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In Badlands you'll lead a small community of post-nuclear survivors struggling for their lives.
You will have to undertake distant expeditions and explore abandoned locations.
Develop trade and attack your enemies, protect your settlement and fight for influence
to secure your corner in the ruthless world of Badlands!



1 x Badlands Map (playing area)

4 x Settlement Cards (player's board), 4 x Equipment Cards,
1 for each player 1 for each player

5 FQUPWENT 0

10 x six-sided dice (Dé)
0006 ®

40 x Meds 40 x Caps 20 x Caps
tokens tokens (x10) tokens

60 x Scrap 6 60 x Fuel @ 80 x Weapon @ 4 x Goods
tokens tokens tokens tokens
® ® @

1 x Rumors deck, 4 x Memo cards, 1 x Mines encounters deck 1 x Vault encounters deck 1 x Military Base encounters deck
18 cards 1 for each player (green marker), 35 cards (blue marker), 40 cards (red marker), 45 cards

GAME TERMS :
Badlands - our planet's surface. Badlands include all of the game locations. Caravan - low-mobility group of traders.

Outpost - the small trading town Raiders Gang - high-mobility gang of bandits, thugs and other highwaymen.
Warehouse - a place in every settlement. All of player's resources and items are Marauders Gang - a small but high-mobility gang of looters.

stored in a Warehouse. Equipment - a place where all the cards equipped on your Gang or Caravan are kept.
Caps - bottle caps made of metal, they are used as currency in the badlands. Wall - a fortification used to protect the Settlement.

Cache - any place on the player's board where all of his/her Caps are kept. Ally - a character which possesses some unique skills.

Settlers - civilians living in Settlements. Leader - a highest value Ally in your Settlement.
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~ Place the Badlands Map at the center

of the table.

‘Create a bank of Caps

and Resources tokens near the Map.

' Shuffle each Location encounters' deck

thoroughly and place them face-down
next to their coresponding locations.
Match the color markers at the bottom
of the cards:

Red marker - Military Base location,
Blue marker - Vault location,

Green marker - Mines location

Place the Outpost Leader card
and the Rumors deck on
the Outpost Bar location.

' Each player chooses a color
and picks the corresponding components:

- | Settlement card
-1 Ally card (Leader)
- 4 Action cards

(Settlers, Caravan, Raiders, Marauders)

- 1 Memo card
- 1 Equipment card

' Each player then places:

- 3 Cap tokens on his/her Settlement's Cache.
- 1 Ally card (Leader) on his/her Settlement's Bar.
- 2 Fuel tokens and 2 Weapon tokens
on his/her Settlement's Warehouse.
- 1 Scrap token and 1 Weapon token
on his/her Settlement's Wall.

A player who most recently rode a car
is the first Active player. Now you're good to go!
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HOW TO PLAY

The game is played in turns.
After the first player has taken the turn,
the next player clockwise becomes the

Active player, and so on. ke,

Dunng eachg e tu ol
may perform the following actio i

1. Move his/her gangs to a different loéa

and take an action there. -

(Action cards: Raiders,

~ Marauders. See "Gangs").

2. Send Caravan to the Outpost or back

to the Settlement.

If a Caravan is on the Outpost, the player

may perform Outpost actions. :

(Action Card: Caravan. See "Caravan Card“ ‘
“The Outpost”).

3. Send Settlers to the Gas Station
or Junkyard location B
or Return the wrecked vehicle ]
back to Settlement). ?
(Action Card: Caravan. See "Settlers Card')

t‘ 4. Sell resources to the Fence g
~inyour Settlement. :
. (See "Settlement > Fence").

5. Repair wrecked vehicles
and reinforce your Settlement.
(See ‘Settlement > Pit Stop, Wall).

6. Transfer resources, items and
between gangs in the same locati
(See "Gangs > Tradmg Eq. ipme

The active player may perform any
or all of these actions
in the order of his/her choice.
The new action may be taken only after
the previous one is completely resolved.

! MENES-LOCATION

.
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In a Pit Stop players can repair wrecked vehicles. Any vehicle
which was wrecked in combat and returned from badlands goes
to Pit Stop and stays there until repaired. To repair the vehicle its
owner must spend 1 Scrap from his/her Warehouse. The repaired
vehicle may be used again next turn.

firing points.

