Official Su_rvwa’ unde

Simple Hints o
=Detailad Secrets-
Customize the

degree of help
you want!

/Ilﬂrm!y%} =l
smA"Eﬁ = T







- - » - -

Offlual Survwal Gunle

P ST T LT GlliE

/
L

-
-
~ — -
S
- ) .

k William H. Keith, Jr.
and Nina Barton

|1/1BradyGAMES

RATEGY GUIDES



Official Fallout Survival Guide

Copyright 1997

Brady Publishing.
Portions © Interplay Productions.

All rights reserved, including the right of reproduction in whole or in part in any form.

* Legal Stuff

Fallout: ©1997 Interplay Productions. All rights reserved. Fallout and Interplay are trade-
marks of Interplay Productions. All rights reserved. Windows® 95 is a registered trade-
mark of Microsoft Corporation. All rights reserved. All other trademarks and copyrights
are properties of their respective owners.

Brady Publishing

An Imprint of

Macmillan Computer Publishing
201 West 103rd Street
Indianapolis, Indiana 46290

ISBN: 1-56686-713-4
Library of Congress Catalog No.: 97-73742

Printing Code: The rightmost double-digit number is the year of the book’s
printing; the rightmost single-digit number is the number of the book’s print-
ing. For example, 97-1 shows that the first printing of the book occurred in
1997

00 99 98 97 4 3 2
Manufactured in the United States of America.

Limits of Liability and Disclaimer of Warranty: The author and publisher
of this book have used their best efforts in preparing this book and the pro-
grams contained in it. These efforts include the development, research, and
testing of the theories and procedures to determine their effectiveness. THE
AUTHOR AND PUBLISHER MAKE NO WARRANTY OF ANY KIND, EXPRESSED OR

IMPLIED, WITH REGARD TO THESE PROGRAMS OR THE DOCUMENTATION CON-

TAINED IN THIS BOOK. THE AUTHOR AND PUBLISHER SPECIFICALLY DISCLAIM

ANY WARRANTIES OF MERCHANTABILITY OR FITNESS FOR A PARTICULAR PUR-

POSE. THE AUTHOR AND PUBLISHER SHALL NOT BE LIABLE IN ANY EVENT FOR

INCIDENTAL OR CONSEQUENTIAL DAMAGES IN CONNECTION WITH, OR ARIS- .~ > ] ‘
ING OUT OF, THE FURNISHING, PERFORMANCE, OR USE OF THESE PROGRAMS. =




‘ Publisher
Lynn Zingraf

Editor-in-Chief
H. Leigh Davis / 4

Licensing Man ,,
David Waybright

Marketing Manager
Janet Cadoff

Acquisitions
Debra McBride

edits

Development Editor
David Cassady [ b

Project Editor <15

] X
David Bartley : L
Screenshot Editor ' D%
Michael Owen %
Book/Cover Designer D\
Tanja Pohl ‘\\
Production Designer —~
Dan Caparo s

Artists
Leonard Boyarsky T 0

Jason Anderson
Tramell Ray lIsaac
Scott Rodenhizer

-



Chapter 1:
Who Are

Chaptexr 23

GettingAround ................ 35
Chapter 3:

Placesto GO ..........ccccuunnunas 67
Chapter 4:

People and Thingsto Meet ........ 87
Chapter 5:

ST O G . .cvanunsmunnmmnunnn 109
Chaptexr 63

Uh, What'llIDoNow? ........... 133
Chapter 7:

Iorm? the Wastes on Only

200BottileCapsaDay ........... 163
Chapter 8:

Danger! Radioactive! ............ 201
Chapter 9:

One Woman'’s Path Through
e Dt . . s nsarann s nnnwe 221










Introduction

Fallout is Interplay’s new PC CD-ROM role-playing game that puts you in the role of an
explorer venturing out from your underground shelter on a quest. Decades ago, a
brief, savage nuclear holocaust devastated the surface world; for a long time, the
vaults held their tiny human enclaves safe from the radiation and mutations outside.
You are a member of one of these self-contained communities, a citizen of Vault 13.
For over eighty years, no one in your vault has set foot outside.

Now, though, a critical component of your vault’s water purification system has failed.
In four months, your community will be destroyed... unless you can find a replacement
part and bring it back to Vault Thirteen. The Overseer, the community’s leader, sug-
gests that you begin your search at a neighboring vault, somewhere to the east.

But exactly where you go, what you do, and where you search, is entirely up to you...

About This Book

The Official Survivor’s Guide to Fallout is divided into nine chapters. Some provide only
very basic information that doesn’t spoil the ending; others may give away secrets that
will spoil some of the excitement of the game. The authors of this guide have devel-
oped the patented Radiation Trefoil System (RATS) to warn you that a chapter might
give away more information than you want to know. Here's how the system works:

A light dose only. Almost no contamination
at all.

A moderate contamination hazard. You could
learn things looking here that you'd really
rather not know.

A definite hazard. Definite contamination of
game excitement and suspense.

You're glowing. Extreme contamination of
game suspense.

With that in mind, these are the guide’s chapters:

Prologue: This section introduces Slim, your guide to the outside world,

and tells you how to use this book. RATS: "= g~ Nge~ Sdge~
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Chapter 1: Who Are You? This chapter covers everything you need to
know about creating, modifying, and selecting your game character. Those
players who are unfamiliar with role-playing games might want to check
out this section’s descriptions of character stats and traits, and see how

they work. RATS: “Zs W~ e~ W~

Chapter 2: Getting Around, gives you the basics of maneuvering and
fighting in the Fallout game world. It discusses the various game screens,
talks about movement and information cursors, tells you how combat
works, and fills you in on such need-to-know items as your character’s

inventory and action points. RATS: s W~ Mg~ g

Chapter 3: Places to Go. This chapter lists the various locations where
the adventure unfolds. There are no major spoilers, but players who prefer
to do their own exploring might want to do it without learning what

they're going to find in a given town. RATS: Zs ~ is e~ Mg

Chapter 4: People and Things to Meet. Each major character in the
game is listed here. Again, no major spoilers are given, but be warned that
some of the characters presented in Fallout are supposed to be a sur-
prise... and you Il rlsk learning thmgs about the game’s climax if you read
too far. RATS: WP

Chapter 5: Stuff to Get. Along the way, you'll find lots of stuff you can
pick up and take with you. This section will tell you what's available. It also
describes some of the special places, like trunks and refrigerators, that you
can open and, sometimes, find things in. It also lists the various weapons

you might find. RATS: s~ e g~ e

Chapter 6: Uh, What'll | Do Now? For each location and character, this
chapter asks some questions or makes some gentle suggestions, providing
hints about what you ought to be thinking about while you're there. No
game secrets are given away here, but the hints provided will help keep
you from wandering almlessly about, trying to figure out what to do next.
RATS: %@ @ *

Chapter 7: Exploring the Wastes on Only 200 Bottle Caps a Day. This
chapter takes the various game locations one by one and looks at them in
more detail than Chapter 3. Places of particular importance at each are
described, and any special adventures or dangers are listed. This chapter
also provides maps for all important game locations. Many ga th
are openly dlscussed so don't Iook here if you want to solve tm
yourself. RATS: ~gg-— g~ 3




Chapter 8: Danger! Radioactive! Look in this chapter only if you want
specific help in plain language. This chapter DOES give the secrets away, so
don't look inside if you'd reaIIy rather figure the problems out for your-
self! RATS: wig o @ s

Chapter 9: One Woman'’s Path Through the Desert is a detailed walk-
through of the entire adventure. It describes, in the form of a diary, a
complete narrative of the game. Read this chapter if you want to get a
feel for how the adventure unfolds, or to pick up something of the atmos-
phere of the whole game. The walkthrough gives away some of the sur-
prises that you'll encounter later in the game, however, so don't read too
far into this chapter unless you don't mind learning about the game’s cli-
max. RATS: &~ G/ g

Appendix: Experience and Perks. This section describes how you can
improve your character during the course of the game, including
Experience Points and the various new skills or Perks you can purchase

along the way. RATS: s~ g So oo

Using This Book

Fallout is a role-playing game. Unlike many other CD-ROM games on the market,

in Fallout, you (the player) have tremendous freedom as to where you can go, what
you can do, and even in how you act toward the non-player characters you meet. At
the very beginning of things, The Overseer, the leader of your vault community, sug-
gests that you search for another vault to the east... but you are not obligated to
take his advice. You can do anything you want.

In a very real sense, you are creating the story as you go along.

Obviously, no game guide of this book's thickness could map out all of the possible
paths for you. What it can do is provide a little extra information about the places
you'll see and the characters you'll meet. It is designed so that you can extract exact-
ly what you want, without giving away too much.

If you prefer to play the game all the way through without specific help with the

adventure, Chapter 1: Who Are You? and Chapter 2: Getting Around will tell
you how to create a character and how to maneuver through the world of Fallout
without giving anything away.

Chapter 3: Places to Go, Chapter 4: People and Things to Meet, and Chapter 5:

Stuff to Get all give you some information about the locations, non-player characters,

ipment ‘ou ‘Il be encountering in the e. Most of this is basic informa- = &
itSome of the game’s suspense wi ou rmm. 3
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If you find you need just a little help with something, or if you arrive at a new town
and have no idea about where to go or what to do, consult Chapter 6: Uh, What'll
| Do Now? The hints are presented under each location and character, arranged top
to bottom from vague to specific. Find the heading of the section that’s troubling
you and start reading from the top. You might want to cover up the lower tips with
a 3x5 card so that you see only the less-specific clues first, then move down the page
one line at a time until you have just the information you need. If you don’t want
more than a nudge, just read the top suggestion or two on each list. If you need
more help, go further down the list.

If you want specific help with specific places or characters, go to Chapter 7:
Exploring the Wastes On Only 200 Bottle Caps a Day. This chapter gives a site-
by-site rundown of each major game location, listing special dangers or adventures
that may be encountered there.

Chapter 8: Danger! Radioactive! If a place or a character has you completely
stumped and you don’t mind having the answer given to you, this is where to go.
Just be aware that there are spoilers here. Don't read this section unless you don't
mind having the answers handed to you in plain language.

Chapter 9: One Woman's Path Through the Desert is part story narrative, part
hints and tips. Keep in mind, though, that Fallout is an open-ended role-playing
game, and the chain of events presented here is only one possible of out of a great
many. In fact, each time the computer throws another set of electronic dice, (did |
hit that rad scorpion, or did | hit the cave wall instead?) chances are the outcome
will be different from what is listed here. Use this as a guide, not as an infallible
blueprint. The story presented in this chapter represents one possible approach but
by no means the only one... or even the best one. The story you are telling in
Fallout, after all, is your own.

And... don't look here unless you want to learn something about what you're really
up against in this game!

Appendix: Experience and Perks won't be of much use until later in the game
when your character begins accumulating valuable Experience Points. Check here if
you need help deciding how to improve your character.

& & S

Finally, here and there throughout this guide you'll see sidebars with a few choice
words from ol’ Slim—just some friendly advice from an old guy who lives in the
world of Fallout. Think about that. He's old. That means he’s survived out on the sur-
face of the world long enough to get old... so maybe his advice is worth WQ :
-+ to, huh? If he can survive up there, so can you! — —}'
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A light dose only. Almost no contamination at all.

First, A Word About RPGs

No, we're not talking Rocket-Propelled Grenades. For those of you who are unfamil-
iar with the genre, an RPG is a Role-Playing Game, a kind of game where you
assume the role of a particular character in a story. Your decisions and actions deter-
mine the way the plot unfolds, almost as though you're writing a book. Fallout is an
RPG where the computer operates as the game referee, keeping track of events, and
rolling its electronic equivalent of dice to handle the random aspects of each event.

Your character is your representative in the game world of Fallout. His or her partic-
ular mix of skills and personality traits, together with the level of each skill, are what
the computer uses to decide how well you accomplish certain tasks—from firing a
hand gun to picking a lock to telling a lie. The character’s statistics or stats tell you
and the computer how strong your character is, how much endurance he or she pos-
sesses, how much agility, how much personal charisma, and so on.

Other characters you encounter in the game are called non-player characters or

NPCs. They are the people your character will interact with—by asking them ques-
tlons bartering for eqmpment or engaging with them in a firefight. S
’ .Others will provide useful mformatlon "




you must make your own judgments about other characters’ motives, reasoning, and
intentions.

When beginning a new Fallout game, the first thing you'll be asked to do is either
select or create a new character. This chapter will take you through that process step
by step and let you know what you need to be thinking about as you make your
decisions. The choices you make are important. After all, this is your life we're talk-
ing about here!

Character Creation
For Fun and Profit

When beginning a new game, you have three choices when it comes to getting your
character. You can choose one of three pre-generated characters, Max, Natalia, or
Albert; you can choose one of those three characters and modify their beginning
stats; or you can start your new character from scratch.

To choose or create a character, select New GAME from the Main Menu. This will take
you to the Character Selection Screen. There, you can TAKE or MODIFY a pre-existing
character, or cReATE a new one of your own. Press cANCEL to return to the Main Menu.

Pre-Generated Characters

Simplest, of course, is choosing one of the three beginning characters.

Max

Called “Stone"” by his friends, Max is the biggest,
strongest, and toughest guy in the Vault.
Unfortunately, he's a little lacking in the brains
department.

Natalia

The granddaughter of a Russian diplomat
who took shelter in Vault 13 at the war’s
beginning, Natalia is an extremely bright

and resourceful character. She's also some-
thing of a night person, who gets around "4




Albert

Albert's strength lies in his ability to com-
municate. He's a good negotiator, and
people often believe what he says, no
matter how outrageous it might be. In an
earlier age, he would have been either a
con artist or a lawyer.

Making Your
Own Character For Even
More Fun and Profit

If you want to have a bit more control over your character’s stats and abilities, you
can either modify one of the three pre-generated characters, or you can start from
scratch. Either way, before you begin you should have an idea of what the various
stats represent and how they're applied in the game. The following section gives
you all the information you'll need to make an informed choice.

Primary Statistics

These are the initial numbers your character has to work with. They tell the comput-
er how strong your character is, how agile, how smart, and so on; these numbers are
used directly in combat and other activities and are also used to create Derived
Statistics, which are described below.

There are seven Primary Statistics. Each has a value of from 1 to 10 Character Points.
A character who was average in all ways would have 5 Character Points for each
stat. A character can never have a Primary Stat higher than 10 or lower than 1.

STRENGTH

This is a direct measure of your raw, physical strength. A high value lets you carry
more weight, throw more damaging punches, and take more damage before you
die.

PERCEPTION

Did you notice that rad scorpion sneaking up behind you? How about the tip of that
key sticking out of the cushions on that sofa? Perception is applied to all’ Ehged 8

%1‘ pons’ distances. our Perception, the farther your chara




ENDURANCE

This is a measure of your ability to withstand physical exertion and damage. It is
applied directly to your resistance to radiation or poisoning, as well as to your total
number of Hit Points. A high value lets you fight longer and be less likely to die in
combat.

CHARISMA

It's a sad fact of life that people are more likely to listen to you if you look like John
Wayne, and less likely to listen to you if you look like Rodney Dangerfield... or ol’
Slim. The higher your Charisma, the better able you are to communicate with peo-
ple, the more successful you'll be in negotiations, and the better the deals you'll get
while bargaining. If you want to talk your way out of problems instead of shooting
your way out, make sure you have a high Charisma.

INTELLIGENCE

The higher your Intelligence, the more skills you'll be able to excel in, and the more
choices you'll have when it comes to dialogue. Characters with very low
Intelligence—below 4—will find their dialogue choices in a conversation limited to
things like “Duhh,” “Unghh,” and “Nuh-uh.” You also might find that many of the
non-player characters you encounter tend to treat you like an idiot and would
rather not hold extended conversations with you. Du-u-uhh.

AGILITY

This stat measures your speed and dexterity. It also helps determine how many
things you can do in one combat turn, and whether you or your opponent moves
first. If you want to excel at combat-, thievery-, or sneaking-related skills, you should
boost your Agility as high as possible.

LUCK

This is a wild-card stat, a representation of karma, fate, and whether or not the
Universe is mad at you. It will modify many events. A high Luck factor will give you a
better chance at success in everything you do; low Luck will make you suffer a bit
more from things like falls, broken bones, and unfortunate encounters with rad
scorpions and the like.



Creating Your Primary Statistics

Each Primary Statistic will have a number value from 1 to 10. When you build your
character from scratch, each of your seven stats begins with an average value of 5.
You also get 5 additional points to spend any way you please, and can lower existing
stats to get more points to add somewhere else. So, for example, you could end up
with a character with an Endurance of 10 and with 5s (average) for everything else.
~ Or bump Agility up to 8, Perception up to 8, and Intelligence up to 7, but lower you
A Strength, Endurance, and Luck each to 4. Experiment! Find out what works best for
you.

Each value for a given stat can be described as follows:

1: Very Bad
2: Bad

3: Poor

4: Fair

5: Average
6: Good

7: Very Good
8: Great
9: Excellent

10: Heroic

ﬂ% Zz
v genem/, itt iz not a ﬁaa/ idea tp reduce any stat

alow & .

Your Primary Statistics define you, and you should be aware of your character’s

strengths and weaknesses. A character with a Charisma of 2, an Intelligence of 3,

and a Strength of 10 probably shouldn't try to talk his way out of a jam. Picking up

his opponents and throwing them out the window, however, might be WN
~ character. ——




Your basic statistics will not improve, usually, through experience or gameplay, so
take note of what you're starting with, and make your plans accordingly!

Derived Statistics

Your Primary Statistics are applied directly to the Derived Statistics below. Check the
following list to see how your decisions about Strength or Agility will affect your
character’s chances.

There are 11 Derived Stats affecting various parts of your character’s performance.

Hit Points

This stat determines how much damage you can take before... well, does “Game
Over” mean anything to you? Characters with high Hit Point numbers can survive
longer when faced with radiation poisoning, rad scorpion poisoning, lead poisoning,
or whatever other trauma they might pick up. A low value means you're hurting.
The character’s current condition is displayed as current hit points/maximum hit
points, so if you ever notice that your character is at 1/30, you should probably seek
medical help... fast!

Hit Points are equal to the character’s (2 x Endurance) + Strength + 15, and an aver-
age character will start with 30. You will gain more hit points as you increase in level.

Armor Class

This represents how good at avoiding being hit in combat you are, not how thick
your skin is! The higher your Armor Class stat, the harder it is for your opponent to
hit you. Your natural Armor Class may be improved by wearing armor as well; you'll
have the chance during the game to buy or otherwise acquire various types of body
armor. (See Chapter 5: Stuff to Get, for a complete list.)

You start out with an Armor Class equal to your Agility, which, for average players,
will be 5. The higher your Agility, the harder you are to hit!

Action Points

How many Action Points your character has will determine how many different
things you can do in one combat turn. The total number of Action Points your char-
acter has remaining after each action is shown by the row of green lights above the
Weapon Bar on the game screen. It takes points to move, points to fire a weapon,
even points just to check your inventory, and obviously you can't do everything




you'd like to all at once! Average characters have 7 Action Points for each round.
Obviously, characters with more points get to complete more activities each combat

round.

The character’s Action Points are equal to half his/her Agility (rounded down) plus
five, so if you want more Action Points, build up your Agility. With an Agility of 10,
for instance, you'll get 10 Action Points, enough to fire twice each combat round,
instead of only once. That can be a tremendous advantage in a firefight!

Carry Weight

So you want to lug that shotgun AND the flamethrower AND the rocket launcher
AND all that ammunition, huh? Well, better check your Carry Weight first! This stat
tells you how much, in pounds, you can carry. It's derived from your Strength times
25 pounds PLUS an additional twenty-five pounds, so average characters can lug 150
pounds around on their backs. If you want to carry more, jack up your Strength.

Melee Damage

This stat shows how much EXTRA damage you do to an opponent in hand-to-hand
combat, just because you're a big bruiser. Increase your Strength if you want to do
more damage in unarmed or hand-to-hand combat. Using your fists, a knife, or a
sledgehammer in combat will do a basic amount of damage; the Melee Damage fig-
ure will be added to that to reflect your extra strength. The Melee Damage figure is
calculated by subtracting five from your Strength, with an absolute minimum of one
point. Average characters do 1 point of Melee Damage each time they hit someone.

Damage Resistance

3 Resistance is futile... but the higher this number, the more easily you can shrug off
some of the effects of that knee to the groin, or that 10mm slug in the ribs. This stat
is a percentage applied to the damage you take from each incoming attack. If, for
example, you have a Damage Resistance of 10% and you take 20 points of damage
in an attack, you actually lose only 18 points from your hit point total. All characters
start with a base Damage Resistance of 0%. The only way to improve this stat is by
acquiring some additional armor along the way.

Poison Resistance

This figure gives you some natural resistance to poison attacks and represents the
fact that most poison attacks—by those rad scorpions, for instance—are designec ﬂ
k'e ur

r38 take down small, cute, fur f big hulks [i
racter. Poison Resistance | imes.5%: v




characters have 25% Poison Resistance, meaning that if you get hit for 12 points of
poison damage, you'll only lose 9 hit points. You can improve this stat by improving
your Endurance.

Radiation Resistance

Sometimes things on the outside get pretty hot... in more ways than one! This stat
reduces the number of rads you accumulate as you venture through the radiation-

blasted outside environments of Fallout and is calculated by taking your Endurance
times 2%; an average character starts with a Radiation Resistance of 10%.

Sequence

Who does what to whom when, and did you do unto him before he did unto you?
These questions can be vitally important in combat, and a character who is agile and
perceptive will have a distinct advantage in these situations. The higher your
Sequence Stat, the more likely that you'll get the jump on your opponent. The num-
ber is determined by adding your Agility and Perception; average characters will
have a Sequence of 10, so they'll act before an opponent with a Sequence of 9, and
after one with an 11. Increase your Agility and/or Perception to improve the odds
for your character a bit.

Healing Rate

Some people seem to be blessed with the ability to throw off the effects of a cold or
that shotgun wound to the chest with remarkable ease. Others can suffer from a
hangnail and never seem to get better. This stat represents the difference in natural
healing rates between people. If you are wounded in combat or have taken other
damage, you will get back at the end of each day a number of Hit Points equal to
your Healing Rate. The number is calculated by taking 1/3 of your Endurance, with a
minimum of 1. The typical character will repair Hit Point damage at the rate of 1 per
day. If your Endurance is cranked up all the way to 9 or 10, though, you'll recover 3
points per day.

There are two additional wrinkles on this one: if you rest, meaning you do nothing
except sleep, you will repair damage equal to your Healing Rate every three hours,
rather than at the end of the day. Also, you cannot improve your condition above
your maximum number of Hit Points.

