


3) Some agenda cards have a S.P.E.C.LA.L.
attribute requirement in the upper right
corner: if a survivor does not have that
S.P.E.C.ILA.L. attribute, treat that card as a
blank agenda card. It is still worth 1
influence.

4) The new limit for agenda cards is now:

When you perform a Scavenge action, draw 4 player game: 5 per player

Exploration cards facedown equal to btk plus 3 player game: 6 per player
one. This is the Exploration deck. 2 player game: 7 per player

1 player game: 8 per player
When an Exploration card instructs you to

add a Noise token, place a red cap token 5) The game ends when the Event deck runs
from the supply on this card. If there are out three times: at the end of the game, each
five or more Noise tokens on this card after player who achieves his minimum influence
resolving an Exploration card, remove five points (same as the base game) is
tokens, lose 1 HP, then roll a die to considered to have won.

determine which enemy to draw and fight:

ohits: @ 1nit % 2 nits: G

At the end of the Scavenge action,
remove all the tokens on this card and
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Search the furniture * [J

Ignore it.

¢l FURNITURE PILE OF TRASH PILE OF TRASH

D Search the furniture * [J Search the pile of trash * [J 1 Search the pile of trash « [J 1

Ignore it.







Ignore it.

LOCKED SAFE

Lockpick the safe ¢ ﬂﬂ 5
OR - Discard a Hacked Terminal card

Ignore it.

Attempt to sneak past * 0s

Leave and end the Scavenge action.

WORKBENCH

Build something at the workbench.

Ignore it.

verdaak
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RADIATED FOOD

Eat the food * [ 3

Ignore it.

—iyludwk
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DUFFEL BAG

Search the duffel bag + @[3

Ignore it.

}%Iudaak

g1  BE VERY VERY QUIET

Roll three dice.

If your equipped Apparel has a ' of 2
or more, add 2 hits to the results.

If you have the 'Sneak' card, choose two
dice: you may ignore any hits on them.

You may discard any number of
facedown Exploration cards to reduce
the results by 2 for each card discarded.

Then, add Noise tokens equal to the
total number of hits.
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SOMEONE'S HERE!

D Launch a sneak attack on the figure.

Hide quietly.

Make a run for it!

Nerdook
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SOMEONE'S HERE!

D Launch a sneak attack on the figure.

Hide quietly.

Make a run for it!

Nerdook







LOCKED DOOR

Lockpick the door ¢ ﬂ 3

Break down the door * B 2

Leave the door alone.

SEALED DOOR

Discard a Hacked Terminal card

Lockpick the door * ﬂ n 4

Leave the door alone.

L

COMPUTER TERMINAL

Hack the terminal ¢ n 3

Collect information ¢ ﬂ 2

Leave the terminal alone.

}%Ierdwk

COMPUTER TERMINAL

L

Hack the terminal ¢ n 3

Collect information ¢ ﬂ 2

Leave the terminal alone.

COMPUTER TERMINAL

Hack the terminal ¢ n 3

Collect information ¢ ﬂ 2

Leave the terminal alone.

veldaak
o
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AUTOMATED TURRET

#

Discard a Hacked Terminal card

Fight the turret!

Leave and end the Scavenge action.

}%Iudaak
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AUTOMATED TURRET

Discard a Hacked Terminal card

Fight the turret!

Leave and end the Scavenge action.

verdaak
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HOLE IN THE CEILING

Look for another way to get up.

Climb up using the furniture.

Leave and end the Scavenge action.

veldaak
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HIDDEN STASH

Just grab what you can!

D Search for the stash thoroughly * [J3

Leave and end the Scavenge action.

veldaak
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FLOODED PASSAGE

Find another way around.

Swim through the water « B 4

Leave and end the Scavenge action.

A SURVIVOR!

Back away slowly.

Parley with the survivor * [§ [§ 4

Leave and end the Scavenge action.

A SURVIVOR!

Back away slowly.

Parley with the survivor * [§ [§ 4

Leave and end the Scavenge action.

A SURVIVOR!

Back away slowly.

Parley with the survivor * [§ [§ 4

Nerdook

Leave and end the Scavenge action.

/ Nerdook
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ALCOHOL STASH

Keep a bottle to sell ¢

Drink a bottle of alcohol ¢ B 3

/ Nerdook
=
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EXPLORING FURTHER

Resolve the following in order:

If you have [, you may add 2 Noise
tokens to add 1 card to the Exploration
deck. If you have [J (even without a )3

you may do so without adding any Noise
tokens. In either case, if you also have u
you may reveal the card first, then add it
to either the top or the bottom of the
deck.

If you have [J, reveal the top 3 cards of
the Exploration deck. You may put them
back in any order.

If you have [§, gain the Well-Rested status.
If you already have it, recover 1 HP.

If you have [, gain 1 Cap.

veldaak

o
1 | EXPLORING FURTHER

Resolve the following in order:

If you have [, you may add 2 Noise
tokens to add 1 card to the Exploration
deck. If you have [J (even without a ),

you may do so without adding any Noise
tokens. In either case, if you also have u,
you may reveal the card first, then add it
to either the top or the bottom of the
deck.

