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INTRODUCTION
Welcome to Vault 84, the latest in a series of public defense 

works from Vault-Tec, your contractor of choice when it comes 

to the best in nuclear shelters. This document is for the events 

following a worldwide nuclear war. In such a case, this shall 

walk you step by step through surviving and eventually thriving 

in the irradiated wasteland left outside the confines of your 

Vault-Tec vault.

When you step into the wasteland, you are on your own! Each 

survivor will need to earn experience, fight dangerous enemies, 

scavenge, trade, and complete quests to make it out there. At the 

start of your journey, you will have nothing but the vault suit 

on your back. By following this survival guide, you will grow 

in power and wealth quickly and learn to vie for influence with 

whatever factions now control the wasteland around you.

SURVIVING THE 
WASTELAND
This Learn to Play booklet teaches new players how to play 

Fallout: the Board Game. To make your first game easier, this 

booklet omits some rules exceptions and card interactions. The 

Rules Reference contains the complete rules of the game and 

addresses all special exceptions that are not addressed here. The 

Rules Reference should be consulted as questions arise while 

playing the game. 

If you are playing this game by yourself, make sure to read the 

“Solo Play” rules on page 15 of this document after reading 

this Learn to Play!

NOTICE
ISSUED BY VAULT-TEC DOCUMENTATION 

DEPARTMENT, JANUARY, 2077––This document contains 

information affecting the national defense of the United 

States within the meaning of the New Amended Espionage 

Act, 50 U.S.C., 31 and 32. Its transmission or the revelation 

of its contents in any manner to an unauthorized person is 

prohibited by the law.

THE CARD LIBRARY 
Many quest and encounter cards 

are labeled with a number in the 

upper-left corner of the card.

These cards form the card 

library and are set aside in their own deck during 

setup. This deck will have cards of all types and colors 

mixed together. Throughout the game, you may be 

called to retrieve a card from this stack by number. It is 

recommended that you keep these cards organized by 

number to make this as fast and easy as possible.
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COMPONENTS

THE RAILROAD

DOWNTOWN

BOSTON

3

4

rules reference 21 Map Tiles 5 plasTic figures 
5 characTer cards 

5 characTer s.p.e.c.i.a.l. Tokens

75 encounTer cards

100 QuesT cards

34 looT cards 25 asseT cards 11 uniQue  
asseT cards

14 perk cards 2 power Tokens

23 agenda cards

4 scenario sheeTs

54 caps Tokens

27 eneMy Tokens

12 TraiT Tokens

35 s.p.e.c.i.a.l. Tokens

10 facTion Tokens 8 QuesT Markers

12 pegs

34 Wasteland 21 settlement 20 Vault

4 player boards 
wiTh 8 connecTors

3 V.a.T.s. dice
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1 choose scenario: As a group, choose which 

scenario you would like to play. For your first 

game, we recommend playing the scenario 

“The Commonwealth.” Take the corresponding 

scenario sheet and place it above the play area.

2 build The Map: Separately shuffle the  

and  map tiles, and then construct the map 

following the image on the back of the chosen 

scenario sheet, placing the appropriate faceup 

map tiles in the indicated locations and a 

random  or  map tile facedown in each 

indicated location.

3 sorT Tokens: Create piles of the S.P.E.C.I.A.L., 

Caps, trait, and enemy tokens, making sure the 

S.P.E.C.I.A.L. and enemy tokens are facedown 

and randomized; the enemy tokens should be 

further separated into individual stacks by type.

4 creaTe encounTer decks: Separate the 

starting encounter cards—cards that have a star 

in the upper-left corner—into 

two different decks based on 

their card backs, shuffle them, 

and place them facedown in 

the play area. 

 

Take the remaining encounter cards and the 

quest cards and put them in numerical order. 

This is the card library (not shown).

SETUP

6

sTarTing 
encounTer
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5 creaTe oTher decks: Remove all cards from the 

agenda deck that show a number in the bottom-

left corner that is greater than the current  

number of players. Then, separately shuffle the 

agenda (), loot (), and asset () decks and 

place them facedown in the play area. Lastly, 

make sure the perk cards, unique asset cards, and 

V.A.T.S. dice are within easy reach of all players.