Critical Chance

Sometlmes you just get lucky. In combat, there s always a chance that your attack i
damage or cause some spegialeffec i &

3
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. The higher your Critical




Chance, the more likely it is that your attack will cause critical damage. The number
is calculated as the average of your Perception plus your Intelligence, expressed as a
percentage, and is added directly to your base chance of causing critical damage.
Average characters have a Critical Chance of 5%, though you'll improve that to 10%
by bumping your Perception and Intelligence to 10 each.

Tag Skills

I, Every character has some things he's better at than others. Tag Skills represent these
specializations, given as a percentage. The higher the number, the better your
chances of success. All characters must choose three Tag Skills from the list given
below. Some skills are automatically applied during the game. Certain others—
Stealth, for example—must be deliberately applied.

During the course of the game, you will begin with an immediate 20% in each of
your Tag Skills. Better yet, as you gain Experience, these skills will grow twice as fast
as other skills.

Each character begins with at least some ability in all of the available skills.

Combat Skills

These are the skills directly applicable to various types of combat. They are applied
automatically. For firearms, the higher the number, the easier it is for you to hit your
target, and the longer the range at which you have a chance of hitting.

& small Guns: This skill covers the use of pistols, rifles, submachine guns,
and any other one-handed fire-arms you might encounter. Beginning
skill is equal to 35%, plus Agility times 1%. Average characters will
have a Small Gun skill of 40%.

& Big Guns: This skill covers the use of flamers, miniguns, and other
large, two-handed firearms. Starting Big Gun skill is equal to 10%, plus
Agility times 1%. Average characters start with a skill of 15%.

& Energy Weapons: Weapons using energy cells or power packs—lasers,
plasma weapons, and the like—fall into this category. The starting
value is calculated by adding 10% to Agility times 1%, with the aver-
age character having a skill of 15%.

& Unarmed: This skill applies to attacks with your bare hands or feet A
higher number means a better chance of hitting the guy yo a
eginn ng sk|II Ievels are falrly hlgh smce thls is.







age of your Strength and Agility times 1%. An average character will
have a skill of 45%.

& Melee Weapons: The use of weapons in hand-to-hand combat. Covers
the use of knives, spears, crowbars and other items that are held in the
hand. Initial level: Starting Melee is equal to 55% + (1% x the average
of your Strength and Agility). Average characters will have a 60% skill.

& Throwing: The skill of using muscle-propelled ranged weapons. If a
spear is thrown at someone, it will use this skill instead of Melee
Weapons. This covers the use of throwing knives, grenades, and rocks.
The maximum distance a weapon can be thrown is based on your
Strength and the max range of the weapon. Initial level: 40% +
(1% x Agility). Average characters will have a 45% skill.

Diplomatic Skills

Speech and barter will be useful for characters who would rather talk than fight.
Both are applied automatically.

& speech: How good are you at getting what you need from people?
How likely is it that they'll believe what you say, even when it's a bald-
faced lie? Speech is the skill that applies here. It is calculated by adding
25% to your Charisma times 2%. Typical characters start with a Speech
skill of 35%.

& Barter: How are you at striking deals and at getting good value for
your money or trade goods? This skill helps lower prices for things you
Y buy and gets you more money when you sell equipment. The starting
| value is determined by adding 20% to your Charisma times 2%. Typica
characters start with a skill of 30%.

Medical Skills

These two skills are useful if you or someone in your party gets hurt.

& First Aid: This skill lets you cure minor wounds, cuts, and bruises. You
will only be able to use it three times a day, and it will take a while fa
the healing effect to be noticed. Active use. Select the skill from the

Interface Bar, then select a target to apply it to (often yours

Beginning First Ald skill is determmed by addlng 30% to the




& Doctor: This skill allows you to try to heal more serious injuries, includ-
ing more extensive losses of Hit Points and damaged arms or legs. It
will not be effective against poison or radiation damage. You can only
use it three times per day, but you can combine the effort with appli-
cations of First Aid skill. Active use. Select Doctor skill from the list,
then select a target. Crippled limbs add to the time that must pass
before any improvement is seen. The base skill is the average of your
Perception and Intelligence times 1%, plus 15%. Average characters
begin with a 20% skill.

Scientific Skills

These two are active skills, allowing you to select the skill to be used, then apply it
to a specific target that you wish to examine or repair.

& Science: This skill lets you examine devices—especially technical things
like computers, electronics, and mechanical objects—in order to learn
things about them. Usually active, but occasionally use is automatic
when you select a specific object, like a computer console. Starting
Science skill equals Intelligence times 1%, plus 25%. Average characters
begin with a 30% skill.

& Repair: Got any duct tape? How about some chewing gum? Once you
know what's wrong with it from your Science skill, Repair skill allows
you to fix it. This can be an extremely valuable skill when most of what
you find out there is broken to begin with. Active use. Select the item
you want to repair. Beginning skill levels are set to your Intelligence
times 1%, plus 20%. Average characters start with 25% skill.

Other Skills

Here are some other useful skills—some automatic, some active.

& Gambling: This one will help you in games of chance, letting you win
more often. Automatic use. Basic skill is equal to 20%, plus your Luck
times 1%. Average characters start with a 25% skill.

& Outdoorsman: This is an unusual skill for vault dwellers, which explains
why it tends to be lower than the others. It's the skill of living in the &
open and surviving hostile environments. Automatic use. It is calculat- - RE
ed by taking the average of your Intelligence and Endurance times 1%‘&' -

| adding 5%. Average char : an outdoor skill of 10%. 9
G e L B 23
e ] . - R s TR Ly L




& Sneak: This can be an extremely useful skill, allowing you to move qui-

& Traps: How good are you at spotting cunningly concealed traps7 For

etly, without being seen. If you get too close to an opponent, however,
you will be seen, no matter how good you are. Sneak is an active skill.
Toggle it on or off by selecting it from your list of skills, accessed
through the skiLLs button on your Main screen. When Sneak has been
selected, you will see the word snNeak on your screen, on the left, just
above the interface bar. Once selected, the computer automatically
checks for a successful sneak once each minute. :

It's a good idea to toggle Sneak off when you don't need it. Some
guards get suspicious of people sneaking around in the open in broad .
daylight. The skill works only when you are walking; Sneak is automat-
ically toggled off if you run. Your basic Sneak skill is equal to 25%, plus
your Agility times 1%. Average characters have a 30% skill.

Lockpick: Have a cat-like dislike for locked doors? Frustrated by locked
prison cells? Lockpick is the skill of choice! Your chances of opening a
locked door or compartment are improved if you have a lockpick kit,
but you can still make the attempt without one, since a bent paper clip
or a couple of pieces of stiff wire will work just as well in a pinch.
There are two types of locks you may encounter—primitive and elec-
tronic—and lockpick kits exist for each type. Some locks are a lot
tougher to crack than others. Active use. Click on the Lockpick Skill on
the list accessed by the skiLL button on the Interface Bar, then target
the lock you want to open. Your Lockpick skill is determined by averag:
ing your Perception and Agility and multiplying this by 1%, then
adding the result to 20%. Average characters will have a 25% skill.

Steal: This is your chance of walking off with something that doesn‘t
belong to you without being immediately detected. Even if you are
successful, however, a nearby character might still notice the theft.
Larger objects are more difficult to steal than smaller ones. You can try
stealing directly from another character, but it works better if you
come up behind him so he can't see what you're doing. Active use.
Select the skill from the skill list on the Interface Bar, then target what
you want to steal on the screen. Beginning Steal skill is equal to 20%,
plus your Agility times 1%. Average characters start with a 25% skill.

that matter, can you create a trap to catch someone follow
This sk|II is primari






uncovered. Usually active use. Select the skill from the list on the
Interface Bar, then target the trap you want to disarm. In some situa-
tions, use will be automatic. Your base skill is determined by multiply-
ing the average of your Perception and your Agility by 1%, then
adding the result to 20%. Average characters begin the game with a
25% skill.

Traits

These are characteristics that help further define your character and add a
little spice along the way. They are entirely optional. Unlike the three Tag
Skills, you don't have to choose any of these at all, or you can decide to
select only one. Each trait carries with it what you might think of as good
news and bad news: each confers an advantage, but there’s always a net
loss, as well. Consider carefully whether the advantages you get with any
trait outweigh its disadvantages!

& Fast Metabolism: Your metabolic rate is twice normal. This allows you
to heal faster, but it also decreases your resistance to poison and radia
tion. The good news: you have a +2 to your Healing Rate. The bad
news: your radiation and poison resistance start out at 0%.

& Bruiser: You're big, but a little slow. You don't hit as often and your
Action Point total is lowered, but you hit harder and do more Melee
Damage when you connect. The good news: your strength is increased
by +2 The bad news: you lose 2 Action Points.

& Small Frame: You're a little guy, or a petite woman. You can't carry as
much, but you're more agile. The good news: you get +1 to your
Agility. The bad news: your Carry Weight is only 15 pounds times your
Strength.

& One Hander: You are very left- or right-handed, which means you're |
great with one-handed weapons, but a bit clumsy with two-handed
ones. The good news: you get +20% to hit with one-handed weapons.
The bad news: you get -40% with two-handed weapons. One-Handed
weapons: pistols, knives, rocks and other small weapons. Two-Handed
weapons: spears, hammers, rifles, Big Guns, and shotguns.

& Finesse: During any type of combat you show tremendous skill and
control, but don't do as much damage when you connect. The goo
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& Kamikaze: When you fight, you don‘t pay any attention to threats, but

| you can act faster as a result. The bad news: your Armor Class is low-
ered to whatever you happen to be wearing. In other words, you must

wear armor to even have an armor class. The good news: add +5 to

your Sequence.

& Heavy Handed: You swing hard and with brutal force, but you're not
necessarily accurate with your attack. As a result, you rarely score criti-
cal hits, but you do cause additional damage. The good news: add +4
Damage Points in any melee combat (hand-to-hand or attacks with
non-ranged weapons like knives). The bad news: any critical hit has -
30% added to the critical hit tables.

& Fast Shot: You attack faster than most people, but don't take the time
for careful aim. The good news: subtract 1 Action Point from the total
needed to attack with a weapon. (For example, firing a handgun takes
only 4 APs, instead of the usual 5.) The bad news: you cannot perform
targeted shots. This will severely limit your ability to get critical hits
later in the game.

& Bloody Mess: Why do people around you always seem to die violently?
If the violence meter on the Preferences Screen is turned down, you
will always see the maximum violence for that setting. The good news:
“Oooh, blood! Kewl!"” The bad news: “Please! | just had dinner!”

& linxed: Ever had one of those days? Yeah, but every day? Every time
you or a nearby character experience a failure, there is a greater
chance that the failure will become a critical failure—something
unpleasant, like a weapon explodes or you hit the wrong target. The
good news: things keep going badly wrong for other people nearby,
including your opponents. The bad news: they also go wrong for you
and your friends!

& Good Natured: you're a lover, not a fighter, and you never really liked
guns when you were growing up in the Vault. At the same time, you
studied lots of non-martial arts. As a result, your Combat Skills are
lower, but other skills start off higher. The good news: First Aid,
Doctor, Speech, and Barter all start off with a 20% bonus. The bad
news: Small Guns, Big Guns, Energy Weapons, Unarmed and Melee
Weapons all get a -10% to their starting skill levels.

I ey



& Chem Reliant: Man, who you been hanging out with back at the Vault
Don't you know survival demands a clear head and good reflexes? The
bad news: you are more easily addicted to drugs, with twice the nor-
mal chance of addiction. The good news: you recover more quickly
from their bad effects.

& Chem Resistant: The good news: your chance of being addicted to
drugs is half of normal. The bad news: drugs only affect you for half a
long as normal.

& Night Person: The character is more awake after dark, and he slows
down during the day. The good news: Intelligence and Perception are:
modified by +1 during the hours of 6:00 P.M. to 6:00 A.M. The bad
news: Between 6:00 A.M. and 6:00 P.M., Perception and Intelligence
are reduced by 1. Ever had one of those days when you just couldn’t
get started? If you gain a level during the night, you will benefit from
the increased Intelligence.

& skilled: The good news: The character spends more time improving his
skills than most people, so his starting skills are all +10% and he gets
an additional 5 points per new experience level. The bad news: Not as
many extra abilities. You will only get a Perk every four levels, instead
of every three levels.

& Gifted: The character has more natural abilities than most people but
hasn't spent as much time practicing. The good news: all stats are
increased by 1. The bad news: All skills are reduced by 10%, and you
receive 5 fewer skill points per level. In combination with Skilled, this
will give you extra stats with the loss of a few Perks.

Other Decisions

You have several more decisions to make to flesh out your character.

Character Age

Use the plus and minus buttons next to the character’s age to set the figure to any
age, sixteen through thirty-five. There is little direct bearing on the game, with no
direct penalties or advantages to having an older or younger character.







Character Sex

Choose your character’s sex. The main effect this has on the game is in the appear-
ance of the character on the game screen. Some non-player characters will react or
speak differently to you, depending on whether you're male or female. The choice
also determines whether other characters refer to you as “him” or “her,” and in
some instances, your gender will determine whether or not an NPC is romantically
attracted you. To select your character’s sex, click on the MALE/FEMALE button to open
a small window, then click on the gender of your choice.

Name That Character

Your character needs a name, if only because other characters in the game may
occasionally call you by it. This is where you can be cool and creative, with handles
like “Firestorm” or “Deathwish,” or you can be conventional and boring with name
like “Fred” or “Alice.” If you don't choose a name for a newly created character,
everyone in the Fallout world will be calling you “None,” raising the specter of the
man with no name. Click on the NAME button, type in the name, then press ENTER or
click the pone button.

Character Editor Options

This set of options gives you a few additional choices in creating or modifying a
character. This step is completely optional.

& SAVE: Select this option to save the current status of your character sc
that you can work with it more later. The character will not be avail-
able for a game until you Load it. When the Save Character Screen
appears, type in your character’s name and press enTER or click on DON

& LOAD: To load a saved character at a later time, open the Load
Character screen. Select the desired character and press pone. If you
have another character under construction in the Character Editor, t
character will be erased and replaced by this one.

& PRINT TO FILE: This option gives you a text version of your character i
the Fallout directory on your computer, which you can then print out
as hard copy. This option does not save you your character for later
editing or play, and there is no way to load a text file version back int
the game. If you want to save your character in a form you can use in
the game, use the save option above.

& ERASE: This option lets you wipe out a character and start over. The

nd if you say yes the character will be
t to their def ettings. On ‘



Putting It All Together

Now that you have all the basics and know what stats and traits affect what, you're
ready to assemble your character. You can start by modifying one of the pre-gener-
ated characters, or begin fresh with a brand new one.

1.

On the Character Screen, use Character Points to set your character’s
Primary Statistics. This will automatically determine all Derived
Characteristics, as well.

. Select three Tag Skills by clicking on the small buttons.

. Select up to two Traits by clicking on the small buttons (optional).

Select your character's Age by clicking on age, then using the plus or
minus buttons.

Select your character’s Sex by selecting mALE/FemMALE, and then choosing
one of the character icons.

. Give your character a name by typing it into the window.
. Select Character Editor Options (optional).

. Complete your character by using any unspent character points or by

making final adjustments to skill levels or traits. If you don’t like your
character, click canceL to return to the Selection Screen. If you like your
Character, click on DONE.
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More Pre=Generated Character

If you find Max, Natalia, and Albert a little too pedestrian for your tastes, check ou
the following characters created through Fallout's Character Creation System. You'
welcome to use these characters for your own campaigns, or simply to see the
effects of certain choices of stats and skills.

Arnie, a.k.a. “Dutch”

Born Arnold Black, the son of Dutch parents, Arnie has always been a problem in t
Vault. When he sits in chairs he breaks them. When he goes through doors, his hez
cracks the door frame. The door frame cracks, that is, not the head. And when he
rumbles “I'll be back,” bad things tend to happen within the staid and normally
quiet community of the Vault. Maybe that's why everyone is so glad he drew the
short straw and is on his way into the outside world. Maybe someone rigged the
drawing, to make certain he got the short straw.

Strength: 10

Pexception: 5 |
Endurance: 10 |
Charisma: 4

Intelligence: 4

Agility: 4 |
Lucks: 4

Tag Skills: Small Guns, Big Guns, Unarmed Combat.

Traitss Bruiser, Bloody MlMess

Barney |

This is Arnie’s younger brother. He's even bigger and stronger than Arnie... but hei
also a bit on the slow side, if you know what | mean. Sometime back he picked up
the handle “Barney the Barbarian”—it may have had something to do with the w
he once came through the door at mealtime, forgetting to open it first. This guy is
definitely played for laughs.

Strength: 10
Pexrception: 5
Endurance: 10
Charisma: 3
Intelligence: 3
Agility: 6
Iucks 6




lade

Tanya MacMillen is quick, agile, sharp, and bright, so much so she’s picked up the
handle “Blade.” She’s small—105 pounds soaking wet—but she moves like a cat...
except in combat when she moves more like lightning.

Strength: 4

Perception: 7

Endurance: 4

Charisma: 6

Intelligence: 8

Agilitys 7

Iuck: 4

Tag Skills: Small Guns, Speech, Repair.
Traits: Small Frame, Gifted

“Lucky”

Frank Charles Luciano, better known as “Lucky,” was blessed with holostar good
looks and a charming personality. His reputation as a Don Juan has gotten him in
trouble in the past; rumor has it that the reason he volunteered to leave the Vault
had something to do with the Overseer’s daughter. He's got a quick wit and a ready
tongue. Unfortunately, he’s never cared much for guns. He does like to gamble,
though, and seems to be as lucky at cards and dice as he is with women.

Strengths 4

Perception: 5

- Endurance: 4

. Charisma: 9

Intelligence: 6

Agility: 5

Iucks 7

Tag Skills: Speech, Gambling, Sneak
Traits: Good Natured, Gifted
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Ready for Action

Congratulations! Your new character is now ready to go forth into the world, arm
with the strength, endurance, agility, and brains you have given him or her. Go to
the Main Menu where you can start a new game, load a previously saved game,
review the introductory movie, look at the credits, or exit back to your normal ope
ating system.

Good luck!

You're gonna need it!
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Getting Around.
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A light dose only. Almost no contamination at all.

You now have a character who represents you in the world of Fallout, and you're
ready to have him venture forth in search of the water purifier chip that will save
your community. But... once you're out there, what do you do? How do you move
Fight? Communicate? In short, how do you get around?

This chapter covers all of the details of Fallout’s Game Interface, as well as giving
you some general hints and tips on how to play the game.

The Game & Travel Screens

Once you begin a new game, you'll find yourself listening to a monologue by the
Overseer, the head man of Vault 13. He'll tell you what you're looking for, and wh
After that, you'll pass through an airlock, then find yourself in the caverns outside
the Vault's only door.

At this point, you'll be looking at the Game Screen. Take some time to examine it,
and check out how it works.



Game View

The upper half of the screen is called the Game View. You can see the surrounding
terrain, and the blue-clad figure representing your character, either male or female.
Move your mouse and watch the cursor. This is how you access objects or direct
movement on the screen. The Game View is where all of the game’s action takes
place, and where you'll point and click to take specific actions such as moving, pick-
Ing things up, talking to people, shooting opponent NPCs, and so on.

At night or in a cavern, your character illuminates a hex-shaped area at his feet. That
hex, normally invisible, defines the basic unit for measuring distance in Fallout; if
jour character can move 8 during a combat round, it's 8 of these hexes that the
umber refers to. One hex represents one meter (a little more than a yard) of dis-
ance.



L ore

Moving the cursor to the edge of the Game View changes it to a directional arrow
You can scroll the background by moving that arrow, or by using your keyboard’s
arrow keys.

Interface Bar

The lower half of the screen is the Interface Bar. Think of it as the game’s control
panel. This is where you can access your inventory, select your current weapon, tal
a look at your character’s status, select options, and so forth. Note that the cursor
changes when it moves from the Game View to the Interface Bar.

The Interface Bar includes the following important controls:

& Display Monitor: A small screen to the left. Important information,
such as what you're seeing or
what an NPC is doing, is dis-
played here. You can scroll
forward and back by moving
the cursor over the screen
until it changes to a small
arrow, then left-clicking. An
important message will set
off a small alert chime

& Inventory Button: Clicking this button
opens your Inventory, showing you every-
thing that you're carrying at the moment.
Opening your Inventory during combat—t¥
equivalent of stopping to rummage arount
in your backpack or pockets—will cost som
Action Points. From here, you can drag
objects to the Switch Active Item Button, 0
you can drag them back (when you wantt
holster your weapon, for instance). In com
this will usually cost 4 Action Points

F 4\22 Additional vetzs on the /m/enfm/ Par por more injor-
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& Switch Active Item Button: Since you have two hands, you can have
two items—called Active Items—ready for instant use, though you can
only use one at a time. You choose these items by dragging them over
from Inventory. One of the two Active Items will be displayed below
on the Active Item display. Clicking once on the Switch Active Iltem
Button changes the item on the Active Item display from one to the
other. Clicking again switches it back. This is useful if, for example, you
have a gun in one hand and a knife in the other. The Switch Active
Item Button lets you toggle back and forth between gun and knife,
determining which one you're using at the moment.

& Options Button: Clicking here displays the following available
options:

SAVE GAME: Click here to go to the
SAVE GAME screen.

LOAD GAME: Click here to go to the
LOAD GAME screen.

PREFERENCES: Click here to set game
preferences.

EXIT GAME: Click here to go back to
the Main Menu. You will be asked if you
want to save the current game.

DONE: Click here to return to the game.

& Action Points: The number of Action Points you have during a com-
bat round is displayed as a horizontal row of small green lights above
the Active Item Display. These are displayed only during combat. Each
time you expend 1 Action Point, one light switches off, giving you a
way of determining how much more you can do in that turn. During
an opponent’s turn, these lights are red.



& Active Item Display: This display shows your current active item. Lef
click to use the item. Right-click to change modes on the item—an
option available only for weapons. The current mode is shown on the
upper right part of the display. The Action Point cost of using the iten
combat is indicated in the display’s lower left corner. If you don't have
enough Action Points remaining, you won't be able to use the item.

Some weapons can make targeted shots. When the shot is properly
lined up, a bull's-eye in the lower right corner will show that you're
ready to fire.

& Hit Point Counter: This counter shows the number of Hit Points
remaining for your character. If you are healthy, the number will be
white. If you are injured, it will be yellow. If you are close to death,
will be red. Once your Hit Points reach zero, it's game over and tim
try again.

& Rounds Left: The line of small green dots down the right side of
Active Item Display gives you an idea of how close your weapon is
empty. If the green dots are gone, or there are only a few left at the
bottom, maybe you should right-click on the Active Item Display to
bring up the reLoaD mode and hit it!

