FALLOUT WASTELAND WARFARE

GEARS AND MODS

BATTLE MODE ITEMS LIST ~




HIGH-TECH ITEMS

. GEN 71SVNTH OVERRIDE ﬁ SVYNTH BOOSTER ﬁ PUOLSE SHIELD @ ROBOT REPAIR PATCH . CREATURE PATCH

When used during model’s activation, up to 3 Gen 1 Synths
within Green immediately perform a Quick Action.

Set-up: Place @@ @) (@ on this card.

During its activation, a @/ mayuseupto 1 {8 from
this card via sharing to perform 1 Move action.
When all tokens removed

Cannot be equipped by (@)/ O/

= wnh 3 fo remove

 affected model, then gy

Q Qi@

¢ (unnol be used if farget model has G or if either model

Set-up: Gain Q e e which are used

solely versus ; damage.

i
Cannot be equipped by (@)/ O/ Usable hy@ und@only.

Any Deathclaw with a Domesfication Unit whldl is umvmed kol d o 'hw

"wﬂhC)lo lemavee o and odde

to affected model, then B

Cannot be used if target model has
or if either model is engaged.

Q PHEROMONE EMITTER ﬁ POWER ARMOR PATCH ‘ STEALTH BOY Q ZAPPER

- Toattack or engage model using Stealth Boy, first test Per -4:
X I attack: Resolve with skill dice set to X.
If engage: Model remains stil.

Presence for Creature Perks increased to@

Whuilio d of o model satiped w LoS not required for Creature Perk <t abilifies.

Deathclaw Control Scrambler, gains Does not affedt degraded 6

+ During its activation, an unengaged model with the
 seledt 1 fnendlyC)wﬂhmDmmmdloSundrdl

| | 4\)0""'"“%'“&“56@(3}

_ Resolve action. Also, all models ignore -4 penalty to the
Pe test during remainder of current player's tum.

To nofice user's friggers requires successful PER -4 fest.
. Must be assigned to specific model. Cannot be shared. @2 3

Cannot be used if target model has 0 p
or if either model is engaged.
_ Power Armor Patch cannot be used by model wearing ﬁ

Requires Creature Controller.
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ADVANCED ITEMS

Q NCR EMERGENCY RADIO . ARMOR PIERCING AMMO ‘ CAR SECURITY OVERRIDE e COSTOM AMMO Q HOLLOW POINT AMMO
Ploce @

next to model using Radio.
::;'edl :'i::x' @mun n:dmmm:::;mk:m Discard when performing a Shooting or Close Combat ; o W which s o potontal B i,  Atthestort of the battle, odd 3 @ / €2/ @ Discard when performing a Shooing or Close Combat
o5 @ . . ' action to replace 1 .wnh 1 (\'pnor 1o the dice roll. ; Lfl'" Meltdown: Meltdown stopped and will never Melidown. ; (any mixture). | alion o reploce 1(\,,@ 1 .pnot to the dice roll.
T m e Oy/(Wonly. ~ IF ot in Melidown: Meltdown triggered. Model may use one '*e“f\‘” one shot 59/ (only.
Moximum use: 1 per round per force. (Moximum 3 Armor Piercing Ammo in entire force.) Discard card after use. forony /(=0 (Maximum 3 Hollow Point Ammo in entire force.)

Only useable by NCR modul or model with NCR Leoder.

//chmamkmmm . OVERCLOCKER ﬁ STUFFED MONKEY G WEAPON REPAIR KIT
Usable by Brotherhood of Steel model only.

! Can only be used by model wearing g Place on battlefield (using counter token to represent it). The Signol Grenade call n i support. To use, @) (o sater
Discard when performing a Shooting or Close Combat § which is not degraded. . Allfriendly models detect triggers that are Yellowin LoS . ondploce {8} to show locaton. At end of next round,resolve the
acion fo add M to the effecs. No effect f attack misses. | During adtivation, may emeR Gain 1 or 2 0 . from Stuffed Monkey no matter where models are on the B rmd‘:" “‘:‘g““"‘lfﬁ s model in Red crea oround oon ® @
: fx " bottleiel. Hdorphes - subegd bt O it Kis n enire |
@/ (ﬂ only. on &g» and receive same number of : (Maximum 3 Weapon Repair Kits in entire force.)
(Maximum 3 Imandiary Ammo in entire force.) Then G Once ploced, Stuffed Monkey can not be moved. O @

~ Canbe destroyed: @ 2 ; Thunm C)

WASTELAND ITEMS

RT7LL
. SNAKEBITE TOURNIQUET
Usable by Survivor model only.