6 creaTe shop: Deal four asset cards faceup in a 

line next to the asset deck to form the shop.

7 choose and place surViVors: Randomly 

determine a first player and move the agenda 

deck to his or her right side. Starting with that 

player and proceeding clockwise, each player 

chooses a survivor and takes the corresponding 

figure, character card, and S.P.E.C.I.A.L. token 

marked with that character’s silhouette on 

the back. Then, the player places the figure in 

an unoccupied space—one of the individual 

sections of tile divided by the white lines—in the 

“Crossroads Camp” tile. 

8 prepare player boards: Each player takes a 

player board and places a green peg in the “0” 

hole, a red peg in the “16” hole, and a gray peg in 

the hole to the left of the XP track. Each player also 

places his or her starting S.P.E.C.I.A.L. token in the 

slot on the player board with the matching letter, 

then draws one additional S.P.E.C.I.A.L. token 

at random and places it in its slot; if that player 

already has that letter, he or she randomly draws 

a different S.P.E.C.I.A.L. token instead. Then, each 

player draws one agenda card, keeping it secret 

from the other players. Finally, each player takes 

three Caps.

9 resolVe sTarTing effecTs: Resolve any effects 

on the back of the scenario sheet. Then, for each 

space on the map with an icon matching an icon 

on an enemy token, take one random enemy token 

matching that icon and place it faceup in that 

space (enemies will be described later). Finally, 

place the  and  power tokens on the topmost 

space of the power track on the scenario sheet.

SETUP

back of The scenario sheeT 
To “sTage,” Take The card wiTh ThaT nuMber froM The 

card library and puT iT inTo The play area.



LEARN 
TO PLAY

6

THE GAME ROUND
Players take turns in clockwise order, starting with the first 

player. After all players have taken a turn, enemies on the map 

activate and attack, and then a new round begins with the first 

player taking another turn. Players continue resolving rounds 

in this way until a player achieves enough influence to claim 

victory or one of the factions in the scenario reaches the end of 

the power track.

RESOLVING A TURN
When it's your turn, it’s your time to shine! This is when you get 

to explore the wasteland, fight dangerous enemies, and complete 

quests.

During your turn, you may perform up to two actions. You can 

perform the same action multiple times. After you complete your 

actions, your turn ends, and the next player takes his or her turn. 

You can perform the following actions:

�� explore: Reveal an adjacent facedown map tile. 

�� MoVe: Move your figure around the map.

�� QuesT: Complete one of the available quests.

�� encounTer: Draw and resolve an encounter card according 

to your position on the map.

�� fighT: Fight and attempt to kill an enemy in your space.

�� caMp: Recover some HP, unexhaust your companions, and 

exchange stuff with other survivors.

All actions are described in detail in the following sections.

EXPLORE ACTION
No one is exactly sure what is waiting out there in the wasteland, 

but you’re going to find out! There’s a lot of unexplored territory 

out there represented by facedown map tiles, and you can use 

the explore action to find out what mysteries they hold.

Each map tile is divided into spaces, which are defined by white 

borders. If you are in a space with a border touching a facedown 

map tile, you can perform the explore action to flip the map tile 

faceup. Then, orient the tile so that the arrow on the top of the 

tile is pointing the same direction as the arrow on the starting 

map tile.

After revealing a new map tile, if there are any enemy icons on 

the map tile, draw a random enemy token of the matching type 

and place it faceup in that space.

YOU, THE SURVIVOR
When this Learn to Play uses the word “you,” it refers to 

both the player who is resolving his or her turn and the 

survivor that he or she controls. The survivor and the player 

are inseparable. This player is also referred to as the “active 

player” by some cards and rules.

The wasTelander explores an adjacenT facedown 
Map Tile, reVealing The red rockeT sTaTion.

The Tile is orienTed wiTh The whiTe arrow. 
Then, a  eneMy is placed faceup on The Tile.

CROSSROADS CAMP

RED ROCKET 

STATION

2

CROSSROADS CAMP
RED ROCKET 

STATION

2
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MOVE ACTION
You use the move action to (you guessed it) move around the 

map! But be careful; the wasteland is hazardous, and there is 

rough terrain and plenty of radiation awaiting you.