& Armor Class Counter: This shows your
rent Armor Class, based on your characte
stats and on any armor you might be we
ing. If you have any Action Points remain
after your character takes a turn in com
those points are converted to extra armo
reflecting his or her ability to duck or do

& skilldex Button: Click here to bring up your list of skills. Click on am
active skill—such as Sneak or Repair—to apply it.




& Map Button: Click here to display
your Automap. Your current position
is a red dot. The map will only reveal
areas that you have already seen on
the Game View.

& Character Button: Click here to dis-
play your character and all of his or
her stats. You'll want to check here
for specific information on your char-
acter’s current condition, like
whether or not you have been poi-
soned or irradiated, what critical hits
you might have taken, what your
reputation is with other characters,
and how many kills—and of what—
you've scored so far.

& PIPBoy Button: Click here to display the RobCo PIPBoy 2000.
See Additional Notes on the Inventory Bar for more informa-
tion.

& Combat Buttons: Normally closed with a black- and yellow-
painted door, when combat begins, the door opens to display
two buttons:

End Turn Button: Click here to end your current
combat turn. Any leftover Action Points
will be converted to “armor,” and the
next sequenced character will take his
turn.

vy
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End Combat Button: Click here to try to end the battle. If ther
are bad guys or hostile critters too close to your character, thoug
getting out won't be that easy!

Action Cursors

i The Action Cursor is the cursor that appears on the Game View. With this and a ¢
or two of your mouse button, you can make your character move, fight, talk top
ple, or pick things up.

In the normal Game View, there are three different modes for the Action Cursor;

& Movement: This gets you around on the Game View screen. It is a
able both during normal movement and in combat. ‘




@& Command: This cursor allows you to take specific

actions, such as examine or handle things, use things,
or talk to NPCs. \

S Targeting: This cursor is available only during combat, or if
you've readied a weapon and are about to initiate combat.

To toggle between the various modes, right-click your mouse. If you
click several times, you will cycle through all of the modes. If you're in
Movement Mode outside of combat, right-click once, and you will go
to Command Mode; another right-click takes you back to Movement
Mode. If you are in combat, one right-click takes you from Movement
Mode to Command Mode, and a second right-click brings up the
Targeting Cursor.

lovement Cursor

| Movement Mode, the cursor looks like a small hex and is also known as the hex
ursor. Place the movement cursor where you want your character to go and left-

ick. Your character will move to that point by the most direct route. If a red “X”

ppears over the cursor, then movement to that point is not possible.

fyou want to run, hold down the sHiFT key when you left-click the Movement
ursor. Your character will run to the indicated spot; note that you can’t Sneak while
inning.

uring combat, you will only be able to move as far as your remaining Action Points
llow you. A number will appear inside the hex cursor; this represents the number of
\Ps it will take for your character to reach that point. If a red “X"” appears over the
ursor, you do not have enough points to reach that spot, or movement is disallowed
or some other reason.

fhe default cursor is always the hex cursor.



Command Cursor

The Command Cursor allows you to interact with your surroundings. It looks like
small arrow. Point the arrow at an object and let it rest there a moment. The arr
will change to one of several action icons. Pausing with the Command Cursor ove
an object will also bring up the name of the object on the Display Window on th
Interface Bar. To learn more about it, though, you must Examine it.

To perform the action indicated by the icon, left-click the mouse. If you wish to t
some other action, left-click and hold the mouse button down. A column of avail
able action icons will appear. Continue to hold the left mouse button down as y

move the mouse to scroll up or down the column. When the action icon you wis

select is highlighted, release the button. Left-click to take that action.

There are a total of nine available actions possible with the Command Cursor.

& GET/USE ITEM: Clicking on this icon will make your char-
acter pick up the indicated item. If it's small enough, it
will go into your inventory. If it's too big for that, he or
she will try to use it. Inventory items—Ilike rocks or a
stimpack—will automatically be added to your Inventory,
down at the bottom of the list. Go to Inventory and click and drag
item to an empty space on the Active Item display to have it ready
your hand. Scenery Items—like doors or elevators or a computer te
nal—will be manipulated. In short, you can GET an inventory item,
USE a scenery item.

& EXAMINE: Click on the binocular icon to take a closer look
something. You can Examine anything within your line of
sight. Additional information appears on the Display Moni
Sometimes the information is of only passing interest: “Yol
a cave wall.” Other times, it is more informative: “You see
cave rat. It appears to be severely wounded.” How much i
mation you get may depend on your character’s Intelligen
and Perception.




& USE SKILL ON: This icon allows you to apply an Active Use
skill. A left-click on the icon displays the Skilldex, where you
can select the appropriate skill. Use this, for example, if you
wish to try repairing a piece of machinery, or to use a lock-
pick on a locked door.

& DROP ITEM: This is only available in Inventory. When
your pack is getting heavy and your inventory list is
crowded, use this to drop items you don’t need. You will
need to use this action when you want to plant some
dynamite or other explosives.




& TALK: This is how you communicate with the denizens of Fallout.
Clicking on this icon will initiate a conversation.

Some minor NPCs will have very little to say. Others may let you
engage them in conversation, and are good sources of information
about the town, important characters in the game, or recent events
you click on a major NPC, you will go to a Dialogue Screen where
you'll actually hear the character’s words.

You can only talk with living, conscious people (not all of whom ma
be, strictly speaking, “human”)... and a few computers.

& USE INVENTORY ITEM ON: Click on this icon to use
an Inventory item—a lockpick on a door, for example,
or a stimpack on yourself or a wounded NPC. Select
your target, click the icon, and a small list of your
Inventory items will appear. Scroll down the list, select
the item, and your character will try to use it.

& ROTATE CHARACTER: Sometimes—especially in combat—i
important to be facing in the right direction. Click on this
to rotate your character clockwise by 60 degrees (one hex
face). You can click as many times as necessary to get your
character pointed the right way. Using this icon costs no
Action Points. You can use this action only on your own chi

acter.




& UNLOAD AMMO: If you want to unload a weapon, click
on this icon—it takes you to an Inventory Screen. This is
especially useful if you want to take the ammo from a

dead character’s gun, but leave the heavy weapon
behind.

& CANCEL: Oops! | didn’t mean that! If you decide you really
didn’t want to take that last action, click here. It will be as
though nothing happened!

geting Cursor
ing on the Active Item button on the Interface Bar will activate the Targeting
or. It will also outline any potential targets on the Game View in red, and initi-

ve the cursor over your target of choice. If you cannot possibly hit the target, a
d X will appear. In some cases, a message will appear on the Display Monitor, a
eery note like: “Target is out of range!” If you can hit the target, a white num-
‘will appear inside the cursor. The number is your chance to hit, modified by
th factors as the range, the available light, your skill with that weapon, and the
rget's Armor Class. The higher the number, the better your chance of scoring a
t; it is possible to get a negative number.

left-click (once you have your targeting cursor on the target) will fire the
eapon.



Additional Notes on the Inventory Bar

Some of the information found on the Inventory Bar is so extensive, potentially ¢
plicated, or important that we've included some additional information below.

Inventory |

The Inventory Screen is where you keep track of all the stuff you pick up along !
way. It's also where you go to select what you're going to use.

The Inventory Cursor looks like a hand. Click and drag to move items out of
Inventory to a new location, and release to drop them. If more than one item is
there to move, a special menu will appear, giving you the opportunity to move
some, or only one of the items. Identical items can be stacked in Inventory. Then
ber next to the item shows how many items there are total. With ammunition, t
number shows how many rounds total. When you move ammo, however, each d
and-drag moves one magazine containing a number of rounds. Clicking and dra
ging one magazine from Inventory to an empty weapon reloads that weapon.

The Inventory Screen is divided into three parts:

& Inventory Display Monitor: This shows key information about yo
character, including name, all Primary Stats, current and maximum
Points, Armor Class, and your current two active items (including i
mation on ammo loads and range in the case of weapons).

& Inventory List: The long, vertical bar on the left side of the scree
shows everything you are carrying, excluding Equipped Items—the
weapons in your hands or the armor you're wearing. You can click
drag items to change their location on the bar. You can stack ident
items here to save viewing space.

Ny
Weapons are identical only If fAe/ have the same amount
ﬂ/ ammunition.

Your Inventory can include Containers—backpacks or bags—that, i

turn, hold other Inventory items. Drag items from the Inventory Li
the Container to put them there. To open the container, select the




icon with the Inventory Action Cursor. This displays what's in the con-
tainer, and lets you remove items to DROP them, return them to the
main Inventory, or move them to the Equipped Items area.

& Equipped Items: This shows what you're wearing or carrying openly
at the moment, and allows you to exchange items with your Inventory
List. You can wear one set of armor and have immediate access to two
Active Items at a time. This is where you reload an empty weapon (by
dragging ammunition from the Inventory List to the appropriate
weapon on the Equipped Items List). This is also where you move items
that you want to use at the moment, including weapons, a Geiger
counter, a motion detector, stimpacks, first air kit, and so on.

The Total Weight line shows how much you're carrying at the moment.
Remember that your character cannot haul more than his or her Carry
Weight.

otz

}Zem 1 no /)ena/f)/ for édll//ngvé (ot % gear around.

our charactor dpesn't gef tired (u ng Hat éa&é/oaéé
(;u// a/ ammo, and you never Lnow WZZI you m/'ﬁ# need the
oxtra gear. A the same time, you can't carry more M/e/g#
than your Carry M/e/g#, When the we/%f? the gear
oxeeeds your Carry M/é/g%f, you re g&/ng' » have to use
the DROP /un&f/ﬁn to leave somet’ A/nﬁ— behind.

& PIPBoy 2000: This is a wizard of an
invention, a bit of technology left
over from the old times, before the
holocaust. The PIPBoy is a kind of
small, personal computer, timepiece,
and information management device
worn on your wrist. It has numerous
functions, which are described at the
top of page 51.







STATUS: Click here to view the current status of the adventure.

AUTOMAPS: This saves the
Automaps of all locations you
have visited.

ARCHIVES: The PIPBoy is also a
small video recorder. All movie
sequences in the game are
recorded here for later viewing.

CLOSE: This shuts down the
PIPBoy and returns you to the
game.

& PIPBoy CLOCK: This is a tremendously useful item that allows you to
pass time in the Fallout world. Click on the bell icon on the time and
date line at the upper left. The screen will display a number of options,
allowing you to rest for anywhere from ten minutes to six hours, or to
a specific time, or “until healed.” This option allows you to pass time
in the Fallout world; sometimes, shops will not open until daylight, or
you are told to meet someone at a specific time.

The “until healed” option is particularly useful; if you've been wound-
ed, allowing you to mark time quickly until your Hit Points are back to
their maximum.

If there are any hostile creatures on the map, you will not be able to
rest. You must first kill all creatures that would do you harm. If you
haven't, the PIPBoy will tell you so.

@ THINGS TO DO: This keeps track of your assigned tasks. At the begin-
ning, the only note reminds you that you need to find a water purifier
chip. Note that the “days left” line will decrease, day by day, as your
time runs out. Once you return the water-chip, this note will disappear.




The Game View %

The Game View shows some portion of the local terrain, be it the tunnels of a
ern, then tents and yurts of a raider camp, or the streets of a shattered city. Yo
explore this area by moving your character about, by moving your cursor to the,
edge of the Game View until it turns into an arrow, allowing you to scroll the
in that direction, or you can use your keyboard arrow keys to scroll.

Most of what you see on the Game View is self-explanatory—people, dogs, buik
ings, walls, hideous mutant monsters, and the like. Notice that when your char:
walks behind a building or a wall from the Game View's perspective, a part of
obstruction vanishes so that you can still see your character. This virtual X-ray vi¢
can be a little confusing sometimes, especially inside a complicated structure w
ots of walls, twists and turnsgbut it doesn't take long to get the hang of it.




U click the Movement Cursor inside a building, the roof of the structure becomes
ansparent when your character enters, allowing you to see what's going on inside.

ere are two ways of leaving a given area on the Game View: Elevators/Ladders
the Travel Map.

levators/Ladders

rtain structures such as underground vaults have several levels connected by eleva-
s or vertical shafts with ladders. Enter the shaft and right-click the cursor to bring
pthe Hand Icon. Right-click to use the elevator, and you will be taken to the next

he World Map

ie world of Fallout is an enormous place. The Wasteland stretches for miles in
very direction, with only a few scattered and terribly isolated outposts of humani-
/... and other creatures.

ortunately, You don’t need to cover all of that ground step by step! Somewhere
ong the edge of each Game View you will find one or more shaded gray areas

lled the Exit Grid. You'll encounter the first of these just beyond the mouth of the
verns outside your vault door.

ove your character onto the Exit Grid. You will be taken to the World Map, which
ows the entire area available for exploration. You'll see the area you're in now
ghlighted. If you point and click at any other spot on the map, the computer will
astraight red line to the selected destination, the time counter at the upper
ight will click off the time necessary for the journey, and in a few seconds you’ll

ind yourself at the new location.

Jsually. If a small lightning bolt appears next to your travel line before you reach

our destination, and you then find yourself unexpectedly in the middle of the

esert, the computer has decided that you've just had an encounter along the way,
omething pleasant like a pack of rad scorpions, perhaps. If this happens, you'll have
0 resolve the situation—usually by combat or by sneaking past whatever you‘ve run
0—to reach the Exit Grid at the edge of that map. From there, you can continue

r journey.

jome Exit Grid areas lead not the the World Map, but to another game view adjoin-
ng the first. Think of these as extensions of one, big game map.

& Travel Buttons: For the traveler’s convenience, there’s another way to
get around. At the right side of the World Map, all known destinations
in the world of Fallout are listed wnth a red button. Click on the button

e. The first time o] only avaﬂab@
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destination is the other vault, which the Overseer told you lay som
where to the east. After you've been around a bit, you'll have a ca
siderable list of destinations to choose from.

& TOWN/WORLD Button: This toggles between the World Map and
of the individual cities, towns, or vaults that you may encounter. If |
you're in one part of a city or a base and need to reach a different;!
move your character off the Game View to the Exit Grid to reach th
World Map. Next, click the button at the lower right of the World K
the one marked TOWN/WORLD. This will take you to a map of the
entire city or installation, with the various available destinations
marked by green triangles. Point and click to go to the new area.

: M>A//e fmwe//nﬁ, on the World Map, notice how areas ahead

nd to eifher side of your fravel /:a/A are /:an‘/a///
revealed. This may give you a g///ﬂf)éé o other /oaéé/’é/e
destinations ﬂﬁ interest.

Dialogue

When you meet another character, you may wish to start a conversation with th
Left-click to bring up the Command Cursor, then click on the TALK icon. As discut
earlier, the NPC may have little to say, or he or she might talk your leg off. If the
?%% NPC is willing to hold a conversation with you, the screen will shift to the Dialog
Screen, where you can read the NPC's statements and select your own reply fro
several possible responses. Your choices of replies may be limited if your charac
few beers short of a full six-pack. Characters wit
Intelligence of less than 4 simply don’t have wht
takes to engage in deep or complex conversatit:

When talking with a major NPC, you will see a,
animation of that character, and hear his or hel
voice. Pay special attention to the character’s fa |
expression and tone of voice. You'll be able to
a lot about their attitude toward you, and beb
ter able to frame your own replies.




M the world of Fallout, barter has more to
o with the real economy than money.
requently, you'll be able to exchange
joods, and the Barter Screen is how you
it.

0 access the Barter Interface, click the Barter button on the Dialogue Screen. When
0U wish to stop the bartering, click on TALk.

 barter successfully, you must offer the NPC an equal amount or value in goods for
e goods you wish to take. A high Barter Skill will tip the value of the exchange in"
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your favor; a low Barter Skill means you'll be losing out on most deals, giving m
to get the same thing. The reaction of the NPC to you will also adjust the value
goods. If the NPC likes you, you will find it easier to Barter.

On the Barter Screen, you will see your Inventory on the left. Click and drag iter
that you wish to exchange to the left Barter Table between your Inventory and
NPC's. Next, move items that you want from the NPC's Inventory to the right Ba
Table. The total cash value of what you offer appears at the bottom of your sic
the table; compare it with the value of the items you are bargaining for. Unless
Barter Skill is quite high, you'll have to offer more than the goods you are tryi
buy are worth. When you think you‘re offering a fair deal (or, at least, when yo
think you've set up a deal that the NPC will go for) press the offer button. Thel
will respond on his Dialogue Screen. You can remove some of your items from
left Barter Table to strike a better deal for yourself, or you can offer more if the
didn’t like your first offer. You can always press canceL to stop the trade and ret
to the Dialogue Screen.

If you have goods on your side of the table, and no goods on the NPCs side of
table, then selecting OFFER will just give your items to the NPC. This is helpful
NPC party-members.

Remember that you will get a better deal from an NPC if he likes you. Your Bar
Skill and the Barter Skill of the NPC will also affect the final, agreed-upon price

Combat

While the different modes and actions that take place during combat are desc
individually elsewhere, more detailed information is provided here.

Sooner or later, no matter how peaceful your intentions, either someone or so
thing in the Fallout world will attack you, or you'll decide you must attack som
thing or someone else. Your reputation in various locations will often depend
your success in various combats—whether it's wiping out that rad scorpion nest
that's been killing off the villagers’ livestock, or taking out those bandit raiders
who've been harassing the caravans. Remember that your reputation in a given
may be good or bad. Actions have consequences. You can’t go around shooting
harmless civilians for no reason and not expect other NPCs to look at you... diff
ently. Every two good NPCs that you kill will decrease your reputation by one
It takes six dead bad NPCs to increase your reputation by one point.

Combat begins when something attacks you, or you attack something else. It :
start when you move too close to a mutant rat and it bites you, or when ;
wrong thing to a thug with a bad attitude. The enp TURN/END COMBAT butt



d as a line of lights above the Active Item Bar—bright green when it's your

, [ if it's your opponent’s. You can also start combat, and stop everyone from
ing, by pressing the A key or clicking on the active item button if you have a
pon there.

tack, select your weapon. If the Active Item slot is blank, you will attack with
‘hands and feet; if you want to select a specific weapon, go to your Inventory,

ick on the Active Item bar to change to another readied weapon. The cursor will
to a small target cross hairs—the Targeting Cursor—that you can move onto
‘intended target.

'ns

bat is resolved in turns, with each character moving and attacking in an order
ined by his, her, or its Sequence Number. The higher your Sequence
nber—which is determined by your Agility—the more likely you are to move and
ot first.

tion Points

N much you get to do when it’s your turn—shoot, reload, move, check Inventory—
ends on how many Action Points you have. The following table gives the num-
‘of APs required for various activities possible during combat.

bions Base AP Cost:
king 1 AP per meter

land-to=hand Attack

elee Weapon Attack

Ranged Weapon Attack (Single Shot)
Ranged Weapon Attack (Burst Fire)

largeted Attack

Reload Weapon

Open Inventory

Open a Door

Use a Scenery Item

EEEELEELD
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ne weapons have different AP costs. Always look at the AP cost in the lower-left
nd corner of the active weapon button for the actual cost.

ovement

t-clicking will cycle the cursor through Targeting, Command, and Movement
jes. In Movement Mode, you will see the Hex Cursor. A white number inside the
ir.shows how many APs it will take to : at poi red X means you




cannot move to the indicated hex, either because it is too far or because the sel
ed hex is blocked—by a rock wall, for instance.

To reserve enough APs to use the currently selected Active Item—a pistol, for ¢
ple—press cTrRL when you right-click to move. This is useful for getting as close
possible to an enemy—in order to get the best possible odds of hitting him or
while retaining enough APs to shoot.

You can run by holding down the sHiFT key when you click the mouse button to
move. It makes no difference in combat whether you run or walk.

Unlike non-combat, you cannot interrupt your movement while in combat. Yol
should always plan your move very carefully to avoid spending too many APs a
not having enough to attack. It is very embarrassing to move right next to am
and not being able to punch him until after he gets to smash your face in.

Targeting and Attacking

As noted on the table above, different types of attacks have different AP costs
Some attacks—with melee weapons, for instance—require that you be directly
cent to your target. Ranged weapons can be used from a distance.

When you move the targeting cursor over an opponent, check the white numt
that appears inside. That is your chance to hit, a number based on your skill
that type of weapon modified by the range, the available light, the target's a
available cover, and whether or not this is a targeted attack. A “93” here mea
93 times out of 100, you will hit the target... good odds, indeed.

Left-click to fire the weapon.

Targeted Shots

Making a targeted shot—one aimed at a particular part of your opponent—i
you the chance of doing more damage to your opponent, though at the cost o
lower chance to hit. If the weapon can make a targeted shot, right-clicking on!
Active Item Bar will cycle through the various modes to Targeted Shot, when y
will see a small target on the bar’s lower right corner.

Left-click on your target to make the shot. A diagram of your target will appes
ing you the chance to select one particular part of his or her anatomy to shoof
the head, say, or a leg. The number beside each selection is your final “to hit"!
chance, your original “to hit” number modified by the difficulty of the shot. Y
opponent's head is a much smaller and more difficult target, for instance, thas
whole body.



argeted shots take longer, adding 1 to the number of APs needed for
hat weapon. A targeted shot gives you a better chance at getting a critical hit.
aplosive weapons or burst-fire weapons cannot be used in targeted attacks. Melee
nd unarmed attacks can make targeted shots easier than ranged attacks.

Reloading

[your weapon won't fire, even if you have APs enough to do so and you know

jou're within range, you may be out of ammo. Check Inventory, where a 0/12 next
0your pistol indicates that you have no rounds left out of a possible twelve. Click
and drag the appropriate ammo down to the Active Weapon Bar and click pone. You
hould see the 0/12 become 12/12, and you can return to combat.

fou can also reload by choosing a Reload Action form the Active Item Bar. This
nethod is faster (2 APs instead of the 4 required for opening Inventory), but you
don't get to select the type of ammo you use.

nrow

Some weapons, like grenades or throwing knives, can be thrown, with a range
ased on your character’s strength. Move the Targeting Cursor to the desired hex
nd left-click to throw. As long as you have an identical thrown weapon in your
ventory, it will automatically place a new one in your Active Item button.

| 1%
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Hand-to-Hand Combat

You can attack an opponent with your hands and feet, or with melee weapons s
as a knife, if you are in an adjacent hex. As with ranged weapon attacks, a “per
age to hit” number appears in the Targeting Cursor if you're close enough, and:
left-click makes the attack.

Damage

A successful attack results in damage to the target, and a loss of Hit Points. The
more HPs lost, the more successful the attack was. When a target’s HPs reach 0,1
target is dead.




itical Hits

ery hit against a target carries a small chance of being a critical hit. Some possible
cal hit results include being knocked over and losing a turn, being knocked
onscious, or doing extra damage. Making a targeted attack increases the chances
getting a critical hit.

titical Failures

ery attempted attack also carries with it the chance of a critical failure. The nature
the failure depends on the weapon, but some possibilities include running out of
imo, dropping your gun, or having the weapon jam.

nding Combat
ombat will continue until all opponents are dead, unconscious, or in flight, or until
u get far enough away from all nearby hostiles that the game program allows you
click the eND comBaT button. If hostiles are too close, a message in the Display
een will inform you of that fact.

combat ends successfully, the exp TURN/END comeaT button will be covered up, and
ou return to normal Movement Mode.