Tbe Smoke Grenade calls in artillery support. To use

(no scatter) to show location. At end of next round, r e the
" attack below on all models in Red area around grsnnde which . Immune to A

. canbe seen from above: @5 ®|
@)
Thenm @
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PERSONAL ITEMS

{:} STAR PALADIN INSIENIA {3 LYONS' INSIGNIA {:} THEO'S AMMO CASE 8§ {a. PIPBOY

Place 3 9 on this cord. When o model with

\: 'blnﬂe(rylasts .\_ L] i X, this ifem uses o Grenode, flip ¥ . ] .\\ W'ﬁﬂ"hwdﬂhm 5]
: 1f the result is o Luck icon, goin a grenade .

of the same type that was just used.
S s T D R o i et I S SN o W T J e N e W e S e

STANDARD ITEMS

‘. ADMIN PASSWORD ‘, ROPE Q FRAGILE BOBBY PIN . FUSION CORE ,. FLASHLIGHT

= toploce (@ Can only be used by model weari ﬂ
2(or(1)2if kil . " ,
Use prior '°© fest for an utomatic success. The marker creates a verfical rope line down to the first O+ (orO MOS g Ploce (B (@ (@ on this cord. i Mwys in effeq
Can be used by models with or vmhout@ )skill. *horizontal surface below (or Red distance, if shorter). § Gain [ [
: ; e . fter use.
Maodels can diimb vertically up or down this fine without ‘ After first () sucess, Ch Model an remove up o 1 @ o guin 1 G Do not & o
dimbing rolls. Once placed, rope can not be moved. during their activation. When all tokens removed, &
. CLIMBING SPIKES . TEMPORARY PASSWORD ﬁ FIRE EXTINGUISHER
Automatic success at Climbing. } ,+2 (orp:Z ifno Oskil) k Removos
Ahways in effect. § Gain @ [ Affects Orange area of effed up to Yellow away.
Do not Eﬁ after use. . e frst () Bsuceess Eﬁl Do not & after use. Can be used up fo once per round.
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ROBOT ITEMS

’ MR HANDY FOEL ’ ROBOBRAIN ARMS . ROBOT REPAIR KIT flllko ARM CLAMP Q. SELF-DESTRUCT

Mr Handy, Miss Nanny and Mr Gusy robots O ®) Requires Robobrain Head. Oonly OM‘W only be used by Mr. Handy, Codsworth, Mr " When selfdestruct initiated, Robot can only use movemem
. . can use thlsk(u;d |:° s § _\Dun set-up, may equip up fo 2 ni%)bm | ! . Gutsy, Miss Nanny,or Automatron with Mr. Handy Torso. . actions for the remainder of batile. Initiating self-destruct is
EITHER to one attack of the Mr Handy Flamer I ~%)/(\.)weapons, or 1 non-Robot Swy weapon. « afrigger (LoS not required). At end of robot's next activation,
or Take one free movement during their acfivation. . b o m Q 0 Q 0 RN weupons oy S | it explodes with the following effect centred on the robot:

May change non-Robot weapons during a battle. weapon.

: : A additional non-Robot ("™§) / / -
I:l\y after either use. May not use Robot weapons, except robot-specific 1 (J O 6 @ . . . '@@
3 weapons. Mny not unequip Robobrain Arms. @ ] ] R
A n Aherfexplosmn is resolved, remove model.

i [ . SR e = B - e - 5 S .

CREATURE ITEMS

. CHEMICAL CORTING . DEAD MAN'S SWITCH {:} MIRELURK ECES

Whilst unengoged, ploc €&  up 1o Orange away in LoS.

Z B () only. From start of next round, when any model moves
. 'stumcto/;)xly. Lk 3 At (@)t before model i removed, resolve: ""‘hmwuiﬂ:::;ﬂm Ivkeﬂummi
esk a > ( of move
! @0 moarest non Mok model o o of schround.
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.@, ASBESTOS LINING @ BALLISTIC WEAVE @. BIOCOMM MESH @, BRACED @ COSHIONED
, N N B i N N §

} Increases Z@\ rating by 1. F R © (ondiscard “s to increase one armor rating by 2
Immune fo “ ‘0 A chem’s right-most column of effect losts one 9 Fall i i
i : alling damage resolved as if one color distance less.
Increases £ \armor rating by 1. 3 Must b attached fo an armor (u) rd ’ additional activation duration. A for one armor roll g
that sets armor values. : Must be attached to an armor card that sets armor values.

