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1. The world of Fallout Skirmish 
 
This fan made miniatures game is based on the computer game Fallout 3. In this computer game most 
of the world has been ravaged by a cataclysmic nuclear war between the United States and China. 
Some people survived by hiding in underground shelters, named vaults. Others were less lucky and 
either died or clung on by sheer odds. These survivors often mutated by the lingering radiation and 
transformed into strange creatures. Now the effects slowly subside and people are starting to emerge 
from the Vaults. Civilisation slowly returns…or does it? Raiders roam the wastes, technical superior 
forces wage war amongst survivors and mutated creatures kill and pillage for the fun of it. In this post 
nuclear landscape you and your companions try to survive and make the best of it.  

1.1 What is Fallout Skirmish? 
Fallout Skirmish is a miniatures game where two or more players pit survivors from a nuclear war 
against each other. This is done with small miniatures and scenery to create the right setting. All 
characters, represented by these miniatures, have certain characteristics that define them, and show 
how proficient each model is at certain skills and in combat. We advise you to read the rules once and 
then play a game, as the rules usually become much clearer once you see them played out in a game. 
After the first game the rules will make more sense.  
 
In Fallout Skirmish players control a small group of survivors. These survivors roam the wastes, try to 
survive and even become stronger. They are bound to meet other groups. Some may be friendly and 
join the group but often it ends in gunfights and bloodshed. These fights are simulated during 
miniatures games. Groups duke it out in the wastelands of North America.  The winner gets the caps 
and maybe takes over the territory. The loser go back home with empty hands and must try to recover.  
In between games the players can try to barter for new weaponry, attract new survivors, search for 
food and try to survive. 

1.2 The Weird Krieg System 
Fallout Skirmish is a game that uses the Weird Krieg system. The Weird Krieg engine is a template, 
which was designed in order to play all kinds of different games. The main rules for Fallout Skirmish 
will be the same as in other games built with the Weird Krieg system, which makes it easy to switch 
between games and to make crossover games. You can use the same game system to play a horror 
game, a pulp game, a historical skirmish and so on. The games use the same system but have some 
tweaks to set them apart. This rulebook, Fallout Skirmish, focuses on post-apocalyptic survival games, 
while other books in the Weir Krieg System focus on other genres. We chose to keep the games 
separate to emphasize the important aspects of each genre. 
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2. Requirements 
You will need several things to play Fallout Skirmish. Below you can see the list of all components in 
order to play the game.  
 

 Fallout Skirmish uses dice to represent fate and chance. These dice are used to see if 
attacks are successful, if survivors can hack a computer system and all kinds of different 
situations. In contrast to many other games Fallout Skirmish uses twelve sided dice as 
regular dice. Therefore you will need at least two different coloured 12-sided dice (these 
will be referred to as D12). 

o If the rules say you must roll a six-sided die (D6), roll a D12 and divide the result 
by two, rounding up any fractions to the nearest integer. You could also use 
regular six-sided dice instead. 
Sometimes the rules state to roll a three-sided die (D3). You can determine the 
outcome by rolling a D12, dividing the score by 4 and rounding up any fractions. 

 Sometimes grenades may not hit their intended location and they may bounce in a 
different location. To see in which direction a grenade deviates you can use a regular D12. 
On a D12 you can see each face ends in a point above the number. Use this arrow-
shaped point of a D12 for the direction. Grenades deviate D12/2”.  

 Models move a certain distance during a turn and all weapons are limited by their effective 
range. Therefore you will need a tape-measure marked in inches to measure all distances 
during the game.  

 A flat playing surface of preferably 4’x4’ (48” x 48”). You could use a kitchen table, the 
floor or a playing surface made for miniature gaming.  

 A number of miniatures which are suitable for the Fallout setting as well as creatures for 
the random encounters.  

 Playing on an empty battlefield is quite boring and too straightforward. Therefore you will 
need some terrain pieces. You can make these yourself or buy pre-made pieces. We 
recommend having approximately half of the table covered with terrain. In chapter 13 you 
can also find links to several manufacturers and websites where you can buy excellent 
terrain pieces. 

 The counters and templates provided in chapter 14 of this document. In addition, you can 
download most of these from our website: [INSERT URL] 

 
[INSERT PHOTO WITH ALL NEEDED STUFF. EDIT PHOTO OF A D12 TO SHOW HOW TO USE 
ONE AS DIRECTIONAL DIE] 
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3. Preparations 

3.1 Gaming Area 
We recommend using at least a 4’ x 4’ (48” x 48”) space as a gaming area. This gives enough room for 
terrain. It also ensures the balance between the different weapons and their effective ranges. It is best 
to make sure that at least half of the area is covered with terrain pieces. As a result the game is 
interesting and tactics go beyond ‘stand and shoot’. You can find all details about terrain and its effects 
on the game in chapter 8. Make sure both players are happy with the terrain layout before deploying.  
Some scenarios have their own fixed requirements for terrain pieces. See the scenarios in chapter 10 
to see which terrain pieces are needed. 

3.2 Deployment 
Fallout Skirmish is driven by its campaign system. Players pick a scenario which they will play. In the 
scenario’s description (chapter 13) you will see how the models can be deployed. If the scenario does 
not state how players should deploy their models then both players roll a D12 and add the highest 
Intelligence score of a model in their force; the player with the highest total starts by deploying one 
model. Then players alternate deploying one model at a time until both players have deployed their 
forces. After deployment the first turn will start.  
It is not uncommon for players to control a different amount of models. In this case one player will finish 
deploying sooner than his opponent. Furthermore, if two or more players are playing on one side they 
should pool their models together and take their turns to place a single model. 

3.3 Being Cool vs being the BEST! 
In any game based on skill, ability and teamwork there is always an optimal strategy. We strongly 
suggest that players do not use equipment or characters just because they are better than others. We 
recommend using stuff that is cool and proper for the scenario – a player may be tempted to have their 
characters roam Rivet City with a Gatling Laser under their Regulator Duster, but this is just not 
appropriate in terms of mood.  
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4. Characters 
In Fallout Skirmish all characters are represented by miniatures, which are controlled by the players. 
These miniatures represent the characters from the Fallout game. All characters have characteristics 
which show you what they can do and how capable the character is at doing it. In addition, characters 
have perks. These set your character apart and make them more interesting. The perks will provide 
your characters with either positive or negative abilities. Finally, most characters carry weaponry to 
use during the skirmishes. This chapter deals with characteristics and how to build a character. 

4.1 Characters and Models 
In the rules both the words ‘characters’ and ‘models’ are used. All references to characters are related 
to the fictional person and all the actions they take. All references to the models are related to the 
miniatures on the playing field. However, the terms are somewhat interchangeable and both can 
therefore be used in most circumstances, though miniature is often more relevant during actual play 
and character during the campaign sequence.  

4.2 Finding a group of survivors 
Before you can start playing a game, you will need to create a group of survivors. These could be 
Raiders, Regulators, or even the Brotherhood of Steel. Each player starts with 500 ‘caps’. In the world 
of Fallout all money is replaced with bottle caps. You can spend these bottle caps on survivors and 
equipment. In the following chapter you can read how you can create a group of characters. In chapter 
11 you can find more information on the different groups used in the game. 

4.3 Characters 
All of the characters in a player’s group of survivors need to be created. Basically, there are three 
types of character available to most groups. Each group has their own names for the characters, but 
they follow the same guidelines. You can find these rules in chapter 11. The three types can be seen 
as follows: 

 
1. Greens – All veteran survivors once started out as greens. Greens lack any experience with 

fighting enemies, radiated creatures or even how to survive the dangerous wasteland. The 
good thing is they are cheap to attract to your group and they will learn quickly.  

2. Experienced – These survivors have encountered enemies before and know how to get about 
in the wasteland. They usually have better equipment and their skills are more honed than 
those of greens. These warriors are the mainstay of the groups. 

3. Veteran – Only few warriors survive long enough to become true veterans. These guys have 
seen it all. They have killed Albino Radscorpions, encountered Super Mutant Behemoths and 
walked away alive. These are the natural leaders of your group and they have the power and 
equipment to dictate a fight. 

 
In Fallout Skirmish the standard characters have the following standard profiles: 
 

Characteristics Green Experienced Veteran 

Strength 4 5 6 

Perception 4 5 6 

Endurance 4 5 6 

Charisma 4 5 6 

Intelligence 4 5 6 

Agility 4 5 6 

Luck 4 5 6 

Wounds  1 2 3 

Action Points (AP) 8 8 9 

Caps 10 25 50 
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4.3.1 Characteristics   

In Fallout Skirmish all values related to physical and mental properties are denoted by numbers. Several 
characteristics show a character’s SPECIAL values. A model must roll equal to or under its SPECIAL 
value to be successful. For example, an Endurance value of 4 is much better than an Endurance value 
of 1. The exceptions are ‘Action Points’ and ‘Wounds’. Below is a short description of what each 
characteristic represents. 
 
 

Strength (S) A character’s Strength denotes its physical power. A stronger 
character can carry more equipment and hit a lot harder in 
melee combat. 

Perception (P) Perception is used to determine how good you are at making 
attacks and spotting things in the wastelands.  

Endurance (E) If you are hit by bullets or wandering through a radioactive 
sludge pool, your Endurance determines whether you escape 
unscathed or end up in a body bag. Armour affects Endurance. 

Charisma (C) If you want to attract new followers for the right price or get that 
new shiny gun, your Charisma will determine whether you’re 
being ripped off or get stuff at a bargain.  

Intelligence (I) Some people are smarter than others. Your intelligence 
determines how you can deal with computers, robots or difficult 
puzzles. Although not the most important skill in the wastes, it 
can make the difference in the right situation. 

Agility (A) A character with a high agility can probably kiss his own 
buttocks, while a character with low agility has difficulty 
climbing into bed. A higher agility is useful when doing physical 
acts like jumping, sneaking or dodging missiles.  

Luck (L) Some people are just plain lucky! They find a cache of lost caps 
or they don’t stumble upon a nest of Radscorpions. Being lucky 
can be useful in the nasty wastelands as you can evade nasty 
encounters or find useful things. 

Wounds (W) Whenever a character is wounded by an enemy attack they will 
lose a wound. After losing their last wound they either die or 
become incapacitated and cannot take part in the game 
anymore. 

Action Points (AP) Action points determine how much a character can do during a 
turn. The higher the character’s AP value the more they can do 
in a turn. Most humans have eight action points while other 
creatures may have more or less. 

Caps Attracting followers will cost you. This value shows you how 
expensive a character is to hire. Once hired, the character is 
part of your group. 

 
In chapter 11 you can find a list of character profiles, including creatures.  

4.3.2 Perks 

Players can spend earn perks by gaining experience. Although these aren’t essential, like weaponry, 
when facing enemies, they make characters more interesting and give them extra punch. Perks are 
abilities that add to a character’s potential, giving them nice tricks and skills. Below is an example of a 
perk: 
 
Entomologist Giant ants and Radscorpions hit by this character must make Endurance 

checks with a +2 modifier to the die roll.  
 
You can find a complete overview of all perks in chapter 10.3. There is no maximum to the number of 
perks a character can gain. 
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4.4 The Character Sheet 
In chapter 14 you can find empty character sheets. You can also download these from our website if 
you don't want to photocopy the book. To create a character all you need to do is give your character 
a name, fill in all the fields adding equipment and perks. Your character is now ready to play! 
Below you can see an example of a created character. In the next chapter we will outline how the 
game works and how everything interacts. 
 
[INSERT IMAGE OF CHARACTER SHEET] 
 
A character’s wounds stat is represented by the [INSERT IMAGE] image on the character sheet. Mark 
off any excess images to show the character’s starting wounds. 
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5. The Game Rules 

5.1 General Rules 

5.1.1 Measuring 
All measurements in Fallout Skirmish are in inches. Players may only measure distances after a player 
has announced the relevant action. So if you want to shoot at an opponent, you must first declare this 
and then check whether the opponent is within range of the weapon you are using. This also counts for 
charging into melee. Whenever a player wants to charge into melee, the player must announce so before 
measuring the distance. When moving models a player must first declare his move action and direction 
of movement before measuring distances.   
 
ALTERNATIVE OPTION: Players may measure distances at any time for any reason. Players may only 
measure from models to other models and not general distances on the table. We advise not to measure 
*everything* you can or else the game’s speed may bog down. 

5.1.2 Automatic Success and Failure 
Whenever you have to roll dice, a natural of a ‘1’ indicates an automatic success and a natural roll of 
‘12’ indicates an automatic failure. This is regardless of any modifiers.  

5.1.3 Rounding up or down 

Sometimes you’ll have to divide a number by two. In case of an odd number, always round up to the 
nearest integer.  

5.1.4 Line of sight 

A model has a 180 degree front arc centred on the model’s base. A model can see any model in its front 
arc if it can draw line of sight. To determine line of sight, draw a line from the attacker to the target. If at 
least a body part of the target model is visible to the attacker, then line of sight can be drawn. Line of 
sight cannot be drawn through obstructions.  
Models can see up to 3” through woods. Any model beyond 3” in a forest cannot be seen.  
Line of sight can be drawn over obstacles that are less than 1” in height. Examples of these are fences, 
hedges or wooden crates. For more information on terrain, see chapter 8. 
Prone models have a 90 degree front arc. A prone model that is behind an obstacle cannot be seen and 
thus targeted by ranged attacks from the other side. 

5.1.5 Turns & Activating 

A miniatures game tries to simulate real time by letting models act during turns. Each turn represents 
about five seconds of real time. This gives you an idea what a model can do during a turn.  
At the start of the first turn both players roll a D6 and add the highest Intelligence score of any 
character in their force. The player with the highest total may determine who must start the game and 
take the first turn. Play proceeds in the same order on subsequent turns. 
During a turn a player activates all of his characters one at a time and take actions with them. During 
an activation a character can spend one or more Action Points to perform actions. A character can 
spend up to all of its action points when activated but this is not required. A character must finish its 
activation before another one is activated. Players must activate all their models during a turn, and no 
character may be activated more than once. If a model did nothing during a turn it still counts as 
having activated at the end of the turn. After a player has activated all of his miniatures, play passes to 
the other player. This sequence continues until either of the players has won the game (see chapter 
13 for rules on ending the game) 

5.2 Actions 
As stated, characters can do all kinds of actions during their activations, ranging from moving, to 
shooting or picking locks. Actions fall in one of four categories. These are: 
 
Movement All actions related to movement fall into this category. 
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Attacks Whenever a character wants to attack an opponent with a ranged or melee weapon 
they need an attack action. 

Generic All actions which don’t fall in the other three categories are generic actions. 
 
Below you can find a list of possible actions a character can take during its activation phase. Each 
action contains a description of how they work and their Action Point (AP) costs. 
 

Movement Actions 
 
Moving A character can spend one or more AP to move. Moving across open 

terrain costs 1AP per inch moved. Difficult terrain costs double the 
number of AP to traverse. See chapter 8 for more information on 
terrain. Prone characters must spend 3AP per inch moved, regardless 
of the terrain. 

 
Running Characters may run in order to reach their destination more quickly. A 

character running moves up to 2” per AP spent. Any model making a 
ranged attack during a turn it ran suffers a -2 modifier to Perception. If 
a character shoots before running, he must announce so before 
shooting. 

 
Sneaking Characters may sneak to evade attention of enemies or creatures. 

Sneaking costs no AP, but characters move at half speed while 
sneaking. This is cumulative with modifiers from terrain. See chapter 
6.3 on the rules for sneaking and spotting. 

 
Jump obstacle/chasm A character may try to jump over obstacles like low fences or crates. 

The player rolls a D3. If the player rolls equal or over the distance he 
wants to jump, then the jump is successful. If the score is lower than 
the distance, then the character is prone on the other side of the 
obstacle. The Action Point cost is equal to the distance jumped in 
inches. If the character wants to jump over a chasm and the jump fails, 
it falls into the chasm and suffers all the effects. See chapter 6.1 for the 
damage the model will suffer. 