If you have [J, reveal the top 3 cards of
the Exploration deck. You may put them
back in any order.

If you have [§, gain the Well-Rested status.
If you already have it, recover 1 HP.

If you have [, gain 1 Cap.

ASSAULTRON

[\ Nertook J

BEHEMOTH

Nerdook
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FERAL GHOULS . FERAL GHOULS . RAIDER BOSS

ALPHA DEATHCLAW

When you advance a faction on the power When you advance a faction on the power
track, you may discard a SPECIAL token to track, you may discard a SPECIAL token to
claim this card. claim this card.

When you advance a faction on the power When you advance a faction on the power When you advance a faction on the power
track, you may discard a SPECIAL token to track, you may discard a SPECIAL token to track, you may discard a SPECIAL token to
claim this card. claim this card. claim this card.
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MERCENARY 7

COMPANION - WASTELANDER

Exhaust to gain ™™ for your
next fight action.

During a fight, exhaust to
deal 1 additional hit.

If you choose to spend 1
Cap, keep this companion
when it unexhausts.

A

b
MECHANIC
COMPANION - WASTELANDER

-
.
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During a fight against Y@°
enemies or a test that uses
exhaust to add 1 hit.

While equipped, you may keep
1 additional card in your
inventory.

If you are Vilified, immediately

discard this companion.

LEATHER JACKET 6

ITEM - APPAREL

During a test that uses
Dor (@, add 1 hit.

4
COMBAT ARMOR '0

ITEM - APPAREL

During a fight, you may
lose Well Rested to add 1
hit instead of generating 1
reroll.

A

JUNKYARD DOG

COMPANION - DOG

When you would draw one
or more g cards, you may
exhaust Junkyard Dog to
draw 1 additional g card.

During a fight, you may
discard Junkyard Dog to
cancel all of the enemy's
hits.

Before a fight, exhaust to
increase your @ by 1 and
add 1 additional hit during
that fight.

If you have an unexhausted
Drug item, you may discard
it to keep this companion
when it unexhausts.

A\ A\
4 +
STYLISH OUTFIT 7
ITEM - APPAREL

During a test that uses [§,
add 1 hit.

Ignore all companion
requirements. You may
have one additional
companion.

a3

g
10MM PISTOL 5

ITEM - WEAPON

4IPIARY

Before a flght you may
spend an ammo token to
count all ¥ results as hits.
If you do not spend an
ammo token, you cannot

generate rerolls during that
fight.

2 TRADER
COMPANION - WASTELANDER

When you shop, you may
sell items for their full value.

During your turn, if you are
ona ﬁ location, you may
discard this card to gain 2
Caps and draw a g card.

Exhaust to explore an
adjacent tile.

During your turn, if you are
on a b location, you may
discard this card to gain 1

card of your choice from the @
discard pile. If you do,

shuffle the discard pile backry,
into the g deck. K

EXPLORER'S OUTFIT 6

ITEM - APPAREL

During a test that uses 3,
add 1 hit.
Each time you suffer o,
suffer 1 fewer 4

AL

g
HUNTING RIFLE 8

ITEM - WEAPON

Before a flght you may
spend an ammo token to
count all ¥ results as hits.

When you perform a fight
action, you cannot choose
to fight an enemy in your

space.

MEDICAL RO ’ |
COMPANION - ROI

BOT
BOT

Exhaust to recover 5 HP.

If you have 10 or fewer
HP, keep this companion
when it unexhausts.

A

Exhaust to move an enemy
within 2 spaces of you into
your space and fight it. If
that enemy is not killed
during that fight, discard
this card.

If you have (§, keep this
companion when it
unexhausts.

WANDERER'S OUTFIT

ITEM - APPAREL

During a test that uses [,
add 1 hit.

Drug items do not count

against your inventory
limit.

m

PLASMA PISTOL

ITEM - WEAPON

-,
Ignore the @ icon on
enemies.







BASEBALL BAT

ITEM - WEAPON

ss|
During a fight, you may

exhaust this card to count
each ¢ result as a hit.

PIPE WRENCH

ITEM - WEAPON

During a fight, if you
spend a % result, discard
this card.

RAIDER ARMOR

ITEM - APPAREL

and [} do not generate
rerolls.

HUNTER

Each time you defeat a 4
enemy, you may place a
S.PE.C.LA.L. token on this
card. During a fight with a 4+
enemy, you may discard a
token to generate 1 reroll.

+ @ If there are 2 or more
tokens on this card.

31
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BRASS KNUCKLES

ITEM - WEAPON

During a fight, if you
spend a % result, discard
this card.

COMBAT KNIFE

ITEM - WEAPON

AN
During a fight, each time

you spend a K result,
suffer 1 damage.

4
=

ITEM - WEAPON

SHA
Before a fight, you may
spend an ammo token to
count each ¥ result as two
hits. If you do not spend an
ammo token, you cannot

generate rerolls during that
fight.