Brief Walkthrough of an
Jpening Game

lis's a step-by-step description of the first few moves in a new Fallout game, pre-
nted to give the new player a feel for how the Game Interface and Game View

ecause of the random nature of events in Fallout, be aware that your experiences
ill not exactly parallel those described below.

Waoning-
N
Spoiler et ctip this section if you want to have
avents in the cavern come as a é&m/o/e/é 41./1/01/46, or i
ou'd rather explore the caverns yourself inétead o

ée/'nﬁf told how to j/na/ your way out



Setting Out

As described above, clicking on New Game from the Main Menu will (lead you first to th
Character Selection Screen, then) take you to your first encounter with the Overseer. He!
you what you're looking for, and a brief movie will take you through the airlock. Play bq
at the Game View, with your character standing outside the Vault door. |

Use the Hand and Look Icons to examine things around you. Mostly, you'll see nothing b
rocks and cave walls. If you try to open the Vault door, you'll find that it's been sealed. |
fact, it will remain locked for thirty minutes of game time, after which you'll be able to
return if you want to.

The Longest Journey...

...begins, as they say, with a single step. Or, in this case, it begins by moving your cursor
down the path you can faintly see in front of your character, selecting a point, and clicki
to set your character on his or her way. Of course, it won't be long before...

Oh, Rats!

As your character moves through the tunnels, you'll soon encounter cave rats—big ones,
about the size of a bulldog, and twice as nasty. If you get too close to one, the game wil
shift to Combat Mode. The yellow-and-black-striped door at the lower right of the Game
Interface will open up, and you'll notice that your Movement Cursor will now let you tra
only as far as you have Action Points. The white number on your Hex Cursor shows how
many APs it will take to reach a given spot.

If you haven't already done so, open Inventory by clicking on your Inventory button and
move the pistol and the brass knuckles to your Switch Active Item button. Click on the A
Item button so that the pistol is in view.

Your Targeting Cursor is now active, and you'll see all available targets—the rats—outli
red. Move the Targeting Cursor over the nearest rat, and you'll see a percentage displaye
your chance to hit the critter. Left-click to take a shot.

On the Game View, your character will aim the weapon and fire. Depending on how go
shot he or she might be, you'll either hit the rat or the cave wall behind him. Either waj;
result will be shown on your Display Monitor. Unless you did some moving and/or Invent
checking first, you'll probably have some APs left. You can either take other actions to u
them up, or click on End Turn. Remember that if you click End Turn with some APs remal
ing, those APs will help you avoid the enemy’s next attack.

Now it's the rat's turn. He'll move, and if he's close enough, he'll try to take a bite out of
your Ieg You'll see your character move, trying to duck—and if the rat's teeth sink
im or her cry out. Th ill either tell you how much
), or announce t
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en all the rats have moved, it's your turn again. You can take another shot, or you can use
e Switch Active Item button to take a swing with the brass knucks. Remember, you must be
ght next to your target to use a melee weapon. Keep shooting or swinging until the rat is
ad or scuttles off wounded. Keep in mind, though, that other rats nearby have probably
ard the combat and/or smelled the blood and are on the way to join in the fun—sort of like
nall, furry, hungry sharks with legs.

eeing the Light

hen you're tired of bashing rats, you can break off combat in one of several ways. Kill all

e nearby rats, and the Combat button door will close, taking you back to the normal Game
fiew. Alternatively, you might be able to out-maneuver the horde, and put some distance
etween you and them.

fy other options. Click on the Skilldex button to bring up your skills, then select SNEAK.

hen it's your turn, move the Hex Cursor as far away from the rats as you can and click. If
our Sneak is successful, you'll slip right past the closing rat pack; if not, well, keep fighting!
ou can also try clicking the End Combat button, but you'll find that works only if there are
0 rats close by.

nce you're clear of the rats, it's time to get the hell out of these vermin-infested caves.
\Ithough it feels like you're in a maze—and you could take a long time exploring all of

10se branching corridors—getting out is pretty simple. Go south (“down” on the Game

lew, which will actually be toward the lower right of your screen) as far as you can, then

urn west (toward the left side of your monitor). After traversing a long, narrow passageway,
our Display Monitor will announce that you're seeing daylight for the first time in your life.
Keep walking, and pretty soon you'll come to the mouth of the cave.

ust beyond, that gray, shaded area on the sand is your Exit Grid. Place the Hex Cursor on the
ray area and click to take your character to the World Map.

ere Do You Want To Go Today?

You're now looking at the World Map. On the right side, you'll see two destinations: the
jault you just came from, and Vault 15, the “other vault” far to the east that the Overseer
told you about.

You have several options open to you now. You can click the button for Vault 15, or you can

k a point on the map east (or in any other direction, actually) of Vault 13. You can click the
orld Map square right next to the one you're in if you want to explore it step by step, or

you can assume that there’s nothing there but desert wasteland and pick a square further on.

‘you head straight to the other vault, you may find yourself in the desert near the entrance,
ou might find your journey has been interrupted by a chance encounter.

vay, your journey is off to a great sta




%’ x'»'j{,'“
k.

R .

Some General Hints and Tij

Here are some general tips for getting along in the big, real, outside world. ‘

& Save often— You do not want to go all the way back to the firstz
outside Vault 13 with an inexperienced character every time you di

& Talk it out— While combat is unavoidable in Fallout, keep in ming
that the more information you have, the better your chances of b
surviving and learning what you must know to win the game. Dor

looking for a fight, unless you're deliberately role-playing a shoot




& Your rep precedes you— Your character in the game will acquire a
reputation based on his actions. Just as in the real world, you cannot
walk into town shooting down innocent bystanders without facing
some pretty grim consequences.

& A soft answer turneth away wrath— If you don’t want to start a
fight, pay close attention to your choices of statements or replies. “I
think I'd better leave” is going to have a better chance of resolving a
situation peacefully than “Bite me.”

& Watch your mouth— Arrogance rarely wins friends or influences peo-
ple in your favor. Don't choose conversational replies that suggest that
your character has an attitude... unless, of course, he likes getting into
fights.

& Listen up— Pay attention to what NPCs tell you. Some characters
you'll meet don’t have much useful to say, but others have specific
information and good suggestions about where to go or who to talk
to. Conversations with major NPCs are always important. These are
where critical game information is conveyed to the player.

& Stay out of trouble— If a guard or sentry gives you an order, don’t
ignore him. Most guards will attack if you don’t comply within a few
seconds, and then you've got real problems!

& Put it away— Don't forget that you have a drawn weapon in your
hand when you walk into a town. People tend to notice these things.
Some guards will order you to put it away; others might shout “He's
got a gun!” and go for their own. Return your weapon to inventory
when you're not using it.

& Watch your HPs— In combat, be aware of your current Hit Points.
When you see that your HPs are down to a handful and the number
turns red, you are in serious trouble, and another hit or two will prob-
ably kill you. Maybe it's time to think about getting away, or try using
a stimpack to boost your HPs a bit.




& Mark your targets— In combat, be careful of what you're aiming
Be especially careful if a friend is standing between you and your ta
get. Both friend and foe will be outlined in red as possible targets,
in a close, tangled action, it’s quite possible to shoot an ally instead|
a hostile. If this happens, you might find yourself fighting with your
friends as well as your enemies, a twist that can ruin your whole da

& Avoid the long chase— Although each kill counts toward your
Experience Point total, chasing a wounded enemy who is fleeing
fight is rarely a good idea. Unless they've taken a critical hit that slo
them down, they can usually stay ahead of you... and you might fin
yourself drawn into an ambush.

& Shoot and loot!— In combat with human adversaries, use the Han
Icon on dead foes if you get the chance. A left-click will show yout
dead character’s Inventory, and you'll have the chance to click andd
his stuff to your Inventory. This is a great way to pick up new weap
extra ammo, and body armor.

& The most toys wins— As you have the chance, re-equip your chaf
ter as early as possible. He or she will start out with a hand gun ant
few incidentals. As quickly as possible, strip fallen foes of everythin
you can carry and barter away what you don’t need. Get the best
armor, the best weapons, and the most ammo you can, as quickly &
you can. You're gonna need ‘em!

k & Go for the green— Stop at every green circle area on the World
you can find. As you‘re traveling the World Map, keep a sharp look
for these regions in newly revealed areas near your line of march.

& Back to the Vault— If you can't figure out what to do next, try g¢
back to the Overseer and have a talk with him. Be sure to save the
game before you head back for the Vault; if the Overseer can't hel
you, then you can load again and continue without having lost any
time.

& Time is of the essence— Keep track of the passing days ol
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A moderate contamination hazard. You could learn
things looking here that you'd really rather not

The world of Fallout is rich and varied, with lots of different places to go. This
ter lists the various locations in the game where the plot and action unfold. Sinc
you, the player, have almost complete control over where you go in the Fallout
world, and when, the order of the locations listed here is not necessarily the ord
which you will encounter them.

Vault 13

This is your home vault, the place where you begi
adventure. It is located near the top center of the:
World Map, and has had no contact with the outs
world for over 80 years.

The Vault, arguably, is the most important site inf
game. Its survival is in your hands, and is the whol
reason you are venturing into the outside world.|
do not return with the water purifier chip within'
days, the entire community will die of thirst, and:
game will be over. Even then, you only have 500«
to defeat the mutant army before you Vau




L Most of this time could be spent travelling on the World Map, so try to keep
g trips to @ minimum.

ravel Interface

ess the World Map, you must travel through the caverns, going south as far as
ssible, then moving down a long, straight passageway to the west. The interface
% just outside the mouth of the cave. The first time you come this way, the inter-
s just beyond the cavern mouth. On subsequent visits, you will enter a town
ap of the vault first, and be able to choose a destination from there.

Places of Interest

& Emergency Medical Lab: Where you can get free medical treatment.
Location: Vault 13 Entrance Map.

& Command and Control Center: You can find the Overseer here if
you need to talk to him again. Location: Vault 13 Level 2.

haracters Encountered

& The Overseer: (Major NPC) The man in charge of Vault 13. He gives
you your orders, and may provide you with additional information and
hints if you return to the Vault later in the game.

& Various citizens: (Minor NPCs).

fault 15 (The
ried Vault)

This is the “other vault, somewhere to the east”

hat the Overseer first tells you about when you
ept your mission. You can reach it by traveling as
ar to the east as you can on the World Map, or by
acting vAuLT 15 on the World Map’s list of travel
inations.

»
1)

Travel Interface

When you arrive at the buried vault, the only evidence of its existence you will see is
shed with a sewer or manhole entrance inside. You gain entrance to the buried

ault by cllcklng on the Hand Icon to use the Iadder msnde the shaft. This will take “
‘ ap , which in turn givesyg



Places of Interest

& Command and Control Center

Characters Encountered

The only NPCs encountered here are a very large number of mutant rats of varic
species, some of them quite large and dangerous. Killing them will increase your
Experience Point level, and afford you the opportunity to use up lots of precio
ammunition.

Shady Sands

Shady Sands is a quiet, peaceful village located
about halfway between Vault 13 and Vault 15.
Most players will notice it during their first trek
across the desert, from one vault to the other.

Tra vI erface

Players arrive at and depart from Shady Sands at a travel interface north of the
gate. At that interface, clicking on the Town/World Map will bring up a map off
town, including Shady Sands proper, the Brahmin Pens, and the Gardens. East S
Sands can be reached to the east of Shady Sands map.

2 Places of Interest

& The Guardhouse: A building where the town’s guards live. Locat
Shady Sands.

& The Town Hall: The building where Aradesh, leader of Shady Sanf
can be found. Location: Shady Sands.

& Razlo's: A doctor’s office. Location: Shady Sands.

Characters Encountered
& Aradesh: (Major NPC) The soft-spoken leader of the Shady i‘u s




& Tandi: (Major NPC) Aradesh’s daughter, and the future ruler of Shady
Sands. She may be encountered in Shady Sands, Near the Town Hall.

& lan: (Minor NPC) A.K.A. “the leather-jacket man.” He can be found in
the Guards’ quarters in the northeast of Shady Sands proper, and can
be convinced to join you on your quest. He will also tell you the loca-
tions of two destinations farther to the south.

& Dr. Razlo: (Minor NPC) A doctor in the building in the southwest
quadrant of the town. For a price, he will heal your wounds, and he
might be interested in Rad Scorpion tails.

& Seth: (Minor NPC) A guard at the front gate. He can tell you about the
town and the neighbors, and will take you to the Rad Scorpion caves.

& Various peasants, citizens, guards, cooks, and children: Assorted
background characters, the citizens of Shady Sands.

The Rad Scorpion caves can only be reached

through dialogue with Seth, the guard at Shady
Sands' front gate. If you tell Seth you want to go
there, he will ask, “Are you sure you want to go to
the Rad Scorpion caves?” If you reply “Yes,” you
will find yourself outside the caves.

number of Rad Scorpions inhabit the caves. You
@n go there to kill one or more of the giant scorpions for the experience points, or
you can go to wipe out all of the scorpions.

ravel Interface

Exit from just outside the mouth of the cave back to the Shady Sands Entrance Map.
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The Desert
Raider Camp

The raiders’ camp is a collection of tents and yurts
surrounding a single large building. A number of
desert raiders, both male and female, are gathere
here. Their leader, Garl Deathhand, can be found
inside the main building.

Travel Interface

Moving to the edge of the Game View will take the player character to a Travel
Interface and the World Map.

Places of Interest

& The Big House: The large, brick-and-canvas structure surrounded by
tents and warriors’ gers. Includes an outer warrior's room, Garl’s ro¢
and three prison cells.

Characters Encountered
& Garl Deathhand: (Minor NPC) The leader of the Khans.

& Tandi: (Major NPC) If she has been kidnapped, she will be held ina
in the camp.

& Various Raider Guards and Warriors: (Minor NPCs) Armed with
spears and hand guns.

& Various Peasants.

Junktown

Junktown is a much larger town than

Shady Sands. It includes three separate
maps, the Entrance, Killian's, and the
Casino.




ravel Interface

om the Entrance Map, go north to reach Killian's, or south to return to the World
lap. No exit to east or west.

om Killian's Map, exit north to reach the Casino Map. Exit south to return to the
ntrance Map.

om the Casino Map, exit south or east to return to the Killian’s Map.

Places of Interest

& Doc Morbid’s: A doctor’s office. Location: Entrance Map.

& Doc Morbid’s Lab: A basement laboratory accessed from the clinic.

& Killian Darkwater’s: A General Store where you can buy weapons
and supplies. Location: Killian's Map.

& The Crash House: A hotel for travelers. Various characters of interest
to the player stay here. The Skulz, a local gang, hang out in the store-
room in the back. Location: Killian's Map.

& The Casino: Location: the Casino Map.

& The Skum Pit: A bar. Location: the Casino Map.

Characters Encountered

& Killian Darkwater: (Major NPC) The mayor of Junktown, leader of the
guards who police the town, and the proprietor of Killian's, a General
Store.

& Gizmo: (Major NPC) The crime boss of Junktown, and owner of the
Casino.

& Lars: (Minor NPC) Leader of Killian's guards.
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& Doc Morbid: (Minor NPC) A doctor with a clinic in Junktown.

& Flash and Cougar: (Minor NPCs) Doc Morbid's two mercenary body
guards.

& Gretch: (Minor NPC) Doc Morbid’s assistant.

& Marcelles: (Minor NPC) The manager of the Crash House.
& Sinthia: (Minor NPC) A prostitute working for Gizmo.

& Raider: (Minor NPC) A crazed desert raider.

& Bob: (Minor NPC) A character who owes money to Gizmo.

& Gunman: (Minor NPC) A renegade mercenary gunman working for
Gizmo.

& Adrian: (Minor NPC) A dealer at the Casino.
& Vinnie: (Minor NPC) Leader of the Skulz.
& Sherry: (Minor NPC) A member of the Skulz.

& Victor, Shark, and others: (Minor NPCs) Members of the Skulz.

& Neal: (Minor NPC) Owner and bartender of the Skum Pit.
& Trish: (Minor NPC) A waitress at the Skum pit.

& Saul: (Minor NPC) A boxer at the Skum Pit, and Trish’s lover.

& Assorted peasants, citizens, guards, gamblers, casino dealers, bar
patrons, and others.




e Hub is an enormous trading center and settle-
ment established in an old town relatively
untouched by the war. Caravans are organized here,
@rrying goods to LA, Junktown, Shady Sands, and
sewhere. Numerous adventures can be had here.

Travel Interface

Travelers first arriving at the Hub will arrive at the
north end of the Entrance Map.

Places of Interest

& The Job Post: A place where job offers are posted. Location: Down
Town, near Bob's Iguana Bits.

& Far Go Traders: The offices of the smallest of the main caravans.
Butch’s office is in the back. Location: Downtown, near the Police
Station.

& The Maltese Falcon: A bar and flop house. Decker’s office can be
reached here by stairs behind the bar. The Crimson Caravan, the sec-
ond largest caravan organized out of the hub, has offices in the same
building. Location: Downtown.

& The All In One Store, the Armory, the FLC, the Weapon Shop:
Various businesses. Location: Central Downtown.

& Decker’s Office: An underground room where Decker runs things.
Location: Accessed by stairs from the Maltese Falcon, in Downtown.

& The Water Merchants: The largest of the three main caravans orga-
nized out of the Hub. Location: The Water Merchants’ Map.

& Children of the Cathedral Hospital: A COC healing center. Jain can
be found here. Location: In the Water Merchants area.

& Daren Hightower's House: Large and elaborate dwelling in the rich
part of town. Location: The Heights.
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& The Arms Dealer: Jacob can be found here. Location: Old Town.

& Harold: The old mutant with some interesting stories can be found in
a small building here. Location: Old Town.

& Thieves’ Circle: Accessed by stairs in the largest building in Old To
Loxley can be found here. Location: Old Town.

& The Gauntlet: A small and relatively harmless replica of a larger and
more dangerous challenge encountered later on. It is a test of the
player’s skill with locks and traps. Location: Outside of Loxley’s head-
quarters, beneath the Old Town Map. The player character will havett
get through the Gauntlet to get to Loxley.

Characters Encountered

& Sheriff Justin Greene: (Minor NPC) Head of the police forces in the
Hub.

& Deputy Fry: (Minor NPC) Greene's deputy.

& Butch Harris: (Major NPC) Head of the Far Go Traders.

B Rutger: (Minor NPC) Butch’s assistant with the Far Go Traders, and t
real brains of that organization.

& Demeter Romara: (Minor NPC) Head of the Crimson Caravan.

& Keri Lee: (Minor NPC) Assistant Head of the Crimson Caravan.
Demeter’s daughter.

& Daren Hightower: (Minor NPC) The unpleasant head of the Water
Merchants. He believes he is the chief power in the Hub.

& Martha Rastello: (Minor NPC) Second head of the Water Merchan
She takes the night shifts, and may be able to help the player witha
special problem. |

& Nikalao: (Minor NPC) An upper-class merchant.




& Kathy: (Minor NPC) Manager of the Armory.

& Jason: (Minor NPC) Kathy's son.
& Bob: (Minor NPC) Manager of Bob's Iguana Bits.

& Mitch: (Minor NPC) Owner of the All In One Store. He sells drugs and
medical supplies.

& Lorenzo: (Minor NPC) Manager of the Friendly Lending Company, or
FLC, which is owned by Decker.

& Decker: (Major NPC) Head of the Hub Underground, and the true boss
of the Hub. Ruthless, cool, cunning, and deadly, he is not a good man
to cross.

& Kane: (Minor NPC) Decker’s assistant.

& Loxley: (Major NPC) Head of the Thieves' Circle. A real, modern-day
Robin Hood.

& Jasmine: (Minor NPC) Loxley's second-in-command.
& Jain: (Major NPC) High Priestess of the Children of the Cathedral.

& Thorndyke: (Minor NPC) A physician with the Children of the
Cathedral.

& Harold: (Major NPC) An old mutant. He has memories reaching back to
the war and before. He also has some very interesting information to
pass on to the player.

& Jacob: (Minor NPC) Manager of the Arms Dealer that sells mid- to
high-end weapons and ammunition.

& Dan: (Minor NPC) A Brahman and cart dealer. Also known as “Dan the
Brahmin Man.”

& Billy: (Minor NPC) A boy who works for Dan.




The Necropolis

The Necropolis is a large city inhabited by
ghouls—former humans who have mutat-
ed—and some super-mutant soldiers. An
outpost of the Children of the Cathedrals is
also located here.

Travel Interface

The player will arrive at the Motel Map. From there a sewer system takes him north
the Hall of the Dead, then north again to the Water Shed Map. To return to the W
Map, there are Exit Grids on all three of the maps.

Places of Interest

& The Motel: A ruined motel occupied by ghouls. Also called the Mot
of Doom. Location: The Motel Map.

& The Hall of the Dead: Set's throne room and headquarters. Locati
The Hall of the Dead Map.

& Motel of Doom Sewers: The sewers beneath the Motel of Doom.
Location: Reached from three separate sewer access holes outside t
motel.

& Hall of the Dead Sewers: The sewers beneath the Hall of the Dea
Location: Reached from a sewer access in the building near the Hal
the Dead, or via the secret passageway behind Set’s throne in the
of the Dead.

& Ghoulish Underground: A safe haven where the player can rest.
Location: In the sewers beneath the Hall of the Dead.

& Watershed Sewers: The sewer line from the Hall of the Dead
emerges in a sewer access inside a building on the Watershed Map.
Two other sewer accesses in the street on that map are connected i

one another underground, but not to the rest of the sewer system,




& The Watershed: The source of water for the Necropolis. Location: The
Watershed Map.

& Necropolis Vault: An underground vault, similar to Vault 13 and Vault

15. Location: The vault can only be reached via a manhole inside the
Watershed building.

haracters Encountered
& Set: The ruler of the Necropolis ghouls.

& Garret: (Minor NPC) A ghoul working for Set.
& Glowing Ones: (Minor NPCs) Radioactive mutants.
& Various ghouls, ghoul refugees, ghoul guards, and others.

& Children of the Cathedral Members: (Minor NPCs) The COC have
built a hospital in a building in the Necropolis.

& Harry: (Major NPC) A high-ranking super-mutant leader.

& Terry: (Minor NPC) A super-mutant leader.

& Gary, Barry, Sally, and others: Assorted super-mutants. Sally really
doesn't like his name.

