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INTRODUCTION

I will not sugarcoat the situation, recruits. You are 
joining the ranks of the Desert Rangers at our most 
desperate hour.
 
Our greatest victory has brought us to the edge of defeat. We fought a war against 
monsters. Real ones. Robots called Synths — with artificial intelligence so advanced 
they became self-aware — and their half-human cousins, the Evolved, creatures with 
Synth bodies and human brains. They were created and controlled by the Base Cochise 
AI, which woke up one day and decided to take over the whole damn world.
 
It spread itself wherever it could, infecting every network and computer it could 
reach. One such computer was a mainframe hidden under the Ranger Citadel, our 
headquarters. The AI was right underneath us, and we didn’t know it. By the time the 
threat was identified, the monsters were at our doors — and our throats.
 
In the end, we had to sacrifice the Ranger Citadel itself to stop the AI. It took deto-
nating a nuke to do it, and it cost us the Ranger who pushed the button, the man who 
would be briefing you now had it not been for his valiant sacrifice, General Snake 
Vargas. Now it looks like his sacrifice may have been in vain.
 
The status of Ranger Command is approaching critical. The destruction of the Ranger 
Citadel, while necessary, has pushed our ranks to the brink. We are dangerously 
short of manpower, and we have lost precious infrastructure and resources. Worse, 
hordes of less honorable militias are pushing to take over as much of our territory 
as they can snatch and hold. In short, the Desert Rangers are standing at the edge 
of oblivion. The odds are against us making it through the next year without aid and 
support.
 
Thankfully, Ranger Command may have found a lifeline in the form of a man named 
Buchanan. He calls himself The Patriarch and claims to own Colorado. 
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He has offered us an exchange of favors, if you will: we send Rangers to help him quell 
unrest, and he aids us in rebuilding our infrastructure. This exchange is where you 
come in. Your mission is to travel to Colorado and provide Buchanan with the rein-
forcement he needs.
 
One last thing. Colorado will be cold. I’ve never seen snow myself, but I’m told it 
blankets the ground there year-round, and the storms can blind and kill you, so bun-
dle up and beware of frostbite. And watch out for the wildlife. Apparently, it makes 
our homegrown horrors look tame.
 
Now, I did not join the Desert Rangers to lead, but that is what circumstance has 
thrust on me. Nor — I doubt — did you sign up to be the savior of the Rangers, but that 
is what circumstance has thrust on you. Your success in this mission is our survival, 
pure and simple. Either you will come through the other side victorious, or we will all 
burn with you.
 
I am not General Vargas. I do not possess his gift for inspiring the rank and file. All I 
can offer you is what the Desert Rangers have always offered their recruits: purpose, 
and a brotherhood. And who in this hard world can ask for more than that?
 
Godspeed, recruits. The wasteland needs you now more than ever.
 
 
 

- General Woodson, Ranger Command
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Wasteland 3 takes the post-apocalyptic, party-based roleplaying game action of 
the Wasteland series to a whole new level. This time your fully-customizable squad 
of Desert Rangers is traveling from the dry and desolate sands of Arizona to the 
snow-covered winter expanse of Colorado. Your mission is no longer simply to bring 
law to the lawless--this time around you will be fighting for the survival of the 
Desert Rangers themselves!

GETTING STARTED
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Character is what happens when you finally look back and see your mistakes 
stretched out behind you for what feels like a thousand miles. 

- General Vargas, Deceased

CHARACTER SYSTEM

Background
No one is born a Desert Ranger. A character’s Background is a batch of properties 
that represent their life before they joined the ranks. Each character’s Background 
provides them with a small starting bonus to one of their Derived Stats or Skills.
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Attributes

COORDINATION
Coordination represents your general physical aptitude, condition, 
and health. Take care of your body and it will take care of you.

LUCK  

Luck is that intangible quality that tips fortune in your favor when 
you need it the most, influencing your chance to receive sudden 
boons and benefits both in and out of combat.

AWARENESS
Awareness is your sense of your surroundings. A Ranger who can’t 
feel danger coming is bound to walk smack-dab into it. More than 
anything, it’s your eyes and ears that keep you alive.

STRENGTH

Strength is your raw physical power and ability to use it to your 
advantage. Brawn solves more problems than clever folk like to 
admit.