Bar is where your Settlement's
Leader and all the allies that joined
your cause are located. Allies are
represented by cards which are
placed on the Bar area face-up.
Bar may contain any number of allies.
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Wall is an important fortification which helps to fend off enemy invasions.
The active player may reinforce his/her wallusing resources and/or cards from the Warehouse.
- Scrap tokens placed on a wall act as extra hiding points, and the Weapon tokens are extra

- There are 5 slots for the resources on the Wall. Each slot may contain a maximum of

1 Scrap tokenand 1 Weapon token.

- Each Weapon token on the Wall adds 1 to this Settlement's Combat value.

- Each Scrap token discarded when defending the Settlement allows to ignore 1 enemy hit.
- Item cards which can be used on the Wall are placed next toit.

- Basic Combat value of each Wall is1 (watchtower s firing pomt)

Warehouse is a place in your settlement where all of your resources and
items are stored.
- Resources are represented by round tokens.

- There are 4 kinds of resources in Badlands: Scrap, Fuel, Meds, Weapons.

- Resources are kept on the Warehouse area in stacks.
Items are represented by cards which are kept on the Warehouse area
face-down.
- Any player may ask about the exact number of resources and/or item
cards in any Warehouse at any time.
Types and properties of item cards on other players' Warehouses are kept
secret.
All Caps in the Settlement are stored in Cache.
- Cache may be located anywhere on a player's board.
- Any player may ask about the exact number of Caps in any Cache
at any time.

Fence is a location in every Settlement where the player
may sell up to 5 Resources per turn from his/her
Warehouse Each Fence oﬁers 1 Cap for any resource sold.
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Each turn you may use the Settlers card.
You may send civilians from your Settlement to grab
some resources on the Gas station or the Junkyard
(see "Badlands Locations").

Or you may send them to return a vehicle wrecked in
combat back to the settlement (see "Combat").

After performing the action flip the Settlers card to its
"Exhausted" side until the beginning of your next turn.
At the beginning of your next turn flip the Settlers
card back to its "Ready for Work" side.

tokens which are placed on the Settlem
Warehouse area.

The Settlers card is flipped to “Exhauste

side until this player's next turm.

Note that Settlers do not use Fuel to visil
locations. All the resources gained with Settlers
are placed directly to the Settlement s
Warehouse.




Each turn you may use the Caravan card.
You may send it to the Outpost or return back to your Settlement.
As long as your CGaravan is on the Outpost, you may perform Outpost actions (see "Outpost”).

Moving the Caravan

- Each player's turn the Caravan may move 1 space.

- Moving to the Outpost or back to the Settlement takes 2 moves

through the Crossroads location (see "Badlands Locations").

- When sending the Caravan from the Outpost or from the

_Settlement, the player places the Card on the Crossroads location

nearest to his/her Settlement.

- On his/her next turn the player may move the Caravan again and

place the Caravan card on the Outpost or on the Settlement.

- Moving the Caravan from the Settlement to the Outpost and back

takes 1 Fuel token.

retummg the Corgvon back 1o your Settlement,
move all of i lts tokens and cards equipped to your Warehou ’

I N

Equipping the Caravan

Caravaneers earn a living by selling their local-brewed moonshine
on the Outpost. Before sending your Caravan to the Outpost place a
Goods token on the Caravan card (see "Outpost”).

The Caravan may also be equipped with resources, items, allies and
Caps from his/her warehouse.

- Resources and Caps tokens are placed on the Caravan card face-
up.

- Caravan may carry a maximum of 10 resource tokens equipped.

- ltems and allies cards are placed on the Equipment card face-
down.

- Caravan may carry a maximum of 10 cards equipped.

- Every transport may carry any number of Caps equipped.

Caravan Guards

Allied Raiders or Marauders may be used to defend the Caravan,

provided they are on the similar Crossroads. If the Caravan is on the
. Crossroads with the enemy Gang, the fight breaks out. First the

Caravan guards (if any) have the chance to defend it. If they fail, the

Caravan is attacked. e

“



There are 2 Action cards representing the Gangs in "Badlands":
Raiders and Marauders.

- Players may move their Gangs between locations.

- Each Gang may only take 1 action each turn.

- Each Gang may perform actions in a location only after moving
there in the same turn.

If only there were laws in the Badlands, the raiders could be
called criminals. But the only rule here is the rule of the gun.

Each turn you may use the Raiders card.
Choose where to send the Gang, move the Raiders card to the

chosen location and perform an action there (see "Badlands
Locations").

Equipping the Gang

Before sending the Gang on a raid from the Settlement, it may be
equipped with all kinds of resources and items from the
Warehouse, as wellas theallies.