The Brotherhood
of Steel

The Brotherhood of Steel is a semi-religious order
that worships ancient technology. They inhabit a
fortress with an entrance on the surface and four
underground levels. Depending on the player’s sta-
tus, he or she may be limited to the entrance. Only
Initiates or people seeking to be Initiates are




allowed into the lower levels. In addition, a character who has become an Initiate
and who then becomes an enemy of the Brotherhood by attacking another me
will find the elevator locked.

Travel Interface

The Entrance Map has a travel interface to the south. Travel between the surface
and the various levels is accomplished using elevators.

Places of Interest

& Combat Training Hall: A room where combat demonstrations maj
watched. Location: Level 1.

& Checkout: A room where the player can check out weapons and
equipment. He or she will not be able to enter the storeroom beyor
Location: Level 1.

& Knight Workroom: The player may be asked to do a chore here,
as a result, get a new piece of equipment. Location: Level 3.

& Master Scribes Room: Vree's room. Location: Level 3.

& Library/Library Computer Room: Location of the Brotherhoods
records and computers. Location: Level 4.

& Council Room: Meeting place for the High Council. Location: Lew
off the Hall of Worship.

Characters Encountered

& Cabbot: (Major NPC) A high-level scribe initiate working at the
entrance as a greeter.

& Master Scribe Vree: (Major NPC) A highly intelligent scribe, and:
expert on all things technical. She can be found on Level 3.

& Assistant Master Scribe Derek: (Minor NPC).

& Assistant Master Scribe Sophia: (Minor NPC).




& Master Knight Rhombus: (Major NPC) Head of the Paladin Order. He
can be found on Level 1.

& Talus: (Minor NPC) A paladin, second-in-command to Rhombus. He can
be found on Level 1.

& General Maxson: (Major NPC) The High Elder of the Brotherhood. He
is found on Level 4.

& Mathia: (Minor NPC) Maxson'’s assistant. She can be found on Level 4.

& Darrell: (Minor NPC) A high-level knight initiate. He can be found at
the entrance or on Level 2.

& Michael: (Minor NPC) A knight who checks out weapons at the supply
room on Level 1.

& Thomas: (Minor NPC) A paladin and instructor. He can be found train-
ing initiates on Level 1.

& Jennifer: (Minor NPC) A paladin guard, found on Level 1.

& Kyle: (Minor NPC) A knight who can help you repair a suit of power
armor on Level 3.

& Assorted other knights, paladins, scribes, elders, and initiates.

f:‘l % ¢s

;> genem/, all /oa/aa//n4 within the Brotherbood wear

power armor while bnights and initiates f‘M/n/ngr to be
én/ﬁﬁ/é have combat armor. Elders wear /our/o/e robes and
seribes wear blue robes, both of which /om/eof the
wearer, as well as leather armor. :




The Glow

The Glow is a radioactive crater out in the
desert that is hiding a secret. Exploration
of the ruins beneath the crater, if you can
first take measures to protect yourself from
the radiation, will turn up some important
clues and artifacts.

Travel Interface

The Glow surface map has a Travel Interface on the south side. The underground
base accessed through the crater has six levels, interconnected by elevators.

Places of Interest

& Level 1: Weapons Locker, in the room to the northeast.

Level 1: Dead bodies in various rooms.
Level 2: Dead bodies in various rooms.

Level 3: Weapons and supplies in the northwest corner of the leve

Level 4: Weapons Locker in the southern end of the level.

Level 4: Dead bodies with useful items.

@ B S G S

; Level 4: Supply lockers near security elevator in northwest cornert
y the level.

@

Level 4: Security elevator in northwest corner provides access to Ley
Level 4: Zax the supercomputer is on this level.

& Level 5: Lab spaces at the south end of the level. This is the main
weapon storage area.

& Level 6: Operations Center at the southwest corner of the level.

back online.
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Characters Encountered

one. All you'll find is radiation and dead bodies. But keep an eye out for traps!
nd... if you get the power back on, you'd better watch out for sentry robots.

The Military
Base

This is a former military base that is now
used by the super-mutants. There are some
excellent weapons and high-tech goodies
here. The base also hides one of the chief
goals in the adventure.

The Military Base is divided into five levels. The top three levels are the Mutant
Stronghold. The lower two levels are the Vats. All are accessed by elevators. A travel
grid on the west side of the surface map takes you to the world map.

Places of Interest

& Robot Storage and Control Room: Robots are stored here, and can
be reprogrammed. Location: The Stronghold, Level 1.

& Computer Control Room: The command center for the Stronghold.
The force fields that protect various parts of the base can be controlled
from here. Location: Stronghold, Level 1.

& Security Corridor: A hallway filled with traps for the unwary.
Location: Vats, Level 1.

& Prison Cell #3: A human female is held here, awaiting her turn to be
"dipped” and turned into a mutant. She is the girlfriend of Flip, one of
the mutant guards, who spends a lot of time here. Location: Vats, Level 1.

& The Lieutenants Room: The super-mutant who controls this facility
can be found here. He has something you might need.

& Vat Control Room: The operations center and computers for the Vats.
Normal humans are turned into mutants here. Location: Vats, Level 2.




Characters Encountered

& The Lieutenant: (Major NPC) This is the Master’s right-hand mutant,
super-mutant of incredible power and intelligence. He seems to enjo
evil so much.

& Flip: (Minor NPC) A super-mutant. His girlfriend is about to be dippe

S VanHagan: (Minor NPC) A Child of the Cathedral. Recently arrived
from the Master, he is passing on some interesting information to th
Lieutenant.

& Sarah: (Minor NPC) A prisoner in Cell #3. She was once Flip's lover.

& A Mr. Handy robot: (Minor NPC) This machine was interrupted onit
cleaning rounds and might help you with a problem.

The Angel’s Boneyard/
The Cathedral

An enormous stretch of ruins that includes nume
ous locations and groups.

& The Followers of the Apocalypse: A
small group of peace-lovers from San
Diego. They are enemies of the Childre
of the Cathedral, and may provide help
and information to the player.

& Adytum: A small town within the
Boneyard ruins. The player may find h
self involved in a subplot here.

Places of Interest

& The Blades: A large gang living near Adytum. They are not wha
they seem!

& The Nest: A deserted part of town east of the Blades’ hangout.
Watch yourself!

The Gunrunners: A group of weapons suppliers in a ware‘-'




haracters Encountered

g following characters may be encountered in the Boneyard ruins, in the
thedral, or within the Master’s fortress.

& Jon Zimmerman: Leader of Adytum. He will want you to avenge the
death of his son.

& Razor: Leader of the Blades. She has a holodisk that proves that all
may not be as it seems.

& Nicole: She is the leader of the Followers of the Apocalypse. Strong-
willed, honorable, and spiritual-minded, she believes that she and he
followers will change the world. She hates the Children of the
Cathedral, and will help the player fight them.

'he Cathedral

is is the headquarters of the Children of the Cathedral. It is located a day or two
puth of the Boneyard.

e travel grid to the world map is located south of the front of the Cathedral. Go
rough the door to enter the Cathedral.

llaces of Interest

& Laura’s Room: Make your first contact with this Follower spy here.
& Lasher’s Room: You'll need to find him to get to Morpheus.

& The Cathedral Tower: You'll need a special pass to find the stairs at
the north end of the Cathedral, and the way up to Morpheus’s office.

& The Secret Stairs: You'll need another special pass to reach these
stairs going down behind the Cathedral altar.

Characters Encountered

& Laura: At first, she seems to be a member of the Children of the
Cathedral. She is, in fact, a spy from the Followers of the Apocalypse. If
you speak with her after talking to Nicole, she will take you to the

door that leads to the Master’s Vault.

-_



& Lasher: (Minor NPC) A rather nasty, short-tempered sort, working f
Morpheus. He has a badge that will let you get to Morpheus withol
problems from the Nightkin. '

& Morpheus: (Major NPC) Leader of the Children of the Cathedral.
secretly works for the Master, but, unlike his followers, does not |
believe the Master is God. He could take you to the Master.

& Various fanatical Children, thugs, mercenaries, mutants, super-muta
Nightkin, and other unpleasant types in the Master’s service.

The Master s Lair

The Master’s lair is concealed beneath the Cathedral and can be reached only by
someone carrying a special pass key. A cavern leads to an underground vault
entrance. The lair itself consists of two main levels beneath the entrance—and a
small but important basement level.

i
=

Travel Interface

The Master’s lair is reached by the secret stairs in the Cathedral. Travel betweenl
els is by elevator.

Places of Interest

& The Gibbering Psychics: They have something you might find us
Location: Level 1.

& Operations: Location: Level 2.

& The Corridor of Revulsion: Strong psychic forces are at work het
Location: Level 2.

& The Master’s Chamber: Sooner or later you must meet him here
Location: Level 2.

@ The Basement: Could the answer to your problem be here? Lot
The Basement.

Characters Encountered

& The Master: This guy is not nice at all. You will need to have ani
view with him, however, if you intend to win the game.

& Various and Children.

fo/
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A moderate contamination hazard. You could learn

things looking here that you'd really rather not knoi

This chapter gives a brief description of each of the major characters in the game.
Refer to this section if you need to learn something about the character’s psychol
gy, goals, or motivations.

At the end of some character sections is a paragraph or two labeled HINTS. These
tell you the best way to deal with the character if you want to avoid combat and
stay on their good side. Some hints may give away some secrets of the adventure,
however. Don't read them if you want to work things out for yourself.

The Overseexr: Leade
of Your Community

This distinguished looking gentleman is the ruler of Vault
13, the man who is sending you out into the world of
Fallout to find a replacement for the Vault's water pun ¢
chip. He genuinely cares about you and everyon '
community, though he can be a bit paternalistic, e
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}/t‘er leaving the vault fhe first tine, you may want to
S, otbin home to tall with Hhe Overseer again. #He may have
some clues for you, or some more 4%%%%/%4 ty kelp you

with your @u@é/

iradesh: Ruler of Shady
bands

adesh is a good man who's genuinely concerned
ibout his people and their problems. He may be a
bit suspicious of you at first, and can seem a bit
ranoid, but that's because he distrusts all out-
siders, and it is possible to earn his trust.

[Hinls
A\#aoé Aradesh or his pesple, or 591‘
au, /4{‘@0//% prom them, and you will
attacted and become an eneny ¢, 4Aaa§/ Gands. Your

- Llest bet por Hing on his good side is to rescue his
| Jm%#er wﬁefi/:ei é/a/nag;a/.
1



Tandi: Future Ruler of
Shady Sands

You will first encounter Tandi during one
of your early visits to Shady Sands. She is
the daughter of Aradesh, and is destined
to one day replace her father as the town'’s
leader. Currently, she is bored stiff with the
place, a little in awe of people who've seen
something of the outside world, and a bit
naive. She's a tomboy with a sharp mind
and quick wit, a free spirit who is not
afraid to speak her mind.

Later in the adventure, you may learn that Tandi has been kidnapped by the Khat
and you will have the opportunity—should you decide to accept this mission—tos
cue her.

/n% <
4’\/44 will enthusiastically agree with the player if he or
She 4ugg¢éfé Hat its a bit dull around 4%005/ 40}14/4,
and may be able to tell him a (itHe about ﬂ/ngé she's

heard. Put her down or be éanaleé&ena//nﬁ' to her, and
she'll walk away.

When she is é/a/ndlo/oea/ by the Khan raiders, you can
o/r‘em/of @ resoue. If you dp 50 by opening her cell or
//gﬁﬁngf it out- she will use her bnife to a’eﬁem/ hersel).
Pe carepul because she will be a t‘azgez‘ in the /'5/'/, A
safer way is to a/x‘em/of to barter por her freedom or
élgﬁf Garl one-on-one.




{illian Darkwater: One of

he Good Guys

lan is mayor of Junktown and owner of the

eral Store. He is also head of the local guard
g,and a thorn in the side of Gizmo, who would
to see Killian eliminated. He is tough and

ng, a decent man who hates bullies. Though
aviolent man, he will fight to the death to pro-
thimself and his town. Knowing that Gizmo is

ing to kill him, he always keeps two guards out-
gthe door to his store.

(Wnt=

/} He /O/ﬂ/él Ae&w Lill the assassin sent to murder
llian, Killian will ast the /o/a/e; o /1@40 in ge#/ng— evi-
dence 0501}14/' 6/9#@. This is a 5&00/ way for the /o/o/ez
f p/&é up a free éﬁ&fgun and some ammo, some armor, or
some medizal 4&7:/0//%. lf you cross Killian, however, you
will l;/’na’ him to be a fa:ﬁi a/o/oanenf. i you /1/ to steal
from him, there s a 40 chance /au'// be oaug#é /’5#
hin and (952, and youll é/oena/ twe 0/0)/6 in the /0&é’u/0
with « 4100 pine. I you Lill Killian, you will become an
ouftaw, and there'll be pesple /Mé/ng por you ty seffte
the score.

¢ One of the Bad Guys

bizmo runs Gizmo's Casino on the west side of Junktown. He is a fat slob of a bully
ho dreams of running the entire town unhindered by do-gooders like Killian. He
5 tried to eliminate Killian several times already, but also managed to keep his

jphands relatively clean in each attem illian.is looking for a way to get proo




that Gizmo is behind the attempted assassinat
and the player may be able to provide the pro
he or she is willing. Gizmo is a genuine lowlife
thinks he’s the real power in town. Disobey his
order, and he will have you killed.

» >;\W m/’f# ge/ away with insulting him once, but not twice.
ou may be able to ge/ him tp /ég/ to hire you to eliminate
Killian; if you are wear/nfa wire or have p/an/ec/ a éuﬁ
His will give Killian the evidence he needs. Conversely,
of course, you could hire out to Gigmo and Lill Killian.
He will offer you #1,000—1he'll go as high as #1500 if
you press him—and iuﬂge# Hat you # out o town
afterward. This would be a 400 idea, since you'll be an
ouflaw dffel mum/éﬂng» Killian Darkwater, W//A/ @ /on'&e on

your head.

Set: King of the Ghouls
of Necropolis

Set styles himself as leader of Necropolis, but in fact he's a figurehead put in

by the Master to keep the ghouls in line. Set hates the Master, but fears himm

As a result, he is frustrated and short-tempered, with a nasty tendency to |

suddenly against any who him. His speech is abrupt, harsh, and so jargom
is, at times, a bit di understand. 5 sty




the player goes along with him—specifically, if he
i she agrees to help him “punish” the mutants at
the water shed—he can be almost pleasant, in a
ghoulish sort of way.

Ploy up to cat. but- don't sverds i
Agree that he's in oAmrge, and if he
awué@i/ﬂu % éu&é/ng« Up to him, a/od/z?‘
gize an tell him you wanted to make a 5&(%/ Impression.
When you jg/ the chance, ask him i Here is éﬂméﬂ/ng«
you can do for him. He will tell you to g0 eliminate the

4u/w—mu/anf 5&/01@/6 of the water shed—Harry and his

s

larry: Super-=Mutant Spy
and Leader

Harry is the leader of the super mutants
protecting the water shed in the
Necropolis, and as such, he is the one
you're going to have to get past if you
want to accomplish one of the principle
goals of your mission. He is also a spy,
keeping a close eye on Set for the
Lieutenant. He is on the alert for any “nor-
mals,” whom he will try to capture and
take to his boss.

%




s 1
He is one of the largest super-mutants you'll meet in the game, an enormous cre:
ture that makes the Terminator look like a skinny runt by comparison. Fortunatel
he has one endearing trait: he is mind-numbingly stupid, and a smart player can
turn this against him.

Harry leads a group of mutants in guarding the water shed. Their names are La
Gary, Barry, Terry, and Sally. (Sally does not like his name very much.)

| ée /o/d)/el i pemale, she can use her jeminine wiles—
pecch and Chariema—t get‘ close to Harry. I she
opjers to give him “a (itfle smack’ if hell come oser,
she'll gél @ é/f maa//j/er in her faver for the é/réf combat

exchange. #am/// seems fair.

7 the player has a/maaﬂf a/eé/m/ea/ the vats, cither he or
she will ge/ one free attack against Harry, or Harry and
the other 5«0[4/4 will jlee anaﬁnay/ refurn.,

; Loxleys:s Prince of Thieves

Loxley is the head of the Thieves Circle, a group of bandits operating in the Hub
the player manages to get through his traps and alarms, Loxley will give hima
task—stealing a necklace from a rich merchant-
a test for joining the Circle. Loxley is quick, inte
gent, sharp-witted, good-natured, and humora
He affects a British accent and identifies strong
with the original Robin of Locksley, Robin Hood
takes care of the thieves working for him, andt
return the favor with their loyalty. He gives abt
twenty percent of the money stolen to the Old
Town mutants, as charity. 3




Lax/e/ can be an excellent source of e /)omenté, and the
jobs you do for him can /omvia/e you with ready cash.
Don't ﬁr/ to double-cross him, /Aaug/-, He's g&&a/'ndﬁllea/,
but he's not #u/om/.

lecker: Leader of the Hub
Inderground

Depending on how the player wants to do things,
Decker can be a useful contact, or he can be deadly.
Decker is the true power in the Hub, and little hap-
i_pens thereof that he is not aware. He is outwardly
@m, even placid, and quite patient; he is also quite
wthless. He will, in fact, be willing to hire the play-
o to commit several assassinations. He will also

order the player killed, if the player refuses to work
for him, but knows too much.

Toapproach Decker, you must get Kane, his assistant, to take you to him.

'y ,
lf you decide to work por Decker, you U be walting a

narrow line. If you insult him, you will later be affacted
by his Hhugs and beaten senseless. lf you rejuse to work
jor him, you will be released, but will net have the oppor-
ﬁm/fﬁf to work jor him dﬁé/n. lf you éu&éeééﬁu//)/ Lill Tain
jor Veckenr, the Children o the cathedral will later
refaliate by Lilling Decker. It is also possible to birin
the (pcal police down to Decker's A/a/;aur‘, and toy fo Lill
him in the enéu/'ng» é/mj/ﬁ#f‘.

- -

Y .




Butch Harris: Leader of
the Far Go Caravan

Butch Harris may be the leader of one of the Hut
big three caravans in name, but in fact, he’s afig
urehead. Butch has big dreams, but he's bitter a
frustrated and also something of a coward.

When Butch thinks he’s on top of things, he swat
gers a bit, and exhibits cocky and boisterous self
confidence. When things go wrong, though, he
tends to lose control, talking loud and fast andr
getting much done. All of the real organizationd
and administrative work for the caravans is do
Rutger, his assistant. Butch is not that intelligent,
recent events have left him a bit paranoid. The Far Go traders have been having
more than their fair share of hits from the mysterious force attacking the Hub's
vans.

ﬁ\u/% is convinced that the Deathelaw is sesponsible jor
he caravan a//éafJ/oedMnéeé, He will need to be con
vinced that mutants are bekind the attacks. He is also
pairly honest the most honest of te traders in the Hub.
Play sgpare with him—don't r‘r/ to be cutz or /néu/f/ng«—
and be'll play sqpare with you.




farold: An 0ld, Old Mutant

Harold is the oldest person alive in the Hub.
In fact, he was five years old when the war
started. After his vault opened and its
inhabitants made their way out into the
wasteland, he became a merchant.

At some point many years ago, he handled
an artifact contaminated with the FEV virus
that caused him to mutate. He is now very
old, sick, and he tends to ramble on a lot.
Some of his information may be out of
date. He can be cranky at times, but he likes
tell stories. He could be a good source of information on people and things with-

;e /oa//em‘ with Harold and draw him out- He has one
vrifical piece of /nfwmﬁan Hhat may be of use: He know
the Mastzr when the Mastzr was Still human, and he has
been to the lost military base.

lhe Deathclavw:
Bloodthirsty

ou an find the Deathclaw by first talking to Butch
arris and Beth in Downtown, then asking Harold
10ld Town, about it. Slappy, a character found
@nging around outside of Harold's shack, may take
eplayer to the Deathclaw’s lair. While it is not




e
2)///}1 the Deathclaw is tough, but not impossible. Your
bost bet iz to tackle it when /W'Ve built your character
up to a /1/54 level, with a /mrg:e number of VPC allies
reciuited or hired in the Hub and elsewhere, and with
the best weapons you can Z/na/. it may also be /)ﬂéﬁé/é
to search the éu/oermufan ¢ éaa}/ a(;/er luring the
Dealhelaw aside; with luck, you m@# be able tr gef te
holodist he was carryin and oscape the Deathelaw's
gra5p without ao/w/// /@v/ng, to //gh‘ it

)’>u may run info not one, but several Dealhelaws lofer in
he game, 50 be warned! Don't wersy, though—the
Deathcdaws aren't nearly as bad as the Deathelaw
Momma!

Jain: Priestess of the
Children of the Cathedral

Jain believes completely in the doctrine and dogma of the Children of the Cat
She is devout, pompous, and fanatical, and can be quite stubborn. She referst

Master as “the Holy Flame,” and genuinely believes that what she and the Child
are doing is right. She will try to persuade the

to join the Children, but she has no patiencefq'

people distracting her from her work. |

L o
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be warned! /,; Tain summons a ‘counselor’ to prépare you
or your bransition, that counselor will be a super-mutant
who will take you to the vats. you must a/r‘em/of to Lill
the mutant to gseape If that Aa/o/oené, or Lill Tain //'m‘.

abbot: Greeter for the

Cabbot is a high-level initiate with the
Brotherhood of Steel. Young, enthusiastic,
and talkative, he will be somewhat
awestruck by the player, who's seen and
done so much. Cabbot is the greeter who
will meet the player the first time he
arrives at the Brotherhood. If the player
asks to join the group, he will convey the
Brotherhood Council’s request that the
player perform a quest first.

&\aééaf is u/r‘er// devoted to the Brotherhood, which has
boen his /dm//)/ since he was borm. Be honest with him,

wnd don't insult Hhe Brotherhood.



.
Vree: Master Scribe of tThe
Brotherhood

As Head Scribe, Vree is in charge of knowledge
gathering and preservation within the
Brotherhood. She is intelligent, kind, and patié
happy with her work, and more than willing to
help the player out—especially if you can proii
her with more of the knowledge she seeks. She
be an excellent source of information about th
Brotherhood, the mutants, modern technology
about the history of the war. She may also gi
player some anti-radiation drugs, as a rewardfs
service or if you ask how to approach a radiati
source, and may offer you a newly designed laser pistol. She will also help the
develop computer skills, which you can use with the PIPBoy 2000.