What your Ranger can do and how well they can do it are represented as Attributes. 
These influence and define the characteristics of your Ranger, and determine their 
starting Stats and things like their ability to learn new skills and fight effectively.
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SPEED Speed is your physical quickness. Mobility can be just as important 
as the size of the gun you’re packing. Strike first, strike true, then 
get out of there.

INTELLIGENCE A Ranger is as much brains as brawn. You have to be able to use 
your head out there. Not every problem can be solved with a bullet, 
although knowing when to use one helps. Intelligence is your 
ability to make mental connections, and some Rangers are better at 
that than others.

CHARISMA Charisma is your ability to influence others, whether it’s because 
you’re just so damn charming or because you’re slicker than an 
oil spill. It’s also a reflection of your passion and personal drive. 
Bullets can kill folks dead, but words can move mountains.

Derived Stats
Derived Stats are important statistics that are based on your Ranger’s Attributes, and 
can also be boosted by equipment, usable items, and more. These will change through-
out the game as your Ranger learns new skills. Below is a list of the most important:

Constitution (CON) 
Con is the amount of damage that can be sustained before being knocked unconscious.
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Action Points (AP) 
Action Points are spent on attacks and combat abilities. 

Armor 
Armor reduces the damage you take from incoming attacks. 

Evasion 
Evasion is your chance to avoid attacks.

Combat Speed 
Combat Speed determines how many grid spaces per AP your character can move during 
combat. 

Crit  Chance 
Crit Chance is your chance to inflict critical hits when attacking.

Crit Damage 
Crit Damage is the multiplier on critical hit damage when you’re attacking.

Armor Penetration
Armor Penetration determines to what extent you’re able to punch through a target’s 
armor.

Perception 
Perception determines how well a character can spot hidden things, including traps 
and caches of loot.

EXP Bonus
EXP Bonus determines the bonus experience points you gain from solving problems and 
defeating enemies.

Hit Chance 
Hit Chance determines a character’s chances to hit a target when attacking it.
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Leadership Radius 
Leadership Radius determines the range of your Leadership aura. This works in con-
junction with the leadership skill.

Bonus Damage 
Bonus Damage determines the bonus damage dealt to enemies. 

Quick Slots 
Quick Slots adds spaces for you to equip usable items to your character for easy 
access.

Detection Time 
Detection Time is how long it takes for an enemy to detect your character.

initiative 
Initiative is your chance of going first if an enemy spots you during exploration.

Throwing Range 
Throwing Range determines your bonus to distance when throwing items.

Damage Resistance 
Damage Resistance determines how easily you can shrug off pain from Fire, Cold, and 
Energy sources.

Crit Resistance 
Crit Resistance reduces the likelihood a character will be critically hit by incoming 
attacks.

Negative Status Effect Resistance 
Negative Status Effect Resistance determines your chance to nullify negative Status 
Effects you might receive.

Radiation Resistance 
Radiation Resistance determines your chance of resisting the harmful effects of 
Radiation.
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Skills
The members of your Ranger Team are going to need skills in order to deal with the 
challenges of the Wasteland. Skills are divided into four categories: Weapon Skills, 
General Skills, Knowledge Skills, and Social Skills. All of these allow a Ranger to 
interact with the world around them in various and important ways.

Weapon Skills

Automatic Weapons More bullets faster, that’s how you handle the stickiest 
of situations. This skill increases the Damage and the 
Chance to Hit for Submachine Guns and Assault Rifles.
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Big guns When mayhem is 100% called for. This skill increases 
the Damage and Chance to Hit for Heavy Machine Guns, 
Flamethrowers, and other oversized weapons. Note: It 
doesn’t cover Rocket Launchers. They don’t need the 
boost. They’re Rocket Launchers.

Brawling Put up your dukes, Ranger! It’s time to go hand-to-hand! 
This skill increases the Damage and Chance to Hit for 
Brawling weapons, as well as the chance for secondary 
effects from brawling attacks. You also gain combo 
bonuses for repeat hits on targets.

