wounds, so long as
the Crew considered the model an enemy. Models are
worth the following number of Bounty Points:

PEONS.
MINIONS: |
ENFORCERS: 2
HENCHMEN: 3
MASTERS: 4

At the end of each Turn, after calculating VP, reset each
player to 0 Bounty Points.

VIcToRrY POINTS

At the end of every Turn after the first, the player with
the most Bounty Points scores 1 VP. Either player may
also score 1 VP if the opposing player has no models
left in play. No more than 1 VP may be scored from
this strategy per Turn. If both players still have models
i play and they are tied for Bounty Points, neither will
score any VP.

JANUARY THROUGH MARCH

Round 1 - Interference, Standard Deployment
Round 2 - Squatter's Rights, Corner Deployment
Round 3 - Headhunter, Standard Deployment
Round 4 - Turf War, Flank Deployment

Round 5 - Stake a Claim, Close Deployment

APRIL THROUGH JUNE

Round 1 - Reconnoiter, Flank Deployment

Round 2 - Extraction, Standard Deployment
Round 8 - Collect The Bounty, Close Deployment
Round 4 - Reckoning, Corner Deployment

Round 5 - Guard The Stash, Standard Deployment

JuLY THROUGH SEPTEMBER

Round 1 - Guard The Stash, Corner Deployment
Round 2 - Turf War, Standard Deployment
Round 3 - Reckoning, Flank Deployment

Round 4 - Headhunter, Standard Deployment
Round 5 - Extraction, Close Deployment

OCTOBER THROUGH DECEMBER

Round 1 - Collect The Bounty, Standard Deployment
Round 2 - Interference, Flank Deployment

Round 3 - Stake A Claim, Corner Deployment
Round 4 - Reconnoiter, Standard Deployment
Round 5 - Squatter's Rights, Corner Deployment
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Grounds that 1s not in the core rules. This chart 1s unique
to Gaming Grounds and can only be found here.

EARNING VP FROM SCHEMES

Remember, a player can never earn more than 3 VP
from a single Scheme.

Surt/VALUE SCHEME

Always Available Convict Labor
Available on Doubles Take Prisoner
w Exhaust Their Forces
X Hunting Party
Leave Your Mark
P Show Of Force
1 Covert Breakthrough
2 Undercover Entourage
3 Neutralize The Leader
4 Catch And Release
) Frame For Murder
6 Detonate The Charges
7 Set Up
8 Search The Ruins
9 Mark For Death
10 Public Demonstration
11 Inspection
12 A Quick Murder
13 Occupy Their Turf
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AxrwAys: CONVICT LABOR
Keep that chain gang on task]

This Scheme may not start revealed. Reveal this Scheme
once this Crew has scored any VP from it.

At the end of every Turn after the first, if this Crew has at
least three Scheme Markers within 2” of the Centerline
of the board which do not have an enemy model or
another friendly Scheme Marker within 2”7 of them, this
Crew scores 1 VP.

These Scheme Markers may still be used to score VP
from other Schemes during Turns in which they were
not used to score VP for Convict Labor (but they may
not be used to Score VP from both Convict Labor and a
different Scheme during a single Turn).

DoUBLES: TAKE PRISONER
Sometimes, you just have to Reep someone alive for questioning.

This Scheme may not start revealed.

When you choose this Scheme, note down an enemy
model. At the end of the game, if this Crew has at least
one non-Peon model engaged with the noted enemy
model, this Crew earns 2 VP.

If this Crew has at least one non-Peon model engaged
with the noted enemy model and there are no other
enemy models within 3” of the noted model, this Crew
earns | additional VP.



MASKS: EXHAUST THEIR FORCES
Sometimes wearing them out is good enough.

This Scheme may not start revealed.