Must be attached to an armor card that sets armor values.

@, COSTOM FITTED @ HEADLAMP @ IMPROVED FLEXIBILITY @ LIGHTWEIGHT
B ¥ ¥ ¥ N §

Increases @ armor rating by 1.

1f a Move is a Quick Action, Move is one colour longer.
 Must be attached to an armor card that sets armor values.

@ +2 & ® + § @ Model is not affected by difficult terrain.

Must be attached to an armor card that sets armor values.

@ LEAD LINED @ PADDED @, PNEUMATIC
| ¥ ¥ 0 §

Increases 2%\ rating by 1. k Intreases@un;i@umor rating by 2 for area | Immune o Push Back (unless willing).
Must be attached to an armor (¢ ) card § effoct damage only. § ?
that sets armor vnlues.t‘ Must be attached to an armor (u ) card that sets i b ol 5
armor values. ~ Must be attached to an armor card that sets armor values.
@ COUNTERWEIGHT @ LENGTHENED BARREL @ SERRATED BAVONET
@ ®F C
. Short range is one color longer. | When model is charged (and not already engaged),

STR requirement fo use weapon is 1 lower. Long range i one color shorter § ol M il e B I @
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.m, ALIGIED SIGHTS @ COMEORT 6RIP @ HAIR TRIGGER @ HARDENED RECEIVER
. CISTS >® | SICEE 0y &

Abvayshis intended farg when firng nfo melee. o5 ;:rl::“f ::IJ‘;O . +2 153 /(%)at shrt range ony i (&) for attached weapon any e iidm O/ oo N
When attached to energy weapons, this mod is called
Boosted Capacitor.
$ LONG BARREL @ MOLTI-CALIBER @ RE-BORED @ REFLEK SIGHTS Q SNENCED
. S SIGE SN®@ S®@ S
k Prior I(.J Shooting roll, can discard any 2 effect dice Aftr Shoofing roll result ond prior fo | Bid 4 : 2
A T s | g m:rll;;)e:z ::gk]e). /‘/O & amor roll, Y Y con be discorded to adde § i ®/ 6) atlong range only. § D::l:?ge :n:se:r shI!II ::sus: lrtiuglx osggs:;.
$ AGTOMATIC @ BAVONET Q CLOSE QUARTERS @ HIGH CALIBER @ MARKSMAN'S
N Handmade Rifle only. @ i @ Handmade Rifle only. @ k Handmade Rifle only. ‘® Handmade Rifle only. @
} K. Whon model s charged (ond no " v !
4 @ m::e rlr:m (: ; ::mu::e sn;o: : r%y ]e:gg ) : Ignore -2 penalty for close combat. | & Damage +1 at short range. ; Add ' af short and long ronge.

add @

o . ,
@ POWERFUL .@ PRECISION m Q TACTICAL
i @ Handmade Rifle only. @ Handmade Rifle only. Handmade Rifle only. @

® Handmade Rifle only. ’@

Weapon gains @ + * “

Short Range +2. g @ § Long Range +2. : Ignore 1 piece of cover.
Cannot be attached fo a weapon that is allendy@
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g BALANCED
i )

~w

No penalty for using this weapon as a ranged weapon
in close combat.

@ ARM BREAKER @ HEAVY ..w.%az & LIGHT @ MULTI-PORPOSE

Adds 22 B
Adds‘ if weapon does not roll one already.

Prior to Close Combat roll, can discard any 2 effect due
(same or different colours) to add

1 '/ ‘/ @(pluyu’s choice).

,@ T0X/C

1 blank face of any 1 ./ (\

{S) for attached weapon only.

1 @ = ﬁ ﬁ instead.

o YT Y
| ® o & F | ®

Start of battle: Add € € € 1o weapon.
Any attack with this weapon versus Power Armor:
Must discard 1 € 110 add 1 @Io roll.

g3 oromis 3]
; ®!

When weapon causes damage, odds 5 (1)

Adds‘ if weapon does not roll one already.
Discard after first time it poisons a model.