When you perform a move action you gain two movement 

points. You can spend each point to move your figure into an 

adjacent space. You may interrupt your move action to perform 

your second action, and after you are finished performing this 

second action, you may finish performing your move action.  

Additionally, if you perform two move actions during your turn, 

the points of movement from both actions can be combined and 

spent together (see the “Move Action Example” below).

TERRAIN
Some spaces have terrain that affects a survivor who moves into 

that space. The terrain is indicated by the color of the space's border:

�� difficulT (red): You must 

spend two points of movement 

to move into this space.

�� irradiaTed (green): You suffer 

one rad () when you move 

into this space (rads are 

described later).

MOVE ACTION EXAMPLE
1 The Vault Dweller performs 

two move actions, gaining 

four movement points. He 

spends the first point to move 

into the adjacent space.

2 He spends his second and 

third movement points to 

move into a space that has 

difficult terrain.

3 He spends his fourth and 

final movement point to 

move into a space that has 

irradiated terrain; so he 

suffers 1 rad.

HWY 74

1

3
RAIDER CAMP

HWY 74

1

ROBCO

FACTORY

3

ASHBURY RD

1

PENDLETON

ESTATE

3

2
SUPER DUPER MART

2

3

1
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QUEST ACTION
To gain influence in 

the wasteland, you 

are going to have to 

help other people, 

whether it be some 

random wastelanders 

or one of the powerful 

factions determined 

by the scenario. All 

of the ways you 

can help people are 

represented by quests.

All quests available 

for you to complete are staged faceup in the play area. One 

quest is staged this way during setup, and then others are added 

as you play the game. Each quest has multiple objecTiVes, 

each with different results. Each objective has its own unique 

requirements. Some might provide a name of a space or type of 

space on the map that your figure must be in, others might list 

specific actions you must perform.

Some objectives are marked with a  icon, indicating that you 

must perform a quest action to complete that objective. After you 

have fulfilled the requirements of such an objective, if there are no 

enemies in your space, you can perform a quest action to complete 

that quest.

If an objective does not have a  icon, you complete the quest 

automatically when you fulfill the objective’s requirements; no 

action is necessary!

When a quest is completed, you resolve all effects listed in the 

results bar presented below the objective you fulfilled (see “Card 

Results” sidebar to the right).

QuesT card

CARD RESULTS
When a quest is completed, it can have several effects on 

the game. These effects are listed in a shorthand shown in a 

results bar under a given objective on the card.

Resolve these effects left to right, as follows:

�� add #: Retrieve the card indicated by the # from the card 

library. Then, take a number of cards equal to the number 

of players from the top of the deck matching the retrieved 

card's back. Finally, shuffle all the cards together and 

place them on top of the matching deck.

�� sTage #: Search the card library for the card indicated 

by # and place it faceup in the play area with the  

other quests.

�� # xp: Gain the amount of XP indicated by # 

(described later).

�� # caps: Gain the number of Caps indicated by #.

�� becoMe x: Take the trait token matching X.

�� ,, or : Draw a card from the deck that has a 

back matching the icon shown. If the icon is followed by a 

number, such as  x 2, draw that number of cards.

�� gain The x uniQue asseT: Search through the unique 

asset deck for the card specified by X and take it. If that asset 

has already been taken, draw one unique asset at random.

�� shop #: Buy or sell a number of items from the shop 

determined by # (described later).

�� + or +: The faction corresponding to the icon 

shown gains an amount of power equal to the number 

of + symbols after the icon (described later).

�� Trash: Return this card to the game box. If the quest 

is not trashed, it is left in the play area and can be 

completed again.

resulTs bar

QUEST MARKERS
If a quest instructs you to place a quest 

marker, choose a pair of quest marker 

tokens with a matching color. Place one on 

the map as indicated by the quest and the 

other on the quest card itself. When that 

card is trashed, discard both quest markers. 
QuesT Markers

objecTiVes

resulTs
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ENCOUNTER ACTION
There’s a whole 

lot of nothing 

out there since 

the war, but key 

locations still have 

pre-war artifacts 

and gatherings of 

survivors that have 

formed towns in 

the intervening 

centuries. You can 

have encounters to 

hunt around in the 

wasteland, trade with people at settlements, or investigate vaults.

