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S, : B
Greetinge, (Chosen One

Herding your village's placid, two-headed cartle, called brahmin, in the drought-baked ficlds
1s dusty wark. But when the village Elder summions you, that means mewr—mno time for
cleanup. The rain spirits haven't visited the village of Armoyo for seven years, and the droughr
has browght grear hardship to your people. The despair you see in the face of the Elder as
you enter her tent is deeply unsettling, As
she stares at you so intently with those
bright eyes—oddly our of place on her
wizened face—you wonder why she has
called for vou.

Truwly, you are the Chaven One. It 1 00
yous i toe furn as our Arreyo—our village,
anr bome—yaces ity bosr of preasest meed In

- il the years simce aur ameestor, the Faud

Drseller, founded Arveyo, sur people have
Enowwn bardibip many times, But never before
faxt purr wiliage suffered so dovg @ peroad of
trial, The welh are almart diy, crap wither in
-fEh’_lfll:l'Hl- b alef amad the young airbe nckem, and owr frabmm are .ﬂ"rlﬂ;.

M dave g bope, Chosen Dhnie—an alyect .llfl-:-!‘r.lr ?,r'ru by sancredd fexd af owr amcesfor, I 15 it
drthriphe of aar people, i Garden af Eden Creation Kif, fbe woandrows GECK, Owly that ain
FFEN AT !

Lusters Chosers, and I eollf tell you o sale of pour people, tbat you musy fearn the premuse of the
GECK ""u‘.:rr:l_].'-:l.u'r ardeifar way cart from e Fawls of the Holy 1.3 over 840 years apo, be and arders
LT R ATNTTRE ST ..1|i|'~|:'l'.ﬁ.r FyraeAy -:._.I"J'fv Fan? u_r'.r.n';,- Flaly 1T trarveled morth, Foe mantin .I'.Ev}'r.iaw-
meyed, Lhroupd the beart-bavnted radioaceroe Wistes lef? fram pbe proas burn in the beforefime, fo
dirtavier dsemieloe from fhe Bals, Fraally, they aame fo a ferivle valfey nestilad bedomd a .fr'rllﬂlgﬂrlq'r.
vur Arreye Here they weiitied, mn.l'-:l.:.lr_lp«:'u:l_lru"rl,rl.':lrlrlr.rr..f om fles Lpmal The Faudy -:lr_r'.n'.l-r Hady 1.3, winich
}mr‘bf'-nlr'fr hr.l".l'f.l'-n' ﬁﬂ'ﬂmﬂ toiar .rrm.'rrr.l'-.'rr..l':n.llr |'-r .'r!lr |.|5r1'|7r .:!.l"}nur AmrLioT T'.i.'r I':ru."." .ﬁ'm'r, rhe
Body Fandt Droeller’ Survival Guide, and oeber crereaf arenforces were meardy Jorpatten bul for feitt-
il ey

Meeen, F!m.u:g!:l. .".!rmp AT .;:l'lr'!'j'}rm.r. 'I":I!.I!'qu-'q.':ll'l."-' u.fﬁr. anf the Fildery have pormed te the .Il.lﬂ:ﬁ.
Farandy Dreoedler’ Survival l;uhi:_lr-':lr .hn:r- v phwse dard fremen, The st fexyf menfiom Mhe Carvden
of B Creation Kir—an amazing deviee from tfe Aeforetomeen shat con cire any Sl wits ant

;4 .
- #




Fow This Book T Ornganiyed

=

Mf&rﬂn{rﬂmﬂnﬁwmmﬁ&jwmmu--ﬂ el
You shall wear the mystic Vieult Suit of cur ansestar twith the bofy *1.1" enmblazoned upon it 90 -
that they will recogmize you s the rightful beir to the pramise of the GECK You must travel the -u__-
Wiastes o find the Vault of the Holy 13 and then demand the GECK. This is the andy way our pesple
may ot be sarved
I befieve in you, Chasen One. However, atbers need evidence of your wortbines fo be sur emis- 2
sary to the Holy 13, You must brave the Temple of Triak to prove yourself to tbose who would quer- 0 =
Fiom my choce of you as eur savier. [ bate no doubt that you will thow yourielf te be 2 worthy A
champran for aur ullage. ...
Dm;u;mr&r?nphﬁuﬁ.;umﬂwmnﬁmumymmpwﬂm
£5 o pime for you to learn alf that you need 1o knoww on your ston, so el te groe you what belp I
can. [ have read the boly Vanlt Drwedlers Survival Guide ai well ar ather fomes saved fram the fires
of the beforetimer. Gur village’ owm record, the Book of the Elders, atss comtains grear wisdom.
When our peaple’ wisdom may belp you, I eill offer it. Our ancestors and [ eoill guidde you as best
RO A,

Fear not, Chasen One—the strength of the Vault Drweller runs strong in your veins, [bnoew
rhar you vhadl mot fanil . Your guest begin.

x
ening and inspiring. However, before your journey’s through, you'll need more practical A
advice than the Elder could ever give you. As one of the Lead Designers of Fallswr 2, | want e

tor make sure that you enjoy exploring the world that I've helped to create as much as | i"
enjoyed making it. By reading this strategry guide, you'Tl leamn how to explore every nook and F'
cranny of the postruclear Wastes—the what, where, and how, as well as the why, things

wuork the way they do. This book will be your backstage pass—an insight into not just the
game itself, bur the thinking and design behind the game as well. ’4

Two primary types of information will keep you alive and kicking as you make your way % =
through the game. In the first part of the book, you'll find general knowledge about whar i K5
takes to survive in the world of Fallaws 2—which skills are going to keep breath in your body, e N
ﬂu:hnhﬂh}uudmuﬂhudmwﬂh,umﬂuﬂmmdwhtpu1ﬁndmﬂutm ]
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the Wastes, Each part of the world has its own sct of hazards—you'll get a down- and-dirty A
practical education about cach one of them. Knowing who or what to see, what to ask, and -y

- when to keep your laser pistol handy will do more than just keep you alive—thar knowledge . 3
is your ticket to the salvation of your village and victary, The appendices feature derailed
maps for every area in the geme and an inside look at the making of Fallsut 2.

You'll reap the greatest benefit by reading the whole book. However, if you need help in
just one area, each section stands on it own—you can tern to the appropriate chapter of the
book to read the information you need night then and there. Here's an overview of the way

I've arganized the book.

Part 1: Welcome to the Wastes The first portion of the book covers the peaple, critters, and
objects that you'll find in the Wastes, as well as what you need to know to deal with them.

Chapter I: Survival Strategies Properly preparing yourself for your quest is half the bartle.
_ Chapter 2 Dwellers of the Wastes 1t rakes all kinds. Here's where you can learn sbout the
-t good, the bad, and the plain old ugly critters you may meet.
: Chapter I Needlul Things Here, you'll learn everything you need to know about all the
weapons and armor—the tools that will keep yvou alive in the YWastes.
-t '“rtﬂﬂ@ltﬂ']“ﬂ:n:mmm]mhnuwﬁdhnmmtﬂtmuﬂlh
of junk, too, This chapter spells out which is which.

Part 2 Travels of the Chesen Dae The sccond part of the book features a detuiled, area-by-
arca tour of the Wastes,

Chapter 5 The Story of the Chosen One |n this chapier, you'll leam the optimal story line for
the PC to follow through the game, but it's not the only one.

Chapter &: Strange Happenings and Desperate Beginmings Strange things happen in the
Wastes. This chapter covers the random encounters you may have along the way and your
% first three destinations: Arroyo, Klamath, and the Den.

Chapter 7: Mutants, Hillbillies, and Citirens The next towns on your tour—Maodoc, Vault
City, Gecko, and Broken Hills—are full of unusual folks.

Chapter & Brigit Lights, Big City The lights are up and the battery’s down in “the biggess lit-
tle city in the world.” Areas: New Reno and the Raiders.

Chapter & Guns and Gold A forgotien army post and a gold-mining boom town will keep
~ you busy here. Areas: the Sierra Army Depot and Redding,




S W — e ——

Chapter 10: Bearflags and Burrows A new republic and buricd secrets of the past haunt this
Pi.rl'n[lhr W;.:ﬁ_ Areas the Mew Califormia deu]:lu: fN’[‘RL Voult li,th:hﬁmyhm
anad Vaule 13,

Chapter 11: To the Great Salt and Beyond By the sea, by the beautiful sea, mystery and peril
abound. Arcas: Mavarro, San Franciseo, and the Enclave,
Appendix A: A World of Fatfout This fint appendix contains maps of every town and adven-

ture arex in the game, The maps follow the order in which the arcas are described in the sec-
ond part of the book.

Appendix B: lnside the Vault Appendix B covers the hectic, enjovable, and often just plain
wacky process of making Falfawr 2.

Now move closer to the campfire, and 11l tell you what it1l rake to save your village
from the grodging jaws of the Wastes. Listen closely, young warriors, and you just may live

in be old warmon. ...

—=Matt Morton, October 1998

Az wa want to press, word cama from the devel
opers that soma al the weapan varisbles msgh ba
slighily twaakad ot tha wire. Nons of theas
changes will hawve any sigalcant impact on game-
play or weapons balance, 50 in the ntarests of
getting this book in the hands of the lucky folks
wiho play 1he gama the first weskend ity out, wa're
going to maka the unual chaice of ranming with
webint wa hawa. In the ofi-chancs thal the numbsrs
da shift o Mtle, bi sure to go to 1he Sybex Web site
|veevear wybenl com| to god the any and all updaias.

Guiuiepq
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Our young hunters and warriors have much
to learm about the world around them. The
Wastes are vast and unforgiving. Teaching
will give our young ones knowledge, if
they heed my tired words, but only time
will give them wisdom. | pray that the
spirits give them the time they need.

—Esconps from the Baok of the Eldena’
2500k Season
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you laam how o move with the sand or you get buried
beneath it in Chapter 1, 1l show you how to move with the
sand—creating and bullding o successiul Player Character (PC),

fighting effectively or avoiding combat altogether, and using Town

Reputation and Karma to your sdvantage.
Maost of the world is very different than the villege whera you start .
your journay. You'll run into many strange crestures and, ofien, stranger humans. Chapter 2 i
details all the monsters, humans, and near humans you'll encounter in Fallout 2. To survive, o

you'll need to know what sorts of things you can scrounge up of, batter yet, take from those

strangers. There's & lot of junk, but you'll know where 1o go to get tha good stulfl—tha Rams

that will keep you alive and dangerous. Chapler 2 covers the assantisls—woapons and

armor. Chapter 3 describes the rest of the tems in the gama, incleding the drugs. -
You'll become & lean, mean, village-saving (maybe even world-saving) maching. I you

remembaer io liston closely and learn what | have to tell you, your Success is as certain as

the promise of the GECK's salvation,

a5 ; A Y i
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Survival R
Strategies

I have noticed that those of our tribe who would
travel beyond the Great Bridge of our village share
similar qualities. They seek paths beyond the trails
trodden from village to pasture, and to field and back.
More than that, those restless souls that survive and
retumn to us seem to have an inner focus that gives
them strength in time of need. This focus, | am con-
vinced, is what separates those who retum to us from
those who retumn only to the bosom of our ancestors.

—Ewenat from the Book of the Eldens” 1 ESwd Seasonm
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0 get the maximum anjoymant from pliying ;
Falout 2, you need to creats the best passible . 1:
oy

character. When | say best. | don't mean the bast in
terma of the game, | mean the best in tarms of your own
preferences in gameplay and problem sohding. Some players
gnjoy shooting their way through problems, others want to sneak
around them, and still others would like to talk their way out of & jam. We've j&’!}f’
worked hard to make sure that thera are almost as many ways of doing
things in the Wastes as thera are in the real warld. So, there are quita a few
ways to make the best character, This chapter will help you make the char-
ncier whao's bast for you, no matier which style of play you enjoy mast.
I axplain how to croats § graat charsctar and how 1o nurture your bud-
ding hero through thosa rocky first few
lovels. A good understanding of com-
bat tactics is also vital to your charac-
ter's survrval, 30 I'N go over the
strategies that will enable you not just
o survive, but o conguer All the may-
ham that you'll laarm to effectively cre-
ate wall influence the way other
charactors react to you. So, the final
thing that Il explain in this chapter is
how and why people in the game react
o yousr character this wiry thisy do
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Chapter 1

&m;%e@hmﬂw

Unlike muany other role=plaving pames, Falfowr 2 has no ngidly defined character nokes, You
can easily design a beginning character to do a litthe bit of everything—although they won'r
do anvthing particularly well, For the Plaver Character (PC) you ercate to survive, you'll
have to specialize in a few key Statistics (Stars)and Skills. Later on, once you've acquired a
bar of experience, you'll be able to branch out and gain expertise in other skills

Although vou have the freedom to create almost any sort of character that you want, we
designed the game with three types of character in mind, Each of the three types is defined by
the way they go about doing things and sobvang |l|:l.'-3|:||c|I|\. Each i built to excel at one stvle of
play. Narg is a simple-minded combar machine. Mingan is a well-balanced character whao
relies upon stealth and stealing (see Figure 1.1}, While Chitsa has weak combat skills, she can

s her high Chansma and commumication skills to influence people (sce Figrure 1.2).

Figure 1.1

Charisma Hu}'—'|"l:r'~|l|u'lli|: and well spoken, he can convinee others 1o scc

T|'||1'.|',:-: his way.




l Combat Boy—He can kill everyone or everytéing that stands in his way. As
detailed |1:|l'rw. there are also rwo siibserts to r|‘||1 CATEQOIY, :;-h-l.ll'li Rmprr ll'll.l
I.'.I‘|1!_I RJI'IFL' L.‘lrllhdl !‘hl:l-

!‘;lrﬂlh Hruv—'j ||.' can sncak by or around any obstacle.

Chires relios on
RaF power of
il BIF LA Tl

Figure 1.2

We designed the majority of quests in Faffews 2 to have more than one solution. Having
a varicty of posiible solutions makes for a more entertaining and realastic gameworld. In real
life, there is rurely only one way to skin a cat. When the development team consrructed the
Eame quests, we asked ourselves, “Hewwe would a stealthy charscrer sabve this |.|u-|.'!-[,' o
*Unuld a character cone r'sl.'lh!:.' talk their way thire ﬂl!.:h here?” Bince Falford s masent charac-
ter is the Pip-Boy, we started to refer to cach of the three types as an X-Boy of the appropri-
ate type.

You can, of coune, create 3 successiul fermale character 1 Falfour 2, buar I:'||I-Pr|-llr| {and
by extension, Charisma Person) qust didn’t sound thar good,

Here's an example of our thinking when we constructed the game. Suppose some

Rasders have kidnapped a chald

Charmma Boy could convince a wavenng guard to frec the tyke, uting rhe argu-

ment that children just shouldn’t be used az hostuges

aup uasoy? ay) Guneasn I



B Gomiur Bey could solve the quest by artacking the bandits and lilling all who
stand in the way of frecing the child.

. Stealrh Boy could sneak into the camp, pick the lock of the child’s cell, and get F '{F
away without any of the bandits noticing. - : ‘i

What makes onc type of character differeng from another are the Sratistics and Tag
Skills that you sclect when you ercate your PC. Stats will not change over the course of the
game, and, as alluded to carlier, you don't have enough extra stat points to do coerytbing well,
w0 choose these carefully. Skills thar are Tagged can improve at twice the speed of un-Tagged
skills. When you create your character, you are allowesd un}ytl‘uct'rngﬂlﬁllh'ﬁu won't et
any more Tag Skills later on, nor are you allowed o reselect your Tag Skills once you start
playing. Therefore, the Stat and Tag Skill choices you make during character creation will
determine your style of play for a large part of the game. Use the information in Table 1.1
make the best choice of Stars and Tag Skills for your PC.

Table 1.1: Styles of Characters
STRENGTHS SUGGESTED
* TAG SKILLS
_ Charisma Boy Has tha gif of gals; can Charisma 5+ Speach
talk thisir way out of or Intalligances B+ Barter
into things; can gain Parcaption 7+ Outdoorsman or
— IMany companions; Small Guns
g shrewd sales skills mako
-E high pralits
= Combat Boy Good at both ranged and Agility B Smiall Guns
L] mibikie combat; can fight Strength B+ Energy Waapons
— thiair way past almost Malés Waspons
E any ohatachs
-E_ Long Range Can reach cut and inflict Agility B+ Emall Guns
_E Combat Boy pain from a distance Perception Bs Big Guns
[ | Sripar) Lusck 5+ Ernergy Weapons
Short Range Musst get up closs and Agility B Uinarmad
Combat Boy parsonal to hurt others Strangth B+ Males Woaapons
{Mmrtial Artist) Endurance 7+ Snoak or First Akd
Stealth Boy Prifers snaaking and Agility B+ Snoak
filching rathar than Parcapiion T+ Lockpsck
open combat Intolligence B+ Steal
. -‘ 5 e - . - :
* L i [ o P
- re . e =
- . - A -Il" | . £ '- *—.‘




Fach type of PC is equally effective, and different styles of play appeal to different sores of 5
players. If you like combat and revel in weaponry, create a Combat Boy character. 1 you prefes

paticntly sncaldng around
and out-thinking your |
opponenty, a Stealth Boy is .
FTINPE YOuIr m-l'..,-_ IFF“F“' Dsom't eronte 8 charscter with an
fer verbal fencing to the Intelbgence .!':tlthﬂrm"l_ A
épée, s Chasi Bav PC charaeter with 8 lower
i ", Intalligence will talk and be 3
s fior you, You can build an uck

; : ; . treated Wke an idsal, snd many ST
almost infinite variety of =

quests and apportundies will b .;5: I

successful male and fermale dlosed 5 tham. o
characters in Fallows 2. E
Above all, you should pick =.
a PC that you'll enijoy play-  (( 3 g
ing the game with—there
s o single mesr-offectror
type of PC.

Your character may eventually mature into a hybrid, but you'll still solve problems using
skills associated with one of the three basic types of PCs (talking, fighting, or sneaking).
Throughout the rest of the book, I'll show you the best way for each of the three PC types 1o
salve & problem, For quest solutions, both the Long Range Sniper and the Short Range
Martial Artist fall into the category of the general-purpose Combat Boy archetype—they're
both combat charactens; their only difference is a distance preference.

Omce you've created your perfect PC, you'll need to know a few things to get them past
those first few hazardous experience levels.

Budlding Claracter

Building a beginning character into a hero of legendary stamre isn't something to rake for
granted. Your PC starts the game dangerously weak compared o most of the creatures that
live in the Wastes, To survive, you must rapidly eam Experience Points (EPs) to go up sev-
eral levels. Whether you're a combar character or not, you'll also want to get the best anmar,
weaponry, and healing supplies you can—it's always a good idea to be prepared for the
worst. Unce you've made it to the third level, you can relax a bit because vour PC is now
competent enough, and tough enough, to avoid instant death. However, you'll never be able
to let down your guard completely—the Wastes hold many perils for the unwary.

Jajaeieyy buipjing I




You may select two Traits
wyhon you create your charac-
tar. Braiser and Heavy-
Handed are best for
close-range combal types.
Skilled snd Gitted are good
you wani 8 Tast stark, bat your
PC won't improve as queckly
later im his career, The only
Trait to avoid in Fast Shat—
this seams like a good Trad,
bt i keepe you from usng
mare sccursts, and thomafors
damaging. affscks

Different types of PCs gain
EPs in different ways, To maximiee
your EP gain while minimizing the
ritk of your PC getting killed, you
need to play to your strengths, As a
general nule, your PC should do
the things that they do best to sur- {§
vive. Flere are some strategics for
the three primary types of PCs.

Boy

This charmer needs rwo things

Whan you're just startng cul on
yaur adventures you Should 5w
earfy and sawe aften. Your begen-

tor theve: fnendds andd informa-

*E taon. You won't get either unless ning PL is tragils and i's lexs
= Wou talk ta ||n|p]|t, wan tall poy fristrating 10 lond & saved gama
L] everyone. In many cases, just than it is to start over. ﬂ
5 talking o a Nom-FPlayer o
i Character (NPC) and using your
m Speech Slall can eamn your char-
2 acter experienoe points, gifts,
E e other swands,
a Charisma Boy is weak in
— combat, but his pleasing person-
= aliry will convince people to fol-
E low him. These followers, or 08 Riwer have 1o warTy Bhoul
E party members, are often much T Spacch Skl whan
L better suited o combat than il I!uli'n]. 1o o NPC. Your
Charisma Boy is. PCs can gain Ep"::;f:ﬂ I::tﬂr:l::::ﬂkm
number of party members equal ::uﬂu :ﬂ :::u“ r_mn::id ":{
10 half their Charisma Statistic T

AH. o da something.

{from one to five companions).
This allows Charisma Boy o
surremind himsel i wath

70
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bodyguards to do his fighting for him. Charisma Boy needs informa-
tion about what's going on in an area so that he can figure out which
INPCa are likely to respond profitably to his potent powers of
persuasion.

If you build your Barter Skill to 100 percent, you will start to
get close to receiving a fair value for goods you scll o merchants,
You should pick up everything you sec and sell it to buy yourself
all the trappings of success, such as better weapons, armar, and
lots of healing medicine (known as Stimpacks),

Combar Boy

This PC should kil
things. In fact, he
should kill every

Succnasiul PCs of all types col-

varmint he sees. Don' Iwct whatewar thay find on &

kil the people in your corpsa. Even & you have no m

homie 1.‘;“_]#1:,!3|u| every immadiate usa for an item, you E‘

rat, wild dog, and small NESLAN B pomasan ni dose - =
¥ i hi

SCONPION YOU ENCounter Everything you find squals L a

shiould be exterminaned maney in Fallout I's sconomy. o o

. . ) If amy tnends are (ravedling
It can be a bir tedious =
' with you, load them up with -7

bt CUfTing your combat m::: I|h: m-h::-:t a

T“Ei.'thl'll'.l inoffensive pack mules—they won't mind 7]

prey builds EPs safely, 5

While you're doing this,

always keep n path apen

[{4] Il'h! t\dgt irf!ht |'nl|1. A Illll YUMI CHT T fur 1|||'

itif you take too much damage. Living to fight '

snother day is far more important than killing that
last crinier.

While all PC types should snag
good combat gear, since it's your primary
problem-sobing methad, it's even more
impaortant for Combat Boy to score
some armor, firearms (or g
Sledgehammer), and lots of Stimpacks
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as soon s possible. Later on down the road, you can buy these tools of your trade, but they're
more cxpensive than you can afford at first, The best way to equip yourself is 1o grab gear
froen recently deceased former owners, Helping reluctant owners to meet their ancestors abo
nets you some EPs, so you're benefiting in two ways at the same nme.

"-l’l."h =n you e just starting out, don't get carmied away, Killing an isolated bandar guard is
much mare likely 1o be profitable than atracking the bandir ch icftain in his own headquar-
ters, Excessive bravado eams you nothing but an unmarked shallow grave in the Wastes.

When you gain a level, spend all of the Skill Points you've just earned on a single com-
bat skill. It docsn’t matter which combat skill you select as long as you don't spread youwr
Pn-||1-ru1u1' over more than one slall. Onee youl get a cormbat skl LLIRY LH 100 Fltrl:k'l'IT. you can
afford to start improving other combat skills, but not before. Eventually, s Combat Boy
shauld be highly proficient in at least two of the three gun skills (Small Guns, Big Guns, and
Energy Weapons) er both Unarmed and Mélée Weapons Skills.

Alsays sava the game bofore
pttempiing o stosl anything. That
wany, i you re spotied and an
enfagpad mafchant or the lecal
constabulary gives chasa, you
can land your saved game and
iry again,

This sly devil diees his

best wirk when borrow

M

1174 thir g trom others—

usually withowut ther

knowledge or consenr.

Bunwe

Practicing your craft in

crvilized areas rather than

trekkings the dusty descrt

will prove miusch maore
Fm':l"-lrth: for o Mmr
fownEpeople carry some |.:I.I-L1d.- with them. You
thould lighten their burden and increase your
purse at the same time. To use your Steal Skill on
snmcone without as great a risk of |.1-|.‘|:I:|!1: '\-Fh'ﬂ ted,
swipe theeer thimges while you're behind them
Snagring lighter items is safest because mking
heavier hems morcases the chanoe tht :i‘lll.lr l.|'|h"'=l!'
ing fingers will be detected.

e

T ——
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Shopheepers keap most of thair
One particularly money and stock behind the
effective Stealth B»ug' counter, wharne it cant be pick-
trick is to steal the pocketsd. Stenith Boy PCs can
weapons from guards pickpocket (Steall the items that
that you may have to shapkeepars corry on thair per-
fight before engaging wona, onby i sell it right
them in combar. This back to tham for cath or
kst always easy, since better shop Rems. They N
b S T il nawer b the wiser for i
vant than average
citreena. However,
dodging a disarmed

oppanent’s fists s likely to be less painful than dodging an armed opponent’s bullets.

You can abso get into and out of places by sncaking past guands using your Sneak Skill or
opening up a back door using your Lockpick Skill. One of the first tools that you should
acquire is 4 set of Lockpicks, and then a set of Electronic Lockpicks. The Lockpick sct gives
vou & bonus to open normal doors, while Electronic Lockpicks give you a similar bonus with
high-tech, electronic doors (such s elevator doors and sliding doors). In Falfour 2, a charac-
ter’s ability to sncak and steal is wor diminished by wearing heavy armor, so you should wear
the best protection you can find. Use vour Sneak Skill to svoid combats, but if you are
caught, remember that your character’s stars make you a good sniper as well as an effective
sneak

"There are many different ways to fight—some are a whole lot more effective than oth-
em, though. You'll never get anywhere by bleeding for your village——the idea is to make
some other poor schmuck bleed for theirs. The next section tells you how,

Them s Figlitin’ Wends

No matter what kind of PC you end up creating and nurturing, at some point you'll have to
fight. Yoo can complete many of Faleus 2's quests without fighting, but to finish the game,
you're going to have to kill someone else before they can kill vou.

The next section offers up general combat tips that apply equally o every kind of char-
acter as well as more specific tips for each of the three types of PC.
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Survival Strategies
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 These strategics cover a wide varicty of situations since no two combats are exactly alike.
However, if you remember some basic advice, you'll be more likely to be the last one stand-
ing after a hirefight.

Preparation, No Excuses

Be ready for combat at all times. Many PCs have been lost because they didn't prepare for
battle—don't be onc of them. You should abways have a fully loaded weapon in one hand and
another useful combat item in the other. Stimpacks, a different weapon, or even grenades
make wonderful sccond-hand items to carry into combat. Most of the citizens in Fallowr 2
understand that danger is abways nearby, and they won't take special notice if you walk
around with 1 weapon ready. If they do, just switch the weapon to your other hand (item slot
rwo—they'll leave you alone.

Terrain, Your Lifesaver

Use the terrain on a bartleficld to your advantage. There are two ways to use terrain: as cover
and to divide your enemies. Using terrain as cover can be as aimple a5 ducking behind a wall
“after you've made an attack, or as elaborate as opening and closing a door—the idea is to
keep something between you and them. If you can't block all of your enermics by secking
cower, block some of them. You are a match for almost any one enemy, but groups of atack-
ers can tear you to ribbons. In any case, the fewer people that can attack you, the berter.

Terrain can be used to divide your atackers as well, forcing part of an attacking force
into combat o you don't have o face all of your opponents at once. The best way to divide
your opporents i to hure one group of attackers towsrd you and then duck back the other
way before another group can get to you. This method works especially well when your
attackers are all trying to pile through a doorway mo reach you—because they have a limited
area from which to deploy. This technique is casier if you have more Action Points than your
opponents, but it can be used even by slow PCs because enemies always, predictably, move
toward the last spot where they saw or heard you. In general, moving around while yoa're in
combat is & good way to spread out your attsckers.

If your PC is a close-combat PC, you'll have an even greater need to use terrain. You
must use the kay of the land o keep from being riddled with bullets while you close with
your enemies. Get near your foes before you even start combat and then close with them
quickly, Some of your encmies may take a potshot at you while you use your fearsome fists
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and HJ[‘I'ptr'hh.d: on their paly, so try o hght in aress that have some cover from i.nngam#
1..|"I.II!l|'-II'I|.' I;I:_l.ll' |!.l|.l!l|.|.l[-|:r irsicle focHTie I |'|:|.i||,|||'|g~.|

Distance Is Your Friend

oure, reaching our to fouch someone is nice. But for everyone other than a Marmal Armst,
omce you ve got a few levels u!'cxru_' rence under

:I-'I.'ILII belr :I.'\'I.IIJIH-'\E' h-r: ""H.IH one |||.!.|I-'.|.r gn
skills up to 100 percent, you are a better marks
man than almost every foe in the Waates
Longer ranges decrease your chance to
hitan ||r.|11|1r|.rnr— hcvue ef,
they also decrease their
chance to it you

At longer ranges, you
still have a good chance to hit your foe because
your gun skill is higher than theim, while their chances to hit you have dwindled ro almost
I'I-lrhln_g."nl.ii (LE=] L= |.1.“_'| Lise ir_'nhl have any sort of rifle—enemies with |||_..;|-._,[., or oither
short-mange weapons will have 1o close with you to have any chance of hitting. Strike from
long range and keep moving back so that your foes can't get any closer to you

Nighttime Is the Right Time

Lharkness makes it more difficult to see and shoot things a
a distance. Picking off your enemies is easier if their friends
can't see what's happening in the darkness, though, due to
vour relative superiority when it comes to night vision.
Since darkness increases the ranged -artack penalties
for everyone, nighttime is a wonderful tme to go sniping—
it's alsa the best ume for ebose-combat PCs to stuge
assaults, since they won't be us easy to shoot before they get
close enough to attack. If you're the shooter, vou'Tl have the
same advanmages that long-range combat gives you in day-

hme, bat sirce it's dJ.rI:, ¥ wion t need 1o be s far pweay.




Groups of enemics all packed together cry our for
sutomatic weaponry and explosives to be uwsed on
them. Enernies that have ro move through a doorway
to get to you will often bunch up just before the doorway.
This is an excellent time to use the grenade thagyou keep in
your second hand. 1f you have a weapon capable of automatic
fire, you'll be able o waste at least two enemies in 2 row, and per-
haps three.

With Grenades or a Rocket Launcher, aim at a target in the
center of the group. Even if you miss your selected rarget, the
blast will still catch someone. With auto-fire weapons,
choase a target that's second in line, That way, the enemy just in front of your target has 2
chance to be hit by a few rounds as well. Spread the love around—there's enough for all

Calling All Shots

Omnce your PC has a 100-percent attack skill, it's time to start using a mode known as 2
Called or Targeted Shot. You can usc s Called Shot at any skill level, but it's most effective if
wvou're already at 100 percent with the weapon you're using. A Called Shot takes more
Action Points than a normal attsck, and you have a lower chance to hit, but if you do hit, the
effects are devastating. With a Called Shot, aim for the eyes and the groin, Eye shots have
one of the lowest chances to hit, but if you do hit, the increased damage and chance of an
outright kill malke it well worth it. A Called Shot to the groin will usually inflict more dam-
age than a normal shot, and it can both stun and knock down your opponent—oh, that's
gotta hurt. This move is a good second choice if your chance to hit the eyes is too low to be
effective.

Run Away!

No matter how skilled you are in combat, a time will come when retiring from the fray is the

berter part of valor. Remember thar anyone you've already killed will stay dead. It's better to '

leave, heal, reload, and come back fresh and ready than ro stay and die. . ‘g
The best way to leave combat is to leave the map on which the fight is taking place. [

Before you enter combat, try to remember where the exit hexes are so that you can bug out if ==

you have to, When you are damaged to the point that two more attacks will kill you, it’s time

v beave—take off carlier if you're fighting multiple attackers. Just cut and run for the exit



grid, putting cover between yourself and your pumnuers if you can do mﬁﬂﬂnmm far
out of your way. [he more hexes between you and your enemies, the better, since each extra
hex of distance dr‘l.'rr-i Yo fioe's chanee 1o hit ViR -_.i-__|,||-|1'1ﬁ.|:.1.n|]:|'. .ﬁ.gaiﬂ_ distamce hwﬁhﬂ,

Different Stnakes
for Diffencnt Fatho

Some seck combat, some are born to combat, and still others have combat thrust upon them.
At some point in the game, every character will have to fight. The following section lays out
combat strategies that are specific to cach type of character.

Charisma Boy

This sweet talker s a lover not a fighter. Your best survival tech-
nigue is to find NPCs that will accompany you and do
much of the fighting for vou, However, you won't be
able to stay completely out of harm's way. YouTl sill
need m wear the most effective armor that you can get
your hands on. Your hagh Barver Skill should help you to
trade for this. You abo need to aoquire an cffective weapon.
Withoue many Action Poines, two types of
weapan will work best for you. The first is any weapon
with an Automatic serting (e, Submachine Guns,
Assaulr Rifkes, .:.llnclf.::l.rlill.g Crumal; the second s a
Large weapon such as the Rocket Launcher. Using
weapars like these gives you the most fircpower for your limived numbser of Action Points, Just
be careful not to catch your COMTHprTRnS
with friendly fire from these bag-bang
WERPOA.

Combat Boy

If combat is your life, a couple of
technicques will work well for you.
If you're armed with a long-range
weapan such as the Hunting Rifle or

=




Lwﬂﬂ:[ﬁywmnﬁrﬂpeg;md:&lﬂrﬁuHMm;fM_ off at 8 distance
Mﬁfumhﬂmmh@umﬂﬂﬁlww
Smat, will give you a much higher chance to hit your enemies than they have of hitting you.
 Infact, if you're far enough away, you may be able to shoot enemies without them being able
: to &t you to return fire. g R -
1f you prefer short-range combat (as the Martial Artist-type character does), you'll need &
to get in close quickly, and stay there until all ofyour foes are disparched. '

Stealth Boy

You can either sneak directly past guards or engage in more dangerous combats. You can also
search for a different route, free from people who would do you harm. Often, your abiliry ro
pick locks will give you a back way into an :

grea. Sometimes, however, fighting is
unavoidable, Stealth Boy usually has a high
number of Action Paints and a good
Perception Star—so if you do get stuck ina
combat, try to stand off and use Sniper
Combar Boy ractics.

Stealth Boy cxcels at taking out oppo-
‘nents one at o ime (commando srvle) and
then retiring—either leaving the map
entirely or hiding, only to come back and kill
aain once the hubbub has died down.
Encmics in Falfout 2 dont reparam (come
back to life after they've been killed), so you
can take out opponents bit by bit rather than
taking on the entire horde all st once. However, any damage you've inflicted on a still-living
enciny will be healed once you leave the map. When necessary, your high number of Action
Points makes you particularly adept at withdrawing from fighting—take a shot at your ene-
mies and then retreat with the rest of your Action Point.
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Don't enter combat lightly—it is never without consequences. For example, the news of N
your battles may spread, and the psychic impact of many deaths may become qlpﬂmth _'_‘
others in your thousand-yard stare. d r‘.ﬁ.

Fow to Make Friends
and Tnfluence Peotle Hw

The peoples of the
Wastes have learned to

trust local rumor as well I you're getting hostile resctons

wihvin you talk to the pacphe in @n
area, chack your Town
Heputation. You may've done
somathing to upset the locals

as ther instincts when
dﬁﬂminllqu Fmw g
react [0 strangers,

The cumulative impact
of these local remors

i called Town
Reputation. In addi-
tion, your overall ten-
dency to commit good
or evil acts, whether
you're seen committing
them or not, can be
sensed by some people. This imuinerual response to you is based on your Karma. Your char-
acter's current Karma and Town Reputation (for each town you've visited) are shown in your
Pip-Boy, so you can check them at any time.

Town Refpectation

A status name is associated with your Town Reputation in each area. These names run from
the most liked and admired to the most despised.

diy

' ldolized—Everyone here wants to be like you,
' Liked—PFeople here like you,
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b=
o

| i . i T
T . S e J_Mﬂ!“ﬁ ik ol



Accepted—You're not a bad son.
Newtral—You're OK, for now,
Dh].ilﬁl—'l.-'l'h:.. did you have to show

up here?
Hared—Bad PC, go away

Vilihed—You're lower than 2 snake's

belly, and mothers scare their children by
saying that you'll come and get them.

What it takes o

||.:i"|'n:'|.~[' 'F.“m; of fotor =

Y In each area wll it
Evaryona loves o big spandar.
Biying a round or two [or more)
al drinks for tho locols daas
wiondars for your Town
Reputation

fer from place to place.
For exampile, if you
have the repatation of &
canciree killer in a
Raider camp, they'll
vhink highly of you,
possibly even ldolizing
you. However, if the
area is 4 quiet farming
{4:|r|.'|:r|||.1r|.i'['_|r', I!]:lr'_l."u give
high marks to a kind
and considerare PC

If, by chance, the two arcas in the example abeve were linked, by trade or other commu-
nication, your geed Town Reputation in the Raider camp would carry over as a negaiite Town
Reputation in the quiet farming community (where you might be universally Hated),
Town Reputation provides no gamewide reference 1o good of evil—it's just a measure of
what the locals think af L.




Unlike Town Reputation, Karma in Falfear 2 is 2 mea-
surement of the pavchic weight of all of your actions,
rather than what people see and hear about you,
Killing people is the act most likely to change your
Karma. If you kill a good pemon, points are subtracted
from your Karma total; if vou kill 1 bad person, you will
gain some Karma (they were bad, but you sl kiffed
them). Other actions affect your Karma as well.
Helping an old lady rescus her kitten is worth a couple
of positive Karma points, while evicting her from her
shack will certainly subtract from your Karma total.
Same people can sense your Karma—they will resct to you
based on the feef that they get from you. If you have 1 nega-
tive Karma total, evil Raiders that can sense your Karma might

S SS—

respect or even fear you, while the same negative Karma rotal would make peaceful farmers
who could sense yoar Karma scom you. If you do enough good acts, or encugh bad acts, to
change your Karma total beyond certain levels, you will a gain 2 special status and benefits.

The effects of scquiring certain levels of Karma are shown in Table 1.2. As soon as you
pass 3 Karma total, you will gain the benefis of that Karma status. Bear in mind thar you
could gain a Karma status in one day, only to lose it the next, since your Karma is always
changing—up or down—due to your actions,

-

pue spusiij axej 03 Moy

Table 1.2 Karma Levels and ENects

RARNMA TOTAL STATUS

+1000 Savior of the Wasteland +210 points to Rescibon, +8 1o
Armor Clasa, +3 poinis of damage
par hit

+750 Guardian of the Wastes +16 points to Reaction, +4 to ;
Asrmor Class, +2 poinis of damage
peii it

+500 Shield of Hopa +10 points to Asaction, +2 1o

Armor Class
+5 polnts 1o Reaction
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-250 Batrayer -5 points 1o Reaction, +4 HP

e T T L L L L L L L L L L L L L R R R T R R Y R T T R CEEL LR LY

500 10 points to Reaction, +8 HP

T Il il Il e TR R R R R R R R R R R R SRR ERRERRN RN LS LR L L L L bt

T80 +15 points to Reaction, +14 HE +1
point of damage par hit

-1000 Damon Spawn 20 points to Reaction, +22 HP 42
paoints of damage por hit

(NEEENERNRRRR RN SR RUN TR SN ER R bl L bbb bbb b bt EEEREEE R R LR SR

Whatever you do in the course of your travels, it will have an effect on you, 25 well as on
the world around you. Think before you act—ar you may live to regret your haste, if you're
hacky.
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Know that our tribe is not alone in the Wastes. Many
strange and dangerous creatures live just beyond the
Great Bridge. Some, although of unusual visage, are
friendly to our kind, but most are best treated with
caution. If you travel the Wastes, remember the exile
of our revered ancestor, who was cast out by his own
kind from the Vault of the Holy 13. Indeed, many of the
fearsome creatures almost defy description, but the
maost monstrous by far, and the most dangerous, Is

.

— Ercordt fraim the ook of the Elders” 15708 Seasan




e Eldor speales the truth. Many unusual i ~ ‘a
beasts crawd the desert, and humanking bty T T T 0 R
most dangerous. To help you face these perils, I' »
equip you with tha most powerul weapon of all—
knawdedge,
The differant types of creatures that make their homes in o

tha Wastes sre Ested in alphabetical arder. Then, the different types of
humans that lead their ives in the great dust will be paraded before you.
Listan closely, and leam of those you must face.

Only by learning about the creatures that lve in the Wastes will you be

ahle to make your way amongst them, Both bea- and four-legged creatures
may mid or hinder your progross. Dfien, kndowing more about those that you
will encounter will enable you to turn those with harmiul intontions into
aliies. Failing that, st beast you'll know better how 1o deal with the worst each
critier can dish ouwt




Hene r4bide onoterns

L1.F¢ hu r..IJI.tI'I- many Lll'-'t':-r Fu.r!'.'- to surave ih the radioactive JI:H!T!"’-. 5¢I1'|l.' Creatures “'I:u
be familiar to you, others may have haunted your nghtmares. Information is the key o
meeting these creatures on their own tenms and defearing them

Peculiarities of each creature’s habits or tachcs are detailed for vou. Then, a short Bist of
|n!'c-rrl1.uu il abouit each creamure vou Ll encounter in the "I-"'u"l'-ll.'ﬂ ] |.I1'-t:u:!lri:-.|. 'I"hr.- I1I.II1I-|1'I.TF ol
Hir Points (HPs) that each creature can take before dying is shown in the first column of the
list. The second column shows the range of damage that the cresture’s attacks cause. [Fa
creature has more than one attack, the ||..||:'..'|',:l.' capsed biv each arack i shoamn I-t'p-lm“'}'.
The final column shows how much EPs you eamn for slaying one of the critters. The EPs are
shown a5 2 runge rather than a precise amount since you'll get more EPs for killing a tougher
CreaTine

Every creature that walks, crawds, or slithers through the YWastes is hungry, and you look
i ot like dinner

Abominations

Many years ago, the Master, an insane doctor who attempted 1o become master of all
humanity, tried to create guardans through gene splicing. The onginal Yault Dweller, vour
ancestor, sopped him before he cold complete his plans. Unfortunately, some of his extra-
-.u|.'|||u|.'||:|. i -||.|.l;h creatioris bhave mintlived him and continue o roam the YWastes, Centaur
and Floaters are often found together, as though thicy fecl some sort of kin-

ship for one another,

Dwellers of the Wastes

Centaurs

ﬁ: -|_|'|: L'ﬂ:.r,mr_ oy |'|.|J1-.n! ::|| s many malformed 11:.,:'-. s | ‘.J:luHh J.I'll.‘l. ETTOME,
b but quite stupid. Keep vour distance from this creatune while you shoot it to
[~ :

= death.

S

Floaters

Floaters hower by, M acturing and BTN MOXIcus rases i their Hotation

bladders. They're stupid, but move fast and are very diffscult to kall. Floaters

-4




will try to surnouind you, &6 kocp your distance. The gascs thar allonw them to Aowt tom them 5
into a wonderful fambs when you crisp them with fire or energy weapons, :
y
=
CREATURE HIT POINTS DAMAGE
Contaurs 160-176 1=-16 650-500

Floaters 175-200 1-15 7501000

Braltimin

You have little to fear from these peaceful two-headed cows, Maciad brahmin
arc the major meat source in most scttlements, and they will avoid combat

wheniever posuibile

CREATURE HIT POINTS DAMAGE

Brahmin A-EER 1-0 =120

Deatthelaws

Dhearhiclaws were onginally created to replace humans duhrlg close=enmbar search-and-
L|n|::u:|.' griiasions. | hicy were derived from moxed animal stock and then refined 11}' the
ivlasrer, using genctic manipulation. | he resalting creature is alimmost u1:||:l:|J'ﬂ"J.h|:§|'fllt and
p:mrtf-u!. Deeathiclaws are well named=—thev are the PougesT arms Al I!hll_!al:rl.l.w'lu

encouinter in the YWastes,

SIaJSUOy apiqy alal l

Linless you have Combat Armor, extremely heavy weapons :I.'..II:H! a lot of STin'lp.ll.'h.
rurining for the exat hexes at the first s2gn of 3 Deathclaw i your best chance of survival. If
:|.1|:l|.1'1'r wrll| cqulppc-.! wnd wunt to wtack 1 out, 1|'|u'm|.l;|.'1.. get i at least one shor ar '|l.n'I|R Fange,
becase [Deathe bavws maowe s fast that par're unlikely to get another long-range artack as
they charge voui. T hey ] always close rapidiy so they can use their p.mtl't'ul claws to tear and
rend you. For maxamum damage, use & Called Shot to the eves when you shoot them.