Melee Combat Knives and heavy objects never need reloading. This 
skill Increases the Damage and Chance to Hit for Bladed 
and Blunt weapons, as well as the chance for secondary 
effects from melee attacks.

small arms Sometimes all a Ranger needs is their sidearm, and maybe 
a couple of 12 gauge shells. This skill increases the Dam-
age and Chance to Hit for Handguns and Shotguns.

sniper rifles
When a situation calls for the precision of a single 
bullet, you need to be able to pull off that long-distance 
headshot. This skill increases the Damage and Chance to 
Hit for Sniper Rifles.
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Animal Whisperer
The Wasteland is filled with hostile animals, and even a 
few friendly ones. This skill allows you to gentle wild 
beasts and tame the willing. You can even convince ani-
mals to defend you when the shit hits the proverbial fan.

explosives
The ability to make a bang is often a necessity for a 
Ranger. This skill allows you to disarm and and place 
traps and land mines. It also improves your aptitude for 
Grenades and Rocket Launchers.

first aid
Not every Ranger has healing hands, but the ones who 
do never get bored. This skill helps you know your way 
around medic packs and allows you to revive downed 
party members. Adittionally, you can read and study 
Doctor’s Notes.

leadership
You’re a Ranger who knows how to embolden and moti-
vate your allies. You have the ability to inspire others 
by taking risky and heroic actions, providing them with 
additional short-term buffs.

General Skills
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Armor Modding

Armor Modding allows you to modify your body armor and 
craft special protective items. You’ll also be able to tune up 
and tweak the benefits your Armor provides.

Barter
Barter is the ability to negotiate with the rubes like a pro. It 
allows you to buy for less and sell for more, and gives you 
access to the seller’s top-shelf goods. 

Knowledge Skills

sneaky shit
Sneaky Shit makes it easier to disarm traps and tripwires, 
evade detection, and damage unaware enemies. Being 
sneaky increases Detection Time before enemies spot you 
and gives you a chance of getting a free half-AP turn at 
the start of combat, as well as Bonus First Strike damage 
when attacking unaware characters.

weird science
Weird Science is more than voodoo dolls and charts. This 
skill makes you better at using Energy Weapons and lets 
you use special combat items and craft contraptions. 
You’ll also be able to deal more damage with Energy 
Weapons.
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crafting
Crafting allows you to learn schematics and craft items from 
Scrap and special components.

lockpicking
Lockpicking allows you to open containers, doors, and other 
locked objects. You’ll even be able to crack safes (if you have 
a Safecracker consumable item, that is).

nerd stuff
Nerd Stuff allows you to use and hack computers, including 
electronic enemies, whether they’re flame-spitting robots or 
those pesky synths. You can even convert them to your side, 
making them your enemies’ problem.

mechanics
Mechanics means you can repair weapons, vehicles, gener-
ators, and other machines. You also do more damage to the 
vehicles and robots you fight, and you can dismantle them to 
use the scrap. You can also repair generators to power them 
up, and use Repair Kits better.

scavaging
Scavenging allows you to scavenge raw materials to use 
in crafting. You can scavenge junk piles to find additional 
Scrap, or break down Junk items into Scrap. Forage from 
plants and herbs to create special healing effects.
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survival
Survival improves your ability to find hidden places, avoid 
dangers, and deal with mutants and animals. It increases POI 
detection strength and radius on the World Map and damage 
against Animals and Mutants. It’ll help you detect ambush-
es. You might even have to skin dead animals and mutants. 
Anything to survive, right?

toaster repair  
Toaster Repair is exactly what the name implies. It allows you 
to repair broken or jammed toasters. Hey, who knows what 
could be inside?

weapon modding
Weapon Modding allows you to craft mods and install them on 
your weapons to make them bigger and badder. It’ll make you 
better at breaking down weapons for Scrap, and to find more 
mods.

Hard ass
Hard Ass means you’re a bad hombre who can intimidate 
others for information and to drive hard bargains during 
negotiations.

kiss ass
Kiss Ass allows you to sweet-talk information out of others 
and secure better prices during negotiations by being the 
sugary soul you are.

Social Skills
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Quirks
Life isn’t so simple in the post-apocalypse, and the Wasteland is full of colorful 
folks. Some are still prepping for the next doomsday. Others really love setting things 
on fire. And some just have a death wish. Quirks are optional character traits that 
drastically alter gameplay. They may give you stat bonuses or penalties, or present 
your characters with unique options for combat, conversation, and exploration. Every 
Quirk has both a benefit and a drawback, but remember that once you’ve picked one, it 
cannot be removed for the rest of the game.