- Theresources and Caps are placed on the Gang card face-up.

- Gang may carry amaximum of 10 resource tokens equipped.

- Items and allies cards are placed on the Equipment card
face-down.

- Every transport may carry any number of Caps equipped.

Marauders usually form small gangs and earn a living by
stealing stuff and robbing unguarded caravans.

Each turn you may use the Marauders card.

Choose where to send the Gang, move the Marauders card to the
chosen location and perform an action there (see "Badlands
Locations").

Marauders act absolutely similar to Raiders in everyway, except
for their Combat value. Marauder gangs are usually smaller,

so their maximum Combat value obtained through Weapons
equipmentis 2.

You can equip Marauders the same way as you would equip

Raiders, but their S dopn Sl -
= B MAX2)

equippedcard limitis 2.
& .(([u AX 2)

Gang's Combat Value and Card Limit rcr-—* e ——— % - =
Note that the maximum Gang capacity is equal

~ to its Combat value. If the Gang capacity is ever
| exceeded, its owner must immediately discard

ess of item and/or ally car )

- Gang's Combat valueis increased by
1 for each Weapon token equipped.

- Without any Weapons equipped each
Gang's Combat value is 0.

- Maximum Raiders' Combat bonus
for Weapons equipped is 5.

The maximum number of items and allies equipped is limited
to the Gang's Combat value. The more Weapons a Gang is
equipped with, the more is its Combat value and the more

=

® =
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items and allies cards it may equip and take away from the & . (/‘ L‘ [@D
locations.
F" === ’_:“ SRl = 2

Example,AfRalders Ga

upto.?cal’én- i :
L SR O R e N S R P ey = D L e LSy
Trading Eqmpment

If your Raiders and Marauders Gangs are in the same location during your turn, they may trade
equipment (keeping in mind the limits). Trading must be performed before of after the Gang acts this
turn. Gangs may trade Caps, resources, ; — ;

items and allies. - Note. Moving your Gang to a location and performing an
* action there counts as 1 contlnuous action. You may not

5 . FQUPMENT . . o
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Some places are located close to your Settlement,
others are farther, and it will therefore take more
Resources to travel there.
- Travel distance to every location is shown as a sign
on the Map near the corresponding location.
- When your Gang leaves the Settlement, discard a
number of Fuel tokens fromyour Warehouse

equaltothedesired location's travel distance.
- If a Raiders or Marauders Gang ends up in some
location having some Fuel tokens left, it may travel to
another location during their owner's next turn. To do
so discard the corresponding number of Fuel tokens
fromthe Gang's equipment.

nnot perform an acti
qyerdeq;désm;mp them
‘Bas:zlocdtron(ﬂ;g.:léldiﬁtanceg)é

fz_y- e e ———

~ Note: Returning to your home Settlement never
‘_ - consumes any Fuel tokens! The gangs always have

@



A vast junk heap. If you explore it for long enough,
you might even find something useful.

Travel distance: 1 Fuel. You may also send your Settlers here.

When raiding this location perform the following action:
Roll a die.

Then choose your reward based on the roll result:

1 pt - Nothing

2 pts - 1 Scrap

3 pts - 1 Fuel

3 pts - 1 Meds

6 pts 1 Weapon

U ‘ﬁnmuzf
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A lonely gas station and an oil well which managed
to remain intact somehow.

Travel distance: 1 Fuel. You may also send your Settlers here.

When raiding this location perform the following action:
Roll a die.

On a 1-4: you gain 2 Fuel

On a 5-6: you gain 3 Fuel

&
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Abandoned military base with a labyrinth
of rooms underground.

Traveldistance: 2 Fuel.

When raiding this location perform the following action:
Gain the resources shown in the location info.

You may also draw an Encounter card (see "Location
Encounter Cards").

‘;5 Danigeldievell:FEow;

A large pre-war vault. Abandoned uranium mines.
Traveldistance: 2 Fuel. Travel distance: 2 Fuel.
When raiding this location perform the following action: When raiding this location perform the following action:
Gain the resources shown on the location info. You may also draw Gain the resources shown in the location info. You may also draw
an Encounter card (see "Location Encounter Cards"). an Encounter card (see "Location Encounter Cards").

t
!
‘
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| DangerlevelMedium
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Highway crossing halfway between
the Outpost and the settlement.

Travel distance: 1 Fuel.
When raiding this location perform
the following action: "Patrol” or "Ambush".

We'll coverya.