F [:mn‘rr. CVEDN '|.ri||'| {_-J.H.;d I!"-|!5|||'.-...1.||-.| '|| n:-{'d ﬂ:w:rJ.l qﬂ'u;l lata o F-ur a Dearhelaw dl T —
use extremie cuution (and save often) when fgchting them




Adult Deathclaws

What dioes an Adult Deathclaw eat? Whatever it wanes tou [he Adale
I]‘l.'.]l!h'lld'l-l'l'- J.|l.l-.n'. at the & 4 of the fooed chain wherever it |'u|:"|1-:'r|-. tn b
Ciften, several Dicathelavs live togrether and protect an Alpha-female with a
birosnd of eggs. YWhen vou run into one Deathelaw, look around—there

almost certanly wall be more

Baby Deathclaws

-[-l'll;, Il.\,ll"l. I]:,'.|I||-_||..1.|-\. i :I_I.!'_.'ll'l': e A Tl I':'.': il CHEE I_||-_|.\,IJ|J'
.1]!'.[‘[ |||;::"._'II|.H.'._:I' bl & EITETS el Alinmjredoel |I-.|'i.-||-.'|.--|.-r'.|||,|'l.n-.||'||_::
losie erdy, wo the presence of 3 Baby Deat W besn T NECesEArTY Imiedn

I‘h.l' |'r'--||1'.--r.|a.| 6T TIEANTY | |1 eyer, That W [ i -'r_r ViHIT i--':-|||-|| Ilrl"-|','r_

Intelligent Deathclaws

|r|||.']!|;.:':||lJ.'l-'.|!||u||'.1. coinie i both adult and baby wirei. | hev don’ |-"-'-L;|.i‘|'|-r:|'r||.r1-:|-lr||
other Dicathclaws, but they do act differentlv—ar least when they're Ot ATIETY. Ifa

Drearhc law docan t charge you on sight, it may be intclligent—it's possible to ik to
Intelliment Deathelaws. Hiowever, Intelligent Dieathelaws have the same ferocious abandon

in combat as their dimmer brethren, 50 a policy of détende is definitely not recommended

CREATURE HIT POINTS DAMAGE EPs
Adult Deathclaws 170-310 145 TE0=1750

Some dogs have remained domesticated pets, bat many maore have tamed
feral and haunt the dusty Wastes in packa. The dogs thar survived the

radscactive fires are a larger, and toagher, breed—nonr almost wodd siied

Chapter 2: Dwellers of the Wastes
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Z

You won't encounter any rabid toy poodles in your travels i

CREATURE HIT POINTS DAMAGE
Dogs 14-25 -0




Geckas

Creckos are mutated Lizards prizved for their sleek and durable hides, Most Gieckos are peacc=
ful, unthreatening creamures. However, if one Gecko is attacked, the rest of the Geckos in the
area will corverge on the artacker. 18 yvou ler them surround 'nl"-l.‘.|u.'{- can be I{AH#HH-II.H‘

make certain that you leave an escape route open, o7 use cover [for example, stand 15 & coor-

iy ..|E"_|:I'r||". CET SSrfE il W OV e 38 & HiTeE

Silver Geckos

The Salver Greckios are the least offensive of the Gieckosr—they e
i

it very asmrressive, and if vou kmeow how o gkin them, each hide

warth $25

Golden Geckos

The same foxic conditions that mm a Golden Geckos hide into
rh;r r-.':'-_:.-;:-i.1--||-. |:..|' JRERE '_i'||_'|' iTTa l- Ik IIT |||||r|' WA I-'lll.' Ier
r|‘|-;"_| ||'-:.|||..r|l| 'L.l:;.!l:':'-',r PEF O 3 Fin ':"l'_lilliu‘ll.ll

Geckn hides are worth $125 apiece

Fire Geckos

Fire Geckos are especiilly rough and can sciu by breath fire, Mo one knows what tone sub
stanoes are comblned in thetr st to make their breath bere 1her hibdes are far too mangy

p||.\_:| |:|-_|r|.r L] |'.\: '.l...:.'-'.

TR TTals

Th techknigue for alanmmng
Gachos can bo laimad only Iram
B charactar namad Smiley, m
Kinmiath, a5 & reward ar s88ving

him logm the Tone Coavas

sia)suoly apiqy aiay |

o+
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HIT POINTS
25-35

CREATURE
Sitver Gackos

Golden Geckos

45-65 135-210

Fire Geckos f0-B0 250280

Flama-Drsath: Jo=

Teasects

Insccts are some of the most dursble creameres on the carth

back when, and they re still hen

T L e

||'I'."| .'u T

Wten Lanrer angd |

Giant Ants

1I.||'I HTT l'l-l.'.|-:i', |.||I:l|| '!|||1 I:": :;1 FEANNE 1|_|-| PLUIE AL ..I.Ill.'l 1.
v infabat I by I.'l"' '.!'-.lJ1n'!

Make

rirn-.!'. DIOTECTTYE Ol I|'| AT II' it II"

||!lu. |I-|-!a'--..'|il-_.--l i 1 DEYEL |l|l"|.l\.l. LI '!Illr'u.ll|
. 1 1
aren't surrounded by these danpenous p

Mantises

."|-1.||'.r|- 8 BIT fJUIE
'..II.'-|II!'|| YL ||:-:'. TNERME YORLED ERCA

Manegs mouthifuls, Killmg them ot o dist

 amad travel i ENOAUEE LATIEE CH l'|;'!'.'. l.|I|I|,|£|I.

be s .||'|. I||'||||'|'|I'|.E'.||||I
ince s b :_I-n:rv..u'n
so thiey can i

.\.l'll'.l_'_ |:|'_'i.'--||". e 4t o timie and keep moving back,

urmound vou

Small Radscorpions

il lar e i

if the Small Hadser Fpui

defensrvely, Lise any extra Acthon Point

Sl Radse P gre the fize of large dog (s Bual

peaisDnwas simgerns, Bocause ¢ WA 8 FECAEeT, Yo

showaled faphi 10 FetTedl One

hex after yvour amack. This forces the Radscorpion to use an Action

Poarit B ghEE £ lrsse -".-ll.l.:|. to ittack voul diirhig thietr tur |c.1'-'||||.:
thermn with only encugh Action Poants to make one attack
IF vou dio et poisoncd, i wall wear off in a fow dave &t mose=—just rmalke sunc you have

aiCEE (o |".rr.h i hic ;||1'||.l_' O 4 prrsni arsted ot

thecy nilsled on dimosaurs way

nic freballi seorched the eanh. Unfosmenately,

Rk,



Large Radscorpions

I Ry iy m H|! ....'I,|1.|'|l\. pm |l._;|_;|:|_ IMEATIET, B ...,'||r F. I.I|-'.|‘I||.II‘_'|T!||.'I '.I'l.lll
Small Radscorpions, but other than that, they're pretty much the
SAiTNC |-'|_'-‘|'|: !]'r-\.l_' H|E i ||_'|l Ofis LEIng '_|.|- B ITIS ||: IENENT "I.'-\.'I'I

mJucs that you've bearnd -.| RO .':.'_i|I||||.' '||" FUDCTHTIRACT VErEEOn

'|'||-."i.'|':|;j;_|'| |'.|.;_- EIVE Vo a bonus for Killmg themr—you can cul
il r'|.|-|- r_||‘: ||||| -:|| iR A B l_.|:'l ||. %0 T i theear tal are

used for creating a [rousan antidobe

CREATURE HIT POINTS DAMAGE
Giant Amt 612 1-4 Z6-50

Mot ses 14-30 -8 F0
Small Radscormpions 1012 1-& + poison B

Large Asdscorpions

=zats

Just as insects have survived the mdioactiee clouds, 5o too has bumanity's old fnend—the rat

g
o
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Normal Rats

These range from vour tvpical starving, discase-ridden whart rats

o a somewhat langer—and hungrer—murtant, Chihoahus-smeed

SI8JSUOY apIqYy 818} I

rat. All ras run in packs, but thev're nor usally very dangrenous, At
bower levels, mat extermination 1 a resdy source of Expenence

|"'||'||I'\-

Pig Rats

I hd_'-" afre ||||,;|'|'_|‘l 17 ||_"\--|_|'\l|;'.'|'\-'n 1N ran ir- l||||vi[|l|-'|.'-'|'| 1'r|'||.'|‘|'t!'.’

they're a rat=ple hvbnd or an entirely new creatures, Pig Rats com
bine the fieral cunning of a rat with the voracious appetite of a pig

|'|'|:". 'rr I .l|_'! (| '.-|,_-|' :|||:| ol rat _:' 1t thewr bate i nn

-:r-l'.'.p;-'l
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Mole Rats

Mole Rars have 1||J.r]'-. laws and even suh irper tusks fi:u_'_l. use fo
tear great chinks of Hesh from their prey. Mole Rats are either
huge rats o the result of penc-splicing. Kodiak bears with malad-
pusted lab rate. Fortunately, they seldom run in packs larger than a

qur' L‘I.l\.:-.l't'll BN &

Intelligent Mole Rats

"What's worse than a Male Rat®™ vou mighe ask. How alsour 3
hlil.:l:'- .I!I'll.ll"\l :"I.III:L' H..ﬁ with i ||.'|.|-: ol ¢ ::|.||'.:-: d b case? (nls
a few of these hurk in the darkest recesses of the Wasres, but thaose

few are horrendous enogh. Some are amart enough o speak

(Well, they mayv be emart, but they sall don't have s ihle
thumba. | Show them what good toal weers w primates are and

alag them from a distance with heavy weaponry,

CREATURE HIT POINTS DAMAGE EPs
Mormal Rats 6-20 1= 25-80

" Pig Aats 8-28 -8 50-60
Maola Rats 26-T2 1-10 120-250
Intedligant Mole Rats B 1=10 200

Zobors

At the time of the war, robots

Oftan, a central compuher o6

trals the robaots that guard a

tacidy. Gaming accass bo tha

conirol programa, throwgh an

active tmrminal, may allow you 1o

disable soma or all of the robots
in @ faciliny

WETE il.l'-l i} .-II'.IllI; thieit Ajrphcar
ance in the sverage suburban
housctunlbd, bur the milieary stall :.I
had the largese number of actve -U
robats, T e robots that ane st
runmneng are found bn ieokated

former military bases or one




that have been restored by settlements with thic sophistx m--?‘--.i'll-wluﬂ;:.'nrcdtdmhntp

||I:’rII TUneNmgE

Robots are tough, but they are vulnerable to the Electro-Magnetic Pulse (EMP)

Croenades. When you fight robot, sproinkle EME Crenades liberally

Floating Eyebots

he Floaitne Evelbot i a i k-observation robar comimdanly
found in prewar military installatio 1 he Floating Eyebot uses a

o riv] electrw prod [ lée attack ) o Keep atruiders o line

Mr. Handys

Me. Handy, named for his large number of hands, was sold before

the war aa a gencral=chore and utility ol e days, vou can

qnnll i 2 few of these tough wnits bemp il for other duties. M
: .

Handy's tough hands make good 1 seapons, and he can b

hard to stop if he's hos

Robobrains

|_'|_ H.-illll;“"; A i "\.:. il |..!I bes roeod II:-"|||I'|I I‘I..'I.1-J"|||

At L '||_”. LTI ;'.l I\.'|\.||i| 1558 |-'r rifls I e cha VPR E,, O |I‘.|II.'I 2

:|||r|_'_|'\-r .'||I|-|".'. -l|||l_'||||"|!|'-' them make 'hlllll"l...-c'”l.'lll
pusrd robuots, [0S rumored that some were sef up o soocpt himian
|

brains, but this has never been pro

Sentry Bots

Armed with both a rocket launcher and a mimigouen, the Sentry Bod
:IJ-\.I-.-.\..I e dr .I.-\.I. l = COWET '.l\.." i1 YEEE YR .l LT r'r||.'.qr;L.||.._|
ark your party members to wait for vou cliewhere if you value their
company. A& couple of EME Crrenad ill bvetp sodten up this

briseT

e

siajsuoy apiqy asey |
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CREATURE HIT PDINTS DAMAGE

Flaating E'.'nb-u!' B0 Elactric p-rnud .'|' :!'.l' 275
Mir Hnl‘ld"rﬂ 6080 1-7 240-280
ﬂnhuh-mm B0 E'.' W |:u:rn 3040

Eﬂﬂlr'-' Hnlr- PO0-120 Hmmlwndﬁrr 'I'II- i:'HJ RO0-800

Spore Plants

The semi-intelligent, predatory Spore Plant has two types of
attacks "|'||-r!. ican shasot thorms andd, i you 4 close l.'|1-|l.|:,!|||.. rh-c:r
will lash out with a mélée artack. Spore Plants H-m-'r-nh a few spe-
clalized shiogo sLETig Sprkes At @ time, 50 J.“~|- e Plant barr: 1T 14

abways brief. Also, the plants are rooted in place, 5o thev're casy o

slay from o distance or even avoid entirely,

CREATURE HIT POINTS DAMAGE
Spora Plants 40 14 a5

Twnnets

liarrets are mobots that can't move r'n-1|: thetr st urtiree I sCa o .-‘|.-I'|_|1'r|-_ i'% |:-|1|:h'.1.| BETISOTE A0E
no more keen than human eyesight, so you can abways try to sneak past one. Avoiding a
Turret i the best way of deabmg wath it, but ifvou rust Aght, use lange WESpOns, EMP

Girenades, or explosives (dynamite or plartigue) to quickly destroy it

Floor Turrets

”'I" . " [|||r~'r-. '-\.IIIII_ ||| IO £ ||r|-.,|_'_|.]c | r... | ||J[|_-| el | rl:qul. 1;|f|||g

position and have a 360° ficld of fire




CREATLIRE HIT POINTS DAMAGE
Floar Turmets 250 By weaapon 300

Wanamingos

1lu"l-'nl_ll.'rl|:|:|!.|;|1-. are touph, very fas1, and resistant eo laser WELOLTY.
Where they came from or what they're doing here is LT RATL
They arent intelligent i the usual sense, bat they dov seem 1o have

a hive-mind mentality. 1hey re usually seen l||1|.|r:_zn|l..|.n|.|. and in

fraga iyec

CREATURE HIT POINTS DAMAIGE EMs
Wanamingos 120160 =17 S00=&00

You will encounter many of these creatures in vour joamey, but vou will encounter no

creature as freguently as the most dangermis creanere of all—man, of coumne,

Wacstnels of the Wactelands

You aren't the only one winding your way through the Wastes. Many others travel to make
their homes in the settlements built from the remains of the beforetimes. Most are wary of
newcnmers, just as you ane wary of the seasonal traders that come to your village. Trust, like
life, comes hard i1 the desert

The people you mect look different from those of your Tribe, yet many Yastclanden
share similarities thar can give you an idea of their profession or how dangerous they maght
bee i a fight. As different aa they all are, human are, in some ways, the easiest to predict.
However, some of the peoples of the desert are not even human at all. But human or not,
you'll be able to find a chosen few that will become close companions

| will tell you what 1 know of the people you may find. Those who wish to die of old age,
surrounded by their loved ones, quickly leamn not to take people, or situations, for granted.

Kecp your wits about you when dealing with strangem.
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Travelens

I m senise, all are travelers—mnone of the peoples know where they
will erad ap or P I::|:||.'_t wenll et there. In thim gea of b -.'r‘.Ji||1'..
you mast quickly apprase the people you deal with—whether each
onc is a combatant or o less threatening civiban, Appearance will
tell vou much

You can’t always tell if someonce is a loval guand or a gun for
hare by their gear, but weanng heavy armor and holding weapons at
the ready are certam marks of warlike abiliry, if not prohciency

Soime traveler imay be ditbicuile o soft ot Posnmd -|L. travel-
ers, 0F bocal rang bosses® [t's not always cay o determine who'
whao, If soemeone a0t dressed for combat, that doessn’t mean they
can b, or won §, pht=bmit i does veualby mezn thar they'Tl at least
festen 1o what vou have to say first

somc people ane a bit harder to judiee becanse they e not really

people in any normal sense. [T tll vou what | mean

aome characters were onee human, but have been changed into something clse in the yveans

since the bombs scorched the land. Both Crhouls and Super=Mutants were changed by

IHAR— O B |-|-:":!.|'!:'.. okt anteritioadlly

Ghouls

Lhotls were onoe humans, but they wene caught outssde of a pro-
tective Vault when the bombs dropped. The sume rdiation that
turrteecd thiesr Hesh indo '!1.||.'hr.! |-.'.|!||:'r has ETVEL them U r|:.'|-.|1t'.
long life span, Those closest 1o the blast zones are still so radioa
tig that they continue to glow, These Glowing Ohnes, as they're
called, have had some of their mtellect bumed oway as well
Shunned by the people of the Wastes, most Ghouls have Little to

v four




Super-Mutants

The Master created Sl,:p-cr- Mutants after the bombs fell tr:l.' Uhirn A
specially designed virus (the F.E. V. vinus) to tumn puse-strain
huemians inio Fh'm'crﬁ:f wrriors. | he Super-Mutants thus creared
were to become the Master's own personal army of shock troops.
However, the virus didn't work as anticipated. The humans remed
into powerful brutes, but as their muscles grew, their minds shriv-
eled. The more intellipent Mutants were given aniforms as & mark
of rank and authority, but they were few in number. Now, 80 yean
after the Master's defeat, fewer still Super-Mutants remain alive
Most humuans fear Super-Mutants—few places offer them peace.

The day of the Masters Mutant army is now passed, but some
people say that the experiments continue. The worst hormors are
always created in the name of science and progress

However, whatever the source, help and companionship
should not be scorned. Companions can make the burdens you
must face much maore bearable and obetacles much casier o
AETOOIME.

Priends

Sﬂ'ﬂ]: FI:I'PI-C ﬂ'lj-! mk fLk] }I'l| n :ﬁ"'ﬂl.| on 'II'II.” :I'I'\I |I'|'|l:"|'l -.I-I'Iﬂ' “'IE’ 11!‘!’TIE:|1L{‘hIP I‘ !IH: TTOST 'I‘EI.:"
able gifi of all. You may find companions, or party members, that have the same strengths as
your own, but o wise traveler will ask those who have different skills to join him. 1f you're a
Charisma Boy, you will profit by asking those who can fight to join you; Combat Boy should
sock the help of those with Science or Repair Skills; and Seealth Boy should find compan-
ickns to assast him in any area with which he isn't proficient.

Uniless your merry band is already as barge as it can get, you should always ask 2 walling
companion to poin you. If you later find another companion who is better suited to your
necds, you can always send one of your less useful companions away.

True companions—party members—will stick with you wherever you go, A brief
description of all the party members vou can find in the Wastes is listed below. You'll find
party-member NPCs that can join you in different areas throughout the game. 5o, the stan-
ing location of each of the potential party members is part of their description. If you have 1o
(190~ = ] I]'I'I.'L'-i.l.l reopircimetils before an NPC can i- 5 YU party, l]'lt_i'r” b listed in the section
of this book that covers the NPC's starting area
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Chapter 2

B

Every party member
s ahle o fight, with vary-
ing degrees of skill. Most
WPCs are also proficient
with one special skill that

You can have onby as many
Mon-Player Charactar (NPCH
comgpanions as ona half of
your Charsma Stat. Ask as
MaNY COmpanians as you
cn o join you. [ you find o E
betinr companian later in tha E:"_
QEmeR, OU C&N Qive your less L1 +]
desirable companians the

Bam's rugh

they'll use for you or for
the other party members
Some of these skills, such

a5 Barver or Churdoorsman,
are assumed to be operat-
img at all times, while

others, ssch as Science or

First Aid, are used only ar

yourr direction
Sairie party members are fechkde and wall jorim you onilv whibe you're 15 d §ee the location
or to sccomplish a specihic task. These fair-weather fricnds will be discussed in the descrip

rion of the area in which they're found (see Parr 2)

Cassidy

1 assidy is totally bored in stenle Vauly Cine, 1f vou can promise
him some excitement=—and vomn can—he'll add b conmderabie

combat talenis fo your group

Cyberdog

Cyberdog can be sctivated in the New California Republic and 152
good ally in @ scrap. Cyberdog has no special talents, but is loyval 1o

a fault, a3 lonr 0 you remember to oil him every now and then

Davin/Miria

Davin or Miria will become your faithful spouse until dearh do you
part [or you sell them into slavery) if vou marry one of themn in
Modoc. Neither of them has any usefiul skills whatsocver—they'll
Just take up one of your party-member abots and nag you constantly,




Goris

Gons 1n't 2 human ot all<hes much, much more, When YIRS furel

him in Yault 13, he may just decide 1o tig
something of a combat monster

Laddy

|_J|.‘||.!!|' 1% 3 dlr;,,'_ thar will |-:l_'. J.”:I-' Bl oy yod
once he becomes your friend in Moo
He has no special skills beyond his loyaley,

Ibur has a real nice coat.

Lenny the
Ghoul

I.:1|.||} CEN 0 VOl i

Lreckn. He s a doctor and

a g fan of the orgnal

1I-.J.I:II I I. }'ﬁ".' "I.'1

.1!--||:,_' with yoai Hr"\-

m

Whan you talk to soma of the
mafo Mtarestsng and iMaod-
Nk pocple in the gama, yaull
fad & claid-up o the charae-
ler’s head 03 you hoar the
parson talk 1o youl. Myron,
Marcus, snd Selik sre fafing
s chat can join you on

210N

youlr sdvenurss.

Marcus the Mutant

Marcus 15 the head of the Hroken Hills commurmty and s ready o

i
ITY '\-l'\lll'll.'ll'lll'lLt EREN, CHCTE III'-F"TI'I'II'II-- e

Myron

Myvrom is 8 crack scientist working in New
Reno. If vou can stand his weasely, know
it=all sttitude, he'll |u-'||| vouy with his
Science Skall

Spuejajsep| ay) Jo sjansepn |
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Chapter 2

Robo-Brain

Robo-Brain is yours for the making—just playg the brain of your
choace o a robaot |:|-.I-il}' and theow the switeh, Ihfferent brains do
iiterenr things, but dont pick the Abbie Mormal brain.

Sulik

Sulik s a pnmative tnibesman—TIike you. He dogsn’t have much
high-tech weaponry, but hais mékée skalls arc unmatched. He's an
otstaniding Outdoorsman, and wall guide you and your group

1|'|.|'||I_I|._':|'| the 1'."|-|1Hr|_'1 s el e aafety

Vic the Trader

Vic can join you in the Den—for a price. His special skall is Repair.
He does such a good job of fixing things that he usually ends up
with extra parts.

Friends will help you to survive the trials that you must face on
your journey, Bur you'll need more than just friends to get by.
}hlq'rn: F‘ﬂing tov need gear, and lots of 15, Mext 1y "1 tell you what's
worth packing and what vou should pawn off on the first rube you

rum into,
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 Things

People beyond the Great Bridge, which separates our
village from the world, seem to find immense satisfac-

tion in collecting scraps and leavings from the time
before the great fires. Somehow;, this link to the past
gives them comfort. OurTribe is different in that we
gain our happiness from forging new beginnings and
we gain our security in relying upon our abilities,
rather than artifacts from a time gone by. However, for
all that, to travel the Wastes one must adopt, to some
degree, the ways and objects of those who make their
homes there. The things of the beforetimes may poi-
son your soul if you rely upon them— but because they
will help you survive, they are needed.

— Evcavit frowm the Baok of the Eiders’ 108ud Seasan




E8pONs and ArMOr are among
the most useful items thet you can
fimd. With my halp, you'll be abla to
determineg what's worth using, or of least
packing along with you, and what's best left for

thi rats and Radscorpons closing in on the corpsa of your last loa

I you don't know what to pick up snd whst to lese you're not going to
last for wary long. Your survival often hinges upon havang tha propar protiec-
tion and weaponry 85 much as your skill. Dut on the sands of the Wasies
being out of armor, and out of ammo, equals being plumb out of huck.




- Ewenif you're a silent Stealth Boy, a diplomatic Charisma Boy, or something in berween,
~ eventually you'll meet someone who'll listen anly to your weaponry. You better know which
; end to paint at them and what's likely to happen when you do so. There is no single best
weapon in Fallour 2, but some weapons are better suited to specific uses than others.
People have always excelled at finding ways to kill one another. The dangers of the
Wastes provide ample inspiration for creating, and unearthing, all manner of weaponry. In
Fallsut 2, weapon descriptions are divided according to the type of skill you'll need to wield
cach weapon.

Small guns—Slug-throwing pistols, sub-machine guns, rifles, and shotguns

Big guns—Flamers, miniguns, rocket launchers, and other larger support
WEapOns

Energy weapons—Both pistol- and rifle-sized laser and plasma weapons

Unarmed—This skill is used for weapons like brass knuckles as well as bare
fists and feet

Meélée weapons—Hacking, slashing, and thrusting weaponry
Throwing weapons—Throwing spears, knives, and grenades

Spears and rocks can be either thrown or used in mélée. However, these weapons are
listed just once, in the Mélée Weapons section.

In the following sections, the best tactical use for each type of weapon is followed by
game information about each of those weapons. Each listing starts with the weapon's name,
followed by the amount of damage that it inflicts. Quite a few guns have more than one way
you can fire them, called fire modes. Different fire modes have different ranges associared
with them, and different Action Point (AP) costs as well. Generally, the mare shots you
squeeze off with each pull of the trigger, the sharter the accurate range, and the more APs it
will cost you. Here's 2 quick overview of the two basic fire modes:

. Single shot mode—Most guns fire just one shot at a time.

Burst mode—For cach firing action, several shots (three ar more) are fired ot
your target. If other targets are adjacent to your target (or in the line of fire), -
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there’s a good chance that they'll get sprayed with a few stray shots, which st

s great if some of them are your companions. You'll also burn through ammao

at an alarming rate. These are good reasons to use discretion when shooting in Y
burst mode.

Singhe-shot weapons have only one row of information, which covers the damage per
shot, the distance that the weapon can fire with good accuracy, and the AP cost to fire the
gun. Weapons with more than one firing mode have one row of information for cach way :
that you can fire them. If'a weapon is capable of firing in burst or full auto mode, the rate of ot
fire (ROF) for that weapon is listed in the damage column. Remember that each bullet can s
cause the same damage that's listed for the weapon's single-shot damage. Some machine
guns don't allow single shots at all, so their first row tells you how much damage each bullet
inflicts, and the rows showing the available fire modes tell vou how many of those bullets are
fired ar your targer.

If the weapon is a mélée weapon, different atrack modes (for cample, a swing instead of
a thrust) will be shown rather than a different number of attacks in the damage column.

After the damage, range, and AP cost columns, the minimum Strength Stat needed to
wicld the weapon competently is shown. The next column describes the ammo types with

Ammo Abbreviations

suodeag I

There are several different types of ammunition, each with its own abbrevistion.

*% AP (Armor Pinrcing)—This round has the best ponetration ot the cost of
some damage.

* Ball—Your standard, no-nonsense lead shug.

*% JHP (Jacketed Hollow Point}—This round has ressonable panetration and
then mushrooms ingide its target to cause more damage. lis jacket alows it
to chamber smaothly,

' FMJ (Full Metal Jacket}—This round is most often seen in military
weapons, has good penetration, and feeds sasily into the weapon's
chambaer.
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which you can load the weapon, Some weapons can use more than one l‘_i'ptdﬂlrﬂn.hlln-
fire modes for each weapon are still mvailable no marter what kind of acceprable ammo you

Guns that can use more than K,
#W““"‘Wh‘?“ﬂ“m“m You can use 8 weapen even i
l'ﬂ'mﬁlu:dtﬂﬁ'btlﬂ{'hi:lmll'ﬁ you don't meet its minimum
preceding page for 2 description of Strength Stat. You'd sutfer a
the abbreviations used with some 20% to-hit penalty with that

of the ammunition).

The bast column shows the
cost of the weapon, This is an ideal
cost—if you sell the weapon, you
probably wan't get as much, and if

you bary it, it will cost you more.

wobapon for each poant of
Strangth that you lack, as you
struggle to brikg your wespon
pround for another siinck, or
fight 1o keep the recesl from
knocking you 1o the ground

10N\

The weapons (and armor toa) ane
organized by cost, from cheapest o
miost expensive, within each cate-
gory of weapon. Cost is a good way to judge the relative, overall usefulness of a weapon—sa,
essentially, the weapons are listed from least dangerous to most lethal.

Small guns are the first firearms that you'll acquire, A Stealth or Charisma Boy may decide

to never become proficient in any other sort of weapon, Some of these guns are very com-
i, 5o the odds are good that you'll find ammeo when you need it.

Pistols

Pistols are useful for beginners, but grab something with a longer range and more damage
potential as soon as you can. Pistols serve best as your first fircarm carly in the game, or as an
emergency backup for your primary weapon,




WEAPOHN DaAMAGE RAMNGE AP MINIMLUM AMBMO
COST STHENGTH

10mm Singlab-12 X5 & a 10mm AP ar 250
Automatic 10mm JHP

O T T T T N R R L L LT It I 'y ™

A4 Magnurm  Single 12-18 20 d 5 Ad Megnum 5500
Rlavodwer JHF

DesertEagle  Single 10-16 25 5 4 A4 FNL ar 600
Ad JHP

14mm Single g-1224 g 4 14mm o0 4
Autamalic

AR RN RN RN R E TR S S e

Smm Mauser Single 5= 22

Meadier Single 12-24 24

3 Gyrurn Blad| £1500
3 HMN Naadier S0
Pack

223 Single 20-30 30 5 5 3/a8 223FMJ $I500 §
Autcdoader

PPK12 Gauss Singla22-32 &0 4 d 2mmEC #4500 Eﬂ

B T R T R R RN R R R R T e eyt ey




One of the bigggest drawbacks of 4 pistol is the low ROF. The answer to that problemis

".‘_-"':_'Z‘a ‘:;ﬂfg I Lt A E,
- - - - 5 =t e

the sub-machine gun (SMG).

Sub-Machine Guns .
Sub-machine guns can shoot single shots as well as bursts, so they have excellent tactical
flexibility and damage potential. The only downgide is that overusing burst mode will empry
your magazine in a hurry.
&
IS
MININILINE
= CTREMGTH
E 10mm SMG  Single B-12 25 E 4 OmmAPor 51000 i
E Burst: 10shots 20 4] 10mm JHP S5
& Tommy Gun  Single 3-20 a2 ] B FXITRG $1200 I'.I."'
s Burst: W0shots 16 B MG cand g
m -----------------------------------------------------------------------------------------------
‘EI'_ HE&KPI0c Single 10-20 35 4 4 8rmm 178D
m Burst: Ishots 30 5
_: ......................................................................................... agasa
o MIAT Single 10-20 25 Il 4 45 caliber $2500 7
Gresse Gun  Burst 3shots 20 ]
When vou need mare close-in firepower than a pistol, but can't afford the risk of hirting
a friend with burst fire, the right weapon for the job is a shotgun. .
; 'l
4
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Shotguns

Going hunting for humans? A nice shotgun blast at close range is just whar the doctor
ordered. If you can find 3 Combar Shotgun with an increased ammeo capacity, youll he one
very happy hunter,

Sawed DN Shotpan Standird Shofgua Combat Sholgan HE& K CAWS

DAMALGE

Sawed-Of  Single12-24 7 5 4 12ga. shell SE00

Standard Single 12-22 12 4 12ga. shall £800

B
Shotgun Double barral 14 é
]
L]

Combat Single 1526 22 B 1iga. shell 270 ol
Sholgun Burst: 3shots 18

...............................................................................................

H &K CAWS E-Inqh 15-25 30 B 1} 12ga. shall SATED
Burst3shots 20 i
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Pancor Singla 16-26 35 5 B f2ga, shall
Jackhammer Burst: 3shats 26 6

Pistols, SMGs, and shotguns are good weapons when you're close to your focs, but if
you want to kniock ‘em down fraarn Il-:lll there’s I'mrl'llllj.l; better than a rifle.

Rifles

Rifles are wonderful for rwo reasons, First, they allow you to reach your target from a long
distance (and you know that distance is your friend, right?). Second, rifles generally use a
large, Jethal cartridge. Big damage from far away—it just doesnt get much betrer than this.

e | e | G | silifq

Limited Edlition [and

Reguiar) Red Ryder
BE Gun Pipe Rifle Hunting Arde Sniper Rifle

WEAMDN DAMALE AF AN

o TREMNGTH

Rad Rydar Singls 13 i b 3 BHs §200 5
BB Gun

Lirmdted Singla 25 ) 4 3 Bis $3500
Eddithon Fed
Fyder B8 Gun

EEEAEEEEEEE e rEFEFEEEEEAEEEEEARATANRRARRERRdERR R AR R SEEEEEEEEEEEEREEEE

Pipe Rifle Single 5-12 16 B & 10mm $200

Hunting Rifle  Singla B-20 40 5 5 23PN $1000 a8

Sniper Riflie  Single 14-34 50 @ 5 Z2IFMJ sz00 oW e

T LIt Lt et R R R R R R C R E R RN AR R R PR L R R PR R R R R RN R R R b bt b L]




The only thing better than plinking away at your enemies with a large-caliber weapon
from long range is to plink away with sutofire. That's what assaule rifles do best—we'll lnok
at them next,

Assault Rifles

Assault rifles are rifles and SMGa all nﬁpp-:-d ks G n:['rr F"k‘#' These Euns can fiie 1m
single shot and burst mode. Multiple sbets of big damage from far away—1 guess it did get a
little better.

Assault Rifle FN FAL HEKGH M72 Gauss e §
=]
MMM E
STRENGTH a
Assauh Aifla  SingleB-16 45 5 5 SmmAPor  $1300 }
Burst Ashots 38 7 Gmim JHP
FM FAL Single 9-18 35 4 5 162mm £3000 3
Burst: 3shots 30 B
HEE G Single 10-15 a5 i L 4. Fmm S6500 g
Burst: 3shots 30 5 CHEE|lpsE
M72 Gauss  Single 25-35 50 5 L] 2mm EC SHIB0
Rifla Bursi: 3shots 50 5

No matter how good a small gun is, it's still a small gun. If you're hunting big game,
there’s nothing like 2 big gun—always use the right tols for the job.




Big Gune

Eig U use gither sutomatic fire or explosive shiells, so they e best wsedd :EI.iIHt close-
packed groups of targets, There are 4 number of powerful weapons ro select from in this cat-
egory, but if friends or non-combatants are anywhere near your target, they're in danger of
being hit by your friendly fire

Machine Guns

Machine guns have a high ROF, and each round does a substantial amount of damage. As
mentioned, if you use a machine gun's burst-maode artack, you risk either hitting a friend or
having to forego a shot. Therefore, always have another weapon loaded and ready in your
second active slot, just in case.

g g e

g  ——

—

g Standard, Avenger, and

W M0 Vindrcator Mimgan Light Swpport Weapon M &KGTE

]

=

e, DAMAGE LLER: AF IMINIBILIEA

":-_l STRENGTH

E INED 18-26 « ah B 7 TE2mm 53500

m Burst: 10 shots

q IIIIIIIII-rllIlrr-|--|--|----J-J-JJ|||||||||-|||-|-.-||||.||.|LrIrlI-r-r-----JJJIJJIIJI--|-||-||||-||-JI

= Standard -N= s 8 7 Smm AP $3600 iR
Minigun Burst 40 shots or 5mim JHP
fosangar 014 » a0 5 7 Smim AP $5500
Minigun Burst: 40 shots ar Smim JH

{Continwed an next pagel
5F . - A, r
’ - | :




{Contvved from pravious page) E
RAMNGE AP AT IRLY Y IR *
COST STRENGTH
Vindicator 16-25 13 A 7 4. Tmm SA500 -
Mindgum Burst: 25 shots Casalivgd
Light Support 20-30 40 -] é 223 FM $4760
Waapon Burst: 10 ghots
HEKGNE 13-23» Al B ] A.Fmm S7000
Burst: 7shots 30 7 casaloss

Turning enemies into Swiss cheese is fun, bur a fondue is even more fun, Flame on!

Flamethrower

e Flamethrower is a wonderful entertainment
device, in o category all its own. If vou inflict

enough damage with a flamer shot, your foe will
perform the burning-man fire dance—few things
are quite as satisfving. Flamethrowers have a very
limited runge, so they should never be your pri-

mary weapon, However, if you can get close

suodeagy I

enough to a group of enemies. . .well, who doesn'r Flamsethrowes

lowve a race bondine®

WEAPON DAMAGE RANGE AP KINBALM AMMO
CIST STRENGTH
Flasrsttinowas 4550 (fire) 5 B ] Flamer fuel §£2000

;"I-Tn]tiug i:‘-l'il],'lf.' critters s fun, bat ':I-:n wif eniemies are moe than five hexes oway, AELE|
can't do a thing to them. Time to reach for a real long-arm.




"
g
=
3
-
o3
-
&
)
==
L]

o A e B -l e il
: E T -'. "-l"_-,-_ i

Rocket Launcher

The Rocket Launcher—another category unto
itsclF—inflicts explosive damage in abundance. This
makes it the perfect weapon for sniping at groups of
Tlﬂ],“‘h ﬁ:um. ”.-mwﬁ‘t:r, l}'u: trplm.inn mli‘un :.1:||.‘|. aJ v
loading time make this weapon unsuitable for close
combat. 1f you use 2 Rocket Launcher inside a small
room, others will call you ibrapne face for a long

Eime i come,

Rockel Lawmcier

MINIKILIM

STREMNGTE

Rockat Single 35-100 40 B B AP Rocket or ST300
Lstsrcims Explosive
Rockot

The Rocket Lasncher is the most powerful nonenergy weapon in the game. Think of it
as the last of the big-time powder burners. Now let's examine the next generation of
“d}ﬂ;ln.r_l-‘—“rrli;r!g}'“'fjrl.'ﬂh.

Enengy Weapons

Energy weapons are the true queens of the Faliwur 2 battleficld. While they re not as com-
mon as many other types of weapons, their long range and unparalieled damage potential
make the Energy Weapon Skill a good investment. Energy pistols and rifles are included in
this group, as long as they fire energy beams rather than slugs.




Laser Weapons

The Laser Pistol is nice,
but the Laser Rifle is just
wwnderiar. The Laser
Rifle's extreme long range
makes it the weapon off
choioe for snipers

Tha Solar Scorcher’s domage i
o function of tha light svailabla
1o charge & The mare bght you
hawe avadable 10 change the
high-amargy capacitors, the
mond damage the Solar E
Seorcher can do with aach shot O
Tha Solar Scorchar s perfect H
los Swnny desen tentan, but i#
¥oOu'me cravding in an undar
ground busker, you better finve
angther weapon closes at hand

Laser Prstol

Solar Scoarcher

n—*

Lanav Rille

suodeagy |

Gatling Laser

Alien Laser Pigtol

DAMAGE

Loser Pistol  Single 10-=22 a5

AP MENIMLIM

COST 5 THERM TH Wil
& 3 Small Energy 51400 ]{
Call

{Cantinwed on nexf pape)
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AE BAIINLIM
COST

STREMGTH

Solar Sirzie 10-30 0 4 a Nona (works 52000
Sconchinr only undear
carain
llumination
conditions)
Lasar Rifla Singla 75-50 45 5 i Micro Fusion 55000
Cadl
Gatling Lasar 2030 = 1] 8 B Micro Fusion 57500
Burst: 40 shots Cell
Al Lasor Singla 30-90 1] a4 i Small Enengy  $10,000
Pistol = Call

Laser WEAKS are 4 big improvement on slhag throwers, but you can still rake one more
step up the ladder of lethality.

Plasma Weapons

Plasma weapons are my personal favorite. They don't have the
‘range of laser weapons, but they cause more damage. The
Turbo Plasma Rifle is a modification to the standard Plasma
Rifle, which can be performed by a few talented NPC
technicizns, The Turbo Plasma Rifle, in the hands of a
skilled markeman who can make 2 tangeted shot to'the
eyes, is the single most effective combat combination in
the game. The only possible drawback to plasma
weapons is that they tend to slag your oppanents into
Fo, which makes loot recovery difbcalt and meswy




P12 Pinlge Pistol

YRAZE Pulse Rills

DAMAGE RAMNGE AR AMMD
GOS STREMNGTH

Flasma Pisigd  Single 15-35 0 6 4 Small Energy  $2750
Call
Plasma Rifle  Singla 30-65 25 6 6 Micro Fusion  S4000
Cail I2#

Turbia Singla 35-70 a5 5 6 Micro Fuskon  S6000
Plasma Rifls Cail

YK32Pulse Single22-28 20 F 3 Small Energy  $8500
Pistod {electrical) Cali | 16/chargal

YAZE Pulse 5|nq|a 25-135 i ] i 3 EmlII-Errurml- £12 6500
Rifle [electricall Call {30 charge)
Burst: 3 shots 40 5

T T T R R R R R R R R R T T P T e E R TN R e v e

Mow we maove from the maost sophisticated weapons to the most basic. A competent

WaRITIor 18 never truly unarmed,
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It would seem to be a contradiction in terms, but your Unarmed Skill is used 1o determine
VoriF chance -ni-hinimﬂ writh WEAPONS such as Broass K nuckles or 3 Power Fist. ”I'I-ll'l'ltl'-" Coim=
bat is not just for fists and feet alone and is a preferred combar technique for the Marrial
Artist PC.

Power Fiat Punch 12-24 1 3 1 Small Energy  §3200
Sl Call

Knuckiss
.............. ‘F|. ﬂnﬁh‘ﬂ]_l : Jli-ﬂhi

Fists and feet are a good place to start, but nothing’s better than cold steel for a hirtle

wrl-wul']t.
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If it slashes, smashes, or
impales—and you need to
get up close and per-
sonal—it’s 1 mélée
weapon in your hand.
Some Martial Artists pre-
fer to use the cold sieel of
mélée weapons, rather
than their bare knuckles,

This Shiv camnot be detected as
a nonmal walpon. Mast nod-
playet characters in the gama
will notice i you're armed. Mosg
of tha bme they understand.
Attor sl ke m Fadout 2 can ba
dangerous and anky foals go
wunarmed, (ther Bmes, guards
may anky allow you o go conan
places, or sed corbain paople
wihan you're inarmed, The Shiv
ks tha onby weapon that canndl
be detected by others

However, regardless of the type of character vou are, it's always & good idea to have 2 Knife

or other mélée weapon h..urn-.l:.-,j.-un: il CHSE.

WEAPON DAMAGE

Club -6

KEnile Swing 1-8
Thrust 3-8

RANGE AP IWHIN LI AMINLD

SCT g
CS -

1 d 4
1 3 2

15 d 1

TRENGTH
M
M

FFEFE SR AN R TS 0 0 0 0 00 O 0 o o R
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Switchblpda 2-6

R R PR R R R E R PR R R R E R R R RN R N ]

Crowbar 1

Wrench 36

Spaar Throw 3-12
Thirust 3-10

Glsdgshammar  Swing 5-10
Thrust 3-8

Supar Sledgs 18-36
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iContinued from pags 59

PAIEIRTELINY ARMO CO%5
ALE W
Combat Knife Swing 3-10 1 3 2 A £166 :ﬂ e
Thrust 514 1 |
Cattla Prod 12-20 1 i 4 Small Enargy S800
(elactrical) Call
Ripgar 16-32 1 4 4 Small Enargy  S000

Call z

EEEEEEEEEEEEEEEE RIS SIS R IR R NN AR NIRRT AR R RRE R SRR

Loiegweilla 12=-20 1 4 4 MAA $2700
Slugger

-]_|'|11|w|r|;a; a weapon 1% & nabural precursor (o 3 screaming imtlée L'h:l.l‘gt. i ltu‘h, it's 2 fac-
tic that's worked for thousands nI'_'.':an

Ttnowing Weatons

Throwing Skill is used o determine your chance of hirting, whether you're throwing a Knife
or a Gremade—always the most ready method at hand when you need to reach out and

touch someonc.

suodeagy |

Grenades

(Grenades are the ultimate Fu.r'n favor. When it's time to rumble, 1:|||l]'|5||!|1|.; beeaks rhe ioe with
a group of thugs like a Grenade or two

FMP or Pulse Grenade




WEAPDN DAMAGE LARGE MR AR
STHENGTH

Moloto B~20 (lire) 12 - 3 Momnn 550

Cocktail

Frag 20-35 16 4 3 Mone #1650 |
Grenade {exphoskon]

EMP ar 100=-500 (EMPF 16 i 4 Mong 5350

Pulse works only I
Grenadsa ngains rnobota)

Plasrma 40-90 [plasma)l 15 i i Mone £300 I

Grenada

Throwing Knives

Throwing Knives are high on drama, but | wouldn't
recommend them as your only weapon since you

can only throw them—vou can't stab anyone with

these delicate tools. They are worth a fair amount of

moncy, #0 collecting them from the bodies of for-
mer foes 1s worth the effor
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STRENGTH

Thiowing =iy 16 [ a MNona 5100
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You won't be the only one using all these keen weapons. In fact, almost every one of
them will be used aguinst you before you get to try your hand ar them. Only one thing will
allow you to survive—we Il talk about armior next

nmon

You'll want to put as much of this stuff as you can between your soft, delicate skin and all the
sharp, hot, or painty things coming your way. Most armor involves a compromise between
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wright and protection, but there are a few high-tech bargains out l:lmﬂrmn'm
against different types of damage with varying effectiveness. Fhrmmph[mtl:rh

gives adequate protection against a swung crowbar, but it won't do anything to slow ap that
plasma balr. ‘

Pain comes in many forms. The type of injury thar others will try to inflict upon you will
determine how effective your armor is at keeping your skin in one piece. All damage in the
game is broken down into one of the types Bsted below.

DESCHRIFTICN

Mormal Slicing and dicing. or laad bullets —=impact damage
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Armor protects you in three different, but relared, wa

It increases your Armor Class {AC), making you harder to hit by 1% per
point of AC.

Some armor gives you Radiation Resistance or additional Strength.

Above all else, armor is famous for stopping damage.

Armaor stops damage two ways:

Let

When an attack hits you, the amount of the armor’s Damage Threshold (DT)
is subtracted from the attack. This alone may reduce the damage you take
o X,

Armor can also stop 1 percentage of the damage that gets past the DT —this
percentage is called the Damage Resistance (DR).

s say you're wearing Leather Armor and same cretin hits you with a machete for six

points of Normal damage. Here's whar happens: Leather has a DT against Normal damage
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af 2. So, of the 6 points that hit your leather, 2 were stopped by the DT (6-2=4). Leather
also has i DR of 25% apl':.iul.t Sarrrrmal d.'lm.xp;c. Sa, of the n:mli!'l.]ll“ 4;h:|inu that Eot past
the DT, 1 more is stopped by the DR (4-25% of 4=3). In this example, you'll be cut for 3

HPs of damage.

Most types of armor protect well against one or two types of damage and not so well
agatnst others. Mo matter what, you can never resist more than 0% of the damage above
your armor s DT, In the following pages, a listing of each type of armor’s protection and cost
follows a brief phiysical description of the armor itself.

Leatten Yacker

The |‘11i" Leather Jacket is a relic from the before

fimes. It has only one sleeve left, but it malkes up in

styke what it Incks in profection.

LaiFue B DR: 0% DR 20 DR V0% D N R 2O DR 20 £300
darket oo oo ora OT.0 oo OTo

Leatther rnmon

There are two Types ol Leather Armor .-I‘]:II::I.'-H.'
bath rriamufacrired froim the badled hides of eather

brahmin or Ceeckos, and borh look the sume.

Leather Armor Mk, 2 is miade wath more care, so i

gives slightly more protection.