Perks
Perks are special bonuses you unlock throughout the game to give your characters 
new benefits, modifiers, and abilities. You must use Perk Points in order for your 
characters to learn Perks, and some also have prerequisite Skills before they can be 
unlocked. Perks fall into two categories:

•	 Passive Perks provide benefits to a character’s Derived Stats, or bonuses that 
only occur in certain situations.

•	 Ability Perks give you a new Ability to use during combat or exploration, in-
creasing the effectiveness and versatility of your characters.
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Experience Points & Leveling Up
Each character in your Ranger squad gains Experience Points (EXP) throughout the 
game for things like successfully using a skill, killing enemies, and completing 
missions.

Earning enough EXP allows a character to level up, gaining a 
bonus to CON. They will also gain bonus Attribute, Skill, and Perk
Points, allowing them to become even more of a badass.

Building Your Squad

Starting Rangers
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Recruits
Shortly into the game, once you’ve reached your new Ranger HQ, you’ll gain the abili-
ty to add new recruits to your squad. You can either choose from a number of premade 
characters, as well as build your own ragtag group of custom Rangers to flesh out 
the rest of your squad.

Companions
Throughout your adventures in Colorado, you will encounter characters who may 
offer to join up with you. These Companions have predefined personalities and stories 
whose development you may choose to assist. But remember that Companions aren’t 
necessarily Rangers. Some may have their own motivations, goals for joining, and 
personality traits... or may leave your squad if you do enough to piss them off.

The Kodiak
Early in your travels throughout Colorado, you’ll come across a vehicle, the Kodiak. 
Far from a simple truck, its powerful engine and treads will let you navigate through 
the snow, cold, and ice of Colorado as you go from location to location. You’ll quickly 
learn to depend on it for your survival.

The Kodiak’s thick armor plating, spiked bumper, and hulking turret aren’t just for 
show. They also make the Kodiak an effective ally during combat, able to run down 
enemies, smash through cover, and be upgraded with a variety of heavy weapons, 
from machine guns to cluster bombs. You can even take cover behind it when things 
get too dicey out there. Just remember that the Kodiak’s size means you won’t be able 
to take it everywhere.
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INTERFACE

The HUD is your main interface during gameplay. It provides you with the most immedi-
ate information you need to see while playing, and is broken into a number of import-
ant sections:

•	 Portraits: These portraits show your currently active squad members and allow 
you to switch between them. In addition to their pretty faces, the portraits also 
show status information, their current CON, and whether they’ve got points to 
spend from leveling up.

•	 Quick Actions: The Quick Actions area shows all of the current selected charac-
ter’s available actions, including their abilities, usable items, and more.

•	 Action Points: The Action Points display appears during combat only, and shows 
the character’s current and maximum Action Points (AP). Once they’re out of AP, 
they can’t do anything until their next combat turn.

•	 Weapon Display: The Weapon Display shows the equipped primary and secondary 
weapon the current character has, and lets you switch between the two at will.

HUD

Radio
The Radio represents your lifeline to Ranger HQ and the rest of Colorado when you’re 
out in the field. During your mission, you’ll receive transmissions from folk all 
around the Wasteland with valuable information, as well as strange broadcasts from 
before the end times.
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Inventory & Character Screens
The Inventory Screens allow you to view and equip your squad’s items and equip-
ment, including weapons, armor, usable items, money, and more. As you change your 
gear and unlock new upgrades, you’ll also be able to see their important statistics 
change, such as CON and Hit Chance.

The different Character Screens allow you to view detailed information on Attributes, 
Skills, Perks, and more. In addition, you can also level up various aspects of each of 
your squad members from them, provided you have the appropriate Attribute, Skill, or 
Perk Points available to spend.

While on these screens, you’ll have a single Ranger selected at any given time, but 
you can freely switch between them using the Portraits near the top of the screen to 
choose which character you’re customizing.

Map & Mission Log
If you ever lose track of where you’re headed, the Map & Mission Log are a great place 
to start. The Map will show you important points of interest within your current 
location, while the Mission Log will allow you to review the status and objectives of 
any active missions you have undertaken.

Pause Menu
The Pause Menu gives you access to a number of screens, including:

•	 Save & Load Game: You can use these options to manually save the game or load 
a previous one. The game will also periodically autosave your progress as you 
play.