If you are in a space marked with an encounter icon (shown 

below), you can perform an encounter action to resolve an 

encounter card from the deck matching that encounter icon. You 

can encounter each location only once per turn, and you cannot 

perform this action if you are in the same space as an enemy.

ENCOUNTER ICONS
There are two encounter icons at the start of the game:

wasTeland encounTer: Cards in the wasteland 

deck allow you to scavenge the location for useful 

loot or search for things in the wasteland.

seTTleMenT encounTer: Cards in the settlement 

deck allow you to buy and sell things from the shop 

track and search for things in settlements.

There are also two vault-encounter icons:  and . However, 

the vault-encounter cards are not added to the game until you 

complete specific quests. Until the vault-encounter cards are added 

to the game, you cannot have an encounter at a vault location.

RESOLVING ENCOUNTERS
To resolve an encounter, the player to your right draws one 

encounter card and reads the italicized text at the top of the card 

aloud. Then, he or she reads the bold text at the start of each 

numbered option, including any tests or requirements. Then, you 

choose which option you would like to resolve, and the player 

reading the card prompts you to perform any listed requirements 

for that choice; these may include performing tests, fighting 

enemies, or paying Caps.

If you succeed at all requirements, the other player reads all text 

following the “Succeed” header under that option. If you fail to 

meet all requirements, the other player reads all text following 

the “Fail” header under that option. Finally, you resolve all 

effects listed in the results bar for the appropriate outcome (see 

“Card Results” sidebar on the opposite page). After completing an 

encounter, place that card on the bottom of its deck.





PERFORMING TESTS
Many encounters and quests require you to complete a test. 

Each test shows one or more S.P.E.C.I.A.L. tokens followed 

by a difficulty number; for example:  4. To perform the 

test, you roll the three V.A.T.S. dice and count the number 

of hit () icons shown on the dice results. If the number 

equals or exceeds the difficulty of the test, you succeed!

If you have any S.P.E.C.I.A.L. tokens that match those used 

by the test, you can reroll any number of dice before the final 

results of the test are resolved. You can perform one such reroll 

for each S.P.E.C.I.A.L. token that matches one used by the test.

encounTer card

ENCOUNTER LEVEL
Each encounter icon on the map has a corresponding 

number that indicates its level. When the result bar shows an 

encounter icon ( or ) in place of a number, treat that 

as being equal to the level of the encounter icon you are at.

For example, if you are resolving an encounter at the level 2 

Red Rocket station and the encounter reads " x ," you 

would draw two loot cards.

TEST EXAMPLE 

1 The Brotherhood Outcast is 

prompted to test  4. He 

rolls the V.A.T.S. dice and gets 

three  icons. Not enough to 

succeed.

2 He has the  token, so he 

chooses any number of dice 

to reroll. In this case, just the 

die showing no . His new 

roll gets the fourth  he 

needs to succeed!

read 
These

waiT To  
read 
These
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SHOP: BUYING AND SELLING
When performing an encounter at a settlement, you will often 

get the chance to sell items, buy items, or recruit companions 

from the shop. When this happens, draw one card from the top 

of the asset () deck and add it to the left side of the shop. The 

encounter specifies a number; this is the maximum number of 

items that you can buy and sell. For example, if the encounter 

reads “shop twice,” you could buy two assets, or buy one asset 

and sell one asset, or sell two assets.

To buy an asset, spend a number of Caps 

equal to the cost in the upper-right corner 

of the asset card. Some cards, such as 

companions, show a token or trait in the 

corner in place of a cost. You can take such 

cards only if you have the indicated token or trait. 

To sell an item, discard it from your inventory to the appropriate 

discard pile and gain Caps equal to one less than the item's cost.

After you are finished buying and selling, discard or draw new 

asset cards until there are four cards in the shop. If you have to 

discard cards, discard them from the right side of the track. If 

you have to add new cards, draw them from the asset deck and 

add them faceup to the left side of the track.