~

Action: Place the Raiders or Marauders card to your Crossroads
location. This Gang is now patrolling the road to your Settlement.
You Caravan on this Crossroads will be guarded. (See "Caravan Card").

L

Looks like there's something to line our pockets!

Action: Move the Raiders or Marauders card to an enemy Crossroads
location. If there's a Gang or a Caravan standing, the Combat starts, and
you are the attacker. If the Crossroads is empty, the Gang lies in wait for
the prey. Nothing happens yet.

If an enemy Gang or Caravan appears on this Crossroads, the Combat
starts and you are the defender (see "Combat").
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Raid: Move your Gang's card to the chosen location and perform an action there.

Traveldistance: 1 Fuel.

Outpost guards' Combat value is 6.
If you win, the Outpost is now under your control.
Placeyour Gang to the Outpost square.

When raiding this location perform the following action:
Fight the Outpost guards as an attacker (see “Combat”).

—mr—— —
‘ Note. After occupying the Outpost you may
| equ:p the Outpost Leader card from the
l| -Outpost Bar. Enemy players' Caravans
nediately leave the captured Outpast an d
moved (escape) to the:r :




Travel distance: 3Fuel.

When raiding this location performthe following action: '
Fight the enemy settlement as an attacker (see "Combat"). . attacking Gang escapes to the badlands. This

If you win, ravage the defeated Settlement. All the cards on the ‘ Gang may not be attacked, but it also can't
Settlement's Wall are discarded. You may take resources, items and ~_move to any location untilit returns to itshome
allies from this Settlement's Warehouse and Bar. Keep in mind your Set ent. S bt e

Gang's equipment limit. \ . -
- You may not take Monster trophies and Caps from the enemy Cache.
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Each player may send his/her Gang to attack other
players' Caravans, Raiders or Marauders. Move the
Gang to a location with the enemy card(s) and start a
Combat instead of usual actions in this location.

Travel distance is a standard distance to reach this
location.

The active player fights as an attacker. If there are 2
enemy Gangs (Raiders and Marauders) in target
location, they are fought one at a time - the defending
player chooses the order (see "Combat").

‘ Note: If at the begmnlng of a players turn
~ his/her Gang is in the same location as the

A

The player may move his/her Gang card back to his/her Settlement.
- Moving the Gang home doesn't require spending Fuel tokens.
- After Returning the Gang back to your Settlement, move all the tokens and cards equipped to your Warehouse.

mmms% O
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You never know what awaits you in the dark tunnels of mines, labyrinths of vaults and deep down inside the military base.
You start searching the area, and each time you explore the new entrance hoping to discover something useful.

When your Gang raids one of the following locations: F—. S . % R S BREE ﬂ-j
Military Base, Vault or Mines, it gains the resources <3
printed in the location description and may also draw
an Encounter card.

h

Example You send yourGan‘ .rd?d tbqyilﬁafyBase ltgamsl Scrap and 1V 'eapon toitsequment. Th
 to draw an Encounter g may take away a total number of cards e

If you decide to take an Encounter and your Gang's  If this card is an item or an ally, immediately equip it
equipment is not full yet, draw the top card of this  face-down. If your equipment is still not full, you may
location's Encounter deck without showing it to  continue with the encounters and draw the next card
anyone. (the gang keeps searching).

If this card is an Armored door and there's no way you can open it, place the If this card is an Armored door and you have the tools

card face-up near the location and draw the next card. (The gang found a sealed necessary to open it, the door card is discarded. You
storage room and decided to keep searching). From now on any player who gain the resource indicated on that card and then draw
takes an encounter in this location may use appropriate tools in his/her the next Encounter card. (Thedooris unlocked,

equipment (if any) to unlock this Armored door. the gang keeps searching).



Ifthis card is a Monster. The card indicates the Monster's Combat value and its condition (Aggressive or Defensive).

-~ Ifthe conditionis Defensive, you may retreat without fighting the Monster. Its card
is placed on top of this location's Encounter deck. The Monster is now guarding this
location. Any Encounterattempt in this location will start from fightingiit.

If the Monster wins, the encounter is over. Turn the Gang card to its wrecked side
and leave it in the current location. The Gang also discards all resource and Cap
tokens equipped. The Monster is placed on top of this location's Encounter card.

It is now guarding the location. Any Encounter attempt in this location will start
from fighting it (see "Combat").

,.-_"‘—T...:.' i, DT e = 2. - -

- Ifthe Gang finds some resources, items and/or allies during the encounter, it
. mayuse these infurther encounters, e.g. to fight the monsters.