  A character can jump down 2” or less without suffering damage. When 
jumping down more than 2”, the character suffers the consequences 
from a fall (see chapter 6.1). 

 
Go prone / Stand up Characters may either go prone voluntarily or by accident (i.e. after a 

fall from a cliff). Going prone voluntarily costs 4AP. When going prone 
a character will attempt to make itself as small a target as possible (it 
would crawl into its helmet if possible). A character is harder to hit but 
moves very slowly. Standing up costs 4AP. 

  
Climbing A character may try to climb a vertical incline. Climbing costs 2AP per 

1”. If the wall has no ladder, rope or other suitable object that assists in 
climbing the character must make an Agility check. If the check is 
passed, the climb is successful and they can spend any remaining 
Action Points to move up or down. If the check is failed, the character 
can’t get a foothold and the climb fails. The character loses 2AP and 
can try again if it wishes. 

  Any Character carrying a Big Gun will have a -1 modifier to its Agility 
while climbing. 

 
  For example, a Veteran Raider (AGL6) is armed with a Minigun. The 

Raider tries to climb a rocky cliff to get a better view from the top. The 
Minigun inflicts a -1 penalty to the Agility, so the Raider must make a 
AGL5 check in order to climb to the top. 
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Attack Actions 
 
Make Melee Attack A character may make a melee attack on an enemy model that is within 

range for 2AP. See chapter 5.3.5 for more information on melee 
attacks. 

 
Fire Ranged Weapon A character can fire a ranged weapon as action. Firing a single shot 

with a weapon costs 2AP per attack. Firing a burst costs 3AP. See 
chapter 5.3.2 for more information on ranged attacks. 

 
Aim   A character may spend 3AP once before making a ranged attack to 

make an aimed single shot. Aiming a gun makes it more accurate and 
raises the chances of hitting the target. See chapter 5.3.2 on more 
information on aiming and using scopes. 

 
Generic Actions 

 
Pick up/Drop object A character can pick up or drop small portable objects (like weapons, 

armour, books, etc.) for 2AP. Place the object on the Character Sheet 
to show it is now holding the object. A character may carry up to two 
objects during a game. Whenever a character drops an item, put the 
counter next to its model’s base on the playing field to show its current 
position. These objects do not count towards the character’s number 
of Character Points, except in the case of climbing.  

 
Open/Close door A character may open or close a door for 2AP. If a character wants to 

open a door and an enemy is on the other side of the door and is aware 
of the opponent then both players roll a D6 and add their Strength to 
the roll. The player with the highest score wins. If the character that 
tried to open the door wins, then it opens the door. If the other player 
wins the roll, then their character manages to keep the door closed. A 
player may try to open the door again as often as they want if they has 
sufficient Action Points remaining.  

 
Activate object  Characters may try to activate objects like levers, machinery, elevators, 

etc. for 2 AP. Such objects usually work automatically without a check, 
but other, more difficult machinery requires the player to roll a certain 
number or higher. Scenarios state what a player needs to roll in order 
to activate the object. Certain skills and flaws give a positive or negative 
modifier to this number. 

 
Clearing Jams If a character’s gun jams they must first unjam it in order to use it again. 

Clearing a jam cost 4AP.  
 
Pushing an object or model  A character may try to push a model or object their model is in base 

contact with for 2AP. When pushing a model the attacker must make a 
regular melee attack to see if the push succeeds. Attacking a model in 
the rear gives a -2 melee modifier to the die roll when pushing. If the 
attack hits the opponent is pushed D3” back. 
An object equal to or smaller than 30mm high and wide can be pushed 
on a roll of 7 or lower (one successful check is needed). The object can 
be pushed 1” for each 2AP invested in the push (if the pushing check 
is failed, the AP are lost). If the object is bigger than 30mm the push 
succeeds on a 5 or lower. Characters may push objects that are up to 
50mm high/wide/deep. Some objects may be easier or harder to push 
despite their size. In that case, alter the pushing check as needed.   
Super Mutants can push all objects on a roll of 7 or lower. 
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Spotting A model can try to spot a sneaking character for 2AP. If successful, the 
sneaking character loses its sneaking status. See chapter 6.3.2 on the 
rules for sneaking and spotting. 

5.2.1 Charging 
Charges must be announced whenever the character wants to initiate melee combat. The charging 
character must move towards its target and may make a free melee attack. A charging character may 
move as if it is running (2” per AP). After a charge, characters can spend remaining AP’s however they 
see fit. A charging model loses its sneaking status immediately. 

5.3 Combat 

5.3.1 General Combat Rules 
All melee and ranged attacks follow the same basic rules. A character that wants to attack another first 
has to hit their target. If the target is hit, it must check whether it will suffer damage.  
Characters have a Perception and Strength characteristic. Perception is used for ranged attacks and 
Strength for melee attacks. These scores show the target number you must roll equal to or under in 
order to succeed. The die roll can be modified by several things. This is all detailed in chapter 5.3.2 
and 5.3.3. Attacks follow the following formula: 
 

Ranged Attacks: D12 + (Weapon & Attack Modifiers) ≤ Perception 
 

Melee Attacks: D12 + (Weapon & Attack Modifiers) ≤ Strength 
 

 
When a hit is scored the target must check to see whether the bullet hits a vital location or if their armour 
or natural resistance will stop the bullet. The target makes an Endurance check by rolling equal or lower 
than their modified Endurance score. If successful, the character suffers no damage. Otherwise it will 
suffer one wound for each failed Endurance check.  
 
Once a character is down to zero wounds, it is taken out of the game. Remove the model from the 
playing field and place it aside. During campaigns, you must check after the game what kind of Injury 
the character has suffered. See chapter 10 for more information. 
In certain scenarios you need to leave any characters who are at zero wounds on the field. Place the 
model face down on the playing area to show it is taken out of the game.  

5.3.2 Ranged Attacks 
Firing a gun with a single shot costs 2AP. Firing a burst costs 3AP. 
Each weapon has a Rate of Fire (RoF) to show the number of shots it may make during an activation. 
The player may divide the shots to fire multiple single shots, a burst (two or more shots fired at once) or 
a combination as they see fit. If the attacking character fires a burst, they must make at least one attack 
on the initial target. Additional shots may be allocated to the initial target or any models within 3” of the 
initial target. Apply all relevant modifiers to each attack roll. A burst attack has an additional -2 modifier 
to all attack rolls. 
 
Shooting into melee 
A character may fire at an opponent that is involved in a melee. If they hit with the attack they must 
check whether they actually hit the right character. Randomly determine which character was hit by 
rolling a D12 for all characters involved in the same melee. The attack will hit the character with the 
highest result. When firing a burst into melee, randomly check who is hit by each attack.  
 
Modifiers 
If a character spends Action Points to aim their ranged weapon it becomes more accurate. If the ranged 
weapon has a scope this gives a -3 modifier to the attack roll when firing a single shot. If the gun does 
not have a scope the modifier is reduced to -1. 
Shooting at a prone character is harder and thus gives an additional +1 modifier to the to hit roll. 
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5.3.3 Cover 

Characters can try to hide from an enemy by moving into cover. Cover makes it harder for enemies to 
hit the target. There are two types of cover: light and hard cover. Light cover includes terrain that only 
obscure the target, but do not protect it from incoming bullets. Examples of light cover include fencing, 
hedges, woods, scrub and targets in shallow water. Heavy cover includes cover that also protects the 
target by absorbing the attack. Examples of hard cover are brick walls, cars, statues or models in deep 
water. Players should agree before the game which terrain pieces count as light cover and which 
pieces count as hard cover. 
Targets behind - either in base contact or within 1” - of light cover are harder to hit. Characters 
shooting at them suffer a +1 modifier to their attack rolls. Targets behind and within 1” of hard cover 
are even harder to hit as the cover absorbs most of the damage. Enemies shooting at them get a +2 
penalty to their attack rolls if part of the target model is obscured from the attacker.  
Models that are more than 1” from cover cannot benefit from it and any attacks made on them will not 
suffer any penalties due to cover. Note, however, that the cover may block the line of sight altogether 
– see section 5.3.3. 
A model that is prone behind cover like a wall, barrels, etc. cannot be targeted by other models that are 
positioned on the other side of the cover. 

5.3.5 Melee 

Sometimes it is better to use a rusty Ripper for some sawing action than using a gun. Melee works 
different from shooting as both opponents are fighting each other in a dynamic fight. A character can 
initiate a melee attack for 2AP. Most melee weapons can only be used when in base contact with an 
opponent.  
Characters involved in a melee attack must first roll 1D12 and add their Agility value. The character 
with the highest total score strikes faster than its opponent and he may make an attack first. If the 
opponent survives, they may then make a melee attack. 
Only two characters can participate in a single melee round. If an activated character is facing multiple 
opponents in its melee range, they must announce with whom they will initiate a round of melee.  
 
Example: A Talon Company Green is fighting a Wasteland Survivor in melee combat. The Talon 
Company player rolls a D12 and adds the Awareness of 4. The player gets a total of 6. The Wasteland 
Survivor player rolls a D12 and adds the Awareness of 5. The officer gets a total of 11. The Survivor 
acts faster than the Talon Company Merc and is able to make a quick attack. If the Merc survives the 
attack, it can attack the Wasteland Survivor.  
 
Characters may use melee weapons, pistols, claws, fangs or their fists in melee. Pistols have no 
attack modifier when making melee attacks.  
The activated character can initiate multiple rounds of melee as long as it has the Action Points to 
make each attack. This represents both participants throwing multiple attacks at each other until one 
goes down. Note that you’ll need to determine who attacks first with each melee attack. 

5.3.6 Wounding in Melee 

Characters hit by a melee attack must make an Endurance check to see if they can resist the hit or 
suffer one wound. See chapter 12 for more information on the weapons and type of damage. Any 
character taken down to zero wounds is incapacitated and removed from the playfield. See chapter 
10.1 for more information on post-game injuries.  

5.4 Criticals 
When making melee or ranged attacks, the attack has the possibility of doing critical damage. On the 
other hand, many weapons in the wasteland are old and badly maintained. So it could also backfire on 
you. Criticals effects only occur if a natural ‘1’ or a natural ‘12’ is rolled with attack dice. The ‘12’ 
represents a potential problem with jamming guns or even a destroyed weapon. The ‘1’ is the other end 
of the spectrum and represents well placed attacks. Whenever a player rolls a natural ‘1’ or ‘12’ roll 
another D12 and check the tables below if something special happens.  
Check for criticals for each die roll. All the effects occur simultaneously. This could result in a well-placed 
shot and a destroyed weapon in one burst.  
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Critical Ranged Attack Effects 
 

D12 Critical Ranged Attack Effects – ‘12’ 

1 Oops! The round explodes inside the chamber rendering the weapon useless for 
the remainder of the game.  
 

2 Jam! The weapon jams and needs to be unjammed to in order to use it again. 
Place a Jam! counter next to the model (see ‘Clearing a jam’ in chapter 5.1). 
 

3-12 Pfew! Nothing out of the ordinary happens. 
 

*Weapons firing a burst jam on a roll of 2-3. 
 

D12 Critical Ranged Attack Effects – ‘1’ 

1-10 Darn! Nothing out of the ordinary happens. 
 

11 You’ve hit a weak spot! The shot hit a weak spot on the target giving a -1 modifier 
to the target’s Endurance during this attack.  
 

12 One shot, one kill! The target was hit in a vital location wounding him immediately 
(no Endurance check is required).  
 

 
Critical Melee Attack Effects 
 

D12 Critical Melee Attack Effects – ‘12’ 

1 Ouch! The character accidentally stabbed itself or the defender managed to 
turn the attack back on the attacker. The attacker must make an Endurance 
check or lose one wound. 

2 Flesh wound – the character only manages to graze his opponent with the 
attack. The target gets a +2 modifier to its Endurance during this attack. 

3-10 Pfew! Nothing out of the ordinary happens. 

 

D12 Critical Melee Attack Effects – ‘1’ 

1-10 Darn! Nothing out of the ordinary 

11 You’ve hit a weak spot! The stab hit a weak spot on the target giving a -1 
modifier to the target’s Endurance during this attack.  

12 Instant kill – The attacker managed to automatically wound the target. The 
target loses one wound (no Endurance check is required). 

5.5 Weapon Characteristics 
All weapons in Fallout Skirmish have their own weapon profile. The weapons are divided into two 
types: melee weapons and ranged weapons. Melee weapons can only be used for melee attacks. 
Ranged weapons can be used for ranged attacks. Pistols are ranged weapons that can be used for 
ranged and melee attacks. Below you can see an example profile for a melee and a ranged weapon, 
followed by explanations of all relevant characteristics: 
 
Melee Weapon: 

Weapon To Hit CP Caps Rarity  Special 

Tire Iron 0 1 10 1 +1 Endurance 

 
Ranged Weapon: 

Weapon Short Medium Long Extreme RoF CP Caps Rarity  Special 

10mm SMG -3 -1 0 X 3 2 10 1  

 
Weapon This states the weapon’s name. 
 
CP  This shows the number of character points this weapon will cost 

when selected during character creation/generation. 
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Caps  Nothing comes for free. This value shows you how expensive a 

weapon is to buy. 
 
Rarity  Not all weapons can be easily found in the wastelands. The 

Rarity value shows you how easy it is to obtain a weapon. 
Rarity ranges from 1 to 5 with 1 being very common and 5 
being extremely rare. 

 
Special Several weapons have special rules that set them apart from 

other weapons. Any special rules are explained in chapter 12. 
 
Melee Weapons - To Hit This value modifies the character’s to hit roll in melee, in the 

case of a Tire Iron 0.  
 
Ranged Weapons 
Short, Medium, Long & Extreme Ballistic weapons have four range bands.  
 

Range Band Range 

Short 0-8” 

Medium 8-16” 

Long 16-24” 

Extreme 24-32” 

 
Not all weapons can fire up to long or extreme range. If a range 
band is noted with an ‘X’, the weapon cannot fire at that range. 
If a number is noted, this should be added to or subtracted from 
the Ballistics roll.  

 
Ranged: RoF This shows the maximum number of shots the weapon can fire 

in one turn. This can be split into several single shots, a single 
shots followed by a burst, or a burst with multiple shots. 

5.6 Ending the game  
Although Fallout Skirmish is a blast to play, it must have an ending at a certain point. Chapter 13 
explains the different objectives and what the goal of the game is. To determine the ending of the 
game, starting at turn 5, at the end of each turn a player rolls 1D12. On a roll of 10+ the game ends. 
This roll is modified as follows: 
• Add 1 to the roll for each uncontrolled objective marker. 
• Add 1 to the roll for each turn above 5. 
Both of these modifiers are cumulative. 
 
Example: At the end of turn 7 both Axel and Henry check if their game ends. They have 2 uncontrolled 
objectives. Axel rolls a D12 and adds +4 to the roll (+2 for 2 uncontrolled objectives and +2 for turn 7). 
Axel rolls a 5, for a total result of 9. The game goes on for at least one more turn! 
 
If the game ends, players count victory points to see who won the game. The player with the most 
victory points wins the game. If both players have an equal amount of victory points the game is a 
draw. If one player has no models left to activate, the game is played on as normal and the other 
player can continue playing his turns freely to try to claim victory. 
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5.7 Resolve Checks 
 
Sometimes your group loses heart during a fight. They see their friends go down wounded or maybe 
even killed and run away screaming. This may not go according to your plan, but fear is a powerful 
force. 
Whenever a third of the number of characters of a group have been taken out of a game, all 
characters must make a Resolve check with 1D12 at the start of each turn, starting with next turn. A 
Resolve check is made by adding a characters Endurance to its Strength, dividing the score by two 
and rounding up. The roll is successful if the die result is equal to or lower than Resolve. 
 
