
Unofficial Fallout Wasteland Warfare Map Based Campaign Rules 

Choosing a setting  

The first thing to do is to choose which setting your campaign map journey should be, 

if you’re playing solo you can decide for yourself. However, if you’re playing against 

one or two opponents or as a gaming group campaign, you must all decide as a group 

which setting you all agree on playing. Alternatively, your GM may already have a 

setting chosen, or made an entirely new homebrew map of an uncharted setting for 

your campaign.  

For example, your gaming group decides to play in the Capital Wasteland, as most of 

your group are familiar with playing Fallout 3. You play using a map of the Capital 

Wasteland (either printing an A4 image of the pipboy map or using a map that was 

included in the gaming guide book for Fallout 3). 

A point worth remembering that some maps will be smaller and not as varied in 

options like those of the DLC expansion. Zion Canyons for example is a lot smaller 

with fewer factions. 

Picking your faction and gang  

In order to play the campaign, you must pledge your allegiance to one of the factions 

in the chosen setting. Choosing a faction will give you the benefit of selecting units 

from that faction for your gang, however, other factions cannot be included into your 

gang pool. Your chosen faction will unlock the following benefits: 

• Unique faction characters 

• Unique faction weapons and items 

• Units associated with that faction can be picked for your gang 

• Faction territory unlocks accesses to general trade, medical trade, Perks cards, 

Leader cards and in certain locations you can include a unique character to your 

gang 

A gang pool is based on how many caps you or your group decide to spend on a 

gang. For smaller games you could go for a 250 caps gang, 500 caps for a skirmish 

force or a 1,000 caps force for major engagements. the following rules apply for gang 

list building: 

 

 

 

Test version V1.0T 

This version of the Map Campaign expansion is V1.0T, a very early version for testing and refining the 

rules tailored towards casual and narrative audiences. Whilst I’ve taken my time to ensure this version is 

useable for testing, there may be some loopholes or problems that you’ve recognized whilst testing. If you 

have any suggestions or problems with V1.0T, please let me know on the ModiphiusForum.com in the 

Fallout Wasteland Warfare page, on the post “F:WW Map Campaign Thread” by 34th Tribe of the Vault. 

I’m a one-man team working on this fan project, so updating the rules may take a week or more. Your 

help with giving me your feedback on this fan made project will be much appreciated! 

• You may not include units from other factions unless its part of your chosen faction 

• For simplicity and fairness, you may only equip up to two perks for each unit (remember, all 

models in a unit must be equipped with the same perk) and the leader can equip up to three 

perks 

• Units must be equipped with their default weapons when starting the campaign, however, they 

can equip themselves with weapons purchased from trade or found from searching in battle 

• unique faction characters can only be included into your force if you’ve entered that model’s 

specific faction location on the map and include them into your force when you leave 
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Picking a mode for your campaign  

Before assembling your faction, its best to consider what game mode you or your 

group should play. This is important as the mode you pick will reflect the way your 

campaign will be played. The list below will describe each mode is which will inform 

your decision to build your gang. The choice on which mode to choose should be a 

group decision, or if solo pick what you like.  

• Settlement mode- This mode uses Modiphius expansion rules for playing 
settlement mode, you can find rules for this expansion in the Campaign booklet on 

the Modiphius store. You can use a checklist for settlement mode which can be 

downloaded for free on the Modiphius downloads page. When using this mode, 

nothing is changed apart from how games end. Instead of going back to your 

settlement as normal, you can travel around the Wasteland with your loot that 

you won. However, the more you venture out the higher the risks of losing your 

items will be. If you lose a game, you must return to your settlement by traveling 

back.  

• Conquest mode- In this mode you and a number of opponents will play to gain 

as much territory as possible to conquer the setting you’re battling over. Each 

player has a starting post of four territories on a chosen corner on the map. The 

aim is to claim neutral territories and enemy claimed territories until one side 

claim the most dominion. This is best played in a group of four or more players 

• Narrative mode- This mode is a RPG exploration mode where you can travel 
around the setting with an overarching objective set by yourself or GM. You can 

choose to go as a solo unit/model at the start or a gang of miniatures at 300-

400 caps.  

 

Rules for playing on a map 

In this section the rules for map campaign will follow in order of sections for ease of 

gameplay.   