•	 Options: Selecting Options will allow you to configure a wide variety of display, 
sound, gameplay, and control settings.

•	 Main Menu: Select this to return to the Main Menu screen. Just remember that 
any unsaved progress will be lost.
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Gameplay
Exploration
Exploration gameplay is what you’ll be doing a good chunk of the time in Wasteland 3. 
During exploration, the game moves in real time, and you’ll be able to freely move and 
travel around the various environments and locales of Colorado.

Interactive Objects
While exploring the world, you’ll come across a number of common interactive ob-
jects, including:

Doors
Doors will block your way and your view of what’s beyond. Usually they can be 
opened by interacting with them, but some may be locked or trapped, so be careful 
when you’re poking your nose where it doesn’t belong.

Loot
Loot can be found in a wide variety of containers, such as ammo boxes, medical crates, 
safes, tool chests, booze boxes, and more.

Diggables 
You may encounter diggable objects, such as dirt, snow piles, graves, and more. These 
require a Shovel item in your Inventory to dig, and will usually provide you with some 
loot once you’ve dug them up.

Examinables
Examinables are objects of interest that give you some extra insight or observations 
about the world, or a specific situation.

Generators 
Generators can be turned on and off, and often require a character to be skilled in 
Mechanics to use. They are usually connected to other objects with power cables, and 
can power them up or down.
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Computers 
Computers often provide information to those using them in the form of system logs 
and records, and will sometimes control other objects in the environment. They often 
require a character to be skilled in Nerd Stuff to use.

Traps
Traps are objects that will cause harm to you if you set them off. These include explo-
sive land mines, nozzles that will spout poisonous gas, and electric charges that will 
shock you. If you spot them before walking into them, they can often be disarmed by 
characters skilled in Explosives, or disabled if connected to a generator.

Alarms 
Alarms will often be encountered attached to doors, or as tripwires. When set off, 
you’ll often be caught with your pants down as enemies converge on your position 
to ruin your infiltration plans. Characters skilled in Sneaky Shit can disarm them, 
keeping your presence undetected.

Exlosive Barrels
In the Wasteland, valuable resources such as fuel, oil, and liquid nitrogen are kept 
in barrels for storage and transportation. Of course, anyone with a weapon can 
puncture these, causing them to explode and do all sorts of harm to anyone nearby. 
But you wouldn’t do that, right?
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Attacking Objects
Almost every interactive object can be attacked by picking the Attack option from 
your Quick Actions, as well as area-of-effect items such as grenades. Doing so will 
often allow you to forcefully bypass or disable certain obstacles, but will risk col-
lateral damage, or pissing off the object’s owner.

Skill Checks
While exploring the game world, you’ll come across objects which not just anyone 
can use. These include locked doors, traps, computer terminals, and much more. When 
interacting with one of these special objects, you’ll need a certain Skill level to suc-
cessfully open, operate, or otherwise interact with them. These range from level 1 to 
10. Passing a Skill Check will often allow you to reach a new area, open up a shortcut, 
or get access to some extra loot, and will also grant you EXP.
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Conversations
Most friendly characters will talk to you if you walk up and interact with them. Some 
might only have a few words to say, but when a character wants to talk to you at 
length, they’ll pull you into the Conversation interface. On this screen you’ll be able 
to pick options with which to respond to them. Often, the decisions you make during 
conversations with certain characters will have significant effects on the outcome of 
various scenarios and missions, and may even be matters of life and death.

Conversations can also include Skill Checks. These are responses you can only pick 
if someone in your squad has the appropriate Skill level. Often these include social 
skills such as Kiss Ass, but you will have opportunities to use everything from First 
Aid to Explosives while in conversation. Much of the time, Skill Check options will give 
you access to special outcomes you wouldn’t otherwise wouldn’t have access to, such 
as negotiating for a bigger reward, or convincing some mean-spirited punks to stand 
down from a fight.

Hidden Objects
Some objects you encounter in the game world will be hidden, meaning they are un-
detectable unless you pass a Perception check. Most often, this will include alarms, 
traps, and other things you’ll want to avoid stepping on, but may also include valu-
able loot containers and diggable objects. Your party is always searching for hidden 
objects, so you’ll simply need to walk nearby. If you are able to spot it, the hidden 
object will appear. 
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While exploration in Wasteland 3 is done in real time, combat is turn-based. Combat 
breaks out either when a conversation turns bad, or when you’re spotted by an enemy 
during exploration. Combat will typically go until one side is completely defeated--in 
other words, it’s you or them.