5 E St et e < St i

If attack results in adding damage to model, adds: During set-up, place 0‘"' this card.
On first attack with this weapon, give farget
if damage is caused to model;

./ Omums o £3

Addsﬁif weapon does not roll one already.
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@. ABRAXO PAINT @' CORE ASSEMBLY @ BOOSTED SERVOS a EMERGENCY PROTOCOLS .& EXPLOSIVE VENT

Once dunng activation, allocate <2 1o one opposmg

oo
model within ®) and LoS. If the model with this Mod. is p Oof i oy e o i 0 2 R e T
engaged, opposing model must be a model engaged with Whea roliog VATS. S squch ’ : S +] i i a ; . d ] o
them. Remove token when this model is next activated. en rolling ., 22 equals gl too. : : g : resolve (excluding self)

A model cannot be affected by this effect and the
’D|s1rndmg ob|||ty smuhuneously

@ EXPLOSIVE SHIELDING @ HEADLAMP $ HOTROD SHARK PAINT @ HVYORAVLIC BRACERS /MPﬂJ 7 EXCHANGER

@-&2

Increases L&, and L%\, armor rating by 1 for area i (i\, ) & Ael +1 & +' wh g g ovisod woa pon. & L 1{
effect damage only. o~ *
O s ome color longer.
NOKA-COLA QUANTUM
Q‘ JETPACK @ MEDIC PUMP .@, NUKA-COLA PAINT JOB @ PAINT JOB @ OPTIMIZED SERVOS
@ i @
1f (R®) of model wearing this power armor is ¥
! M‘::ﬁhs:::':im:ﬂt’&sl:;;lgﬁve 3hnrg? distg § 1, 2 or 3 after an attack on it is resolved, T-51 Power Armor Only. X-01 Power Armor Only. - When using a Quick Action o Move, Move s
1 token to Move directly from start fo end of moterueat avtomatically use 1 Stimpak. Ael +2 3 At the start of activation gain @ ¥ one color longer.

without considering difficult and/or impassable terrain up (Stimpok must be carred by model, not shared.

to Yellow above base level at start of movement. Stimpak used is not included with this card.)
4?5407/% PLATES RE CON SENSORS 4?097' VKNOCKLES Q TARGETING HOD Q TESLA BRACERS
After damage taken from a Close Combat attack (even if —~ : : ) l : ]
blecke by o). resdivs B oo & + ‘for Iong-mnge®/ (‘3) only. i + @when using Improvised weapon. § + @for@/ ) only.  Improvised weapon attacks deal ; instead of a
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@' TESLA CONS @ THICKER PLATING $ V.A.T.9. MATRIX OVERLAY Q VIM! REFRESH PAINT
g & - & &

At the end of model's activation, resolve ’ .

Excuding the model equipped with this Mod, oll models Power Armor’s ENp +1 ‘ i
(?1 Bt ooy o) e e § b % When using a Quick Action to Attack, +Q | G“'“@ @ @

INTERNAL DATABASE &

ELDER PAINT
SENSORARRAY

Lﬂ‘””’”‘”g



ROBOT ITEMS

$ HACKING MODOLE Q, LOCKPICK MODULE Q, NOXI00US ARMOR . PULSE SHIELD

When domage incu[r{d and @ now helow
50%, roll Cfé‘ self-destruct inifiated.
Requires Protectron Torso.

{ If domage caused during attack using (", ) whilst
L thereisa o on this card, target is Poisoned and given
one of the Poison fokens from this card.
(If immune, token is discarded without effect.)

@ +2 OR Gain @ based on INt. @ +2 OR Gain @bused on Ael.

‘ ! Set-up: Place o o on this card. g

Set-up: Gain Q a e which are used

solely versus ’ damage.

Usable by @ and @ only.

pwcwmwwmmm @ RADIATION CONLS @. RECON SENSORS @ RECENERATION FIELD xgsvsm/msﬂgw

When activated, add €& to lhls (urd if none presem

A friend %model (which is not (8 / O/ O/

) may use this @ vio Sharlng to
from themselves.

~ When adtivated, place 1 @ on this card if none present
If Robot is unengaged, any unengaged friendly model
within Yellow and LoS may use the @  on a non-Close
Combat attack skill test. This token may not be used on g remove |
Robot equipped with this card. A model may only benefit from one Regeneration Field
durmg Ihelr activation.

At one moment during ifs activation,
j)may gain 1 or 2 End of ativation: ‘ S ¢ ® “‘ .

When umvullon ends, gain ual to number
re(elved

~ When acfivated, place 1 % on this card if none presem
e

Any unengaged friendly model within Yellow and LoS may
use the e . This effect may not be used by the Robot
equipped with this card.