Lasthar 15 DR: 25%: DR 20%: DR-20%: DR s DR: 30%; Dit R L5040
e (0] v | OoTo OT.0 OT.8 (111} oo
Luathar = DR: 29%; DR 20% DR2ow: D W DR: 40% i S $8000
e i 2 [ ] il | |+ | DT OE1 DE? 1] H |

Wetal rnmor

Metal Armor s manufsctuned from metal scrap and

anceeni :r||r'|. |T'1. | |;I-|,_|_r| HI_TI up :|r|.|1r||!|._~|.1|-'rl|'| ldgnt 4]

Leather Armor—vou shonaled scome somie a8 sao0n 48

possible. Better-armed Rasders often wear thas armar.

letal Armor Mk 2 18 made from thicker, more
durable meral Ml Armar

Al 1 D30 DRETSS DF: hie: DR 300 D 0% DR 2% 1250
Armioe DT a4 DT @ oT4 OT 4 oTo oT4
Maty B DR: % DRars: DR 5% DR A% DR 0% DR 0%, §1000
darnos M 7 OT4 or? oTa Or4 (4] | oT4

Combat rtrnmor

Combat Armor i prewar peronal body srmoe. Comba

Armor Mk 2 was designed as a hesver et of per-

'H'lnﬁl AT, FEseE r'll,'-ﬂ 1:\."[ {15 I'I'I. I-I'll o L. [5g H|1'|'| J'|I.-|1

Special Forces,
Brotherhond Combat Armeor, mamuafsctured by
the Brotherhood of Steel, looks ke normal Coambat Combaf Ammos

Armaor, but is made of substantially improved mate-
rials and is designed better. In addition to its other protective feamures, Combat Armor gives
the wearer a 20% bonus to their Radiatwon Hesptance,
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Camii 20 D a0%: DReD%: DR: 3% Do BN D B0
Al oS OTA DT 4 oT4 orz
Camlial i DR ar: DR-G5%: DR: 3F%: DR B DR 55%
At M 2 oTa oTe DT & ons o3
Broaharhaad M DR:aD%: DRETO%: DR:GDN DR 6D IDIRE B0
Cambiul DT8 DT & 1] o oTT OT&
A

Teila r¥rnmon

Teala Armor is designed to deflect ENETEY WCAOT-
Hiowever, irs pu'll!nl!ium Ji.:Ji.II‘.I impact aremcks falls
tar ghort of what its milstary L|nigr|r|-. were lopking
tor. 3tll, some surplus susts of lesla Armor foand

thewr way mio Manonal Guard Armorses, and from
there to the Wastes. Teala Armor p;i'l.'l:\ the wearer &

2080 bonus vo their Radiaton Resistance

D 40 -]
OT @
DR: 45%, LEO00
OT. 8
D 405 L
OT 8

Tesla Armar

DRE%  DR:Ers: DR s
DT & OT 1 OT 4

Power

DT ¥

DR: 60 DR B0%
F1 o

DA 20%
ot 4

500

Anomon

Power Armor is the latest

development in personal

hu._l:.- AFMOT 'i'l'm armior

[{aLTRE 1"1.' CUSTCRm !i:"l'li 1o

thie wser amid is s heavy

that it requires intermal

Power Armov
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micro-mators to allow movement. Hardening is a process that increases the protection of
normal Power Armoe. Advanced Power Armor is 3 completely new, postwar design of this h
Cadillac of the personal protection world {tail fins optional), .

Prigar e D 0% DR:BOW: DR: B0 DI S0 DA a0 DR S0 §12.500
Armar Ot 12 OT. 18 i LR F OT. W Dr2 OT 20

Hartared 5 DR:50%: DRSO DR PO DR GO DRt 50%; DR Brs; §15, 000
Pyt OT 13 OT S OT: 4 0T 13 i O 30

AFd

b i 35 R 5% DR: % DR:70%: DHE: s DR D s £20.000
Pirsve oT18 DT OT 18 OT 15 DE 5 ODr

AP

Armior, rl]'u'rul'l}' Power Armog, wall Ill:!|;'|- o lﬂtl.-p ¥R alive, but you'll need a wide

e
assortment of other items o succeed., Some items ane hiﬁal‘l’ than :I.l'.'nl'l:'.'ldhﬂ.. BOME At
smaller; somie 1tems are .
UnicLe, SOMme e quite - o a a
i 4 thia wimarer

pommon—but they're all TR MO e =]

: = #3 Strangth and & 3% bonus
iLlrEtIJI it O DIME O

cher The d = 1o Rediation Rasistance.
ATIERLIICTY, B L ru!g!- ar M‘-.MM ; qw.'

I:I‘Ih.l;'l g-l_:udl 1]1.:.! :|.'-|:lu']|

: tha umar +4 Sirength and a
need during your travels

0% banus to Radiation
Hesistanca

are cowverced 111 the e
i:h.'lFlll:'I'.
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 Pretty Darmn
Useful Things

The tools of destruction were too heavily relied upon
in the beforetimes. Fascination with the wares of
death’s pleasure must have consumed our fore-
fathers, judging from the destruction they wrought
upon one another and our home. The nature of
mankind has not changed so much since then that
weapons are unnecessary. |, however, hope that our
people continue to find more utility in the tools of life
rather than the instruments of death.




rmor and weapons shouldn't be underrated—
nothing else you own will do as much to keep you
alrve, Howeever, no matter how tough your armer is

and how dangerous your weapons are, thay

won't be enough. During your travels, you'll nead
an assortment of drugs, tools, and miscallaneous
pddities to succeed. There are gn ncredible vaniety of mems that fill the
handmade dusty shehves of the new settlements and desarted tuanals of
Fallaut 2 Mot every item that you'll be abla to find wall be u=etul or evan valu-

mbla. Howaver, this items that do mather, and some that dont matter &8 much,
will ba Ested hire




Pretty Darn Useful Things

Chapter 4

Dirugs are an integral part of the Fafour 2 world. Some of them can make you stronger,
smarter, or faster, but—as in the n:-.ilwr]d—d:ilg;lm rake 2 heavy toll on the user. When
taken moderately, drogs can make a substantial addition to your arsenal. When taken oo
aften, they will be your downfall.

Dirugs are defined by the effect that they have on you. Each column of a drug’s descrip-
thon in the lists below shows a different type of information. The first two columns show
which of your character's arributes are affected by the drug and what the effect is. These
drug effects are broken up into three rime segments in the third column—the time required
for each stage of 1 drog's effect o kick in is different for each drug. No martter how many
attributes are affected by a drug, the time increments are the same for all of them. The first
stage shows the effects on your PC when you first take the drug. Then, therc's a longer-
lasting second stage. And finally, there's a recovery stage during which your PC comes back
to normal. The effects listed are cumulative,

Here's an example of drug effects over time: Your character is about to walk into a
sadioactive hot spot. To prepare yourself, you ke some Rad-X. Immiediarely, your
Radution Resistance increases by +50; 24 hours later, you lose 25 points of this, so
your Radiation Resistance is now only +25 above normal. 48 hours after that (three days
unce you took the Rad-X), you lose another 25 points of Radiation Resistance, which puts
you back at your normal base level.

When you take most drugs, there's a chance that you'll become addicted to them, so the
fikelihood of addiction is listed for each drug, including any penaltics for wathdrawal. Your PC
will suffer these penalties until either the time fisred elapses or you have another dosc of the drug
that you're addicted 0. The last bt of information sbout each drug is how much a dose costs.

A utidote

Antidote reduces the effects of poison, You should
carry at least one bottle of Antidote with you when
you're starting out, because the deserts are, lirerally,
coawling with poisonous Radscorpions.




EFFECTS j ADDICTION
Poison Count  -26/-26/-26 I pddinte/ minute2 minutes Nonaddictive £50

--------------------------- L e L e T
-

buy this drug for athers,
think favorably of you [shd &
ably of themselves).

EFFECTS TIMAE ADDICETION COST
" Nonaddictive 5

Peresption 110

minuta/nona

When it's ume to relax, you've carned your-
self a shot of some real homemade hooch—white
lightning, not just some wimpy grain drink.

Booge

Booxe is a distilled product of high aleohol con-
tent made from rotting cormn, grain, potatoes, or

Spore Plants. Some booze—the good stuff—may

Ansnuayy ybnosyy Guiary sepeg |

even be left over from before the War moréur O Alaamp QELP 0
STATS EFFECTS ADDCTION COST
Perception =1f+140 Immedista’ minuie2 minutes Monaddictive $10

I'd rather have a bortle in front of me, because when you get drunk, your testosterone
builds to bull-moose levels. (Hey, where's a sparts bar when you need one?) However, there’s

anather wity to boost your manliness,




%
Origrinally made popular through clandestine use
by professional athletes, Buffout is particularly
helpfal in mélée or unarmed combat. =

EFFECTS ADDICTION
Strangth PRI T Immedistas houre 18 hours 5% par dose: S200
Agility Ly r $1ungth -2,
Enduranca =l Agilety =3,
Endurancs -2,

for 48 hours

Buffout got you burned out? Try some soothing Healing Powder for relief.

Fealing Powder

L'-,'.n1h|nir||.1 n;]r'_l.' Broe Flower with crushed Xander Roor makes this 'Fll‘imi.'[i:'lu"lt healing medi-
cine. Hakunin, your village shaman, has been making this foul-smelling concoction for as
kg as you can remember
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EFFECTS BDDCETIOMN ST
Hit Podnts +{B-18) None Monsddictive 875
Percepiion =2 (for 36 hours)

S R P R PR R R R R e R N R R N R R R P T PR T R e R P R R TR P T

Tired l:!lf.r'll.'l.!}' hasre made 1511.15*:5.: U rm:tl.‘l:r::l, 11'|Fh-!n'h, recreational medicines for a
change of pace.

et

Jet is the single most addictive drag in Falfoar 2, It's

extremely useful in combat sinoe it gives vou extra

Action Points. | [rr-:rnrr.Jr'l docsn’t fast very long,
arwd the withdrawal penalties are scvere, so use this

drl.lp; 'H":IH:I I.'Ju"ilﬂ:l.

STATS EFFECTS TIME ADDICTION COST
Action Polns + =20 Immedistn’? days’? days 50% por dosa: 2100
Strength + 13l 2 =2 APs, -3 Strangth,

Percapiion #1132 =3 Parcepiion, for 2 doys

S R P T R R R R P P R R R R N R R R RN R RN RN RN RN R T

|"|!ri:||!.: high oueI! will grve you the munchies with supersonic speed.

Watated Prouit

Though not a drug in the strictest sense, these
oddly sppealing edibles do have an effect upon the

CONSLUTCT.

Ansnwayy ybnosyy Guiar 1apag |




EFFECTS

Aad Count D00

instead,

Currant HP +4 00 Immeadiata? hours hours - Monsddictive

................................................................................ EEEERS LR R R R R AR R R R R R R R R b L

A Murared Fruir a day keeps the. ... Hmm, maybe you should just take your Mentats

Wentats

This party ..;lnlg was once favored {ir the bosost ot
gave to creativity—mtune in, hurm on, drop out.

Mentats are just the ticket when you need to figure

out something particularly perplexing or impress
sormenne with your wits and charm, Mentats abso
sharpen your Perception, which greatly enhances

h:-ng " FANEE ST artacks.

Is your brain on overdrive? Take the pavse thar refreshes.

EFFECTS TIME ADDICTION
intnlkgance P T T Irmrrediate’t day'd days 15% par dose: Intelligence -4, 5280
Parcaption #2i=dle Parcaption =4,
Charisma #11=2%2 Charisma =3, for 1 waek

Neka Cola

Once the world's favonite soft drink, many bottles
of this pre-War favornite still survive. You can't have
just one. Becoming addicted o this favorful drink
has no negative side effects—but you'd sure hike

amwthier botthe
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EFFECTS ALDDETIOMN

Mona Mona Nana 10% per bottle L |

Some people get so upset when they don't get their caffeine.

Poyctio

This drug was developed specifically for military
wie. It increases a soldier’s damage resistance, and it
dampening effect on higher brain functions makes
for tough, but uncontrollable, troops. This drug was
very popular lor human-wave assaults. Take it just
before a difficult combat, and then go someplace
safe 1o st out the aftereffects.

EFFECTS TIRE ADDICTION
Agility + =20 Immaediate’d hours® hours  20% per dose: 00
intalligence -1 e2 Agiliny -3,
Damage Resistance  +500-25-25 Intelligence +1,

Damage Resistance -25,
for 1 waak

LR R R P PR R R R N T T T o o o o R o R A i e,

Did you get crazy and run into places that glow? You're going to need something ro
relieve thar dry, flaky skin and those loose, bleeding gums.

Radrtway

When you've had too much radiation, RadAway
Rads ar the same time.

Ansuuayy ybnosyj Guiary japeg I




ADDICTION COST .

EFFECTS

Aad Count =3E-B0/-TE Immediate? hours'd hours 107% por dose: 500
Aad Rasistance -20,
for 10 deys

_|l'||.:| e |||-l|1m1:r|1in:|r| 1 worth a Fh_'n]ﬂlj |'|1--;,'I_||'l:' |1' yirl take }'I.H.I.f H.nld.'.:l; n 'GIII-TIC. ou
wort have 1o take RadAwuy.

Rad-A

You should make pwo doses of Had-X 1o increase

your Radiation Resistance fefore you cnter an ares

that you think may be radioactive. Try to keepa

n1|||1|r of these with you at all imes, i”"“'! [Tig=""

EFFECTS TIME ADDICTION
Rad Rasistancs  +50-25-75 Immediate24 hours' 48 hours Monnddictive $300

Funny how radiation and damage scem o go hand in hand—vou almost never find one
without the other

Stimpack

Stimulation delivery packages (Stimpacks) are the

standard healing medication in the Wastes. You can

mever have too many Stimpacks around. Keep a

5 ri,|-|1|-||_-k i VoHar H-.;nnd.,qr:.' slot so that VOl Cif s

it right away, rather than having to dig in your pack

for it

EFFECTS TIME ADDICTION

Chapter 4: Pretty Darn Useful Things

HP +{B-20) bmimasdiate MNaonaddictne 5100

If somse is good, more can only be better.



Supern Stimpack

When }'I'I'l.i.l'l' in the heat of battle and don't have
time to staunch those arterial bleeders, real warrions
reach for the Super Stimpack. The upside is thar
you et a bot of healing when you really need it—
right now. The dovnside is that you'll lose some of
those HPs a few minutes later—that much rapid
healing is tough on the old bod. 1f you use a Super
Stimpack, make sure that you have enough HPs 1o
remain standing when you have to give some of them back a few minutes later.

EFFECTS TIME ADDMCTION
HP + FB~3-0 mmediaten minute2 minutes Monaddictive 5235
Did all that healing make you mvenous?
Nothing restores flagging spirits and energy levels L+ . ]
r!ﬂ WJ}'jUIIk ”rh::ltl’ I;IIE'S E
ﬁ
Chieezy Poofs s
: 3 y4 =
They're yummy, they're nutritious (well sort of),
and they last forrver withour going stale—they're ;
'I-l.'l'l.lll'l'dlddt?'-il.'il:bl.ll L htl:?:].' Poofs, and Eant Mole E
Rats just love ‘em. o
‘_rl.l.‘- Cank &
EFFECTS ADDICTION g
HP +[B=10) Immadiate 25% per b £50 5
Intalligencs -2, ¥
Farcaption =1,
for 48 hours

What's better with snack food than a game?
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Garnuering'"

This ien't just a game, it's a way of life—and it sure
can be addicting. But take heart, you need to have
been only one deck of Tragic the Gamering™ cards

in irventory to stave off the effects of withdrawal,
Lan't it tirme to build & new deck?

EFFECTS TIME ADDICTION
Mone Mona MNaona 25% por game played: $100
It bigence -1,
Parcapiion -2,

Luck =2, for 1 week

..............................................................................................................

Without drugs, life would be impossible amongst the radioactive sands. You'll find many
other items that arent as necessary to your survival, bat they Il sure make your life casier.

W'?hm

Wastes are filled with beftover relics f:rmnrh o : the bombs fell. You won't
I'H."td everything in this section, but you'll find mdy of thele isems to be useful. Each item's
description is followed by its cost. _ WL
Few things are as handy 13 a tool. Here yoldll
since there's 2 job for every wol.

Tools

Just having a tool in your inventory isn't enough. Some tools in Fallour 2 give your character
a bonus when you use the ool sn an itemn. These tools will help you with healing, picking
kscks, or repairing items, while other tools are useful by themselves rather than as a means 1o
an end, In cither case, Il tell you which tool is best for any given task.
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Chapter 4



Ammunition

These boxes, elips, and belts contain all the love you'll ever want to share with the creatunes

you meet. You can't use this rool by itself, but its value as a ife preserver is unquestionable.
Cost: Varies by caliber
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Backpack

Carrying a pack on your back gives you additional

room to stuft yvour gear, as well as a tidy way o onga-

nize your inventory list.
Cost: 8100

sbupyy [njasp |

Doctor’s Bag

Keeping your body in working arder is probably the
best use you could find for a tol. Use the Doctor's
Bag to add +25 to your Doctor Skill.

Cost: §300
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Electronic Lockpick

This lockpick is the only aid that you'll be able 1o
wie whien you're trying to pick electronic locks.
High-tech installations arc usually equipped with
clectronic bocks rather than mechanical ones.
Electronic locks usually control elevators, sliding
doors, and large security doors, The Electronic
Lockpick adds +25 to your Lockpick Skall when
you're artempting to pick high-tech locks.

Cost: $375

First Aid Kit

When you're hurt and you need 1o treat someone
with your First Aid Skill, using the First Aid Kit
effectively increases your skill by +25. Having a bit
of iodine and some clean bandages makes all the
difference.

Cost: §200

-Gaiger Counter

The Geiger Counter is just the thing when you're
not sure if the area you're in will make you glow in
the dark. Activate the Geiger Counter by placing it
into one of your active slots (hands) to see if you're
being cooked by gamma radiation, which makes it
casier to know when to pop a few Rad-X.

Cost: $650




Lockpick

No Stealth Boy would be caught dead without
these tiny, bur handy, tools. With a few small picks
and files, your Lockpick Skall is increased by +25,
Unfortunately these Lockpicks work only on

mechanical locks (you'll need Electronic Lockpicks

for the high-tech deadbaoles).
Cost: §150

Micro-Fusion Cell

This energy cell is the only one capable of prodhac-
ing the prodigious smounts of power demanded by
larger encrgy weapons. 1f you use a Plasma Gun or
Laser Rifle, make certain thar you have plenty of
Micro-Fusion Cells with vou at all times.

Coostz: §1000

Motion Sensor

This device snaps into your Pip-Boy. After using
the Motion Sensor, you'll benefit from a specal
feature of your Pip-Boy's map. Access the map in
the usual way—you'll notice 1 small switch at the
bottom of the map sereen. Tum on the switch—
the Motion Sensor will scan the entire local map
o pinpoint any living creatures for you. Use this
feature only when you really need it since the bat-
reries on the Motion Sensor don't last forever,
Cost: §800

Radio

Even better than two cans connected with twine,
this military-style radio allows your enemies to talk
to one another, about you.

Coat: 350

sbutyy yosn |
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Pretty Darn Useful Th

Chapter 4

We try to give you just cnough rope. . .to get up and
down to hand-to-reach spots. To climb a rope, you
need to Lse the rope on a location that's suitable for
attaching it. Look for projections that hang over
chasms or tie-off points., If you're not sure whether
the rope will work on a particular object, attempt to
Llse the rope on an area—if you can't artach the
rope to a location, you'll get a message telling yvou
that you can't use it here, If you can attach a rope 1o an area, the rope shows up attached o
the item (you're a really fast knot maker). You should always have ar least one rope with you,
jl.;u.l i Cae,

Cost: 825

Shovel

There are a lot of holes in the desert, Some of them

need to be bigger; others need to be filled in. Either

way, 4 shovel will make carth moving a lot quicker T

and easicr. Shovels are also used to get past earthen
obstacles. If you see a mound of suspicious-looking
earth, try to Use your shovel on the earth. If the
abject resists your intrepid entrenchment tool,

10

you'll get a message to that effect. Otherwise, keep
digging—maybe you'll find some buried treasure.
Coat: §15

Small Energy Cell

This type of energy cell powers most pistol-sized
energy weapons, Make sure you always have reloads
on hand.

Cost: §400
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Stealth Boy

“This handy device has to be equipped in one of your
active item slots (hands) before you can tam it on,
Once you turn it on, vour character becomes
translucent—uother critters in the area will have a
much more difficult fime spotting you. The barter-
ies in this unit have a very mired lifetime, so use
the device with restraint, Remember that the
Stealth Boy makes you only harder to spot, not

impossible to spot, 1f you get into combat, you'll be spotted just as easily as though vou
weren't using the Stealth Boy, so you might as well turn it off.

Cost: §1800

Super Tool Kit

Yorus just can't have enough tools. The Super Tool
Kit has the right tool for almost every job. Using
this object gives you +50 to your Repair Skill
Cost: $1000

Tool

There's no such thing as a truly universal tool, but
this Tool sure comes close. Use it on an object that
you're trying to repair—you'll receive a +25 bonus ro
your Repair Skill,
Cast: $200

I you can't pack it, digg it, or fix it, there's only
one other thing to do—blow it.

Evplosives

Sometimes you have to destroy 1o create, Whar betrer way to do so than with explosives?
Borth rypes of explosives work the same way—a timer sets them off, To use them, select an
explosive from your inventory and Use it. When you Use the explosive, a window showing a

tmer will o up.
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Yo can use explo-
sives 1o blow up certain
doors, To destroy really
tough doars, you may
need to set more than one
explosive. If you aren't
certain that & door can be
blowm up, save your game
before setting the explo-
sive. If your blast didnr
open the door, you can
go back to your saved
game and conscrve your
explosives.

A more dastardly use

-

b o W
ek 3

H yoiar Traps Skl isn't higher
than TS, maks cerian (o S8
explosive timars o 3 seconds o
kanger. If your Traps Skill i too
lowy, you Sould accidentally s&1
the axploshee of o0 goon

fior explasives is to Ulse the explosive and set the timer. Then, use your Seeal Skill to plant the
ticking explosive on 8 foe (Steal allows you to plant items on a mark as well as take them).
Finally, run like hell before the surprise package goes off.

This technique, while difficult to time, has high entertainment value if you can pull it
of successfully, One great way to make it work is to plant the explosive, with the timer tick-
“ing, adjacent to a door leading to a group of enemies. Then, open the door, fire a few shots
into your foes, and beat a hasty retreat. 1f you time this just right, your enemies should be
clustered eagerly around the doar when the litthe gift you left for them goes off. You'll be the
life of the party with a gag like thar.

Dynamite

Thiis is mot an exclamation from a bad TV sitcom,
but just a5 much of 2 bomb anyway. Dynamite isa
proven favorite. Whether you're mining for ore or

ongans, dynamite will make a lasting impression,

Costz §500
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It’s ot super clastic, but this plastic is still codles of
fun. Form it into silly shapes around locked doors or
groups af enemies. A barrelful of monkeys might be
more fun...but [ doubs it.
Cost: §850

Mlhﬂiﬂh I'.'lk.lwi.ﬂg lihm'llrﬂ.ﬁ i E.m.'lm'n-r-

times 1t attracts a tad oo much artention. For a les
dramatic entrance, use the key.

Reye

There are several types of keys in Fallowr 2, but they all fall into one of two types: low-tech
keys for mechanical locks and high-tech key cards for electronic Jocks. If the key looks like
one you might find on your ewn key ring st home, it's for a low-tech lock. If the key looks
like a brightly colored flar plate or card, it's for a high-tech electronic lock. Electronically
bocked doors are often color coded so that you can figure out which color key card goes with
which door.

Figuring out how to do things beforchand is usually better than thrashing abour
blindly—knowledge is your best ally. Few things are as heavily laden with information as
books (like this one).

o
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There sre two types of reading matesials in Falows 2, recreational and informative. t
Recreational reading materials give your character no benefit, other than some amusement. !
However, reading informative books wall increase specihic skalls. Each time vou use an infor- "
mative book, you absorh everything you can from the book and then discard it. The book I'

disappears from your inventory. You'll have to acquire and use another of the same type of
book 1o increase your skill again.

Every time you read the same type of ook, you learn  litthe bit less from it The first book
of each type that you read gives your PC nine more points in the skill covered by the book The
next time you resd the same type of ook, your skill will increase by only exghe, the next time by
only seven, and soon —until you've learned all you
can from a specific rype of book.

Big Book of Science

This hefty tome increases your Science Skill
and your scnse of awe at the natural wonders

around you.

Cost: $400

Cat’s Paw Magazine

This, uh, eat fancier’s magazine has no redeeming
value. You'll learn nothing of use to you in the
Wastes when you read about, . .cats.

Cost1 85
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Dean’s Electronics

Ehl.'h.'ki.l'lg hr'-_ui:l hﬂmg_]‘h i 5] Tl:ﬂ.l.'hl:l!l,“ micthods llhm
vou to learn about a variety of electronics. Your
Rt[‘l.li.r' Skill wall certainly benefit from this adds-
fiinrl hlm’rlrdgr.

Cosiz $130

First Aid Book

From anermia to zooplasty, 1t's all covered in this
book. Your First Aad Skill will be enhanced by what
youl learn here.

Cost: 175

Guns and Bullets

Whart better way to increase your Small Guns Skall
than by fipping through an annual isswe of Gl
arred Ruedlety

Cost: §4.25

sburyj jnjasn I

Scout Handbook

Both girls and boys will always be prepared for

witatever the Wastes have in wtore, since this book

ncreases Outdoorsman Skill and helps you earn
mctil l'la.rlgn at the same time. You won't be a ten-
derfoot for long if you read this helpful handbook.
Coast: §200




These disks and tapes were the very latest in pre-
Whar information storage technology. They hold
whopping 256K of information—apiece! While it’s
unlikely that anyone will ever need that much stor-
Age space for any sort of data, these durable disks
and tapes are often encoded with useful informa-
tion. Standardized holodisks and holotapes—
heolos—are still used throughout the Wastes for
transferring information. Taking a holo from one person to another is an effective way of
delivering a bot of information in a small package.

Some holos impart their information to you—just use the holo in your inventory, and
then check your Pip-Bow to see if the holo’s information was downloaded to your Pip-Boy's
memory for your reading pleasure. These tapes aren't usually worth anything—but the
information they carry sure can be,

. From food for thought 1o food for your belly, the desert is filled with surprises.

Raviole, Regtiles,
and Radscorfion Tails

Old baxes of noodles, critter parts, and herbw—they're all yours for the raking, if you know
what to look for.

Box of Noodles

This is an ancient box of dried pasta with capers. At
least you fiink they re capers.
Coatz §35

=
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Iguana-on-a-Stick

Some vegetables and a freshly fame-broiled iguana,
delicately roasted in its ovwn skin, make this msty

treat so sought after,
Cose: §5-20

Meat Jerky

The foremost producens of Meat Jerky are the
Dierieon brothers in Klamath. Their Dunton's
Dirymeat is well known for its durability, when
assaulted with teeth, and its special secret ingredi-
ents. [t's mmm-mmm good. In fact, it's so good
thar some animals will hoame right in on it, which
makes it an excellent hire and tritter dustracter
Thigee thie jr:rl'.:r ofee “:l:r“«l'hiin VOul ren the ather,
Costz §5

Radscorpion Tail

The rail can be taken from dead Radscorpions and
sold almost amywhere, and is prized for the poison sac

”r,

T
[
-

it comenang, which 1 wsed 1o make a poison antidote,
Cost= 510

Mm'r I!hi.hp: o I"m.d 'nqll. |‘|_11.1.- an tnlnqmu- e
associated with them. However, quite a few things
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have little use whatssever in game ferms. [ hese

treasures are fondly referred o ms junke We'll ralk
abouar jlu.nl'.. mext.

Juunk

It's everywhere, and it's nothing. Tiny bits of the beforetimes are mixed in with the refuse of
today. Come get your share as we explore the odds and ends you'll find in the Wastes.
Remember that one man's trash is another's treasure—the value of each item follows its
descnption.




You might want to wear ghoves, It's always kind
of messy pawing through junic

Boxing Gloves

Ciloves are just the thing for a nng-bound matchup
of pugrilists—Marquis of Queensberry rules, |
AR

Cosrz $250

Cosmetics Case

Mo one should have to face the perilous mdioactive
desert without a bit of genuine Mary May makeup.
Cost: §25

)5

Dice
Some dioe are era,i,gh'r;uthcr: are hoaded. Make

sure you cin tell the difference. Yo WET.
Cost: §5 (seraight); 520 (loaded)
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Firewood

Diry and ready for bumning, firewood is just the right
size to refuel a hooch-making srill.
Cost: Free

Flower

rI!": d ]1|:r:|!l}' II-nwrr. '.|.r.||.|. ST wnelli it wl. Sovmebsow
[ think everything's going to be OK
Cost: Free

Fuzzy Painting

Thisisa EENLINEG Vehis—a portrait of a popular
entertiiner on velvet fabne, T ol
Costz $300

Gecko Pelt

Both Golden Geckos and Normal Geckos have
hides that can be tarmed info all sorts of useful end
attractive clothing items.

Golden Gecko Pelt Cost: $125; Mormal Gecko
Pelt Cost: §25

sburyy imesn |




Hypodermic Needle

This is a discarded needle. What was it filled with
last? Wihat's it raste like? Kids just love to play with
these things.

Cost: 52

_runll; i wornderiul, but it’s not overly special If
you want (o become & connolaseur of the Waste's
treasures, you |l need to collect more unague itema.
I'll take you on a tour of all the unique items in the
game in the next section.

While the thinges descnbed in the last soction sren’t always :Lhmui:.m.‘mu can casily find sev-
eral of each scattered throughout the Wastes. The unique nature of the items described in
this section makes them particularly prized. Each of these items has a specific purpose in
ome area of the Falfow 2 world. So, a picture and description of cach item are followed by the
Jocation where you'll find the item, as well as where
it necds 1o be used.

The first item is prized more for sentimental
reasons than intrinsic worth,

Anna’s Gold Locket

This keepsake means a lot to poar Anna—she'll be
grateful for its refum.
Found and Used in: The Den

Ball Gag

This device is used to restrain those who might bite
or call out. Ir's Torquemada's original party gag.
Found and Used in: Broken Hills

Chapter 4: Pretty Darn Useful Things
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Becky's Book

This is & torrid romance novel puaranteed to tum
you into a seething caldron of hust, or put you

to sleep.
Found and Used in: The Den

Brains

You can never have too many. These handy acces-
LIRS hring lafe o VOALF OWTI homemade Bobobrain.
Chimp, human, abnormal, or cvbernetic—they all
function, mare or less, the same. F'lup; in the
Cybernetic Brain for best results,

Found and Used in: Sierra Army Depor

Cat’s Paw Issue #5

It's knsown as “The Lost Issue,” and collectors and
enthusiasts alike value this extremely rare issue of
Cary Prw mlguim.‘nm; COTErdpr It EIVES (5.,

Cafs. .15 MOt INtHgng. H'_l.'l.llu read it, 3 I-'J.!-:'_i.n.lti.l'lg
article ﬁllg‘irr you +5 1o yousr l".n:t!.-_-‘n-\"-'-:qmu
Skill. Gee, | guess some people do bay it for the
artcles.

Found in: New Reno; Usedin: Anywhere

Chrysalis Motors
Highwayman

Oine of the most useful items that vou'll find ks this
shining example of American iron. The Chrysalis
Motors Highwayman was once renowned for its
high performance and durability. *Nothing can stop
a2 Highwayman™ was a phrase familiar to most dri-
veri. The motto still halds true today. If vou repair
the car with a part that you'll find in Gecko, you can

sbunyy anbiup l
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fuel it with standard energy cells and use it to move rapadly across the world map, well
equipped o outrun most enemies that you'll find

‘Towns in the post-apocalyptic world doo't allow motor vehicles on their strects, canng
swmething abour aged fuel cells exploding. However, parking your Highwayman on the our-
skirts of town gives you access to a quick getaway as well as a secure storage spot for your
goodies within the car’s spacious trunk.
Found in: The Den; Used in: Anywhere

Computer Voice Module

This is a smap-in modube that you'll need 1o repair

the computer in Vault 13,

Found in: MNew Beno or MCR: Used fn: Vaule 13
or VALY <ITY

Coolant Report

If someone used the data in this ermonecus repaort,
the resultant coolant pump settings would cause
L vecko s atomic reactor o overheat and melt all the

Wy (o China. OF course, that Y s juu.l! what Yol

wWng To !:Ii!:lFlll.'l'l

Found and Used in: Gecka

Comelius’ Gold Watch

Cornelius has lost his gold watch and is blaming
everyone around him for stealing it. 1f you can find
the watch for him, bloodshed will be averted
Found and Used in: Modoc




Day Pass

This pass allows vou to enter the Magic Kingdom
for a day, OK, it acrually lets you into Vault City for
24 houre,

Found and Used in: Vault City

Doctor’s Papers

These papers contain detailed plans for making or
fixing vour very own Robodog. You need to have a
good Science Skill (or find a pal who does) o

use them.

Found and Used in: NCR

Easter Egg

Every game's got one. You just found Falfowr 2's.
Well, one of them anyway. This wacky item gives
you a special fiend.

Found in: Random location; Used in: Anywhere

sbunyy anbiupn |

Excavator Chip

T'|'| 1% ;hi'p T th{ hr.lml. 'hur'hlm_! ] ;rms.-‘rnn!-ﬁnm‘n!r
extrsctor—an industrial mining machine. The
chips tend to go bad due to the high vibration of the
machines that they re installed on and the dusty

envirment

Found and Used in: Redding




§
E
§
[ =]

%
g
m
S

The eyes have it—acceis permission thar is, the
wery litest in security systerns. Hold Clifron's or
Dieon’s eye up to the retinal scanner and in you go.
Found and Used in: Sierra Army Depot

Fake Citizenship

It's not the real thing, but almost as good. These

papers show that you're an almost-genuine citizen
of Vaule Ciry
Found and Used in: Vault City

Field Switch

This switch is used to shut down the air-purifier in
Broken Hills Uraniom Mine,
Found and Used in: Broken Hills.

Fuel Cell Controller

This handy itemn is the one mising part that allows
you to get the fabulous Chrysalis Motors
Highwayman running again.

Foand in: Gecke:, Used in: The Den




Fuel Cell Regulator

The ]'{ip;hwq-'mu.n was never known for Eriting
g"n:'.ll mi.]:';p;l.- oLt 11ri!1 'Fur:l If'l.'ul. h‘l:l wirh I!|!'|.Ii J.f-h!!'*
market (way after) Fuel Cell Regulator, your
mileage should double.

Found in: Klamath; Used inc The Den

GECK

This is what it's all about—the salvation of your vil-
lage right in your hand., Just add water and stir
Found in: Vault 13 and The Enclave; Used in:
Arroyo

Holy Hand Grenade

This blessed explosive weapon inflicts massive
damage upon thine enemies that it may slay them
utterly. Particularly useful against the dread
Vorpal-Rar.

Found and Used in: Special Random Encounter

Hydroelectric
Magnetosphere Regulator

This mouthful of an item is what the Gecko reactor
nceds to have installed for it to run without pollut-
ing Vault City's water supply.

Found in: Vault City; Used in: Gecko

o
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Jet Antidote

Jet causes addiction ar an alarming rate, but one
application of this powerful antidote will make vou
never want to be a Jet-jockey again,

Found in: Vaulr Ciry; Used in: Redding

Jimmy Hat (Red)

This bright red prophylactic allows the wearer to
cut & truly dashing hgure, They come in other col-
o, but the red Jimmy Hat is the only one known
to improve the user’s performance.

Found and Used in: New Reno

i 1B

Magic Eight Ball

sometimes it's almost impossible to decide the cor-
rect course of action. With this potent prognostica-
tor, decisions ane casy. A truly lucky character may
recerve some special insight from the Magic

Eight Ball

Found in: Unknown; Used in: Everywhere

Moore’s Briefcase

It's a brahimin-hide document halder and bombs,
all in one. Make sure you use it to deliver the
documents—or vou' 1 ECt to cxpericnoe its other
funcrion,

Found in: Vault City; Usedin: NCR




Motor

This 40-hp motar is used to keep the stagnant air
in the lower uranium mines sweet and fresh, all
day long,

Found and Used in: Broken Hills

Mutagenic Serum

You have to become an amateur experimenter
with this o shudge to get a faithiul roba-dog
COMpanion.

Found and Used in: MCR

NavCom Computer Parts

These hard-to-find spare parts are just the right
thing to repair a ship’s navigational computer.
Found in: Vault 13; Used in: San Francisoo

Part Requisition Form

Mo form, no part—thar’s the way the Gecko reactor
supply room works. Better have your requisition
torm l:.nnli}-

Found and Used in: Gecko

sBunyy anbiup I
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Plasma Transformer

‘This is noless than a three-step plasma truns-
former—a real handyman can do all sorts of things
with this techno wonder

Found and Used in: Gecko

Presidential Pass

They're not just for VIPs anymore. You get o see
the Presedenn, too, as bong as you have your pass

Found and Used in: NCR

‘Radscormpion Limbs and Pile
of Radscormpion Parts

These bug parts have been fashioned into a charm-
ing ensemble, making them nitable for scaring the
|ru'JJ|, brratimmum ru-l!li.rli;, or |‘1:|_g|| ="

Found and Used in: Klamark

Ranger Pin

You're not in [exas, but if you wear this pin, you'll
be treated like an NCR Ranger—respected by
some, reviled by others, ignored by most.

Found in: NCR; Used in: Everywhere




Rubber Boots

These ald mdinH baoeats wall Protect your render
lni:l::i-r:. wl'b:n w:.lk:-n“ l]'ﬂnup;l'l IO [, ar |ﬂ:l ﬁ'.ll'
o while.

Found and Used in: Klamath

Sheriff's Badge

Howdy partner, With this tin star on your chest,
you're ready to bring law and order to town
Found and Used in: Redding

Smitty's Meal

This is mom’s finest cooking, wrapped to go
Anyone would be glad 1o recetve this—if they
haven’t eaten in a few weeks,

Found and Llsed in: The Den

Water Chip

This is a useless picee of Vault-Tek junk that you

won't need ar all,

Found in: Vault 13; Used inc Nowhere

You'll find many different items |.|.|||:1:|_|.: YOr

travels. Bur if you want to come acroms any of them,
vou'd best begrin your journey, Since we ended with
unigue items, we' [l start the adventure descriptions

with 'I.'II'I.iI;I'I,II:' events that you may encounter |.1l.|.|1|:|.;_|.:
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'PART Il

Travels

One can save us. The call of the Vault
Dweller’s blood must run strong enough in
one who would reveal themself as the
Chosen One. Far and far must the Chosen
travel to save our people. New, built on the
bones of the old, conceals our future as well
as our past. Only the One can bring the
spirit of plenty back to our Tribe. Only the
One can sift the prize from the grip of the
dead sands. The Chosen must bring our
salvation — or we will surely perish.

—Esceypt foas the Boad af e Elvdens’ 3160k Seasan
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; ou hawe built the toal by crasting your .
" cheracter and learning how to use your altarnate per- -
son in the Fallout 2world, Naw it's time o trace th mter- =

£ twined paths that will sow you to save your peophe. | will describe

ang path, but it is nat the only path; nor do you need 1o maks the same
stops along the path that fdo. But if you do stray and become lost, return
to my description of the Story of the Chosen One for guidance and direction.
Many others wandar the Wastos 83 you do, 50 Il tell you sbout the travelers, raiders, and
wild crastures you're lilkely to encounter. Then Il take you on a guided tour of the differsnt
peaple and areas that you'll encountar during your quest for the holy GECK. The graphic on
tha noxt page shows whars ol of the aras sre in relebon to one another.

& i

1. Amoyo 10. The Sierra Army Depat

2. Klamath 11. Radding

3. The Den 12. The New California Republic (NCR)
4, Modoc 13, Vault 15

5. Vaul City 14. Tha Military Base

6. Gecko 15. Vault 13

7. Broken Hills 16. Mavarro

8. New Reno 17 San Francisco

8. Thae Reiders 18. The Enclave

Soma of these araas won't show up on your game map until you've uncovered the informa-

tion leading you to them. A sotthe-
meart is large ancugh for amyone You'll find all the maps for the
explaring tha ansa 1o find oasily, gama in the back of the book

in Appandix A, organided in
the sama chapier order a3 the
descriptons

but & small cave mouth fin a
square 50 mies scross) would be
impassable 1o find if you didn't
have some sort of addticnal
information to lead you to it




The line:s between some of the areas (from Redding to the NCR, Mew Rano, and Vault Ciey)
represent trade caravans, Getting a job as one of a trade caravan’s guards is a way o ravel
between areas with mone safety than you'd hawe by travelling alone, Eating the dust kicked up
by & carevan's draft brahenin isn't fun, but evendually you'll et to whee you're going




Lo s e .._::-... - - .?&_ ;!‘.:. Vo

Y

: The Story of"
the Thosen One

The Story of the Chosen One is an example to our
people. The Chosen One's travels and adventures in
the strange lands of the Wastes beyond the Great
Bridge may seem strange to you. Indeed, much of
what the Chosen encountered was bizarre almost
beyond telling. But listen, and | will tell you a tale—
a tale such as has never been told of one from our
village. Listen, and | will tell you the Story of the
Chosen One.

—Ereenpet from the ook of the Eidons " 39 lar Senson
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n designing Fallout 2 we took o kot of pride in making the. _-.";'}j
game a3 nonlinear as possible (ghven finkte rescurces). il 4
You nead to explore a few unique locations in a specific e
order, but they are the exception rather than the rule. As the
player, you're free to explore the areas of our world in almost
nmy order you desire. What Nl describe for you is one path that will
sllow you 1o save your Tnbe—niot tha only possible successiul path, but a
successhul path. Feel fres to use this ideal story ling when and as you see fit
Diverge from it whenover you wish.

Dne of the aspects of the gama that we're most prowd of is that most of the :
quBsts have mons than ona way to solva them. In real life, there's seldom just ey
on@ soluthon to a problem, there are usually several. In Fallout 2 we tried to 1
think through the qguasts to figura out what a real person would do if they wara
in tha PC's shoes. Wi used this reasonable-answer method as a test of each ’
quest's possiblo solution methods. Another aspact that we worked hard to
include are the shades of gray inharent in most real-life solutions. What | maan
by that is, in real life there are very seldom absolute solutions to problems. One
sathe, anid one way, are rerehy complistely night orwrong. Almost nothing is as
samiple 85 good guys vs. bad guys, there @ no real black and whitn—just shades
of gray, Often, one solution to & problom creates as many new problems as it
sobves. Real sohutions often require some soul-searching as you
sttempt to find the best compromise, or the path that works best for you.
Your solutions may often halp one group atthe expense of an equally
desenving second group. Easy viciories don't ghve much of a
sansa of satisfaction, and naither do one-sided
choices. Hard dacisions, Bka hard battles, bring
the deepest satsfaction

The choices as well a5 the Wastes
e, truly, yours to sxplors.

..!#‘;'T. .. - &l -!-"



Here's an optimal path for the Chosen One. Your quest is to recover the Garden of Eden b - 4
Creation Kit (GECK) from Vault 13. The GECK is able to create a paradise out of 2 waste- .
land. To forestall the effects of a seven-year drought, grab the GECK as soon as possible. If

you don't, the people of your village will starve to death. Here's a broad overview of what

The Story of the

you'll peed to do:
J‘ i
o If you would :
e rather explore
= the story on
b your own, you
2 shouldn’t read

this next part.

1. You must complete the Temple of Trials to prove your worthiness to be your
village's champion (the Chosen One).

Leave vour village to go to Klamath, You're searching for Vic, a trader who
knaows the location of Vault 13.

In Klamath, you learn thar Vic is probably in the Den, u hive of scum and vil-
Lainy a few days away.

. 'When you arrive in the Den, you learn that Vic is being held prisoner by the

Slaver’s Guild in town. You also find out thar you don't really need him afrer -
all, since everyone here seems to know about the Vault.

. Fallowing the directions to the Vault that you learned in the Den, you make
your way to Vault City.




I L, When you arrive in Vault City, you find out that this isnt sbe he
A just a Vault. To gain access to the central computer so that you
the location of Vaulr 13, you must perform a task for the city cour

hhw:mﬁnlpqﬂuuq?ﬂhfrﬁmmbﬁﬁﬂmﬁ ‘ o
the wayward atomic reactor, you gain access to Vault Ciry's central computer. i
8. Vault City's computer doesn’t have information about Vault 13, but it does have
information that leads you to a vault—Vault 15—near Vault 13 location. \

9. You arrive in Vault 15 to find it occupied by squatters. After gaining the trust bt~

of the squatters, you can access Vault 15% still-working computer to learn the
location of Vault 13.

10. You hurry to Vaulr 13, confident thar the GECK will soon be yours. You gain
the GECK and trek back to your village, many long miles away.

M. When you arrive back at Arroyo, you find that it's been destroyed and the vil-
lagers have becn kidnapped. Only old Haluinin, the shaman, has » clue for
men came from inside them to take your people away.

12. Before dying, Hakunin told you that the great flying beasts were going to rest
at a place named Navarro before flying across the ocean. You hasten south 1o
Navarro only to find that the flying machines have gone still further soath, w
San Francisco,

, 13. You head 1o San Francisco. When you arrive, you find a derelict ship that can W

. be repaired and refueled to carry you to a mysterious base far out at sca, called L"-'.fil

b the Enclave. To reactivate the ship's computer and get everything running, you ;
need to find an electronic key, called a fob. The most likely place to find this
key is back ar Navarro,

You head back to Navarro, locate 2 semiconcealed entrance, and sneak inside.
You manage to find the fob, and then head back once again to San Francisco,
Back in San Francisco, you undock the ship, and the autopilor takes you to a
deserted oil platform—the Enclave.

Once at the Enclave, you find that your villagers are being held for usein foul .
experiments. You need to blow up the computer controlling the Enclaves
mﬂmnﬁmqurhMMmﬂuanyﬂfﬂHMWh



e
:':

:
3
£
:
:

e i =g e = 4 e, ot R
' y T AT e A

1
your path, you Mlh:}wmmyh:kmduihip.m;munhipm.m
eicape, the Enclave explodes in o shower of radioactive debris.
Congratulations—you've found the GECK and saved your village.

Once you've saved your village, you can still continue playing, but since the game isn't
designed to go on forever (finite production resources, remember?), a few people or places
ray ot react in an entirely appropriate way anymare.

For more detailed information abour any area in the game, rum to the chaper that con-
tains information sbout that area, You don't need to read about the areas in any specific
order, just as you don’t have to explore most of the arcas in any specific order.

Area Descripptions

Information is divided by specific map locations, or areas, which represent towns, bases, o
other unique kocations. The arcas described in a chapter are close to one another on the
world map, and usually have connected adventures.

The Chosen One's optimal path through an area is described first so that you can gain
an understanding of what's important in each area. This story section is called The Path of
the Chosen One.

" The second component of each aress information is called The Lay of the Land, This
section covers the quests in each area. The quests are divided into major quests—adventures
that advance the main plos of the game—and minor quests—challenges thar may help the
PC, but aren't necessary to the completion of the game. A list of important people and
places in cach area completes this section.