- If an Encounter deck ran out of cards, the corresponding location counts as ‘
‘being completely explored, and players may not draw

If the condition is Aggressive, the combat starts automatically. Fight the Monster
using standard combatrules (see "Combat").

If you won, you gain the resource lndlcated onthe Monster card. Placethe defeated
Monster card near your settlement face-up. You may now draw the next

Encounter card. LB f Note. Monster cards bring ycz

Inﬂuence points. However these

Eﬂfﬂplc The Gang’Cﬂmbuuaiuels Tt
; andsecre(lyloofgdhf. : _

’aEncounter cards for this location anymore.

- Monster card trophies are placed face-up, and any player |
may look at these cards at any time.
ol neaiet o o

“Note. All the resources,

Caps found during the raid remain equippec

by the Gang until it returns back to Settlement.
en they re placed to the Warehouse.

items, allles and "



Items are mostly rare pre-war things which may prove useful.

Eachitem card contains the description of how

and where it may be used.

Eachitemis Oneuse, Multipleuse or Rechargeable.

There are also several items which have special

properties and trigger only when meeting certain One use items are discarded Multiple use items may Rechargeable items require certain

conditions. immediately after use. be used continuously. conditions to be met every time they

are being used, and act as Multiple
use items in every other way.

Each ally card contains the description of
how and where it maybe used.

“Ally in Settlement" means this ally's card
isinyour Settlement's Bar area.

“Ally in raid" means this ally's card is
equipped by the Gang outside of your
Settlement.

Caravans and Gangs may equip allycards

Ally cards in Settlements are placed in the
Bar area face-up.

Onlyface-up allies may use their abilities.

Leader: Your Settlement's main ally. For
each Leader card in your Settlement you
gain 25 Influence points. A Leader card
also allows you to count defeated Monster
cards as Influence pomts

Cards from equipment are only discarded when
using One-use items or when the Gang's
equnpped items limit is changed

lost 1 Combatpomt ':ts equlpmenu:m : oes Jc
to 1 card as. well. The Gangs owh &
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Any player may try to flee to his/her Settlement. Roll a die. ; Exgmplg, :A playerdec(g-,_' he' % g Note. If the escape is failed, the combat

On a roll of 6+ you successfully escape. You may also . and discards 2 Fuel tokens equipp h' . starts, and the running player is hit in the

increase your chances by burning more fuel. Before rolling ’ ‘means hegets +2 to the die rollresu - back.

the die you may discard any number of Fuel tokens equipped { 4 then and adds 2. The ﬁnal rgs p ThlS means that the Gang which failed to

and gain +1 to the die roll result for each token discarded. f player has suoeessfully esct es vape does not roll any dice during this
i .andhemoves, Gange;a' A

At the beginning of combat the attacking Gang may play any number
of cards equipped: reveal them. Then the defending player may do the
same.

~ Then count the total Combat value of each Gang. The Combat value
usually consists of Weapon tokens equipped and additional
properties of cards played.

War never changes...

The player who starts a fight counts as an attacker, and the other player - as a defender. Both
Gangs must be in the same location to fight. If there are 2 defending player Gangs (Raiders and
Marauders)in the same location, they are fought one at atime - the defending player chooses the
order.

e 0 gy P R

——— >

TV T D
Example: Raiders attack Marauders. Raiders have 2 Weapon“,
. tokens equipped, and they've also played a card which adds 1 to
_ their Combat value. Marauders have 1 token equipped, and | |
_ they've alsoplayed acardwhich adds 2 to their Combat value.
‘Raiders' total Combat value is 3 (2 Weapon tokens+ a card's
5 bonus) ; Marauder's Combat valueis also 3 (1 Weapon token+




tohis/her Gang's Combat value.

(<) (2)(3)=Miss
() (33) =i

After rolling the opponents’ results are
compared.

Onresults of 1,2 or 3 the die roll is amiss.
Onresults of 4,5 or 6 the die roll is a hit.

Both opponents damage each other simultaneously.
For each hit (4, 5 or é) rolled by the enemy, the player must
discard 1 Weapon token eqmpped byhls/her Gang

| feel nothing... When your Gang is hit, you may discard Meds tokens
instead of Weapon tokens.

Ve
Each player rolls a number of dice equal

b
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* Ifafterall the damage is dealt neither side lost, '
P the newCombat round startsfrom the Escaping step.
4

Ifa Gang was hit and has to discard a Weapon token but can't do this, they lose

20

the Combat.

