FOWW RPG-001-111 — SECTION 3.9

ARCHETVPE CARDS

These archetype cards are examples specifically created for this
expansion. They are designed to give you a taste of the game, and
show you how character cards interact in the game. The cards cover
a range of character pre-gens, giving Players easy options to use and
a fast way to get into the game. Later you may want to use different

cards chosen from the main Fallout: Wasteland Warfare game

itself, or create your own to fit with your character choices.

The archetype cards shown here can also be used in your home

games of Fallout: Wasteland Warfare. Please note that these

cards are not tournament or organised-play legal. They are instead

a fun addition for Players to homebrew ideas, campaigns, and new

situations and scenarios in their own homes and gaming groups.
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