CAPS!
Caps are the widely accepted 

currency out there and can be 

gained by scavenging and selling 

stuff from wasteland locations. 

Each player tracks his or her 

personal supply of Caps using Caps 

tokens. When you gain Caps, take that 

many Caps tokens from the supply, and when you spend 

Caps, return that many to the supply. There are Caps tokens 

worth both “1” and “5.” Feel free to make change as needed!

INVENTORY AND EQUIPMENT
When you acquire an item or companion, place it in your play area; it is now in your inventory. You can have up to three assets 

in your inventory at the same time. If you would ever acquire cards in your inventory beyond three, you must choose and 

discard cards until you have only three.

Additionally, you can have up to three cards equipped at a time—one apparel , one weapon , and one companion , 

indicated by the slots on your player board. Equipped cards do not count toward your inventory. You can change out what 

cards you have equipped when you acquire a new card, at the start of your turn, or when you perform a camp action.

eQuipMenT

inVenTory

iTeM cosT
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FIGHT ACTION
We’re not going to sugarcoat it: it’s dangerous out there. There 

are mutated creatures, raiders, and worse things waiting for a 

bright-eyed survivor to come along. You are going to need to be 

prepared to fight off these enemies.

You can perform a fight action to choose one enemy in your 

space to fight.

When you fight an enemy, you are trying to score a number of 

hits on it equal to or exceeding its level while avoiding getting 

hit back. You can hit the enemy’s head, arms, legs, or body, but 

only hits against an area in which the enemy is vulnerable count!

To fight an enemy, you roll all three V.A.T.S. dice. Some weapons, 

which are described later, allow you to reroll your V.A.T.S. dice. 

If there are any  icons showing on the V.A.T.S. dice after the 

roll is final, the enemy hits you! For each  icon, you suffer 

damage equal to the enemy’s level.

Next, you inflict hits! Each filled-in area on the dice indicates the 

part of the enemy you can potentially hit. For each die showing 

an area that matches one or more of the enemy's vulnerabilities, 

you inflict one hit. Each die can hit only one area. If the number of 

hits equals or exceeds the enemy’s level, you kill it! 

When you kill an enemy, you gain XP (described later) equal to 

its level and discard the enemy from the map; it is returned to 

the supply. Then, you take a random enemy of the same type 

from the supply and place it facedown on the closest matching 

icon on the map that does not already have an enemy of that 

type on it. While an enemy is facedown, it is inactive. 

During a fight, if you do not kill the enemy, it remains in its 

space. Your hits do not carry over from fight to fight. The next 

survivor to fight that enemy will have to start over.

WEAPONS AND APPAREL
The weapons and apparel you have equipped can help you  

during a fight.

Each weapon has one or more 

S.P.E.C.I.A.L. tokens shown on its card. 

For each of these S.P.E.C.I.A.L. tokens 

that matches a S.P.E.C.I.A.L. token you 

have, you can reroll any number of dice before the final results of 

the fight are resolved. You can perform one such reroll for each 

S.P.E.C.I.A.L. token that matches one on your equipped weapon. 

Additionally, weapons can have the ranged () icon, which 

allows you to fight enemies that are in spaces adjacent to you. 

When you fight an enemy that is in an adjacent space that does not 

also have a  icon, you automatically inflict one additional hit 

against that enemy when resolving the fight.

The apparel you have equipped can provide 

you with armor, which is shown as a value in 

the armor () icon. When resolving a fight, you 

cancel a number of  icons on the dice equal to 

the value of armor you have equipped.

INACTIVE ENEMIES
Inactive enemies are facedown on the map. You cannot 

fight or use an ability to target an inactive enemy, and they 

do not stop you from performing actions in their space. 

When a specified type of enemy activates at the end of the 

round (described later), all inactive enemies of that type are 

flipped faceup and become active.

HP AND RADS
When you suffer damage, move the red peg on your player 

board a number of holes down the track equal to the 

amount of damage suffered. Similarly, when you suffer rads 

(), move the green peg up the track a number of holes 

equal to the rads suffered. If the red peg is ever in a lower 

hole than the green peg or would be in the same hole as the 

green peg, you are killed!