Resolve check: (END + STR) / 2 
 
If successful, the character stays in the fight and still has the will to keep on fighting. Check again next 
turn. 
If the check failed by one or two points, the character is starting to lose will, but will fight on. The 
character will suffer a -1 modifier to its Perception for one turn. Check Resolve again next turn, with a 
+1 modifier to the die roll. 
If the check failed by more than four points, the character runs for the hills. Remove the character from 
the game. The character suffers no injuries, but cannot fight anymore during this game. 
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6. Advanced Rules 

6.1 Falling and Balance 
Whenever a character falls they may suffer damage from the fall. Falls of up to 2” are considered safe 
and characters do not suffer damage. This also means that characters can jump 2” without suffering 
damage. If the fall is more than 2” the character may suffer damage and it will automatically go prone 
after the fall. The character makes an Endurance check and suffers a wound if the check is failed. Divide 
the distance fallen by three (round up) and apply that number as a negative modifier to the character’s 
Endurance.  
The player must make an Endurance check for every 3” (or a fraction of) that the character falls. This 
means that at a height of 7” the character could lose three wounds! 
 
Example: Butch, a vicious Raider, is standing on a ledge 6” above the ground. Suddenly he is pushed 
off by a sneaky opponent. The player must now roll a die and see if his Raider survives the fall. The 
distance is 6” so 6/3 = 2 is applied as a negative modifier to character’s Endurance. The Raider has an 
Endurance of 5, which will become 3 during the fall. As the model fell 6” (3+3) the player rolls two dice 
and rolls a 2 and a 7. The raider suffers one wound from the fall. Fortunately he still has one wound left, 
so he can still go on. He now wants to climb back up to have a good “chat” with the person who pushed 
him! 
 
Sometimes standing near a ledge may not be the smartest thing to do. If a model is within 1” of a ledge 
and is hit by an attack it must make an Agility check. If successful, the character keeps its balance and 
does not plummet downwards. If the character fails the check it loses balance and falls down (see 
above).  

6.2 Night fighting & dark places 
Not all scenarios happen during the day or outside. Some are fought during the night or in dark caves. 
Night fighting is much more difficult due to the lack of visibility. In the dark all models have 10” line of 
sight. All models beyond 10” cannot be seen and thus cannot be attacked.  
Exceptions to this rule are characters below lamps. Models underneath lamps can be seen to all 
models that can trace a clear line of sight to them. A model is considered underneath a lamp if it’s 
within 4” of it. Players must define before games which scenery pieces count as lamps. 
Sometimes characters are represented by counters in certain scenarios. These characters remain 
counters until an enemy gets within 10” or the counter moves within 4” of a lamp. If this occurs, 
remove all relevant counters and replace them with the right models. Characters represented by 
counters can take the same actions as models. A character represented by a counter will reveal itself 
if it fires a weapon within 20” of an enemy model that has a clear line of sight to the counter as the 
muzzle flash will give it away.  
A counter must change to a model as soon as it has been revealed but a model cannot revert back to 
a counter unless the scenario states otherwise. 

6.3 Sneaking 
A character that sneaks tries to stay hidden from enemies and can launch devastating attacks on 
unsuspecting enemies. A character can sneak at the start of its activation. The player must announce 
so. Until the character fires a ranged weapon, runs, charges or is spotted it is considered sneaking. A 
sneaking character cannot be attacked. While sneaking, the character moves at half speed.  

6.3.1 Attacking when sneaking 

A character that makes an attack on an enemy while sneaking scores a possible critical hit on a roll of 
1-4, instead of on a 1. Unless the character uses a silenced weapon, the model loses its sneaking 
status after making the attack. 

6.3.2 Spotting sneaking characters 

A character can try to spot a sneaking enemy character in line of sight. A character that tries to spot a 
character rolls a D12 and adds their Perception to the score. The sneaking character rolls a D12 and 
adds their Agility. If the spotting character obtains an equal or higher score than the sneaking 
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character he successfully spots the sneaking character. The sneaking character immediately loses its 
sneaking status. 
The spotting character gets a cumulative +1 modifier to its Perception with each additional spotting 
attempt during the same activation when trying to spot the same sneaking character. 

6.4 Radiation 
Characters can gain radiation by either moving close to a radioactive terrain piece (see chapter 8), 
models or from certain weapons (see chapter 12).  
If a character moves within 3” of a radioactive terrain piece or a model with the Radiation ability, it will 
gain one radiation. Keep track of the radiation on the character sheet by checking of the “Rads” boxes. 
If the character is within 3” of a radioactive terrain piece at the end of each turn, it will gain an extra 
radiation, and so on.  
Radiation is a permanent effect. The only way to reduce it is to visit a doctor (see chapter 10.8) or by 
taking Rad-Away (see chapter 12) 
 

6.4.1 Radiation Poisoning 

The effect of radiation is radiation poisoning. The following table shows at which radiation level a 
character gains radiation poisoning and the effect it has on the character: 
 

Rads Level Effect 

0-5 No Effect No effect 

6-10 Minor Radiation Poisoning -1 Endurance 

11-15 Advanced Radiation Poisoning -2 Endurance, -1 Agility 

16-20 Critical Radiation Poisoning -3 Endurance, -2 Agility, -1 Strength 

21-25 Deadly Radiation Poisoning -3 Endurance, -2 Agility, -2 Strength 

26+ Death The character immediately dies. 

 
The effects of radiation will remain as long as the character stays at the current radiation level. If the 
level decreases or increases, the effects will change with the level. Yes, the final stage of Radiation 
Poisoning is death. Make sure you get rid of the Rads before your characters reach this level or else 
they are doomed! 

6.5 Addictions 
There are all kinds of strange and myriad drugs in the wasteland. Although they all have their own 
advantages, there is always the danger of getting addicted to the drug. Whenever a character uses a 
drug which is addictive (see chapter 12), the character must make the following check. Roll 1D12 and 
consult the following formula: 
 
1D12 ≤ (Endurance + Luck) / 2 
 
If the check is successful, the character is not addicted to the drug. If the character fails the check, 
they are addicted.  

6.5.1 Addicted to a drug 

An addicted character must use one dose of the drug they are addicted to each game. If the character 
doesn’t use the drug, all its SPECIAL characteristics are lowered by 1 point for that game.  

6.5.2 Losing an addiction 

Characters can lose an addiction by visiting a doctor after a game. The doctor charges 4D12 caps to 
get rid of the addiction. If the character goes to a doctor to lose an addiction, they may not scavenge 
or visit a merchant after a game. Determine the cost whenever the character goes to the doctor. If the 
group doesn’t have the funds for the doctor, they must sell equipment. 
 



 19 

7. Random Encounters 
The Wasteland is crawling with dangerous creatures, wandering characters and things you would 
never expect! To simulate this, the game uses random encounters. You can use normal playing cards 
for these random encounters.  
When using normal playing cards, use two suits. Set the aces, jokers and the other suits aside. Use 
the following table to see what cards you have: 
 

Card Random Encounter 

2 D3 Giant Ants [1] 

3 D3 Ghouls [1] 

4 2D3 Molerats [1] 

5 2D3 Vicious Dogs [1] 

6 1 Protectron [2] 

7 D3 Radscorpions [2] 

8 2 Slaves with explosive collars [2] (Special) 

9 Dead Scavenger [2] (Special) 

10 2 Supermutants [2] (one armed with a Hunting Rifle and one with a sledgehammer) 

Jack 1 Yao Guai [3] 

Queen 1 Deathclaw [3] 

King Abandoned Enclave Outpost [3] (Special) 

 
Each card shows you what random encounter occurs and it shows the rarity of the encounter 
(between brackets). All encounters spawn new creatures on the table, except for the cards marked 
with “(Special)”. There can only be one copy of a card with a rarity of 3 in the deck. 
Shuffle the cards and place them face down in a deck. All played cards are placed face up in a 
separate discard pile. 

7.1 Drawing Cards 
Players draw two encounter cards at the start of the game, after deployment. A player can draw a new 
encounter card at the start of his turn. A player can have a maximum of four cards in his hand. If a 
player has more than four encounter cards, he must discard the excess card(s). 
After drawing, a player can discard two cards of his choice from his hand to draw a new card. A player 
can do this once per turn. 
Once the deck with new cards is exhausted players can receive no new cards during the game.  

7.2 Playing Cards 
Players can play one encounter card anytime during their own turn. The player announces he will play 
a random encounter card and shows it to the other player. The player nominates a model on the table 
on which the card is played. If the card is played on an opposing character, the character must make a 
Luck check. If the check succeeds, the character manages to evade the encounter and nothing 
happens. If the check is failed, the character encounters the event. The opposing character can 
discard encounter cards from his hand to increase its Luck during the check. For each discarded card, 
the character gets a +1 Luck during the check. 
Each player can have only one encounter on the table at any time. A player can only play a new 
random encounter if he hasn’t played one yet or if his last played encounter has been fully resolved 
(any encountered creatures must have been killed, the special encounters must have been fully 
searched and the slaves must have been either killed, exploded, or have their collars removed). 
 
Example: its John turn and he plays a Deathclaw card on Hank’s Regulator Officer. Hank sees the 
Green has no backup whatsoever nearby and his Chinese Pistol has no chance of hurting the 
Deathclaw. The Green has a Luck value of 4. As the Green is the only character in Hank’s group that 
controls the game’s objective, he decides to try to stop the encounter. Hank discards three encounter 
cards to get a +3 modifier to his Luck. His Luck becomes 7, so the die roll of 6 is enough to pass the 
check. The Green narrowly evades the event, at the cost of three precious encounter cards.  
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7.3 Encountering creatures 
If a creature appears as random encounter, it must be placed at least 8” away from any model. If this 
isn’t possible, the encounter cannot be played and is discarded without any further effect. Creatures 
can only be placed in locations which are accessible to characters (i.e. not on the rooftops of a big 
apartment building).  
Creatures activate after the turn of the player who played the encounter.  
All creatures always advance towards the nearest model on the field and attack them. They will keep 
doing so until the creatures are killed, or the game ends.  
All creatures have their own statistics. See the following tables for all creatures: 
 

Characteristics Giant Ants Ghoul Molerat Vicious Dog Protectron 

Strength 3 4 4 4 3 

Perception     6 

Endurance 4 4 4 3 4 

Charisma      

Intelligence      

Agility 4 6 5 5 4 

Luck      

Wounds  1 1 1 1 2 

Action Points (AP) 6 10 8 8 6 

Abilities Frenzy Radiation   Armor 5 

 

Characteristics Radscorpion Super Mutant Yao Guai Death Claw 

Strength 5 5 6 7 

Perception  3   

Endurance 6 5 7 7 

Charisma     

Intelligence     

Agility 4 3 6 7 

Luck     

Wounds  2 2 3 3 

Action Points (AP) 6 8 8 10 

Abilities Poison, Armor 6   Armor 5 Armor 6 

 

Abilities: 
 
Frenzy  Roll a D12 whenever this creature is hit. On a 3 or lower, the creature frenzies. It will 

get a +2 penalty to Strength, get +2 AP whenever it activates and will always attack 
the nearest model. A model will keep frenzying until the end of the game or until it is 
killed. 

 
Radiation See chapter 12 for more information on Radiation. 
 
Armor X A creature with this special ability is well armoured. Whenever it suffers damage, roll a 

D12. If the score is equal to or higher than the Armour value, no damage was inflicted 
by the attack. 

 
Poison  See chapter 12 for more information on Poison. 
 

7.4 Special Encounters 
There are three different special encounters: the Slaves with explosive collars, the dead scavenger 
and the abandoned Enclave outpost. These work as follows: 
 
1. Slaves with exploding collars: D3 slaves appear at 8” from the nominated model. Place one slave 

at 8” from the nominated model and the other two slaves within 3” of that slave, but not within 8”of 
the nominated model. The slaves have the stats of a Green, but with 6AP. They can only spend 
AP to move. The slaves will always run towards the nearest model on the table. They are 
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desperate to have their collars removed. A character in base contact with a slave can try to 
remove them by making an Intelligence check with a -3 modifier to Intelligence for 4AP. If 
successful, the collar is removed safely. The slave is so thankful, he will join the group for free! 
Remove the model from the table and add a new Green to the group for free after the game. 
Characters can shoot the slaves. A killed slave will not explode. 
At the start of each player’s turn, roll a D12. On a roll of 11-12 the slave will explode with the same 
effect as a frag grenade. Remove the slave from play after working out the effect. 

 
2. Dead Scavenger: Scavengers roam the wastelands in search of interesting trinkets and useful 

stuff to sell. Creatures love them as a meal and many die during their searches. A character can 
search a dead scavenger’s possessions by spending a whole activation in base contact. The 
character rolls a D12 and adds their Luck. Reference the total on the following table to see what 
the character has found: 

 

D12 + Luck Result 

0-7 10 Caps profit 

8-9 Knife 

10-11 D3 frag grenades 

12-15 Submachine Gun 

16-18 Laser Pistol 

19+ Chinese Assault Rifle 

 
The scavenger’s corpse can be examined twice during a game. If the scavenger hasn’t been 
examined during the game, the winning player can search it once after the game. 

 
3. Abandoned Enclave Outpost: The Enclave has many small temporary outposts in the wastelands. 

These structures are transported by Vertibirds and can be deployed within minutes. Most of the 
times an officer oversees the outpost while he is guarded by Enclave soldiers in Power Armor. 
Sometimes scientists are present to do fieldwork in the wasteland. Finding an abandoned outpost 
is considered a rarity. They often still contain ammunition, weapons or technology. Most of the 
times the Enclave forces were overwhelmed by things like Deathclaws or Albino Radscorpions.   
Place a round template with a 5“ diameter on the table where the outpost is located, or a suitable 
piece of scenery if you have it. Characters can search the outpost when on the template or 
scenery by spending an entire activation. The character rolls a D12 and adds their Luck. 
Reference the total on the following table to see what the character has found: 

 

D12 + Luck Result 

0-7 10 Caps profit 

8-9 Knife 

10-11 D3 Plasma grenades 

12-15 Power Fist 

16-18 Plasma Pistol 

19+ Plasma Rifle 

  
The Enclave outpost can be searched twice during a game. If the outpost hasn’t been searched during 
the game, the winning player can search it once after the game. 
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8. Terrain 
Instead of playing on an empty, flat field the game becomes much more interesting if players use 
terrain pieces to break up the open space. Not only does this limit the line of sight, it also gives cover 
and hinders movement. Unless stated in the scenario, at the start of a game (before deployment) 
players should agree which terrain piece counts as which type of terrain and when necessary which 
type of cover. Unless otherwise noted terrain cannot be destroyed. 
There are several types of terrain: 
 
Open All terrain that doesn’t fall in another category counts as open terrain. Open terrain 

does not hinder movement or line of sight in any way. 
 
Difficult Difficult terrain (such as rough ground) is more difficult to traverse and generally slows 

characters down. Characters moving through difficult terrain pay double the amount of 
action points per inch moved.  

 Water also counts as difficult terrain. There are two types of water terrain: shallow 
water and deep water. Shallow water is up to waist-height and counts as difficult 
terrain. Characters moving through deep water must swim. A character without the 
aquatic ability must make an Endurance check if it ends its activation in deep water. If 
the check is failed the character will suffer one wound.  

 Characters in shallow water count as being in light cover. Characters in deep water 
count as being in heavy cover. 
Small pieces of terrain like fences, wooden crates, barrels or hedges count as 
obstacles. Characters can see over obstacles if they are less than 1” high. Obstacles 
count as difficult terrain when moved over (therefore characters moving over 
obstacles pay double the amount of action points per inch moved, with a minimum of 
1”).  