(1) Map and movement  

(2) Outcome of movement  

(3) Faction territory and faction reputation  

(4) Enemy territory  

(5) Trade, health and other services  

(6) Quests and rewards 
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(1) Map and movement 

The map is made of a grid of boxes that represent an area that you travel through, 

each box represents 1 space. In order to move, first roll 1 red armour dice to see how 

many spaces you can move up to (from 1 to 4), you can move into spaces vertically, 

horizontally, forwards or backwards in a direction. This can only be done once every 

for starting your turn on the map.  

      

      

      

      

      

 

 

 

 

If there is a location on the map that you’re on route to, but you have more spaces to 

move, you can just make a few steps to that location. However, this does not affect 

the outcome roll and you must resolve the outcome roll before doing continuing on 

with your chosen location. 

      

      

      

      

      

 

 

 

 

 

 

  

      

      

      

      

      

      
Example 1: A player rolls a red dice to see how 

many spaced they can move and the total is 4. So 

long as the player moves in a direction, they can 

move so long as the spaces are closest to them. 

Example 2: A player rolls a 3 and is in direction of 

a black shaded box, they can’t move into the 

shaded area and must divert to an unshaded box. 

Example 1: A player rolls a red dice and gets a 4, however, 

they wanted to go to a location that is directly in front of 

them by three spaces. The player may take three spaces to 

reach that destination, but must resolve a blue dice roll 

before continuing with any activities in the location. 
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(2) Outcome of Movement 

 

You must also roll 1 blue effect dice to see what outcome you’ll receive after you 

move to your last box in your movement phase. This will either be an Enemy 

Encounter, a Wasteland Encounter or a Boss Battle. You cannot re-roll the dice, and 

what you roll will be the result of the outcome. The following are represented by the 

symbols on the dice, and the following pages will present each encounter rules: 

• Star- Enemy encounter: You must play a game against an enemy faction with a 

battle plan  

• Bottle- Wasteland Encounter: This is a randomizer event where you roll a D20 

to see what kind of encounter you’ll face. You may have to deal with unique 

situations in a battle, others require you’re an elected model in your faction to 

do skill checks as well as other surprises 

• Nuclear blast- Boss Encounter: The wasteland is a harsh place where you could 

encounter those who are equally or much mightier than yourself 

Enemy Encounter 

You may come across an opposing faction on your travels, whether they were on 

patrol, searching for a target or going on a mission. For this outcome, you roll a D6 to 

see which faction you’ll be facing in battle (re-roll if it’s your own faction). The enemy 

will be equal in cap value to your total gang cap pool, or the limit of one faction total 

gang pool will determine the total amount you can spend caps on. 

Due to the various locations, enemies and environments in the Fallout series, there’s 

current no specific enemy encounter chart for each location in each Fallout setting. 

Below are lists that roughly represent enemies seen in each Fallout game that you may 

encounter.  

Fallout (D6 roll) 

1 2 3 4 5 6 

Raiders Creatures Survivors Robots Brotherhood 
of Steel 

Super 
Mutants 

 

 

 

 

 

 

 

 

Fallout 2 (D6) 

1 2 3 4 5 6 

Raiders Creatures Survivors Robots Brotherhood 
of Steel/ 
Enclave 

Super 
Mutants 

Fallout 3 (D6) 

1 2 3 4 5 6 

Raiders Creatures Survivors Robots Brotherhood of 
Steel/Enclave 

Super 
Mutants 

Fallout New Vegas (D8) 

1 2 3 4 5 6 7 8 

Raiders Creatures Survivors Robots Brotherhood 
of 
Steel/Enclave 

Super 
Mutants 

NCR Caesar’s 
Legion 

Fallout 4 (D10) 

1 2 3 4 5 6 7 8 9 10 

Raiders Creatures Survivors Robots Brotherhood 
of Steel 

Super 
mutants 

Institute Railroad Children 
of Atom 

Gunners 
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Wasteland Encounters  

During a campaign or playing settlement mode when you’re ready to leave to go on 

your next location, you can roll to see if you encounter something along the way. Be it 
a trader, a raider or even a Deathclaw!  

These events act as their own sub locations before you arrive at your destined battle 
location. Sub locations are half the size of your gaming board and will state what you’ll 
be facing, your faction must be 50% of your total gang cap pool in the sub location 
battles or alternatively equivalent to the opponents’ total gang cap total. Although you 
may want to play it your own way when playing these smaller encounters. 