Stand at attention, you pukes!
Did I just catch you lookin’ at my right eye, recruits? Damn right I didn’t, because 
there ain’t no eye there! It got melted off by some damn flame-throwin’ robot! That’s 
what being a Desert Ranger means! 

I bet you think you got some brains in those heads of yours, don’cha? Brains enough 
to sniff out an ambush before it’s sprung, right? Brains enough to take cover when 
the bullets start flying and stay there ‘til your enemy’s lead is spent. But you know 
what happens to all them brains when some wild-eyed mutant with a chainsaw 
strapped to their shotgun comes runnin’ at you and there’s nowhere left to hide? I’ll 
tell you what happens: They end up lookin’ like hot cherry pie steamin’ in the snow!

I’m here to teach you how to keep those brains inside your skulls. I’m here to teach 
you how to survive the cut, how to shoot with precision, how to armor up, and how to 
choose your weapons and tactics wisely.

If you listen, you might just survive your first mission with both of your eyes still in 
their sockets... if you survive at all. 

- GUNNERY SERGEANT PANAMA LI, 
RANGER DRILL INSTRUCTOR

COMBAT
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Each turn, you’ll be able to move all your squad members in any order you please. Once 
all your squad’s actions have been completed, the entire enemy team will attack all 
at once. Friendly characters may also take their own turn, if there are any present in 
the combat area. This repeats until one side is defeated.

Turn Order

During exploration, if you’re able to attack an enemy before they’ve spotted you, 
you’ll be able to start the fight at an advantage. Not only will this damage or even 
kill the enemy you attacked, but you’ll also start with the first turn.

First Strike

Action Points (AP) determine the number of actions you are allowed to take in combat, 
such as attacking. Each action you take will cost you AP. The decision on how and when 
to spend your AP is up to you. Defeating your enemy is as much about wisely spending 
your AP as it is about weapons or tactics.

Movement Points (MP) replace Combat Speed from previous Wasteland games. MP will 
determine your ability to move during combat. These points will be deducted from your 
movement before AP is spent. 

Action Points
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Cover is what stops bullets, bombs, and spittin’ flame from doing you in (at least for 
a while). It is one of the most important elements in combat. Cover increases your Hit 
Chance, while also providing bonus Evasion.

There are two types of cover: low cover and high cover. Low cover provides less 
protection, but also gives you a more open angle of attack. High cover provides more 
protection, but can block your view when performing ranged attacks.

Remember that not all cover lasts forever. Several types can be destroyed as they 
take damage from attacks, or are run over by vehicles. Choose your cover wisely, and 
always try to position yourself to keep your squad members out of the line of fire.

Cover

Armor is one of your best friends in the Wasteland. This valuable equipment will re-
duce damage that you take--unfortunately, it does the same for your enemies. Armor 
is represented as a numerical value on an enemy. Your attack’s Armor Penetration 
will need to meet or exceed your target’s Armor to deal full damage--otherwise, it 
will be reduced in effectiveness. Certain weapon types and abilities will allow you to 
bypass enemy Armor more effectively.

Armor
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Abilities allow your Rangers to perform special types of attacks and actions. Abili-
ties can come from several sources, including Skills, Perks, items, and by charging 
up your Strike Meter (which are explained below). In addition, your vehicle may also 
have abilities of its own that are tied to its various upgrades. Abilities often have a 
higher AP cost than standard attacks, but provide additional damage, Status Effects, 
healing, or other benefits.

Strikes
Every Ranger is capable of charging up and executing a Strike ability. Unlike abilities, 
Strikes are chargged up during combat via attacking enemies. Once your Strike Meter 
is full, the option to use your Strike will appear.

The type of Strike you execute is based on the weapon you’re using. Strikes range from 
targeting specific body parts to inflict powerful negative Status Effects to perform-
ing powerful area-of-effect attacks that can devastate entire groups.

Abilities
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In certain combat scenarios, you will have access to your vehicle, the Kodiak. This is 
a powerful drivable unit which takes up a large space on the battlefield. In addition 
to super-charged weapons, the Kodiak can provide cover to any characters standing 
next to it, and it can also smash through certain destructible cover, and even run 
over enemies.