The losing player turns his/her Gang card to its "Wrecked" side and leaves it in
current location.

The winning player may take any or all of the remaining tokens from the losing
Gang equipment, keeping in mind the limit (no more than 10 resource tokens
totalequipped).

First round: @ 6 mo _1
Second round: @ ° - 1

il

e, SRS S il "fwu =

During his/her turn a player may return a "wrecked" allied Gang or Caravan card back to the Settlement. Activate
Settlers and flip the card to its "Exhausted" side, then move the wrecked vehicle to the Pit Stop location in your
Settlement. Youmayimmediately repair the vehicle. (See "Settlement > Pit Stop".)

Monsters are fought in exactly the same way as you would a Gang, except the following:
- During the fight monsters are controlled by a player sitting to the right of a player who
takes anencounter.

- Monster's Combat value is lndlcated onits card.

- For each damage taken the monster's Combat valueis reduced by 1.

- Monster counts as defeated when its Combat value drops to 0.

- Monsters cannot escape combat.

- All the defeated monsters are placed face-up as trophies near the player's settlement.
- Ifamonster wins, it immediately restores all of its Combat value and is placed face-up
onthelocation Encounters deck.

B monsterrqﬂs.é{nb' )
-\,‘ tﬁemoﬁé’tensdefeated

TR «r»




() () (3)=mMiss (22 () (35) =Hit

Caravans are fought in exactly the same way as you would a Gang, except the following:
- The Caravan always attempts to escape the fight. It can't attack or fight back in any
way.

- The Caravan may not use any combat cards, Weapon and/or Meds tokens equipped.

- After the Caravan is dealt 1 damage, it loses the combat The
Goods token is returned to its owner's Settlement.

-The Caravancardis flipped to its "wrecked" side and stays on the
Crossroads.

- The winning player may take any resource tokens and/or cards
equipped by the defeated Caravan, keeping in mind the Gang's
equipment limit.

21



- The player defending the Outpost uses the Outpost guards'
Combat value of 6 and may receive an additional bonus of +1
Combat for each 2 Weapon tokens discarded by the Gang on the
Outpost.

Additionally: For each 2 Meds tokens discarded by the Gang on

the Outpost, the player may ignore 1 damage during the Combat.
- Outpost guards may make use of any cards equipped by the
Gang on the Outpost.

- For each damage taken the Outpost guards' Combat value is
reducedby 1.

- If the Outpost guards' Combat value drops to 0, the defending

player loses control of the Outpost, flips his/her Gang card to its

"wrecked" side and moves it to his/her Crossroads location. The

winning player may claim any or all of its cards and resource
tokens (keeping in mind the llmlts) and moves his/her Gang to
the Outpost square.

- After fighting the Outpost its guards' Combat value is fully
restored.

- Outpost defender may never escape combat.




- The player defending his/her Settlement uses the
Settlement's Combat value.

- The player defending his/her Settlement may play cards
from the Settlement's Warehouse.

- The defending player gains +1 Combat as the Wall's basic
defense (Tower) and +1 Combat for each Weapon token
placed on the Wall.

Additionally:

- For each 2 Weapon tokens discarded from the Warehouse,
the defending player additionally gains +1 Combat.

- The defending player may ignore 1 damage for each Scrap
token discarded from the Wall.

Additionally:

- For each 2 Meds tokens discarded from the Warehouse,
the defending player may additionally ignore 1 damage.

- Foreach damage received, the Settlement's Combat value
isreducedby 1.

- If the Settlement's Combat value goes down to 0, the
attacker wins and may proceed to ravaging the Settlement.
All the cards on the Settlement's Wall are discarded. The
attacker may take any resources, items and/or allies from
the ravaged Settlement's Warehouse and/or Bar. Keep in
mind you Gang's equipment limit.

- You may not take Monster trophies and Caps from the
enemy Cache.

- Thedefending player may not escape the combat.

1@@@?’9

m Afterravaging the Settlement the attacking Gang escapes
' thebadlands. Thls Gang maynotbe attacked but ltalso car
1% toitsh 1t
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The Outpost is a small trading town.

- Players' Caravans may freely enter the Outpost. (See. "Caravan Card").

- Raiders and Marauders Gangs may not freely enter the Outpost. If a Gang
attempts to enter the Outpost, a fight with the guards breaks out. (See "Combat").

- If any player's Gang defeats the guards, the Outpost is occupied, and the winning
~ Gang is placed on the Outpost square. The Outpost's Combat value is then fully
restored.