You’ll need:  1x Wasteland deck of Items, Danger and Stranger cards. Several AI cards 
and unit cards for Creatures, Raiders, Robots, Survivors, Super mutants (or replace 

some for other factions of your choosing), a notepad to write reminders of any events 
that took place, and finally, some models for AI units (though you can use substitutes 
like appropriate bases with the name of the unit written on the surface). 

First roll a D4 or D12 (D12 results are rounded in rolls like: 1 to 3= 1, 4 to 6= 2, 7 
to 9= 3, and 10 to 12= 4) to see what you get. If it results in “nothing”, then you 
may set up your next major battle in your next game. However, if it’s an event, roll a 
D20 to see what consequences you’ll be facing… 

 

 

 
 
 
 
 
 
 
 

1. Scavenger: You find a junk pile of scrap that might be of worth to you on your journey, use a 
Charisma skill roll check to see if you find anything.  

• Pass- Gain 1 item card from the Wasteland deck. 

• Fail- 1 wound to the Leader and draw 1 item card from the Wasteland deck. The 
wound stays into your next battle. 

2. Salesmen: Buy goods from this merchant, it may come in handy for the battle ahead! You 
can purchase any items in the item Wasteland deck including weapons, food, mods and 
gear, except for units, power armour, robot units and unique items. (Cap costs are listed on 
the Fallout Wasteland Warfare app in the library or in the Cap cost PDF in the Modiphius 
Fallout Wasteland Warfare downloads page). You can only spend if you have the caps… 

3. The Food Merchant: Gain 1 Food item card of your choice and pay the cap cost. 
4. The Assassin: Your enemies are wary of your actions, so they’ve hired an Assassin to kill your 

leader! Add 1 model to the enemy force (even if the total cap limit is already reached) that is 
of the same faction or neutral alliance. It must be equipped with standard equipment and its 
objective is to kill your leader. 

5. Vengeance: Looks like someone’s got a vendetta against you! In your sub location battle, 
you’ll be facing an enemy that you have previously defeated. This force must be half of the 
total cap size of your total gang cap pool in your sub location battle. They are equipped with 
standard equipment and any other items they have acquired in your previous games. 

Wasteland roll of D4/D12:  

1-3: Nothing- move on to the next major 
battle. 
4-6:  Event- then roll a D4 to see which 
Event set you’ll be rolling on. 
7-9: Nothing- move on to the next major 
battle. 
10-12: Pick which event you want to 
choose 
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6. Weary Wastelander: You spot a a weary Wastelander who is thirsty from a long and 
treacherous journey. You can:  

• Ignore the Wastelander and move on, this has nothing to concern you on your 
mission. 

• Give the Wastelander one of your food items in your inventory pool, that 
Wastelander will join you in your next major game as 1 Scavenger model with 
standard equipment. 

7. Demon of the Wasteland: Whilst you carry out your next mission, you and your foe hear a 
roar from the distance, you both realize that the demon of the wastes has come to feast! add 
1 Deathclaw model to your next major game as an unaligned AI unit, it will attack anyone in 
range, even if the enemy faction is Creature and has Deathclaws. 

8. Brawl over supplies: A confrontation between two sides over scarce supplies is taking place 
Infront of you. You can:  

• Help resolve the situation by Charisma skill roll test. Pass- you resolve the situation 
and earn 20 caps. Fail- Both sides kill each other.  

• Kill them all and earn 50 caps and 1 food item card, but Vengeance event will be 
automatically played in your next game. 

• Ignore them and move on. 
9. Wounded Deathclaw: You see a wounded demon ahead, maybe you could claim a bounty 

for a local settlement as a reward. Add 1  Deathclaw with ¾ wounds in your sub location 
battle as an unaligned AI enemy. 

10. Mutated Scorpions: During your travel through the Wasteland, a Radscorpion bursts from 
the ground and tries to stab you with its poisonous stabbing tail! During your next major 
game in round 2 in your Leaders action phase, place 1 AI Radscorpion more than 6” away 
from your Leader model and more than 9” away from the board edge. It can perform the 
usual 2 actions that turn.  

11. I’ve got my eye on you: Looks like a hired mercenary wants you dead, from afar! Your enemy 
has a rifleman setting their sights to kill your [Leader/escorted companion/defended 
individual]. Add 1 Raider model equipped with a sniper rifle weapon in your next major 
game as a controlled asset by your opponent, even if the factions are not aligned the sniper 
could be using the coming confrontation to distract you while they search the target). 