Detailed g for
every area in the game are
shown in Appendix A at
the back of the book. The
adjacent arcas described in
a single chapter are listed
next to one another in the
appendin as well,

Now you're ready o
begin your adventure,
Sometimes it's best 1o
expect the uncxpectod—
strange and wondrous

Esch arsa's descrption siends
alona. Il you naed help n 8
particular aron, skip (o the
part that containg the inlarme-
tion yeal nsod
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things are likely to happen in the Wastes. Random happenings and the first few arcas thar
your new P will explore are covered in the nexe chaprer.
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STtTramge
Happemnings
and Desperate
Beginmings

Those that travel the desert speak of the wondrous
and bizarre creatures and avents that they encounter.

Some of these chance meetings are commonplace
amongst travelers, while others are rare enough to be
discussed in hushed whispers around the evening
fires for years to come. One thing only is certain—that
the nature of the Wastes is as everchanging as the
sands themselves.

—Escenit from the Book of the Etdeors’ 62ud Senson




8 you trav from place to place, you must leam o
axpect and be prepared for the unaxpected. The best
wary 1o get ready is to know ahead of time what
mannar ol two- and four-legged beasties you'll
bump inta. Il tall you which sons of creatures are
camiman to the deserts, as well as what strange
gCCurrances your luck may draw 1o yodu

Tha best advice that | can give travelers is (o expect the unéxpected,
Things aro often different than they might appear to a casual abiserer, The
truth is riraly plain and never simphe,

Dan't judige the inhabitants of Faliowt 2 by their sppearance either. Soma
foul, crusty, rotting fellows are the nicest sorts of folks any wanderer could
hapa to run into, while ather, more hygenic, and more dapper fypes mre
rogues of the basest nature. Keap your ears, and

msrid, G, your
wils about
O, your
prajudices
bahind you,
and you'll maka
ot pst e




Strange Happenings
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Many travel the sandy desert trails, Some venture forth on business, while others make ther
hemies among the dunes. 1f you travel far enough—and you will—you'll meet most of them
But not evervone lives out in the sandy wastes; occasionally you will encounter a cooling
CANE, &8 1T FI;{‘II‘E" .1, I'll describe whart sorts of creatures make thewr hames in each type of
terrain. Some creatures have favorite hunting grounds that you should avoid. 1 you read
carefully, you'll continue to be counted among the quick rather than the appetizens.

A ghady rest
frgme the hat
sands i3 ahways
walcame

Fignure 6.1

Ramndom encounters, conir ¥ o what their name IFH,’{h‘ VALCECSR, AT MO 'l'-'-"ﬂ'l-Fth'l-‘_-'
random. There’s a wide variety of I-:;mnl:_t'h_- cncouniers, but the situations that 3.|H.1'||.1'*I|HI-['
into during your travels follow patterns. Here are a few guidelines:

The further south you travel on the world map, the more dangerous encounters
can be

The closer you are to a large population center, the more likely you are to Tun

into people from that srea

TT




o T S Sl

' Trade caravans follow the path of least resistance, so if you're moving from one
scttlement to another, traders and merchants will be found along the quickest
path berween areas.

. Bandits love merchants. Where merchants travel, bandits follow,

' Big, nasty creatures are antisocial. The farther from human habitation you
travel, the more likely you are to find dangerously aggressive critrers.

Use these guidelines to judge the relative threat awaiting you in any particular patch of
desert. Generally, the more forbidding the area, the fewer encounters you'll have—but the
critters that live in really
unplessant locales tend
to be much more
aggressive. It's all abour
choices really. Dinner is

Binkd » high Outdoorsman Skill o
wse the Car to avold random
wilderness encounters. In elthar

served. case, you'll be inormaed about
Although most of creaturas thal you cowld

the people, creatures, encounter, and then you can

and events that you chonsa io Betuslly 800 oumtes

tham or avoid thim antirsly
Howevar, don bypass all

come across during your
travels are common,

some events will hap- wldamess encouniers—
pen anly once in a life- they're o groal way o sarn EPs.
time. These truly

special ocourrences are

covered in the next seetion.

Stpecial Fappenings

Each of these encounters is unique and can be stumbled into only once. For the most part,
they're high-stakes events—with significant rewards and penalties tied to the dangers they
present. These special meetings aen happen to anyone, but as in real life, they're drawn to
very lucky or very mnlucky people.

je1aads I
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Strange Happenings
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Vhe Best of Times

These cvents tend to have a positive outcome, and they're much more kikely to happen to s
PC that has 2 Luck Stat of seven or higher. Do ya feel lucky? Well, do ya?

The Big Head

You encounter a gant talkang head, identical to thie mute !.’,iJllr head in the middle of
Arrova, your home village. The head will rest your resolve, as well as your patience. 1 you
pass its tests, it Il give you a potent talisman. If you feel that you can pull the wool over its

big, ignecous eves, you might try to lift a couple mare talismans on your own

The Bridge

As you ai'lpr'l'l.-l-.'h the only bridge, shown in Figure 6.2, overa bottomless gorge, the wizenied
hﬁ,jw_- L'."'l.'E"l.'r .l'ru_.;h- it A faweEr Imic these que FHOME l]1l'l.'|:. efe TI'II:' I'ITI'IE'r 'Il:".]-f yE 'H:f--. II"‘I"""'-Irl'-‘l
familiar? If it doesn't, it soon will. Just make sure your omithology's up to snuff be fore you

1TV T CTOes

“What i3 poirr
nama’”

Figure 6.2

776 5



The Café of Broken Dreams

This café, shown in Figure 6.3, 18 home to a host of near heroes, almost rans, and miﬁhr have
beems—all of whom have ween their best days pass them by. One of them ||;|.:|'1_'q: i freend of
yours from times long past. Chatting over u steamin’ hot cup of joe is a great way to remem-
ber the good ol days

Matheag is borher
thanm g braw

el dry oid

Fragid

s

eraad

Guardian

his Guardian on the Edge of Somewhere or Other is actually & partal to another time and

addey |

-

|1|.J|.i.'.'[".:r nget i step on any '-:"l1l:1l.'iﬂ|l:=. and make sure o E'\-nllL: :.I.-I:Ir-t'\l\.l-u.'ll stick.”

The Holy Hand Grenade

The doughty, Power-Armored members of the Brotherhood of Steel seck the legendary

sbuiu

Holy Hand Grenade. They need the weapon to slay 2 most fearsome creature. Just how
toueh can it be? It's onlv a hirtle rat

Tin Woodsman

This poor soul has been stuck here in a rasty suit of Power Armor, unable to move, for far
too long. Near the end of his strength, he manages to gasp out, “Oil can......” If you can find




the oil he nceds o lubricate his armor, he'll hxh}mmn-hwhwﬂlmrm find i thee
future just a little more limber:

Unwashed Villagers

Mobs can get ugly—you'Tl get to watch a mob of unclean peasantry attack the grim reaper ;
himself. Death, be not proud—he just better kick up his robes and skedaddle out of there.

What the Heck Are Unwashed Villagers?

Strange anp!nfﬂp

(¥ From Faliout 75 inception, fan response to the original Fallout helped us to craft a
; E batter game. The Unwashed Villagers are a group af rabidly loyal onlina Fallouwt Tens
“".n"_ This special happaning ig our humble thank-you homage
3]
=
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Tthe Wenat of Times

Wot everything that's special and unique is good—#ar from it. These especially nasty mus-
steps are most likely to happen to a PC with a Luck Stat of three or less.

The Pariah

Low luck isn't any fun, but it only gets worse if you adopt the craven canine that skulks near
the wagons of these plague victims,

The Whale

In a Fortean stretching of time and space, not to mention probability, car-sized chunks from
the motting carcass of a large cetucean have fallen 1o the earth all around you. You may even
find a small, fractured flower pot. No explanation could possibly make any sense of the
occurrence. Believe it or not.

Bath the normal denizens of the Wastes and the most bizarre can be encountered as you
travel the scrub-covered sands. However, the key to your survival lies not in the desert itself,
but amongst the creations of your own kind—the nascent settlements and burgeoning
towns of man. The first few areas that you travel through are crucial to your newborn PC's

TTE _ . '




development. I'll show you how to squeeze all the EPs and equipment out of these loca-
tions—information that's good to the last drop.,

The descriptions that follow contain all the information you'll need to make your way
through each area. All of the location descriptions in the book can be read independently of
one another. [f you're stuck someplace or need a few pointers, turn to the relevant location
guide to learn what you need to know,

The first part of each areals description tells a tale of a successful path for the Chosen
One through the ares—not the omly way, bur simply 2 seeeesfin’ way. While you're reading b
through the description of each area, it's helpful to refer to the map of the area in Appendix m
A at the back of the book. The maps for all of the areas covered by each chapter are found in i~
the same section of the appendix, for casy reference.

rrroyo

Arroyo’s where you start
the game, It's your
home village, and it's in
trouble. The rain spirits
have not come for
almoat seven vears, and
your people’s reserves of
food and warer are run-
ning low. The only
thing that can save
them is the Garden of
Eden Creation Kit
(GECK).

The GECK alone
can turn the dry dust of your village into the fraitful paradise it once was. One person must
make the journcy to locate the Vault of the Holy 13 and demand the GECK from the peo-
ple who foresook your ancestor, the original Vault Dweller. You are that person. You are the
Chosen One.

The best way io wse the informa-
tion about sach ores is to skim
all this inde frat, &0 that you ged &
genural onderstanding of wha
and what's imporiant n the smaa
Than go back, as necessary, 1o :'t
rafer ta mose specific nlor- o
mation a3 you play through
tha locaticn.
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e Path of the Chivsen One .

The village Elder has always believed in your ability, Others aren't certain that you're the
best vessel upon which to rest the fate of the village. You must prove your worthiness to b
the Chosen Une by successfully making vour way rhrlm‘!.;h the Temple of Trials, shown in
Figure 6.4,

Figure 6.4

Once you make your way to the exit of the Temple, you must visit both the Elder and
the shaman Hakunin, Both stops will give you clues and items that wall later prove usehul o
vou on your travels. After talking to these wisc folk, you're welcome to leave the village ro
begin your quest. However, you'll be much better off if you stay just a bit longer to carn more
FPs and items. Talk to cach of the named NPCs on the Arroyo maps to gain as much as you
can before leaving the village. While you're travelling, you won't find many places as hos-
pitable as your own home

When vou do leave, vou'll head toward the town of Klamath, only a few days away, A
trader from Klamath sold & relic—a water flask—from the holy Vault to your people, and
you must find him, He should know where you can find Vaulr 13, You have cight whole
mcsnthi to malke your way to Vaule 13, grab the € sECK, and retum in time to save your vil-
lage. 1 you dawidle, more of your village's people will sicken, and some may die. Something
tells you it n't going to be casy.
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Ttee Lay of the Land

The mosi imypartant people to talk to, places to go, and things o do wre Tasted in this section.
Each item s numbered so that you can refer to the location of the critter, place, or thing dis-
cussed on the maps for each area included in Appendix A. When you're looking for people,
remember that they may move around a bit, so you won't always find them standing on their
nLl.tL bhait E.I.I-\.I.IH:I.' :|.1|.1u"|l EnJ Il:rn'l nn.:.rl'l_\'.

Pramary Quests i the i9rm we use io descrbe sdveniures that furthar the primary Sery line in
the game—iha big pictare, if you wall. By conirast, Secandary Duesis don’t sdwance the major

story of the gama, but they can atill hawe far-reaching consegquances, and they're vital for

character sdvancemant. Primwry Ouests #re shown in bold, dabicired type. Secondary Doasts

o shown in bald typa onhy. If one location refers to another Bsted location, the number of the
comnacted location is shown in parentheses

1. The Start You seart the game just in frant of the '|'|:I'h|1|1: of Trials, You muse
enter the Tem ple to h-:p.in the game. You won't be allowed to leave this map n
any other way. H.‘E.IIJ._'.‘ your spear betore rushing into the wiiting darkness

£. Enmtry Hafl. This room has a CotEpic of Giant Ants in it. Defear the bugs, or
il‘lt'.‘l]l Flii[ |h-:rn o the dr.'l-m at thi |:r|.-|.1 ur' thic 1:1”.. Ul-l; your [.l:s-ulq:iuk Hlti” Ol
the door to open it. Make your way to the far end of the level. Along the way,
Combat characrers should cxplore the side niches to slay more bugs and carn
extra EPs. Other types of PCs should
sncik ther Wy 1hrnu|.|;lu this arca.

3. Exit Door. Use this door o get to the
next level of the Temple.

4. Room of Traps. This room is filled
with easily detected foor plates. 1f

you step on a foor plate, a sharp-
encd wooden stake will be shor at

L
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C clse, deliberately stepping on the plates nets you a hndrmafﬂmptnd )
- stakes rthat you can throw just like spears. Your Throw Skill when you're just -
~ starting out is usually much higher than your Mélée Skill, so these stakes make
a very handy addition to your arsenal. »
5. The Pit. Sidle your way around the pit to reach the exit doos, just to the north.
Make sure to Examine the pot at the north rim of the pit—you'll find some :
explosives inside the pot, which you'll need to use to open a door later, Gaant b
Ants surrounding the pit will try to stop you. Make certain that the creatures
do not surround you if you choose o fight here, rather than sneak. Once past .
dumhmm@tmdmmpmmduﬁﬂﬂﬂwﬂnﬂwﬁkﬂ]m
yourself to heal any damage you've accumulated so far before meving on.

Move to the exit door, open your inventory, and Use the explosive that you've
just found. Set the timer for at least one minute. Drop the bomb and run to the
far side of the room. Once the bomb explodes, the doorway should be open
before you.

6. Arena Door. Stop here to gird yourself for war. Once you pass the door just to
the north, you'll have 1o fight one of your own tribesmen to prove your worthi-
ness to be called the Chosen One. You'll have to fight unarmed. To stack the
odds in your favor, drop your spear in the room before you talk 1o your foe.
Then, after you've talked to him and started the combat, race over to your spear
and use it on him. However, if you do leave a spear in the room, he'll try to get
there first to use it on you. Cheating is not without its risks.

7 Hakunin and His Garden. Hakunin is your village's shaman. He will give you
Healing Powder if you remove some Spore Plants from his garden. Use your
two-hex range with the spear when you're weeding Hakunin's garden. If you
= ﬂﬂmrmmﬁ:T:mphanriﬂhmﬂuthnrjﬂtmﬂumﬂmf
Hakunin's garden.
8. The Village Elder's Tent The village Elder will congratulate you at your suceess
in braving the Temple of Trials. She'll give you useful information about how to
start your quest, and some cash as well. Gotra love the old gal.
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12,

13.

14,

Arroyo is 3 wonderful place to be from. After being down on the farm so long, almost
any place will feel like a big town to you. But first you'll have to make your way through the

. The Weall. The Well is broken. You can ﬁ:iflillql&l:krnrud.

dog for him in the wildemess to the west (see #13). Be sure to talk o Nagor
after you've helped him to get your reward. '

Standing Fist. Your tribe's best unarmed combatant often stands reflectively
before the great stone head. If you're a Combat Boy, he can teach you a trick or
e .
Aunt Mordiss. This old crone is a feisty one, but she’ll give you a nice piece of .
flint that you can use to sharpen your spear—if you've already talked to Mynoc
{see #14) about the gleam on his. 1f you're a Stealth Boy, take the tidy sum of -
coins that the old biddy hides in a pot beside her bed,

Nagor's Dog. Nagor's pup is stranded here, far from home. Make your way
through the maze of trees and hostile Geckos o find the dog. Once you find
fido, make a run for the exit—Nagor's dog will follow close behind you, Nagor
Mynoc the Guardian. Mynoc guards the Great Bridge, which is the only way
into or out of Ammoyo, He's a good person to get training from if you're a Srealth
or Charisma Boy PC. He aleo knows how to sharpen a mean spear tip. He'll tell
you how if you notice his (see #12),

Rlamatt :

Klamath is a small town not far from Arroyo. Gecko trappers come to Klamath to sell their Tf
catch and blow off a bit of steam in the local bars and the “bath”™ house. Klamath is small, but :
this rwo-bit burg offers your first big lead in the quest for the GECK. -‘ x 3
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The Patt of the (Chiosen One

Klamath is home to 3 trader who knows the location of Vault 13. What do travelling traders
like to do best? Dirink and, uh, bathe. Visit both taverns in townr—the disreputable Golden
Crecko and the more wholesome Buckner House. To learn more about that mystenous
trader, you must talk to a lovely “bath” srtendant named Jenny. While rouring be sure to
include .l.l.l:|1|.n:l Town on yondr foaur |I|ruu;.-_I| Klamath, as shown in Fllqllﬂ .5

[rappers trading
el rar tales

Figure b.5

Klamath is a good spot to beef up your PC a bit by completing a few secondary quests.
You can also gain your first NPC companion here. If you're a Stealth or Charisma Boy PC,
make certain that you visit Buckner Hiwise eor see whar you meed o do o free Sulike Sulik =
a capable warnor—if you're not, make sure you bring him with you.

Afrer g tllingg the locals, |:upn.'u.|]:|.'j:r||1:|'. Ui finad oase that the rrader WEWi 1 after 16
frdimcd "l-"n.. afid that he's most olten fouid 1ru.d:r|:i-_-; s FIHh!'I. ol @ LW .:]|1.'|l ke ”lﬂ:.

WI‘I:II.]:I -I!a SCNCT ﬂ] I.IJ'l'\I !TJ'I.'I:I & Hl.l.tl. Ill. KEJIIII!]L
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Tte Lay of the Land

Klamath has a couple of important situations that you need to check out and quite a few
other quests that are worth your while. At this stage in your carcer, you should try to experi-

ence as much of cach arca as possible to build your character.

1.

2.
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Message Board. When you first arrive in downtown Klamath from the world
miap, pause to read the notices pinned here. '

The Golden Gecko. It's not the nicest bar in town—a lot of the local toughs
hang out here. The badder someone is, the more they're welcome here.

Sajag the Barman. Sajag runs the Golden Gecko. If you help Whisky Bob o
refuel his still, Sajag will buy information about the still’s location from you.
John Sullivan. Once a renowned prize fighter, John still gives lessons in the
sweet science to those who can benefit from it. All PCs should ralk to old John,

The Dunton Brothers. A meaner pair of schoolyard bullies has seldom been
birthed. Chuck and Buck Dunton are identical twins. If you're their kind of
folk, they'll offer you a job rustling brahmin from Torr (see #8). Also, they sell
an extremely appealing jerky. Animals are said to be so strongly attracted to this
jerky that you can use it as bait.

Suspicious Brahmin. Upon Examination, these brahmin have a very suspicious-
looking brand on them—it seems as though these brahmin have been rustled
and rebranded. Ardin Buckner (see #12) would be interested to know what the
Duntons are up to.

Yellow Deg. This playful pup will be your pal if you give him some delicious
Dunton's drymeat (see #5), As your friend, he'll reward you with a key to
Trapper Town (sce #17).

Torr. Every village needs an idiot, and thankfully Klamath has one. Torr
Buckner needs help guarding his brahmin from attack by some “bug men” he's
scen lately (sce #35). There's no telling what will happen to Torr if he loses any
more brahmin,

Buckner House. This homey tavern and inn is run by a mother-daughter team,
Ardin and Mada Buckner.
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mummmmmmﬂumuﬂuﬁ—ﬁmm A

efuel his hooch still. 1f you refiic] it for him, there's some money in it for you. S
The townsiolk will think better of you as well. '-:-'.':"L -
Maida Buckner. If you want to trade or ask questions sbout Sulik (see #13), "
sharp-tongued Maida is the woman to ralk to. -4
Ardin Buckner. Ma Buckner takes cage of Buckner House; her daughter, Maida; : ']

and her son, Torr, as best she can. If you need a room o heal up in, Ardinis '
the person to talk to. Ardin's beau, Emﬂq[mlﬂﬁ].tmkuﬁlh"fﬁleb#k.ﬂhﬂ-
she's worried about him. Maybe you can help out.

Sulik. This tribal warrior is currently performing scullery chores for the
Buckners to pay off a debt that he owes. lf}nhplrﬂﬂ’hﬂ-dﬂh for him, he's
free to join you on your adventures,

Big Nose Sally's Bathhouse. Baths don't always require rubs, or even warer. Big
Nose Sally Dunton sure has lovely "bath” attendants, though. Talk ro Sally w
see beautiful Jenny (#15).

The Magnificent Jenny. Jenny will rell you sbout a friend of hers named Vic.
He's a trader that hasn't been heard from in a while. He's probably in the Den.

Vic's House. This hovel is deserted now, but Vic keeps an old radio locked up
tn his storeroom for spare parts, He sure wishes he had the radio with him in
the Den right now.

Stim Picket. This tall, thin trapper has a key that'll let you into the Rat-Caves
part of Trapper Town (the yellow dog in #7 has the same key). Slim can also
teach you a thing or three to add to your Outdoorsman Skill. Just leave the key
under the mat when you're done.

The Hole. This hole in the ground is the entrance 1o the rar-infested caves

beneath. You'll need to make your way through them to come back out at #19,
to snag the cool car gear from #20,

The Garage. This hole allows egress from the Rat Caves, gaining you access to
the car (#20).

The Cat. This car looks as though it's ready to run, but it's in much worse shape
than it looks. There's a nice aftermarket part on the back seat, though.

The Still. Use the firewood you find in this shack on the still o refuel i,
Thhhh:mlﬂhmq:mdlmwuxwhpnﬂlm
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- 23. The Duntons’ Shack. It looks as though someone's spent a Jot of time
Judging by the filth and the jerky laying around, it was probably the Dunt
(see #5). There's a big pile of weird bug parts on the fAoor here.

24. Radscorpions. The Radscorpions that make their homes in the underbrush
here are a threat to Torr’s brahmin (#25). If you've agreed 1o help Torr guard his i R
brahmin, you'll need to exterminate all of these pests. -t

25. Torr's Brahmin, These brahmin are Torr's wards. The Duntons want them, and .
Torr is bound to protect them (see #5 and #8). You have to decide whose side
you're on for yourself,

26. Crippled Mr. Handy. This crippled robot is the sole survivor of a nasty crash of
some sort. He's operating in defensive mode, and you'll have to move past him
to rescue Torr if, somehow, Torr's brahmin were rustled. The crippled robot
should move slowly enough for you to evade it rather than fight it. Ir's tougher
than it loaks.

.9
27. Crash Site. Some type of craft crashed into the ground here. Search it for 2 : -‘fli

valuable key card. Save Torr by talking to him and then running for the exit
grid, with Torr following close behind,
28. hﬂmlﬂlhﬁlﬁyﬂrﬂyﬂnihhhﬂﬂﬁm the Trapper Town
Mall (see #18). Sncak or fight your way past the rats to the entrance to the next
level of this abandoned silver mine (#29). You'll have to go through all three
levels of the Rat Caves to get to the car at the east side of the Trapper Town o
map (sce #20), 3

|
1 29. Rat Caves, Entrance to Level Three. This ladder connects levels one and three 1
of the Rar Caves. On level three, make your way to the Rar God (#30) to kill -
it. Then make your way to the ladder that connects to level two of the Rat :
| Caves. Bewarc—there are a great many rats of all shapes and sizes down here. =
Don't let them surround you. o
30. Lair of the Rat God. Several smaller rats wait in attendance upon this king rat. .-_:
Kill the rat to end Trapper Town's disturbing disappearances and eam a nice -l i
EP bonus, T-!""
31. Ladder to Level Two. This ladder connects levels two and three of the Rat . in:'
Caves. i

32. Locked Door. This locked door allows sccess to the ladder leading up to the
Trapper Town garage (see #19). Use the explosives found sitring on the

Ll
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adjacent shelves to blow the doorway open. To leave the caves, retrace the moute
that you toak to enter them

Toxic Caves Entrance. You've found the entrance to the Toxic Caves. Beware of
the many Geckos that Iive within, Combat Boy PCs should find this challeng-
ing; Stealth Boy characters would do well to Sneak carchully; but Chansma
Baovs will have 3 & "-'i':]" mie here. f'i::,; lizards have small vocabulanes. One
More caution—iry not to step in the puddles of Toxic Goo leaking out of the

rusting barrels

H-l.lh“f Hﬂl.l.. .-‘I. -|,P|||_'. cabinet 1m :|'||-L FOECEE |'|J.- A [anr of ribber booty and
some useful medicines as well. With these in your inventory, you have lirtle to
fear from the large |1-.|.1.f'|,-. of Tooe Geon that cover the Hoor in these caves

|.r||: L3 ||‘Ir I"\- HE |1'\.r||_ 1|‘|J' i® :"r1|.1 e last

Ledder to Toxic Caves. Level Twa. This ladder connects the two levels of the

Tooae Caves shown in Figure 6.6

smiley the Trapped Trapper. Ardin Buckner has been lookang for her :'.!:IELI".':l
(e #12). He's 1rJ.|lj'\-n': here and r-ru.{:r foor soEmse ;.:TJ.-.]:-.-"; rrn.-cuill!.'. I Wi lead
him to the exit, he'll reward you by teaching you how 1o skin Geckos for thear

valuahle *I'-|'|1-. Ardin will be peretry nleased with vou, oo

Toxre pudldies
of oo and
growlarg
Gecios awai
fhi urmwary:

Figore 6.0




37. Elevator Repair. If you use your Repair Skill on the transformer in the room o
the south, you'll be able o power up the elevator’s motor. Then you'll have to
use Electronic Lockpicks to open the door to this ancient elevator, Cinee you
da thar, :|.||l.|'l| have access o the -I.|'|'|p1'|. cache located underneath rhe Toxic
Caves. Take the elevator down and load up on pre-War goodies.

Toughening yourself up and acquiring better weapons and srmor are good ideas—your
next stop isn't a town for tribals fresh out of the village. You berter get ready torun with the
big dogs, because you're headed for trouble—and that trouble’s named the Den

Tte Den

The Den would be a seething cesspit of vice if it wene just a hittle larger; as it s, the best it can
manage is a slow boil. Greed, mvurice, and self interest rule this small town. You might eay
that the church shown in Figure 6.7 has been rededicated to the prursial of e You have

o get i, find Vie, and gt our Lroond luck

3
g

Be cavalul hiow
¥ pAFS [he
plate i iz
chunch ar you
might and ug
siepping Agxd
eoar

Figure 6.7




+ Once you've learned thar Vic is in the Den, you pack your bags and slither into town, There
are three power groups in town—it turns out that Vic is being held prisoner by the largest
one. ¥ic sold Metzger, the head of the Slaver's Guild, a broken radio; Metzger doesn't get
angry—he gets even. Currently Vic is h'mghdg as Merzger's prisoner until Vic repairs the
radio.

Vic can talk to you, but he won't tell you what you need to know about Vault 13 until
you free him. Freeing Vic will take rwo things: time and money—time, because you have to 1
get Vic the parts he needs from his house in Klamath before he can fix Metzger's radio; "
maney, because after Vic nuakes his repair, Metager still wants to sell him as a slave. If you J
Join the Slaver's Guild, Vic comes cheap; if not, he'll cost you dear. Either way, someone’s ]
Eoing to get screwed. ,

Tte Lay of the Land :

There's no law and less order in the Den, so make your way through this town with care.

1. Becky's Place. Stop in here for the latest in gossip, Becky has 2 couple of small
but financially rewarding rasks rhar you can perform for her. She also has a still _
in the basement of her tavern that Frankie (see #15) would love to have !
destroyed.

2. Siacey. Staccy is one of the regulars in Becky's Place (#1). She has an interest-
ing tale to tell if you have 1 moment or two, X7 5

3. Flick. Flick is the Oliver Twist of the Den. If you're a Stealth Boy, Flick’s 2

good person to know, People are always bringing items that they've found to
Flick. You can trade such found items with Flick yourself, <5< /s |

|
|
I
!
4. Tubby's Store. It's notr so much a store a5 a pharmacy. Tubby sells all manner of 1
]

recreational and combat phlrml:'lﬂk. With that kind of sccess, }'DI.I.H think
he could find something to put himself in a better mood, a0 pt

5. Smitty. Smitty isn't really a Primary-Cluest charscter, but he does have one of £

the more useful items in the game—the Chrysalis Motors Highwayman, a car.
Smitty needs only one part to make the car run, Retrieve the Fuel Cell

chuhmr,-hi:hSmht_rm:djfwﬂ:ux,ﬁ-mnEhminGuhmdhiu_y
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ﬂnmﬂdumﬁﬂ:mkmmwmhw hle to
cruise the Wastes in style.

Lﬂﬁhﬂ.Lmulhhdnufmnf&:mMmﬂqulﬂh“
is number two, but they try harder. Lara would fike your help in making her -
and her gang top dogs in the Den.

Maetzger This charming fella runs the Slaver's Guild in town. He uses Tyler's
gang (sec #9) to protect the goods he trades his slaves for. You can even join the
Slaver's Guild by rlking to Metzger. However, be warned that people sce
membership in the Shiver's Guild as a finer pas and count it as 3 mark against .
your charscter. Metzger is holding Vic prisoner until Vic can fix Metzger's e
radio. As soon as Vic fixes the radio, he'll be sold—possibly to you. ket ¥, W-"".F 3o

.I
Vic the Trader. 1f you lack Repair Skill or just need another strong back, Vic e

should join your party. Vic has information that will help you to locate the - vl

GECK, but you have to free him before he'll tell you anything. To free him 3 4
from Metager (#7), retrieve Vic's radio from Vic's house in Klamath, Bring the ﬂi
radio back to Vic and Metzger, and then pay for Vic's release. Vic will grate- '

fully offer to join you on your travels (as long as you're travelling sy from the e
Den and Metzger). Whether he joins you or not, Vie will give you some b, ¢
important information about Vault 13, if you free him. E’i

. Tyler's Gang. This group guards Metager’s warchouse of goodies. Tyler and his

gang are the big guns in the Den, but if Lara (#6) gets her way, that'll change.

Joey the Thug. Just a two-bit hood, Joey has a golden locket of enormous senti-
mumlulu:mﬂnm,ﬂmmth:hr}.ﬂ&mm to lay Anna (#11) to rest.

ThLsm T Moy SRS 1

M“Mﬁﬂmwmmmﬂhﬂummﬂﬁt -
moming. No one can cxplain this pining spirit. If you talk to the wraith and

retrieve her golden locket from Joey (#10), you'll gain good Karma. .
Mom's. If you want a home-cooked meal, Mom's is rbe place to go in the Den. *
Everyone loves Mom. A warm and friendly restaurant makes for a crowded iy
catery, a5 shown in Figure 6.8.
Leanne. Leanne is a chatty patron st Mom's (#12). She has interesting histori- Tk
cal information about the Den. - ﬂ]s!'

Karl. A drunken farmer wouldn't seem to hold many secrets, but this one sure




Everyane aats
at Mom's

Strange Happenings
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talk Aefare you buy him a drink. Karl docant talk much after a slog of the good
sruft

15. Frankis. N:l!]::rlu’ bt an illiterate whore master, Frankie suspects that he's less
than he thinks he is, but is afraid to look closer. Frankie's jealous of Becky's (see
#1) success and will pay vou o destroy the still in Becky's basement—he'll give

you something for vour time, Ortherwise, if you're looking for & good time in
the Den, visit Frankic's gals, il

LCongranuations—if you've made if this far, your tenderfoot days are behind you.
Hionwvewer, that cioesa’t mean vou can let down your guard, because—puess what* —the stakes
just wert ug. Yiowia re ML Tway rom the hinterlands and mito what pasecs for cvilebon
of this rough side of the post-firestorm world.

T2







FPaucamnts,
Milibillies,
and Titizems

Many of our people listen to the travelling merchants
as they spin fantastic tales of entire cities still as
large as those from the beforetimes. As though these
wanderers had not already stretched the bounds of
credulity far enough, they go on to tell those who
would listen that these cities are filled not with peo-
ple, but with strange creatures that barely resemble
us. They say also that these creatures were once men,
but are no longer; instead, they re cursed to spend
their years as monstrous creatures. Strange are the
things that | have seen, and true enough is
humankind'’s self-brought curse of radiation.
However, these fairy stories are simply too fantastic to
be believed.

—Erconss from the Baok of the Eldens’ EEFA Season
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apocalyptic world are spread

far apart. Thena's onby the most

tenuous and wregular trade

mants. Withowt regular communica-

tion and trade, factions grow apan and become even more insular and
diffarent from one snathar. In this relatre isolation, growps of people have
gronam tar difforent i goaks g8 wall a3 memban

Soma areas have bacoma largor, and mone sophisticated, centers of

post-nuchear civilization, while others have managed o mainiain the monikar

ol enilsrad anky by thie Dnsist of margng

081 COMMUNItes n the post-

batwean a few of tha larger setths-




Modoc is & small farming town, with a strange mystery. It's @ natural stop as you travel cast
toward Vaulr City from the Den. The people in this small town can be described, charitably,
as hillbillics. Nevertheless, there’s adventure to be had amongat these good ol boys.

Vhe Path of the Chosen One

The small town of Modoc is worth a stop, but the strange farm that appears 1o be run by
ghosts is the real mystery here. This arca has no Primary Quests, and you could just pass it
by—but you'd be making a mistake. The Secondury Quests will net you some valuable EPs,
while you unravel a mystery that has plagued the people here for generations, and give you a
sense of satisfaction at a job well done.

Tte Lay of the Land

Small towns often seem to have the strungest things happen in them, things you wouldn't
find in the big city. Sa be sure to stay on your guard, despite the seeming peacefulness of this
small community,
1. Wishing Well Entrance. This is where you'll end up once you attach a rope to
the top of the well.
2. Dream Stealing. If you stcal the money bags, thrown into the well by wishing
Modocians, you'll lose Karma.
3. Jonny's BB Gun. Jonny is missing, and his father Balthas (#6) is looking for
him. His BB gun s here, but where is Jonny himself?
4. Jo. This guy’s the mayor, sheriff, and every other possible official in Modoc. He

runs the town's general store as well—just a one-stop shopping kind of guy. Jo
tells you about a mysterious ghost farm that held like to know more abour, He'll
reward you for more information if youd like to investigate the farm (sex #26).

The Jeader (#28) of the peacaful Slags that five beneath the ghost farm woild
like you to talk to Jo about the possibility of serting up a trading

f
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partnership. If you agree to help the Slags ser up trade with Modoc, r:lﬂl need
o comvinge o r]ut the Slags aren't dangerous—within lﬂd:lj'r—:l]dﬂmhﬂ'
the people of Modoc exterminate the Slags. Jo will belicve that the Slagy don't
represent a threat to Modoc only if he's reassured that the bodies on stakes (sce
#14) are fakes and that Karl the farmer, who moved in here and disappeared,
sctually went west to the Den (see

Chapter 6), rather than being killed by
the Slags.

The Well. If you move the boards and
attach a rope, you can climb down to the
hottom of rthe well (see #1)

Bahthas. This is the town tanner and
leathercrafter. He sells leather goods par
excellence. Balthas' son Jonny i missing. If you're nice, Balthas may ask you lor
help in finding his missing boy (sce #3 and #11}—he'll be gratcful if you can
find little Jonny for him. Jonny's dog, Laddy, will help you search for his young
master

Grisham. Parsy & parts might as well be Grisham’s motto, Grsham runs the
slaughterhouse, which he uses to supply himsell with meat for the delicious
jerky he sells. Unformunately, he's been having trouble with wild dogs attacking
his brahmin and will pay someone to take care of the problem for him (see #12
and #13). He has a beaurtiful daughrer (#8) and handsome son (#9). If you're

unlicky, he j'ul.T may become your farher-in-law,

Miria. This purdy gal is just aching to find & way out of this two-brahmin
town, She could fall hard for a handsome stranger. Uil

Davin. This impressionable young lad can be seduced by 1 smooth-tongued
traveller, like you, U W

Bess the Brahmin. This brahmin needs someone with 3 Doctor Skill 1o fix her
lame leg. Bess will follow you eround if you heal her. You can sell poor trusting

Bess for jerky. If you feel bad about your betrayal, talk to her while she's await-
ing execution, and free her.

Jonny. He's here! Balthas' missing boy is safe and sound smongst the mysteri-
ous Slags (see # 15). If Laddy’s with you, he’ll gleefully return to his young
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Mutants, Hillbillies...

Chapter 7

12
13,

14,

Grinham's :ﬂl'li'l'lil-_ These arc the brakmin that Grisham ll-ﬂ!di voun fo protoct.
Pack o’ Wild Dogs. The wild dogs that are attacking Grisham'’s brahmin come y "y

trom this direction. = o T Ly

impaled Folk. I you're keen sighted, you'll notice that these bodies, shown in o
T'-IE“H' F 1. aren t fedl Ci Sy "1 J.“. JUEET SRV ENCENEE f.'-l-]!'-ﬂ--

Stakes anyone T

Figure 7.1

Slag Cave Entrance. The carpet in this shack dumps you into the cave of the

AVRIEN OGS :':I.IJi.:'- 1'-L'I1:.|'I||

Sllg Cawve Exit. This is the back door out of the :"rlaE caves. You can exit this
way only if you've entered the other way (sce #15) at least once.

Rodent Rampage. Kill all of the pests that are gnawang Farrel's garden (sec #18)
NN Pk

Farrel. | hie farmer has a pest |.'1ll|!=|r|:r| {see #17) and a frend ]'Ill'll'llll."l'l'l- H-I,'-: rats

are chewing their way through Farrel's crop, and someone needs to stop them.,

O the home front, Farrel is Comelnas’ best friend, but senile Comelius thinks

that Farrel has stolen his gold watch, Farrel wants you to find the gold 'thhrt -
watch so that e can maks up with b fnend. :"“-III'EEI.iIIg-E- mare bitter than

fnends who have comne to hlows
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27
28,

hurdm;ﬂlﬂwdlmrhuhhlhﬂuuﬁmdheu.ﬂgﬂdmﬁmﬁ;lﬁ
prize for a shiny-bauble collector (see #18 and #25}—look here for the missing
s

Rose’s Bed and Breakfast. Fose is known far and wide for her delicious and
restorative omelettes. Hose is Cornelius” wife.

Comelius. Rosc’s hushand is just 2 bir mad (poor old guy). He blames Farrel
(#18 and #25) for stealing his pocket watch. Cornelius has a hard time keeping
facts struight these days, but he's sure that rascally Farrel is ot the bottom of
this somechow,

The Chicken Coop. Rose gets her wonderful eggs from the “chicken” that’s
locked behind this high-security coop, guarded by savage dogs. If you're curi-
ous, you'll need a Strength of eight or higher 1o lift the rocks blocking the
nmrﬂrm—tlm'rhﬂm'dmnﬁﬁhhdqgwdhiumnnimq
take its frustrations out on you. OEATMC LA

The Outhouse Ladder. This ladder leads 1o the top of the outhouse (#19).

Rockfall. You need to blow up these rocks before you can get to the rest of the
cave. Beware of methane—that it just mud you're stepping in. Plant an
explosive with plenty of time 1o get the heck our of there.

The Mole Rat and the Watch. An industrious Mole Rat has built its nest in this -

cozy nook, using Cornelins’ watch (sce #21) as a rasteful decoration. -

drop—possibly painfully—from the carpet in the ghost farm above (#15). The

Entrance to the Cave of the Slags. This entrance is a bit of a SUFPTise a8 you ; .!
Slags awaiting you here have adapted to their underground life and can no k.

longer stand the glare of the sun. Slag guards will take you to Vegeir (#28). :
The Way DuL This is the back door out of the cave of the Slags (sce #16). ﬁ
Vegeir. This leader of the Slags wants you to carry a message to Jo in Modoc. e
The Slags wish to establish trade with Modoc. He won't let you leave until you 3
agree to his simple request.

From this small and primitive town isolated by distance, you'll travel to a large and tech-




\I e anﬂyw'llm findl out—isn't the vault that you're looking for. 1t's just avaule, -

"_"'i.

apparently ane of many, Vaul City sprang from a vault thar opened, as planned, several
decades after the bombs dropped. The inhabitants used their Garden of Eden Creation Kie,
and Viult City is the result. Unfornunately, the éitizens have turned inwards and revel in eth-
nocentric elitiom, rather than expanding their horizons. Vault City is fike 2 well-crafted
plastic spple—pretty to look at, but unchanging and hollow.

Yhe Path of the Chosen One

The bigoted citizens of Vault City allow full scoess to their city only to other citizens. As an
outsides, you'll need a pass for the day. Once you acquire 3 pass, find Ed the brahmin mer-
chant—if you've freed Vie—or councilman McClure—if you didn't free trader Vic. Either
the merchant or the councilman will tell you that this isnt the Vault of the Holy 13. From
either of these citizens, you'll be able to find out that Vault City's central computer likely
bolds information listing the location of all of the other vaults. There's only one carch—to

use Vault City's central computer, you have to be a atizen,

To become a citizen, you can either take 1 test, which no one in living memory has ever
passed, or perform a small task that the council needs taken care of. It seems that there'san
atomic power plant located in a town called Geeko, just 10 the north of Vault City. A com-
munity of ghouls keeps the atomic plant in operation. Lately, the power plant has been
contuminating Vault City's groundwater supply with radioactivity, most likely the result of
leaking reactor coolant. Someone needs to stop that contamination—any volunteers?

How to take care of the problem in Gecke is covered in the next section, After solving
the Gecko problem, you come back to Vaulr Ciry to claim your citizenship and gain access
to the central computer.

Vault Ciry's central computer does indeed have information abour 3 rumber of different
vaults. Strangely, though, the one vault you're looking for does not appear in the vault-lst
file. Howeves, Vault 15— vault near Vault 13—does. You head south toward Vault 15, hop-
ing to find clues from Vault 15 to the location of Vault 13, located somewhere nearbry.
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Tte Lay of the Land

"The planned community of Vaulr Ciry has ltdle tolerance for outworlders, Be sre toleave
your ghoul or mutant pals outside the front gates. In this wwn, it much better to lead with
your tongue than with your gun. i

1. The Front Gate. This is the front entrance to Vault City's courtyard. You'll need
to get past here 1o ger the information you need on the location of Vault 13.

2. Prison. This gated ares is where outworlders like you are held if they violate
Vaulr City's laws.
3. Ed the Brahmin Desler. 1f you've talked 1o Vic about the Vault 13 Water Flask

that he has, he'll tell you that he bought it from Ed. Get the straight scoop on
the Hask right from the horse’s mouth.

4. Happy Harry's Gun Shop. Harry is always happy to sell 2 gun to someone. He's
also trying to unload a plough that would well suit a farmer’s needs (sec #7).

still up 1o healing most injurics—for a fee.  afpen MT-PIC

6. Puking Charlie. Charlic looks drunk, but a perceptive observer can tell that hels
suffering from an sdvanced case of radiation poisoning. Use a couple of Rad-X
on Charlie to alleviate his pain—you'll net a few EPy and Karma points.

7. The Smiths. Farmer Smith will lose his land if he can't raise a cash crop this
vear. He'll be forced to move out of Vault City's safe courryard and back into
the Wastes. If someone could only buy 4 plough for him (see #4), be and his
family would be safe. "

8. The Spitoon. The owner of this lowlife ravern isn't happy with the Vault Ciry
palice. They came by and broke up his stock last week. If you give him an

excuse, Cassidy will gladly throw in the towel and join you on 1 quest for :ﬁ.
adventure or excitement—uor, well, anything to avoid washing more glasses. :

9. Greeting Center. Mclinda offers you your first taste of the wonders and modern
conveniences that Vault City has mailable—available for citizens only, that is. g

10. Amanda’s. This poor lass has lost her husband. He'll be sold as a "servant™ if
someone doesn’t rescue him from the Servant Allocation Center (see #20). . -




11. The Main Gate. The main entrance 1o Vault Ciry i well guarded (see Figure 7.2). s
{3:||_|.' citizens of ourworkders with d 1:|.I-‘.| [PasE iy enter. You can et a PH-I:[I.IT
next door af the Customs Cifice (#12). 1IF vou're I.'Jl1!.l:|!! tI:I-' d II-I!IHI insade the
walls without the proper papers, you may end up spending some nme in the
stir—just another obstacke between you and the central compater (sec #28).

Fhus gate is
meant [a ke
the ritf-ralf out

50 leave By

paig you bracgir
wath you amlsele

Chapter 7: Mutants, Hillbillies...

Figure 7.2

Customs Office. Ourworlders like yoursell can get a day pass into Vaule City
here. This pass allows you access to Vault City during the daytime. If you have
some extra cash on hand, Skeev the Customs Office assistant may be able to
CONTIE 1K with same h'-rﬁ:'d Vauilt E..II:I.' ull:.".tHilI'ip- [rApcTE.

The Tlp House. Lovely Lydia ruins this I!J.'n‘l:l.rT tavern, Bad booze w the norm
Vault City, so Lydia’s always ready 1o pay for the real stuff if an enterprising

traveler happens to have same extra aleohol with him. | o ofre, = EE

Pharmacy and General Store. One of these small buildings is the Pharmacy,
and the other is a General Store. Both your chemical and physical needs are

taken care of between the tao of them,

Maintenance Shed. Valcric the mechanic needs new tools. 1f you help her get
soemee mew tools, she'll rewand vou when the toola the actually ordered come

throogh from supply. You'll be able to get 4 Super Tool Kit—the tool kit that
Skeeter in Gecko's looking for—from Valerie when her back-ordened supplics »

i N ) R i




come in. Valerie is also Vic's daughter. If Vic is with you, the teary-cyed reanion
18 certain to move you—out the door and away from the embarrassing scene.

18. Amenities Dfice. Handal the amenities officer has some wonderful items for

ey long s voo're 3 YVault Ciey civizen.

1?. "'HII'I.II Hnum. "I. radacal in Vault r;:ll;"." :;qru.nxu;'_ il true. Thmnj_-i }l.lm:.n:
F'Irll.]1l:'|- the wasdom of tolerance from this mtersection and s more than he
scemi He's an “ohservor” for the New Califrmia E-E_L'Fm'l'uh._' (NCR), and he can

provide an introduction to John ﬂ:.hnp. one of New Henos miovers and shalers.

18. Wault Entrance. The entrance to the v aiily, shiwn in FIJ._"l..IIt' .‘_]I itk guuﬂnj—

only citrens are allowed to enter

Whoa! This
must b ite
place

g
-
o
él

Figure 7.3

19. Correction Center. This facility houses naughty Vault City citizens until they

repeenit the ermor of their ways.