@_ SENSORARRAY @ SERRATED BODYWORK @ SERVO BOOST s'rmzmﬂaa Q SUBROYTINE: BASH

Friendly models within Yellow and LoS do not
When unengaged, Per+2 for unengaged friendly models

Charge is one length longer.
within Yellow and LoS.

cause friggers beyond one ruler length.
(Damage caused by models is excluded.)

During @, 1 @neuted ns@

®Gain ﬁ =<4 .

@ SUBROVTINE: CARNAGE $0£/P0077//£ COMBATIVE s'agwaﬂma EMERGENCY @ SUBROVTINE: PAUSE
@ g

When an opposing model is o be removed
due fo an attack by this model, flip & i §
If * give each opposing model | § Gain E I Gain @
(oot ($8)/(%)/(B)/ @)
within Yellow of the mode to be removed a (-2), which
they discard after their next action or reaction.

When on 1 or 2@, Move color hecomes
same as Charge color.

e el S - S S L ratn e < - < SN, L o o e S S, S L e ot e S
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ROBOT ITEMS

@ SUBROVTINE: awm soemama REMOTE & @ TESLA CONS $ WELDED PLATE

when Leader acfivates.

- i On reaching zero (), do not remove model o S | 4
£ Gain @ £ If Unready, model can he made @ for free ond then %e ol st % End of acivaion: ‘ * @ ; . § Set-up: Gain Q Q

Requires Sentry Bot Torso or Assaultron Torso.

e . ST Sran e LS SN [ SN L ki et SO L S o ~ . L e st e £ St e e . R e o
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CREATURE ITEMS

Y oo oo

When acfivated, make VA.TS. roll:

‘ ﬁ? a o) :r:e%;:::‘::ﬂm beowe ®guin ﬁ ‘ ®gnin ﬁ 5 Gnin@

Huge models may only use if shown as Equipped.

@co//o/r/o/ww: CHIEF @,mwmamw: CRAFTY &wmpmwww: DASH Q. CONDITIONING: FAST

; ; Use when model is activated to gain:
; * 3 When Chief has damage equal to or less than half of * Model does not cause friggers beyond one ruler length § g §
Gain * is starting @ . other models of same Unit g (excluding damage caused by model.) + 0 + @ § Gain QI»)
Luc +3 increase £\ armour raing by 1. Huge models may only use if shown as Equipped. At ond of octvalion, @ s 0
0 ONDITIONING: 6 ONDITIONING: 6 ONDITIONING: co//p/r/o/y///g
Fewc/ow IMI’M/ME&’ //m,wp RON //mspmoewr Q CONDITIONING: LEAN
Opposing models must succeed at a Cha fest fo / B ke O . (\ !
gusing (N, ), my gin '°’ "" ~ Once per ativaion ofter (%) using a Charge
?:nf:é:m,::"‘:m“;:; ‘:mfe 2:“ &% g;?re: :;:' . atfock. Torget model oy discord o ‘ priortotheroll o+ c:r:r:;re‘:lmhlyoMn;::e gr%ﬁft??fe: wn%?:i g‘i);:; v okl :m:ibe Ly @ for roe when ~ Set-up: Gains 0 equal 10@ divided by 4 (round-up).
area as il;lpossable terrain for reininder of its adtivation. © romovetis bonus .7 Unsiod s sua ffoc). C il fm.md( ; ! Mavnat Il.;au;rda;lw::es; P ale : Move s one color longer.
Does not affect models moving fo engage this@ oron After atfack, model using Haymaker gains 9 y Cannot s Hit and Run if model uses Slide. % ) 3
models already within the area. Requires ST® 4 Huge models may only use if shown as Equipped.

@ CONDITIONING: RAGE @ CONDITIONING: SAVAGE 6’04'0/7/04’///6 SNIFFER 6’0//0/ﬂ04’///6 STUNNING 60//0/7/04’///6 vreroos

When an opposing model is to be removed due to

At oon oment during i octhuton, an attack by this model, each opposing model within Yellow

7 ) may goin 1 or 2 and LoS of the model to be removed Tests - ' ]
. ) 4 n (D) ® 4 i 3 , .
When activation ends, gain 0 equal fo ' ¢ Gain (-2), which they discard after their ¥ Galn (J)based on r or ) +2 ¥ ® oKl ﬁ be ¥ Gain @
number of o received, then El'll next acfion or reaction. ¢

Does not ﬁaﬂ@)/@/@)/@/@
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CREATURE ITEMS

$ CONDITIONING: VIGILANT g CONDITIONING: WILY

When unengaged, Per +2 ] :
for unengaged friendly @ within Yellow and LoS. ! i
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