  
Obstructions Houses, large boulders, huge statues are all examples of obstructions. Characters 

may not move through obstructions in any way and must move around them or 
attempt to climb over them if possible. 

 
Impassable Some terrain pieces are impassable to characters. Acid pools and deep chasms are 

examples of impassable terrain. Characters may not voluntarily move into impassable 
terrain unless a skill allows for it. A character which ends up in impassable terrain is 
permanently killed. 

 
Radioactive Some terrain pieces can be declared radioactive. Players can place a radiation marker 

on the template, so all players can clearly see which zones are radioactive. Whenever 
a character moves within 3” of a radioactive terrain piece, he gains one radiation. A 
character gains one radiation at the end of each turn it’s within 3” of the terrain piece. 
Mark the radiation on the character sheet. See chapter 6.4 on Radiation and its 
effects. 
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9. Campaigns 
Fallout Skirmish mainly revolves around campaigns. In a campaign each player controls a small group 
of survivors. During games the warriors will face off against competing groups. Fights can break out 
over all kinds of problems. The winner of these skirmishes wins the spoils and the loser will lick its 
wounds. The good part of campaigns is to see your group evolve. Some warriors will become better 
fighters, pick up new weapons and experience all kinds of memorable skirmishes. Of course others 
will fall and they will be mourned…or not. Your group will attract new followers, obtain new turf and 
maybe find some spiffy vault tech! It is all possible in a campaign. 

9.1 Building a group 
Before you can start a campaign, all players need to build a group of survivors. We have created 
several templates for different groups which act in the Capital Wasteland. You can find these profiles 
in chapter 11.  
All players start with a pool of 500 bottle caps and three randomly generated turfs from the table in the 
next chapter. You can spend as many bottle caps as you like on your warriors and equipment. You 
can keep all leftover caps as you can spend them later on after games. Note that when buying 
grenades, one purchase gives a character enough grenades to use them as often as they need during 
all games. Characters don’t need to buy them again after a game. 
The turfs are locations in your territory which your group can exploit for caps. These are your main 
source of income.  
Once you have bought all group members and their turf, we recommend writing them down. You can 
download roster sheets from the website. These 2-page rosters allow you to keep track of all warriors 
and their progress. They are an essential tool during and in between games.  

9.1.1 Turf 

A group comes with three turfs where they can collect their money. This can be by rent, by extortion or 
even by thievery, depending on the group’s moral ethics. Roll three times on the following table to 
determine which turfs the group obtains. If a group ever obtains a new turf, roll on the following table to 
see what turf the group gets. Roll 2D12 and consult the following table. Groups can have multiples of 
the same turf. 
 

2D12 Turf 

2-3 Scrapyard – You control an acre of rubble and broken ground. It doesn’t yield a lot, but it 
can be harvested for a few caps. It’s bad work, but it helps feed the mouths. A Scrapyard 
can be scavenged for 10 caps 

4-5 Moonshine Caravan – You have a regular trader in town who travels around and sells all 
kinds of self-distilled alcohol. He can stay in your community for a small fee and you can 
get booze at a premium! You can collect the rent between games for 15 caps and have a 
great time with free booze!  

6-7 Free Trader – Even after a nuclear war annoying salesmen have survived and they still try 
to sell crap to you. He stays in your community and you can charge him rent. You can 
collect the rent for 10 caps between games and you can buy . 

8-9 Bar – Having a bar is good for morale and it generates income. One of your group 
members can work the bar after a game. This will yield you 1D3 x 10 caps. 

10-11 Casino – Even after a global nuclear war, people want to gamble. You are lucky to have a 
casino in your turf which attracts lots of wastelanders. One of your group members can 
collect the fees after a game. This will yield you 1D3+1 x 8 caps. 

12-13 Hotel – Nobody wants to sleep in the wasteland unless there is no other option. Therefore 
hotels are popular places for travelers. Your territory has a hotel and a group member can 
collect the income after a game. This will yield you 1D3+2 X 8 caps. 

14-15 Marketplace – The free market survived the war and now thrives like never before. As 
people became more creative and started inventing new gadgets and tools, they needed 
all kinds of household items. The traders jumped in and trading started blooming again. A 
marketplace gives the group the advantage that the leader gets a +2 Charisma modifier 
when trading with a fixed merchant. In addition, a group member can collect fees. This will 
yield 1D6+3 X 8 caps. 

16 Super-Duper mart – The super-duper mart is a goldmine for food items. The mart is huge 
and crammed with all kinds of food. Somehow most of it survived the nuclear attacks and 
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is still edible. Although the mart doesn’t yield any caps, it will always provide half of your 
group with food.  

17 Cave Fungus Mine – Mushrooms are a favorite treat in the wastes. They make good food 
and are cheap to grow. A group member can collect the fungus after a game. These will 
yield the group 2D6 food.  

18 Power Station – Electricity is valuable in the wastelands. It provides the dangerous 
landscape with light and also makes your territory cozier. Fortunately a community doesn’t 
need a lot of electricity, so you can easily sell lots of it to neighboring communities. A 
group member can collect the fees after a game. This yields 3D3 x 8 caps.  

19 Tinkerer – Some mechanics are very apt at creating new gadgets and weaponry. They 
don’t always sell very well though. Most tinkerers aren’t very rich and can have problems 
paying the rent. Whenever you send a group member to collect the rent you can choose to 
get paid 1D6+2 x 8 caps or to receive an invention. Roll 1D12 for the invention. On a roll 
of 4-12 the invention is nothing more than a useless gadget that looks nice next to your 
bed. On a roll of 1-3 the invention actually is a created weapon! You can add one Pistol or 
Small Gun of your choice from the group’s fixed weapon list to the group’s possessions for 
free! 

20 Gunsmith – This trader loves his guns more than his wife! He knows everything about 
guns, sells them, cleans them and buys them. He doesn’t yield a lot of rent, but having a 
gun-nut around is useful in the wasteland. A group member can collect the rent for 1D6+2 
x 8 caps. Instead of collecting the rent, the group member can also buy a single weapon 
from the group’s fixed weapon list for half price (except Big Guns). 

21 Doctor – Having a doctor around is very handy when the bullets start flying. Not only can 
you charge him for good money, he can also patch your guys up after a fight. A group 
member can collect the rent for 2D3 x 5 caps. In addition, you can reroll one serious injury 
a group member sustained during a game. This can be rerolled only once. The second 
injury stands. 

22 Fashion Store – Yes, even after nukes have blasted the earth, women still want to shop 
and wear new clothes. The good thing is it yields a good profit! A group member can 
collect the fee, which yields 2D6+2 x 5 caps. If you rolled a double (i.e. two 4’s) you 
received a lucky baseball cap for free! This will give the wearer a +1 Luck while wearing 
the cap. The baseball cap is worth 30 caps. 

23 Dairy Farm – You have a small field with some Brahmin. These creatures provide you with 
some (radioactive) milk and fresh meat. This is good for morale and provides the group 
with food. A group member can grill the meat for 2D6 food. In addition, the milk can be 
sold for 1D6 x 5 caps. 

24 Nuka Cola Plant – In the wasteland this is the real jackpot. The Nuka Cola Plant can be 
searched after each game by a group member. This will yield you one Nuka Cola 
Quantum. These can be sold for 2D6 x 8 caps or you can add one Nuka Grenade to your 
group’s possessions if the group has the Nuka Grenade schematic. 

9.1.2 Starting Experience 

Most characters start with experience (XP) when created. Characters start with the following 
experience: 
 
Greens: 0XP 
Experienced: 25XP 
Veterans: 50XP 
 
Characters gain more experience by participating in games, killing enemies, or ensuring certain goals. 
This is covered in chapter 10.2 

9.1.3 Calculating the Group Rating 

Once you have created a group with weapon’s turf and experience, it is time to calculate the total 
rating of your group. This is used to compare competing groups during games. Group rating is 
calculated by adding the following things together: 
 

1. Total group cost (including all equipment) 
2. Total group experience 
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3. The number of turfs x 50 
 
Example: John’s group consists of 4 Greens, 3 Experienced characters and 2 Veterans. Their total 
cost, including their weapons, is 490 caps. The total starting experience of the group is 175 (2 
veterans and 3 experienced characters). The group starts with three turfs. The total rating is 490 +175 
+ 150 = 815. 
 

9.1.4 Determining the leader 

After creating a group of characters you must determine who will be the group leader. This charismatic 
leader keeps the group together and will lead the community to victory (or their death). The character 
with the highest Charisma will be the group’s leader. In case of multiple characters with the same 
Charisma, randomly determine who will be the leader. 
All leaders get the ‘Leader’ perk. The only way to obtain this perk is to become the leader. Should a 
leader die, a new leader must be appointed. It must be the character with the highest Charisma. In 
case of multiple characters with the same Charisma, randomly determine the new leader. 
All references in the rules to the ‘leader’ are to a group’s current leader character. 
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10. Post-Game Phase 
Once both players have finished playing their game of Fallout Skirmish, they can check which injuries 
their survivors have taken, if they gained enough experience to reach a new level and if the group has 
the caps to get new recruits or new shiny equipment.  
 
The order of the different phases are as follows: 
 

1) Determine injuries     (chapter 10.1) 
2) Determine new experience    (chapter 10.2) 
3) Scavenge for caps, visit turfs and feed the group  (chapter 10.3) 
4) Recruit new group members    (chapter 10.4) 
5) Bartering       (chapter 10.5) 
6) Hire Hired Guns      (chapter 10.6) 
7) Determine the group’s final rating    (chapter 9.1.3) 

 
Once all players have worked through all six phases, the players are ready to play another campaign 
round. Once the games have been played, work through the six rounds and go on to the next 
campaign round. 

10.1 Injuries 
During encounters your survivors can get injured during gunfights or vicious melee attacks. Whenever 
a character is reduced to zero wounds during a game, you must check whether it receives an injury, 
walks away without a scratch or if it is killed. Roll 2D12 for each character that was reduced to zero 
wounds immediately after it lost its last wound and consult the following table. No matter the result, the 
model is removed from the playing field and it cannot participate in the game again.  
 

2D12 Injury Table - Result 

2-4 Dead – The character was actually killed. Its profile must be deleted from the roster 
and all of its equipment is permanently lost. 

5-6 Crippled Leg – The character must spend double AP for each inch moved. In 
addition, the character cannot run with crippled legs. A character with two crippled 
legs can  

7-8 Crippled Arm – The character can only use pistols, revolvers and single-handed 
melee weapons during a game. A character with two crippled arms cannot use a 
weapon anymore. 

9-10 Eye Wound – The character is hit in the eye! It suffers -2 to Perception. If a character 
suffers a second eye wound, it is blind. It cannot participate in games anymore. 
Groups are allowed to kill blind characters or send them into the wasteland. They can 
keep any equipment. Raiders and Super Mutants can eat their blind group members 
(see their special rules). 

11-12 Scarred – The character suffers -1 Charisma.  

13-14 Crippled head – The character suffers -1 Intelligence. 

15-16 Crippled arms – The character suffers -1 Strength. 

17-18 Crippled body– The character suffers -1 Endurance. 

19-20 Crippled legs – The character suffers -1 Agility.  

21-24 Full Recovery – The character recovers fully from the game without suffering any 
permanent injuries.  

10.2 Experience 
Your characters gain experience by fighting opponents, finding new loot and basically by surviving in 
the wasteland. Once a character has gained enough experience, it will advance in skill. Characters 
gain experience (XP) from the following sources: 
 
-Wounding an opponent or creature: +1 XP 
-Killing an opponent or creature: +1 XP 
-Surviving a game:   +1 XP 
-Successfully hacking a computer: +1 XP 
-Successfully picking a lock:  +1 XP 
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-Being the leader of the winning group: +1XP 
 
A character that kills an opponent in a game effectively gains you +2XP: +1XP for wounding the 
character and +1XP for killing it.  
Some scenarios allow characters to gain experience from other sources. See the scenarios for more 
information. All experience is gained after the game. 
 
Reference the following table after a character has gained experience, to check whether it gained a 
level. The table also shows the starting experience for all types of characters. Greens start at 0 XP, 
Experienced characters at 21 XP and Veterans at 50 XP. A character that gains more than 100XP 
cannot increase in level anymore.  

 

Level XP Rank 

1 3 Green 

2 6 

3 9 

4 12 

5 15 

6 18 

7 21 Experienced 

8 24 

9 27 

10 30 

11 35 

12 40 

13 45 

14 50 Veteran 

15 55 

16 60 

17 70 

18 80 

19 90 

20 100+ Ultimate 
Survivor 

 
 
Whenever a character reaches a new level, it will gain one advancement. Roll with 2D12 on the 
advancement table below to see how the character advances. 
 

2D12 Advancement Table - Result 

2-3 Choose any Perk of your choice, even if your statistics don’t allow for it. 

4-5 +1 Intelligence 

6-7 +1 Endurance 

8-9 Choose a perk 

10-11 +1 Charisma 

12 +1 Agility 

13 +1 Perception 

14 +1 Strength 

15-16 +1 Wound. 

17-18 Choose a perk. 

19-20 +1 Action Point 

21-22 +1 Luck 

23-24 Choose any Perk of your choice, even if your statistics don’t allow for it. 

 
All advancements are permanent and modify the character’s profile. A character’s characteristics 
cannot modify beyond the following profile: 
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Characteristics Maximum Profile 

  

Strength 10 

Perception 10 

Endurance 10 

Charisma 10 

Intelligence 10 

Agility 10 

Luck 10 

Wounds  3 

Action Points (AP) 10 

 
There is no limit to the amount of perks a character can have.  
If a character gains an advance that would modify a characteristic in a lower value than mentioned 
above, reroll the result on the advancement table. 
 
Example: Switch, an experienced Mercenary had 14XP before a game. During the game, he wounded 
three enemy models, killing one of them. He gains 1XP for each wound, 1XP for the kill and 1XP for 
surviving the game for a whopping total of 5XP. He went from 14XP to 19XP and raised two levels. 
The player rolls twice on the advancement table and gets a 7 and a 12. Both his Endurance and his 
Agility are increased by 1 point. Yes, Switch is becoming one mean mutha! 

10.3 Perks 
 
Perks are special abilities that enhance a character’s performance. All characters start without perks, 
but can gain them by experience. Whenever a character gains a perk, they can choose one from the 
list below. All perks can be chosen once per character. 
Some perks have a S.P.E.C.I.A.L. with a value after their name. Such perks can only be chosen if the 
character has the relevant attribute with a maximum value as noted. For example, a character can 
only pick Adamantium Skeleton if its Endurance is 5 or higher. If the character has an Endurance of 4, 
it cannot pick that perk. 
 
If a character’s S.P.E.C.I.A.L. is raised as a result of an injury, it may lose the advantages of one or 
more perks. As long as the attribute is too high, the character cannot use any effects from a perk that 
requires a certain value. For example, a character with Adamantium Skeleton cannot use the perk if its 
Endurance is drops to 4 due to an injury. If the SPECIAL is increased later on and the character meets 
the requirements again for the perk, it can use the perk again as normal. 
 
Adamantium Skeleton (Endurance 5) 
Enemies cannot score critical hits against this character. 
 
Action Boy/Girl (Agility 6) 
Whenever a character with this perk wounds an enemy model with an attack, it regains 1AP which can 
be used right away. 
 
Better Criticals (Luck 5) 
A character’s chance to roll on the Critical Effect table (see chapter 5.4) is increased by +1 (i.e. they 
score natural criticals on a 1 or 2). 
 
Black Widow/Lady Killer (Charisma 6) 
This character inflicts an extra -1 Endurance modifier on attacks made on characters of the other sex.   
 
Bloody Mess (Luck 5) 
If this character takes the last wound off an enemy character, the enemy will go down in an explosion 
of gore and organs. Enemy characters within 6” of the downed character will suffer -2AP in their next 
activation. 
 