Jhﬁé

:é\e reé/owf[;u/, and ask her about ZVZI)/YLAI)W« you can. T he
rotherhood ic an excellent weans por the /o/a/er to
improve his or her stills and to acgpire weapons and
eﬁx/)omen/, and viee is the best person to know to gof
ever/r‘/-inf /oﬁéé/é/e, Make an enemy o) her or the
5 Brotherhood, and you will have dag/’ some faug% and
resourcepul foos to your enemics’ list

Your best bet por 54#/}:5 what you need jrom vree is tr
start out on the 1/5%/ éa&f te jirst time you meet her. A
A/‘g/- chariema and a g&aa/ repu ution are your best guar

dnf eéé,/




fhombus: Head

bombus is the head of the military arm of the
itherhood, and a teacher of young knights.
 stern, and stoic, he will tolerate no nonsense.
%cn be a good source of information about peo-
%within the Brotherhood

lﬁ\ﬁn% crvss this 74 He'll thrash you if you 54/ out o

ling. Pull @ gun on him, and he will 1y you to a cinder
with his 54/%; laser.

seneral Maxson: High Elder
0f the Brotherhood

Maxson is the leader of the Brotherhood—
tough, old, and confident. He was born
about twenty years after the apocalypse,
and knows a little about the war from sto-
ries told by his father and grandfather. He
can give the player a book describing the
history of the order. Last in a long line of
generals, he would rather be outside fight-
ing enemies than tied down by the politics
of his office. He is busy, direct, and honest.
He can tell the player much about the

order and the people within it.




A}aan Ieé/owm/é well to directness, and has no patience
tor characters whe beat around the bush or waste his
time. 5/ wam/'ng' him of the mutant Hreat: Hhe /0/21 can
ger‘ te Brotherhood s Ae//a ﬁga/né/ He mu/an/:,

The Lieutenant: The
Master's Right=Hand Mutant

Think of an urbane and well-educated college p
fessor who has become the very essence of evil
incarnate. He is highly intelligent, and is secont:
command to the Master himself. He genuinely

believes that the super-mutants and the Unitya
the future of the planet, and will do anything
see them succeed. His attitude toward the player
least at first, will be amused and curious; human
from his point of view, are less than insects, good
only for the Vats, or for being crushed. He will
rogate the player to learn about the Vault, buta
the way he can be induced to speak at length about the Master, the Unity, Morp
and the Children of the Cathedral, and the FEV virus that causes the mutations.

The /o/a/e/é best bet is to string the Licutonant a/m% as
wwell as he can, /eam/nﬁ all he can about the FEV virus. i
/W'/e m/flwea/ é/ Hiz 24 te game /% /omﬁﬁ/ much up.

He's a aug,é aﬁ/wnenr‘, but ke can be beaten, | your
charactor is faugé enough and has some decen weapons.

Stats:
ST: 10 PE: 08 EN:10 CH:04 IN:08 AG:06 LK:06
it Points: 220




licole: Spiritual Leader
0f the Followers

Nicole is head of the Followers of the Apocalypse, a
goup of pacifists who, despite their beliefs, are
memies of the Children of the Cathedral. She is a
grene and spiritual person who tends to ramble a
it, but who believes in her group, and in their

flan to make the world a better place with their
message of peace and nonviolence.

he may hold a philosophy of nonviolence, but
Nicole hates the Children of the Cathedral, whom
ifie believes to be evil. She has seen Morpheus and
the Nightkin, and believes the hospitals and good works are a sham—a cover for
gmething dark and malevolent.

$he is also a good source of information about things in the LA area.

_/nf z

2?‘0/ on her gaw/ side, and opjer to /1@40 seout the
Hedral por her. che and the Followers are tremen
dously inportant- Through wicole, you will get to meot
Laura, a Follower oy ot the cathedral, whe in turn will
show you how to reach the Master. vicole may also ofjer
you /M use of her base—which means access ty some

valuable supplies. Some of her less nonvislent Followers
may be W////ng— to d‘d/n you in an assault aga/n# the
Maét‘ef.




.-
Laura: Apocalypse Spy

When you first meet Laura—sometime after you
spoken with Nicole—she will speak and act like
of the Children of the Cathedral. She is, in fact,a
member of the Followers of the Apocalypse and
working for Nicole, spying against the Children.

While in the guise of a believer, she is meek, sub:
missive, and quiet; once convinced through a

word that the player was sent by Nicole, she is
bright, sharp, sarcastic, strong, and wary.

]hﬁé

”f> talk to the “real’ Laura, the player must be sent by
jcole, and use the password ‘Red Rider.” wicole will
then diseuss fhe Cathedral, the Master, and his plans jor
faé/'ng» over the world /] asted, Laura will take the /o/a)r
ar to a secret door within the cathedral, where stairs

lead down to the Master's lair.

Lasher: Second=in-=Command
of the Cathedral

Lasher is a short-tempered, nasty individual wearing purple robes. You'll find
one of the side rooms of the Cathedral. This character is important on a couple:
counts. He may be persuaded to give you a COC badge that will let you get p
Nightkin guards upstairs to see Morpheus, and Morpheus can take you to the




er. And, if you prefer to take the more direct and action-oriented route, you
always kill Lasher, take the badge, and use Lasher’s robes as a disguise.

7 ger‘ on Lasher's 5&(%/ side and /oeféuaa/e him o give
ou the /m/ge, answer his @ueé//aw z%/oeaf/u///, without
an aftitude or challenge. Alternatively, Lill him—if you can
do 50 without a/en‘/nf the worshippers outside the
room—and take his puiple 1obe as well a5 the badge.
That robe can 5@/ you fAmuﬁA a number o r‘/ﬁ# 4/0%4

/@f f 0 come.

lorpheuss: Dark Leader of
the Children

Outwardly, Morpheus is the supreme leader
of the Children of the Cathedral. Though
he adopts a pious demeanor and can sound
a bit like an old-time country preacher, he
does not believe that the Holy Flame, the
Dark Lord, the Master is, in fact, God.

Morpheus is intelligent, crafty, sly, greasy,
and thoroughly evil, ensnared by the
promise of power rather than by belief. He
has a short fuse and a terrible anger, which
make him an extremely dangerous individual.

=
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b>a/é out on this g, or insult him, and he may lef you go.
but bejore /&ngr /W'// encountzr a number of /Augé who
él/nﬁ« you feef/ngé prom Mw/oﬁeué, and whe then attact
you. Mo hous may also take you to see the Master or
Lill you /'uéf/' because he thinks you wﬁ# be a soy. If you
S can Lill him, @ Children's éaa/ge taken prom his éaa}z will
L4 open a locked dpor you will need to open.

The Master: The Supremne
Boss Behind It All

The Master is not a nice person.

Once a normal human, long ago, he was mutate
by exposure to the FEV virus. Along the way sinc
then, he has somehow hybridized with other
human mutants and with computers, turning hin
into a rather strange and schizoid monster who
speaks in multiple voices. As “the Holy Flame" a
“Father Hope,” he rules the Children of the
Cathedral, who figure in his plot to infect all
humans with FEV and take over the entire world

_/'nf Z

'F}&/a//nﬁv @ conversation with the Master can be a bif
nnexving; since there are several voices 4/05421%, You
may be able to give him @ holodisk ﬁﬂntldin/nf evidence
Hat his mutations are all sterile, and be allowed to
leave. Your best Aa/oe in e//m/ndf/ng— the Master is fp
reach the reactor control room bencath his vault and ini-
iate a reactor overload. You'll have a jew minutes to gef
out % the oam/o/ex bejore ﬂ/ngé # ﬁ/’rééa/. Y he is é///e;_/ .

it will alse set off an explosion aﬁfer a pew minifos. .




[ats.

10 PE: 10 EN: 10 CH: 02 IN: 10 AG: 10 LK:07
it Points: 500

(ther Characters
Ghouls

These are mutated humans who may or may not attack your character. In general,
they move slowly and are not serious threats, even when hostile, but an attack by a
mumber at once can cause you problems. Try not to get trapped by several inside a
foom with only one door.

Glowing Ones

These are ghouls that have been irradiated so badly they actually glow. You may

find some of these living incandescent bulbs in the sewers beneath the Necropolis,
orin cages, as light sources, in Set's palace. If they get too close to you, you can take
hits from radiation.

Super-Mutants

Big, stupid, and ugly. That pretty much sums up these monsters, once normal
humans who were converted into their present form by being immersed in the
Master's FEV vats. He is creating an army of these creatures to help him take over
the world.

Nightkin
These are super-mutants wearing Stealth Boy units, high-tech stealth devices that
makes them hard to see and hard to hit in combat. The Master employs a number of

these as guards in the Cathedral and in his vault below ground. Give them a wide
if you can. They're deadly!

e

p
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chapter 5



A moderate contamination hazard. You could
learn things looking here that you'd really

rather not know.

There’s a lot of neat and useful stuff out there in the Fallout world just waiting fo
you to come along and pick it up. Well, okay. Usually it’s not quite that simple! Th
chapter lists all of the major items you might find, however, and gives you a few
details about them—including their weight (in pounds) and their cost (in bottle
caps). There are six basic types of available weapons and equipment in Fallout:

Weapons, Ammo, Armor, Containers, Drugs, and Miscellaneous. :

Good hunting!

Weapons
In Fallout, a weapon is anything that can be used to hurt people. Listed for each
weapon here, besides weight and cost, are how many damage points it can caus
and—if the weapon can inflict damage at a distance—its range. Some weapons,
as throwing knives, can inflict damage either at close hand, or at a distance



s will work only with specific calibers of ammunition; a 10mm pistol CANNOT
29mm ball, or .233 FMJ. The “Maximum Ammo” listing for firearms gives the

mber of rounds it can fire before you must reload. Some weapons, such as the

BK SMG, can fire bursts consisting of several rounds at a time.

ew weapons do specific types of damage, such as “laser” or “explosion” damage.
less otherwise stated for a particular weapon, the damage for all attacks is “normal.”

ergy weapons—lasers and plasma guns—as well as some powered equipment,
uire small, portable energy sources, a Small Energy Cell and a Micro Fusion Cell.
re listed where necessary.



Rock: The most basic weapon possible outside of hands and feet.
Weight: 1
Cost: O
Damage: 1l=4
Range (thrown): 15

Brass Knuckles: These fit over your fingers in combat, protecting your hand and
doing extra damage when you connect with a punch in a melee.

Weight: 1

Cost: 40

Damage: 2=5

Club: Essentially a police baton, a short length of hard wood that you can use in

swing or a thrust to concentrate and focus your power. Adds to the damage whet

you connect.
Weight: 3
Cost: 30
Damage: 1l=6

Crowbar: A short, solid length of heavy metal, excellent for bashing in skulls.
Weight: 5
Cost: 65
Damage: 3-10

Cattle Prod: A device for delivering a strong electrical shock.

Weight: 3

Cost: 600

Damage: 8-14

Damage type: Electrical

Power requirements: Small Energy Cell

Sledge Hammer: A large, two-handed hammer. While it is not usually thoughtd
as a weapon, a strong character can wield one of these like a club, vastly increasi
the damage he causes to his opponent when he hits.

Weight: 12

Cost: 120

Damage: 4=9

Range: 2

Super Sledge: A high-tech sledgehammer manufactured of high-strength, ultra-
light, ultra-dense materials. Overall, it's a bit heavier than a regular sledge but
about three times as much damage when it hits.
Weight: 12
Cost: 3750
) 18=36



fnife: Your basic, garden-variety combat knife. It's no good for throwing, but it will
wrease the damage you cause in a melee attack.

Weight: 1
fost: 40
Damage: 1=6

ing Knife: A knife, balanced specifically for throwing at a target.

Weight: 1

Cost: 100

Jamage: 3=6

Range (thrust): 1
Range (thrown): 16

per: A vibroblade knife. Think of it as a knife-sized chainsaw.

Weight: 2

fost: 900

Damage: 15=32

Power requirement: Small Energy Cell.

Spear: You'll first encounter spears in the capable hands of nomad raiders like the
Ihans. They can be thrown or used in hand-to-hand combat.

Weight: 4

Cost: 80

Damage: 3=10
Range (thrust): 2
Range (thrown): 8

d Ryder BB Gun: An air rifle firing tiny metal pellets.

Weight: 5

Cost: 200

Damage: 1=3

Ammo: BBs

laximum ammo: 100

(olt 65520 10mm Pistol: The basic pistol in the Fallout world. It can fire either
amor piercing (AP) or hollow point (JHP) ammo. As with all hand guns, you have to
gt close to have a chance of hitting the target.

Weight: 3

fost: 250

Damage: 5=12

Range: 25

Ammo: 10mm

ximum Ammo: 12 rounds




Desert Eagle .44: A 20th-century weapon firing a .44 caliber round. A good
weapon with a bit more punch than the standard 10mm hand guns, but it require
more frequent reloads in a firefight.

Weight: 4

Cost: 800
Damage: 10-=16
Ammo: .44 magnum
Maximum ammo: 8
Range: 25

14mm Pistol: A SIG Sauer 14mm autopistol. A large, single-shot weapon with
exceptionally heavy stopping power.

Weight: 4

Cost: 1100
Damage: 12=22
Ammo: 14mm
Maximum ammo: 6
Range: 24

9mm Mauser: An ancient C-96 Mauser handgun in excellent condition.

Weight: 3

Cost: 1500
Damage: 5-=10
Ammo: 9mm
Maximum ammo: 7
Range: 22

H&K MP9 Submachine Gun: If you have a chance to grab one of these babies,
take it! On single-shot, it has similar range, accuracy, and stopping power to the
10mm pistol. On full-auto, it sprays 10mm slugs, vastly improving your chance of
ting the target and of doing significant damage with that one attack. Its biggest!
advantage is the way it eats up ammunition.

Weight: 5

Cost: 1000

Damage: 5=12 (for each round that hits from a burst of
10 rounds.)

Range: 25 (burst fire: 20)

Ammo: 10mm

Maximum ammo: 30 rounds




(olt Rangemaster/223 Rifle: The basic hunting semiautomatic rifle in the Fallout
World. Fires .223 FMJ ammo, with fair range and accuracy.

Weight: 9

Cost: 1000

Damage: 8-=20

Range: 40

Ammo: .223

laximum ammo: 10 rounds

Shotgun: A Winchester Widowmaker double-barreled 12-gauge shotgun. Fires steel
pellets that causes massive damage at close range.

Weight: 5

Cost: 800

Damage: 12=22

Range: 14

Ammo: l2-gauge shells
laximum ammo: 2

Sniper Rifle: A DKS-501 military-style Sniper Rifle. An accurate weapon at long
- range.

Weight: 8

Cost: 2200
Damage: 12=34
Ammo: .223 FMJ
Maximum Ammo: 6
Range: 50

Assault Rifle: An AK-112 Assault Rifle. An old military model capable of single-shot
or burst fire.

Weight: 7

Cost: 1300

Damage: 8-16 (for each round that hits in a burst of 8)
Ammo: 5mm

Maximum ammo: 24

Range: 45

Range (Burst): 38



Minigun: A Rockwell CZ53 Personal Miniun. A large, man-portable automatic
weapon with rotating barrels that shoots 5mm rounds with an extremely high rate
of fire. A deadly and highly effective weapon.

Weight: 28

Cost: 3800

Damage: 7=11 (for each round that hits in a burst of 40)
Ammo: 5mm

Maximum ammo: 120

Range: 35

Molotov Cocktail: A homemade grenade consisting of a bottle filled with flamma
ble liquid, with an ignitable wick.

Weight: 1
Cost: 50
Damage: 8=20

Damage Type: Explosion
Range: 12

Fragmentation Grenade: In the world of Fallout, grenades affect a relatively smal
area, with a blast radius of only about 1.5 meters... essentially the target hex andal
adjacent hexes. Though not much use at clearing a room, they can be used at quite
short range, a distinct advantage in a firefight.

Weight: 1

Cost: 150

Damage: 20=35

Damage Type: Explosion
Range: 15

Plasma Grenade: A magnetically-sealed plasma container that, on detonation,
releases a burst of high-energy plasma.

Weight: 1

Cost: 300

Damage: 40-=90
Damage type: Plasma
Range: 15

Pulse Grenade: A hand grenade producing an intense EMP (electromagnetic puls
on detonation. Especially good for savaging unshielded electrical equipment.

Weight: 1

Cost: 250
Damage: 100-150
Damage type: EMP
nge: 15

&



Flamer: A Flambe Model 450. Projects a burst of fire at the target.

Weight: 18

Cost: 2000

Damage: 45=90

Damage type: Fire
Range: 5

Ammo: Flamethrower fuel

Rocket Launcher: A Rockwell BigBazooka rocket launcher.

Weight: 15

Cost: 2300

Damage: 35=100

Damage type: Explosion
Ammo: Rocket

laximum ammos: 1

Range: 40

Laser Pistol: A Wattz 1000 laser pistol. A hand weapon firing a beam of coherent
light.

Weight: 4

Cost: 1400

Damage: 10=22

Damage type: laser
Ammo: Small Energy Cell
Maximum ammo: 12

Range: 35

Plasma Pistol: Glock 86 Plasma Pistol. A hand weapon firing a bolt of high-energy
plasma.

Weight: 4

Cost: 2750

Damage: 15=35

Damage Type: Plasma
Ammo: Small Energy Cell
Maximum ammo: 16

Range: 20

Laser Rifle: A Wattz 2000 Laser Rifle. Fires a beam of coherent light.

Weight: 5

Cost: 5000

Damage: 25=50

Damage Type: laser
- Ammo: Micro Fusion Cell




Plasma Rifle: A Winchester Model PG4 Plasma Rifle. An industrial model that fires:
bolt of high-energy plasma.

Weight: 12
Cost: 4000
Damage: 30=65

Damage type: Plasma
Ammo: Micro Fusion Cell
Maximum ammo: 10

Range: 25

Gatling Laser: An H&K L30 Gatling Laser. A high-powered energy weapon with
rotating barrels, firing high-speed pulses of coherent light.

Weight: 24

Cost: 7500

Damage: 20=-40 (for each round that hits in a burst of 6)
Damage type: laser

Ammo: Micro Fusion Cell

Maximum ammo: 30

Range: 40

Alien Blaster: A strange hand weapon of obviously extraterrestrial manufacture.

Weight: 2

Cost: 10000

Damage: 30-90

Damage Type: Electrical
Ammo: Small Energy Cell
Maximum ammo: 30

Range: 10

Ammo

Rifles, pistols, and submachine guns all need ammunition. As in the real world, thet
are several varieties.

BBs: A package of BBs left over from before the war, used in both the Red Ryder8
rifle and the Red Ryder LE model.

Caliber: BB
Quantity: 20
Weight: 2
Cost: 20




223 Full Metal Jacket (FMJ): This is the same ammo used in the late 20th century
by various military rifles, including the M-16. A good, basic, hard-hitting round.

Caliber: .223
Quantity: 50
Weight: 2
Cost: 200

 10mm Armor Piercing (AP): A pistol round also used in submachine guns. It has
good penetration but does not do as much damage as a JHP round to the target
when it hits.

Caliber: 10mm
Quantity: 24

~ Weight: 1

~ Cost: 100

! 10mm Jacketed Hollow Point (JHP): Another pistol/SMG round. The hollow point
' causes it to expand when it hits a target, causing more damage than an AP round. If

the target is wearing armor, however, it has poor penetration. Most of the force is
spent before it gets through to the target.

Caliber: 10mm
Quantity: 24
Weight: 1
Cost: 75

44 Magnum Jacketed Hollow Point (JHP): High-powered ammo for the .44
Desert Eagle.

Caliber: .44
Quantity: 20
Weight: 1

. Cost: 50

A4 Magnum Full Metal Jacket (FMJ): High-powered ammo for the .44 Desert
Eagle.

Caliber: .44
Quantity: 20
Weight: 1
Cost: 50

14mm Armor Piercing (AP): Armor-piercing rounds for the 14mm SIG-Sauer pistol.

Caliber: 14mm
Quantity: 30
Weight: 1




5mm Jacketed Hollow Point (JHP): A brick of small, lightweight ammo for the
Rockwell Minigun or the AK-112 assault rifle.

Caliber: 5mm
Quantity: 50
Weight: 1
Cost: 100

5mm Armor Piercing (AP): A brick of small-caliber ammo for the minigun or AK-
112 assault rifle.

Caliber: 5mm
Quantity: 50
Weight: 1
Cost: 120

9x19mm Parabellum Ball Ammunition: A container of rounds used in ancient
9mm pistols and submachine guns.

Caliber: 9mm
Quantity: 20
Weight: 2
Cost: 100

12-Gauge Shotgun Shells: Shells containing a number of steel balls, fired froma
shotgun.

Caliber: l2=gauge
Quantity: 20
Weight: 1

Cost: 225

Rocket: Self-propelled projectile with high-explosive warhead, fired by the Roc
BigBazooka rocket launcher.

Quantity: 1
Weight: 3
Cost: 200

Rocket AP: A rocket with a smaller explosive warhead but employing a shaped
charge for better penetration of armored targets.

Quantity: 1
Weight: 3
Cost: 400




imethrower Fuel: A canister containing a highly flammable chemical under pres-
e, for use with the Flambe flamethrower.

mor offers relatively lightweight protection against gunfire, shrapnel, and knife
iusts. There are several varieties. In addition to weight and cost, the armor value—
rAC—for each type of armor is listed.

eather Jacket: A heavy, black leather jacket. It provides only minimal protection in
firefight but looks cool.

Weight: 5
Oost: 300
AC: 85

obes: A set of the purple robes worn by the Children of the Cathedral.

Weight: 10
fost: 90
40: 5

gather Armor: Provides moderate protection, especially in melee combat.

: 8
800
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Metal Armor: Favored by police and military units. Provides good protection ina
firefight.

Weight: 35
Cost: 1100
AC: 10

Combat Armor: High-tech armor made out of advanced synthetic materials.
Weight: 20

Cost: 6500
AC: 20

Powered Armor: A self-contained suit of high-technology military armor.
Encountered with some military units, and high-tech organizations such as the
Brotherhood of Steel.

Weight: 85
Cost: 12500
AC: 25

Containers

A container is anything you can use to carry or store other stuff in. The larger, |
portable containers like ice chests and foot lockers cannot be bought sold, or
bartered, and have no weight or cost listed for them.

Keep in mind that you may encounter other types of containers in Fallout, such

boxes and crates, which might hold something of value. Even dead bodies or pile
old bones might be considered containers of a sort, if they hold some artifact or
weapon of value. Search them whenever you find them!

Bag: A simple bag made from Brahmin hide, for storing up to 20 pounds of am
or other loose items.

Weight: 3
Cost: 25

Backpack: Your basic backpack, good for hauling up to 40 pounds of gear. It il
not hold large items like full armor, but it is invaluable for carrying small artic
like magazines of ammunition.
Weight: 5
Cost: 100




ase: A leather attaché case that can hold 10 pounds of gear.