- When the Outpost gets occupied, other players' Caravans standing there are
immediately moved (escape) to their respective Crossroads.

- While the Outpost is occupied by a player s Gang, other players' Caravans may not
enter the Outpost.

- The Outpost is considered occupied (under control) as long as there's any player's
Gang on the Outpost square.

- Ifaplayer controls the Outpost, he/she may equip the Outpost leader card from the
Bar. This player's other Gang may also enter the Outpost without fighting the
guards.

- Gangs and Caravan may exchange equipment while standing on the Outpost.

As long as a player has any Gangs or a Caravan at the Outpost, he/she may perform
any number of Outpost actions in the order he/she chooses during his/her turn,
without spending any general actions. Outpost actions include buying, selling,
trading or otherwise interacting with the Outpost locations.

5 — — e —— o ——— . —— e -

Note. When a Caravan arrives at the Outpost from its Settlement, place iton the
ufparklng spot near the gates on your side. Discard the Goods token from the
- Caravan. The Caravan immediately gains 10 Caps. Then draw 1 Rumor card i
from the Outpost Bar.
The goods are now delivered to the Outpost bar. The Caravan should now retu.
_ tothe Settlementtoload a new batchfor sale.

ofte. Any Outpost actions are only performed
1" using the resources equipped. All the
| resources, cards and Caps gained at th
~ Out ,ost are lmmedlately equ:pped by a Gan,

MARAUDERS
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time a player's avan enters the-

1 :mmedl:t:?vldrawl fmmtheRumors deck at th
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One of few homey places in this world. It's a

meeting point of caravaneers who roam the
badlands in search of a better life.

There are lots of Caravans at the Outpost and
A every single one is up to buy or sell
i something.

.. This location allows players to buy and/or
sellresources.

Buying/Selling o
2  Scrap

Once per his/her turn a player may take g ;ue(;ls

his/her chances in the Outpost Casino. 6 Weapon

The rules are simple: Place a bet using the {3
Caps equipped (aminimumof 1 Cap)androll %%
adie.
On aresult of 1, 2 or 3 you lost — the Caps are
discarded.

On aresult of 4, 5 or 6 you win — gain the amount
of Caps equaltoyourbet.

"The Last War" and years of lawlessness and
violence afterwards brought slavers back to
business.
In this location a player may sell ally cards for 10
Capseach.
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% PRECIOUS GEM “Jfo \UGGET o The Game ends as soon as any player has 100
- Eap— 2 Influence points during his/her turn
il ‘ (including Caps in the Cache, Monster trophies,
items and leaders in the Settlement).
Congratulate the winner! Gaining 100% influence
in badlands is no easy task.

- Aggressive 3

Tnemy
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Looks like this was a large military base before the War. Now these are but
radioactive ruins lostin the sands.
Despite that, the Military base is often visited by all kinds of raiders because of its
vast labyrinth of underground rooms which are still intact.

This huge pre-war building seems to have been built in case of a global war. It was
meant to keep the best and richest minds of humanity behind its sealed doors. And
it did - to acertain degree. Now the Vault is a cradle of new life in our new world.

Years after founding the Outpost there was asplitbetween the survivors, and some
of them formed smaller clans. Many of these left the Outpost and founded their
ownsmaller settlements nearby.
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Before the War there was a prospering mining village. The letters found afterwards
mentioned that as the bombs fell, the vaults' doors did not open for the miners.
However some of them managed to survive by hiding deep inside the mines. All of
the expeditions sent to these dark tunnels afterwards never returned back.

h L ik B, i
Years after the war the vaults' doors were unsealed, and the survivors started to
set up their new home. People brought with themselves everything they

considered tradable in the new world, forming this vast junk heap.

Survivors of the badlands built a large settlement which was called the Outpost of
Humanity. These "first people" believed they could form a new society of equal
rights, where every human wouldwork for the publicgood.

High walls of the Outpost are home for a roaring trade, it's now the main meeting
pointof caravans, merchants and travellers in this part of badlands.