 
 



 29 

Cannibal 
A character with this perk can eat from a character that was taken to 0 wounds. The character can 
move to the model’s body and then use 4AP to use the Cannibal Perk. It will regain 1 wound.  
 
Computer Whiz (Intelligence 5) 
Whenever a character with this perk interacts with a computer, a robot or machine, he gains +2 
Intelligence. 
 
Demolition Expert 
A character with this perk can throw grenades up to 12” instead of 8”. 
 
Entomologist 
Giant ants and Radscorpions hit by this character must make Endurance checks with a +2 modifier 
 
Explorer 
A character with this perk can add or deduct up to one point on the Scavenging Table when 
scavenging for income (see chapter 10.4 for scavenging). 
. 
Gunslinger (Perception 5) 
A character with this perk can fire two pistols at the same time for +1AP (3AP for single shots, 4AP for 
a burst). Each pistol gains an extra +1 Perception during these attacks. 
 
Infiltrator (Agility 5) 
A character with this perk can reroll any Agility checks when picking locks. 
 
Leader (Restricted to a Group’s leader) 
The group’s leader always has this perk. The Leader gains a +1 modifier on the Barter table when 
buying new equipment.  
 
Little Leaguer (Strength 5) 
If a character with Little Leaguer hits an enemy character with a melee attack, the enemy character will 
have a cumulative -2AP in its next activation. 
 
Master Trader (Charisma 6) 
A character with this perk will have a -1 modifier on the Barter table when buying new equipment. 
 
Ninja (Agility 6) 
If a character with this perk hits an enemy character when sneaking he can roll on the critical effect 
table on a natural roll of 1-4. If the character made a melee attack, he also inflicts an extra -2 
Endurance on the attack. 
 
Puppies! (Luck 6) 
This character attracts dogs and they always tend to follow him. This character will always begin the 
game with a dog. The dog must end its activation within 6” of the character. The dog cannot gain 
experience in any way. 
 
Silent Running (Agility 5) 
This character can move normally when sneaking (1” moved per AP). 
 
Strong Back (Strength 5) 
A character with this perk has +2 Character Points which can be spent on equipment. 
 
Toughness (Endurance 5) 
Weapons can have a maximum of -1 Endurance against a character with this perk, even if attacks or 
effects inflict bigger penalties. Note this only counts for the Abilities notes for weapons, not for other 
sources of Endurance penalties. For example, the Ninja perk cannot be negated by this perk. 
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10.4 Scavenging & Income 

10.4.1 Scavenging 
Surviving the wasteland can be harsh and a group needs to scrape together enough caps, food and 
equipment to keep the members going. Any group members who have survived a game, can 
scavenge the wasteland for useful items and any food. Roll a D12 for each group member who will 
scavenge and consult the Scavenging Table to see what they find. 
 

D12 Scavenging Result 

1 Nothing. The character encounters a random encounter (see chapter 7). Randomly 
determine what the character encounters by flipping the top card of the random 
encounters. The model must face off against any creatures encountered. Place the model 
back on the table, in the middle of the playing field. The opposing player controls the 
creatures. If they manage to kill the creatures, they obtain 2D12 caps. If they are killed by 
the creatures, roll on the injury chart (chapter 10.1). If the model moves off the playing 
field, they have escaped the creatures. 
If they find the Slaves, Dead Scavenger or Abandoned Enclave Outpost, they can work 
out the results as normal. 

2-5 D6 Food. The food is radiated. Any character eating the food will suffer one Radiation. If 
the character was taking down to zero wounds during the game, it will find D3 Food. 

6-9 D6x5 Caps. If the character was taking down to zero wounds during the game, it will find 
D3x5 Caps. 

10-11 D6 Food. This clean, unradiated food. If the character was taking down to zero wounds 
during the game, it will find D3 Food. 

12 The character finds something special! Roll a D12 to see what the character finds: 
1-3: Jet 
4-6 Combat Shotgun 
7-9: Club 
10-12: 1 Pistol 
Add the found item to the group’s possessions. 

 
Any Caps, Food and equipment found will be stored in the group’s possessions. The food will not spoil 
and can be kept in stock for after future games. 

10.4.2 Visiting Turfs 

Instead of scavenging, a character can visit one of the group’s turfs. Each turf can be visited once after 
each game. See each turf entry to see how much caps the group member will collect and what special 
rules might apply.  
A character cannot both scavenge and visit a turf after a game. Characters may also stay home and 
not scavenge or visit a turf. 

10.4.3 Eating & Maintenance 
After all characters have either visited a turf or have scavenged, the group must feed their members 
and pay caps for munitions and maintenance. 
The group must spend one food and 5 Caps per group member in order to feed every member and 
maintain all equipment. Super Mutants must spend two food per Mutant to feed them. 
If the group doesn’t have enough food, they can buy extra food for 3 Caps per food. If the group does 
not have the Caps to feed all members and the player does not want to sell any equipment, any 
member who won’t be fed, will suffer a -1 Endurance for the next game. Mark the character sheet with 
this penalty. This penalty is cumulative, so a character that hasn’t been fed for two games will have -2 
Endurance in the next game. If a character isn’t fed for three consecutive games, it will die of 
starvation. Once a character gets fed again after a game, the negative effects wear off.  
A group can sell excess food at 3 Caps per food. 
 
If the group doesn’t have enough Caps, they can sell equipment or food to get enough Caps to 
maintain all equipment. If the group will not sell equipment and does not have enough Caps to pay for 
all members, any member who wasn’t maintained will have a cumulative -1 modifier on the natural 
dice roll when making attacks to see if the character rolls on the critical effect table. So a character 
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whose equipment wasn’t maintained for two consecutive games, will roll on the critical effect table on a 
dice roll of 10-12 when making attacks. Once a character’s equipment is maintained again after a 
game, the negative effects disappear. 
 

10.5 New Recruits 
Your group starts with a certain number of characters. Some will gain experience and become famous 
wasteland survivors. Others might perish in the deadly skirmishes with rivalling groups. Fortunately 
your group may attract new adventurers who want to join the group. These fresh recruits will make 
sure your group doesn’t become too small and fall prey to the enemy. 
 
To keep game balance (and to ensure a campaign which lasts longer than in most other games), 
models can be recruited as follows: 
 

1) Determine the number of players playing in the current campaign. 
2) Roll 1D12 for each player in the campaign. Each result will yield one new recruit which can 

be hire by the players. Consult the following chart: 
 

Die result New Recruit Profile 

1 Veteran 

2-4 Experienced 

5-12 Green 

 
3) Starting with the player with the lowest rating, each player may buy up to two new recruits 

if the player has sufficient funds. Each new recruit costs 40 caps, regardless of profile. 
4) Each new recruit has a Combat Knife and may be equipped with weapons from the 

group’s stash. 
Any new recruits which aren’t recruited by the players are lost when a new campaign 
round is played.  
NB! Vault Residents cannot gain Veteran characters. They can only pick Green or 
Experienced characters. 

 
As you can see, this system allows the player with the lowest rating to recruit characters with better 
profiles. It can even happen that all new characters are recruited before the player with the highest 
rating has had a chance to recruit them! This makes sure groups don’t outgrow each other too much.  

10.6 Bartering 
Once all food and maintenance has been taken care of, a player may decide to one of visit the various 
traders in the wasteland. A group’s leader may visit one trader and he may bring along one or more 
group members. The leader can only bring characters who haven’t visited turfs or scavenged.  
 

10.6.1 Fixed Merchants & Caravan Merchants 
If a player wants to visit a trader, decide whether the leader visits a Fixed Merchant or a Caravan 
Merchant. The difference between the two is that Fixed Merchants have permanent shops and can 
always be visited. Caravan Merchants roam the wasteland, going from town to town. The advantage is 
their stock is more varied and you can get more exotic items. The downside is the fact you may not 
find one as they’re all away in a different town. So you may be spending time without any results! 
 
A player who wants to visit a Fixed Merchant may do so. See the Fixed Merchant table in chapter 
10.5.3. If the player wants to visit a Caravan Merchant, decide which Caravan Merchant you want to 
visit. Each Caravan Merchant has its own specialisation and brings along its own stock. Some, like 
Lucky Harith, are very popular and may be hard to find. But if you do find him, you may be able to 
score some nice weaponry! To see if your player finds the Caravan Merchant, roll 1D12 and add the 
leader’s Luck value. If the total is equal or higher to the score listed below, the leader finds the 
Caravan Merchant and may trade with him. If the total result is lower than the listed score, the leader 
can’t find the Caravan Merchant. Note that the leader cannot visit another trader before the next game. 
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Crazy Wolfgang (Junk)   - 10 
Crow (Armor)    - 11 
Doc Hoff (Chems)   - 11 
Lucky Harith (Weapons & Ammo) - 12 
  

10.6.2 Bartering 
Once a leader has found its merchant, it is time to browse the wares and do some bartering. Each 
Trader has its own table with goods, as shown in chapter 10.5.3. Each item has the following columns: 
 
Name:  The item’s name. 
Rarity:  This shows you how rare an item is and how hard it is to find one. The higher the 

value, the rarer it is. This means it’s harder to get hold of and also more expensive to 
buy. Each number adds D12 caps to the base cost of the item.  

Caps: The base cost of the item. This isn’t the final value of the item as the bartering will 
determine how cheap or expensive it will be.  

Bartering Mod.: This modifier determines how much the final value of the item is adjusted by the 
bartering between the leader and the Merchant.  

 
Before you can start buying goods, the player needs to determine the price set by the trader. Each 
item has a ‘Rarity’. Roll a number of D12’s equal to the number stated next to the item and add the 
total to the cost. This is the base value set by the trader.  
Next, see how well the bartering between the leader and the merchant goes. Roll 1D6 and adds the 
leader’s Charisma. Next, roll 1D6 and add the merchant’s Charisma. You can find the merchant’s 
Charisma in chapter 10.6.3. Compare the leader’s final result with the merchant’s final result. If the 
leader has a higher result, he is a better trader and manages to get a lower price. If the leader has a 
lower result, he is out bartered by the merchant and pays a higher price for the goods. If both results 
are equal, then the leader and the merchant are each other’s equal. 
 
To see the effect of the bartering on the price, take the difference between the leader and the 
merchant. Multiply this number by the Bartering Modifier. The total is either added or deducted to the 
price. 
 
Example: A Talon Company leader barters with a Fixed Merchant for a Combat Shotgun. The Combat 
Shotgun has a value of 30 caps and a Rarity of 1. The player rolls a D12 and gets a 7. The base value 
at which the trader sells the Combat Shotgun is 37 caps. Then it’s time for some bartering! 
The leader rolls 1D6, gets a 4 and adds its Charisma of 5 for a total of 9. The merchant rolls 1D6, gets 
a 3 and adds its Charisma of 4 for a total of 7. The difference is 2, in favour of the leader. 
The leader wants to buy a Combat Shotgun. This weapon costs 37 caps and has a Bartering Mod of 2. 
To determine the final cost of the weapon, the player multiplies the difference (2) by the Bartering 
Modifier (2) for a price modifier of 4. This is deducted from the price for a final price of 33 caps for the 
Combat Shotgun. Our leader is such a smooth talker he manages to get some hard earned caps off 
the price! 
 
A leader can buy one item of his choice. For each group member that went along with the leader, the 
player can buy one additional item. If the leader bartered for items with the merchant and decides the 
final price is too high to consider, the bartering does not count as having bought an item. 
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10.6.3 Merchant Tables 

Fixed Merchant – Charisma 9 

Name Rarity Caps Bartering Mod. 
Brass Knuckles/Knife 0 10 1 

Tire Iron/Lead Pipe 0 10 1 

Baseball Bat / Sledgehammer / Nail Board 0 20 1 

10mm Pistol/Chinese Pistol 0 15 1 

10mm SMG 1 25 1 

Combat Shotgun 1 30 2 

Hunting Rifle 1 35 1 

Sawed-Off Shotgun 1 25 2 

Minigun 2 80 3 

Frag Grenade 1 20 1 

Leather Armor 0 20 1 

Stimpak 1 25 1 

Doctor’s Bag 1 35 2 

 

Crazy Wolfgang – Charisma 10 

Name Rarity Caps Bartering Mod. 
Rock-it Launcher requirements 1 20 1 

Nuka Grenade requirements 1 20 2 

Shishkebab requirements 1 20 2 

Dart Gun requirements 1 20 1 

Schematics – Dart Gun 2 30 2 

Schematics - Rock-it Launcher 2 30 2 

 

Crow – Charisma 8 

Name Rarity Caps Bartering Mod. 
Leather Armor 1 20 1 

Metal Armor 2 30 2 

Combat Armor 2 40 2 

Power Armor 3 50 3 

 

Doc Hoff – Charisma 7 

Name Rarity Caps Bartering Mod. 
Stimpak 1 25 1 

Doctor’s Bag 1 35 2 

Jet 0 10 1 

Buffout 1 15 1 

Mentats 1 15 2 

Med-X 1 20 1 

RadAway 2 25 2 

Psycho 1 15 1 

Schematics – Nuka Grenade 2 30 2 
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Lucky Harith – Charisma 8 

Name Rarity Caps Bartering Mod. 
Chinese Officer’s Sword 2 30 2 

Ripper 3 40 3 

Power Fist 3 50 3 

Assault Rifle/Chinese Assault Rifle 1 30 2 

Silenced 10mm Pistol 1 20 2 

Scoped .44 Magnum 2 30 2 

Sniper Rifle 2 50 3 

Infiltrator 2 35 3 

Laser Pistol 1 20 2 

Plasma Pistol 1 25 3 

Laser Rifle 2 40 2 

Plasma Rifle 2 50 3 

Missile Launcher 3 100 3 

Flamer 3 80 3 

Gatling Laser 3 120 4 

Plasma Grenade 1 30 1 

Pulse Grenade 1 15 1 

Schematic - shishkebab 2 30 3 

 
In addition to weapons, there are also other items in the possession of merchants. In chapter 12 you 
can find all the rules for weapons and miscellaneous items.  

10.6.3 Selling equipment 

Sometimes you need caps, but you don’t have any. Fortunately, merchants are more than willing to 
buy your equipment for a price. Hopefully for you they pay you well. A group can sell equipment 
whenever they are at a merchant. Selling equipment goes similar to buying.  
Sold items will have a base selling value of half the Caps of the item when sold. Both the selling 
character and the merchant roll 1D6 and add their Charisma to the roll. The one with the highest total 
result is the better trader and gets the advantage. If the character has a higher result, increase the 
value of the sold item by a number of caps equal to the difference in the totals. If the merchant has a 
higher result, decrease the value of the sold item by a number of caps equal to the difference in the 
totals. 

10.7 Building Custom Weapons 
In Fallout Skirmish there are four custom weapons: the Rock-it Launcher, the Nuka Grenade, the 
Shishkebab and the Dart Gun. These weapons all have their own special rules and custom gimmicks. 
These weapons are not for sale though and a group must build their own. 
First, the group must find and buy a schematic from a merchant. A group cannot build a custom 
weapon unless they have the right schematic.  
Next, they will need the parts to build the custom weapon. The merchants sell these parts as 
“requirements”. One set of “requirements” will give enough parts to build one custom weapon. 
Finally, a group will need to build a custom weapon. Nominate which group member will try to build it. 
Roll 1D12 for the character and compare the result with the following formula: 
 
1D12 ≤ (Intelligence + Luck) / 2 (rounding up) 
 
Example: Johnny Q tries to build a Dart Gun. He has an Intelligence value of 6 and a Luck value of 5. 
This means he will have to roll an 6 or less to build the custom weapon (6+5 = 11. Divide by 2 = 5.5. 
Round up to 6).  
 