Weight: 5
Cost: 35

Ie Chest: An old-fashioned container originally used to keep beverages cold. In the
world of Fallout, these frequently hold various useful items, from weapons and
ammo to hand grenades or power cells. Check inside every time you get the chance!

fridge: An old refrigerator. These are frequently used as storage lockers for any-
thing from weapons and ammo to bottled drinks and high explosives. Be sure to
look inside whenever you find one!

Bookcase: A wooden bookcase, frequently found inside rooms, inhabited or other-
\ise. Reading material is in somewhat short supply in the world of Fallout, and peo-
{le frequently store things of value here... such as weapons and ammo. Check them
‘ot when you find them!

Desk: A wooden desk, which may be a hiding place for ammo or weapons, or a
repository for useful records, letters, or other items of interest.

Dresser: A wooden dresser, which may be a hiding place for weapons or other

tems.

footlocker: A metal chest for holding clothing, weapons, or equipment. Popular
with military types, and found in their barracks.



Storage Locker: An upright metal container for holding clothing, weapons, or
other gear.

Drugs
Several drugs are available to help you survive the world of Fallout. Some of then
may be addictive, however, so be warned!

Stimpak: The stimpak is an autoinjector loaded with a variety of healing medic- |
tions and stimulants. Injecting yourself or another character will increase your nat
al healing ability and give you an immediate Hit Point boost.

Weight: 1
Cost: 100

Super Stimpak: Same as the basic stimpak, but with more and stronger drugs. t
boosts your character’s Hit Points immediately. Too much is bad for you, however
Each injection causes a Hit Point /oss after a short period of time, reflecting dama
to the character’s tissues and to his or her system.

Weight: 1
Cost: 225

Antidote: This is a bottle of home-brewed antidote to rad scorpion poison, mank
factured by Dr. Razlo after you bring him the tail and poison sac of a scorpion. t§
not addictive.

Weight: 1
Cost: 50

RadAway: Used after you have taken radiation damage, this drug will remove s
of the contamination from your system. It takes time for the effects to work. Thet
is a chance of developing an addiction to this drug.

Weight: 1
Cost: 500

Rad-X: A radiation prophylactic. Use this drug before you enter a radioactive aré
and the total amount of radiation you receive will be reduced. Rad-X increases
body’s natural Radiation Resistance.

Weight: 1
Cost: 300



ats: An autoinjector filled with a drug that temporarily boosts your
telligence, Perception, and Charisma—with a later temporary loss of those same
fats. There is a chance of addiction to mentats each time you use it.

feight: 1
fost: 280

) : Highly advanced steroids. These drugs will temporarily improve your
ength, endurance, and agility, at a cost of a later temporary loss in these stats.

Weight: 1
~ Cost: 200

tho: A drug that temporarily enhances your Agility and Damage Resistance at
e cost of your Intelligence. There is a 20% chance of developing an addiction to
ycho each time you use it.

Weight: 1
Cost: 400

liscellaneous

This category includes equipment and supplies that don’t neatly fit the above
groups. Some of the items are useful more as sources of income or material for
barter than anything else. Others are vital to winning the game.

ottle Caps: Bottle caps are the favored currency of the world of Fallout. Many
tharacters carry bags of caps, which they use as a handy medium of exchange. One

§1.

Weight: O
Cost: 1

Weight: 2
Cost: 25

fope: A strong, thick rope made of braided Brahmin hair. Useful for scrambling
otherwise impassable drops.



Doctor’s Bag: The traditional little black bag of all doctors, containing various m
ical supplies. Using the bag automatically uses the character’s Doctor Skill, but with
higher chance of success. The bag will eventually run out of supplies, renderingit
useless.

- Weight: 5
Cost: 300

Dynamite: A high explosive. Set the dynamite where desired, using Traps Skill to
place it correctly. A timer will appear, allowing you to set a time delay before the
detonation.

Weight: 5
Cost: 500

Plastic Explosives: A military grade of high explosives, used like dynamite.

Weight: 4
Cost: 850

First Aid Kit: Like a doctor’s bag, but smaller. Using the kit automatically uses the
character’s First Aid Skill with a higher chance of success. After several uses, thes
plies inside are used up, and the kit is worthless.

Weight: 2

Cost: 200

Scorpion Tail: The severed tail of a giant rad scorpion, used to manufacture an
antidote to those creatures’ poison. '

Weight: 20
Cost: 10

Flare: Used at night or in darkness to extend visibility. It can also be used asa
weapon, though not a very effective one.

Weight: 1

Cost: 35

Damage: 1

Range (thrown): 15

Fruit: A strange-looking piece of fruit. It may have some strange effects on you.

Weight: 1
Cost: 10




a Bits: A small piece of roasted meat.

Weight: 1
Cost: 8

kuana-on-a-Stick: A piece of iguana roasted in its own skin.

Weight: 1
Cost: 20

Muka-Cola: A refreshing, flavored carbonated beverage in a bottle.

Weight: 1
Cost: 3

Beer: A bottle of home-brewed beer.

Weight: 1
Cost: 5

Booze: A bottle of hard liquor from the pre-war years. Any year before 2040 is a
good year. It may temporarily affect your perception and awareness.

Weight: 2
Cost: 10

Geiger Counter: Used to detect radiation. Moving the counter to one of your
Adive Item slots will provide advance warning if you are about to enter a hot area.
tcan also be used to determine your personal radiation count.

Weight: 4
Cost: 650

Stealth Boy: A RobCo Stealth Boy 3001, a personal stealth device that improves
jour chances of moving about unseen.

~ Weight: 3
lost: 1800




Psychic Nullifier: A strange device, possibly the product of an alien technology. It
blocks telepathic or psychic commands.

Weight: 3
Cost: 1000

Water Chip: The object of your initial quest, a computer control chip for a vault
water purification system.

Weight: 2
Cost: 1

Dog tags: A set of military dog tags, inscribed with the name “Darkwater.”

Weight: O
Cost: 50

Bug: A miniaturized microphone and transmitter, used for picking up conversations
from a remote location.

Weight: 2
Cost: 50

Tape Recorder: A small device for recording conversations for later playback.

Weight: 4
Cost: 40

Red COC Badge: A small metal badge used to identify members of the Childrend
the Cathedral. It can be used to open certain doors, and may help keep you out of
trouble.

Weights: 1
Cost: 12

Black COC Badge: A small metal badge used to identify members of the Children
of the Cathedral. It can be used to open certain doors, and may help keep you out
of trouble.

Weight: 1

Cost: 400




ion Sensor: A Wattz Electronics C-U motion sensor, a device for detecting

tion at a distance. Used in connection with your PIPBoy 2000 Automap to display
liing creatures in the area. Place the sensor in an Active Item slot, then open the
Automap.

Weight: 7
Cost: 800

Radio: A model 2043B Radio Communicator, used for long-range communications.
May also be tied into certain computer systems to allow you to work electronic
fuipment at a distance.

- Weight: 6
- fost: 350

Big Book of Science: A set of books containing information on matters of scientific
terest. It can be used to boost your Science Skill level.
Weight: 5
Cost: 400
Dean’s Electronics: A study book on the general field of electronics. It can improve
jour chances of repairing electronic devices.
Weight: 2
Cost: 130
first Aid Book: A manual containing study information on first aid. It can improve
your First Aid Skill.

Weight: 2
fost: 175

The Scout Handbook: A manual on scouting, with information on wilderness sur-
iival. May be used to improve your Outdoorsman Skill.

Weight: 3
Cost: 200

Guns and Bullets: A popular magazine devoted to weapons and ammunition.
Improves your small arms skill.

Weight: 2
Cost: 425



Flower: A lovely flower. You may get one from the Children of the Cathedral. Now,
would you care to make a donation?

Weight: 1
Cost: 5

Fuzzy Painting: A very old velvet painting of an unknown 20th century musician. |
may have value for people interested in collecting images of royalty.

Weight: 12
Cost: 300

i
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Key: A metal key to a particular lock. May be found as a number of keys on a ring.

Weight: O
Cost: 4

Special Key: A key to a particular lock.

Weight: O
Cost: 25

Pass Key: An electronic security pass key, color-coded red or blue.

Weight: 1
Cost: 10
Yellow Pass Key: A yellow electronic security pass key.

Weight: 1
Cost: 40

Junk: A pile of metal junk parts. Lots of small pieces, nuts, bolts, and wire. Somea
the stuff may have some salvage value.

Weight: 12
Cost: 40

Gold Locket: A valuable piece of jewelry.

Weight: 1
Cost: 400



Necklace: An expensive silver necklace.

Weight: 2
Cost: 700

lockpicks: Using lockpicks automatically applies your lockpick skill, but with a high-
i chance of success. Used to open locked doors.

Weight: 1
fost: 150

ronic Lockpick: Used on electronic locks to improve your chance of opening

Weight: 2
Cost: 375

tric Motor: A 40-horsepower electric motor.

Weight: 14
Cost: 210

lighter: A silver butane lighter, in good condition.

Weight: O
fost: 100

Holodisk: Information storage devices. Use them with your PIPBoy 2000 to read the
a stored on them. There are several disks in different locations. Some are merely
weful, others may be vital to the successful completion of your quest. They include

the following:

Maxson's History, Maxson’s Journal, Brotherhood History, Security Disk,
Apha Experiment Disk, Delta Experiment Disk: Various disks containing useful
Information.

Weight: 1
- Cost: 50

»



Brotherhood of Steel Disk: A holodisk containing important information about
the Brotherhood of Steel.

Weight: 1
Cost: 70

FEV Disk: An extremely important holodisk with information about the FEV virus
and mutations.

Weight: 1
Cost: 200

Mutant Transmissions: A disk containing information about the super-mutants.

Weight: 1
Cost: 125

Vree's Experiment Disk: An important disk with information about mutant rep
duction.

Weights: 1
Cost: 75

There's more—lots more—though this list covers most of the important stuff you're likely to find.
Keep your eyes peeled though. How would you like a power glove for smashing your enemies fla
with one blow? Or a military combat knife that does 3-12 points of damage instead of 1-6? Or ab
of noodles... or advanced Tesla Armor that deflects the bolts of energy weapons? Or even a Red

Ryder LE BB gun, which fires ordinary BBs at such high velocity that each does 25 points of damag

Fallout can become a real scavenger hut—with the fun in the discovery. Good hunting!
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Heallo, my brother. May | ba of sarvice this glorious day?

Are you Laura?

Can | ask you a faw queastions about the Children?

Yeah, you can get me a doughnut,

Who are You? /

chapter 6



A moderate contamination hazard. You could learn

things looking here that you'd really rather not kn

This chapter is intended to provide hints, tips, and clues to the Fallout adve
and is designed to provide only moderate assistance without giving everyth
It is divided into sections based on the various locations encountered during th
game, and again according to the particular characters and encounters you are
to meet. Beneath each section heading are a series of clues, arranged top to
from vague to specific. Look up the location or the encounter you are having
ble with and read the first hint or two. If that’s not enough, read further down
list. You might want to use a 3x5 index card to cover up the more specific clues
you would rather not learn too much.

If, after consulting this chapter, you still can’t figure out what's going on, youn
want to have a look at Chapter 7: Exploring the Wastes on Only 200 Bottl
Caps a Day for more specific hints, or Chapter 8: Danger! Radioactive!
we come right out and tell you what you need to know.

Note that we do not cover all possible sub-adventures and encounters in this s
We have included those that are most important, however, or those that areli
. to get the player into trouble.

oy




eword of warning. There are as many different ways to play Fallout as there are Fallout
jers. In assembling the hints and tips below, we’ve made some assumptions—such as that
I the player, are relying more on your wits and communication skills than on gunplay,
atyou want to save your home vault... and that you're fighting on the side of Right and
flice against the dark forces of Evil that threaten the post-Apocalyptic world. If you decide
blast your way through Fallout as a berserker child-murderer, join the Khan raiders, help
mo assassinate Killian, and ultimately decide that becoming a mutant and joining the

ity are really pretty cool career choices, then you're on your own!

& The Overseer gave you a suggested direction to search in.

& Your Vault's water purifier system needs a controller chip to operate. Where
might you expect to find one of those?

& Later on, if you're having trouble with your quest, you might want to come
back here and have another chat with the Overseer.

lault 15

& When you first arrive at your destination, this stretch of desert looks pretty
much like all the rest, doesn't it?

& There is one difference, though.

& What's in that shed?

& Nothing in the shed but a sewer or tunnel access, leading down...
& Try using the hand icon on the tunnel.

& Watch your step inside the vault. It's infested with some pretty nasty mutant
critters.

& There's probably not much here to find. What next?



Shady Sands

& Shady Sands is a nice, quiet town. Not much to do here, it seems.

& Or is there? They do have their problems.

& What are their worst problems? Is there anything you can do to help?

& Talk to Seth, Aradesh, or Tandi to learn about Shady Sands and its troubles.
& Where do they get their water?

& Check the garden to find their water source.

& Try checking out the east side of town to learn about their water supply.

& Shady Sands is not likely to be able to help you with the water purifier chip.
Wells don't need those things.

& Although you don't have to go, a visit to the Rad Scorpion caves will give o
valuable combat experience. Check 'em out.

& Talk to Seth and see what he has to barter for.

& Talk to Aradesh. Two days after helping Shady Sands with their Rad Scorpion
problem, come back and talk to Aradesh again. You will find yourself witht
opportunity of becoming involved in an interesting—and dangerous—subpk
adventure.

& The Tandi subplot will take you to the Desert Raider camp of the Khans. Che
the Desert Raider hints section if you need help surviving that subplot.

& You will need a rope later in the adventure.

& Seth will give you some rope in exchange for a knife and a flare.




he Desert Raider Camp

- - v

e Rad Scorpion Cave

& To get to the Rad Scorpion caves, you will need to talk to Seth, on guard at the
front gate.

& Not a lot of finesse is possible here. Get as close as you can and let the critters
have it, one at a time. Try to maneuver so that they use up Action Points trying
to get at you.

& Razlo, back in Shady Sands, is supposed to be working on an antidote for Rad
Scorpion poison. What might he need to perfect an antidote?

& What happens if you use the hand icon on a dead scorpion? Is there anything
of value you can retrieve?

& Try taking the scorpions’ tails and moving them to your inventory.

& Kill all of the Rad Scorpions in the cave to eliminate the menace to Shady
Sands. This will add 500 Experience Points to your total, along with the points
you win for each individual scorpion you kill.

& Being able to shoot twice in one combat round—either by having
an Agility of 10, or by having the Fast Shot Trait and an Agility of at least 8—

confers a tremendous advantage in combat, both against creatures like the Rad
Scorpions, and against two-legged monsters as well.

& Stealth is a useful Tag Skill for moving around inside the raider camp unseen.
& If you tell Garl that you are an explorer, he will order the raiders to kill you.

& These people are not nice. To join the raiders, you will have to do something
despicable.

& Instead of joining them, it may be possible to get them to do what you want by
other means.
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& If a firefight breaks out, don’t worry about finishing off wounded raiders wh
turn and flee. You can get them later... if there is a later.

& If a firefight breaks out, try to get some raiders armed with spears or knives
between you and any raiders using firearms. Sometimes—not always—a raié
will shoot one of his or her comrades by mistake. When this happens, the
raiders may start fighting among themselves, and this will afford you an op
tunity to slip away.

& To destroy the raider camp, you must kill 75% of the raiders to drive the re
off. If you kill Garl first, you will only need to kill 50% of the raiders to elim
nate them.

& If you get the opportunity, check around for loot and weapons you can pi
up... assuming you're not fighting for your life against Garl's raiders.

& There are weapons and ammo in a refrigerator in Garl’s room. Leather jack
armor, and various weapons can be taken from dead raiders.

& If you are here to rescue Tandi, try intimidating Garl, challenging him in or
one combat, or offering him money.

& It will take $600, not including Barter Skill and adjustments, to get Garl to
release Tandi. ‘

> & If you try sneaking into the cell area to rescue Tandi, you will find her in th
southern most of the two cells. You will need to use your lockpick skill tog
her out.




unktown
& Be careful not to walk into town with a drawn weapon. Killian's guards won't
like it.

S ifa guard challenges you over a drawn weapon, put it back into Inventory
immediately.




Killian
& Who seems to represent the forces of law and order around here?

& What is your gut feeling about Killian, about what kind of man he is, afterys
talk with him?

& If Killian is attacked while you're in his store, help him out.

Sinthia
& If Sinthia is attacked while you're in the Crash House, is there anything you
can do?

& The raider who is holding Sinthia hostage seems confused... but he is also da
gerous. If you attack him or even threaten him, he may attack Sinthia.

@ You will get more Experience Points for this confrontation if you can get the
raider to leave without killing him, and without endangering Sinthia.

& Try to talk the raider down. Do not get too intense. If you tell him his life !
danger, he will think you are threatening him and kill Sinthia. Don't directly
refuse him, don't threaten him, and don't tell him what you really think of h

& If the raider demands money, you must have at least $100 to offer him. If you
do not, he will think you are lying and kill Sinthia. If you do not have the
money, tell him he can just walk away... and hope your speech skill is high
enough that he trusts you. Otherwise, tell him he has to trust you, and hope
that he does.

& If you tell him he can leave peacefully after he demands money, he will up his
b demand to $200. If you don’t have it, he will think you lied and try to kill Sinthi
If you have it and give it to him, he will leave peacefully.

& You have four choices. You can kill the raider, but if you do so Sinthia will ha
you. You can knock him out; Sinthia won't like it, but Killian’s guards will
appreciate the help. You can offer him money and the raider will leave peat
fully. Or you can talk him into trusting you and leaving without hurting the
woman.




he Skulz

& These guys can be a bit touchy. Don’t set them off.

& Do any of these people seem approachable?

& Sherry might offer you a way to get at the Skulz.

& Talk to Sherry and show her you're interested in her as a person.

& Ask Sherry what she plans to do with the rest of her life. If your speech skills
are good enough, she will begin thinking about it. Two days later, she will
leave the gang.

& After Sherry has left the gang, you can try to convince her to turn against the
Skulz. Tell her they have been hurting people, and she will help you.

Gizmo
& To get evidence against Gizmo, you need to use a tape recorder or a wire given )
to you by Killian, then get Gizmo to talk about killing him. 9

& Offer to do the job the Gizmo's assassin bungled.
& Be sure to plant the bug or use the wire before Gizmo spills the beans.

& To use the bug, have it in your Active Items Inventory. Click to bring it up on
your Interface Bar, click to bring up a yellow target cursor, and click that on
Gizmo's desk. To use the tape recorder, bring it up on the Interface Bar and
click on usk.

& With either (or both) the tape recorder running or the bug planted, talk to
Gizmo. Offer to kill Killian, and draw Gizmo out until he agrees. Ask why he
wants Killian dead. He will want proof that Killian is dead and demand that
you bring him Killian's dog tags. Agree to this.

& Back at Killian's, he will play back the confession and thank you for your help.
You will have the opportunity to help Lars, Killian's assistant, attack Gizmo.
Find Lars near the guard house and tell him you want to help. You'll find your-
self confronting Gizmo with Lars and of Killian. Once Gizmo is dead, try going
back to his place to search his body and desk!




Doc MOl‘bld

& Doc Morbid can heal you of radiation poisoning or other problems, if you haJ
the money to pay him.

Be sure you do have enough to pay him, or you and Morbid won't be seeing
eye to eye.

There’s more to Doc Morbid and his clinic than at first meets the eye.

This is an interesting subplot that could lead to your finding some good
weapons and equipment.

To find Doc Morbid’s secret, you will have to get past his two mercenary hend:
men, Flash and Cougar. Both are armed with shotguns.
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You may be able to get past them with a combination of threat and bravado.
Try telling Flash that he’ll be needing the Doc's services for personal reasons.
This requires a high Speech Skill... and it's harder to get away with it if the
player character is female. ‘

& In the basement is another of Morbid's people. His name is Gretch, and hes
armed with a submachine gun.

& If you're caught down there, you'll probably have to fight your way out.

& Do not agree to having the Doc “take something from you.”

In General

& Talk to everyone you can.

b & A number of other subplot adventures can be had here. Talk to the other pe
: ple in the Crash House, in the Scum Pit, and in the street.

& Keep an eye out for characters you might want to hire as companions. Evena
dog might provide a useful ally in later encounters.

& Buy, find, or steal the best weapons you can manage. Try buying and selling i
other equipment, recovered loot, found junk, or whatever to get enough
money to buy or barter better weapons.

& Gretch, Doc Morbid's assistant, has a submachine gun. If you can kill him andg
that weapon, you'll be in great shape for later encounters!




he Hub
& Talk to everyone possible and learn everything you can.
& What can be responsible for the vanishing caravans?
& Talk to Martha to hear what gossip she has to share.

& Talk to old Harold, the mutant. He's been around for a long time, and has seen
an awful lot.

& Check the job postings downtown (in front of Bob's Iguana Bits) to find work.

& If you talk to the right people, it's possible for you to arrange for water ship-
ments to your Vault. This won't solve the Vault's water problems permanently,
but it will delay the end while you work on finding that control chip.

& A large number of subplot adventures can be had in the Hub. Some will give
you money or a chance at new weapons, some are dangerous, all will give you
Experience Points... assuming you survive. Among the many possibilities, a few
of the more important include: go to work for Decker; blackmail Bob; join the
Thieves' Guild; rescue a Brotherhood initiate; join a caravan as a guard; or kill
the Deathclaw.

Jecker

& Decker is a dangerous man. Be careful around him.

& He has an office underneath The Maltese Falcon, reached by stairs behind
the bar.

& To reach Decker you must talk to Kane, his right-hand thug.

& Decker will offer you a job. You must find a merchant and his wife in The
Heights and kill them both.

& You must find the house occupied by Daren Hightower and kill them. Do it
without alerting the police patrols outside!

& The second job Decker will ask you to perform—after you have successfully car-
ried out the first—is to assassinate Jain, in the building belonging to the
Children of the Cathedral.
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& If you kill Jain, the Children will eventually kill Decker.

& You may also have an opportunity to help the Hub police get Decker by telli
them about the assassinations. This will result in a firefight in Decker’s offi

& Bob sells iguana bits at a stand in Down Town.

& Bob has a secret arrangement with Morbid, in Junktown, who provides him
with fresh meat.

& You can use this information to blackmail Bob.

& You can try to get him to pay you $50, $75, $100, $150, or $200 every ten
The more you demand, the smaller your chance of getting it. Your chance
depends on your Speech skill, with a larger negative modifier for each high
increment. If you fail in your attempt, Bob will tell you to get lost.

Thieves’ Guild

& Loxley is the leader of the Thieves’ Guild.
& Loxley's headquarters is in Old Town, inside the building to the southeast.

Find stairs going down inside the building.

&

& You will find yourself facing a series of traps called The Gauntlet, including
warning traps, an electrified floor, and electric locks.

&

Use your Traps Skill to get through the Gauntlet. Experience gained here
b will help you later on, when you face a larger and more deadly version o
this room.