20. Servant Allocation Center. This is where Barkus allocates servants to the high-
car bidder. Currently, Amandas (see #10) hushand s being held here unil

someone purchases him

21, Information Center. Vault City wastes no apportunity to provide you with glow-

ing detaily about theis perfect planned community and lifestyvle,

i e = ol o Y ..hj J
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. - 23. Medical Computer Terminals. These terminals provide access to Vault Ciny's :

medical database. Tmnnlnmnﬁwuuﬁdmuphmlmhmmﬁ:nnbnm ;
a new type of special armaor.

24. Storage Rooms. These rooms hold assorted useful items, amongst a lot of use-
less junk. You'll need a good Lockpick Skill or high Strength Stat to open these
rusty old doors, <% T3 Ly SurpouT -

25. quhmrhuMnEmghuhMﬁfﬁHyﬁTmr[lw

and another staff member.

26. Library Computer. This terminal holds a lot of general knowledge. You might
learn samething if you successfully sccess rthis rerminal.

27. Martin. This guy gives a new meaning to the word dered He's the computer
attendant and fsn't really interested in who comes or goes near the computer,

28. Comtral Computer. This is Vault City’s master computer, shown in Figure 7.4.
. You'll need 1o access this computer to find the location of Vaulr 13,

Unfortunately, although many ather vaults are listed, Vault 13 is not. Vauke
15—a vault very close to Vault 13—is locatable, so it makes sense to try to find
more information about Vaulr 13% location there. Of lesser importance, you can
use the Reactor Performance Dara Disk that you recewved from Gecko on this
computer to record the power plant optimization data with which you need o
returm to Gecko,

The Parlor Room. This is an upscale Vault City yuppic bar,

29,
< 30. Cowncilman McClure. He is the only nonxenophobic member of Vaulr Ciry's
ruling council. MeClure can get you the part you need to repair Gecko's reac-
tor, He'll also allow you to use the Reactor Performance Data Disk on the cen-
tral computer, allowing you to optimize the Gecko reactor, if you first show
him the Gecko Economic Dara holodisk, McClure may be just the help you
need to solve the Gecko problem for Lynette (#32),

31. Gregary. This citizen administers the Vault City citizenship test—a mluhllﬂr
. difficult (most say impassable) test.
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Figure 14

32. Lynelte. [he spokesperson and leading councilmember of Vault City, Lynette is
strong willed and opinionated. Several quests ame initiated by tlking to this
executive dynamo. If you've spoken with
Thomas Moore (#17), vou can turn hiim in
% & #py for the MCR (which he ). If Dr
Trow (£22) has asked vou ¢ ) PIOCUNE 3 S3m-
ple of the illegal drug Jet, vou can rat him

out, If vou've laid waste to the Raiders (e

L haprer 8), you can expect 8 reward from

Lynette. Lastly (and most |:Ill|h'r1JI|'.|.I.i_

Lyvnette wall reward vou with the Vauols City

citizenship you'll need to access the central

computer (see #28), All you have to do for
her in return is stop the contamination of

Vault Citv's water » |||;'|l. that the leaky

ANOITIE POWeS |l"J||1 at Lrecko 1 Causing

Because dealing wath the power plant gains you access [0 the ¢ enieral Computer,

this 1= & F’r||1'|r|. '.}lu--r ¥ 5 i T T a9 T o ' i

The difterences between the obsesarvely orderly Vaule Crty and the more Ebertanan

Lrecko present a strilang contrast

A2 ynep |
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Chapter 7.
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warming fire af the atoimn.

Gecko is 2 place where ghouls end up, rather than a destination. Most ghouls found them-
selves unwelcome in human habitations. They've also found comfort in the close proximity
of the atomic power plant, some even living inside the reactor building to be closer to the

The Path of the Cliscen One

When you arrive in Gecko, you must stop off at the supervisor's office. There, you'll mect
Harold, the informal head of this community, Harold and his sssistant, Lenny, will tell you

thart the reactor can be
repaired to stop the
leake. The only other
alternative would be to
destroy the power plant
by causing it to over-
]'mr--hl.'lmg Geckns
entire population with
the intense heat and
radiation following the
nevitable melidown.
o repair the
power plant s thae o
na kanger leaks, make
your way back to Vaule

City. Once there, you can obtain the part needed to repair the reactor from councilman
McClure and bring it back ro Gecko, In Gecko, you can cither install the part yourself, or

After you've repaired the Gecko
reactor—and d you're playing as
Wlr. Mico Guy—you con oplimire
tha Geclko resctor. You'll nesd to
falua & holodik of parformance
infarmatian [irem Festus) to
auit City 5o that thee central
compisier can snalyre the
data on the disk Talk 1o
Festus to get tha Rasctor
Performance Dats Disk

convinee someonc—or something—to install the part for you. When the mdioactive

groundwater s contained, return to Vaule City to collect your citizenship and gain access to

the centmil compiater.
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Tte Lay of the Land

You may find this strange community of radioactive ghouls to be one of the most accepting
and friendly arcas in the Wastes. The only thing thar could rurn these scorched survivars
against you is the destruction of the atomic power plant that they've buile their lives around.

1.

Woez. Wooz is the barman of this tavern, called the Harp. He is a Tragic the
Gamering™ addicr and sceks to hook others with this porent drug. Roentgen
rum and Gamma € siakp beer are this ghouls ip:\..:u]nn._ LSELESS

Power Plant Entrance. The entry doors to Poseidon Oil's atomic power FIJH'I—
number five—are open and waiting

Harold. This ancient ghoul has been
wround forever—in fuct, he rememben
the onginal Vault Dweller. Harold is the
de facto leader of this pheouls commig-
nity. All kinds of papers stack up in his
affice—an crroncoes Coolant Repaort
here can be used o shier dows the reac-
tor, and you can even find a Parts

Rl:-:.iu:'.'rt'iun Form lving around, too

De. Leany. Harold's sssistant, Lenny, is a
healer and ix also 6ld enough—and
durable :nuug!: =ty have ween the g
nal Vault Dweller. He's lived many years in the shadow of regret that he didn’t
join the Vaulr Dweller on the epic quest. If Lenny finds ourt that you're related,
he'll want to join YOU O Your iﬁumc:..

Skester's Shop. Skeeter can fix or build almost anything. In the half-finished
reactor building he calls home, he has a whole junkyard full of parts. Skeeter
even has 2 Fuel Cell Regulator that you can bring 1o Smitty in the Den to get
the car running. With the right parts and twols, Skeeter can improve a variety

of weapons for you. OFf course, you'll have m do a couple of favors for him firss.
ST A Ty T

The Tannel Entrance. A hale in the floor of this mom leads 1o the unnels
bencath (see #9).

Lumpy's Shack. If he's not herding brahmin, the sole human resident of Gecko
will be found here.

= PR = SR T
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13.

15.

16.

17

18.

8. m#mﬂnrﬂmhmnpmﬁtlwl.ﬂﬁ tudied

siomics for many vears and humhrﬂummﬁqmﬂlhi
halodisk fisting proof of his cconamic theories, which can convince the people
of Vaulr Ciry thar Gecko is valuable to them. ;

Ladder to the Junkyard. This ladder leads o the tunnel entrance in the junk-
vard above (see #6),

Bottom of the Reactor Pit. This pit leads to the operating reactor room above
(sce #21). You can get back up only if you've already lowered the crane in the

FEGCROT roEm.

Zomak. Some call him the Destroyer. He's the toughest of the Brain's (sec #12) .
followers. You have to prove you're a follower of the Brain ro get past Zomak.

The Brain. This is where the ghant albing intelligent Mole Rat, named the

Brain, lives. For a giant rat, the Brain is surprisingly erudite and well informed.

He has a claw in almost every pie and just loves Cheery Poofs. Bring him a box

if you want to make a good impression.

Front Entrance Desk. The guard at this desk will give you directions to different

parts of the atomic power plant,

The Reactor Supply Room. Jeremy is the ghoul in charge of the wpply room. I
you've “found” a Parts Requisition Form ar Harold's (sec #3) or asked Festus
(#18) for one, Jeremy will give you the parts that you need. Skeeter (#5) is par-
ticularly interested in getting a part that he needs from Jeremy, ek
Key Rooms. These two rooms are well worth searching for the special key cards
left there by the occupants. You'll need both a yellow and a red key cand (see #16
and #17) to make your way decper into the heart of the power plant building.
Yellow Security Doors. The guards stationed at these doors make certain that
you have a the yellow key card to enter,

stationed here make sure that you have the required key.

Festus. This crochety and decaying old ghoul is the foreman of the power il
plant. If you fisten to all that this old windbag has to say, you just may be able r

to convince him to repair the power plant for you. Of course, you still Iu.um
get the part that the resctor needs from Vaulr City yourself.
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Hamk. This glowing ghoul 15 .||1'.!'|r workman., He Juist lowes the warmth of &
leaky reactor pit. [f you show him the erroneous Coolant Report that can be
found in Harold's office (see #3), you can convince Hank to go into the reactor
pit (#21) to close the coolant valve for vou. Closing the coalant valve wall cause

the reactor o melt down. Better ran for i

The Rabot Tarmiaal This rerminal controls a repair robot that you can use o
cither ahut down or repair the reactor. To actvate the robot, vou must By

criter the cormect Funchonal Acces Code. Choose the code with an “A." then
the code with a "B, and hnally the code with a *C” in it. From there, yvou can

-i'll\.‘-\.‘. |:':'.' ITENCETERINCE ¥ B0 I |l||| i -|‘||]F. -|=|I'H|I ':||i: FEaCtof

[0 move the robor around the reactor pir, shown in Figure 7.5, to the machine

| i rr_.|- T "4

=t to, youl Ll have fo enter intermediate way points, consisting of
other machines, around the resctor pit. The correct command order is as fol
bowrs: Amplify Plutonivm-Camma Shield, Deharmonize Neptunium Impeller,
LCalibrare Uranium-Bod Drver, Set Vi -||_|:‘_!.|_- on Sarurn~-C lass f_‘d]hjl_llll],' and
lest Jupiter Wave Compiler. The last command you must give the repair robot
i Perform Procedure—ito either install the new Hydroelectric Magnetosphere

Repulator, of shat off the flow of coolant o the reactor

Fhaww! Is o fof
W heve. or o

TuEr e T

Figure 7.5
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2. mluﬁhrH.ancmumlrhnrmﬁﬂﬁu:ﬂmIfwﬁmi A
ghowl, you should be very careful while you're in here—it's just a very painful
place. :

. 22.  Reactor Coofant Pump Control. This machine needs 1o be shut down if you're
trying to destroy the power plant. This is also the machine that you can usc the
new Hydroelectric Magnetosphere Regulator on if you're trying to repair the
reactor. .

23. Crane. Use this crane to kower 2 cable to the runnel level (see #10).

It's not strange that 3 community of ghouls should gain support from another commu-
niity of outcasts—that's the basis of the relationship between the ghouls of Gecko and the .
mutant and ghoul uranium miners of Broken Hills.

Broben Hills

Broken Hills provides all the uranium thar Vault City and Gecko need for their atomic
power plants, The radiation-resistant ghoubs and mutants that live and work in Broken Hills
make ideal uranium minen since theyre in fittle danger from the radiation exposure miners
Tace here, Unforrunately, since Vaulr City will deal only with humans, the miners must use
human traders as their intermediznes. These human salesmen charge the miners an exorbi-
tant commission for their work. Tenwions in this multirscial community have risen to a fever
pitch because the human merchants have been accused of outright theft of the fruits of the
miners’ hard-camed labor. Workers unite!

The Path of the Closen One

Broken Hills has no Primary Quests in it. 1f vou detour past Broken Hills, you can still com-
plete the game. This town is a smeldering powder keg of racial tension. The mutants believe,
correctly, that the himuans are ripping them off. The humans are tired of being subject to the
whima of the Super-Mutant miners. You just might be the spark needed to ignite the resent-
ment into full-blown hatred,

You'll find keen weapons and even better companions here. Marcus the Super-Murant,
one of the most powerful NPC companions, will join you if you play your cands nght.
However, for some plavers, helping the mlmtmdg}wulpnhﬂmlﬂ'lmﬁﬂﬂ‘ﬂtrzhif

5 tlh:q:hllm hnmnwumdumﬂ:.




Tte Lay of the Land

Some things never change. Racial enmity runs strong in this mining commmunity. It's

humans against mutants, and if vou're not on one h':d.:, i ' better be on the ather.

1

Marcus. This ancient, bar sl festy,
-"IIJF'{“I""-hIrJllI it the leader of Broken
Hills. He's tired af |-|:||1:.: the prErson
that everyone whines at when they
want something changed. You can
comvinee him o jodn you—rhe || do

fust absosun l!l'||‘h.|||'r: to gt ol of tonamn

Bill tha Outfittar. This merchant can
offer a couple of jobs. You can either
joini his morth-bound caravan headung
for Vault l'.'ir:l.' and Ciecko a5 o !_l;l.ur.!_

L IL'.III AT !I 11rd'|'.rr|||'.h' '\-|J“'|

Chad, Bill's caravan master, is cheating the mutant miners with every cargvan

he beads norh

The Refinery. This clever machine refines any ore that you have into a pure and

seilable smate

Jacob and Ailesn. They arc a human couple that holds a strong hatred for all

Sil/H voxosg |

mutants, If you share any ill feeling you have for murants with them, you've

found yourself 2 couple of friends. Their antimutant associates, Manson and

Frank {sce #5), are in the hoosegow: Jacob and Aileen would like you to free

the two

The Jail, Manson and Frank are incarcerated here. You need to bust them our

for Jacob and Aileen

Dac Halliday. He's o frnendly and discreet Ph,'nr;un—nq- right upy htJerlH

avatlable, no questions asked

Liz's Genaral Store. [z s yet another antmutant person. She has 2 storeroom
filled with Arearms and explosnaes underneath her shop You can barter for the

: ; -
basic necessities here, as well,

The Wall. If yvou've acquired the Mutagenic Serum from NCR, this s the well

that you need to dump rthe toxin into—

. i ¥ - . o ."\-._ £
.-—h..‘-—:-ﬂ"-—.;i-- ' '|Hjl ni:':ﬂ s ‘ h

kalls munes in minutes,

57
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9. Mine Entrance. The entrance 1o the mine, shovwn in Figure 7.6, is the reason

4 - -
* for this town s costence -
| 3 :
& i
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— ir's mine. all F
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Figure 7.6
Mine Foreman. Zaius will tell you ahout the problems they've been having in
the mines now that their air puniber has broken dowm (see #16). 1§ youi o o
ser Renesco the Rocketman in New Reno, you'll be able o get the pant necded
to repair the mine's air pus ifie s
Above-Ground Hidden Tunne! Entrance. All three of these locarions mark
.:ll."--'.-' . I'_rll'.i||.1 EiTranoes fu thie secret 11!|‘II1I:'|.'l | EET *Lﬂ ol t]'-'\- |'|I.II11J.||5- ifn
Broken Flills who e thie Tyranmny of the mutants.
Underground Hidden Tunnel Entrance. These are the underrround locations
that the hidden ronnel entrances lead o (see #11), These entrances allow the
mutant haters to move unseen. The tunnels themselves are heavily loaded with
grnoving, but less-than-fatal, traps, w0 pllh.'l:l:l:l with caution
Supply Room. This room serves as a storage area for the antimutant faction’s
armis. [ hey aleo use this area to build bombs.
Mine Exit. This 1= the main exit to the sarface from the mines that are Broken
Hills' livelihood T
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Now that you've experienced the wonders of small-town life in the post-nuclearworld,
you're ready for the “biggest hitle ciry in the world™—ay hello to New Reno. ‘




Big City

In small communities, such as our village, neighbors
know one another and share a sense of responsibility
for the common good. It seems that the more people
who accumulate in an area, the grl'lﬂl;' the tendency
is for those people to become fractious and prone to
violence. No greater proof of this tendency is needed
than the glowing craters that now exist where once
overcrowded cities stood. Beware of too great a con-
centration of people in any one place —it makes us
more dangerous to one another than ever.

—Escenst frows the Book af the Etdevs’ I 5End Season

Bright Lights,
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ow Rena is the largest populated
area in tha Wastes. If it wasn't for the
constant feuding between the four
families that vie for control of tha city,
Mew Rono would have carved an ampira
out of the sands long ago. Too many people

and 100 few resources sel the stage for an age-old power siruggle. Precious
litthe room is beft for newtrals i New Reno these days

The best that manking has to offer as woll as the very worst are yours for
tha taking in the big city. When in Now Reno, do as the New Renoans do. bn
the "Biggast Litthe City in the World”™ that means becoming & Made Man, s
membar, of one of the familias that control tha city. Be warnmed though, that
whan you commit your loyalties to one family, by doing jobs for them, the
other families in town are no longor going 10 troat you as a neutral You've
already shown your Ioyaltes, just batter be certain s to tho winning side.

Onky this dead are truly neuvtrsl in Now Reng,

make suna you remambaer that. The
mione things change, the mors they
stny tha same

w
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Isolated and partially shielded by mountains, Reno survived the apocalypse in enough of one
pacce to be rebuilt us MNew Reno, Now the dons of the iy have made Beno more i.I'I'I|:Il:IlI1:I.I'IT
and more powerful than it ever was in the beforetimes. In fact, the only thing that threatens
New Reno are the ITDApPS VVINg four Py within the l'.‘il.‘:p' irsell. Mew Reno maintains 16 prre-
War rl;'Fmr].ﬁn::n foar ilt'l:_l:'riu;ﬁ all manner of vice, but the ﬂl.llﬂm_“ for contro] of the Ejﬂ'h_h"il‘.l
four powerful families makes it moe dangeroos than ever.

Tte Patt of the Cliosen One

You're not required o stalk the seamy sireets of New Reno to complete the game, but there
are facts to learn, and items and money aplenty to gain, by pausing to explore the dark side of
the new Sin Ciry

The Lay of the Land

-ill'l difficult to move 'I |

through New Hena with-

T i;hl:l-m.ll!q ajles Park any of your ghoul or mutent
" pals at the door and holster your

However, the advantages

waspons belare antaring ary of
the bep casinas in Mew Reno,
The gangstevs, guands, and
Bouncers will suely spprecisin
it—aind 50 will you.

of becoming a Made Man
by one of the families
controlling the aty mast
be carcfully weighed
apminst the disadvantages
of nutomatically becom-
g an enemy of the other
three families in the aity

Attempting to tread a
middle path between
New Renos well-armed factions is hazardous—in any case, you must choose your actions
with care in Mew Reno,
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1. Entrance to New Reno. This is where you'll enter New Reno from the world
map. I vou drove here, your car wnll be ['-I.ﬁ-'.ﬂl here. But of you leave this fakagy,
the car won't be here when vou get back. You'll have mw {0 sef T—H-i}' at his -

chop shop (#43) for a lirtle repo action

2. Drug Addicts. These rancid flops are home to an assortment of uninteresting

I.II'.i|: pdedicts
3. Residences. This arca’s typacal of the .|-.-':'.'.,11'_|1'\-|.'"\- hame in New Reno

4. Cat's Paw Whorehouss. The Cat’s Paw is a good place to go if you have both
moncy and time. M Eitty, the madam of the house, s a big fan of Car’ Paw
MUAEEEENE, dnd she's mterested In |-.|n'|'|.'|-'-|n_z back msues, if you have amy

i F SYUE <

5 The UEip;l’;J&:I l:-llinl:l This ¢ ||||}-|||'.:_; hoise, shown in Firure K.1, l.‘-fl'llll.',"- Lo
the Mordino family. Each of the casinos in New Reno is run by o different
family. If vou enter one of the casinos with a weapon reddy in hand, or if you
bring unsuitable piests (vach 23 a mutant or & ghoul) with you, vou’ll be warned

and then disposed of

Desp@raie bely
AFf Foutane B
e Desperads

Laseig

ouay may l

Figure 81

6. Little Jesus Mording, 1 vou approach Little Jesus with a knife in your hand
i OTIm -..r|'. 1 [OCTRTII ended metlhod for ERTETING 4 Cafimo), e may I:lt.h.'l‘l VI
3 bit shout knife fighting, You'll get o lot farther with the head of the Mordino
familv—Big lesus Mording (F7}—if vou convinee Lartle J1'=u- 0 EIVe You the
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nod first. When dealing with any of the familics in New Reno, is imporant v~
show due respect. A lack of respect often leads to u quick lesson in manners
and a shallow, unmarked grave in Golgotha (see #35).

Blg Jesus Mordine. Cetting an invite from his son, Little Jesus (#6), is the best
way to get to sce the head of the Mordino family. The arca around his privare
suite of rooms is just crawling with guards, so talking should be your first
option, If you manage 1o impress Big Jesus, he'll offer you a job. To get more
joba, successfully complete each in succession. Each job completed is worth
progressvely more money to vou, and yvou'll earn more af the Mordino ﬁ.l'l'ln.i]}"i I
eriad as well,

The first job s to take a box to the Mordino’s drug-testing stables, just outwide of
town (#38), This is the best way to leam the location of the Mordino's big drug
lab. The job’s not hard=—any type of PC should be able 1o complete it casily. If
you deliver the box and return 1o Big Jesus, he'll give you a second mission.

Your second job for the Mordine family is to get some “insurance™ money from
the Gaolden Globes porn studio (see #9). This job isn't very difficult either.
Return ro Big Jesus for your third job after nabbing the cash.

The third job that Big Jesus has you do for him will be 2 tough one. Big Jesus
Wants el 11}

bump off Louk

Sahvarare, the A Mada Man is 8 person who
head of the pow- i trusted by ore of the mob
erful Salvatore families of Now Reno as ane
family. 1f vou do of thaér own. Made ben com-
succeed, Big mand hgh respect in New
Jesus will make Rano, and there are banefits
you a Made 1o being made by & meb fnm-
Man in the Wy However, “'w
Mordino family ::fﬂ m:;l:::.u::: v
and reward you o Inl “' e
favishly. e ]
il
Pretty Boy Lioyd. d
Pretty Boy is hiding out in the Desperado’s basement. He took some money !

from the Sabmatore family, and they're none oo happy about it. In fact, if you've
talked 1o Salvatore, you may cven be here to recover the missing money from
Pretty Boy. You can take pity on Lloyd and help him leave town; you can get

& s '.
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13.

d

hirn 1o il you where be hid the money (sce #36); vou can kill him; or you can
do any combination of the above—the choice is all yours, Just make sure get=

nng the money is the it ST 1R YOaEr 1l|a::.

The Golden Globes Parn Studio. They make “art” pictures here (see Figure 8.2),
Il vou really wany to make an impression, wear a leather outhit when Vi walk
in the door. In this business, they're .I!'-'r.lu:l"| ||r.:|k|:1-|: for new talent. You I'I'I;lp:]!l
make the grade if vou have high Agility, Charisma, and Endurance Statx, as
well as some “experience.” Becoming a pomn star will really impress people

around townr—well, most peopie

I can do that
agwin of pou
gedn T gl thaf
& fim.

Figure 8.2

Ealvatora’s Bar. This bar is run by the Sabvarere family, hence the name, The
Salvatore family mnt the largest gang in vown, but they are the best equipped

l'I'- i 0l have 1o "4 q.'|--!."- il vioel Wil (0 s -Lll.-l.'l N EJJL-IrllIt' ':,.3'-!]
The Jungle Gym. This is where New Reno trains its pugilists. You may cven
became one yoaurscl

Stowart Little. Small in stature but large in promotional abilines, Stewart Little
i3 the man 1o sof abour Do & i 1""\-l.“-'-' Hﬂl-l'l

Thﬂ Eﬂlrﬁ l:luh. Thus LE wh porint 18 el ]1:1- thie Hi .ELanl r.||1:.|.|:|. ]I!'ﬁ ilimeost
impossible to see Mr. Bishop himeelf, unless you've already spoken o Thomas

ouay map |
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énd in premature death—yours. (W =
14, The Gambler. He docsn’t know when to fold. He's been playing the same slot
machine for a fewg time—it hasn't paid off yet. If you can convince himto let -~
you try your huck, things may go differently. If they do, he won't be happy—
you'll have to talk your way out of this one, or sneak away with the loot.

15. The Back-Stage. This small fenced-off area is 1 stage for new comedians—oh,
rough crowd, rough crowd.

16. The Boxing Ring. When a prize fight is scheduled, this is the place 1o be, A lor 1
of money can change hands very quickly on fight nighes. : 1

]

i

i

!

17.  Mike the Masticator. He's too dangerous to allow out, even in New Reno, and
too valuable 1 be put down, like the mad dog that he is. Mike is well known in
boxing circles for his brutal head-on spproach. His odd nickname stems from
an unformunate nibbling incident thar took place in the ring some time ago.

1B. Stairs Down. This is where you'll enter the second foor of the Shark Clab.

19. Thugs Galore. Family Bishop tan't taking any chances—the guards on this level
ahow it

©  20. Stairs Up. To get o Mz Bishop's lving area, you'll have 1o get past the guards
here. Mr. Bishop lives with his family on the third floor. |

21. Mu Bishop. The head of the Bishop family bives and transacts business here, as
shown in Figure 8.3, If you sren’t on & mission from Thomas Moore in Vault s
City, the only way you'll see most of these well-furnished quarters is through a :
gunsight. If you did deliver the briefcase from Moore, Bishop will know that he :
can trust you and will offer you more work. L

The problem that he'd like you to take care of is an outspoken critic—Roger

" Westin, in the New California Republic, needs to have an accident. Bishop
docsn't want to know how, as long s the when is soon. He does want you to be
discrecs—Westin's death really should look like an sceident. Rerurn to Bishop
for another job once Westin has, sadly, expired.

If you've capped Westin, Bishop will make you a larger part of his bid to decap-
itate the leadership of the NCR. Your next job is to kill the NCR's Vice
President, Carlson. Subtlety is pointless now—just make sure that Carlson’s .

i
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dead. In return for vour help with this, Hhh:lrr will make vou o Made Man and

I|"¢"¢.II|| YOl [0 WL [ETEVETRNGE

Bizhop's Family. Bishop's wife and child use this room and the room just to the

sotith 3 their iving quarters

Bil.hup't Room. A wall safe that vou should OpEn 14 hadden in this room. Inside

the safe, there are two important items, The first &5 a map detaihing the location

ouay mayn I

of some Raiders that have been plaguing Vault City, The second 15 a holodisk
that records Bi shiogr s deal wath ithi NCR o hire thote same mercenary Raiden
o attack Yaulr City, Take these items o YVault Citv, where Fimst Citen

].:uw:llir wrrathd just love to lesrm about this lindke deal

Mazon. Salvatores bodyruand won't ket vou 10 to sec lus boss unless you show
by Proper respect You'll need a fairky hlg‘h ﬁprr.'h Skill and Chansma Stat 1o
toady up 1o this punsel, bur doing o will allow you to see Mr, Salvatore Also,
if you do make a good impresion with Mason, you'll ger higher rowands fot
any jobs that you complete for his bosa

Hl‘ Sﬂ]"ﬂl‘bﬂll. E"I'&.- |u,-. i o rl'u' Sak afinie |||'.|_-|:||||u|i-|:' has thiee |.|':11 Il Vi
[he frwt sob 18 o Bad @ lowse mamed T'rrll!.' Bov Llovd (sce #8) 1o gt back

ome moncy that Lhvd stole from Salvatore

Ihe second job i o collect some money from Renesco, owner of Rencioo's

Pharmacy (#2800, |l s a bit inofe .||Ifi.‘|.|]'|. gince Sabvarore has told vou that
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vou can't kill the pharmactst, and it turns our that Renesco just doesn’t have the
inoney. To ¢ -'|||l:.".|' thid job, vou'll have 1o convier Heneseo's bill }HI.ITI-EII-

Salvatore’s next job for you involves guarding a mystenous ransaction in the '
|‘|-'- " i f "|.||-| || | |h|'. 1-|"' I'||l. il |||-|'1.|' I\.|'||'r'||l|||'| 1'||'|.':||,'H."r I'l;".!'\-l'i.'li li:'-r I“-I'\II]'I Fﬂillﬂl‘l -
wnd Mr. Sabvatore. All you need to do is keep your mouth shut, stay where

:
:
A

<

vou're told to stay, and don't fall asleep while you're guarding the transaction. If
vou do all of this successfully, Salvatore will make you & Made Man and reward
L] H ] ".;ll‘: i I “ 17w | |'|-|'.|: ‘1] T het "'|'.'.||-||". |_|l[|{||_'|'i.|||r'| _"||_|'|". P‘[' -1'||'I'.||'.l |.'|£ i""lt 1]

camplete all thiee of Sabvaton s jolbs

New Reno Arma. A man named Eldridge runs this gun shop, shown in i-‘:gurr

i
2.4, If vou're 2 Made Man for any of the families in Mew Reno, Yo Caf cXpoct ;
a pood discotunt here, Try 1o talk Eldridge into letting you po downstairs to malk
tor Algrernon (#29)

T k@ O por

Fifl. you Batrar

b peckmg heat

Figure 8.4

The Drunk Cupid Chapel. Father Tully will give you absolution here {or a
divorce if you're married) for & tip—or better snll, & npple Fle has the lowdown ]
on thin trveen, as longr a5 vou wet his whintle, -_]

Renesco’s Pharmacy. Renesco (adea. Renesco the Rocketman) can supply
voia with any sort of drug that your heart might destre. His :|~h1r1m.-..':|-' 15 well
stocked with evervihing, except the money that be owes Sabratore (#ce #15).
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Rencsco even has some mine parts that are jusr the thing to fix the mine in
Broken Hills. They're vourn if vou can give him the password thar you

learned there

The Hdiot in the Basement. This spacious basement is home to an idiot savant
named Algernon. If vou're nice to him, he'll happily upgrade any of your
weapons for free

The East Side. This part of town is dominated by the Wright family mansion
The Wright family is the fourth controlling family in New Henao,

Street Urchins, A small group of children play regularly outside of the Wiight
house. I vou talk 1o them, they can tell you about the strange trade I1'||:'l:'l'il'l|.:"l
that Salvatore has been having just outside of town (sce #25), They'll show vou

L1l PErso |!':|..--| CX[IEss Yo diskscliel.
Chris Wright. One of Mr. Wright's sons, Chrs, works here, Lretting in to see
his fathcr is easier if vou talk o Chris first

Mr. W'ri]h‘l_ Ohrville in staving at home as shown i Figure 8.5, Mg the
loss of a son. He wants to know who killed his boy—if you can solve this mys-

FErY, Imiine work Ewaiis

ils the Winght
place, but
maybe mot the
Fighd Kima

Figure 85

ouay may |
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stricken Mr, Wright will only enrage him—bad idea

A bit of investigation around town will ramn up the name of several pushers
who might have been responsible for giving Richard the fatal dose. 1f you give

M:Wrgh! H::nlm:ﬂfmynfﬂ:ntptnpk,ﬂﬂtptuh:ruﬂld:inppﬂ:,:ndﬂt
cane will be closed. However, that's not what really killed Richard Whright.

If you're extremely intelligent, try talking o Keith Wright for more information
(#34), Or, you can follow one of two other tracks to solve the case. The first
path is to exhume Richard Winght's body (see #36) to examine it for signs of -I
foul play. If you do this, you better not rell Mr. Wright that you dug up his

son's motting corpse. 1f you have a good Dioctor Skill, you'll find that Richand 3
scems to have been the victim of pobsoning, rather than a drug OD. The sec- :
and path is to search Richard’s room. If you do so, you'll find an empty Jet can- 3
wter. 1f you take this to any drug dealer, it'll reveal that the Jer was spiked with |
poison. |
Once you rell Mr. Wright sbour Salvatore’s part in the death of his son '
Mﬁmﬂmﬂmhmmﬂmﬁ is to kall Salvatore.

= Whether you fingered Salvatore as the villain or just threw Mr. Wright a
pusher for a patsy, Wright will tell you the secret location of a pre-War military A
anenal (the Sierra Army Deport), just a few days” travel north of New Reno. If
you cun break into the depot and leave the way open for Wright's men o fol-
low, Wright will make you one of his Made Men, Any PC should be able 1o
comphete Wright's tasks, bat 3 PC with a high Intelligence Stat will find it cas-
ser than others.

35, MWME&.Wﬂﬂﬁthﬂanu'ﬂuedtuuﬂm
him if you want to sec his father. He alwo has some clues about his brother
Richard's death.

38. Wright's Stills. The Wright family makes aleohol, the main source of their
income, in this basement distillery.

37. Golgotha. This creepy place, shown in Figure 8.6, is where the citizens of New
Reno are interred after their death. Somewhere within this graveyard, you'll
find the entrance 1o Prerty Boy Lloyd's (see #8 and #37) cash cache. Richard
Wraght's corpse (see #33) is also buried somewhere amongst the bodics.
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Figure 8.6

The Cash Cache. This former fallout shelter i too crude 1o be a Vauli-Tek
model, but it's beld up well enough o provide a hiding place for the stronghox
that contains the money Pretty Boy Lloyd (#8) pinched from Salvatore (#25).

The Stables. 1f you're working for Big Jesus Mordine (#7), he'll send you here
to deliver & box for him. Dieliver the package to Ramirez the guard They call
this area the Seables becawse the Mordinos use it to create their drupgs and rest
them on slaves

Marjorie Reed. This assistant researcher will give you an 11 badge if you're
smart of charmmate enoagh {or hier taste. You'll meed this 1D badge to ger past
the gu.:;u‘h (#40) on the level below. You can reach the lower level rhrl-HI!.I;il- a
ladder in the foar of this room

Guardroom. The guards here won't let you through unless you have an 1D
badpe (see #349), are an arractive female, or are one of Mordines Made Men.

Myran. Myron is & scientist who cun join your party, as long as you have room
for him. i ViR Can puit p with Myroms Lr!l'll.'lhl'lgljl- adolescent behavior, he'll be
an cxtremely wschil porson o have :.I::un;:. !I-i_ﬂ"l'lllr'l vast scientihc ktlu'-\'ll-'il_l.',l:
makes scoessing most computers & brecze. Myron can even help you manufac-
tiiie youur owTi H-hr:lru.'ln aticl H‘1:IF‘1.'|' Stimae) while he’s in vour jrarty He's tired

of being cooped up in the lsb all the tme and 18 happy 6 have @ chiice to get
i i i PF K
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out fram under Mordina's thumb, Just don't brng Myron back 1o see
Mordinr—you'll both be attacked by the rr|r.1|,|z:-d Eang ban

Vats o [:I-np- | hepie ai -!'lll_,'. :.'-l-:-.‘.ll. tiod vat uscd o crcate vl 1;|l.u|:|.[||!5h af

various chermns

T-Ray's Chop Shop. T-Ray is a “scrap” dealer. Sometimes the former owner of

the m rap necds a Lirgle assprance o undersrand how hrele 1hr:|-' rn‘u]:l.' need mate-

rial g | H..-.:: hias taken this liberry with vour car (#44). You have a reasan
o fimd T-Rav's sh i, shown in Figure B.7, only if your car has been stolen. You
can kill everyone 1o repo vour car; vou can bluff 1-=Ray into believing thar M
Hll-l'.-lp (211 eene vou to collect the car [he didnt)h: or YO Cann |ll.|!. YOULE DT
car back from T-Hay. I vou've successfully bluffed I=Ray, vou can come back
every week for some fresh batteries as well. T-Ray will upgrade the car to make
it 10 percent faster and more fwel efhcient, and he'Tl expand the runk's

i I.i'].l ity 10 o ||I'.I =

CarT | pinT zpen
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Figure 87

45. A Wonderful Chryzalis Motors Highwayman. Wosw, it even runs! Hey, wait a

minute. . .that sure looks a bot like the one vwou drove o New Reno

ellers north of New Beno are often threatened by Rasders. The nthe exacred by

these thiugs often makes it oway to the iy isell These wre the Raiders contraceed by My

Bishop—

perhaps y nid hke to pay them a little visst

:
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The Racders

These Raiders are a bit different from the usal lot. They're setually mercenaries who have 2
been hired to harass Vault City's trade routes. [f you think that this would make them better 4
disciplined and orgenized, you're wrong. bt

Tte Patt of the Closen One

Tearing through this area isnt necessary to complete your quest as the Chosen One.
However, it does make a great gore fest for 1 Combar Boy PC and an interesting challenge

fior 3 Srealth Boy, but a Charisma Boy has no place in this dangerous environment, unless he 3 .ql
has plenty of wugh fricads. ol -
Tte Lay of the Land "
The Raiders have constructed (or found) 3 secret entrance to their underground base,
beneath the ruins of this farm. '
1. The Secret Entrance. The ladder shown in Figure 8.8 leads down to the
| Raiders' base (£2),
'[ 2. El'l'lEliﬂ:l.ﬂn:c}ut'r::hlmlh:ll&hﬂl}.&:ﬂyludlhﬂuluﬁnﬂr
r connccted caverna. :
3. Radscorpion Pits. Be carcful—there are numerous pits in the foor throughout :
this part of the caves. The pits will drop you into the Radscorpion lair beneath
| (#6 and #7) if you're not careful
4. The Laddet This ladder is where you'll sppesr if you do fall into the -
Radscorpion pits and have o climb back out (see #6).
5. Tothe Raiders’ Barracks. This passageway leads to the Raiders” barracks (#8). q,_-*;
6. The Ladder Out. If you fall into one of the Radscorpion pits, make your way to 2
this ladder to exit this buggy level o
7. Big, Bad Boss Radscorpion. Being trapped in this cave for too long has enraged J

this nasty Radscorpion,

L = - T —_—
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Figure 8.8

8. Entrance to the Raiders’ Barracks. This is the front gate to the Raider-barracks
part of the cave complex. The Raidern aren’t expocting company, so a competent
Srealth HH:I. has a Fl:lvlll.k chance m EET past thie enerance wnd tnio the cavern

proper without being L|11|1I|;'d

9. Raiders. The majority of the Raiders spend their time in this pare of the

CAVETTL

0. The Ladder Out This ladder leads to the surface.

11. Raider Leadars. The Haider commmanders |._|.l||,|.|]|_q.' :||:lr."|:||i their time in the more
ROETIL part ol the cove alram in Fi.!j;l.u'l: 9. You'll need 1o tuike their dog tags af
wou wank o EL ] rhrl:r |.r||'||:r|_r||'u 1 il'!:"l.

12. The Safe. The Baiders keep thelr most important documents in this stronghox,
To open the surprimangly soplusticated combination lock on this cast-imn safe,
v have o be incr nli:h;:r lpckey, or vou can use the romber codes on all three
of the Raider keaders’ .I-np. tag {#11) as the lock’s eombination. The safe con-
tains the Rasden” scoount book, which contains jm:ﬂf that the Raiders are
being |'u.i-! by Bishop in Inew Reno 1o attack Vault LItV caravans. First L
Citizen Lynette would be very happy indeed 1o get her hands on this book.

raew Henio b g e ey, bt oine balr in the uhln;.:i:.'ﬁu machinmanons of the iit:r""i
dans have rumed New Reno into a churning crucible of contention that threatens to escape
the bounds of the city itself. The fire of New Reno's conflact is already warming the gares of

758 ' .
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Vaule € ity, and threatens to enguli all the aties of the Wastes. Sheesh, rruﬂ'rr 118 HImeE T

return o the countrymide where good old-fashioned values still hold sway. The next chapier

covers uns and goldd=—you just can't get masch more basic than that

siopiey o4j I
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Many places left to us from the beforetimes hold

objects that, while once common enough, are now
- quite rare. Some of these rarities are of unusual
beauty and usafuiness. However, other places hold
only the legacy of violence and death. These areas
should be shunnad by the wise—the foolish are
wamed of their hazards. In many cases, it is not
always clear what kind of place one has stumbled
upon, and in those places of unknown risk, the need
for even greater caution is tantamount.

5
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fier tha tima you spant in the larger city of New Rano, iﬁi
i raturm to tha mone familiar Wastes would sesm : pil ﬂ
walcoma. Hore in the Southlands, though, there’s no .. 1
respite from danger. The Sierra Ay Depot is hiked ;
with abandoned and forgotten technology—aban- ki

domed by humankind that is. On the other hand,

tha thriving gold-méning boomtown of Redding could well serve as tha =
Dopot's antithesis—a lving testimony to the resilience and persistence m
inharent i human natune
Hath locatons hodd prizes worth taking nsks for. kn the Sierra Ammy I X
Dapot you may fnd powaerful weapons or parhaps pven 8 new companion. in
tha boamtewn of Redding, woull find challenges, both hueman and monstrous,
tomatch those new weapons. You'll need to use vour abilities ke & surgicel
scalpel in order o mEnsmize both your potential geens end your chances of

swenvival in these dangeraus anvironmants




The Sierrs Army Depot was once a regional storage area for the military's arms and muni- =
tions. Alghough s significant smount of its holdings was depleted in the War, there are still e
gesmw—of prebomb hardware—to be found here. However, the base is not casy to find, and
its auromated defenses wre shill fully functional. ©

Vhe Path of the Chosen One

It's pesssible to complete the game without visiting the Sierra Army Depot. However, the
armms found here, including all plasma weapons, will make your futire tasks that much casicr,
You can slso build yourself 2 loyal and vseful companion here—the Robobrain.

If you learned abour the location of the Sierra Army Depot from Mr. Wright in New
Rena, you'll be able 19 sccurnulate an additional reward from him if you make certain that
the Depot s left open and available 1w his men. The weapons that he can glean here will
almoat cermainly turn the tide—in his family’s favor—in the batthe for control of New Reno,

Tbe Lay of the Land

The Sierra Army Depot is unocoupied, but has suromared defenses. A Combat Boy PC can
fight his way past the defenses, and a Stealth Boy can sncak past them, but there's not much
ehance for 8 Charisma Boy to talk his way past the machines. A Charisma Boy will do best if
he has friends with him who are good fighten or competent scientists (such as Myron from
Mew Rena),

1. Deaders at the Gate. The muain entrance gate s covered with badies, as shown in
Figure 9.1. Many of them still have weapons and other goodics worth looting.

2. Guard Turrets. Turrets rise from the ground and fire upon anyone entering the
compounid.

3. The Howitzer, Usc this cannon to breach the main door into the Depor. -
You'll have to recover 4 shell from 4 nearby storage shack (#4) and load i by ._%
asing the shell on the cannon. Then, stand back and watch 1 hole appear in the =
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Figure 8.1

4 Slﬂ'“ﬂ. Ehltk linstde this amall but, there are two baxves. Oine of them con-
taans A howatoer e ” that youl o if 1ERE B |||:|_'.|.|_'|'| r]u— pEFREL] -_|--||‘. 11} |||;,' I]‘\q_-F--'\-r
#31 and #6}; the other one contains a |'L||'|r|:.F LTIyl Llse wousr '!'rnl‘" Skill to

avoid fnding out the hand was

5. Thes Manhale. When vou move into this Area, :u:-u'TJ rake snme electrical dam
e 1f wou look closely, vou'll see o manbole directly between the tw banks of

tranaformers, Crawl down the manhole to swiich off the power (#7)

Thiors are several wys Lo open
i doorwiny that's blocked by s
tercalinld. Yo Con uk your
Regair Skill an the field amsttar
Iscaled on the door ITEME, you

jodag Auuy euais aiyj I

EAM U &0 axplodsss an tha
gdooe & eald #mitlEr; or you
con ahut down some af the
ooy By prapar sccidd 18
gEch bevels security

EoMmpuleis




6. The Main Door. To open this beavily reinforced door to the Sierra Army
Depot’s main buildiag, you need to destroy it Use thehowitzer (#3) to blow
this door off its hinges.

7. Main Power Switch. After climbing down the manhole (#5), you'll enter a
srmall room with a power switch. Throw the switch to disable about half of the
Sierra Army Depot’s power—the Depot is forced to switch over to emergency
hﬁhup power systema. The forcefich] bartiers inside the dl:pl}I am r:hang!::l
from impenetrable to merely damaging when you throw this switch. Use rhis
technicque if you have a not-too-bright, but very tough, PC.

8. Main Entrance Terminal.
This termimal shots off
this level's forceficlds. To
sccess these functions,
you'll need to either
enter the password (sec
#9) or have a high
enough Scrence Skill 1o

Yoou'll gt the alerm, which
activates the levels deferse
units, if you use the wrong pass-
word o & computar 1armanal,
ntimmpd to hack ko the security
compiiter systom without Suc-
ceading: tad your Ropair Skill rod

hack the computer _ ;
system. (SRS Bmps izt frymg 0 spen
: o larcabiald amitar; Blow up &

9. Front Desk. Searching tarcwheld amicter; of use the

this desk reveals 4 small f wrong mye on the elevator’s

piece of paper with the ratinal scannar

security terminal’s pass-

word (#8]).

10, Medical Lockers, The lockers in this area are full of useful medical supplies.
You must also take Dixon's Eye with you to use on the main elevator (#11).

11. Main Elevator. The main clevator leads to the three underground bevels of the
Depot. Tis use the elevator, you must suthenticate your security clearance by
presenting an eye o the retinal scanner—use Dixoa’s Eye for this purpose
(£10),

12. Security Terminal. This terminal, s shown in Figure 9.2, allows you to tum off

the alarm on this level. You'll need a high Science Skill ar Perception Star to

use this terminal.

Service Elevator. This elevator was designed to give the repair robots full access

to all lewels of the supply depor. You can use this elevator if you're able 1o pick
. T - Wy, e

B - F s
2
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Figure 2.8

the extremely complex electronic locking mechanism—you'll need an
Electronic Lockpick and a very high skill to succeed.

Punching Bags. The base personnel used to use these finely balanced bags for
excreise. You'll improve your Unarmed Combar Skill by taking a jab or two at
each one.

E"f l.ﬂikll'l- The detachment of troaps theat lg;|.1.:|.rr]|:-:l thies |:|r|:l-.h|: used 1o bunk
here. They must've shipped out in a hurry, because there's still some fine gear
here for the mking.

Storage Area. The area shown in Figure 9.3 is used to store extra robots snd
munitions. If you can get to the crates, there’s quite a trove of weaponry,
including a Plasma Rifle

Security Terminal. This terminal is harder to crack than the one on the first
foor. Even if you do hack into this terminal, you'll be able to disable the alarm
only for a while by forcing the computer to run a series of lengthy diagnostic
programs. Tou can't disable the alarm permanently on this level of the Depot.