If the check is failed by one or two points, the build hasn’t succeeded but the parts aren’t wasted. The 
group can try to build the custom weapon after the next game. If the check is failed by more than three 
points, the spare parts are destroyed and no weapon is built.  
When making Nuka Grenades, only a single Nuka Grenade is made with the requirements. 
A character who successfully builds a custom weapon earns 1XP. 
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10.8 Visiting a Doc 
After a game, group members can visit a local doc who can heal injuries, get rid of Radiation or get rid 
of a drug addiction. Up to one group member can visit the doc. The group member can choose one of 
the following treatments and must pay the corresponding caps to do so.  
 

Visiting the Doc 

Treatment Caps Effect 
Heal Injury 75 The character can remove one injury of the player’s choice. The character 

loses the injury and all effects related to it. 

Remove an addiction 50 The character loses all drug addictions it has.  

Remove Radiation 50 The character loses all Radiation it has. Reset its Radiation track to zero 
Radiation. 

 
Characters who visit a Doc cannot scavenge, build custom weapons or visit a merchant. 
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11. Force Lists 
Before you and your friends can start playing Fallout, you need to pick a force and create a group of 
members. There are different choices. Each force has its own special look and feel and there will be 
big differences in playing style.  
First, pick the force you like playing the most. Make sure to check out all special rules related to the 
force. Most forces have certain requirements in order to play them. Other offer more liberties, but have 
other limitations (usually in their equipment).  
Second, once you have the force you want to play, build a group and equip them. Remember you 
have only 500 caps to spend on your starting group, so spend them wisely! 
Finally, give each group member a name and you’re done! 

11.1 Raiders 
The wasteland’s littered with dozens of Raider camps. These camps house wild barbaric people who 
do little more than pillage, raid, rape and enjoy their lives in the most atrocious ways. They usually 
attract lots of newcomers who like the idea of a lawless life where they can do as they please. They 
soon find out the life as a Raider is very harsh. There is little food to spare, your companions are 
psychopaths and you don’t have the best weaponry. Fighting can be hard if you’re engaging the 
enemy with a police baton if he’s wielding a Chinese Assault Rifle. 
Then again, it’s a great living for egotistical people who hate the law and want to do as they please. 

11.1.1 Model Profiles and Allowance 

Characteristics Green Experienced Veteran 

Strength 4 5 6 

Perception 4 5 6 

Endurance 4 5 6 

Charisma 4 5 6 

Intelligence 4 5 6 

Agility 4 5 6 

Luck 4 5 6 

Wounds  1 2 3 

Action Points (AP) 8 8 9 

Caps 10 25 50 

 
Although there are three different profiles, you cannot take as much as you’d like of each. A starting 
Raider group is limited to a maximum number of characters as follows: 
 
Greens: 6 maximum 
Experienced: 4 maximum 
Veteran: 3 maximum 
 
You can make a mix of the different characters, as long as you don’t take too many. 
You must pick at least one Veteran to be the group’s leader 
In addition the Raiders can have a maximum of 15 characters in their group at any time. They cannot 
have more characters at any one time. 

11.1.2 Special Rules 
The Raiders have the following special rules which are only used for them: 
 
Cannibals: Sometimes it’s impossible to find enough food to feed the whole group. In such cases 

Raiders often fall back on cannibalism. After all, humans taste like chicken, right…? If a 
player wants to throw a member into the cooking pot, follow the next procedure: 

 
1) Determine the Raider with the lowest rating (base cost + experience) 
2) Next up, the leader of the group must fight close combat with the Raider. After all, 

the victim doesn’t want to be eaten! None count as charging. Determine randomly 
who starts the fighting. Both models can spend AP as normal. The opposing 
player plays the victim Raider in the fight and the group’s player uses the leader. If 
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the leader successfully beats the victim, he gains XP as normal and then the killed 
Raider can be eaten.  
If the leader was beaten, then the character must make a roll on the injury table as 
normal (see chapter 10.1). The victim will escape the group of Raiders, never to 
be seen again! Remove the chosen character from the roster. The group may 
keep the character’s weapons as these were taken from him before the fight.  
In the rare case two characters share the lowest rating, these two must determine 
who will survive and who will be eaten. Both characters must fight each other. The 
Raider who survives gains XP (and esteem in the group!). The killed Raider is 
eaten.  
Eaten character’s weapons and equipment is kept in the group’s stash and can be 
used by other models. 

3) A killed character provides enough food for five Raiders in the group. 
4) Raiders can eat only one group member after each game. 

 
Maintenance: Raiders aren’t known for their spiffy weapons and shiny armor. Although they do use 
ranged weapons, they don’t care for them a lot. This sometimes leads to jammed and broken 
weapons. These first have to be taken care of before they can be used again. 
Every Raider who wants to take a ranged weapon to a game, must roll 1D12 for each ranged weapon. 
On a roll of ‘12’, the weapon has jammed and cannot be used during the game. The weapon functions 
again in the next game (unless the player rolls a 12 again…).  

11.1.3 Weapon List 
A starting group of Raiders can buy weapons from the following list. Although they can use other 
weapons, they first have to localize it through merchants. Raiders can always buy weapons from the 
following list for the given price.  
 

Raiders Weapon List 

Name  Caps 
Brass Knuckles/Knife 10 
Tire Iron/Lead Pipe 10 
Baseball Bat/Sledgehammer/Nail Board 20 
10mm Pistol/Chinese Pistol 15 
10mm SMG 25 
Combat Shotgun 30 
Hunting Rifle 35 
Sawed-Off Shotgun 25 
Missile Launcher 100 
Flamer 80 
Frag Grenades 20 

 
Raiders can have up to one Big Gun for each full complement of 5 characters in the group. 

11.2 Brotherhood of Steel 
The Brotherhood of Steel’s history goes back to 2076. Captain Roger Maxson of the US Army and his 
men survived the nuclear war in the Mariposa Military Base. During the years after the War, the 
soldiers relocated to the Lost Hills bunker. This location became the new headquarters and the 
organisation was renamed into the Brotherhood of Steel. The Brotherhood slowly changed from a 
military organisation into a techno-religious organization. It’s fixed on finding, claiming and preserving 
technological equipment. Its goal is to protect the organization and the found technology in the future.  
During the years after the War, the Brotherhood slowly expanded its bases into other areas of northern 
America. The Brotherhood is very paranoid and xenophobic to other groups and don’t welcome others 
easily. They usually have excellent weaponry, armed with laser technology and armoured with power 
armour for maximum protection.  
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11.2.1 Model Profiles and Allowance 

Characteristics Initiates Knight Paladin 

Strength 4 5 6 

Perception 4 5 6 

Endurance 4 5 6 

Charisma 4 5 6 

Intelligence 4 5 6 

Agility 4 5 6 

Luck 4 5 6 

Wounds  1 2 3 

Action Points (AP) 8 8 9 

Caps 10 25 50 

 
Although there are three different profiles, you cannot take as much as you’d like of each. A starting 
Brotherhood group is limited to a maximum number of characters as follows: 
 
Apprentices: 6 maximum 
Knights: 4 maximum 
Paladins: 3 maximum 
 
You can make a mix of the different characters, as long as you don’t take too many. 
You must pick at least one Paladin to be the group’s leader 
In addition the Brotherhoods can have a maximum of 10 characters in their group at any time. They 
cannot have more characters at any one time. 

11.2.2 Special Rules 

The Brotherhood of Steel have the following special rules which are only used for them: 
 

Techno-zealots: The Brotherhood of Steel is fixed on obtaining and securing high-tech 
weaponry. Brotherhood of Steel groups must always try to secure take plasma 
and laser weaponry during games. If these are present, they may never 
abandon their mission and give up.  
Any character who has obtained laser or plasma weapons during a game and 
still has it in its possession when the game ends will gain +1XP after the 
game. A model that carries laser or plasma weapons who is taken out of the 
game does not count qualify for this bonus. 
For every laser or plasma weapon the group did not obtain (either because 
the enemies found it or it’s still on the battlefield after the game), the leader 
loses 1XP. Note that laser and plasma weapons which are on the table when 
the game end do not count as obtained, even if the player has won the game.  
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11.2.3 Weapon & Armor List 

A starting group of Brotherhood of Steel can buy weapons from the following list. Although they can 
use other weapons, they first have to localize it through merchants. The Brotherhood of Steel can 
always buy weapons from the following list for the given price.  
 

Brotherhood of Steel Weapon List 

Name  Caps 
Ripper 40 
Power Fist 50 
10mm SMG 25 
Assault Rifle/Chinese Assault Rifle 30 
Laser Pistol 20 
Laser Rifle 40 
Minigun 80 
Missile Launcher 100 
Gatling Laser 120 
Pulse Grenade 15 

 
The Brotherhood of Steel can have up to one Big Gun for each full complement of 3 characters in the 
group. Only Knights and Paladins can be equipped with Big Guns. 
 
In addition to weapons, the Brotherhood of Steel has access to high quality armor. The Brotherhood of 
Steel can always buy armor from the following list for the given price. 
 

Brotherhood of Steel Armor Armor Caps 

Recon Armor 3 20 

Power Armor 7 50 

 
Initiates may be given Recon Armor. Knights and Paladins must be given Power Armor. If a Knight or 
Paladin does not have Power Armor, the character cannot be used in games as they will stay home. 
They cannot be used during games as long as they’re not wearing Power Armor. 

11.3 Enclave 
The Enclave was formed from the former US government. Government officials, military officers and 
corporate executives banded together to preserve their power and to create a new government. It’s 
focused on humans only and treats all other races as unworthy filth.  
The military and scientific divisions of the Enclave flourished and made great leaps. Its military force 
consists of veteran soldiers in advanced power armour, armed with plasma weapons. This makes the 
Enclave the most advanced force to roam the Wastelands. Unfortunately for them, about everybody 
hates their guts and of course, the technology comes at a price. 
The Enclave’s goal is to form a strong and united government in northern America. In addition, they 
want to eradicate every trace of mutants in the world. Only pure humans deserve to live, according to 
them. With their Vertibirds they have managed to expand their territories across the continent and 
small groups try to carve out a new dominating power. 
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11.3.1 Model Profiles and Allowance 

Characteristics Trooper Hellfire 
Trooper 

Officer 

Strength 4 5 6 

Perception 4 5 6 

Endurance 4 5 6 

Charisma 4 5 6 

Intelligence 4 5 6 

Agility 4 5 6 

Luck 4 5 6 

Wounds  1 2 3 

Action Points (AP) 8 8 9 

Caps 10 25 50 

 
Although there are three different profiles, you cannot take as much as you’d like of each. A starting 
Enclave group is limited to a maximum number of characters as follows: 
 
Trooper:  5 maximum 
Hellfire Trooper: 4 maximum 
Security Officer: 2 maximum 
 
You can make a mix of the different characters, as long as you don’t take too many. 
You must pick at least one Officer to be the group’s leader 
In addition the Enclave can have a maximum of 10 characters in their group at any time. They cannot 
have more characters at any one time. 

11.3.2 Special Rules 
The Enclave have the following special rules which are only used for them: 
 
Xenophobic The Enclave believe only a pure human race should be allowed to survive in the 

wasteland. Allowing mutated species to survive endangers the human species and 
reduces precious food and water in this God-forsaken world.  
As a result, a player who controls an Enclave group cannot voluntarily give up during a 
game if any mutated species are present. The group must continue to fight until they 
are either all taken out or the player wins the game. 
Any Enclave characters attacking a mutant will have a +1 modifier to the dice rolls as 
the attack is unfocused due to the unbridled hate. On the other hand, if the attack hits, 
the attack inflicts an extra -1 Endurance on the target. 
Any Enclave soldier who takes out a mutated character or creature gains +1XP after 
the game if they survive. The Enclave leader will lose 1XP for each mutated character 
or creature still on the table at the end of a game.  

11.3.3 Weapon & Armor List 
A starting group of the Enclave can buy weapons from the following list. Although they can use other 
weapons, they first have to localize it through merchants. The Enclave can always buy weapons from 
the following list for the given price.  
 

Enclave Weapon List 

Name  Caps 
Ripper 40 
Plasma Pistol 25 
Plasma Rifle 50 
Minigun 80 
Missile Launcher 100 
Heavy Incinerator 100 
Plasma Grenade 25 
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The Enclave can have up to one Big Gun for each full complement of 4 characters in the group. Only 
Troopers and Hellfire Troopers can be equipped with Big Guns. 
 
In addition to weapons, the Enclave has access to high quality armor. The Enclave can always buy 
armor from the following list for the given price. 
 

Enclave Armor Armor Caps 

Trench coats (Leather Armor) 3 20 

Power Armor 7 50 

 
Officers may be given Trench coats. Troopers and Hellfire Troopers must be given Power Armor. If a 
Trooper or Hellfire Trooper does not have Power Armor, the character cannot be used in games as 
they will stay home. They cannot be used during games as long as they’re not wearing Power Armor. 

11.4 Talon Company 
Not all people fight for political or ideological reasons…some just fight for money. The Talon 
Company, a group of mercenaries is an example of such a group. They are based near Washington 
and have a large, well defended camp. The Talon Company work for everybody who can spare the 
caps to hire them. They take on any jobs, going from simple assassination, to recon, ambushes or 
even guarding duties. 
The Talon Company only hires the most vicious warriors from the wasteland. New recruits are 
screened for their tolerance to violence and having a neutral opinion towards politics, groups or 
violence. Any recruits not deemed worthy are executed on the spot. Serving in the Talon Company is 
hard, but any member can expect to earn a good wage, have a well defended home and access to 
well-maintained weaponry. 

11.4.1 Model Profiles and Allowance 

Characteristics Merc Veteran 
Merc 

Commander 

Strength 4 5 6 

Perception 4 5 6 

Endurance 4 5 6 

Charisma 4 5 6 

Intelligence 4 5 6 

Agility 4 5 6 

Luck 4 5 6 

Wounds  1 2 3 

Action Points (AP) 8 8 9 

Caps 10 25 50 

 
Although there are three different profiles, you cannot take as much as you’d like of each. A starting 
Talon Company group is limited to a maximum number of characters as follows: 
 
Merc:  6 maximum 
Veteran Merc: 5 maximum 
Commander: 3 maximum 
 
You can make a mix of the different characters, as long as you don’t take too many. 
You must pick at least one Commander to be the group’s leader 
In addition the Talon Company can have a maximum of 12 characters in their group at any time. They 
cannot have more characters at any one time. 

11.4.2 Special Rules 

11.4.3 Weapon List 

A starting group of Talon Company can buy weapons from the following list. Although they can use 
other weapons, they first have to localize it through merchants. The Talon Company can always buy 
weapons from the following list for the given price.  
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Talon Company Weapon List 

Name  Caps 
Brass Knuckles/Knife 10 
Tire Iron/Lead Pipe 10 
10mm Pistol/Chinese Pistol 15 
10mm SMG 25 
Combat Shotgun 30 
Assault Rifle/Chinese Assault Rifle 30 
Sniper Rifle 50 
Laser Rifle 40 
Minigun 80 
Missile Launcher 100 
Pulse Grenade 15 

 
The Talon Company can have up to one Big Gun for each full complement of 4 characters in the 
group. Only Mercs can be equipped with heavy weapons. 
 
In addition to weapons, the Talon Company regulations demand their Mercs to buy a vests of combat 
armor. The Talon Company can always buy armor from the following list for the given price. 
 

Talon Company Armor Armor Caps 

Combat Armor 5 30 

Metal Armor 6 40 

 
All Mercs and Veteran Mercs must be given Combat Armor. If a Merc or Veteran Merc does not have 
Combat Armor, the character cannot be used in games as they will stay home. They cannot be used 
during games as long as they’re not wearing Combat Armor. 
Commanders may take either Combat Armor or Metal Armor, but must buy one piece of armor. 
 