CANNIBALISM

Each time you defeat a @
enemy, you may place a
S.PE.C.ILA.L. token on this
card to recover 3 HP and
become Vilified.

If there are 2 or more
tokens on this card.

+

31

31

MOLOTOV COCKTAIL

ITEM - WEAPON

\'VQ/

PRA
During a fight, if you
spent any rerolls, inflict 1
additional hit on both

yourself and the enemy,
then discard this card.

LASER MUSKET

ITEM - WEAPON

During a fight, for each
hit that causes you to
suffer damage, you may
spend 1 Cap. If you do
not, discard this card.

SHOTGUN

ITEM - WEAPON

spend an ammo token to
count each :# result as two
hits. If you do not spend an
ammo token, you cannot
generate rerolls during that
fight.

HERE AND NOW

When you gain this card,
gain 2 XP. You may
immediately gain 2
additional S.P.E.C.I.A.L.
tokens.
If you choose not to
+ gain any

S.P.E.C.IA.L tokens.

31
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PIPE PISTOL

ITEM - WEAPON

Before a fight, you may
spend 1 cap. If you do
not, you cannot generate
rerolls during that fight.

RAIDER OUTFIT

ITEM - APPAREL

31

During a fight with an
enemy that has ™, this
item's ) valueis 1.

A

INTENSE TRAINING

Once per game, you
may place two

+ S.PE.C.LLAL. tokens
on this card to gain
an extra
SHRIELCILAVL,
attribute of your

Once per game, you
may place two

+@ S.PE.C.LAL. tokens
on this card to
immediately gain 3
extra actions.







FAST METABOLISM

During your turn, you may
discard this card to draw

three @ cards: choose one
to keep and two to discard.

When you perform a camp
action or use a Stimpack,
you may place a
S.PE.C.I.A.L. token on this
card to recover 3 additional
HP.

If there are 2 or more
tokens on this card.

PACK RAT

During your turn, you may
place a SP.E.CLA.L token
on this card (to a maximum
of two tokens). Each token
allows you to keep two extra
items in your inventory.

If there are two
tokens on this card.

+

STONE WALL

Once per game, you
may place two
S.PE.C.I.A.L. tokens

+ @ on this card to recover
all your HP. Until the
end of that turn, when
you would suffer

damage, suffer no
damage instead.

During a fight, if you have
no Weapon equipped, you
may place a SPE.CLAL.
token on this card. If you do,
generate 2 extra rerolls and
gain 1 '

If there are 2 or more

tokens on this card.

You may immediately explore
one tile of your choice on the
map. From now on, you may
explore tiles by spending 1
movement point while in a
space adjacent to an
unexplored tile.

If there are no
+ unexplored tiles.

At the start of your turn, you
may place a SP.E.CIA.L.
token on this card. If you do,
until the end of your turn, you
can target any enemy on the
map when you fight with a™
weapon, and that enemy does
not inflict damage.

If there are 2 or more
+ .
tokens on this card.

During your turn, you may
place a S.PE.C.LA.L. token
on this card to recover 4 “*.

If there are 2 or
+ more tokens on this
card.

CHEM RESISTANCE

You always pass the [ test
automatically when using
Drugs.

If there are 2 or more
+ Drugs in your
inventory.

During your turn, you may
place a S.P.E.C.LA.L token
on this card to immediately
defeat a 4§ enemy in the
same space. You gain 1 XP
but no other rewards.

If there are 2 or more
tokens on this card.

FEROCIOUS LOYALTY

Once per game, if you
would be killed with a

Companion equipped,

+ you may discard that
Companion instead to
immediately recover 5
HP and defeat all

enemies at your
location (without

NERD RAGE

During a fight, if you have
5 or less HP remaining, you
may place a SPE.CLA.L
token on this card to gain a
¥ and add 1 hit.

+@ If there are 2 or more
tokens on this card.

During a test, you may place
a S.PE.CIA.L. token on this
card to discard a Magazine
with a matching attribute. If
you do, add 2 hits.

+ @ If there are 2 or more
tokens on this card.

TRAVEL LIGHT

If you have no Weapon and
Apparel equipped or in
your inventory, you gain 1
additional movement point
when you perform a move
action.

If you have no items

+ equipped or in your
inventory.

\_Nerdook

At the start of your turn, you
may place a S.P.E.C.LA.L.
token on this card. If you do,
until the end of your turn,
enemies in your space do not
prevent you from performing
actions. Additionally, enemies
with # do not fight you when
you move into their space.

|\ Nerdook

During a fight, you may
place a SP.E.C.ILA.L. token
on this card. If you do, both
you and the enemy gain two
additional hits.

+ @ If there are 2 or more
tokens on this card.







FORTUNE FINDER T GRIM REAPER'S SPRINT
Once per turn, you may During your turn, you may
place a SP.E.C.LA.L. token spend two S.PE.CILA.L.
on this card (to a maximum tokens. If you do, until the
of 2 tokens). If you do, gain 5 end of your turn, perform 1
Caps. additional action after each
fight in whi kill
+ @ If there are two elfe:nm which you kill an
tokens on this card. ¥