Smutty Workstation. Whocver had the Last duty assignment at this terminal really
needed o get out more often. The area is plastered with pinups, and there's even a
Lt} Frw magazine here. If you Examine the terminal, you'll receive a bonus 1o

guess the password used at this station. Successful access allows you to turm off the

jodag Auuy eiiais ayj l
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Figure 8.4

shocking floor-plate traps (sec #21), You'll even be able to open some e- miail,
which releases a virus that slags the computer on this level.

Repair Station Terminal. This computer terminal controls the sutomated robot
repair station. If you have a high Science Skill, or high Luck or Perception
Stat, you can shut down the repair robots, If you don't shut them down, as soon
as you leave a level, they'Tl seoot out and fix up any robots you've damaged.

Repair Robot Storage. All of these repair robots wait here o undo your handi-

work as soon as yvou're gone.

Traps. The cast and west approaches to these storage boxes have clectrical-
pressure plate traps (see #18). The center path has a laser trip wire that's not
actually hooked up to a trap—vou can safely walk right through it.

Christmas Present. Two of these boxes are loaded with toys of destruction.
Truly, Christrmas has come carly this year, Try using the boxes, to open them,
until you find the rwo that're filled with toys just for you.

Elevator. Use Dixon's Eye once again to get back into the clevator.

Break Room. A yummy cookie is left on the floor here. The MNuka Cola

machine works, oo

Skynet. This glant computer, shown in Flg'l.ll‘: 8.4, was once devoied
weapons research, sccumulating data ro safeguard the American way of life.




26.

lgnore the man
belviad the
CarTain

Fiquire 3.4

Mo, -."‘;lk:i'!ll:f'l getting a bit claustrophobic. 1t would like you to load its thoughs
processors into 3 Kobobrain body so that it can hit the highway, see the sunrise,
feel the wind on its face.... Uh, well, you get the idea. Just don't irk it—it con-

trols o bor of really TSty secunty rabots

General Clifton's Eye. Grab the good general’s cyvetall in the wall locker, so vou
can fool the elevator’s retinal scanner (see #27) into granting you access to

level four.

The Elevators. Use Clifton’s Eye to access either elevator. One elevator
takes you to the upper levels; the other gives passage to the one remaining

bower level.

lodag Auuy ei1a1s ayy ‘

Robobrain Terminal. This terminal oversees the brain installation procedure
for the brainless Robobrain. Afier completing all three steps (#29), use this
terminal to start the Robobrain. If you try to start the mobot withour complet-
ing all three steps, the droid will explode.

Brainless Robobrain. This Robobrain has no brain. However, the meams to
acquire 1 brain exisr on level four of the [h'!'uﬂ (ecc #32), To get the Robobrain
running, you need to use three things on it a brain (#32 or #33), some Bio
Med Gel (#31), and 3 Motivator (a part acquired from any recently destroyed
Robobrain in the I]rprrl'l

77




Chapter 9: Guns and Gold

3.

. Vault-Tek Automated Organ Extraction Chamber. If you march 4 companion of

Test Subject Holding Cells. Thesc cells were once used to hold medical test
subjects, Meds can still be found in these moms. ..Lppn'l::ﬂlh: something bad
happened to the test subject behind door #2.

Vaul-Tek Organ Extractor Control Terminal. The terminal in this room, shown £
in I-'iﬁu re ‘9.5, controls the operation of the Viule-Tek Automared ﬂl"ﬂiﬂ i ":
Extraction Chamber. There are also some valuable medical supplics in here,

including a container of Bio Med Gel (#29) on the floor.

M if [ pick
your brain?

Figure 9.5

. Automated Biological Storage Area. The cylinders in the room beyond this

arca contain & wide vanety of I.II‘E'!-E'H".‘.‘I.'I biological components, including sev-
eral brains. The level of your Science Skill determines what type of brain is
available to you. The brains are just perfect for implanting into the Robobrain
on level three (#29). You can take only one brain—don't be greedy.

There are also several viruses here, all highly deadly strains. Do not pick up any

of the viruses. If you do, the robotic arm handling them will drop the viris

sample, and the Depot will quickly turn toxic, If you want to use one of the s
brains fram here on the Robobrain, go to it. However, there's another way to
get a brain for vour bot.

YOUPS It this ream and then retum to the termonal (#31), the door will close

N —— —ﬁﬂ B _,....-



on your hapless companion, and their brain will be extracted, killing them _-.-_':j,i
nearly instantly, and plopped down in front of you as a quivering beige blob, A
There's a rather severe Karma penalty for doing this, Ihﬂllg:l'l.Tl.h'lhihlh ;lﬁ
back up to the Robobrain (#29) for implantation. Oh, and only one personat e

time 18 allowed in the Extraction Chamber please—any more than thar only
confuses the machine. There's nothing worse than a confused surgical

machine. ..it's extremely messy.

The Sierra Army Depot is a wonderful place to grab some really good combatgeaand =~
perhaps pick up another useful companion. It's also a very dangerous place that can be as -m
hll'dhngtlnnﬁuiIWMmlmhmwmmkuﬁr:mmem:hmFlﬁu ] !
the near-claustrophobic conditions of the buried bunker—the only arcas of Redding that are .
underground are the gold mines.

Hedding has been repopulated for only a few years now, and it still has a Western-gold-rown y»
feel to it. Two major gold mines in rown ship their ore to Vault City, New Reno, and the :

NCR. In a way, rough-and-ready Redding is the golden goose being squeczed—ygently but .
firmly—between the three big cities that want the golden eggs all to their own.

Tte Path of the Clissen One

Your quest for the GECK will take you near Redding, possibly even through it, but you
aren't obliged to stop. However, the shend¥ in town could sure use some help (if you're an
obliging sort of person), and there's 3 high potential for profit in either helping the mine
cwmiers or even buying your own gold mine.

Ttee Lay of the Land ,.

"The sheriff is a good person to know, He needs help, and you'll be able to get to know the
people in town if you lend him a hand, or leg. Many of Redding’s doors will be opened two
you if you agree to help Shenff Marion.
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1. The Sheriff's Office. This is where Sheriff Masion works, He has

g

that'll keep him off the streets for a while, so if you could fll in for him, he'd
sure appreciate the help.

The first job that Earl Marion sends you to do for him i to evict Widow
Rooney (sce #3). You can toss the poor old gal out on the street, or if you're a
nicer sort, you could pay her back rent yourself. One way or another, justice
miust be served. -

Regardless of how you choose to resolve your first case for the sheriff, Marion
will give you a second job. Something a bit direr has oceurred. Some miner has
attacked a, ub, saloon hostess over at the Malamute Saloon (#7). Talk to the
awner, Lou, to see what she knows, The clues that you find will point you in
the direction of the Momingstar Mine (#19}—a bit of digging around there, wo
to speak, will net you the villain.

Your next task is to break up an impending bar brawl between self-appainted
spokespeople (see #5) for the two largest mines in town. Hustle over to the
Malamute Saloon if you want to get there in time.

Hopefully, you've been doing a good job of keeping the peace here in Redding,
but the Sheriff must be desperate, because he needs your help again. This time,
some ormery outlaw named Frog Morton (see #29) has taken over the ruins of
the Great Wanamingo Mine, just west of town (#29). It’s up to you to run his

gang off hefore they get 4 hankering to come to town, guns sbluzin’. If you can
drive out this aswesome hombre, your name will be legendary in this area of the
Wastes.

The Well. This well doesn’t work anymore. Carcful examination will show that
it leads down to some tunnels beneath the town (sec #12-15),

. The Widow Rooney. The Widow owes some back rent 1o Mayor Ascorti, who's

put pressure on the sheriff to either collect the money or evict the woman.
You can talk to the sheriff (#1) or Mayor Ascorti (#9), but what it comes down
to is that the ald lady must fork over the cash or hit the streets. Maybe you
can help?

“Painless” Doc Johnson. Cut from original frontier doctor cloth, old Painless
can pull a tooth, sew up a bite, or extract a buller with equal skill. Dac Johnson
gets plenty of business here in Redding. When bulk shipments of Jet reach
Redding from New Rena, the good doctor is the one who dispenses the Jet
into user ampoules—for a small fee, of course. Occavionally, Johnson gets

ME‘” ." e =




mysterions visvors from Vaulke LCrtv—you might even be one of them, If?m:l‘"l.'
found an antidote for Jet, possibly by working with Dr. Troy in Vaalr City,
bring the antidote to Doc Johnson.

5. Hllil-ﬂ'lll'lﬂlﬂ- Batie and Caminetto. These two miners come o the Malamute
Saloon (#7) JUSE 10 ATEUE. I wou're working for the shieriff, he’ll ask vou oo break
1w Thﬂl |.ll!.‘!-[ ArEUmeETNE |!:-|:1:.-|"|: they traish the saloon agranmi. Youi CAN COnVInce
cither one of them, or even both, to come with you to jail, but keep in mind
that the two mine owners (see #18 and #19) wall juclpe you based upon o

fasrky vou trear their workers

6. Tothe Callar The 1IJ|.‘\!III\.'\II ini this foom ledads down o a storage cellay beneath
the Malamute Saloon (#12)

7 Low, Owner of the Malamute Saloon. A gal named |3 owns this bar and
“recreation” hall, shown in Figure 9.6. She keeps pretty up to date on local
B O, I.'1-l‘| ghe s the hest |'u_-|'u||| 10 wee dlbour .|11:¢I!i:i.r|;.e; rl:.uf hlﬂ".‘l'l'l in |1r:r

galoon,

Haw of the dog
il tive Adadamunte
Salpan

burppay |

Figirre 5.6

8. Fannie Mae. This lovelom wail works for Lou (#7) as a saloon hostess, She his
t'-[j{ P|.II'|'- to make 3 new life for heraetl, if -.'-r||_|.' ihe had a hittle extra cash. Mot
everything is as it seems, though.

8. HI'I'II' Aszcorti, Dwner ol Ascorti’s Ace. The owner ol Redding s casino s also
the mayor of the town—how serendipitous. Ascorti needs a bie of help with a
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cheap. If you clear out the deadly pests that have moved into the mine, you can -
sell it back to him for a ridy profir—sounds like a real win-win situation. The -
mayor's tables are fairly straight if you feel especially lacky. If not, the cashier  — o 08
. hﬁnﬂﬂum{llﬂhﬂlhhm‘mm”cﬂm?ﬂmmm y

10. Ladder to the Cellar. This ladder leads down to the storage cellar beneath
‘! Ascorti’s Ace (#13).

d 11. The Cashier's Office. Ascorti's cashier serves as the town's pawnbroker. He can
i almost always make you a deal, but he's a very skillful trader, so be wary—his -
prices aren’t the best. Attempting to tuke the cash box behind the counter is a
dangerous pursuit, because Ascorti has a cormer on the guard market in rown.
Most miners pay in mine-issucd scrip rather than cash—all that glitrers isn't
necessarily gold.
. The Malamute Saloon's Storage Cellar. There isn't a whole lot here (mavbe
some rats), besides an entrance to the tunnels and a way back up to the
saloon (#10).

. Ascorti's Ace’s Storage Cellar. A couple of rats bar the way to the tunnels—if
they're too fierce for you, you can make your way back to the saloon (#10),

Tunnel to the North End of Town. This tunnel connects to some similar runnels
that lie beneath the mining-camp end of wown (#24).

Cave of Bones. Someonc or somerhing has been collecting bones in this part of
the cave—it might be some rats, or it could even be one of the mysterious

. Mole Rat Mambo or Deathclaw Deathmatch. This arena is where trained Mole
Rats are pitted against one another with money riding 'on the outcome. You can
became a part of the action by betring on your favorite. Eventually, the crowd
will tire of Mole Rats duking it out, and some other type of creature will be
uscd instead.

Caraven Master's Office. James Hoffy runs the caravan office in Redding. He -
can tell you when carsvans are coming to town and how to find employment as
a caravan guard (sec #23).
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overgrown children. She makes sure her staff 1 well treated and '|:r:|||.! j'ull
|:1:||H.1!|;||. to let them I.!I.F' thetr feet into seme trouble, without bﬂl-'lg :ﬂ'l]r jie] d’m
in headfirst. Marge needs to get 3 replacement chip for her automatic mining
machine—so does Dan McGrew (sce #19). Whoever gets the replacement chip
first will be able to out-produce the other mine in town and run their competi-
tion into the Hrnund: 'i":r'rl:m.g the ._'hip s hqpli'. prionty for both ,'khrgl: and
Dan. You can pull the chip they need from the unused mining machine in the
Circat Wanomingo Mine (sec #36).

19. Momingstar Mine, Dangrerons Dan McCirew, whio has a crush on Lou (#7), &
the owner and manager of the Momingstar Mine, shown in Figure 9.7, He's a
fierce but fair contender for the domination of the Redding gold trade—aonly
Marge LeBarge (#1%) and the excavator chip he needs (#36) stand in the way
of his control of Reddings mines.,

Well, heres
angpifver mime in
fown

Susppey |

20. Another Well. This dry well leads down to the nannels beneath this part of
torwm (#26)

21. The Graveyard. Souls rest uneasily in these graves. You could loot their decay-
ing bodies (il you're thar sort of person). 1f vou do, you may find that you're not
the first to do so. The empty grave here leads 1o a network of unnels beneath
this part of town (#28)




strangely morbid, the miner find it tnl::r:hdn;.ﬂﬂ'hr"ﬁmﬂnﬂmﬁ
sum up their artitude to this macabre place.

The Caravan Masters’ Teats. Three caravans carry gold from Redding wo Vaule
Ciry, New Reno, and the New California Republic. If a caravan is nearly ready
to leave Redding, the leader of the caravan will have a tent set up here. 1f you

wunt a guard job and slightly safer trivel arrangements to one of the three des-

tination towns, sec whoever is in these tents when you happen by,

Tunnel Entrance. This runnel connects to a similar network of tanncls beneath
downtown Redding (see #14).

Den of Bones. Something’s been collecting these bones and gnawing off the last
traces of mear. Many of the bones look like semi-decayed human bones—you
hope they're not. In any case, it's worth a moment to scarch the trove of bones

for souvenirs.

Tunnel to the Wanaminge Mine. This tunnel heads west of town to connect
with the Great Wanamingo Mine (#34).

Well Ladder. This ladder leads up to the dry well in the mine camps (#20).
Grave Entrance. This ladder leads up to a very grave opening near the Redding
mine camps (scc #21),

Greal Wanamingo Mine Elevator. To get this elevator working, you'll have to
repair the nearby power generator (#30). All of the deserred mine buildings are

inhabited by both lange and larger rats. Eventaally, even larger, two-legged rars
will move in (Frog |

Morton and his gang of

thugs). If you've bought The carapace of the Wanaminga
ithe mine, shown in reflects lasor energy very
Figure 9.8, from Mayor affieciently—iUs batter 1o use
Ascorti (#9), you'll need Biadard projectle WeaRoRs

to lear out all of them, mm’““”““
and the Wanamingos

below. Frog and his gang

will spread out through

the buildings to find the

most readily defensible
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Thiz place is ail

miwig?

Figure 3.8

laugh as they snipe at you while you iry to avoid the many traps they've laad—
not a nice bunch at all. The world will be o better place in their absence.

e

Below ground, even wome things await. Diread Wanamingos lurk in the gloomy %

depths, ready to make a quick smick of you and your companions. The deeper 5.
=1

vou o, the nastier they et

Wanaminge Mine Power Genarator. You'll need to repair this to get the mine
elevator (#29) working.

A Fork in the Road. As you reach this point from the cormidor to the cast, you
have a chotee either continue north from here o FCpEr the generaior ll“l:l-, af

go back a bit and then north to reach the elevator in the second building o the
north (#29), Whichever way vou head, watch out for both rats and traps

Ladders 1o the Level Below, Thewe hadders all lead mo the level of the Cireat

1I-I'|Ilrlllllir|HI.:l Mine, just below (sce ®35),

The Mine Elevator, 1§ vou've managed to get the mine elevator (#29) running

agam, thas s where it'll let you off

Tunnal to Redding. This tunnel leads east to the arca beneath the town of
Redding (#26)

Ladders fo the Level Above. These ladders all lead o the level of the Great

Wanamingo MLrlt-_il.nl alhorve (soe #42).
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37, Bachelors’ Quarters. The male consorts of the Queen (see #38) live near their -~ >
" Hmdwﬂmmfhm!hﬁmdwdm&wﬁ ,
Lair of the Queen. This is where the elevator would let you off if it still came to
this level of the mine. These days, it's just 1 cozy nest for the Queen of the d
Wanamingos. She's fiercely protective of her chutch of egs, and rightfully so— 1
its unlikely that you're here as an amateur naturalist, -1
: Redding is like a fincly balanced top—the smallest actions can alter the balance of

= . power in town and send it spinning into the contral of Vault City, the NCR, or even New 4
] Reno. It may take years for the town to slide into the control of one of the big three, or it
hﬁ may happen in a Aash, bur one things certain—you had a hand in making it happen.
:."'_ Now that you've equipped yourself with some high-tech weaponry and better armor, ’

. and loaded up on gold, what's next? Only the largest and best organized city in the

- Wastes—and the fabled vault that holds your people’s salvation within its mystenous grasp.

&







. l!_-l"‘\'g
|

Bearfflags and
Burrows

I have heard tales that some are trying to resurrect the
past. Not only do they seek to reclaim lost technology,
they also seek to reclaim lost ways. | fear following in
the footsteps of the past. | fear that the ways we dealt
with our problems, and one another, in the past did
not lead humanity to a better end. Some of the paths
these people follow would best remain lost; | am
afraid of reviving too much of what was.

—Ercenss fram the Tosk af the Etdena” 247eh Season
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o find the locstion of the fabled Vaulk 13, you'l
naod to make your way through the New
California Republic (NCR), Vault 15, or bath. The
NCH s ona of the largest snd best organized setthe-
marts thist you'll run into, They ve hemessed pre-War
mchnology to anable their growth from humbile begin-
nings as & Raider-plagued hamlet to the nascent nation-state that they are b
today. The NCR has been very successhul in consolidating its holdings, but
new the leadership of the NCR is beginning to look hungrily ot nearby
deserted, and nol so deserted, vaults for the tachnology that their expansion
demands. The occupants of those vaults may not want 1o share their remain-
ing technology. The seeds of strife have already been sown—they remain

e
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The NCR s a clean town filled wath honest, hapdworking folk—at least that's how
President-for-life Tandi would like o have it. The reality falls somewhat short of that goal.
The NCR docs keep arder within ity walls with a large and competent police force. Outside
the walls, the NCH has so far been operating through athers, buying and trading for things
that they cannot yet take by open force,

Ttie Path of the Chiosen One

The Mew Californis anﬂ:[i; haolds the key to the location of the chasive Vault 13. There are
theee ways that you can find the Vault of your ancestor, The first is to make your way two
President Tandi. She'll offer you a job that involves making your way into Vaukt 15. Then,
you can find the location of Vault 13 by rummaging through one of the computers in Vault
15. O, you can purchase directions to Vault 13 from Doc Jubilee (for 2 healthy 10-grand).
OFf course, if youi have a very high Chutdoomman skill there's a chance that while guarding a
rancher’s { VWeatin) brahmin you'll see some would-be rustlers that you can follow back to
the Vault.

Tte Lay of the Land

The police in the NCR are not afraid to use deadly force to stop outsiders from commirting
crimes. Outside the NCR's walls, though, it's a different story. The criminal element,
present around any human habitation, thrives just outside the gates of the caty proper.

1. Ratch the Junk Dealer. Rarch makes his living selling junk. He has an interest-
ing collection of parts, shown in Figure 10,1, some of which will improve the
performance of your car.

2. Vortis the Slaver. This man runs the slive holding pens just outside the city—
it's illegal to bring a slave within the city walls {they would become free as soon
as they entered the city). Yortis is friendly to anyone who bears the mark of the
Slaver’s Guild. If you're friendly enough to him, Vortis will ask you to infiltrate

b
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Figure 10.1

the NCR Rangers (sec #23). Vortis would like to do whatever be can to sec the
Hangen destroyed, because, among other things, they're one of the strongest
shalition forces in the Wastes. In partoular, Voutis s looking for a map of the
Rangers' secret safe houses in the areas north of the NCR. Knowang the loca-
tion of the Rangen' centers of operation would allow the much larger Slaver's
Guild to erush the Rangers. In any case, once you learn of the existence of the
Rangers from Vortis, you'll be shle 1o ask more about them from the NCR's

ol I IET CITIEEnS

3. The Slave Overseer. This malcontent scrves as a good source of rumors, Be
carciul when

chifErng this jl-lli
The MCR Rangers are & growp

of secretwa do-gooders and
aboltiontsts. Thay hawe con-
noctiand and Mddeén hases
throughout the Yasies. H
you're B good guy by namre,

off Verts' com
pound. Slaves are
aften caught oy

tr PO EsCape,

and the ovemees

has an it II_'- you Il vl th EultheilE & rels-

($IN) 21qnday eiuiopje) maN oy |

trgEer hinger, tsorshen. If wou're 8 scoundial,

You can use a you'd do well to steer clear al

high Seience the NCR Rangers
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Car Park. If you've managed to scquire the car, this s where you'll end up park-
ing it for the duration of your stay. If you want to return to an unmolesred
Highwayman, pay one of the bums here a sawbuck to watch your car while
you're gone. .
-HH.Thijnm;hhmﬂ:mim”ljlﬂlémm:ﬂhumﬂtundnmﬂﬁrMnﬂw
rigid confines of the NCR, Merk i the underworld. Only the best can survive
in a town like this. If you manage to impress Merk, he'll offer you work.

The first job that Merk offers is to dispose of the Enlightened One, a -
Hubologist (see #22) who lives in town. Completion of this quest will net you ;
the chance to do another job for Merk. Your second radk is to get some papers :
from a reluctant doctor in town (see #16). If you manage to make the doc turn :
his head and cough up the docs, you will've made it onto Merk's very exclusive

hist of operators, E

If you've successfully completed a job for Merk and then had Mr. Bishop, the
head of the Bishop family in New Reno, ask you to kill Carlson (#36), Merk
will use his connections to get you onto Carlson’s security detail. This will make
your hit on Carlson a sure and easy ticket.

. The Rawhide Saloon. Merk (#5) owna this saloan, shown in Figure 10.2, but

wou can tulk to his bartender, Mira, to order drinks. If you're especially stupid,
Mira will ask you to kill her hushand, Jack (see #18), for her. The one catch is
that her husband'’s one of the NCR's finest—he’s a cop. If you agree to do the
dirty deed, Mira will arrange to have a rope over the wall waiting for you (see
#11). OFf course, you can always use the rope without actually killing her hus-
band for her.

Lenny the Super-Mutant. As stupid as he is strong, Lenny will fight newcomers

to the bar at the drop of a hat. If you want to impress Merk (#5), drop Lenny 4
in his size-large tracke.

. The Main Gate. This gate is closed at night by a powerful forcefield. You'll need =i
to talk to the guard in the guardhouse (#9) if you want to get into the NCR -
after dark. St
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L

13.

14.

Rough and
ready, ir's the
Rawtude Saloon

Figore 10.2

The Guardhouse. This is where the guard of the main gate cools his heeks. If
you've arrived at the city at night, the city's entrance will be barred by a force-
field, and you'll need 1o ask the guards in this house to let you in.

CC& R's. Take a brief fime-out to read this bulletin board. It lays down the law,
MNCR snvle. New Californians don't take the law lightly—youd berter o what
the sign ways, at least while anybody's lookong.

The Rope. This is where the rope over the NCR's wall appears if you've agreed
fo lu_-];'- Nira kil her husband (iee B6), Whether yil l|1l:|]" Mira or o, this
rope makes for 8 handy escape route when the main gate to the city (#8) is
closed

Basement of the Rawhide Saloon. If vou challenge Lenny (£7) 1o a fight,

:.:m"l] eniid up |'-I:i1|‘||lll'._' the l.||:|'. brute in the Lplur lscated i the Rawhide’s (#6)

basement

The I:.rlp'l. Tahla. |‘,|||F:|'r.|'-. (@814} back room holds & Crap table. (Go for a throw

or two il you feel hocky

Duppo’s General Store. Entreprencurial Duppo runs 3 decent general store and
i crooked craps table in the back moom (#13). IJIJFI'|“I can also tell YR that
Farmer Westin is looking for additional hands to gruard his cattle—something

has been slaughtering them

(4aN) 2ijgnday eiuiojije) map ayj |




Chapter 10: Bearflags and Burrows

15.

16.

The Gate to Westin's Farm. Westin (eee #27) has a ranch on the other side of
this wall. You won't get past the gate guard unless vou have a good reason, Talk
to Sheriff Dumont (#19) fo secure that reason. When there’s work us a caravan
guard en roufe ro Redding, you'll pick up the caravan nght here ar the gate.

Doc Hemry. This house (sec Figare 10.3) Bn't a vital ¥Op, but it's sill an L
tunt one. Doc Henry is a dabbler in all mamner of things scientific rather than
medical. If you're here on business from Merk (#5), you can intimidate Doc
Henry and search his desk for the papers you need. It's completely unnccessary
to el him—and umiise, considering the proximity of the l."'l.ﬂ:ll.'l: station. You
may abso pay a social visit to Doc Henry if you have some skill in Science

WML “ - !II\.III .I'-l- Vil Ir |'-'::-lr||| d |J.'\-L Bl :"-IIII
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Fuipure 103

He'd like vou to inpect sy Super-MMutant with his experimental Mutagenic Seram
arid report back to him with the results, However, don't inject any Super-Mutants
that vou fbe with the seram. If you do the job, Doc Henry will reward you wath
youir very own synthetic canine companion—a Cybernetic Dog,

Doc Jubilee. A more traditonal healing doctor, Dioc Jubilee w also o fount of
mformation. Sali-Beef Bob (#28) is convineed that the good doctor stale some
information from him and & hiding itin this howse. In fact, the doc did rakea
rather tattered Velvis painting from Hob as payment for services rendered. A

I
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18.

ITEAEs I-||-'\-|'|-|||'_;
the locanon o Frabbing &nd examumning (he

the mysieriou Wohns paentng trom Doe Julled's
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scrawbed

Bach room s the vory faatesl, and
sagiasy, way 10 fund Veull 13 As
SO B8 YOU EXEMminD tha pRIn-
ang Waull 11 wnll be marced on ::i
wour warld map, and you'll ba ‘u

abée to trawel to the Vaull amd

gCTOE r"-n_-
back of Salt
Beel Bolys

Velvis pains gider it You won 't ba able 1o

g, which you find Vault 13 unless you get

Cafn have Tor this special clue—just ravedling

a mere LU £o thie codfect arod Wwon réveal
grand tha tiny entranco of the YVault
MNCH Police

Stalion. A

vl maghit puess from the name, This I-|||'I.|||'|g, shiown n ]"l:.;:.l.n: 10,4, i just
laaded with '||.|1:.\,|: I"' i renlly, e :.'h had !'.‘Il:.l to F'-I..L a I‘-Ii_[hl FHCHT; OF I.".'.'-I.'l.il”'l
(i thiis '!ll||1-|.||||',; :'-1:r.|'- (4221 hl.-'|-.|||-.;| _I',hL_ i 1.'n|rLirli_[ i thas I".'iII.I.iHL'. .'1|.||-rrh|.'1
p shiceman, named Karl, works here as well. Karl will tell vou about the ens
tence of the NCR Rangers if you have a ligh Karma. 5o, it pays to talk to the

lncal bows k0 Blise

MHome of the
NCR's fenest

(4IN) 211gnday erusojijey map ayj l

Figure 10.4
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T5cal affairs and can tell you sbout 4 couple of jobs available in the area.

Oswald the Raider. Unlucky Owwald is prisoner from one of the frequent
Raider attacks upon the NCR. So far, Ovwald hasn't told anyone anything of
value, However, you can bear some useful information our of Oswald. §

just & couple moments alone with the weasel—you’ll have him singing
songbird. He'll tell you everything he knows about the Raider camp set up in
Vaulr 15.

. The Power Plant. At some point, Jack (see #18) has had too much of his wife

Miras (#4) machinations and goes bemerk. He threatens to blow up the NCRS
power plant. You can stop him with less than deadly force if you're 8 Charisma
Bay PC; otherwise, you'll have to plug him to keep him from carrying out his
threat. When this happens, a concerned citizen named Dorothy, just outside
the power plant building, will rell you about the problem.

The Enlightened One. This high-ranking Hubbologist has a real knack for piss-
ing people off. You may be here to praise her or kill her (see #5). If you're here
to praise her, she'll offer to help you join her church. If you're here to help her
rise to a higher plan of exstence (i.e., here to scrag her), she has a final
request—that you take some papers from her to the Hubbologists in San
Francisco. In either case, the choice is all yours.

The NCR Rangers’ Secret Base. This shop is actually the secret base of the
NCR Rangers. If you've ralked to Vortis (#2), he'll tell you about these goody-
two-ghoes types, and you can ask the occupants about the NCR Rangers. A
low Karma rating will net you only a brusque brush-off; however, if you're a
more reasonable rype of character, Elise, the bead of the local chaprer, will offer
you a job,

Your mission, if you choose to accept it, is to return to Vortis” slave pens (#2)
and free all the sluves (#3), Success ar this rask allows you 1o join the NCR

Rangers, 1§ you do become 3 Ranger, you'll get a nifty pin, and a few other
characters in the game will be able to recognize your special, secret status.

Dusty's Cantina. This bar is unremarkable except for the unpleasant personage
of Hoss, one of Dusty's regulars, How is an irascible sort and would just love o
pick-a fight with you. If he does, go right ahead and break his nose for him,
President Tandi will thank you for it later.



26,

27

28,

29.

Brotherhood of Steel. The local Brotherhood (or BOS) offioe has just one oper-
ative, but that doesn’t mean he's easy pickings. Your best bet i vo ik to the
Brother. If vou're at least ninth level, he'll 1i|l vl it aboast gu'u'lg to wisat the
BOS's office in San Franosoo

Farmer Westin's Ranch. This sizable ranchero, shown in Figure 1005, 1= mun by
Westin. Felix, the ranch hand, will greet vou at the door. If vou've falked ro
Shenff Dumont (#19) first, he'll rell you that the ranch could sure use someane
to guard Westin's cartle. [f vou accept the job, you'll be taken to the grazing
map (#29), After you complete that job, talk to Felix aguin to collect your
rewird

Haoma on iha
range

Figure 10.5

Westin. This is where Westin lives. You may have come here to kill him. He's

not too tough—getting past the gate is the hard part

Sah-Beef Bob. If vou help wet this crazed old Waste-wanderer's whistle, he'll
swear that he saw some intelligent Deathclaws. He says that he drew a map
that would lead to their lair, but that Doc Jubilee (#17) stole the map from him

when he was treating him for heat exhavstion and exposure.

The Grazing Map. Ii you take the cartle-guarding job from Felix, you'll end up
an this g Soan, e |l eee a .|--.||l'r of fearsome Dieathelaws -lF"]"F"\-"'J-'\-h. bt

they don't attack (sec #8301

(4IN) 21jqnday erusojijed map ay| |




they stop and hold a hurried confercnce—talking Deathclaws! You can try 10

follow them as they leave, and if you have
. a high enotgh Outdoorsman skall, you'll
be able vo track them all the way back o
their home, Vault 13,

31. Gumthar. This helpful doorman is more

than he scems.
: _ 32. President Tandi. The head of the NCR,

: President-for-life Tandi, is the most pow-
5 erful person in the NCR—her office is '
E_?-' ~ shown later in Figure 10.6. Shes the one to see if you want to know what's

E really going on here in town—Tandi's been around a long time. 1f you're here in

E" the NCR to kill Vice President Carlson, you can steal a Presidential Pass from
ﬁ Gunthar (#31), allowing you easy access to Carlson from Tandi's office. Or, you
4 can sccept Tandi's offer of a job.

Tandi needs help dealing with the Raiders thar have holed up inside Vault 15.
Not only are the Raiders attacking the NCR's trade caravans, but the NCR
desperately needs some computer parts inside the Vault. Tandi would love to
have souneone fike you sort this problem out. You can go there and come back
with the computer parts, come back with the parts and a treaty, or just come
back with a treaty (which will allow for later trade for the parts). The choice,
and the amount of bloodshed, is up o you, good ambassador.

Feargus. This fellow is one of Tandi's trusty saif members.

Carlson’'s House. Carlson can be found inade this heavily guarded building,
shown in Figure 10.6. If you have a Presidential Pass from Gunthar (#31), you
can walk right by the guands.

35. Carlson’s Som. This little rvke runs cut through the guarded door, and then
back in again to see his father, every few minutes. If you time it just right, you
can plant a ticking bomb on the lad and then send him to see his father (#36).
This must be the most dastardly way to accomplish Carlson’s assassination.

36. Carlson. He can be found hiding in this room.

£ 8
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Figure 106

The New California Republic serves as a good home base from which to explore tor

|.-|||'-.|:r.|||-. |||'l.: 1.-1'.'“ 1 | i -_'|:|-:|I|-_;_-:-||' eH ||'.‘:||||'“|,t ({4 |1r.ir1-:| '.Jllllh.

aalt 15

Vault 15 was ranmacked oven i the tune of the « -r'-|.:|:|'.J| Vaulr Dweller ”lr INVIETVETNEME VEars

Gl ynep I

have not done 2nything to improve the Vault, but they have brought new oocupants. Dome of
thic leftovens nom a ncarby Raider band, the Khans, have moved into the nearly emiply caves
whiere the Vaulr once stood, A wmall sertbermment -|1'--q|ullrr-. haas made ity home at the entrance

o Vauilt 15, The WAERETETS I EE O PIeCArHRS Casiene there by the sutherance o I|||:'.‘:|:||".

Tte Path of the Cliosen One

Vault 15 s another sousree for finding the locanon of Vault 13, You can also unravel the rea-
soms for the trouble between Vaulr 15 and the NCR here. The NCR needs some computer
parts that are Jox sted within Viaule 15, Theyl kall the panar o CUPYINE the Vault to et them,

I1.ril'."| II.'-" T 5"‘.|"I| rl|.l.'|-.'5|-lri ET % "".:"-1 I
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Tte Lay of the Land

There are two distinet groups that bne in and about Vault 15. The squatrers that E'I‘E_:iLI-'Il
putside the entrance to the Vault manage to eke out an exstence at the sulferance of the
gang that Tives within the Vaalt itself In turn, the gang within the Vault Bves there, to a cer-
tain extent, ot the mfferance of the NCR. Odds are, you'ne here to remode] the stanis quo.

1. The Squatters’ Camp. A small community of poor squatters, sthown in Figure
1.7, has grown up around the entrance to Vault 1% ']'hr}"re l'lrl-l'lp,' iu]*Fﬁ‘ﬂEd

by the gang inside the Vault

2. Rebecca. This woman has lost her daughrer. 1t's possible that Raiders have
taken her, but the womans reluctant to speak openly sbout her Frruhh::tl SINCE
she believes that the camp is being watched. You can recover het ilu.up.h[i.‘r.

L ||',;--l\._ i ||d_-r 1 BET -!I"\-l—":'l- I MR '|'|'II_|L rn-l;!l'l.

3. Mayor Zeke. The mavor is between the proverbial rock and a hard place. He
doesn’t much care for Darion (#16), the head of the gang inside the Vault, but his
COMMUIITY o squaiicrs survives only on the |.I;J:|'._|.l"'5 mifferance. Feke will talk to
yout about an alliance with the NCR only after you prove yoursell by rescuing
Rebecca's daughter, Chrissy (see #2). Zeke will tefl you that you have w kill
Daarion if you want to cement an allhance between the squanters and the NCK.

He it @vér $0
gl

Figure 10,7




Dallin. This kind-hearted guard will ket you pass without any trouble if you've
'\-rl- lLr 1 J{{III A hirst ||u! menten HI‘IH_'-E';']I\ |'|||:|‘|-|r||,: -d..l.l_th‘('l_

Phil the Guard. Fhil can be ralked into *.'rn:n;'|:p|_rL Rebeccas ||.JI,|J_T||'Irl,'r| f:hr:ill._qr {iﬁ-:l.
if you're a Chansma Boy, Ciherwise, you'll have to plug him 1o free the gk Be

sure to pick up Fhil's cell key o free Chrissy (#6)

[:|'II"II!'|'. ['his is where Rebeccan (#2] J.m:_ljltrr 18 '|1|.'i|1!:| held, showm in Figu:l’l:
10.8, 5o far, she's unharmed, but you don't have moch time o waste i Vol want

to keep her that way

Entrance to tha Vauh Cave. You'll need & red kev card 1o opcn this door o the

H.Ill!!" ._|||||-! wated in the Vaualr

Inside the Vailt Cava. TThis i the inaide of the Yault Cave. If vou don'f talk to
anvone, they'll assume thar vou belong here. Afrer all, yvou did have a key, and
you do look ke a rogue. If vou malk to any of the numerous guards in the cave,

¥ f 1] i -
they |l start to ask swkwarnd quELirns Just try to look like vou At in

Forcehisld Computer. Llsc this terminal to tum forcehiclds within the Vault on or
off, when power is restored. Tumimg the forcefields on will make some of your
combats casier, Guands wall be prevenied from reinforcing each other if the

forcefields are L

Dec Jones. Th: good doctor here in the medscal bav (sce Fuygare 1009) 1 a s

omer af the gang. From bim, yvou can bnd oat that this gang of Rawders @ none

Figure 108

§1 ynep |
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Figure 109
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lescendants of the Khans, the Haidemn '-'I-IIIILI\.I.IIJ.'II."l:h!-I-rI!'h'i.' 1)

other than the d

Fallost 1. Darion, the lesder of the rebom Khans, is the son of Garl and would

like to destrow Tandi for the havoe she, and your ancestor the Vault Dweller, vis-

ited upo his father’s band of Ralders. Afver vou beamn all of that from the doc,

e hieal svna of vo meeed 14, lorws 3% viou havent lart any of the sudttcTs {#1)
11. The Power Gessrator. Darion would love 1o see this reparred. You'll need to

have 3 hagh Scence Skill ro determine exactly what the problem is, and then

v | meed o wse vour Keparr Bl oo achoally bhix o

12 l'.,'.;pmpun;r Parts. One of the lock this room contains the CompuicT parts

¥ i s § | Ll ]
bt Tha il
thar §anddy mecy | Wi H

13. Contral Cenier. You cu he compater in this mom o mrm the areas force
fhields off and or

14 llhtul‘; l:nrhpurnl' T his hibsrary terminal

g N
Vol Take soanie tume b wrch the database

'aI! I'."-l\.'.ll :II'! ! WA ||=.'|l.-|||!r ]] il

16. Darion’s Computer. If you look through this, vou'll find that one of Tandi's

seemingly loval servants in sctually a spy for Darion. Tandi would love to knomw

w T

16. Derion’s Roam. This opulent room (sce Figure 10010} serves as the leader ol the

gang s L) and fvang quarters Lanon will be found mght here

02
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Figure 10810

MNext, vou'll head from the lamar reocoupred Vault ro an shandoned Military Base

populated with tormented and trapped Super-Mutants—just goes to show that not all hales

ir II‘I" O a ilE T LiTiE

§1 ey |

Uhis long-abandoned military installation was nearly completely destroved by the original
1I-.J|ll:r I.I"-'.l.'l:l r. 11 J;'I:'. that he dadn’ fur !.||'!|||_' k) _""l.lﬂ'a_:lﬂ: I|_'||1.||g|n|[.:|||: Il.lll]tll base are
mhabated by trapped buman miners who have been hideously altered by the remmants of the

FLE.V, wirus thar still contaminates the wrecl P

7&?@%46&6@@4&:0@

I||l ..-l"ll‘l:!--"",' r.":=--...: IIE:' '. 1HEa I'- Eik ||-|||'||r'rrlr.-|.r||i_- II.r'.'.'cl.tr |||rr|_--\..| |r|r
-_:I I.|l|:|||.|| 'r.:'r.'. .III.! Vol can hig hil Vo w AV T 8 mce 2ual ol J T _I||,r||'.||: i L l'|l_'”_ 'ﬂ. i, B0 A
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place to stop off
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Chapter 10: Bearflags and Burrows

The Lay of the Land

A Loe ..r'wr:. ANETY 1"'\-l|:|'--:"r- Mutiines are Ir.u;'|'l'-!- i thie mzins of the ?'rll]l!ir}' Buase. Be =

pared for combat at every step. As vou make your way down through the levels, you'll find
holotapes that recount the course of the barttle that sealed the Super-Mutants within the
Mlilvimry Hase

1.

Woellpack. Beware of wolves. If yvou see one, there are certuinly maore nearkw,

[]'.rl. .!'.LI.' ki -"|.|||._' af .||;'.:| 'I‘;| i \:.I' EITE :1 i JI'I.|II ]IF ll...trl|_'| r-lr LY .I'l'l:l.

Mine Cart. To ger into the Military Base, vou'll need to attach a nearby pole to
this abandoned mine cart (see Figure 10,11), Then, attach some dynamite (#3)

to the pole, stan the timer on the dyvnamite, amd ;'u'-h the cart toward the

blocked entrance [£4)

Hall "m, fof 8
rall ‘s

Figure 1011

Sopply Shed. Look in here for some dynamite
Blocked Entrance. Ll the mine cam (£2) 1o clear the way

GH‘I.IHI |_'-|,' VOILLT H.\,=._||'_ S kall on this generator D el thie elevarm [-.'I'_II‘
working. There’s lintle more than rats on this level of the base, so your work

shiouldnt be intermapred

The Upper Elevator. You'll need to use this to make your way to lower leveh of

the complex (#7)
F
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1.

Second Flaor. This m where the upper elevator (#6) connects o the second

rl- sor o] the ¢ -|:|;': = 11 eiitiie level 13 o r;'.l.'::rl-._' with |‘1-.nh¥r, wr"-erl.-d

AT Mutarnts

Suit of Power Ammoc. This i the price that makes fighting your way past the

Super-Mutants all worth it In one of these lockers (see Figure 10,12} theres a
T !i ':I-l: wLINE ol |'--'\-'-:' A FITeOE 1f & Jiiad VIMEF sIEE PO .‘H.Lkr VAT Wy .|1.1|._L L1+ ]
the elevaror (#7) to continue downwand, You'll be able m I'.I.L up quite 4 it of

weapanry and ammuniton on your tnp o, and from, the elevator on thes flcor

A change of
warnrobe
parhaps?

Figuwra 10.12

aseg Arenjip 8y |

Third Floar. This bs where the elevator connects to the third floos of the com-

i | , it
phex. Lo g 1 deeper. head to the lower elevator (F10)

The Lower Elevator. Thie clovator leads down just one more level to the battom
of the complex. There ure more Super-Mutants in the pdpacent rooms, and

they e ready o ke out some of thetr rejrcs sed hostality on vou
Bottom Floor. This s where the elovaror lets you out

Malchior the Magnificent. Melchior is a sorcerer, of a sort. He throws rats into
the pools of F.E V. virus thar fill the room, shown in Figare 10,13, The FEE.V
turms the ra 1144, r'w:- ¢ monsters of all I!L?-:-. 'I-'I-I‘II'.II. r.|'|'|.'|'|--1|1|:l. |"..u:|:!;|::|' aftes
their metamorphosis, attack you on sight. Melchior has the last of the Military
aanicl

kasc s holotapes on him, as well a8 3 mifty Ciauss Piamol. Your best ber to get

Mekchior 1 to fight his creatures in the narromw pasddgeway before his room,

Z05
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Figure 10.13
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[he best way to ease the pain of the miners is to destroy them, which is not an easy task,
nowr e hat s | earm masch thanks for doong i:1l".'| .Elll'.'lill-.'||'IIHII.'||'I.'|'I-"|I h!H'l'l"l':H"'U did the

Ilgﬂ'! '.Il.'l._'

Vault 15

Y omn ve madde i) Yo I % Anally here! :""-u-'.l.I alll wows huave o |‘||!|-| GIMTFINCT YUr .:III'I.'I:'\T“F"-..‘II'IT
people of the Holy 13, to give you the Garden of Eden Creation Kit that will save your

i
I'abse. Ol mavkse it's not thit easy

The Path of the Clwosen One

It's important to find Vault 13 so that you can find the € sarden of Eden Creation Kit that
will save your people. Without the GECK, your Tribe s surely doomed. You probably
wrmiledn e g .|__|'\..|||-_: 3 -||| 5 P WA :!I‘l rl‘::' creting thar ke L\.Ed !Ilﬂ' ||r|_;.'||'|-|.| 1|lll|-|]: I}“'TI-I':T.

VORIF amceEshoe, oLkt ent y the Wastes, But that last |'.II1 will lave to wait

206




Ttee Lay of the Land

Unce you enter Vault 13, you'll encounter & number of well-armed combatants. You can try

to ancak your way throwgh them, if you're 2 Stealth Bew PC, or vou can go in with guns blaz-
i I enthier case, vou're poing o have 1o fgh, i order 1o download the location of Vault

13 !.'.|Ir|| the & -|'.'.Fr.|h'|

1.

Entrance to Vault 13, There's nothing threatening in this cave—there aren’t even

any rats

Gristhar. This large Deathclow, shown in Figure 10,14, is 51ru]1.|]1E:,- not whim
youl expected to see when vou opened the door to the Vault, However, Gruthar
and hie band will not arteck vou unless vou F-r.n.n'l.;: them. You should listen to

what he has to say, and keep your WA RO holseered.

Surprise,
surprizel

£l ynep ‘

Fugure 1014

Leruthar has & problem that you can help them with, The Vault's compurer
(#13) has a voice-recopmition chip that's broken, You could get them a working
chip trom Eldrdge in New Reno, Without the chip, the Deathclaws cant make
the computer recvele their food and water. That's why the Deathelaws have
fecently taken to rﬁlllll'.L'l brabimin from Westin Il-_'.nrl:l can find the jpart for the
computer, Gruthar will be very appreciative. In return, he'll tell you what hap-

pened to the orgninal oocupants of the Vauli
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Bearflags and Burrows

Chapter 10

3.

4.

Denthclwws. Gruthar has » couple of friends here to protect the entrance to the
rest of the Vault, They aren's a8 Auent with the human tongue o Grruthar is. -

Joseph the Herbalist. Joseph isn't a prisoner here—this is his home. He's free w0
leave at any time, bat has found the Vaule full of Dearhelaws 1o be one of the
best, and safest, homes hie's ever lived in. His healing s slower than that of 4

"'1\1||'|'|;1_|q, k_ bt iF vou re woarded, rlnerI'I'l can heal vou n.J'-CElllF,hT.