11.5 Super Mutants 
The Super Mutants were created in the Evolutionary Experimentation Program back in the year 2078. 
The experiment failed and the test subjects changed into large humanoid brutes. The Mutants were 
too strong to be stopped and escaped the vault. Their physical build suited the harsh wasteland well 
and they easily survived the radiated lands. In fact, they flourished and their numbers greatly 
increased during the years after their escape. They lack intelligence and cunning, but make up for it 
with their increased strength and endurance. Super Mutants are hard to stop in close combat, but 
don’t excel at range. 
Super Mutants tend to band together into groups of Super Mutants. They are led by a Master, who 
leads them into glorious battles. They usually fight for new shiny equipment, more interesting 
territories or simply for food. Unless the Master is gifted or the group manages to attract a Behemoth, 
most Super Mutant groups have small impact on the wasteland in the long run. They tend to disband 
and disappear. In the short run, the presence of Super Mutants can be devastating on other groups. 
Engaging genetically enhanced warriors tend to be quite deadly for most humans. 
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11.5.1 Model Profiles and Allowance 

Characteristics Super Mutant Brute Master 

Strength 5 7 8 

Perception 3 4 5 

Endurance 5 7 8 

Charisma 3 4 5 

Intelligence 4 5 6 

Agility 3 4 5 

Luck 4 5 6 

Wounds  2 3 4 

Action Points (AP) 8 8 9 

Caps 20 35 60 

 
Although there are three different profiles, you cannot take as much as you’d like of each. A starting 
Super Mutant group is limited to a maximum number of characters as follows: 
 
Super Mutant: 5 maximum 
Brute:  3 maximum 
Master:  2 maximum 
 
You can make a mix of the different characters, as long as you don’t take too many. 
You must pick at least one Master to be the group’s leader 
In addition the Super Mutants can have a maximum of 8 characters in their group at any time. They 
cannot have more characters at any one time. 

11.5.2 Special Rules 
Maintenance:  Super Mutants aren’t known for their spiffy weapons. Although they do use ranged 

weapons, they don’t care for them a lot. This sometimes leads to jammed and broken 
weapons. These first have to be taken care of before they can be used again. 
Every Super Mutant who wants to take a ranged weapon to a game, must roll 1D12 
for each ranged weapon. On a roll of ‘12’, the weapon has jammed and cannot be 
used during the game. The weapon functions again in the next game (unless the 
player rolls a 12 again…).  

 
Flesh eaters Super Mutants have no (moral) objections against eating human flesh. To them we are 

just another species which can be hunted and eaten. If an enemy human character 
was killed during a game, the Super Mutants can claim it as food after the game. They 
will eat the enemy character, which provides up to two Super Mutants with enough 
sustenance to fill their bellies.  

 
Scary To most humans, Super Mutants are a terror to behold and they are afraid of them. 

This isn’t strange, as the Super Mutants usually try to eat them. Therefore, the Super 
Mutants cannot visit traders after games. If they’d do so, they’d be shot on sight. 
Instead, the Super Mutants can scavenge a nearby building for interesting items. For 
every two Super Mutants that go scavenging for equipment, roll on the following table 
with 2D12. 
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2D12 Result Scavenged items 

2 Centaur! The Super Mutants stumble upon a lone Centaur. They lure the creature 
towards their camp and pet it. You can add one Centaur to the group. 

3-4 Gatling Laser 

5-6 Laser Rifle 

7-8 Assault Rifle 

9-10 Hunting Rifle 

11-12 Nail Board 

13-14 Frag Grenades 

15-16 Combat Shotgun 

17-18 Ripper 

19 Plasma Grenades 

20-24 Trap! The Super Mutants entered a trapped home. One of the large Mutants snaps 
a tripwire and is hit by a bundle of frag grenades. One random scavenging Super 
Mutant immediately suffers an injury (roll on the Injury table). Ouch! 

 
Centaur: If the Super Mutants find a Centaur, they can add it to their group. A group can have 

up to three Centaurs. A Centaur does not count towards the group’s maximum number 
of allowed characters. It will cost the Centaur two food to feed it after a game. 

 Each Centaur adds +50 to the group’s rating. 
 Centaurs cannot gain experience and can never gain any new perks. Use the 

following profile for the Centaurs: 
 

Characteristics Centaur 

Strength 5 

Perception 5 

Endurance 5 

Charisma X 

Intelligence 3 

Agility 3 

Luck 4 

Wounds  2 

Action Points (AP) 6 

 
Centaurs use the following weapons during the game: 
 

Melee Weapon To Hit  Special 

Tongue 0  

Ranged Weapon Short Medium Long Extreme RoF  Special 

Radioactive spit -2 -1 X X 1 Radiation 

11.5.3 Weapon List 

A starting group of Super Mutants can buy weapons from the following list. Although they can use 
other weapons, they first have to localize it through merchants. The Super Mutants can always buy 
weapons from the following list for the given price.  
 

Super Mutants Weapon List 

Name  Caps 
Tire Iron/Lead Pipe 10 
Baseball Bat/Sledgehammer/Nail Board 20 
Combat Shotgun 30 
Assault Rifle/Chinese Assault Rifle 30 
Hunting Rifle 35 
Minigun 80 
Missile Launcher 100 
Flamer 80 
Frag Grenade 20 
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The Super Mutants can have up to one Big Gun for each full complement of 3 characters in the group. 
Super Mutants can never wear any type of armor. 

11.6 Regulators 
Some of the survivors of the nuclear wars still believe in law and in good. These people usually band 
together into small groups of Regulators. These self-appointed keepers of the law roam the wasteland 
to rid the world of evil people and punish crime. Their goals are simple, but it can be hard to enforce 
your ideas on a world where there is no law and each community has its own rules and regulations. 
This can make the Regulators look ambiguous and as vigilantes to some people as their values can 
seem vague and quite subjective. This doesn’t stop the Regulators from enforcing their laws to make 
the wasteland a safer place…at least, in their views. 
The Regulators are easily spotted from a distance by their flamboyant outfit. Most Regulators tend to 
wear long leather dusters and sheriff hats. This look makes others usually refer to them as “Cowboys”. 
So if you see a group of people clad in leather long coats approaching you with laser weaponry and 
rifles, it’s probably your time to be “incarcerated”. 

11.6.1 Model Profiles and Allowance 

Characteristics Officer Deputy Sheriff 

Strength 4 5 6 

Perception 4 5 6 

Endurance 4 5 6 

Charisma 4 5 6 

Intelligence 4 5 6 

Agility 4 5 6 

Luck 4 5 6 

Wounds  1 2 3 

Action Points (AP) 8 8 9 

Caps 10 25 50 

 
Although there are three different profiles, you cannot take as much as you’d like of each. A starting 
Regulator group is limited to a maximum number of characters as follows: 
 
Officer:  5 maximum 
Deputy:  5 maximum 
Master:  2 maximum 
 
You can make a mix of the different characters, as long as you don’t take too many. 
You must pick at least one Sheriff to be the group’s leader 
In addition the Regulators can have a maximum of 10 characters in their group at any time. They 
cannot have more characters at any one time. 

11.6.2 Special Rules 
We are the law: The Deputies see themselves as the keepers of law and order in the 

wasteland. Therefore they will not back down from any fight against injustice. 
A Regulator player can never voluntarily give up during a game against the 
Enclave, Talon Company, Super Mutants. When playing against Wasteland 
Survivors, roll 1D12. On a roll of 1-4, the Regulators consider this particular 
group also as evil. Roll each time you play against Wasteland Survivors. 

 In addition, any Regulator who takes out an enemy they consider evil in melee 
combat, gains +1XP. 

 
Incarcerated: Any opponent who is taken out of the game by a Regulator as a result of a 

melee attack, must make a Luck check. If successful, the character 
successfully sneaks back to their camp afterwards (but roll for an Injury as 
normal). If unsuccessful, the character is incarcerated for its crimes. The 
Regulator player will gain 25 caps for the capture and the incarcerated 
character cannot be used during the next game (but return to their group after 
the next game). 
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11.6.3 Weapon List 

A starting group of Regulators can buy weapons from the following list. Although they can use other 
weapons, they first have to localize it through merchants. The Regulators can always buy weapons 
from the following list for the given price.  
 

Regulators Weapon List 

Name  Caps 
Brass Knuckles/Knife 10 
Tire Iron/Lead Pipe 10 
10mm Pistol/Chinese Pistol 15 
10mm SMG 25 
Combat Shotgun 30 
Assault Rifle/Chinese Assault Rifle 30 
Hunting Rifle 35 
Sniper Rifle 50 
Laser Pistol 20 
Laser Rifle 40 
Minigun 80 

 
The Regulators can have up to one Big Gun for each full complement of 5 characters in the group.  
 
In addition to weapons, all Regulators must wear their well-known leather trench coats while on duty. 
Regulators can always buy armor from the following list for the given price. 
 

Regulator Armor Armor Save Caps 

trench coat (Leather Armor) 5 20 

 
All Regulators must be given Trench Coats. If a Regulator does not a trench coat, the character 
cannot be used in games as they will stay home. They cannot be used during games as long as 
they’re not wearing trench coats. 

11.7 Vault Residents 
Back in the 21st Century, the Vault-Tec corporation built many “vaults” in the United States. These 
underground facilities were meant as protection against a nuclear war. Each of the vaults could house 
up to 1000 people and could sustain itself for 900 years. This way, many people could survive the 
impending nuclear wars. When the bombs finally fell, many were safe inside their metallic shelters. 
Unfortunately, many vaults were damaged or entombed by rubble. In addition, after the dust had 
settled the true purpose of the vaults was finally executed. Of the 122 built vaults, only 17 vaults were 
made to protect its inhabitants. The other vaults were not meant as protection centres, but as 
experimental sites. Each of those vaults was equipped for a certain experiment. The idea was to see 
what certain effects would be on an isolated group of test subjects who couldn’t leave the 
experimental area. In the end, many vaults remained closed for many decades or even centuries and 
many experiments derailed, often with fatal and tragic results. Of the few vaults that managed to stand 
through time unscathed, most of them finally opened their doors. This was either after the vault was 
damaged beyond repair, simple curiosity or even after fights. The end result was the exodus of a 
group of people who entered a new world. The world was mangled and maimed beyond imagination 
and most of the vault dwellers felt despair and ran back to their safe homes. Some of them held fast 
and stood their ground. Organising exploring parties, they would slowly explore the world, meet new 
people and search for a new permanent home. The life in the wasteland is often terrible for the people 
who are used to a pristine and radiation-free environment. But humans are a tough race and some will 
always see through to the end, finally finding their salvation in a new location. 
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11.7.1 Model Profiles and Allowance 

Characteristics Vault Dweller Security 
Officer 

Overseer 

Strength 4 5 6 

Perception 4 5 6 

Endurance 4 5 6 

Charisma 4 5 6 

Intelligence 4 5 6 

Agility 4 5 6 

Luck 4 5 6 

Wounds  1 2 3 

Action Points (AP) 8 8 9 

Caps 10 25 50 

 
Although there are three different profiles, you cannot take as much as you’d like of each. A starting 
Vault Residents group is limited to a maximum number of characters as follows: 
 
Vault Dweller:  8 maximum 
Security Officer: 6 maximum 
Overseer:  1 maximum 
 
You can make a mix of the different characters, as long as you don’t take too many. 
You must pick at least one Overseer to be the group’s leader 
In addition the Vault  Residents can have a maximum of 12 characters in their group at any time. They 
cannot have more characters at any one time. 

11.7.2 Special Rules 
Clean Home: The Vault Residents have one great advantage: they come from a pristine and clean 

vault with lots of high tech gear and solutions. A Vault Residents group can use one of 
the following three advantages after a game: 
1) Medical Lab: Up to one character can reroll an injury which it received during 

the last game. The second roll stands as the final result, even if it is worse than 
the first. 

2) Restaurant: The group uses the Vault’s restaurant to get some snacks and 
foods for their explorations in the wasteland. This will feed up to four group 
members. 

3) Rad Away: One group member gets a shot of Rad Away. 
 
Wasteland Virgins: The Vault Residents are new to the wasteland and usually don’t know well how 

to interact well with other people. Any character trying to barter with Merchants 
will have a -1 Charisma during bartering. 

 
Follow my lead: The Vault Residents were instructed from their births to blindly trust and follow 

the Overseer. These leaders know what’s best for the Vault. During a game, at 
the start of the Vault Resident’s turn, nominate one character within 8” of the 
Overseer. That character gains a +1 modifier to Perception and Strength for 
one turn. 

 If the Overseer is killed during a game, then the group will automatically gain a 
new Overseer for free. 

11.7.3 Weapon List 
A starting group of Vault Dwellers can buy weapons from the following list. Although they can use 
other weapons, they first have to localize it through merchants. The Vault Dwellers can always buy 
weapons from the following list for the given price.  
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Vault Dwellers Weapon List 

Name  Caps 
Brass Knuckles/Knife 10 
Tire Iron/Lead Pipe 10 
Baseball Bat/Sledgehammer/Nail Board 20 
10mm Pistol/Chinese Pistol 15 
10mm SMG 25 
Combat Shotgun 30 
Minigun 80 
Flamer 80 
Frag Grenade 20 

 
The Vault Residents can have up to one Big Gun for each full complement of 6 characters in the 
group.  
 
The Vault Residents can always buy armor from the following list for the given price. 
 

Vault Dwellers Armor Armor Caps 

Leather Armor 3 20 

 
All Security Officers must be given Leather Armor. If a Security Officer not have Leather Armor, the 
character cannot be used in games as they will stay home. They cannot be used during games as 
long as they’re not wearing Leather Armor. 

11.8 Wasteland Survivors 
The vaults weren’t large enough to accommodate for all people in northern America. Some people 
simply had to hide in caves, buildings or abandoned areas when the bombs fell and hope for the best. 
Most of them were killed by the initial explosions and others died after irradiation settled in. But a few 
of them managed to survive in such a bleak and destroyed world. After decades of scraping by, most 
of them tried to survive by banding together in small communities. Small self-sufficient communities 
evolved into small towns; humanity slowly tried to move back to some kind of civilisation after all these 
years. These towns resemble the frontier towns as seen in the old western days. Life is tough, but 
somehow the community will survive and get by. In order to do so, it needs to have a group of people 
who are willing to defend their homes with their lives. Most traders in the towns are willing to give a 
discount in order to keep their establishments well protected.  
The survivors may seem like a motley bunch when engaged, but most enemies will think twice after 
seeing their numbers, armament and iron resolve. It’s hard to break a man if he’s defending his home. 

11.8.1 Model Profiles and Allowance 

Characteristics Survivor Lone 
Wanderer 

Legend 

Strength 4 5 6 

Perception 4 5 6 

Endurance 4 5 6 

Charisma 4 5 6 

Intelligence 4 5 6 

Agility 4 5 6 

Luck 4 5 6 

Wounds  1 2 3 

Action Points (AP) 8 8 9 

Caps 10 25 50 

 
Although there are three different profiles, you cannot take as much as you’d like of each. A starting 
Wasteland Survivors group is limited to a maximum number of characters as follows: 
 
Survivor:  8 maximum 
Lone Wandere:  4 maximum 
Legend:  2 maximum 
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You can make a mix of the different characters, as long as you don’t take too many. 
You must pick at least one Legend to be the group’s leader 
In addition the Wasteland Survivors can have a maximum of 10 characters in their group at any time. 
They cannot have more characters at any one time. 
 

11.8.2 Special Rules 
Survivalists: The Wasteland Survivors are the ultimate survivors of the great nuclear wars. They 

know the lands better than others and know how to get by. Once per game, one 
Wasteland Survivor can re-roll the Luck check to see if it can evade a random 
encounter. 

 
Looters: The Wasteland Survivors have a knack for finding stuff. They are skilled at finding food 

in the strangest places. After a game, if the Wasteland Survivors go scavenging, for 
every four Wasteland Survivors the group gains +1 bonus food. 