When you are killed, place your figure in any space on 

the “Crossroads Camp” map tile, discard all cards in your 

inventory, keeping any equipped cards, and recover all HP 

by moving the red peg back to the highest number on the 

track. When you are killed, you do not recover rads. After 

you recover your HP, if you are still killed because your rads 

are in the highest hole, you lose the game and are eliminated. 

naMe

leVel

V.a.T.s. 
VulnerabiliTy

eneMy Token

Type

abiliTies

weapon sTaTs

arMor
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ENEMY ABILITIES
Enemies can have abilities that alter a fight, shown as icons on 

their token:

aggressiVe: When this enemy moves into your space, 

or you move into its space, you immediately fight it; 

this fight is not an action.

arMor: This enemy requires one additional hit to kill.

looT: When you kill this enemy, draw one loot card.

radiaTion: When this enemy hits you for any amount 

of damage, suffer rads equal to the enemy’s level.

ranged: When this enemy activates (described later), it can 

fight you from an adjacent space. If it does this, and you do 

not have a  weapon, add one  to the dice results.

reTreaT: If you fail to kill this enemy during a fight, 

the enemy becomes inactive and is flipped facedown.

CAMP ACTION
Does all of this have you exhausted? When the wasteland is 

becoming too much for you, find a safe place to hunker down, 

recover a bit, and trade with your fellow survivors.

When you perform a camp action, you recover three HP and 

unexhaust all of your exhausted cards. Then, you gain the Well 

Rested trait by taking the Well Rested trait token and placing it 

on your player board (traits are described later). Finally, you may 

trade with any other survivors within one space of you.

You cannot perform this action if you are in the same space as 

an enemy.

TRADING WITH SURVIVORS
Survivors can trade assets, loot, agendas, and Caps. When you 

perform a camp action, you may choose another survivor within 

one space of you and exchange any number of assets, loot, 

agendas, and Caps. You must both agree to the exchange. You 

can also trade promises of future deeds, though whether or not 

you decide to keep those promises is up to you.











EXHAUST AND  
UNEXHAUST
Some cards must be exhausted to use their abilities. To do 

this, turn the card 90 degrees on its side. An exhausted card 

cannot be exhausted again. When instructed to unexhaust a 

card, turn it 90 degrees to be upright again.

When a companion unexhausts, check the condition listed 

on the bottom of its card. If you do not meet this condition, 

that companion is discarded.

FIGHT EXAMPLE 

1 The survivor fights a Raider Psycho in her space. She 

rolls the three V.A.T.S. dice.

2 The survivor has an equipped 

Ripper, and since she has the 

 token, she chooses to reroll 

two of the dice. Good choice! 

She has better results after rerolling.

3 There are  showing, so the Psycho hits her! The 

survivor has a Singed Duster equipped, and its one 

armor cancels one of the hits. Then, the survivor suffers 

four damage—two for each of the two uncanceled hits.

4 The survivor hits the Raider Psycho. She inflicts two 

hits, one for each die that matches a vulnerable area on 

the Psycho— and . Since she inflicted hits equal to 

the Psycho’s level, the Psycho is killed.

5 The survivor gains two XP and draws a loot card thanks 

to the  icon on the Raider Psycho.

unexhausTed exhausTed
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END OF THE ROUND
There are many dangers in the wasteland, including terrifying 

enemies and powerful factions working toward their own goals. 

So far, the survivors have been having all the fun, but at the end 

of the round, these forces get their chance to act.

After all players have taken their turns, 

enemies activate. You reveal the top 

card of the agenda deck and resolve the 

enemy icons shown along the bottom of 

the card, and then discard it. All text on 

agenda cards is ignored during enemy 

activation—this text is used only if a 

player has drawn it and is described later.

ENEMY ACTIVATION
From left to right, for each enemy 

icon shown on the bottom of the 

drawn agenda card, that type of 

enemy activates. When an enemy type 

activates, you move each enemy of 

that type one space toward the nearest 

survivor. If, before moving, that enemy is either in the same space 

as a survivor or adjacent to a survivor and has the  icon, the 

enemy fights that survivor instead. After all enemies of a type have 

activated, you flip all inactive enemies of that type faceup.