Matt tha Tribal. A Tribal, named Matt, 1 held I"I'i'-lllll.'r here {see F'_I!EI-'II'I: 10.15)
by the Deathclaws Martr has sworn to bring people back here o kill the

l_:lrJIh-_ lasws if be ever 11idn apes to gt |'rt:|_' =t was I.AI.I'TLITEIJ A8 l\: ant 'i'TlIEHI:Ij |1 ]
.-It-.rg..:. all oof the 1 eathelaws' CjE i their hatcherv (#11). Rather than _iu.||1
killing him outrnighr, the Dicathclaws have decided o hold him here.

Ll ws ot

Figure 10.15

Dave the Manic Deprassive. This onc’s another prisoner, but he's locked up tor
|'||-\. WL ..|.|,| |F_ '\..l,',|||.|||||'| |lr' i lnl\_.HhI, |;1|.:.| o free h.ll11.| -jl:"-'l'llnit' WhHT hi' 'I.;I:I."i.

The Shrine. This i a small shrine devoted to the memory of the Vault Dhweller,
FOr Lnces BCRE, W Vcr was :'.,I I b -_||-.!r 0 :u‘.'.[: Wi, ‘I-|1I: II.'III.III:T l.l1- TI'I-'E '-hril'lr 13 “1“
here s well

Garis tha Librarian. Goris i a well-educated Deathelaw who maintaing the

library database. He'd love a chance 1o get out and shout more often—you can -
ask him to join your party if you have room for him.




9. Sandy. Bandits artacked the caravan that this young woman was travelling with,
They would cortainly have killed her if the Deathelaws hadn't come o her res-
cue, Uinbore .||;'!:".:._ Loruthmr srd hi |-_|_.'|-. were toa lare m ddve her I-‘I-ilug'l'l“'l'.

10. Storage Lecker The Carden of Eden Creation Kit is stored within one of the
locken here

1. The Hatchery. This recently excavated area, shown in Figure 10,16, is home 1o
the Deathclaw pack’s e hatchery. The mother, scarred from Mate's (#5) ear-

|I-.=' attack, is il puarding her YOILIME.
K 4 B

Arpona far an

armaiel T

EL inep I

Figure 1016

12, Jimmy. This person will rell vou more information about the broken

COMmpRiter [#13)

13. The Muin ':I:ll'l'lplltll‘. You ll need 1o And and install the o mpuber viodoe-

recogmition chip to f th cumpter for the new dwellers in the Vauh

Entering the fabled home of the Vault Dweller has provided mione questions than
anvwery, However, wath the Garden of Eden Crearion Kit firmly in hand, you can provide
your |rehe with the means of their sabation

[he seeds of technologry are neatral—they can be used both for good and for il In the
places vou've just vizited, vou've found a mixture of both. Man, not the |:|,'|._|'||'u|r-_'||;:..-t|:l..|_-lr-,:||.

the decicdhingr factor




JTo the Great®
Salt and
Beyond

Some say that our people came from the sea and that
the sea kept us safe when the great fires roamed the
winds. | don’t know how much truth there is in this, but
| do know that the Great Salt is a strong lure to
humankind. The ocean seems to reach out with watery
tendrils to draw creatures to its bosom. Too many travel
the sands along the edge of the large water.

The Vault Dweller was the one who selected the
location of our village, behind a large, dry valley. The
surrounding lands are barren and of little interest to
the casual traveler. Often, the best way to remain safe
is to be in a place that excites little interest in the eyes
of others.

—Erconpr from the Bask of the Eldens” §50a Seasom




ou now have the Gardan of Edon
Crestion Kit, but to what end? Returning

to your desolate village has not given you &
gy and fruithul end 1o your guest—only &
desparato nddle to sohee. Whare is this Navarmo thal

thi dyang Hakunin has told yvou of ? How can you possk

bly follow the fying crastures across the Grest Saltto find vour people?
Thesa are difficult questions—with harder answers—but then you are the
Chosen One
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Hakiinan's dvirg breath leads vou to this isolated way stasion. Once there, jI-"IJIJ'“ be bed w m
AT ;|_|[|_-|1-,F|1 T4 ] ||_'-_||_| voun Frorm vour sital misswen Iroic .1.”!-. thic best way [4x] I'I.'I.'I-H':HF".I.H.I‘I I'l“'-"'

TRARKINT 15 ECk TUNTI ||I!" LITHE WCE T !':'\." IT AFAImet yualar loes

The Path of the (Chliosen One

M aqrartes 18 4 erdlifary bvase—ats fulled with tros Je] all l.|,|||L|_r|h-, o sanme 1II_I1‘FI1‘ I‘iL‘I.':n' call lhf‘
Enclave, wha're very heavily armed and armored troops. Oh, did | mention the twin plasma-
firing turrets that cover the grounds
of the base?

The best way 1o m thee youur way
through Navarro s to |l|r.rl.'lu| to be
5 mew reernt, bet yomerseld et
chewed out by the Dinll Sergeant,
e suetEE D WO Yo
very own dpanking new set of
Power Armor. OF course, vou won 't
pull ot thie new-recnik ST very
COATITC I'Ii'.|‘- i Oy Of Youur 'l'\--'l!'!‘-
members dutifully trv to follow you
through the front gate. You'll have

to o thas one akone

e |||"':I.1|'. b 'lll-l e |_||. Ecv fref
the fob—a special key that's the
sole methiod of gaining access to the ship in San Francisco that will take vou scross the ocean
to free your Tribe. IFyou're somewhar clever, you'll be uble 1o find 4 handy robotic compan-
o b0 SCCOITPRINY Yo on your frave le. Yo can folloss I11II!HFP1I.' |I-I|h'| and combinations of
iu:l-.-.. e ek veaus weaw |h|.u|__||. % rvarmo Flowever, comnhat s the bast resort here—thia

place is dangerous You should get the fob, then get out.




Tte Lay of the Land

In Movirro you need to sce omplish one thing and yvou will really want to sccomplish the
othet. The thing that vou must do is 1o grab the Hn::; Fab tor the -;.h|!_'| 11 San Frameiseo H;}:
With that Fob voull be able e access the ship’s navigation systems, which, in ram, wall allow
you to crulse out fo the Enclave 1o rescue vour tribe. That ke fob is, therefore, # must have
itemm, However, if vou play your cards nght, you can also pet a nice, shiny new, suit of Mark
Il Powered Armoar—given to yvou! Without having m kll anyone, for o change.

Both rasks can be sccomplished withouwt firing a shot. 1N vou oy to blass WOMET Wi
through the Navamo, the Enclave’ primary military base on the mainland, vou're likely to

et Vvour |:-||r'. |u.||-.[l:-.! Bk VO OOF) @ '_-| iffer

1. Chris. This old fellow, shown in Figure 11.1, scems personable enough, but his
miksslon 1% to distract you. If vou've come from .-Hrr--j.n. Lhris wall mry o tell you
that the Navarmo you're looking for is an old '.I‘IIII'Id:I:I- base, southeast of San
f'-IJIu.'lu.-l It youi've been there, or i '.n.l"-c |:ch'|| o sl 1||1.' J [l.liﬂ.llllHHI!l. or Shi-
towmers i san Francisco, vou can cull his bluff, 1f vou're a L harisma Bov char-
acter, use your Specch Skall to comance Chria thar you re a replacement trooper
for the base=—if vou do this, he'll give vou the '|'.|'n'\-'.-'-rd :.'v:'-ll'll need o get past

the front gate (8#5)

Imv amy case, if vou do piss LUhres off, make sure thar be doesn't get a chance to

use his radio to call for help, You'll have to silence him, permanently

Fegoire T1.7
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Secrot Trap Door. This is o sccret way into the Navarro base. It leads o a main-

tenance tunnel on a bower level of the base (£20). i

Alr Vant This ks another scoret entrance o the Navarmo base. However, once
you make your way through the concealed vent, you'll be greeted by a locked
dls-ell: Lol Ihr |:-.;||:'|n|;1'| |r'-'|:'-i ) 4

Walk This Way. Make vour way thropgh the woods to this part of the map if
you want to walk in throwgh the front gate. If you do pick this option, make
sure thar vou've left any travelling companions waiting out of the sight of the

;a.l!-r ;.:uur.h

Main Gate Guards. The guards here (see Figure 11.2) wall ket you in if you use
thie passwo r|| rh_'.'r VIFld learned froom Chiris (21) II‘. YRy don't have the !!IJ‘E‘.-H'I.'H'EI-.
but vou're alone, they'll chastise you and then let you in wath instructions to

report to the Drill Sergeant (#6)

Halt! Who poes
thare !

Frgure V1.2

Drill Sergeant Doman. If you've made it through the front gate by posing as a
new recruit, the Doll Serpeant takes one look at your sormy self and then orders
youi to et sniitiesd up in uniform. He gpives vwou instructions to go (o the armory
and get a new set of Power Armor to replace the suit that _'|"l!L1I'I-"E I:It"'n-'i.lil-ISI:F
“lost.” Then, he wants you to report back to him for further orders, Unless you :
want o fight vour way out of here, you betier do just what he says. .




0.

When you come back all suited up, he takes you over to your guard post (#9).
You have to stand guard here for six hours. The Sarge will come around to

check up on you every two hours, so dont wander too far. The Sergeant will
come over and relieve you when your six-hour shift is over. Ar that paint, you're
free to explore the entire base, just as though you belong there.

Technicians. The techs in this mom are good to rlk w. If you do alk w them,
you'll be able to tell other people around the base that the techs sent you o get
stuff for them. This will make it easier to snag a couple of valuable goodies

(namely, the

Verti-Rird

plans and the To make time pass more quickly,

K-9 parts). just accass your Pip-Baoy, set the
mlwrm, and rast far six hours. The

Coakie the Sarge won't mand if you take &

Cook. The litthe snoore. Besides, mside

blind conk for your Pownr Armoe, no ane can

the Mavarro » tedl that your eyes are closed.

base is a trea- ST Jisst riake surs you power up

sure trove of ihe sute-gyro and lock the

Conkie can you catch any Is.

tell you where

the Enclave is,

and he can tell you that you need & special electronic key, called a fob, to get
the controls of the ship in the San Francisco harbor. If you ask Cookic about
the personal lives of the grunts, he'll give you some valuable information thar

you can later use to gain access to the computer.

Your Guard Post. Once Sergeant Doman places you here 1o stand guard, you
better do so, for all slx houm.

Ouincy. Head of Maintenance. You can get a copy of the plans to the Verti-
Bird, that large helicopter-type thing on the landing pad (sce Figure 11.3) if
you've talked to the techs (#7) first. Quincy will give you a copy of the plans,
while sssuming that Raul, the Verti-Bird mechanic (#11), asked vou to get the
plans. This will upset Quincy, since he and Raul (#11) hate one another—and
this is the third time this week that Raul has pestered Quincy for those

damn plans.
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Chapter 11

The Verr-Bird

Figure 11.3

I||..||_| CAN LS ||‘||.| ErEnity o Yol _|.\,£|, Aftage bll. Fll:flu o sed ]{JIJ] HI:IJ 1I:!|.il|h‘ hi.l'l'l

u few of Quincy's choicer apimons of Kauls compefency, manners, and ancestry,

Raul the Verti-Bird Mechanic. Afrer ralking to Oyincy, you should mlk to Raul
and expresd e thy what Luiney thinks of him. Raul wall then run over to duke
it out with Quincy. Two opportunities present themselves to you at thar time.
The first thing you should do s mansack the locker wath the K-9 parts (#12),
here in the hangar IMen vou can min over to the maintenance butlding (#10)
and loot that in the couple of minates i takes for Ouincy and Raul to beat

cach other into exhaustson

K-3 Parts. The parts that you'll need to rebuild your very own rolsahic canine
COMTIRatubin | sed ®#17) are sicle this lacker. Your'll need J'Ll'.l.l ¥l .I..l o |.||'|||'|'|-'k- the

locker for you, though.

Hall Guard. This guard won't try to stop you from going anywhere unless the

bare 18 on alert, or vou've bought COMTIPanOne into the base with you
Armory. Go here to be issued & new ser of Fower Armaor

£.0.'s Door Guard, The guard on duty at this door is under orders to not let
anvone distarh the commanding officer (C.0,), However, you can siall make
your way past her. If your character s very stupid, the guard assumes that you'ne
here to clean the office and lets vou in. 1f you're very smasft, yoo can tell the
guard that you're here to take the fob into the main base to safeguard the fob
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againet insurgents, To ger in, most PCs, besides shooting their way in, should
listen when the guard says that the only personnel allowed into the C.O.%
office (see Figure 11.4) are the cleaning crew, who are due in about an hour, All
vou have to do then is duck around the cormer, wait an hour, and then come
back—tell the guerd that you're here to cdlean the office.

I clgan up, OK7

Figure 11,4

16. The C.0.5 Office. 1f you gor inm the C.0.% office o safeguard the fob, the
commander walks over to the filing cabinet to get it out, and then hands it to
vou, Otherwise you have to get the fob out of the fling cabinet yourself. The
L0, will be watching you like a hawk the entire time that you're in the office

17. Doc Schreber’s Office. This doctor took the hypocritic oath. He has lirtle inter-
est in helping creatures; instead he spends the majority of his time devising new
and more painful tests for them. Even robots don’t like the doctor.

l1-h1" I.I.i:!."lllr il rlr:'p:lrirlp ] Il:'ih'll.'t_ 1'|.|IH{'IJ “Fh'_ln ]1]‘ r["lf.‘rl;h [4]5] xl'lr" l:']g]. '«I'hh:h
recommends that the Enclave exterminate all intelligent Deathclaws. Shorly
thereafter, the doctor will tell you that his rooms are very soundproof to prevent
the notses his subjects make from disturbing the rest of the base. This means
that when you shoot the doctor, no one will hear it.

sittng in one cormer of the room 1 a k-9 Robotic Canine {'nmp]mnn. [
hates Schreber, o the doc disabled ir. YWhen you kill the doc—and you really
should=—the H-"ul‘ wnit s ree o J.!r_l-ru: 4 new master— Eh_' :|.1u|.|! ll|'4:|n|.|'|_l :nl.'cd 11
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working order.

18. Xom the Deathclaw. Xorn s an intelligent Deathclaw. He was created at the
mme tme that the Deathelaws who now inhabit Vault 13 were created. Doc
Schreber (#17) is performing very unpleasant experiments on him. If you
trigggered the base alert when you opened the door to see Xorn, the Deathelaw will
offir to help you fight your way out of the base. Othervise, if you want to free the
tormented creature, you'll have to get the key from Doctor Schreber’s office. As

soon as you use the key to unlock the door, Xom will get the heck out of there. 1
15. Entrance from the Surface. This leads 1o & secret entrance above ground (#3). :
20 Other Entrance from the Surface, This leads 1o the surface (sce £2). |
21. The Mainframe. You can retrieve inmm‘mginfnmuﬁn; from this compurer.

To do so, either you'll need a very high Science Skill or you'll need to have first
talked to Cookie (#8)}—the information he gives you will help you guess the
computer’s password.

You've made your way through a base full of Enclave troops. That's grear—pat yourself
on the back. Heck, give yourself two pats if you did it by toasting all of them to a cinder.
However, none of this will be warth o warm bocket of spit if vou don't get the ship in San
Francisco in running order. There couldn't be a better time to earn your sea legs.

San Francisco

You're here to find a ship that you can use to travel to the distant Enclave. That's the only

weay you'll ever be able 1o rescue your Tribe. You'll keave more than your heart here if you're

not carcful. San Francisco was hit hard by mukes, but it didn't kill the ciry. Inseead it just
mutated it into something 3 bit weirder. You'll have to make your way past an oddly revived

Chinatown, post-nuke panks, snd a bizarre group of cultists called Hubologises. Hmm, 1
miybe San Francisco hasnt changed all that much.

Tte Patt of the Chiosen One

There are three things that you'll need to provide, in onder to gget the ship out to the Enclave. i
Fmpumdmptﬂuhﬁdmﬂd:hpﬁﬁbﬁﬂmﬁﬂﬂﬁﬂﬂhmﬁmﬂﬂﬂm T
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The Shi-towners have the fuel that you'll need to gee the ship moving. Inordertoger =~
the fusel out of their clutches and into your tanker you'l need to gain access to the Emperor, =
You can gain an sudience with the Emperor, by agreeing to do the Shi a favor, or two, Talk
to Ken Lee, the spokesperson for the Emperor of the Shi, Ken will request that you decapi-
tate on of the other major power groups in San Francisco, the Hubologists, by killing their
leades, AHS-9. You'll ko need to hand over the Veerti-Bird plans, that you've stolen from
Navarro. Once you've done that, you are allowed to speak to the Emperor. The Emperos, is
the only one of the Shi that can transfer the Shi's reserve of fuel into your ship. There are
several ways to gain sccess to the Emperor, and not all of them to the Shi's benefit, this is just -
one of the passible succesaful methosds., -
The Hubologist cultists in San Francisco are stockpiling fuel. They're planning to use . € 2n
this fusel to launch a home-built shurtle full of them into orbit. You need this same fucl to
power the ship if you're ever going to make it cut 1o sea to save your Tribe from the machi-
nahions of the Enclave. L
The casiest way to accomplish your mission is to first get the fob (from Navarro) and g“
Nav-Com parts (from Vault 13). Then go ralk to Dave Handy here in San Francisco. When '
Dhave expresses an interest in a cerntin Hubologist gal by the name of Vikki Goldman, go i
tafk to her and ask her what she thinks sbout our eamest Romeo, Then rerurn to Dave with L
the good news. He'll be so happy that you talked to Vilda on his behalf that he'll help you ,
get the fuel you need. Now you're ready to go to the Enclave and kick some Power-Armar
butt—for the sake of your Tribe, of course.
That's the most direct way to get through San Francisco, but it sure isn't the most prof-
itabile wary to enjoy the city of rolling hills, cable cars, bright orange suspension bridges, and J
vermicelli entremets. To get the most out of the place, you need to interact with more folks, -
explore, and let your hair down a lintle. Tune in, turn on, and drop cat—that sort of thing,

Tte Lay of the Land ;

Your primary goal here is to get the last floating ship in the harbor into something that will bl
pass for working order. In order to ready the ship for sea you first need to find out just what's -t
necessary to make the hullc seaworthy again. By visiting the Captain, head of the tanker- T
punks, you can gain access to the computer in ship’s control rom, where he makes his y -y
home. A quick look through the computer tells you that you'll need theee things to get the ' ‘f_
vessel ship-shape, in Bristol fashion, Then all you need o do are 1o get those three things. -
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Thar's the mosr direce way to get through San Francisco, but, it sure isn't the most prof-
itabile way o enjoy the city of mlling hills, cable cars, bright orange aspension bradges, and ver-
micelli entremets. In arder to get the most out of the place you need to interact with more folks,
to explore, 1o let vour hair dewn a lintde. Tune in, turn on, and drog out—that sort of thing,

1. The Arena. When vou first enter San Fruncisco, you'll see two men fighting in
thiz arena, Lo Pan (#2) and the |_'h.1,,lur| (#3). TThis jrart of San Francisco is
divided between the two combatants, 5o far, neither has been ahle to Eaimn the
Upper hand

Either Lo Pan or the Diragon muast defeat their arch rival in honorable combar
i control the hearts and minds of the Chinese section of San Francwoo, known
25 Shi-town, While ity true that one could ssssssinate the other, the rendents
af Shi=town would not recognize such 3 dishonorable victor. The members of
each gang, as well as Shi-town’s citizens, wall respect and follow only & master
whio has defeared his foe in honorable combar—that means a ﬁ!.:_hl i the arena

{see Figure 11.5), without either help or weapons

Figure 11.5

5 MANY WIys, Lo Pan and the Dragon are more similar than they are different.
Lo Fan's interests are P imarily self-serv g, bt he's imart enough o don-
tribute enough to the surrounding community 1o keep himself popular and
respected. The Dragon is more selfiess, but some belicve his scruples might
prevent him from doing all that i necessary for his people if & difficult decrsion

20




has to be made. They're similar opposites—physical embodiments of both the y
Yin and the Yang. '
When you ralk to cither Lo Pan or the Dragon, you have the option of fighting e

cither the master or his minkons. If you wish to fight as a champion for either
one of them, against the other, you must first defear five of the master’s top
henchmen, one at & Gme, in nonkethal combar—to prove that you are, indeed, a
h'nﬂh:r L'!'..j|'|'.F'-|.|r|_ Chr, you may choose o ﬁ“h! the master himself in an
artempt o supplant him—this contest is, of course, a fight to the death.

2. Lo Pan. Ruthless and decinive are the two adjectives that most readily describe
Lo Pan. He can |'|r||1 v, but there will alwavs e a cost. P:‘l'lftf respect for Lo
Pan should always be shown, as be 15 a clever and resoarceful foe Lr-;JI'IHi.'FEd--

3. The Dragon. Slower to anger and more forgiving in femperament, the Dragon
represents the positive counterpoint to Lo Pan's negative energy. The Diragon s
also a skillful and resourceful foe when angered.

4, Lao Chou. This felloww is a general merchant and wonderful source of rumors

and imformanon

5. The Brotherhood of Steel (BOS) Base. This semihidden base, shown in Figure
11.6, is larger than the others you may have seen. You may have been told o go

4 ues I

1o this base when vou entered San Francisco. The Bratherhood, as i toms out,

shares foes with you. Theyd like to help you defear the Enclave and if you give

03S12UES

The
Brotharhood

Figure 116
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them the Verti-Bird plans from Navarro, the Brothers will help you our by giv-
ifg you a nifty weapon. You can also program the base’s main computer to per-

-

Al
and

X, form scveral
T Stat-improving
Operations. Shi-pown s the nama of the
: However, the town that was orkginally popa-
computer didn't Iwted by the crew of & Chinesa
come equipped nuclasr submaring that ran
E wirh the infor- wground in Sen Francisco Bay, E
IE mation it necds ﬁmm“r ltlrttﬂ.“. o
— SO, thi Emparor Shiuangti, and the H "
i those operations s
"'.f.’_ survivors named thei new Lo
B unless you find aftae their ol ship. Evartually,
. g the correct infrore- Shiluaeod wes o i1
2 mation chips pust Shi—henca She-town
E {one for cach
. operation). Use

any chips that you find on the computer; then you'll be able to have each type
of operation immediately, or in the future.

. The Brotherhood 1s keenly interested in getting a sct of Verti-Bird plans, just

like the ones you can find in Navarm,

6. D Fung. The doctor will be able to patch you up if you're injured. Fung's med-
ical training and skills are a real asset to the community.

1. The Gun MerchanL. This shopkeeper specializes in the instruments of death.
You should visit here at least once before you leave the City by the Bay.

8. Entrance to the Palace. Through these arches, you'll find the palace of the
Emperor of Shi-town.

9. The Elevator. This clevator leads down from the upper level of the Brotherhood
of Steel base (#5),

10. The Main Comparter. This computer contains some information, but its primary

benefit is through its medical programming. When equipped wath the proper
medical database chips, the computer can perform operstions that increase your
Stats, Finding these chips can be an extremely difficult rask, though.

1. Ken Lee. The Emperor speaks through anly one representative, shown in Figure
11.7—Ken Lee. The Emperor of Shi-town is more than just a figurchead;
i . : . = ¥l " g - X




2.

13

though he's remote—only Ken Lee has access to him—his sdvice has been
anusually sound. This incredibly reliable guidance has allowed the Shi to pros-
per within the wreckage of San Francisco, even in times of hardship for their
neighbors, The Emperor (his throne room is shown in Figure 11.7) and Ken
Lee as his spokesperson have camned the trust and respect of the Shi

Figure 11.7

Ken Lec tells you about two tasks that he would like to have performed. The
first is to recover the plans for the Enclave’s flying machine, the Verti-Bird,

from their base at Navarro, If you accomplish that difficule rask, Ken, on behall

of the Emperor, asks you to kill the Hubologist Aha-9.

The Hubologists are the next largest power group within San Francisco, and
the Shi-towners sec their presence in this area of limited resources as a survival
threat. The Emperor, explains Ken, would appreciare your assistance with this
marter.

De. Wong. If you do recover the Verti-Bird plans from Navarmo, give them
to D Wong. He'll enter them into Shi-town’s computer database for safe
storage.

D, ""." This -,'umrhrrr nt bt Il.igh-l.l:m'r:“; doctor s & research chemist.
Currently he's experimenting with high-strength polymers. If you provide D

e 2 P . o R . _#._"1: \
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Jing wath a suit of gpecially hardened Power Armar, he can shunt enough fuel
o the ship to allow vou to ttavel 1o the Enclave and back.

The .EI'-IIFI'I"II" More than mercly human, the Erl:q:u:ru'r iF A FUPET COMpuicr This
txp]uu:u the |.1|:|.-|::rri|1:.: BCTUTACH of the I:-.'||||:I-r|:-|:l|:‘: El]‘l:dll.'fi.ﬂll'!-; it .lla-l.'l ttplljnl-

why the Emperor does all of his direct communication through Ken Lee (#11).

Ken Lee can give you access to the Emperor, or you can attempt to hack your
Wiy into the computers systems. Une of the computers in thue -:-::npc-und has
the iuu'uulhl you Il need on it Search all of them to find it. Il':l.-ml.'u.'t sold the
Verti-Bird plans 1o the Shi, you can make the computer print out a copy of the
plarns You could sell the copy of the Vern-Hird plans to another party. The
!':|:|||'u:rU| can also shiame a full supply of fuel onto the ship so that it can take
vou o the Enclave, Make sure that Yo wailt until ._rr-rrr Vo !.:l:'l all the wseful
information out of the Emperor before you reformar che -.l||I||'ll.|r|:.r—dl1||'|p[ B

wikl end the computers usciulness

The Shattle. A quasi-religious cult of fanatics is busy building a shuttle (sce
I'-:||.;_'|Irlt 11.8) o take them to the sram. This vehicle is the result I'J!._Tlf'.'ll'l- of
invensive effort—it licks only a few vital parts before its historic—hystenict—

JOUTTIEY [0 Space

Descowary i
e

Fiipuire T18




16. Harry Rocket This guy will ssk you for fuel for his per project, the spaceship.

17. Dave Hﬂlﬂ_". Dlave 18 infanzated wath Vikla Goldman (#1190, Daee will hElP}'IlI
ot if wou mlk o Vikda oo his behall and then rehiam fo anohods I.hh‘ o eedl hibm
her reacnon. In return for phghimg has mroth, Dave will el the ‘-'l'tir-' for L

18. AMS-7. This person has reached level seven in the chain of enlightenment. He's
the second in command of the | [|||!5-c:-|||iﬁnl! EI!'uI.IFI- and has a -.*111.||‘!|'|: I:I'Fjﬂbi for :I-‘"'IJ.

The first j-::-|'| i b kel & |||_|_||'|-:_ narmed Hln‘l:lq:f Hi-l-dﬁﬂ (#29) iz u hacker who bves
in & community of punks aboard the ship. If you complete this job, AHS-7 will
offer vou another job. The seoond wask 15 1o kill erther the I‘I.II:'I1'H.'I'|:'I'I' (#14) or
Ken Lee (#11), to stlence the E".||1:|H:1||l'.

19. Celebrity Spokespeople. Juan Cruz and Vikki Goldman are two famous enter-
tainers who have adopted the tenets of Hubology—they re greeting the faithful
in Figure 11.9. If Hubology works for them, it’ll work fior you, too—or so they
imsast, O harematic _[u afi amid Wikl will rell all !u'-'-lll'-"l:' ever wanted to know, and

more—much more=—akut III:II.hlII:!‘“}'.

Figure 11.9

Dave Handy (#17) has a crush on the beautiful Ms. Vikka Goldman, and is
cager to hear what (o iF) ahe thinks of him

2. AHS-9. This cxalted one is the highest rankang i‘IUl‘l:III-Iﬂ:IH in the communey.
He is the spiritual, ss well as temporal, head of the Hubology sect here. Many

03SI12UELJ UBS I
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here resprect his wisdom, while others scattered around the cil!'rl' winild like to
see him dead. In return, AHS5-9 has decided o I.-Lll:l-'['ll a similar l.F'P'.I‘l'.I.IEh o
|.‘|1i'|- T AHS-Y wwould like o o leibl the !':.|11E"\-rn1l (#14), or Ken Lee (#2110,
but you [l sull have ro ralk ro AHS-7 (#1E) 10 get the derails aboar l'htjl:lh.

The Hubologist Mainframe. This computer holds a copy of the Verti-Bird plans,
which you can download if you've previously sold the plans 1o the Hubologists.
The computer also stores an array of other dats, all of varying usefulness and

ENTCTeE

Crocket. This person will pertorm @ special Iu.nlrnirl_!.', PIOCCES 0N Up (o tWo 55T
of Prwer Armor—-for 1 price. | he hardening process g:u:!_r enhances the pro-
tective ualities of the armor. You may be able to get Crocket to do what you
want without paying—if you're “persuasive” r::l.lu_gh—l'.wt vou'll still peed o

prodede the Power Armor bor him o herden

The Dock. This gangway leads into the ship that you need to get into running
order if you ever want to reach the Enclave to save your people

Spleenless Chip. Poor Chip (sec Figure 11.10) is missing his spleen. He made
i rather unfortunate bet while gambling late one night. The lesson here is that
vou shouldn't drink and play cards—people can get hurt

Figare T1.10

Chip would really like you to recover his missmg spleen for him. He just docsn’
feel night without it. Unfornanately, Chip's spleen has really been getting

=




around since its removal from his body cavity, To hdp-ﬁnp.yu'.lhlp“‘ﬁ

detective and track the missing organ. C ¥

Th:phmwumumdummhmlmﬂhmtﬂ}hmlmﬁm:ﬂ pFs
the spleen to Dir. Wong (#12), Go to Dr. Wong, be nice to him, and then tell
him that he bought a Auman spleen. Dr. Wong didn’t know the spleen was from

a human. He'll remorsefully tell you that Chip can pick up his spleen. That's
great, but it still leaves Chip and his spleen separated. 1f you talk to Dr. Fung
(#6), he'll reinstall Chip's spleen for $1000, Chip can't afford the operation—if
you can, you'll camn Chip and the captain’s (#34) gratitude.

General Store. You can buy assorted supplies here at fairly reasonable prices.

The Nav-Com. The ship’s navigational computer {Nav-Com) is used to suto-

matically run and pilot the ship m pre-set locations with only a minimal crew
aboard. The computer needs some specialized parts to return it to operation

after its long period of inactivity, To gain entry o this room, climb down the
hole in the floor (#27) and make your way over to the Nav-Com door (#33).
You can't get to the Nav-Com directly from this deck.

21. Hole in the Floor. This hole leads tm the dangerous cargo hold, whene Suze's
(#32) trapped.

28. Gun Merchant This merchant sells, oddly enough, guns and other assorted
WELPONIY.

2. Badger. This punk is particularly adept at data manipulation—he’s a hacker. If
you save his girlfriend, Suze (see #32), be'll help you hack into one of the
mainframes in town. By doing this, he can shunt the fuel to the ship as well as
retricve & copy of the Verti-Hird plans, if you've previously sold them to the
group that runs the computer that he's hacking into.

30, Marc. This bar hound i a good source of information and rumor—all for the
reasonable price of a few drinks.

31. Stairs Up ta the Contral Room. These stairs lead up o the caprain of the ship
and the control room (#34 and 35, respectively).

3. Suze. Here's where the Badger's (#29) girlfriend, Suze, is hiding from the crit-
ters, There are quite a few Centaurs, Floaters, snd Wanamingos living down in
around in this part of the ship. Your best bet here, is to fight from either the

stairs of the ladder (#27) leading into the cargo hold. When the pressure s

5
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really on and mmmnmnd;dbrﬂhm:.mmhudhuhmudm
via the other entrance, out-flanking the beast. .

~H. Nav-Com Doer. You'll need the fob from Navarro to get past this and climb the
ladder up 1o the ship’s Nav-Com (#26) on the level above.

M. Captain A. Ron Meyers. The captain @ the nominal leader of the punks that
occupy the lower decks. The caprain gan be an excellent source of information;
he gives you useful information on how to sail the tanker. However, he
wont tell you anything unless you've already helped out either Chip (#24)
or Badger (#29).

35. The Ship’s Compater. This terminal allows you sccess to the information about
all of the ship's vital systems. It will tell you the current operational status of
the ship. To direct this ship to the Enclave, the ship netds 1o be fueled and the
MNav-Com (#26) needs 1o be operational.

Ban voyage! The final bartle approaches—are your weapons sharp, guns primed, and
loins girded? Well then, hoist anchor and get to warke

Tte Enclave

You're here to free your Tribe and exact some delicious revenge on the cretins thar have kid-
aupped them, This isa't the fime for extreme subtlety—you're here to chew gum and kick
some 233, and you're all vut of chewing gum.

Tte Path of the Chivsen One

Your mission here is to make your way down to the detention level. There, you'll find the
remaining members of your Tribe, You'll also find the ctizens from Vaulr 13. Both are being
held behind impenctrable forceficlds. The only way to set them free is to shut down the
Enclave's power supply.

To shut down the power supply, you'll need to make your way down to the very bottom
level of the Enclave and either destroy o num off the main computer. Once the computer is
shut down, the Enclave’s reactor will run uncontrolled, ready to melt down at a moment's
notice. Your Tribe and the captives from Vault 13 will be froe to make a ran for your ship. As




s :

ﬁ_’L' _ soon as you shut down the power, however, several water-tight doors auton

i place, preventing you from exiting the same way that you entered. B A

_ You'll have to find a new way our. A path that, unfortunately, leads direct] 1 gh th
guard barracks, Just before hh&ﬂhﬁﬂrﬂﬁmﬁpﬁﬂtmﬁtw
menace than you've ever faced. But then, you were kind of waiting for the other shoe o
drop, weren't you?

Tte Lay of the Land

The Enclave is the very heart of your enemy's territory. You'll be tempred to use your .
stakes are at their highest. The fate of vour tribe, and many others, depends upon your suc-
ces. Too much is riding upon your shoulders here to shoot from the hip—look first, under-
stand second, and destroy last.

1. Dock Entrance. You'll enter the Enclave from your ship here. If you want to get
inside without making a lot of noise and spilling a lot of blood all over the
place, go inside alone and in Power Armor. You'll look jusr like the guards, and
everyone in the Enclave will assume that you belong there.

2 Doorway to the Dock. Making your way through this door on your way back

. won't be nearly as easy as getring inside. The trick is to get out alive. .
: 3. Secret Service Agent Horrigan. It's always nice o save the best for fast. X

Although you won't meet Agent Horrigan (see Figure 11.11) on the way in,
you can bet that you'll meet him on the way out. There isn't a lot to say about A

this guy—he's big, he's mean, and he wants to stamp you out of existence.

: You'll have to fight your way past him to escape the Enclave.
] 4. Turret Control Terminal. This terminal is similar to others that you'll find 2
throughout the Enclave. The single difference is that you can usc the ‘""
Presidential pass key with this terminal to turn the turrets in this mom against . g
41‘7_&

Horrigan (#3).

5. Path to the Turret Control Terminal. 1f you are going to make a play for the mr- e
ret control terminal (#4), you'll have to sneak your way over to it by sncaking
behind the scant cover in this part of the room.
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7. Sgt Granite. This sergeant and his squad are part of the E.C. Company. They
i

don't have anv great lowve for the eak that H-'-r'r:.-.:url {#3) has became. ]11!:'-

also have a stronger than averape desire 1o save their own skins, and can be

cominced o fight Horrizan alomg with you

To the Entry Hall. This comidor leads to the way out, back to your ship

L7 -]

El.lﬂtd Hﬂ.ri‘l:’n.l..'l'l‘:u Al | force of |h: |"|'.._'|.1'.'(' 18 hooted 10 this ares [1.:!:
Firure 11.12). Roolaes wear Mk | Power Armor, but the more r:l,'l-rrlcrl‘:-.!
troopers hove been upgraded oo new Mk 11 Power Armor. No matter whar
kind of armor the troopern are wearnng, one things for certain—thiere are a

i h F
heck of a kot of praards !:-l

10. Guard Armory, All those guards need & place o store therr weaponry and stock:
pile munitions. You can take advaniage of the abundance here if vou're runming
hort on supplies vournself. If vou need explosives to take out the Enclave s com-

oater, voui Il find them i one of the lockemns here

11. Secarity Door. The stairs behind this door lead down to the Research and

Presidential Level (#8220, You can't access these stairs until the Enclave’s power

15 ahae down

12. Detention Lewel Staire. These atairs lead L B the entry hall. Unee the [eOPWET 1N

ahut off, this door will be sealed shant

=20
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Figure 11.12

13. Martin Frobisher. Martin o the spokesman for the former nesadenits of Vaulr 13,
He's the persan to talk to if L L i me carioas about how the Vaule Dwellers came

to be bocked tp here (see l".-gl.”;' 11.1 :|-_I.

Figure 1113

14. The Elder, The Elder 15 glad 1o see vou, 1f yoa re mot cortain what you aheoiild be

.g-ll1:|_' :’II'!I'_ L II".” 'II LAt 1&"!:‘1 '\-'|'|II|-1 11r ltllr to bree vouer [.:LI"E Ll 1!“: I'll."".li:ll.ll:

aaejaug ayj |



from Vault 13 until you shut off the Enclive’s main power supply—und that
entails making vour way to the Reactor Level (827, 28, and 29).

15. Sacurity Door This door leads down to the Barmer Level (#18)

16. Siairs UP, These staus lead el L the Detention Level '!_’15}.

17. Security Barrier Maze. This set of trapped rooms is intended to buy time for
the Enclave security troops. In the tifne it takes for escapees from the
Dietention Level to make their way through the barrier, troopers on lower levels

; ; . : -
should have been able to mount an etfective delense.

To the Great Salt and Beyond

You can make vour way through the maze in several ways, but the |.|'..I.I-.'b':i."l-t and

-
—_— least painful way to negotiate the barmer B to use the computer terminal in
': each moom in the ollowing order (ilhistraved in Fij,:hll: 11.14).
£
=2
o The oanh
mhrough Efe
Harrigr Lovel
Figure 11.14
1. Enter and use terminal 1 room #2
£ Mlake your way to room &3 and use fermingl
3, Make vour way o room #1 and use rerminal
4. Make your way to room #4 and we rerminal
5. "|1||- SOULT SEY TO POEET #5 J1'|II HEE - '.I'IrIIII'uJ.I
6 MNlake vour way to room #31 and uee terminal
232 :
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Make your way to room #7 and use terminal.
hhhmmymmlﬂm:llmmui:ﬂ
Make your way to room #9 and use terminal.
Make your way to the exit,

B e om o~

Another technique is to make your way to room #9 (in Figure 11.14) and then
use the wol to cut the cable that sticks out of the north wall. Curting the cable
shuts off the electrical current 1o the Aoor in this area.

Guard Room. This room is filled with unhappy guards. Why are they so .
unhappy? Because you just disturbed their coffee break. Now, they're going w M~
Guard Room and Survival Gear Room. There are more guards here, but this
room has an additional priee—a GECK! Make your way to the Survival -
Gear mom and look around for your very own Garden of Eden Creation Kit— E
you can't leave this level unless you have at least one of these in your inventory. .

Stairs Down. These tairs lead down to the Research and Presidential
Level (#22).

Lt. Col. Charles Curling. He's the head of the United States Chemical Corps,
This is the zealot in charge of the Project—the planned cxrermination of all
mutants with 3 worldwide release of the F.E.V, toxin. If you're a Charisma Boy
PC, you may be able 1o convince the good doctor to be more reasonable. After
all, kalling millions of mutants isn't mere meager maliciousness.

Stairs Leading Up. These stairs lead up o the guard barracks (#11). You can't ey,
access these stairs until the Enclave’s power is shut down. '.il
Stairs Leading Down. These stuirs lead down to the Reactor Level (#26). ".‘_
Vice President Bird. The VP isn't quite the man he used to be. Being used for : ﬁ

F.E.V. toxin antidote testing hasn't killed VP> Bird, but it has killed an enor-
mous number of brain cells. Some unkind Enclave citizens say thar Daniel Bind =~ =
didnt have that many cxtra brain cells to spare, even before valunteering for
antidote testing.

Prasident Richardson. Here's the president of the Unired Stares (see Figure
11.15). This is the man with all of the explanations—well, most of the explana-
tions. You can talk to him, but what you really need to get from him is the
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Presidential pass key that you can use to turn off some of the Enclave’s defen-
sive systems. He's got a lot to say—you just better not give him oo much time

o may AR

26. Stairs Leading Up. These stairs lead up 1o the Research and Presidential

Level (#21)

7. Tom Murray, Head of the AEC. Hce's the head of the Atomic Encrgy Commis-
e, 1F ¥ 1 P FI-.L.--.-jJu'. ol i -I_||_:'|'|_ Wi Can SOonmnance .\TI ."ll‘l.l‘l‘l'l'l.‘ i ] -.‘hur t‘IL'-“'I'I
the Encluve's mainframe compuies (#29). Shutting down the CofTpter will
cause the GInmic porwer |'|!,|:-|r {#2%) 1o melt down wathin a short i'l'l.'l':llll.i of

piffe—caliRng thie destructoen af eve TV |II'|t'\-l:'|iI||. thic t':lh.ll'rl.‘.

8. Atomic Power Plant. The power plant, shown in Figure 11.16, is run by the
Enclave’s mainfrurme computer. Shutting down the computer, or blowing it up
AT 1 |,--.,F--|.-\.-.|-.-.--.I will cause the destruction of the Enclave a shart time later.
You can’t directly access the Enclave’s power plant—its -.1lrr|'|1||.'1|:I'|- automated
However, that isolation is the plant’s greatest weakness. The only way to affect

the aromig |h'u'l'r |:'-|J.||r IS TOy CRESRTONY ||1r: i‘ Ih'lJ.'."c"l mnnilrame ..nﬂrpi.lrr:r '.'.:"‘J'

1. Enclave Mainframe Computer. This computer controls the atomic power plant
(sce #28). To destroy the Enclave; you must either shut down or destroy this

computer. qand then man for vour Life

233 v
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Fou eowd even

g8y it plows

Figure 11,78

You've destroyed the Enclave and saved not only your people, but the people of Vault 13
a8 well, With the help of the Ganden of Eden Creation Kit that you retricved, the two
groups form a close-knit and quickly growing community. The new village, now almost a
caty, e born from the sshes of Armoyo's destruction, This ]"hl'-rru 1 s CVETY 1.i,|f;r| ol L
ing into @ cosmopalitan center of leaming and mlerince—a new light of hope in the Wastes,

Your actions, and those of your people, show the indomitability of the human spirit as well

g
3
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™3
3

as tremendous cosragge and fortitude in the face of seemingly limitless opposition. In only a
shaart tiene, the le |.:|'|'|.{-- olf s « OLITAZE KISV yomar 1It-.=1||‘r ETW BE 3 FETune nilj.ﬂ i, of
Fhrr|1.1|r- even cclipsing, that of the Vault Dweller—for yAul dre the Chosen One

Not only have you saved your people, you were able to sec how the various communities
that you touched in your sopoum fared after you left them. You've left a nich legney and a
hopetul seed of promise to your people. But hey, that doesn’t mean that the killing has w
vtop. You have the option of continuing on, to keep plaving the game. You should be well
cquipped by now to take anyrhing thar the VWastes can dish out, and then serve out hearry
scconds younelf

Although we didn't specthically bend our efforts toward making the game plavable for-
ever, you do have an excellent chance to explore arcas of the world that you might have
rushed through, or missed entirely, earlier in the game. Some of the people in the world may
huve unusual reactions, but then vou can't expsect ey CTVORC i lenonw thar _"IHL-I": the arie who's
kept them alive. Wiord of this sort of thing can travel quite shwly to some of the more

remote parts of the world. No matter—your new Tribe knows what you've done for them,
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. bered key that describes the important locations within each area. You've probubly already -
been reforring to these as you made your way through the different arcas. _
hmmhmhmﬂmm:mmmmﬂ _
what, things happened 1o bring Falleus 2 from the idea stage to being a playable and enjoy-
able game. As part of that process of metamarphosis, I've deseribed who on the Faliour 2
team did what, 2s well as how they did it—though sometimes the why is still a bit clusive.

. Trdﬂiﬁmhmhﬂtm

ﬁugu; i'.-.. g
ﬂmﬁﬁ:mmq}hmm“ yet anmyway, -
hhppﬂduh.pw‘ﬂﬁdphuudmdﬁ:mhhmlhqwhlm







A Worldof =
Fallout -

Meost of our village’s hunters wend their way through
the trackless Wastes by following the wind, sun, and
stars. Others swear that they can find their way by
watching the movements of animals and insects. But
there are a few— all too few—who increase our Tribe’s
understanding of the world for future generations.
The maps that our hunters and traders have created
are just as much a part of our Tribe’s wealth as the
hides of the prized Golden Geckos upon which the
maps are painstakingly drawn.

—Ercorhs from the Boak of the Etaiona" E7 Eud Senson
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ha game maps that fill this appendix ore

designed 1o make your progross through Fallout 2
mora enjoyable. The less time you spend hunting
for a parson or @ ploce within exch arom, the mon
tima you have 1o anjoy playing the game. You con use
the game maps in ot last two ways
I you just want to know where something is, you can turn to the maps
that cover the specific sres you'ne curious about. All of tha maps for each

athanturg arga are shown next to ona another.

-
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You'll get even more information from
the maps i you also use the written ares
descriptions to make your way through the
game. Llse the maps to find where all of the
cvents listed in cach arca’s description mke
place. The maps ane armanged in the same
oeder that the areas they depict are
diescribed in the boole. Linng both the text
and maps together will give you the most
complete information about any area in

the ERIE.

The numbered list
after cach map gives a brief
dlm.':l'ip!illn of each poant
Fuly] the IrLapE .r|1|:1|f MiLm~

bers correspond to the
more detailed descrip-

1
o

This book s the oaly placs wheane
thass anters maps have evar bagn
seen. Even whan wa waie Bukd-
g the maps for Falowt &, wa
wied e sama v Thal you ule
as & player. On soma of the targer
gama maps, tha total area shawn
in lonr screans tall and just a8
witde. Being able 1o see the sntire
mAg in one complets Eoture
imirigurad weoryana an 1 deval
opmant team

5
2
:

hons in the chapter text.
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Thie magps in this chapter detail the first areas of the game that you'll enter. Move with
caution—you're still quite vulnerable at this stage of the game.
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ce to the Temple of Trials

The Start. This is the entran
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Figure A2 Entry hall of the Temple

2.  Entry Hall
3. Exit Dear,
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Figure A3 The Pt

4. Room of Traps
-1 The Pit

Frgerre A 4 Exif

6. Arena Door
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Figirre A5 The village of Ammaya

Hakunin and His Garden. The tribal shaman.