 
Maintenance:  Wasteland Survivors aren’t known for their spiffy weapons. Although they do use 

ranged weapons, they usually don’t have the funds to take good care of them. This 
sometimes leads to jammed and broken weapons. These first have to be taken care of 
before they can be used again. 
Every Wasteland Survivor who wants to take a ranged weapon to a game, must roll 
1D12 for each ranged weapon. On a roll of ‘12’, the weapon has jammed and cannot 
be used during the game. The weapon functions again in the next game (unless the 
player rolls a 12 again…).  

11.8.3 Weapon List 

A starting group of Wasteland Survivors can buy weapons from the following list. Although they can 
use other weapons, they first have to localize it through merchants. The Wasteland Survivors can 
always buy weapons from the following list for the given price.  
 

Wasteland Survivors Weapon List 

Name  Caps 
Brass Knuckles/Knife 10 
Tire Iron/Lead Pipe 10 
Baseball Bat/Sledgehammer/Nail Board 20 
Chinese Officer’s Sword 30 
10mm Pistol/Chinese Pistol 15 
10mm SMG 25 
Combat Shotgun 30 
Hunting Rifle 35 
Sawed-Off Shotgun 25 
Minigun 80 
Missile Launcher 100 

 
The Wasteland Survivors can have up to one Big Gun for each full complement of 5 characters in the 
group.  
 



 50 

12. Weapons and Items 
In this chapter you can find all the rules for all weapons and items used in Fallout Skirmish.  

12.1 Weapons 
Fallout Skirmish uses a lot of weapons. In this chapter you can find the statistics for all weapons and 
all special rules linked to them. 
 
Melee Weapons 

Weapon To Hit Caps  Special 

Brass Knuckles/Knife -2 10  

Tire Iron/Lead Pipe 0 10 -1 Endurance 

Baseball Bat/Sledgehammer/Nail Board -2 20 -2 Endurance 

Chinese Officer’s Sword -1 30 Parry 

Ripper 0 40 -2 Endurance 

Power Fist -2 50 -1 Endurance 

 
Small Guns: 

Weapon Short Medium Long Extreme RoF Caps  Special 

10mm 
Pistol/Chinese 
Pistol 

-2 0 X X 1 15  

10mm SMG -3 -1 0 X 3 25  

Combat Shotgun -2 0 0 X 1 30 -2 Endurance 

Assault 
Rifle/Chinese 
Assault Rifle 

-2 -2 0 X 3 30  

Silenced 10mm 
Pistol 

-1 0 X X 1 20 Silent 

Scoped .44 
Magnum 

-2 0 +2 X 1 30 -2 Endurance, Scope 

Hunting Rifle -1 -2 0 +1 1 35  

Sniper Rifle -1 -2 0 0 1 50 -1 Endurance, Scope 

Sawed-Off 
Shotgun 

-3 X X X 1 25 -3 Endurance 

Infiltrator -1 -1 +1 X 2 35 Silent, Scope 

 
Energy Weapons: 

Weapon Short Medium Long Extreme RoF Caps  Special 

Laser Pistol -2 0 X X 2 20  

Plasma Pistol -1 -1 X X 1 25 +1 Endurance 

Laser Rifle -2 -1 0 X 2 40 +1 Endurance 

Plasma Rifle -1 -1 0 X 1 50 +2 Endurance 

 
Big Guns: 

Weapon Short Medium Long Extreme RoF Caps  Special 

Minigun -4 -2 0 X 4 80  

Missile Launcher +2 +1 0 X 1 100 Blast, -1 Endurance 

Flamer Uses the flamer template (see templates)  80 Fire, -1 Endurance 

Heavy Incinerator +3 +2 +1 +1 2 100 Blast, Fire, -2 
Endurance 

Gatling Laser -3 -2 -1 X 3 120 -1 Endurance 

 
Grenades: 

Weapon Short Medium Long Extreme RoF Caps  Special 

Frag Grenade -1 X X X 1 20 Blast 

Plasma Grenade -1 X X X 1 25 Blast, -1 Endurance 

Pulse Grenade -1 X X X 1 15 Blast, EMP 
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Armor: 
Weapon Armor Caps 

Leather Armor / Recon Armor 3 20 

Combat Armor 5 30 

Metal Armor 6 40 

Power Armor 7 50 

 
Custom Melee Weapons: 

Weapon To Hit  Special 

Shishkebab -1 Parry, Fire 

 
Custom ranged weapons: 

Weapon Short Medium Long Extreme RoF  Special 

Rock-It Launcher -2 -1 0 X 1 Blast, Random 

Dart Gun -2 -1 X `X 1 Poison, Harmless 

Nuka Grenade -1 X X X 1 Blast, Radiation, -3 Endurance 

12.1.1 Weapon Special Rules 
-X Endurance Some weapons are deadlier than others. Whenever a weapon has an Endurance 

modifier noted, all characters hit must apply these modifiers to their Endurance checks 
to see if they are wounded. 

 
Parry  A character that uses a sword in melee gets +1 Agility for the Agility checks in melee. 
 
Silent  A character using a Silent weapon does not lose the Sneaking status when using the 

weapon. 
 
Scope  This weapon is fitted with a scope. See ‘Aimed Shots’ for more information on scopes. 
 
Blast  When grenades explode they shower a large area with shrapnel. This gives throwers 

the potential to kill multiple enemies with a single grenade. For Frag, Plasma and 
Pulse grenades, place a 3” template (see the back of the document) at the point of 
impact. For Nuka grenades, place a 5” template. If a character is directly hit (either by 
hitting him or if the grenade scatters on top of his base) it must make three Endurance 
checks. Each failed roll inflicts one wound. Any other character in the template must 
make one Endurance check or suffer one wound. 

 
Fire  Characters hit by a weapon with ‘Fire’ are set aflame. The character must first make a 

regular Endurance check. If the character survives, they are on fire. At the start of 
each following turn, roll a D12 for the affected character. On a roll of 1-2 the flames 
expire. Otherwise the characters must make an unmodified Endurance check or suffer 
one wound. Characters can try to extinguish the flames by rolling on the ground for 
6AP. The character may test again if the flames expire with +2 Endurance. If it 
succeeds, the flames expire and the character may spend the remaining Action Points 
as desired. If failed the character is still on fire and may not do anything else this turn. 

 
EMP  This weapon does no damage to living beings. It only works against computers, robots 

and turrets. Any computer, robot or turret hit by an EMP weapon must make five 
Endurance checks. Each failed check will inflict one wound. 

 
Radiation Each time a character is hit by a weapon with Radiation, it immediately gains one 

radiation. 
 
Random  A weapon with the Random ability doesn’t do fixed damage. Each time the weapon 

hits an opponent, roll on the following table with a D12 to see what damage it does: 
   1-3) -2 Endurance 
   4-5) -1 Endurance 
   6-7) 0 Endurance 
   8-9) +1 Endurance 
   10-12) +2 Endurance 
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Poison  A character hit by a weapon with Poison is poisoned. Any character who is poisoned 

will have all of its SPECIAL characteristics decreased by -1 for D6 turns. 
 
Harmless This weapon does no damage. 

12.2 Item Special Rules 
In Fallout Skirmish there are several items which groups can find or buy. Each item has their own 
special rules. Below you can find all items and their corresponding rules. 
 
Stimpak 
A group can have a maximum of three Stimpaks. Characters can carry stimpaks in a game and they 
can be used actively or passively. A Stimpak can be used during a character’s turn. The character 
spends 2AP and heals 1 wound back, up to its starting maximum. A character can also use it 
passively. Whenever a character loses a wound, they may immediately discard a stimpak to ignore the 
wound. The character will then have only half of its AP in its next activation. 
A Stimpak can be used once and is discarded after use. 
 
Doctor’s Bag 
A Doctor’s Bag contains all kinds of surgical equipment, great to get down on some serious injuries. A 
Doctor’s Bag can be used after a game to remove an Injury suffered by a group member. A Doctor’s 
Bag can all injuries, except an eye wound and…death.  
A Doctor’s Bag can be used once and is discarded after use.  
  
Rock-it Launcher / Nuka Grenade / Shishkebab / Dart Gun requirements 
Once you know how to build one of those cool custom weapons, you will need the parts to make it. 
Scavenging is an option, but may take ages as some pieces are quite hard to find. Fortunately some 
merchants sell all parts for such a weapon. 
Each “requirements” gives a group all parts to build one custom weapon. The group must have the 
schematic to build one though. Without the schematic, a group cannot build the custom weapon. 
 
Schematics - Rock-it Launcher / Nuka Grenade / Shishkebab / Dart Gun 
To build a spiffy custom weapon, a group needs the parts to do so. The group can buy schematics 
from merchants. Whenever a group has bought a schematic, they can build as many weapons with it 
as they want.  
 
Jet 
This a custom drug made from Brahmin dung fumes. It increases a person’s senses and heart rate, 
giving him a big boost in energy. A character can declare to use Jet at the start of the character’s 
activation. The character will have +3AP in that activation and must make an addiction check. A 
character can only use one Jet per turn. 
 
Buffout 
This drug is a strong steroid that enhances a character’s body, making him a stronger and faster 
opponent. It is favoured by melee specialists. A character can declare to use Buffout at the start of the 
character’s activation. The character will have +1 Strength, +1 Agility and +1 Endurance for one turn 
and must make an addiction check. A character can only use one Buffout per turn. 
 
Mentats    
If you’ll need your brain to do some overtime, then these drugs are made for you. It enhances thinking 
and the brain processes, making it an ideal drug when hacking computers. A character can declare to 
use Mentats at the start of the character’s activation. The character will have +1 Intelligence, +1 
Perception and +1 Charisma for one turn and must make an addiction check. A character can only use 
one Mentats per turn. 
Characters can choose to use Mentats before visiting a merchant, increasing their chance to barter 
with them. 
 
Med-X 
Once the bullets start flying, people tend to get hurt. A good way to keep on going is to take some 
painkillers. Pain ebbs away and you can keep on going. Just don’t ask about the pain once the Med-X 
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wears off. A character can declare to use Med-X at the start of the character’s activation. The 
character will have a special armor save of 4 against all attacks for one turn and must make an 
addiction check. The armor save is in addition to a regular armor save. A character can only use one 
Med-X per turn. 
 
RadAway    
The wasteland is still covered with radioactive areas and many items are still irradiated. This makes 
living harsh and many people slowly wither away due to radiation sickness. Fortunately RadAway was 
developed. This chemical will bind to radioactive particles in the user’s blood and exit the body in liquid 
form. A character can declare to use RadAway at the start of the character’s activation. The 
character’s Radiation will be lowered by 10 points. A character can only use one RadAway per turn. 
Characters can choose to use RadAway after a game, gaining the effects right away.  
 
Psycho  
This drug was created by the military to increase a soldier’s effectiveness in combat. It’s injected 
intravenously and then brings pure rage to the user’s brain. A character can declare to use Pyscho at 
the start of the character’s activation. The character will have -1 Intelligence, +1 Strength and its 
melee weapons will have an additional -1 Endurance modifier for one turn and must make an addiction 
check. A character can only use one Psycho per turn. 
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13. Objectives 
Fallout Skirmish uses an abstract mission system to determine goals for gameplay and to determine 
victory. Each player rolls a D12 and checks the following table to see what their objective is for this 
mission. So both players have their own mission during the game. The rolls are open, so both players 
are aware of both missions. 
 

D12  Objective Reward 

1 Geomapping with Reilly: Scrounge for caps 
[Luck] 

The group gains 100 caps. 

2 Scientific Pursuits: Find the Meds 
[Intelligence] 

Heal an Injury from one model of your 
choice. 

3 Wasteland Survival Guide: Steal the Mirelurk 
eggs [Agility] 

One randomly determined model of your 
group immediately gains a level. 

4 A Spoonful of Whiskey: Scavenge for a 
Fission Battery [Strength] 

The group pays half the caps for 
maintenance after the game. 

5 Economics of Violence: Search for weapons 
[Perception] 

The group finds one weapon from their 
weapon list of their choice. 

6 Jigg’s Loot: get some ammo [Intelligence] The group gains D6 Frag grenades. 

7 A Manhandled Manservant: Crack the safe 
[Intelligence] 

Find a random item from Crazy 
Wolfgang’s list (roll a D6 as there are 6 
items). 

8 Just for the taste of it: get the Nuka Cola 
Quantum [Luck] 

Add a Nuka Grenade to your group. 

9 The Power of the Atom: Find some Radaway 
[Endurance] 

The group gains D6 doses of Radaway. 

10 Slave Hunt: Get (or free) the slaves 
[Charisma] 

The group gains one free Green model. 

11 Leo’s drug habit: Find some Drugs 
[Charisma] 

The group gains D6 doses of Jet or 
Mentats (player’s choice. 

12 Out little secret: Scavenge for food 
[Endurance] 

Make one free roll on the Scavenging 
table. 

 
As you can see, each mission has its own required SPECIAL linked to it. This shows which SPECIAL 
is used when trying to complete the mission.  
 

13.1 Place objective markers 
To complete the objectives, players place objective markers on the table. We recommend using bottle 
caps as objective markers. Place the first marker in the center of the table. Then both players roll a 
D12. The player with the lowest result must place his first marker first on the line 36” away from his 
table edge. Then the opposing player places a marker on the 36” line away from his table edge. The 
first player then places a second marker on the line 30” away from his table edge. Then finally, the 
second player places his second marker on the line 30” away from his table edge.  
So, from player 1’s perspective, he placed a marker on the 36” and 30” line and his opponent on the 
12” and 24” line. 
See the following image: 
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We recommend placing the markers in base contact with terrain pieces for flavor and more interesting 
gameplay options. 
 

13.2 Controlling objective markers 
During the game, players try to score victory points to win the game. They score victory points by 
controlling the objective markers. A player controls an objective if one of his models makes a 
successful SPECIAL check on 1D12 at the marker. For example, John has the Leo’s drug habit 
objective. To control an objective he must make a Charisma check on 1D12 t to control it. If 
successful, place a marker next to the objective marker to show the player controls it. 
Players can try to control objective markers which are controlled by the opposing players. To do so, a 
player rolls 2D12 for the relevant SPECIAL and both rolls must be successful. 
So yes, you can try to block your opponent by controlling objectives so it will be harder for him to 
control. In addition, you can try to make sure he controls less objectives at the end of the game. 

13.3 Ending the game 
Starting at turn 5, at the end of each turn a player rolls 1D12. On a roll of 10+ the game ends. This roll 
is modified as follows: 

 Add 1 to the roll for each uncontrolled objective marker. 

 Add 1 to the roll for each turn above 5. 
Both of these modifiers are cumulative. 
 
Example: At the end of turn 7 both Axel and Henry check if their game ends. They have 2 uncontrolled 
objectives. Axel rolls a D12 and adds +4 to the roll (+2 for 2 uncontrolled objectives and +2 for turn 7). 
Axel rolls a 5, for a total result of 9. The game goes on for at least one more turn! 
 
If the game ends, players count victory points to see who won the game. The player with the most 
victory points wins the game. If both players have an equal amount of victory points the game is a 
draw. If one player has no models left to activate, the game is played on as normal and the other 
player can continue playing his turns freely to try to claim victory. 

13.4 Counting victory points 
A player scores victory points for each marker controlled. Each marker is worth a number of victory 
points equal to the line number (see the image above). So if a player controls the markers on lines 1,2 
and 4 he has scored 7 victory points (1+2+4). So a player can score a maximum of 15 points in a 
game.  

13.5 Rewards 
The winner of the game claims the reward listed next to his objective. The loser gets no reward. If the 
players tied and both players scored at least 5 victory points then both players can claim the reward 
listed next to their objectives. 
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14. Templates and Counters 
 