12. Crashed plane: You find a long-ago crashed plane in the Wasteland, could be some valuable 
loot if you take a gamble and search inside. If you dare, use the Search skill test. 

• Pass- Gain 1 mod item card from the Wasteland item deck.  

• Fail- Draw 1 Danger card from the Wasteland Danger deck. 
13. Alien Tech: You find a strange weapon out here in the Wasteland next to an alien corpse, 

maybe you could use it yourself? [Only once in a Campaign, reroll again if you’ve already 
done this event] You gain 1 Alien Blaster weapon card which you can equip to any model of 
your choice, but must be only with that elected model onwards. 

14. Robber: “Hands up freak! Hand over your caps now!” You can either: 

• Do a Charisma skill test to convince the robber that life is more sacred than caps. 
Pass- Scare the robber away. Fail- you lose 100 caps or any caps you have that is 
below 100 caps. 

• Kill him, you face 1 AI Raider model that is equivalent in health to your leader or 
close enough to that number in a 1v1 sub location battle.  

• Give your caps to the robber and attempt to rob it back using a Search skill test 
check with -2 modifier. Pass- you gain 200 caps. Fail- the robber notices your 
attempt and runs away, ending this event.  

• Just give the robber 100 caps, then the event ends 
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15. Broken Bot: Think your “Handy” with repairs? A Merchants bot has just recently broken 
down and needs repairing. First roll a D6 to see what bot you’ll be interacting with: 1= 
Protectron, 2= MR Handy, 3= Eyebot, 4= Securitron, 5= Assaultron, 6= Sentry Bot. Then you 
can either:  

• Repair the bot using intelligence skill test. Pass- Gain 100 caps. Fail- Bot turns on you 
and causes 2 wounds to the elected model who repaired the bot. These wounds stay 
onto your next major battle.  

• Hack the robot to kill its owner and keep it for yourself using Intelligence skill test 
check. Pass- Owner is vaporized and you claim the bot as your follower. Fail- bot 
turns on the owner and you! Causes 2 wounds to the elected model to repair the 
bot. These wounds stay onto your next major battle. 

• Threaten the owner that you’ll take the bot and they walk away alive using your 
Charisma skill test check. Pass- The owner flees and you take the robot for yourself, 
although its health is halved. Fail- The owner attacks you and a sub location battle 
begin against 1 bot and 1 scavenger models as enemy AI units.  

16. The Stranger: You come across a stranger in your travels that may help you or tarnish your 
current mission. Draw and resolve a stranger card in your Wasteland Stranger deck. 

17. Uncivilized Raider encounter: You come face to face with the degenerate gang of raiders, 
negotiation is not an option. In your next major battle, you’ll be facing Raiders at the same 
cap limit as your gang.  

18. Disarm mine: Your companion comes across a mine, fail to disarm it may end up killing 
them!  Do a Lockpicking Skill check with the elected model that has the icon to help save 
your companion. Pass- the model is spared. Fail- the Companion model is removed from 
your gang in your next major battle. (Note: you may receive the same 1 model unit type 
back in your gang after the next major battle is over).  

19. Strange Meat seller: You come across a strange meat seller who sells you a strange piece of 
meat. Draw 1 Stranger card and 1 Food item card in the Wasteland deck.  

20. Cannibal hunt: You see degenerate cannibals feasting on a settler corpse. They look at you 
with hungry intent. Draw 1 Stranger card and 1 Danger card in your Wasteland deck. 

Boss Encounter 

For this outcome you’ll be playing against a boss unit. You may elect one unit or 

leader to battle against the boss, which you can equip to match the cap cost of the 

boss. To see who you will be facing, roll a D6, D12 or a D20 to determine your 

opposition, and if that model is from the same faction as you, then you must re-roll 

the result. 