All non-Peon models in this Crew may target a non-
Peon enemy model within 1”7 with an Interact Action.
If the target has already Activated this Turn, the Interact
Action 1s a (2) Action, if it has not Activated, 1t 1s a
(1) Action. Give the target of the Interact Action the
following Condition for the rest of the game:

Exhausted: This model gains the following Action:
“(1) Shake It Off: Remove the Exhausted Condition
from this model. This Action may not be taken while
this model 1s engaged.” No other Action or Ability can
remove this Condition.

The first ime an enemy model gains the Exhausted
Condition, reveal this Scheme. At the end of every
Turn after the first, this Crew may end the Exhausted
Condition on one enemy model in play to gain 1 VP.

Crows: HUNTING PARTY
Hunt them down and make them pay.

This Scheme may not start revealed. Reveal this Scheme
once this Crew has scored any VP from it.

At the end of every Turn after the first, score 1 VP if at
least one enemy Minion or Peon model was killed by
one of this Crew’s Enforcer or Henchmen models.

At the end of every Turn after the first, if the enemy
Crew has no Minion or Peon models in play, score 1
VP. No more than 1 VP per Turn may be scored from
this Scheme.

ToME: LEAVE YOUR MARK
Let the world Rnow you were fere.

This Scheme may not start revealed. Reveal this Scheme
once this Crew has scored any VP from it.

At the end of every Turn after the first, this Crew may
remove one of its Scheme Markers which 1s on the
opponent’s half of the board, not within 6” of the of
the Centerline, and not within 4” of a non-Peon enemy
model to score 1 VP.

RAMS: SHOW OF FORCE
Sometimes showing up well-armed is all you need to put down
a riot.

This Scheme may not start revealed. Reveal this Scheme
once this Crew has scored any VP from it.

At the end of every Turn after the first, count the
number of face-up Upgrades with a printed cost greater
than 0 attached to each non-Master model within 6” of
the center of the board for each Crew. Upgrades which
began the game attached to a Master do not count toward
this total.

If this Crew has at least one qualifying Upgrade and has
a number of qualifying Upgrades equal to or exceeding
the opposing Crew’s number of qualifying Upgrades,
this crew scores 1VP.

1: COVERT BREAXTHROUGH
The Crew must push into enemy territory, but keep quiet about it!

This Scheme may not start revealed.

At the end of the game, this Crew earns 1 VP for
each of its Scheme Markers within 6” of the enemy
Deployment Zone.

2: UNDERCOVER ENTOURAGE
It is vital that an important person be secretly delivered into
enemy territory.

This Scheme may not start revealed.

‘When you choose this Scheme, note down one of this
Crew’s Master or Henchman models. At the end of the
game, 1f the chosen model is in the opponent’s half of
the table, this Crew earns 1 VP.

If the chosen model 1s in the enemy Deployment Zone
at the end of the game, this Crew earns 1 additional VP.

If the chosen model 1s in the opponent’s half of the

table at the end of the game and has half or more of its
Wounds remaining, this Crew earns 1 additional VP.
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3: NEUTRALIZE THE LEADER
Cut off the head, and the snake will die.

This Scheme may not start revealed. Reveal this Scheme
once this Crew has scored any VP from it.

The first ime the enemy Leader 1s reduced below half
of their starting Wounds, gain 1 VP.

The first time the enemy Leader leaves play, score 2 VP.

4: CATCH AND RELEASE
The flora and fauna of Malifaux must be cataloged!

This Scheme may not start revealed.

All non-Peon models in this Crew may target a non-
Peon enemy model within 1” with a (1) Interact Action
to give the target the following Condition for the rest of
the game:

Tagged: This model gains the following Action: “(2) Rip
It Out: Remove this Condition from this model. This
Action may not be taken while this model 1s engaged.”
No other Action or Ability can remove this Condition.

The first ime an enemy model gains the Tagged
Condition, reveal this Scheme. At the end of every Turn,
this Crew earns 1 VP 1f at least two enemy models in play

have the Tagged Condition.

5: FRAME FOR MURDER
Convince the enemy leader to Rill some poor sap!