When an enemy fights a survivor, that survivor and the enemy 

resolve a fight as if that survivor had performed a fight action. 

If there is ever a tie for the closest survivor, the enemy moves 

toward or attacks the survivor with the lowest HP value. If two 

survivors are tied for lowest HP value, the tied player that acts 

earlier in turn order is chosen.

DRAWING THE LAST AGENDA CARD
When the last agenda card is drawn, you shuffle the agenda 

discard to create the new agenda deck. Then, you pass the deck to 

the player to the right of the first player; that player is now the first 

player. Whose turn it is and whose turn is next does not change.

Finally, you advance both faction tokens one space down the track 

on the scenario sheet to represent their power growing over time.

Play continues with the next player in turn order. The round will 

end, and the next agenda card will be drawn, before the new first 

player’s next turn.

WINNING THE GAME
Completing quests throughout the game can grant you agenda 

cards. These cards track your accomplishments in the wasteland. 

Each agenda card is kept secret from the other survivors. An 

agenda card automatically grants you a single influence () 

and can grant you additional influence if you meet the condition 

outlined on the card. Your goal is to reach a certain amount of 

influence before the other players. You can have a maximum of 

four agenda cards in your hand; if you draw a fifth, choose one 

and shuffle it back into the agenda deck.

The amount of influence you need to win depends on the 

number of players in the game:

�� 1 player: 11 influence

�� 2 players: 10 influence

�� 3 players: 9 influence

�� 4 players: 8 influence

As soon as the total value of your agenda cards is this amount 

of influence or more, the game ends and you win! Reveal your 

agenda cards to the other players. At this time, any other survivors 

who also reached or exceeded the required amount of influence 

can reveal their cards and claim a joint victory alongside you.

agenda card

ENEMY ACTIVATION EXAMPLE 

All  and  enemies activate. 

The inactive  is flipped faceup, 

revealing a Looter! Then,  

activate, and the Mole Rat in the 

Wastelander’s space fights her!

3
RAIDER CAMP

ROBCO

FACTORY

3

PENDLETON

ESTATE

3

2
SUPER DUPER MART

eneMies ThaT acTiVaTe 
This round
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ADDITIONAL RULES
There are a few more things you need to know before heading 

out into the wastes! The next few sections will tell you about 

gaining XP, acquiring traits, and the factions you will confront 

during your adventures.

XP AND LEVELING
As you kill enemies, have encounters, and complete quests, 

you will gain XP and become more powerful . . . and more 

S.P.E.C.I.A.L.! Each time you kill an enemy, you gain XP equal to 

that enemy’s level. Other game effects that grant XP will specify 

the amount gained.

XP is tracked by your XP peg (gray). The first time you earn an 

XP, you place the XP counter in the hole beneath the farthest-

left S.P.E.C.I.A.L. token you have. Each time you earn XP, you 

move your XP peg to the next S.P.E.C.I.A.L. token on your player 

board. The number of times the peg moves is equal to the XP you 

have earned. If the XP peg moves beyond your last S.P.E.C.I.A.L. 

token, you level up! You place the XP peg back into the far-left 

hole and start the process over if you still have some remaining 

XP to gain.

When you level up, you draw two random S.P.E.C.I.A.L. tokens 

and choose one to keep. If you do not already have that token, 

add it to your player board. If you already have that token, you 

get a perk instead! You return the token to the supply and search 

the perk deck for the perks that match that token, and then 

choose one perk to keep.

PERK CARDS
Perk cards represent powerful, one-time abilities. To use a perk 

card, you discard it during your turn to gain the effects described 

on the card. You cannot discard it while you are still in the 

middle of performing an action, except for a move action.

TRAITS
The choices you make during encounters and quests can have 

lasting effects on you or your reputation in the wasteland. These 

story details are tracked by trait tokens.

There are six traits tracked across three token types. When you 

have a trait token, you cannot also have the trait displayed on the 

opposite side.

idolized/Vilified: These traits track what people 

in the wasteland think of you. If you’re idolized, 

people like you. If you’re vilified . . . well, you get it.

synTh/super MuTanT: These traits indicate 

whether or not you’re a synth or a super mutant.

well resTed/addicTed: These traits track your 

well-being or dependence on the multitude of 

drugs available in the wasteland.