 

Fallout (D6) 

1 2 3 4 5 6 

Raider 
Boss 

Deathclaw Brute Master Overlord Paladin 

Fallout 2 (D8) 

1 2 3 4 5 6 7 8 

Raider 
Boss 

Deathclaw Brute Master Overlord Paladin Enclave Warrant 
Officer 

Enclave 
Lieutenant 

Fallout 3 (D12) 

1 2 3 4 5 6 7 8 9 10 11 12 

Raider 
Boss 

Deathclaw Brute Master Overlord Paladin Enclave 
Warrant 
Officer 

Enclave 
Lieutenant 

Yao 
Guai 

Behemoth Sentrybot Putrid 
Glowing 
One 
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Fallout 4 (D20) 

1 2 3 4 5 6 7 8 9 10 

Raider 
Boss 

Deathclaw Brute Master Overlord Paladin Behemoth Deathclaw 
Matriarch 

Sentrybot Assaultron 

11 12 13 14 15 16 17 18 19 20 

Institute 
Courser 

Railroad Yao 
Guai 

Mirelurk 
Queen 

Gunner 
Captain 

Robobrain Child of 
Atom 
Preacher 

Bloated 
Glowing 
One 

Putrid 
Glowing 
One 

Fog 
Crawler 

 

If you beat the boss in battle, you’ll gain the following rewards:  

• Caps equivalent to the total cost of the boss total cap cost 

• Three random draws for items in the Wasteland deck 

• Draw three random perk cards 

 

(3) Faction Territory and reputation 

On the campaign map you will come across faction territories, represented by a faction 

icon. These locations provide players a place to trade, gain benefits from alliance and 

unlock unique characters to use in gangs.  

When you visit a faction territory, you’ll be able to:  

• Use caps to buy weapons, gear, perks cards, leader cards, mods, consumables, 

medical and faction unique weapons 

• Unlock a unique character unit to use in your gang (must be taken before 

leaving the location) 

• Take part in an ongoing mission to boost faction reputation 

When trading for good, you can use the Modiphius F:WW PDF for cap costs to see the 

value of items you can purchase. Once you spend caps on items, they’ll be added to 

your gang pool for you to customize your gang, however, using rules for Settlement 

Mode apply to how many items you can keep. 

Faction reputation is based on how much the faction will view you and your actions in 

the Wasteland. On your journey you will encounter factions that are directly opposed to 

your aligned faction. Below is a chart that shows which factions react from friendly to 

threat, and how many tokens you’ll receive if you successfully win a game. This can be 

applied to Wasteland Encounters, Boss Encounters and other battle engagements. 

 

Fallout New Vegas (D20) 

1 2 3 4 5 6 7 8 9 10 

Raider 
Boss 

Deathclaw Brute Master Overlord Paladin Enclave 
Officer 

Enclave 
Lieutenant 

Prime 
Decanus 

Centurion 

11 12 13 14 15 16 17 18 19 20 

Praetorian 
Guard 

NCR 
Civilian 
Ranger 

NCR 
Patrol 
Ranger 

NCR 
Heavy 
Trooper 

NCR 
Veteran 
Ranger 

Securitrons Putrid 
Glowing 
One 

Deathclaw 
Matriarch 

Sentrybot Robobrain 
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Alliance 
Token chart 

BoS Creatures NCR Enclave Legion Robots CoA Gunners Survivors Railroad Institute S 
Mutants 

Raiders 

BoS 
Creatures 
NCR  
Enclave 
Legion 
Robots  
CoA  
Gunners 
Survivors 
Railroad 
Institute 
S Mutants 
Raiders 

X M T T C C C C C T T T C 

E X E E E E E E E E E E E 

T E X T T C C C F/C C E C E 

T E T X E C E C C E E E E 

E E T C X E T E C E E E E 

E E E E E X E E E E E E E 

E E C C T E X C C E E E E 

T E E E E E E X C E E E E 

C T C C C C C E X C E T T 

T E C E E T C E F X T E E 

T E E E E C E E C T X E E 

T E E E E E E E C E E X E 

E T T E T E E E E E E T X 

 

 

 

 

In game, if you fulfill any of the requirements below, you’ll gain rewards which 

will go towards your growing reputation to your aligned faction. The more you 

gain, the more you’ll receive rewards based on a tier of collected tokens. You 

will still gain rewards from missions and quests. 

Note, these tokens cannot be exchanged for caps or items. 