3
=



28

ACtion Cards +sesesssesssssssossssssssssosssssssssssss o

A AR O RO N O R I R D m

Badlands Locations and Actions «seceseseasscceccannes o
LT T AR R P St RIS S RS o
B Clarls vestsss ssessusensssisssssiebssassases e
LR T e R B RO CI A DR R m
T s P S RINEE A R B S TR AN @
Combat Phase ROUNAS «+eccssevesessscesansssannnnns @
I Lo s hivae sl sols Tine s Sinatnabsh ke sumvisnena'as @
EOIDBING NG Caravari s~» sty sns e Nosvni vursssenvns 0
B IREIG IBE Gan(n s 0¥ st e ivdobransnthoibios s o
Ehemy Settlement ssss-soescconsssessesassssasssnsoss @
LT I R SR R S e @
ERAING the GAme «s»«vsssssmasssseresvssbvoonssossnoss @
e Q
FIGRINIEL the MOTISIErS (ge s+ »se s ssus vavaswssnsitsonnoss @
BODDUGIRE Carclane ssx »oxsssissssssssnsosns sassons @
Fighting the OUtpOSt -+ ++e+cvvvreesenssnssenniniinnene @
Fighting the Settlement «++«+seveeereesnennseneenannnn. @
B o (ot v sos bon wi wwvamanwp said's o e wvarw el o
Gang's Combat Value and Card Limit «ceevevcencneeanss 0
B Il DL (s nis sheia soegsves s Baitnpsnoy s soneisnshevns o
BN | O Play swnsvsnss csvionsovsssessnasssosassiosnasss o
BB OHABIIES CAPdS veasssriwnvncininms vvons s s m
JUEYAOd o os = onaenssnasnsasssmnsssssssssssssssssrssins o
Location Encounter Cards ««sseesseescssasses e S @
MOUInD TR I OaN T shithy~ <o sinsvasvassvavassasnu v 0
MR AT BAT o v - o W0 y'osn s Tons's s s r s ko nnlsoshanss )

Moving Gangs ........................................ 0
Military Base «eeeeerrereccinnnerecctncencnncnncenens @

DD OSTACDIL TS »o b s Soeer 2 sn e St AT S0 SRR AL o @
OUtPOSt LOCALIONS + s+ ssevesssassssnssessiascscsssannss @
OUIDOSEBAr ssvessscossuossussdopnsnsvnisivranervasnsts @
OULPOSECASING onsosoisovennohnssnnssoennyonsnosvaonins @
OULPOSt SQUAEs++ssssesssssessasosssassrsssssasssosss @

Pit SIOP sereverererniteeiiititeitiiitirtceceinnnienens o
Patrolcessiisvscccssvaisnssesanmnennsssivsieinsssessusess m

Pro [ogue .............................................. @

RaIdors Caith denrssssissvnasivasovss ssbalesannssannss o
Return to Settlement action«««eeceecessees ERRe T ) @
Resolvings«««++eves- s ssnsusansnnnssnseeissueshsenss 20]
e e L D T R T S o LS 0
ST T e 2 1o R U SR e . e S o 9
SHODIGUE SCHOMe 14 s rss a8 sassosostossssssesotonaton @
Starting the fightevssts s sssssss s sssvasges avssasmes @
Salvaging Wrecked Vehicles:««««++eeeeessareeneeanenns @
AT D R LTy ol TR T 3 WL S @
Trading EQUIpMENts«ssssssesssssassnssssasiosssonssasss o
Teading Guiltd e s~ sesenssnsrswvsasevsisnssen vassanses @
USINEMArS M5 Loes g caiabon lebsuas ons Subaigasionsubin @
Victory CHNUIIONSs =« s»¥sssssidssinssansnns s sasbanasson G
T R R N S SR D e L S @
T e P R e A R R Q



Designer: Denis Plastinin
Producer: Roman Shamolin
Artist: Alexandr Kostin

Graphic designer: Svetlana Argat

>
>
>
>
>

Special thanks to:

Localization: Igor Kozlov

Irina Plastinina,
Andrei Bubnov,
Andrei Yermilov,
Dmitry Djempala,
Georgi Shaforostov,
Yevgeny Malashin,
Slava Yumin,
Gregory Finozhenkov
Vladimir Naumov...

And many other people who helped us, gave useful advices
and participated in testing.

L \
A\
www.jetgamesstudio.com %411/%’ © Jet games studio 2017



Active player may perform the following actions:

* 1. Move his/her gangs to a different location and take an action there.

» 2. Send Caravan to the Outpost or back to the Settlement.
If a Caravan is on the Outpost, the player may perform Outpost actions.

» 3. Send Settlers to the Gas Station or Junkyard location or Return the
recked vehicle back to Settlement.

4. Sell resources to the Fence in your Settlement.
Up to 5 Resources per turn!

+ 5. Repair wrecked vehicles and reinforce your Settliement.

6. Transfer resources, items and allies between gangs in the same location.