The Village Eider’s Teat. The village Elder.

Cousin Nagor.

The Well. The main source of water for your village.
Standing Fist. A powerful warrior.

Aunt Morliss.
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Figure A& The Wilderness

13.  Negors Dog.
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Mynoc the Guardian.
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Frgure A 8 Dovniown Klamath
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Message Board. An informal help-wanted boand.

The Golden Gecko. A tavern

Sajag the Barman. The tavern keeper

John Sallivan. A brawler

The Dunton Brothers. Bullics and thugs
suzpicious Brahmin

Yollow Dog.

Tort. The village idiot

Buckner House. An inn and tvern

Whisky Bob. A regular customer and supplier
Maida Buckner. Hor-tempered daughrer,

Ardin Buckner. Ohwner of Buckner Flouse




13. Sulik. A I,'-flﬂ'liTi'l.'l" iribal, ke vou.

14. Big Nose Sally's Bathhouse. Plenty of baths, no water.

15. ml.ﬂl[m‘!ﬂlf..flﬂnr Scruby-a-dub-dikb,
18. ¥ic's House. An unoc u'|1||:-.|: shack.

Appendix A: A World of Fallout

Figore A% Trapper Town

Slim Picket. A Irapper from way back
The Hala. The Wy darem
The Garags. The wav up

The Car. Looks like transportation

L sl . e - "o = gl
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Figure A. 11 Bralwmin grazing area

22. The Claws.
23. The Duntons’ Shack. Currently
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24, Radscorplons. 5o of them are here
25. Torr's Brahmin.

. |L" L
Figure A.12- The Canyon

26. Crippled Mr. Hendy.

27 Crash Site. Some sort of r|l,||.-r: machine has crashed here

Figure A.13: Rat Caves, Level One

28. Rat Caves, Lovel Dne.

29. Rat Cawvesz, Entrance to Lavel Threo




Figure A 14; Rat Caves, Level Three

9. Rt Caves, Entrance 1o Level Two., =~
-
0, Lair of the Ret God =+
3 ir of the Ret Go "'I_:|.
31. Ladder 1o Level T, ;-i
L= 5]
3
=]
=
a
Figure A. 15 Rat Caves, Level Two
31. (Ladder to Level One.
32 1ll-ikﬂd DUﬂT |.'--"'-'- this iy T EX0T the kevel
257
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Figure A 16 Toxic Cave, Level e

33. Toxic Caves Entrance
34. Rubber Boots. Goodies in the locke:
35. Ladder 1o Toxic Caves, Lavel Twa,

Fu_'f!rh!'.ﬂ 17 Taxic f..'rl.fl?.*i_ Lowpl Tl.!.'a'f

Ladder to Toxic Caves, Level One
Smiley the Trapped Trapper. Free me!

Elevator Repaic Fix me!



Figure A.18: Pre-War supply cache

37.  Elevator Repair. Loot me!
38. Sentry Robot
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Appendix A: A World of Fallout

Becky's Place. Has a anill in a small cellar

Stacey. A customer

Flick. A fence.

Tubby's Store. A pharmacist

Smitty. The car owner

Lara's Gang.

Brotherhood of Stesl Duipost. These puvs don't have much to say,

The Great Ananins. This puy talks toeo much



10.

12
13.

Metrger Head of the Slavers Guild.
Vic the Trader. Meteger's prisoner
Tyler's Gang.

Jooy the Thug. A lowlife.

Anna's Ghost A wraith.

Mom's. A grear place to eat.
Leanne. One of Mom's regulars,
Karl. Another customer at Mom's,
Frankie. A pimp.
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Chliapter 7 rtnea Mase

By this stage of the game, you're not quite as fragile, but vou're still better off using your
mouth before you use yvour fists. You'll travel through communities of very different sons of
folk, so diplomacy and tolerance should be a ready part of your amenal.

Figure A.21; Inside Modoc's well

1. Wishing Well Entrance.
2. Dream Stealing.
3. Jonny's BB Gun.

=56




Figure 4 22 Modoc s main stred!

4. Jo. This guy's the mayor, sheriff, and general store owner.

5. The Wall. Move the boards and artach a rope—you can climb down to the bot-
tom of the well (see #1).

6. Balthes. This is the town tanner and leathercrafter.

7 Grisham. Grisham runs the staughrerhouse.

B. Miria.

9. Davin.

10. Bess the Brahmin.
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Jonny. Balthas' missing boy,




Figure A2 Grisham's pasture

12. Grisham's Brahmin. These are the brahmin that Grisham needs you to protect.
13. Pack o' Wild Dogs. They come from this area.

g | -
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Figure A% The phost farm

14.  Impaled Folk.
" 15.  Slag Cave Entrance. The carpet in this shack dumps the PC into the cave of

the mysterious Slags beneath.

16. Slag Cave Exit. Thix is the back door out of the Slag caves. You can exit this

way only if vou've entered the other way (sec #15) ar least once.




Figure A 26 Farrel s garden

e
ik

18. Farrel.

19. The Outhouse. To ger down inside the outhouse, just plug your nose and open
the doors

20. Rosé's Bad and Breakiasl

sdeyy easy 7 19)dey) |
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21. Comalius. Rosc's husband. lE ._'l.,"'=_

‘5 22.  The Chicken Coop.
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Figure A28 Below the outhouse
23. The Outhouse Ladder. This ladder leads to the top of the cuthouse (#19).
24. Rockiall. You need to blow up these rocks befiore you can get to the rest of
'.||r e
25. The Mole Rat and the Walch,




e i

-

Frgriire A2 Cavern ol the Slags

26. Entrance to the Cave of the Slags. This entrance is a bit of o surprise as vou

drop, possibly painfully, from the carpet in the ghost farm above (#15)
The Way Dul. This is the back door out of the Cave of the Slags (see #16)
Yegeir. The leader of the Slags

Tunnel to the Underground Lake. You'll find missing Johnny (#11) this way

@ 8 N
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h_ll'rlrr' A 30 Vairle |'I'.r; Conryard

1.  The Front Gate. This is the front entrance to Vault City's courtyard
2 Prison.
3. Edthe Brahmin Dealer.
4. Happy Harry's Gun Shop.
5. Courtyard Clinic.
6. Puking Charlie.
7. The Smiths.
8. The Spitoon. A tavern for lowlife
8. Gresling Cenier.
10. Amonda’s.




Frgure A31; Vault City downtown

)
12

13.
14.

15

Hll "..l-ll' ﬁ'ﬂ-’-l. The main entrance to v ault L‘iT]'

Customs Dffice. Drrworlders like voureell can get o day pass into Vault
Lity here

The Tap House. Lovely Lydia runs thiz tawdry tavern.

Pharmacy and General Store. One of these small buildings is the pharmacy,
and the other is a general store

Maintenance Shod.

Amenities Dffice. Kandal, the amenities officer, has some wonderful items for
sale—as long as you're s Vault City citizen

“nlll:l “ﬂl:ll'l- Thomas Moore |1rru.r'|'|rl| the wisdom of mwolerance from this

INACrseCTof.
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18. Vauh Entrance. The entrance o the vault is guarded, and only citinens arc

allowwed o enter

18, Cormection Center. This is the facility that houses |:'..1'.|.|5|!|r:|.' Vault City citieens

wntil 'I|1-r'| ||.'|'hc||| thic efTor -'I.'|-rll WY

20. Servant Allocation Center. This is where Barkus allocares servants to the hagh

est badder

21.  (Information Center.

Figure A3 Vaull Level Dne

22. D Troy.

23. Moedical Computer Terminals. These terminals provide access to Vault City's

micdical .||!||'| e

5656




Figure A.33; Vault Level Two

24, Storage Rooms.

25. Living Quarers.

Figure A 3L Vaolt Level Thiee

26. Library Computer. Thi

27 Martin, The computer

ermunal hinlds a lot of peneral knowledge

LITNE

nadunt

ZH. cﬂﬂ"’l’ Em'ﬂ_l}-l."ﬂf Vil Uity mEdster COMmpriber

sdeyy easy / 18)deys |
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The Parlor Roem. This is an upscale Vault City yuppie bar.
Councilman McClure.
Gragary.

Lynette. The spokesperson and leading council member of Vault City.
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f-.'.|||.||'|' ALJE: Settloment of Gecko

1. Woeozx Wooz is the barman of this tavern, called the Harp.
2. [Power Plant Entrance.
3. Harald
4. De Lonny.
<
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Figire A.37; recko jankyarg

Skeater's Shep. Skeerer can fix or build almost anything,

The Tunnel Entrance. There's 1 hole in the foor of this room that leads to the
rinifels beneath (eee #9),

BA. Flﬂf E-I'Hﬂ-p. {seneral !;;-1-:'u|t mere bt
7. Lumpy's Shack.
Gordoen of Gecko.

4
)



Figure A 38 Gecko tiimnnels

8. Ladder to the Junkyard. This ladd

fer beads to the tunnel entrance in the junk

yard above (et -'rl'l:l

10. Bottom of the Reactor PIL Thi pit leads to the operating reactor room above

isec #2101 Tou can got back up only i you've already lowered the crane in the

reactor rosHml
1. Zomak.
12.  The Brain.

sdeyy easy ¢ 1aydeyy |
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Figure A3 Gecko atomic povwr plamt

13.
14,

15.

16

17

1B.

18.
20,

21.
2.

23.

FZ

Front Entrance Desk.
The Reactor Supply Roam. Jeremy is the ghoul in charge of the supply room.

Koy Rooms. These two rooms are well worth scarching for the special key cards

ICET EEVETT ROy ||!:' "'.-.'I|'|'I|'

Yellow Security Doors. The guards stationed at these doors make certain that

vl have the yellow Key card

HMSEE””I"I Doaors | ke red doomn FECjuire thie red key ¢ Ll'l_! n!-..ﬁ[l!'rl.-llhr E'.I:i:llj‘

tationed here make sure that you have the required key
Famlog | his crochety and decaving ald !:l'.--l.ﬂ 18 thie I--"|'1'|I.JI'| ol thee power
plant

Hank. This glowing ghoul i & umple workman

The Robol Terminal, This terminal controls & repair robot that you can use to

ither shut down or repair the reactor
The Reactor Pit This arca 1= extremely hot snd radioactive

Reactor Coolant Pump Control, This is the machine that needs to be shut down
if vois're trviiie 1o deitroy the power plant. This 1 also the machine that you
can nee the new Hydmseleorric Magnen --|l|':|'||' Regulator on if you're rn'ing LLE]

repanr the reactor

Crane. You can use this crane to lower a cable to the munnel level (see #10).



Frgure A 40 Broken Hills

Marcus. The leader of Broken Hills

Bill the Dutfitter and Chad the Caravan Master.

The Refinery.

Jacob and Afleen. A human couple that holds a strong hatred for all mutants.

The Jeil. Manson and Frank are incarcerated here

sdeyy easy 7 sa1deyy l

Doc Hollidey. A friendly and discreet physician
Liz’s General Store. Liz has 3 well stocked cellar, shown in Figure AL 41.

The Wall.

L I A
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Figure A 42 Braken Hills mine enfrance

8.  Mine Entrance.
10.  Mine Foreman
10A. Tha Prolessor

11.  HWidden Tonnel Entrances. All three of these locations mark an entrance to the
secret tunnels (sec &12),

= 7




Figure A 43 Hidden tunnels of the antimutant faction

12. Hidden Tunnol Entrance, These are the 1|.I|-;]|:r;.:1'|l'.|.rn.l locations that the hidden

e —
i ;
tunncl entrances lead to (see #11). [
-y - &
13. s“‘FF“ Room. This room serves as a storage area for the antirmutent faction .=
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Figure A 44: Broken Hills mine

14. Mine Entrance. This is the main entrance to the mines that are Broken Hills'

I.I'-l:'IIIII H'lll

15. The Man from the Past
16. Air Purifier

bapter 8§ rinea Mape

You don't need to g thi u_|:,_'|-| either of the wo arcas described in this '-.I"-J-l"lf'-‘r to "-':'":'F'II':"
the game. New Reno is the largest single populated area in the YWastes, and seeing the big

ity is both perilous and rewanding

=76 -



e
2
.
y g
Frgure A45 Welcome fo New Reno o
b
1. Entrance to Mew Reno. E
2.  Drug Addicts. =
=i}
2. PRezidences. ‘E
4. Cal's Paw Whorehouse.
5. The Desperado Casino.
6. Linle Jesus Mordino
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Figure A 47 The basement of the Desperado




Figure A48 Downtown New Reno

10.
n.
12.
13.
14,
15.

The Golden Globes Porn Studio.
Salvatore’s Bar.

Thi Jungle Gym.

Stewart Little.

The Shark Club.

The Gambler,

The Back-Stage.

"
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Figure A 4% Basement of the Shark Club

16. The Baxing Ring.
17 Mike the Masticator.

18. Stairs Down

19. Thugs Galore
20, Stairs Up.




Figare A.51; Mr, Bishop s home

21. M Eili'lnp. The head of the Bhop family
Z2. Bishop's Family,
Z3. Bishop's Room.

gL
"y =l
Figure A 52 Salvalore’s, second Noor

4. Masoan.

25, Mi Salvatere. The head of the Salvatore famils

._".'
-

287
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.l'-rrlu.lru A 53 New Reno commercinl district

26. The Gan Store.
27.  Tha Drunk Cupld Chapel.

Z2B8. Rensco's Pharmacy.

C=
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29.  Tha Idiot in the Basement.

Figure A 5% The easf side

30. The East Side.
31. Street Urchins.

283
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32. Chris Wright
33, Mr. Wrighl. Head of the II|"I-'r|'.:'||'! family.
34, Ksith Wright
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Figure A.57: Golgotha

36, Golgotha,

Z B3



Figure A58 Lioyd's cash cache

37  Tha Cash Cache.
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Figure A58 The stables

38. The Stables.

39. Marjorie Reed.
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Figure A.60 The lab

Appendix A: A Werld of Fallout

40, Guardroom.

41. Myren Myron is o scientist who can join yous party

ﬂ

&

Figeure A.61; T-Rays chop shop

i P w

43. T-Ray's Chop Shop.
44, A Wondertul Chrysalis Motors Highwajyman,

=806




Figure A.63 Harardous caverns

2. [Cave Entrance.

3. Radscorpion Pits. Dangerous pits drop the unwary to bugs below,

sdepy easy g 18)deyy |




4. The Ladder.
5. Tothe Raiders’ Barracks.

Appendix A: A World of Fallout

Figure A B The Radscorpion pit

6. The Ladder Out
i Big Bad Boss Radscorpion. He wants to invite you in for dinner.

lil"m- .



Figure A 65 The Raiders’ barracks

Entrance to the Raiders’ Barracks.

Raiders. They're milling about in here
10.  Ladder Dut
11.  Raider Leaders. They live here, in the scenic part of the cave.
12.  The Sale.

Cliapter G rnea

Both guns and gold seem to be eternal anractions tor mankind. The next two areas encom-
frans baoth. You can stock U o the very latest in rlnr-"-"lu'J.r miltary techmnok iV ar the Jberra

sdeyy eaty g Ja)deyy I

Army Depot and use it 1o clean the eritters out of your very own gold mine in the boomtown

of Reddina
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ol LR I SRR

Deaders at the Gate,
Guard Turrets.

The Howitzer.
Storage Shack.

Tha Manhale.

The Main Door.




7. Main Power Switch,

Figure A.68 Sierrm Army Depot, Level One

B. Main Entrance Torminal.

9. Front Desk.

=27
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13.
14.
15.

17

18.
18.
20.
21.

=52

Medical Lockers.

Main Blevator. Use Dixson’s Eyve to open this elevator (#10]).
Security Terminal,

Service Elevator.

Punching Bags.

Gear Lockers.

A 69 Sierra Ay ﬂr‘].l:u' Levael Twn

Storage Area.

Security Terminal.
Smiatty Worksistion.
Repair Station Terminal.
Ropair Robot Storage.

Traps.
Christmas Presenl.



23.

Figure 4. 70: Sierra Army Depot, Level Threg

25,

26.
27
28,

Elevator. Llee Dinson’s Eye

Break Room,

Skynet.
General Clifton’s Eye.
The Elevators. L'se Clifton’s Eye to access either elevator

Robobrain Terminal. This terminal oversees the bramn nstallanon pr wedure for
the brainless Robobrain

sdeyy paiy g 18)dey I

Brainless Robobrain.
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30.

Test Subject Holding Cells.

Vault-Tek Organ Extractor Control Terminal.

Automated Biologicel Storage Ares.
Vauli-Tek Avtomated Organ Extraction Chamber.
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Figure A 72 Downiown Redding

m Sh.ﬂ'll m, T‘hn s whl,-n Shmﬂ- ﬁ-T;‘r:nn wirrks, Fe can use hl.'|.|'l with

a number of problems n town,

The Well. This well docsn’t work ANYTNOIT, Carcful examimation wall show that
it leacls -:||1'|.'rn o SGme TR nr|1. |."|-¢l|.-u.|!|'| I!!'.:r FoAF I:H:'I.' #2- lﬁ].

The Widow Roonay.
“Painless™ Doc Johnson,

Blasphemous Bette and Caminetio. These two minem come o the Malamure
Saloon (#7) just to argue

To the Cellar. The trapdoor in this room leads down to o storage cellar beneath
the Malamute Saloon (#12)

Low, Owner of the Malamute Saloon.
Fannia Mag.

Mayor Ascortl, Owner of Ascorti’s Ace. The owner of Redding’s casino i alw

the mavor of the town.

sdeyy eauy g saadey) i




10.  Ladder to the Cellar. This ladder leads down to the storage cellar beneath
Ascort’s Ace (#13),

- 11.  The Cashier's Dffice.
o F
-] ]
o E
T,
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Figure A.73: Tonnels beneath downiown Redding
The Malamute Saloon’s Storage Cellar
Ascorti's Ace Storage Cellar. A couple of rats bar the way to the tunnels—f
they're too fierce for you, you can make your way back to the saloon (#10)
Tunnel to the North End of Town. This runnel connects to some similar tunnels
that lie beneath the mining camp end of rown (#24).
Cave of Bones.
!




16.
17

18,
18,

8N E

Mole Rat Mambo or Deathclaw Deathmatch.
Caravan Master's Office.
Kokoweel Mine. Marge LeBarge runs the Kokoweef Mine.

Momingstar Mine. Dangerous Dan McGrew is the owner and manager of the
Mormingstar Mine.

Another Well. This dry well leads down to the tunnels beneath this part of
town (#826).

The Graveyand.
The Last Gasp Saloon.
The Caravan Master's Tents.

.
T
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Appendix A

Frgure A. 75 Redding mine camy fannels

Tunnel Entrance. This munnel connects to a similar network of tunnels beneath

diowntown Hedding (sce #14).

Den of Bonas.

Tunnel to the Wanamingo Mine. This tunnel heads west of town to connect
with the Great Wanamingo Minc (#34)

Well Ladder. This ladder leads up to the dry well in the mine camps (#20).

Grave Entrance. This ladder leads up to a very grave opening near the Redding

mine camps (sce #21)




29.  Great Wanamingo Mine Elevator.

30. Wanamingo Mine Power Generator. You'll need to repair this 1o get the mine
elevator (#29) working.

31.  AFork in the Road. As you reach this point from the corridor to the east, you
have a chowce—either continue north from here to repair the generator (#30),

sdeyy easy g sapdeys |

or go back a bit and then go north to reach the elevator in the second building
o the north (829),
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Ladders to the Level Below. These ladders all lead to the level of the Grear
Wanamingo Mine, _il.l'i[ below (#35)

The Mine Elevator. If vou've managed to get the mine clevator running (sce
#29) agrain, this is where it'll let you off.

Tunnel 1o Hldﬂilg This tunnel leads east to the arca beneath the town of
Redding (#26).



Figure A.78: Great Wanamingo Mine, Level Two

35. Ladders to the Level Above. These ladders all lead o the level of the Great
Wanamingo Mine, just above (#32).

36. Continuous-Feed Ore Extractor Machine. This is the mining machine thar

I'.ll]d"l 1|‘Ic L]"’F' Vo ficed to TECOVET

37 Bachelors Duamens.
38, Lair of the Quoen.

Cliappten 10 rénea Mape

CI!}' states and Iung-hurlni e [foves—1 hr_l.'-n all here for Vol to ﬂ.;’ll:rrr Mot all is
what it scems, and the end of vour quest is not as close as you may think. Trust no one and
keep your laser handy:
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A 73 The NCR baraar

Ratch the Junk Dealer

Vortis the Slaver.

The Slave Overseer.

Car Park.

Merk. Mr. Underground here in the NCR.

The Rawhide Saloon.

Lenny the Super-Mutant.

The Main Gate. Where you necd to go to ger m.
The Guardhpuse.

CCER's. Rules and rege—make sure you read them.

The Rope.




sdeyy easy gf 181dey I

Figure A8 Downtown NCR

13.
14.
15,

The Craps Table.
Duppo's Genoral Store.

The Gate to Waestin's Farm. You'll need an excuse from Dhappo o ger through
this gate

FO0F



16, Doc Hanry.

E 17, Doc Jubilee. Healing available here.
] 18. NCR Police Station. Holster thar piece
‘E 19,  Sheriff Dumonal. The man.
E 20. Oswald the Raider.

E 21. The Power Plant. |
g 22, Tha Enlightened One.

‘.": 23. NCR Ranger, Secret Base. Sshhh, it's a sccret :
?:E 24. Dusty’s Cantina. Even better than a tree house

E 25. Brotherhood of Steel.

=)

<

Figure A 82 The Westin ranch

Former Westin's Ranch. :
Westin.
Sali-Beol Bab.




Figure A&3 The grazing map

29. The Grazing Map.

3“. n'l“'l{.'llm. I don't art .:u'k r|'u_ S O '\-||,:.|'|r

Figrore AB4: The NCR cowncil hall

3.
32
33.

35,
36.

Gunthar

President Tandi. She's old, bur she's feisty
Foargus.

Carlson’s House.

Carlson’s Son.

Carison.

sdeyy easy g| 493deyy I
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Figure A.85 The squatters’ camp

The Squatters’ Camp. A small community of poor squatters.
Rebecca. This woman has lost her daughter.
Mayor Zeke. The mayor,

Dallia. A kind-hearted guard.




Figure A.BG6: The emtrance fo the Vaull Cave

&. Phil the Goard.

6. Chrissy.
A Entrance 1o the Vault Cave. You'll need a red kl:_!.' card to OPEi thus door to the
Raider camp located in the Vaulr.

Figure A.87: The Vault Cave

B. Inside the Vault Cave.
9. Forcefield Computer. Llse this terminal to turn forcefields within the Vault on
air L'-r':I'



10. Dac Jones. The good doctor i in the medical bay,
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Figure A.83 Vault 15, Level Three

12. Computer Parts. Onc of the lockers in this room has the computer parts that
Fendi needs for the NCR

13. Contrel Cemter. The computer in this room can be used to turn the arca’s lorce-

fuchds off and on

14.  Library Compater, This library terminal will reveal the location of Vault 13,
15. Darion’s Computer.

16. Darion’s Room. The gang keader’s HQ and living quarters
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Woll Pack. They like to hang around this deserted camp, looking for scraps.

Mine Cart. To gee into the Military Base, you'll need to attach a nearby pole to
this abandoned mine cart, then attach some dynamite (#3) 1o the pole, start the
timer on the dynamite, and push the cart toward the blocked entrance (#4).

Supply Shed. Look in here for some dynamite.
Blocked Entrance. Use the mine cart (#2) to clear the way.
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Generstor. Use your Repair Skill on this generator to get the elevartor (#6)
warking

The Upper Elevator. You'll need to use this to make your way to lower levels of
the complex (#7),



7 Second Floor. This is where the upper clevator (#6) connects to the second

floar of the complex

8. Soit ol Power Armor. In one of the lockers,

Figure A.33: Military Base, Level Three

9. Third Hoor, This is where the elevator connects to the third Aoor of the com-
plex. To go deeper, make your way to the lower elevator (#10)

FT7T



10. Lower Elevator. This clevator leads from this level down one more level to the
bottom of the complex.

Figure A 84 Military Base, Level Four
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11. Batiom Floor. This is where the elevator lets vou out

12. Melchior the Magniicentl A sorcerer, of 4 sort.

Figure A.85: Vault 13, enfrance cave

1. Entrance io Veult 13,

T2




Figire A 96: Vawir 13, Level One

Z. Gruthar
3. Deathclaws. Gruthar has a « ouple of fnends here 1o protect the entrance o the
rest of the Vaule
4. Joseph the Herbalist. Joscph isn't 2 prisoner here—this is his home
FTE
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Figure A.97: Vault 13, Level Two

Appendix A: A World of Fallout

5 Mﬂﬂ! the Tribal. A |-|'-|'1|. mamed Mait, is held Prisnmcy hire

6. Dave the Manic Depressive. This is another prisoner, but this one is locked up

forr his own pood. It wouldn's be a pood idea o free ham, despite what he say

| The Shring. This is a small shrine devoted to the memory of the Vault Drweller

"

Figure A.SE Vaulr 13, Leve! Three

8. Goris the Librafdan, Goris would love a chance to get out and around more

Wtem—yirid can ik him o joan your party o you have room for him

9. Stucﬂ_ Bandits atiacked the caravan that this wsing woman wis

travelling wath

T
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' 10. Sworage Locker. The Garden of Eden Creation Kit is stored within one of the '€_
lockers here. T
1. The Hatehery. This recently cxcavated area is home to the Deathelaw pack’s ege "i'
hatchery. ;
12.  Jimmy.

13. The Main Computer.

Chiapten 11 rnea Mape

The arcas covered in these maps are some of the most dangerous, and roughest, that you'll

encounter in the game. The increased challenge is only appropriate considering the stakes

vou're playing for. Your village, and maybe a whale lot more folks are depending upon you

now. To sutceed in these areas you betrer think before you act or you'll be mown down and

thrown out with the garbage. No matter how tough you think you are, you'll find some foes
! that can rise to your challenge. Talk first, shoot later, if azall.
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A World of Fallout
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Chris. This old fellow seems personable enough, but his misson s to
distract you.

Secret Trap Door. This is a secret way info the Navarro base. It leads to a main-

tenance nnel on a lower level of the base (#20)
Air Vent. This is another secret entrance to the Navarmo base.

Walk This Way.



Figure A 100 Navarro Base, above ground

@ N e m

10.
1.
12

Main Gate Guards.
Drill Sergeant Doman. This guy works for a living,
Technicians.

Cookie the Cool. The blind cook for the Navarmo base is o treasure trove of
MU

Your Guard Post. Once Sergeant Doman places you here to stand guard, you
better do so—for all six hours.

Ouincy, Head of Mainienance.
Raul the Verti-Bird Mechanic.

K-3 Parts. The parts that you'll need to rebuild your very own robotic canine
companion (sce #17) are inside this locker.

sdepy easy || 18)dey) I
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13.
14.
15.

LI

FTE

18.
18.
20,
21.

Figure A. 101: Navarro base, below growind

Hall Guard,
ﬂl'l'l'll'llT-Thln 15 whiere you nocd to go o be ssucd a new st of Power Armor.

C.0.'s Door Guard. The guard on duty ar this door 15 under orders to not let

1

snyone disturb the commanding afficer (C.0.). However, you can still make

your way past her

The G.0.'s Office. You have to get the fob our of his filing cabinet

Dec Schreber's Office.

Xorn the Deathclaw

Entrance from the Surface. Leads to o secret entrance shove ground (#3)
iOther Entrance from the Surece. L.cads 1o the surface (see 82},

The Mainframe.



Figure A 102 San Francisco, Shi-town

The Arena. When you first enter San Francisco, you'll see two men fighting in
this arena.

Lo Pan. Ruthless and decisive are the two adjectives that most readily describe
Lo Pan. He can help vou, bur there will always be a cost. Proper respect for Lo

Pan should .1.|w.1:|.4. be shown, as he 18 a clever and resourceful foe if angered,

The Dragen. Slower to anger and more forgiving in temperament, the Diragon
represents the positive counterpoint to Lo Pan'’s negative energy, The Dragon is
also a skillful and resourceful foe when angered.

Lao Chou. This fellow is a general merchant and 3 wonderful source of rumaorns

.II|.I.1 I RO AT

The Brotherhood of Steel {Husb Base. This semihidden base 15 lar EEF than the
others that you may have seen. The Brotherhood s keenly interested in getting
2 et of Yerti-Bird FIIIJ.l'll,' just like the ones that you can find in Mavarm

1] Hllg. The doctor will be able o !1.11._']". YOl L it :.-.1u'rr tnyured.
The Gun Merchant. This shopkeeper specializes in the instruments of death.

Entrance to the Palace. Through these arches lies the palace of the Emperor of
b= tosm.

3
>
g
S
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Figure A, 103 Brotherhood of Steel, basement

8. The Elevator. |'his is the elevator thar leads down from the upper kevel of the

Brotherhood of Steel base (#5)
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10. The Main Computer. This computer contains some information, but its primary

benetit is through its medical Programmng.

Figure A.104: The palace

1.  Ken Lee. The emperor speaks through only one representative, Ken Lee

=20




12.  Wong.

13. D Jing. This competent, but high strung, doctor 15 a research chemist

1

. w0
=]
-

Figure A. 105 The emperor

14. The Emperor. More than merely human

=27
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Figure A.106: The shuttle

15.

16.

17

The Shutile, A ||_|u-.|-r|-||;.;|-=|:'\. culr of fanatcs 1s hlh:.' !m:!.]l:u._u; a shuttle o mke

them to the stars
Harry Rocket
Dave Handy.




Figure A. 107 The Hubologist base

18.

18,

2%

AHS-1. This person has reached level seven in the chain of enlightenment, and

he's the second in command of the Hubologist group

Celebrity Spokespeople. Juan Crer and Vil Goldman are two famous enter-
r1.i||-;'rl. wh-‘- |‘|,5'. C JI_I"F"II_'I.E the tenets of | ||||.I-r:-|-.:-|.:_1.'

AHS-8. This exalted one is the highest ranking Hubologist in the commumnity.

The Hubologist Mainframe. The computer stores an array of other dara, all of

varying usefulness and intenest

Grocket. This pefin will peerioem a '-F!-t'-.'l.l! h.l!'l.‘ll.‘l'lll'u: proscess o ”:."'-:f-illl' g fo

a2
two scts of Power Armor—Iior a price

F2F
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Figure A. 109 The punk s sguar

24, Spleenless Chip. Poor Chip is missing his spleen

Iﬁ. EEI‘IIII' Eil:llﬂ. .-1|.1.-.nrtn| -.I.L||_'|'\-||r-'\- cun be E'\-:|||j_'|1r here at IJ'.r|:. reainfialsle pl’h.'l::.
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The Nav-Com. To gain entry to this rmom, you'll have to climb down the hole in
the Roor (#27) and make VOLT WY DVET to the Nav-Com door (#33). You can’t
get to the Mav-Com directly from this deck.

Hole in the Roor. This hole leads to the dangerous cargoe hold, where Suze’s
(#32) trapped,

Gun Merchant This merchant sclls, |-¢|d|_l. |:|1|I-|:|!.|;i!|. guns and orther assorted
WERPONTY,

The Badger. This punk is particularly adept ar data manipulation

Mare. This bar hound s a g-hcld soarree of informanon and mumor

Stairs Up to the Control Roem. These stairs lead up to the captain of the ship
and the control room (#34 and 35, respectively)

sdeyy easy || 193deys |

Figere A, 110: The cargo hold

3z

33.

Suze. Here's where the |1I|J.!.|;rr'! (#29) !.:Lrll'ntnd, Suze, is hiding from the
Critters

Nav-Com Door. You'll need the fob from Navarro to get past this and climb the
ladder up to the ship's Nav-Com (#26) on the level above



Figure A 111: The contral room

Appendix A: A World of Fallout

34. Captain A. Ron Meyers. The captain is the leader of the punks that occupy the

lovwer decks

35. The Ship's Computer. This rermminal allows vou access to the information about

all of the ship's vital systems

"

F26




1. Dock Entrance. You'll enter the Enclave from yvour ship here

Figare A. 113 Eniry hall

2.  Doorway to the Dock.

3. The End Boss. You'll have to meet him only On VOUr way ol

227
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Turret Control Terminal.
Path to the Turret Control Terminal, The sneaky route.
Security Door,

LR B A

SgL Granite. The sarge and his squad may help you on your way out.
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B. Tothe Entry Hall
8. Goard Barracks. Lots of guys in armar here.
10. Guard IJ'I'I!IU-I'H'. H:'I-'. o lial 11rL: alise, E1i|.: fiar
1. Security Door ;
k.
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Figure A. 115 Detention and testing level

12. Detention Level Stairs.
13 Martin Frobisher Hi:|lrrtrr||.|||l.r af YVaule 13
14. The Elder. Your village Elder from Arroyo

15. Security Door. This leads ro staim down to the Security Barrier (£16),

sdepy eaty || 18)dey I

Figure A 116: Securily barrier

16. Stairs Up. These stairs lead to Detention and Testing level (#15)

17.  Security Barrier Maze. A couple of wavs through here hurt less than the others

FTZ2D



18. Guard Room.
19. Guard Room and Survival Gear Room. The gear you need at a price you can
afford.

ﬂﬂ'. SI.IH‘: an'l'l. 'E'I'.r-.i.- stanrs lead down 1o the an lh':h- '.Il'u‘l- pl‘ﬂ'hiﬁ!l-'ﬁ'lill
level (#22)

Appendix A: A World of Fallout

Figure A.117: Research and Presidential Level

Lt. Cal. Charles Curling. The head of the United States Chemical Corps
Stairs Leading Up. These stairs lead up to the Security Barrier level (#20),
Stairs Leading Down. These stairs lead down o the Reactor Level (#26)
Vice Prezident Bird. V.F [Danse] Hird

Prezident Richardson, The President of the United Seates,

a
3



Figure A.T18: Reactor Level

27,

3

Stairs Leading Up. These stairs lead up to the Research and Presidential
Level (#23)

————
Tom Murray, Hoad ol the AEC. The head of the Atomic Energy Commission. g
Atomic Power Plant. o way into this area -E
o
Enclave Mainframe Computer. Lisc this to make the power plant go kaboom. E
-
g
3
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Inside the
Vault

It may sound trite, but the making of Fallout 2 was
truly a labor of love. I've spent more time with this
game in the last few months than | have with my fam-
ily, and so has everyone else on the team. It's not a
bad thing, but you can't get that close to something
for that long without either loving it or hating it. All of
us put a lot of ourselves into this game.




ha areas coverad in these maps ane some of the
mast danganous, and toughest, that you'll
encountes in the game. The increased challenge is

anly appropnate considenng the stakes you're playing for
Your willaga, and maybe a whole lot mone folks are deponding

upon you now. To succead in thase areas you better think bafomn

you actor you'll ba mown doven and thrown ouwt with the garbage. Mo mater
v g h youl think you e, you'll fnd some foes that can rza 1o your chal-
bengin. Talk first, shoot lates, if at all,
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Inside the Vault
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The process of making a game isn't smooth. One of the reasons it can be so difficult b that
you're doing something that you haven't done before, Even in a game that had a preexisting
Framewnrlk, like ours, we still wanted to make things new and different for Faflowr 2.
Everything in Fullou 2 was designed to be igger and better than its predecessor, When
you're trying o top a game & well crafred and loved as the original Fallsu, you know you've
got your work cut out for you. The actual process of creating the game wasn't nearly as
strabghtforward and direct as the way 11l describe it. There were a lot of false steps taken and
mistakes made. Some required retracing our steps, and others proved to be fortuitous in that
they made us sec 4 new wary of doing things. However, that given, I'll show you the broad
averview of what we did to bring the game to you. :
I've divided the game creation process into three stages. There are probably a lot more—
in fact, | know there are—but 1 think that this breakdown of the game-making process
shows what needs to happen without getting too detailed, The first is what | call the J
Diseadlinig in Yeur Hoad stage. This is the shortest of the three stages, and it represents the ]
time that the teamn spends coming up with the key ideas and themes for the game. The
Spinning Wheel stage is where all of those separate bits of mind-fluff are spun into the fabric
of 2 playable, relatively complete game, with the help of artists and programmers. The last
stagr, Trial by Fire, js when you take all of your cherished game ideas and have complete
strangers play with them in an attempt to break them.

Tbhe Doodling in Your Head Stage

“This first stage is crucial to the lter development of the game. Usually, only a small team is
on the project at this time—the Producers, the Leads, and maybe a few other team members
1o help explore new technology: These people put their heads together and come up with the
story fine as well as the general feel of the game. Usually the artists will come up wath some .
rough sketches, concept art, of different game environments to set the art mood and tone for
the game.

The design team will help to flesh out the story line and create a backstory for the game.
The backstory tells what happened before the game and leading up to the events that the
igame portrays. Usually players don't see the backstory, but it's important because having that
background to the game, laid out ahead of time, allows the rest of the story—the part that ;
rm‘ﬂphj:hfmgh—mmlhmum-mdui;nmmﬂﬂuEHHMﬂ:lﬂiﬁqd —




lot of time working on & compelling story that would connect to the mrhﬁhu].

Ifwe're going to try new things with the engine, the programming team will start work-
ingg on the programs to do those things. Often these take the form of tests to determine how
something that we've thought of can best be programmed into a game. A larger part of the
programmers’ time was, initially, spent on improving NPC combat Al and NPC party
member behavior.

The story can often vary wildly at this point from what you eventually end up playing.
Our first story centered around an intelligent computer that had created an entire town of
androids based upon "50s and '60s television shows. This TV-town was the point of con-
tenticn for the surrounding arcas, who all wanted a picce of the town's technology for them-
schves. The ending to this first draft even included the PC going into space at the end.

A second set of drafts hypothesized the army of the Master (from Faflewr 1) roaming
the Wastes in a huge, armored land fortress, soooping up muties to use us stave labor. As you
can see, ncither of these stories made their way into the final game. Although some parts of
them did—Lynerte’s head, for example, was once going to be the spokesperson for a group
of scientists living in the ruins of a base in Area 51.

After quite a few different story ideas, we managed to brainstorm the current story, or at
least the progenitor of the current story. In the next developmental stage, we had to spin our
written, now we needed to fill in the derails,

Tbhe Spinning Wiheel Stage

This stage is where fact meets fantasy, You may think that something is eminently desirable
from a story perspective, but now you have to come face to face with the realities of imple-
mentation. ['d love to have an hour or so of full motion video in the game, with cut-scene
maovies for every important player decision, However, reality dictates that if we did that, we'd
have ne resources or time to create the game needed to spawn those movics, In that sense,
everything is a compromise berween what you'd like to have done and what can be done.
You can do almost anything, bur everything that you do (Le., program, draw, or dialog out)
has a cost in time and money. You have o make certain that what you're having the team
spend their efforts on will payofl by giving the player the best possible game, rather than juss
being cool in an esotenc sense.

At this stage, each of the designers and programmers is assigned their areas. They
should know how their areas are supposed o fit into the master story line of the game, but
they still have a lot of design freedom within their arcas,
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Each arca’s mini-ream comes up with a description of how their arca (ie., Klamath or
the Den) warks. This includes drawings (on paper) of the general layout of the area as well
as & document that lists all of the major NPCs in town and what adventures, known as sends,
can be enjoyed by the player during a vt

From this st of things you can do in town, a list of art is generated. For instance, when 1
designed Redding, | knew that 1 wanted a western mining-town feel for the place, so ]
requested that some mine elevators (creaky woaden things) be drawn rather than using the
stainbess steel, high-tech vault elevators that we already had. 1 also needed some special cages
for the Mole Rar Mambo (as well as a sign announcing the event) to be drawn and then
placed into the game.

After outlining the arca, the next step is to write the dialog for all of the NPCs in the
areq. Since most of our game is driven by things that you say to NPCs, and things they say 1o
you, the designers spent the majority of their time writing dialog. As each character is writ-
ten up, the finished character is given to the arcas programmer, who fits the NPC's dialog
and actions into the game engine (this is called scripting). When enough of an area s up and
running, testing by the designer, the programmer, and Quality Assurance can begin. Each
arca in tum is completed in this way, with modifications, addirions, and deletions raking
place as & result of actually playing the area. This testing and playing of the game leads
directly to the next stage.

The final stage is when you take your brainchild out of the womb and place it into the cal-
lous hands of strangen for intentional maltreatment, Getting close to your part of the pro-
ject is usually a good thing, but at this stage of the development process, it can actually be a
disachantage. Since you're so close
to the design and development of an
arca, the things that happen there
are obvious and make sense—to
yoii, Unfortunately, some things thar
you think are just fabulous tum out
10 be meaningless, obscure, or just
plain stupad ro someone else play-
ing through your area for the first
:E::&L’::“ﬂ! i mﬂ:ﬁ Bridge. Good idess. but they ok
. | pust dednt pan aul b0 the game e
the game resters—is vital. Sure, ' 55l

O wdea that | liked, but that
didn't make i was the abiliy
18 gut ghouls to turm imo glow-
ing ghouls if you got tham
drunk enough. Anciher idea
was 1o show the Hubologits'
space shutthe lsunching off
tha end ol the Golden Gate




they try to break the game, to get it to crash, urmdmhm-hhmhnﬂm ’
on how things fee/ or play are even more impormant. e

At this stage, you really want people to pound on the game—you need 1o have themell
you what deesnt work even though that can be painful to hear. Some entertaining ideas that :
just didn't quite work often get cut at this stage. i

More often, thankfully, someone wha's playing an area for the first time will suggest
things that can be added to make an arca more fun, Usaally this takes the form of, *Yes, |
liked thar, but wouldnt it be more cool if....." There's a lot of this in the game as well—much
maore than | could ever track, since many of the changes are smaller adjustments that have a
cummulatively beneficial effect rather than one or two carth-shattering changes.

This process of play and tinker, of spinning and weaving all the elements of 3 great game ’
together, continue until the very i
moment that the game ships.

L T One thing oot gt changed o qu
e T the suggeston of the game
They say that a game never fin- testers wos the design of the
ishes, it just ships. It's not just a pregenerated PCs. Originally. 1
saying, it's true. Sometimes | feel they were modeled sfter the ?..
as though the design tearmn is like PCs in the first Fadlout, and '
a nervous parent watching their they just weran't afficiaant. . 3
child venture out to school for .' Howaver, in o bold break with .._:
the first time, We're confident ' tradition, we may have the - o
that we did the very best possible very first entirely usetul, and : !
job in raising our “child,” but phayable, pregenerated PCs in .
there's abways a hint of nervous- the history of computes RPGs. :
ness—"Are you sure its lunch is They'rs sxceptionsl PGy now. X
name-tagged?” {' ".
At some point, | guess, we have to ket go and let you, the discriminating gamer, have 2 -

charice to enjoy our wsmderding. | hope you find Fallows 2 every bit as rewarding to play as it L
was for us to make. :""‘"
"
PROGRAMMER  WORKED ON... R
Lead—tmsas Reynolds The game angina and a big hlping of evenything alse o
Chris Jones Additional game engine programming it
:m i MMMMHIhMHm e
EnSImEm Arsan; Renddom sncounbar, the Encl BA I'd g
iyt Arroyo, Redding, ave, tha Mildary Bass, %

Theasmas Franch Armas; New Rano, the Military Base, Modoc, the Den, snd the Ralders

Chiria Holland mmmuu randlam encounters, San Francisco, the Mew Cakifomia
_ Republic, Vsult 15, and Vaul 13
Dan Spitthey Armss: Wault City, Navairo, Broksn Hills, the Den, and the Reidars
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T Dian
Broksn Hills, S&n Francison, and maons dislog editing

Maps, scenary srt manigulation, imeartony ieme, and more mags

Mew Aano, tha New Californis Repubilic, Veult 15, Mavarro, Broken Hilks. the
mﬂ:dmmmmm mnadl randdm ENCOUNBE

The Military Base, Madoc, Sierra Arm Depot, Redding, the Enclava, and random
BNCOENASTE

WORKED ON...

iiaking cortain that we had the thme snd rescunces we nisded 1o bk & graat
game rether than just o really good game.

aut this first hall ol tha gama. 4
Jich-oif-pli-trades snd mastar of most of them, Feangus deskgned, ran ths Black y
il Division, did o bit of programming, dessgned, and co-produced the gama,

Thas volces and music for the game would rvar have happened if Fred hednT rid-
inenaely trustrating part of the game, Fred alag ranthe

. L _ﬂ.:.t_. -
g g
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Helping to orchestrate the entry of the game indo the marketplace as well s ﬁ
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Eighty Years Later S
The Siruggle Continues... SELRES

You are the Chosen One, a direct descendant of the original Fallout’s
Vault Dweller. A drought has plagued your village for over a decade
and your reserves are nearly exhausted. With everything on the line,
you've been selected to save your people by finding the legendary
Vault of the Holy 13 and bringing back your people’s only hope—

the Garden of Eden Creation Kit [GECK].

Written by one of the game’s Lead Designers, Fallout 2 Official Strategies &
Secrels is essential reading for anyone who journeys into the post-nuclear
wastelands. This invaluable guide will lead you every step of the way, offering
insights that could only come from the source.

Iinside you'll find:

Comprehensive walkthroughs for each of the game's 20-plus adventure areas

In-depth strategies and statistics for all items, weapons, and armor

RE A LN '-_-:-\*-" : Over 100 highly detailed maps not available anywhere else
o .I..-*_t o :\- i ’f"‘ .1_: . Essential tips and tactics for creating superior characters
- '*-i *‘;::‘;.._ ‘:__ A look inside the Vault at the making of the game C‘
J "_EA."*”“H*
s W i Wl &
Looks like | picked (he

wWIONngE 1oom

About the Authaor
Matihew 1. Norton s a long-Ume game designer al
‘ Interplay. He's worked on titles as diverse as Descent

{lor which he also co-suthored the official strategy

guide) and Dragon Dice. Most recently, Matthew was
a lead designes on the Faliout 2 team. He's looking ISBEN 0-7821-2U41 £-1] $19.99us £14.99ux
J forward to starting work on Falfowt 3 COMPUTER CAMES