Alliance Token tier 

10 tokens • Draw 3 random weapon item cards from the Wasteland Deck 

• Draw 3 random consumable cards from the Wasteland Deck 

• 100 caps 

15 tokens • Draw 3 random weapon item cards from the Wasteland Deck 

• Draw 3 random consumable item cards from the Wasteland Deck 

• Draw 2 random perk card from the perk deck 

• 150 caps 

20 tokens • Draw 3 random weapon item cards from the Wasteland Deck 

• Draw 3 random consumable item cards from the Wasteland Deck 

• Draw 2 random perk card from the perk deck 

• Draw 1 unique weapon item card from the unique weapon Wasteland Deck 

• 200 caps 

25 tokens • Draw 3 random weapon item cards from the Wasteland Deck 

• Draw 3 random consumable item cards from the Wasteland Deck 

• Draw 2 random perk card from the perk deck 

• Draw 1 unique weapon item card from the unique weapon Wasteland Deck 

• Either 1 Power armour card or 1 unique weapon card of your choice 

• 250 caps 

 

 

Keys: 

• F/X = Friendly or on the same side, 0 tokens 

• C = Cautious, 1 token 

• E = Enemy, 2 tokens 

• T = Threat, 3 tokens  
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(4) Enemy Territories 

Some locations will be in control of enemy factions who will face you in battle if you 

get a certain result on Wasteland Encounters that state that you’ll be in battle, a Boss 

Encounter or other battle situations. The rules that apply as follow: 

• If you go into battle, ignore rolling to see who you will be facing, the enemy in 

the location will automatically be your opposing side in battle 

• This also applies to Boss Encounters; you’ll automatically face a boss from the 
same faction as that faction location 

• Your chosen faction does not apply to this as that is part of the faction 

territory section 

If you lose in a battle against that enemy faction, you will lose Alliance tokens based 

on the threat level of the enemy faction. 

Alliance 
Token Chart 

BoS Creatures NCR Enclave Legion Robots CoA Gunners Survivors Railroad Institute S 
Mutants 

Raiders 

BoS 
Creatures 
NCR  
Enclave 
Legion 
Robots  
CoA  
Gunners 
Survivors 
Railroad 
Institute 
S Mutants 
Raiders 

X E T T C C C C C T T T C 

E X E E E E E E E E E E E 

T E X T T C C C F/C C E C E 

T E T X E C E C C E E E E 

E E T C X E T E C E E E E 

E E E E E X E E E E E E E 

E E C C T E X C C E E E E 

T E E E E E E X C E E E E 

C T C C C C C E X C E T T 

T E C E E T C E F X T E E 

T E E E E C E E C T X E E 

T E E E E E E E C E E X E 

E T T E T E E E E E E T X 

 

 

 

 

 

(5) Trade, Health and other Services  

On your travels you may come across locations that offer services of goods, weapons, 

health and much more. These locations may vary in services as some may only do 

item trade, others just health services and others just for entertainment. The following 

is a breakdown of each type of service you will find in the Wasteland: 

• General trade: items such as consumables, gear, armour and health 

• Health: items like medical and consumables  

• Casino: You can take a gamble with your caps by playing some games at the 

casino to win big (Note: this is done by playing a deck of cards and caps, no 
real monetary value can be played and this is only done for fictional immersion 

for in-game caps. Do not gamble with real world money for this campaign!) 

• Scrap yard: items include mods, robot parts, gear, upgrades and power armour 

All cap costs can be found on the Modiphius official website downloads page. 

Keys: 

▪ F/X = Friendly or on the same side, 0 tokens 

▪ C = Cautious, you lose 1 token 

▪ E = Enemy, you lose 2 tokens 

▪ T = Threat, you lose 3 tokens  

 



Unofficial Fallout Wasteland Warfare Map Based Campaign Rules 

(6) Missions, Quests and rewards  

When playing for Enemy encounters, you or your group may choose a mission to suit 

the scenario of the battle. From a lone wanderer being caught in an ambush, to a full-

on war of might between two major forces. Quests can be found on the Modiphius 

downloads page where you can play a set of quests or individually bespoke missions 

for you to play for free. You may instead want to play a set of games from a 

campaign book such as the F:WW New Vegas expansion or the Commonwealth 

expansion. You can also use missions from the F:WW Campaign add on that gives a 

variety of challenging missions to try out. 

You can also use the Quest cards as a side mission in your battles for extra caps and 

rewards in your game.  

Rewards for missions will be explained in your chosen mission, or alternatively your 

group can decide a suitable reward. Remember, you can also gain or lose Allegiance 

Tokens based on the enemy you were fighting against that you won or lost. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 