Vehicles

Final Actions are special actions you can perform that consume the remainder of that 
character’s Action Points. The more AP spent when used, the greater the benefit.

Ambush
Ambush allows you to set preemptive attacks. When your character is in Ambush mode, 
they will attack any enemy that enters into their weapon range during the enemy’s 
turn. The more AP spent going into Ambush mode, the better your Hit Chance.

Defend
Hunker down! Selecting this stance will provide you with bonus Evasion for every AP 
spent.

Prep
Want to be a hero next turn? Using Prep will let you carry over a portion of your 
remaining AP into your next combat turn.

Final Actions
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Status Effects are conditions applied to your squad or your enemy. These effects can 
be both positive and negative. In either case, they will influence a character’s Attri-
butes, Derive Stats, Skills, etc. There are certain Status Effects that dole out damage 
over time, such as poison. 

Status Effects

During combat, as your squad takes damage, you’ll want to heal it up as best as you 
can. The most common way to do so is through healing items, such as Medic Packs and 
Med Hypos. As long as they have some CON remaining, they can still operate at full 
effectiveness.

If a Ranger’s CON is brought to zero, they will be incapacitated. In this state, they 
will fall to the ground and won’t be able to continue fighting. If your entire party is 
incapacitated, then you’ll get a Game Over.

Not all is lost, though! Any squad members still on their feet will be able to Revive an 
incapacitated teammate, so long as they can reach them to pull them back up on their 
feet. Those skilled in First Aid will also be able to restore a bonus amount of CON upon 
revival as well.

Healing, Incapacitation, & Revival
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Going down too often in combat will take its toll. Injuries are long-lasting Status 
Effects that your squad members will receive when they are Incapacitated, and will 
confer penalties to them for as long as they’re active. Multiple Injuries will stack up, 
turning a fit and ready Ranger into one who can barely pull their own weight.

Injuries can and should be dealt with whenever they’re sustained by using an Injury 
Kit item, but in the event you don’t have any, you can also seek out a trained medical 
doctor to heal them up... usually for a fee.

Injuries
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WORLD MAP

You can’t traverse the Wasteland without having yourself a few colorful and 
potentially lethal encounters. Encounters are short events and scenarios you can 
run into, sometimes at random, sometimes after spotting something interesting and 
choosing to approach. Encounters play out in text-based form, and present you with 
a number of options to choose from. Many of them feature Skill Checks that can re-
ward you with loot and resources, while others might lead to combat against hostile 
denizens of the Wasteland.

The decisions you make during your activities in Colorado, as well as within each 
encounter, may influence the outcomes and new encounters you experience while 
traveling.

Strap into the Kodiak and get ready to tear through the bitter, frozen wastes of Col-
orado. Once you exit a location you’re in, you’ll end up on the World Map, where you 
can travel to and discover new locations.

Locations
You can find new locations while driving around on the World Map. Locations can be 
towns, cities, homesteads, and other important landmarks. Once discovered, they will 
always be visible, and available to return to later on.

Encounters
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Fog of War
Fog of War is a black shroud that covers certain areas of the World Map. It represents 
the distance you are able to see while traveling. As you move through it, the fog will 
recede and reveal the landscape.

Radiation
Radiation fallout is alive and well in Colorado, and it has a tendency to cause strange 
effects on those who brave it without protection. When entering Radiation on the 
World Map, you’ll take damage over time. Stay inside it too long, and it will be Game 
Over for the Rangers.

As you get closer to clouds of Radiation, your Geiger counter will begin alerting you 
to its presence and severity. While it’s impossible to completely avoid Radiation while 
traveling, boosting your Radiation Resistance level will help your characters toler-
ate Radiation, and allow them to access more remote and dangerous areas.

Radiation Effects
While inside Radiation, your squad members will have a chance to contract many of 
the strange radioactive effects. These range from the more mundane, like Rad Sick-
ness, to mutations such as Scaly Skin. Some of those mutations may even provide 
benefits to your characters, though potentially with other downsides.