This Scheme may not start revealed. Reveal this Scheme
once this Crew has scored any VP from it.

When you choose this Scheme, note one of this Crew’s
non-Peon models as the “sucker.” If the chosen “sucker”
model 1s killed or sacrificed by an enemy model, score

1 VP.

If the enemy model was a Master or Henchman, score

1 additional VP.

If this Scheme was accomplished on or before Turn 3,
score 1 additional VP.

)b |

&: DETONATE THE CHARGES
It’s time to blow some stuff up!

This Scheme may not start revealed.

Once per game, at the end of any Turn, this Crew may
reveal this Scheme and earn 1 VP for each enemy model
that 1s within 3” of at least one of this Crew’s Scheme
Markers. Then, remove all of this Crew’s Scheme
Markers which are within 3” of an enemy model.

If only one Scheme Marker is removed in this way,
this Crew can only score a maximum of 2 VP from
this Scheme.

7: SeT UP
Get the enemy right where you want them and then spring
your trap!

This Scheme may not start revealed.

When you choose this Scheme, note down an enemy
Master, Henchman, or Enforcer model.

Once per game, at the end of any Turn, this Crew may
reveal this Scheme to score a number of VP equal to the
number of this Crew’s Scheme Markers within 4” of the
noted model. Then remove all of this Crew’s Scheme
Markers within 4” of the noted model.

8: SEARCH THE RUINS
The ruins dotting Malifaux’s surface are ancient and terrible;
there is no telling what you may learn from their excavation.

This Scheme may not start revealed.

At the end of the game, this Crew earns 2 VP if it has
3 or more Scheme Markers within 6” of the Center
of the board.

If at least two of those Scheme Markers are on the
opponent’s half of the table, earn 1 additional VP.

Scheme Markers which are within 2” of one or more
other friendly Scheme Markers do not count towards
this Scheme.



9: MARK FOR DEATH
It’s always good to Reep the slaughter organized.

This Scheme may not start revealed.

All non-Peon models in this Crew may target a non-Peon
enemy model they are engaged with with a (1) Interact
Action to give the target the following Condition for the
rest of the game:

“Marked: This condition may not be removed or ended.”

Reveal this Scheme once an enemy model gains the
Marked condition. When an enemy model with the
Marked Condition 1s reduced to 0 Wounds or leaves
play, gain 1 VP.

10: PUBLIC DEMONSTRATION
Make your voice heard!

This Scheme may not start revealed.

When you choose this Scheme, secretly note down up
to three Minion models in this Crew with a combined
Soulstone Cost of at least 15.

Once per game, at the end of any Turn, this Crew
may reveal this Scheme to score 1 VP for each of the
noted models within 4” and LoS of an enemy Master,
Henchman, or Enforcer.

11: INSPECTION
Time to bust down some doors and flip some beds!

This Scheme may not start revealed. Reveal this Scheme
once this Crew has scored any VP from it.

At the end of every Turn after the first, this Crew scores

1 VP if it has at least one non-Peon model within 4” of

where each end of the Centerline of the board meets the
board edge (or corner).

12: A QUICK MURDER
There is nothing like a quick murder to get things started!

This Scheme may not start revealed. Reveal this Scheme
once this Crew has scored any VP from it.

‘When you choose this Scheme, note down the enemy
model with the highest Soulstone Cost. If multiple
models are tied for the highest Soulstone Cost, then
choose one of those models and note it down.

This Crew earns 2 VP if the noted enemy model 1s killed
or sacrificed before the end of the game.

If the noted enemy model 1s killed or sacrificed on or
before Turn 3, earn 1 additional VP.

13: OccuPY THEIR TURF
Take everything they have.

This Scheme may not start revealed.
Once per game, at the end of any Turn, this Crew may
reveal this Scheme to score a number of VP equal to the

number of this Crew’s Minion models on the enemy half
of the board which are not within 10” of the Centerline.
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