When you gain a trait, you take the corresponding token and 

place it in one of the slots in the upper-right corner of your 

player board. If you already have that token turned to the other 

side, flip that token over. You lose the trait on the other side of 

the token. However, if the faceup side of a 

trait token shows a lock icon, you cannot 

flip that token and do not gain the trait on 

the other side.

If you are ever instructed to lose a trait, you must discard that 

token. You can lose a trait even if it has a lock icon.

WELL RESTED
Most traits have no inherent rules, they simply track things about 

your character and change what options are available to you 

and which companions will follow you. The Well Rested trait, 

however, can be used to gain a benefit:

When performing a test or fighting an enemy, you can 

voluntarily lose Well Rested to gain one reroll, rerolling any 

number of the dice.

xp Track

lock icon
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FACTIONS
There are powerful factions at work in the wasteland, each 

working toward their own goal. The survivors can choose where 

and when to help or hinder these factions, but the factions 

continue to work toward their goals either way.

The scenario sheet outlines the two factions in 

the chosen scenario and shows their current 

power on a track. The sheet also shows an 

enemy for each faction. Faction tokens on the 

map represent the enemy shown next to that 

faction on the scenario sheet.

When a faction’s icon is shown on the 

bottom of the agenda card drawn for enemy activation, that 

faction’s enemy tokens activate following the same rules as 

normal enemies.

If an enemy on the scenario sheet shows an “X” or “Y” for a 

value, that value is determined by the position of that faction's 

power token. The values of “X” and “Y” are shown to the right 

of the power track.

FACTION POWER
Each faction’s current power is shown 

by the position of its faction token on 

the track on the left side of the scenario 

sheet. This can be advanced down the 

track by survivors completing quests 

and by the agenda deck being depleted. 

Its position affects the value of certain 

agenda cards and can affect how 

powerful the corresponding faction’s 

enemy tokens are.

A faction's token can be advanced by 

the survivors completing specific quests. Any quests that show 

the  or  icons in their results advance that faction’s token 

down the power track a number of spaces equal to the + symbols 

shown after the icon. Additionally, when the agenda deck is 

depleted, both factions advance one space down the track.

If a faction’s token ever reaches the final space of the track, that 

faction has gained enough power to take over the wasteland, and 

the game ends! If that token advancing granted any survivors 

enough influence to win the game, they can declare victory and 

end the game first. If no survivor reached the required amount of 

influence, the faction that reached the end wins the game, and all 

survivors lose.

LOYALTY
Certain agenda cards indicate that you have gained some favor 

with one of the factions. These agendas can be used to keep you 

safe from that faction’s agents. At the start of your turn, you can 

reveal a  or  agenda card from your 

hand and place it faceup in your play area 

to declare loyalty to that faction for as long 

as that card is faceup in your play area.

Declaring loyalty to a faction grants three effects:

�� Enemies from that faction in your space do not prohibit you 

from performing any actions.

�� When enemies of that faction activate, they do not take you 

into account—they only move toward and fight survivors 

that are not loyal to their faction.

�� You cannot attack enemies of that faction.

You can have only one agenda card revealed in this way. If 

you reveal a new agenda card for loyalty, you must return the 

previously revealed card to your hand. You may also pick up a 

revealed agenda card at the start of your turn to withdraw  

your loyalty.

SOLO PLAY
When playing Fallout solo, follow all the standard rules 

for the game with the following exceptions:

��  When a quest requires you to be in the same space as 

another survivor, you must be in a  space instead. 

If it requires the other survivor to make a test, they are 

assumed to have a result of “3.”

��  When resolving encounter cards, read them yourself. 

Read only the text that would normally be read aloud, 

and then make your decision before reading the text for 

your chosen outcome.

��  When the agenda deck is depleted, advance only the 

power token for the faction that currently has less 

power. If the factions are tied for power, they both 

advance as normal.

facTion Tokens

power Track

facTion icon
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