You can visit a trained doctor to remove the effects of Radiation, but the treatment 
won’t discriminate between negative or positive effects, so you’ll need to decide if 
that third eye and improved reflexes are worth the constant headaches and nausea.
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The World
Your trials and travels through the Wasteland are about to take you to the frozen 
and unfamiliar terrain of Colorado, an area ruled with an iron fist by one man, the 
Patriarch. Gangs, cults, and raiders exist here alongside what may be the last bastion 
of real civilization left in the world. You’ll need to know the who, what, where, and 
which tools you need to deal with all of it.
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Locations
It’s important for a Ranger to know the lay of the land. These are some of the most 
important locations in the snow-covered wastes of Colorado.

Colorado Springs
Colorado Springs is a remnant of the world as it was before the Great War--perhaps 
one of the last in existence. Colorado Springs is controlled by The Patriarch, and acts 
as the heart of his statewide empire. Colorado Springs is divided into multiple dis-
tricts. The bustling Downtown is home to commoners and working folk, and includes 
popular attractions like Pillory Square and the Little Vegas Nightclub. The posh 
Broadmoor Heights is home to the Hundred Families and other upper class folk, and 
also includes the heavily guarded Patriarch’s Palace. The scenic Garden of the Gods is 
also a short distance away.

Ranger HQ

Gifted to the Rangers on their arrival in Colorado, Ranger HQ is the hub of your 
command as you establish the Ranger presence in the region. You’ll receive mission 
updates at Ranger HQ, rest and relax for your next adventure, and recruit people 
from around Colorado to join the Ranger cause.
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Denver
In the ruins of the pre-war Colorado capital city, the Ronald Reagan-worshipping 
Gippers have erected their fortress headquarters. Inside the old Denver Airport, 
northeast of the city ruins, lies the Machine Commune--a colony of rogue robots, 
synths, and artificial intelligences who just want to be left alone in peace.

Aspen
Welcome to post-nuclear Aspen, where Colorado’s elite come to relax and unwind! For 
decades following the establishment of Colorado Springs as the last bastion of post-
war Colorado, Aspen has served as the private resort for the Hundred Families. It was 
where they went to indulge in all manner of distraction and debauchery, as well as 
meet, mediate, and trade with each other.

Yuma County Speedway
Around the delapidated track of the Speedway is a savage council inhabited by war-
lords. It is a malign place ruled by fear and excess, dominated by the whims of brutal 
men. Established on the High Plains at the edge of the Patriarch’s dominion, the Plains 
Gangs unite here to plan the leader’s downfall.
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Enemies
The beasts, bots, and butt-ugly savages that are most likely to snatch away your last 
frosty breath around these parts generally fall into a few categories. Here’s who 
(and what) to look out for.

Plains Gangs
The Plains Gangs are factions who range over the lawless High Plains of Colorado. 
Perhaps the most prominent among them are the Dorseys, a gang of murderous hillbil-
lies who worship the Deluge of Blood. Other factions and clans include the Godfishers, 
an insane religious group who worship the sky, the Scar Collectors, slavers who hold 
self-mutilation and body modification in the highest regard, and Los Payasos, sadistic 
nihilists who believe life itself is a joke. Any one of them will strip you down to the 
marrow just for a laugh.

Animals
Watch out for tracks as you tromp through the snow around these parts, because the 
animals of the Colorado wastes can be even hungrier and more dangerous than the 
locals. From rabid wild dogs and wolves, to spiny Razorback wolverines, to savage 
Growler bears, to enormous, angry bison, you don’t want to make yourself some-
one’s lunch.
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Robots
They take a lickin’ but keep on tickin’... unless you smash them into enough pieces, 
that is. All manner of robotic threats roam the icy plains. Robots created by the Base 
Cochise AI have escaped to the high altitudes of Colorado, including Octotrons and 
Slicer Dicers. There have even been scattered reports of the dreaded Scorpitron. But 
Colorado is also host to its own homegrown robotic threats, many of them the result 
of pre-war DARPA experiments that have long since escaped the underground bunkers 
and made their way across the mountains and plains. Several have even been adopt-
ed and modded up by various factions around Colorado, who use them as backup in 
combat.

Mutants
Everyone’s least favorite radiation byproduct, the mutant population is no less 
widespread or dangerous in Colorado than in the deserts the Rangers have known. 
If anything, they’re bigger, meaner, and nastier. Colorado has Drools dripping with 
bile and pus (because those suckers weren’t disgusting enough), Waste Worms that 
can tunnel up from the ground to drench their prey with acid, and other even more 
fearsome creatures than those.
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