& Use lockpicks to unlock the first door. Each attempt switches on one laser s
the Gauntlet, up to a total of four.

& The electrified floor will do temporary damage to the player, eventually di
abling him.

& A successful use of Traps Skill will let you cross the electric floor.

& Electrified locks are booby-trapped. Use Traps Skill to disarm them.



& Each activated laser fires once every eight seconds. Each has a 60% chance to
hit; each does minor and temporary damage to the player if it hits. The lasers
are more accurate and do more damage if the player has betrayed Loxley to
the police or angered him in some other way.

S If you successfully get through the Gauntlet, you will be able to talk to Loxley
and his assistant, Jasmine. You will have to steal a necklace from a merchant in
The Heights.

&S if you accept this job, you will have to sneak into Daren Hightower's house...
assuming you didn’t kill him earlier, for Decker!

& The necklace is in a storage locker in the closet off the west bedroom. Your best
bet is to sneak in at night—eliminating or incapacitating the guards outside, as
necessary—and slipping into the house. Wait until the Hightowers are in the
other bedroom to make your move.

escuing an Initiate

& Decker is holding a prisoner in Old Town.

& The prisoner is being held in a building on the west side of Old Town, north of
Harold's shack.

& The prisoner is being brutally interrogated by one of Decker’s men. If you kill
the interrogator, you can free the prisoner.

& The prisoner is a member of an order called the Brotherhood of Steel, and he
will be able to tell you a bit about this group. Pay attention. You will need to
know about them later.

& Freeing this prisoner will stand you in good stead with the Brotherhood. If you
don't do it now, they may send you back here later to take care of it.

oining a Caravan

& Consider where you might want to go.

& The Brotherhood of Steel is a good destination.




& If you join a caravan as a guard, stay with it until the end of the run. If you
abandon the caravan, you will have trouble getting the same work again lat
You can, however, join a caravan as guard out to the Brotherhood or some
other destination and quit the job there.

& If you join a caravan as a guard, be prepared for trouble. Make sure you're
well-armed and have plenty of ammo.

Deathclaw Cavern

& Talking to Butch Harris, Beth, and finally Harold will give you access to the
Deathclaw cave. It is not necessary to face the Deathclaw, but killing it willg
you a lot of Experience Points.

& Be sure you're well armed with the best weapons you can find, and have pié
of ammo!

& If possible, see if you can recruit allies in the Hub first. If you hired peoplets
join you earlier in the game, they will be useful here.

& If you have acquired dynamite along the way, try sneaking up on the
Deathclaw, setting the timer, and dropping a charge of high explosives nei
him, then sneaking away before it detonates. This can weaken the monster
enough to give you a better chance of killing it.

& Once the beast is dead, is there anything in the cave of use to you?
& Check the body of a super-mutant.

& The holodisk has useful information on it. Take it.

The Brotherhood of Steel

& To reach the Brotherhood, try joining a caravan going there from The Ht

& To get inside the Brotherhood—short of killing the two guards and tryingt
storm the place—you will need to perform a quest.

& Cabbot, the greeter on guard outside, will tell you where to go and whatt
do. Your destination will be added to your list of travel possibilities on the
World Map.




lhe Glow

& You must travel to The Glow, far to the south, find your way in, and find an
artifact that you will then return to the Brotherhood.

S if you have trouble completing this task, check the hints listed under The Glow.

& Once you complete the quest, you will be accepted into the Brotherhood. This
is an excellent opportunity to learn a great deal, as well as to acquire some use-
ful weapons and equipment.

S if you have not already done so, you may be asked to return to the Hub and free
a member of the Brotherhood being held in Old Town. See the hints for Rescuing
an Initiate under the hints for The Hub in this chapter, if you need help.

& Vree is a good person to ask about anything having to do with technology.
& Maxson will be able to help you learn about the history of the Brotherhood.

& When people ask you to run chores, do them. You may be rewarded. If you
abuse their trust, however, you will suffer for it.

& Try attending the hand-to-hand combat demonstrations in the Combat Training a 2
Room. :

& Talus may be able to authorize combat armor and weapons for you.

S ltis possible to get a suit of powered armor. Kyle will require a systolic motiva-
tor to repair the armor.

S if you want the Brotherhood's help against the Master, warn them about the
impending mutant invasion.

& After you return from The Glow, see Vree. If she likes you, she will give you a
holodisk about the FEV virus. This is critical to one means of winning the game.

& The Brotherhood can provide you with a small army to attack either the mili-
tary base or the Master’s lair. Which shall it be?

& Talk to Maxson after you have scouted the military base to recruit your army.

& As soon as you arrive on this screen, you'll take hits from the radiation. Use
Rad-X to protect yourself, and Rad-away to eliminate the effects of the original
contamination.

hits from new radiation, stop just before you reach The Glow, take
e Rad-X, the proceed. ) ‘




& From the surface, The Glow isn't much more than a hole in the ground. How
you get in?

& You need something else to help you get down there.
& Does the metal strut extending into the hole give you any ideas?

& Did you bring a rope from Shady Sands?

& Use the rope on the beam, then left-click on the rope.
& Once inside, search carefully. There are some key items to winning the game hé

& When you find what the Brotherhood is looking for, you'll be notified.

& Try checking the bodies on the first level.
& There are clues to what's going on on a lower level.

& Look for large, broken flask or container. Can you find anything else thered
interest?

Check the computers you find. Only the ones with flashing lights are working
and deserving of your attention.

&
& You may need to go somewhere to restore power to the computers.
&

Keep an eye out for color-coded passkeys and take all that you find. They
trol elevators within The Glow... and you may find yourself using them ond
ferent elevators at another location later on.

& You will need to repair the generators to restore power to the blue elevatot

& There are numerous weapons and special equipment available here. Grab
everything you can. But watch out for traps!

There are traps in the rooms with grids on the floors. There are also traps el
where, though, on ordinary floors. Use your traps skill to avoid them.

&

& Once power is restored, you'll find yourself facing sentry robots programmes
stop intruders. Watch yourself!

&

The elevators require color-coded pass keys to get past their security defens
Use the passes on the elevator doors to get in without being shocked.
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& Search every body you can find for the necessary pass keys.
& The yellow key is on Level 1. The red key is on Level 2. The blue key is on Level 4.

& Look for holodisks with useful information. They may be in lockers, on bodies,
or elsewhere.

ecropolis
efting to Set

& Your first encounter in the Necropolis will probably be at the Motel of Doom.
& You need to find a way to reach other parts of the city...

& ...without being seen. Can you find a way to do this?

& How about underground? There are three manhole covers, leading to an
underground sewer system.

& Once you find the sewers, try heading in a generally northerly direction. Keep
an eye out for ladders, though they'll be hard to see in the dark!

eady... Set...

& Set rules the ghouls in the Necropolis... or, at least, so he thinks.

& To get on Set’s good side, you may have to perform a little chore for him.
& Where is he sending you? Might this have a bearing on your mission?

& Harry and the other super-mutants have to be eliminated or chased off.
& The Necropolis water shed gives you access to something you need.

& You will need to go underground again to reach the water shed.

& The sewer leading to the water shed map is connected to the sewer that
brought you here from the motel.

& Go back to the sewers, and look for a passageway leading north. It will eventu-
ally bring you to a short, new section of underground passageway, and a lad-
der leading up into a building on the water shed map.
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The Water Shed
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& You are looking for the place where water is purified and distributed for fh
Necropolis.

& The building you are looking for is to the north.

& Look for the long building in the northeast corner of the map. The entrance
in the northernmost part of the building.

& Be sure you're well-armed.

& You will find Harry here... wielding a big, mean-looking gun.

& If you have a decent weapon by this time, like an SMG, you might be ablef
get the drop on Harry. If your character is female, use your feminine wiles;:
tell him you want to give him “a little smack.” This will give you an initial
advantage over the poor guy.

& If you've already defeated the Master at this point, Harry and his friends ms
be so afraid of you that they will run away.

& You may be able to talk your way past Harry. Try telling him you are notaf
mal, and when he wonders what you are, tell him you're a ghoul. This will¢
fuse him long enough to let you slip past. You have thirty seconds to leave
before he decides to attack.

& If you find yourself in a firefight with Harry, remember several key points
has three large friends nearby, one of whom is armed with a flamer, inar
off the passageway on the east side of the room, and they will come whet
firefight begins; if you can get his friends between Harry and you, they wil
provide cover and may be hit by Harry's laser rifle fire. Your best hope here
superior firepower.

& Don't even try getting into a firefight with these guys with anything lesst
an SMG... and even that's a real long shot! .

& Superior firepower is going to be hard to come by. Harry has a laser rifle,
one of his friends has a flamer. Try using grenades you picked up in the Hi
whittle Harry down a bit before you start shooting it out.

& Stay clear of the guy with the flamer! The weapon is short-ranged, but de




& Try getting them to follow you outside and through the alleys behind the small,
square building south of the watershed. You might be able to cut them down
by sniping and throwing grenades.

& You might also try eliminating the two super-mutant guards outside the water-
shed first. One is in the street, the other in the small, square building. Then
you'll only have four to face once you meet Harry... not six!

& Be sure to get those weapons! A laser rifle and a flamer are among the best
firearms you can pack, at least at this point in the game, and you're soon going
to need something better than an SMG!

he Water Chip

& You're getting closer to your goal. Explore the rest of the building.

& Once you've eliminated Harry and his friends, make your way to the far end of
the building.

& Look for a hatchway going down.

& There is a manhole cover in the small room in the southeast corner of the build-
ing. Go down two levels to reach the Necropolis Vault.

& The Necropolis Vault is to the north of the underground chamber two levels
beneath the water shed. Find the elevator.

& You want Level 3, and the Command and Control Center.
& Find a working computer. Use the Hand Icon on it.

& When a message tells you you've easily removed the water chip, you have what
you came for!

& Removing the water chip stops the flow of water throughout the Necropolis.
Most of the ghouls are harmless. Do you want them all to die of thirst?

& The ghouls in the ghoul underground—beneath the Hall of the Dead—may
have part of the answer.

& You must repair the water pumps in the water shed to restore the flow of
water to the Necropolis.



What?
& Once you have the all-important water chip, you'd better get back to Vault
as quickly as you can. Time is precious!

& After you interrupt the water supply for the ghouls, Set is no longer your
friend. Stay clear of him!

& Back at the Vault, the Overseer may suggest another course of action.

& You have won the first part of the game, but you have also uncovered a nur:
ber of clues to bigger and darker dangers threatening your people and home
You will not have won the game until you have ended those threats.

¥
Take stock of all you have seen and learned. Consider the following question

&

& Where do the super-mutants, like the ones guarding the water shed in the
Necropolis, come from? What is their agenda?

o

Did you hear Harry, the super-mutant, say something about taking you to ‘t
Lou?” Who might that be?

& The Deathclaw was not responsible for the missing caravans. Who or whats!

& By now, you've learned of the location of other sites to the south, places|ike
“The Glow" and “the Boneyard.” Your new quest will take you there.

& If you have not yet visited the Brotherhood, you should do so. You will learnm
there, and through the adventures you will have getting them to accept you.

& Places you must yet visit include The Glow and the Brotherhood (if you haie
already), the Military Base, the Cathedral, and the Master’s Vault. Other pla
you may visit, though it is not absolutely necessary that you do so, are the
Followers of the Apocalypse, the Gun Runners, Adytum, and the headquarté
of a gang called the Blades.

& At this point, your two primary goals—which you must achieve to win the
game—are the destruction of the Vats beneath the Military Base, and the
destruction of the Master in his vault. The various other locations may proii
clues, weapons, information, allies, or characters who can help you achieve
these goals.



wvasion!

& Aclock is running. You started it when you entered the Necropolis. Thirty days
after the super-mutants guarding the water shed are killed or driven off—
assuming the Master is still alive—the Master’s army of super-mutants will
invade the Necropolis and kill Set and all of his ghouls. A countdown is also
proceeding toward the Master’s discovery of your home Vault, which has the
raw materials he needs to build his mutant super-army... normal humans.

& Once the super-mutant invasion begins, it continues to advance north, taking
out one location after another. Your home Vault will fall on about Day 500.
These timeline figures can be adjusted up or down depending on other events
that take place in the game. For example, the destruction of the Master will
end the invasion threat; if the military base is destroyed, the mutants will
invade each location days earlier. If you arranged to ship water to your Vault at
the Hub, 100 days will be taken off the Vault 13 invasion date.

& If the super-mutants invade Vault 13, the game ends. You lose.

he LA Boneyard
dytum and the Blades

& The Boneyard, also called “the Angels’ Boneyard,” is the far-flung rubble of a
destroyed city... Los Angeles. There are numerous locations of interest within
this area.

& Adytum is a potential safe haven.

& Jon Zimmerman, the leader in Adytum, will ask you to avenge his son by killing
the leader of the Blades.

& The situation is not as it appears on the surface.
& The gang is not responsible for the murder of Zimmerman's son.

& The Blades are tough. If you attack them or their leader, you will find them
very hard to kill!

& The leader of the Blades has a holodisk that proves who really killed
Zimmerman's son.




& The Regulators hold Adytum in the grip of a vicious dictatorship. They are
responsible for the murder. l

& The Blades will liberate Adytum, if they can get weapons from the Gunrunnes

& The Gunrunners will provide weapons, if the Deathclaw infestation in the lar
building between the Blades’ HQ and the Gunrunners’ place can be eliminate

& In the basement beneath the infested building are Deathclaw eggs... and the
Deathclaw mother. Both the eggs and the mother must be destroyed to elimi-
nate the infestation. Don’t go in there unless you've very well heeled!

& If you clear out the Deathclaws, kill the Deathclaw Momma, and destroy the
eggs, the Gunrunners will give you weapons and ammo in gratitude. After
Adytum is liberated, they will leave their old HQ, and you may find valuable
weapons left behind there.

The Followers of the Apocalypse

& The Followers are former hippies who migrated here from San Diego. They
believe in peace.

& They believe in peace... but are sworn enemies of the Children of the
Cathedral. They will fight for what they believe in.

& Nicole is the Followers' leader. You will get good information from her.

& Nicole can tell you something about the Cathedral, the Children, and a spyt
Followers have inside.

& She will ask you to scout the Cathedral, and tell you how to contact the spy

& If Nicole likes you, she will offer you the free use of the Followers' base.
are valuable supplies available in some of those lockers.

& She may offer to send some of the Followers with you as a “diversion” tothe
Cathedral. If fighting breaks out, they will attack the Children and help you
capture the place. When you leave the Cathedral, they return to Nicole.




he Cathedral

& The Cathedral is an enormous building located in the heart of the LA Boneyard.
It is the center of worship for the Children of the Cathedral.

& When you scout the Cathedral, you may encounter three characters of impor-
tance: Laura, the Follower spy; Lasher, and Morpheus, the leader of the
Children.

& Laura can show you a way to reach the Master.
& Laura will not help you unless you have first seen Nicole.

& Lasher can give you a badge that will let you see Morpheus, and Morpheus can
take you to see the Master.

& You can win Lasher’s cooperation by dealing with him respectfully.

& If you kill Lasher, you can take the pass, and also take his robes, which may be
useful later.

& If you haven't guessed the fact by now, the Children are bad guys, in the service -
of the Master. Morpheus is one of the Master's important henchmen and can '
take you to him.

& To find Morpheus, find the stairs behind the altar and go up. Be careful, though.
A couple of Nightkin are on guard up there. You will need the passkey from
Lasher to get past them... or a great deal of skill and luck.

& The stairs are behind a door east of the altar. The door can be opened by Laura
or with a red COC key from Lasher. In a room at the top of the tower, on Level 4,
you can find Morpheus.

& Also behind the red-pass door is another door which requires a black passkey to
enter. The stairs beyond lead down to a room with a bookcase. Behind the book-
case is a secret passage leading to the Master’s lair.

& The black passkey can be taken from Morpheus. You can also try picking the
locks or using explosives to get in.

& The Nightkin are powerful and well-armed super-mutants wearing Stealth Boy
units, which make them difficult to see and hard to hit in combat. They will not
attack you if you have the black passkey, the red passkey, or are wearing purple
robes, but cannot be armed.




& You have several options. You can get Laura to show you the way to the
Master. You can talk Lasher into giving you a pass, finding Morpheus, andg
ting him to take you to see the Master, or you can kill Lasher, take what yo
need, and find Morpheus.

& If you are respectful to Morpheus and don‘t challenge or insult him, you
ask questions of him and be allowed to leave. If you tell him that you areft
a vault, you will shake him enough to convince him to take you before th
Master.

Do not plan on meeting the Master until you are ready. You will either hawe
defeat him in battle, find your way to a nuclear weapon and set it off, or g
the Master a holodisk containing information about the FEV virus which wi
cause him to self-destruct. If you elect to attack him, the Brotherhood of St
other allies may be able to help.

Whlch One to Tackle First?

& You must destroy both the Vats and the Master to win the game.

& It doesn’t matter which one you do first. For the purposes of laying out
information in this guide, we will assume you destroy the Vats first.

& You may get information on the location of the Vats at the Brotherhood. ¥
might also be taken there if you are captured by Jain or Harry earlier in th
game, or you may find it in the course of your explorations on the World

& If you go to the Vats and destroy them first, you can acquire information
about the Master. You can also acquire a key to a nuclear weapon in the
3 Master’s basement—one of several ways of taking him out.

& If you take on the Master first, you can learn about the Vats from the supe
computers inside the Master’s fortress, or from Set in the Necropolis if youy
him after killing the Master.




The Entrance
& To penetrate the Military Base you will have to get past the guards on the sur-
face, or kill them.

& If an alarm is given, more guards will appear from inside the mountain. An
alarm will be given if you do not succeed in killing a super-mutant within two
seconds.

& If you try to talk your way past the guards, try claiming that you are a mutant
on a special mission. If they believe you, you can continue on your way.

& You will need a code to open the door to the base. One of the super-mutant
guards has the code.

& If possible, steal a radio from one of the mutants, or kill him and take it.

& You can use the radio to trick the mutants. When Command asks for your sta-
tus, try telling them that you are under attack. If they ask for your coordinates,
tell them “four miles, south-southwest.” If they ask your purpose, tell them
your name is Fred and that you were dazed in a fall. Any of these responses
should result in some of the mutants being drawn away from their posts.

& You can also try orchestrating an attack against the base by your allies, which
will cause a serious diversion. Or you could use explosives on one part of the
fence to try to draw off the guards.

& You will have to kill or knock out the mutant outside the security door in the
mountain. That guard has a security code, which you need to open the door.
He will not leave with the other mutants if you trick them.

& That guard also has a radio. Take it.

& If you have the code, the door will open for you. It is possible to lockpick the
door, but it requires great skill.

The Military Base: The Stronghold, Upper
Levels

& There are four levels to the Military Base beneath the surface entrance.

& The two upper levels are the Military Base, also called The Stronghold.




TRV N T .

& Beneath the two Stronghold levels are two more levels: the Vats.

& The internal corridors are protected by force fields, robots, and, of course,
super-mutants. If the base has been alerted, the force fields will be active.

& The force fields are controlled from the Computer Control Room.

& There are two types of force field. One Type—amber in color—will be up all th
time. Another type—light green—will come on if there is an alert.

& You can pass through the amber fields, though you may take electrical damage
doing so.

& Go through slowly. Bump into the field, take the hit, then move forward. That
should get you through. Don’t walk through a field if you are close to death.

@ Try using your Repair Skill on the force field control panel near any door blode
by a green field. You might be able to drop the force field for a short time.

& Your best bet is to try to slip into the base without setting off an alert. This
will allow you to reach the force field control room, the elevators, and other
key areas.

& A disguise will help a lot, but only if you are alone.

a If you still have the purple robe you took from Lasher or some other COC men
ber, wear it. You should be able to pass through the base unrecognized and
unchallenged. If you have any party members with you, the robes will not
work.

& If you have been able to acquire a Stealth Boy unit, it will help you sneak
unseen through the corridors of the base.

& You can control the force fields by hacking the computers in the Control Roor
or by using the radios.

& You can hack the computers in the Control Room by using your Science Skill.
successful attempt will let you play a computer card game as a trap door tole
you break into the system. A successful hack will let you turn off all or somet
the force fields.

& If you want to control the force fields by radio, you will need two radios. hey
can be taken from dead super-mutants, or found in supply lockers on the bas



& To use the radios, use one radio on the force field computer. If you are
successful, a message will tell you that you have linked into the force
field computer. You can then use the second radio that you kept to
toggle the force fields on and off, as needed.

& You will find a robot storage room on Level 1.

& You can use a computer in this area to hack into the robots’ control
network and reprogram them.

& If you are successful in hacking into the robot network, you can change
some of the robots’ programming. They are already set to TARGET
INTRUDER, meaning you. You can change this so that they will target
everything including each other, or all living things, or only mutants, or
only attackers. You can also disable some aspects of their operation,
such as their sensors.

& To get the robots to target only mutants, set “Pest Control” to “Large
living pests.” To have them target nothing, set Pest Control to “no
pests,” to set targeting to TARGET NONE. To have them target every-
thing (including you, but also including each other) set Pest Control to
“all pests.”

& The Armory on the Second Level of the Stronghold has some useful
weapons, including a minigun. It is heavily guarded, however, and
requires either an electronic lockpick, or explosives (either three packs
of dynamite or two of plastic explosives) to break inside.

e Vats, Lower Levels

& You must ultimately make your way all the way down to the lower
level of the Vats. If the base goes on alert, use your radio to turn force
fields on and off as you go.

& On the upper level of the Vats is a trapped corridor called the Security
Corridor. Like Loxley's Gauntlet in the Hub, this passageway is covered
by traps and alarms. You will need to use your Traps Skill step by step
to get through without setting off an alarm. Trap elements include
warnings, lasers, plasma rifles, explosive hexes, and lines of monofila-
ment stretched across the hall just above the floor. Unlike Loxley’s
Gauntlet, however, these are deadly.



& Two elevators lead down to the lowest level. The east elevator, howa
er, is out of order. Try the one to the west, near the prison cells.

& The Lieutenant can be found in the Lieutenant's Room. He is the
biggest, meanest, hardest-to-beat mutant you will encounter in the
game, excepting, possibly, only the Master himself.

& The first time you approach this room, you may hear VanHagan, a f
resentative from the Children’s Cathedral, giving the Lieutenant a
report which indicates that the Master has discovered a new Vault..
yours! '

& If you are captured and brought to the Lieutenant, it's pretty much upfe
you. The Lieutenant will torture you. If you resist, you will be killed. ff
you yield, you will become a super-mutant and your Vault will be over
run. Game over! You lose!

& The Lieutenant is armed with a Gatling laser. His death will irritate b
other super-mutants.

& Your goal is to destroy the Vats on the lowest level of the facility. Yot
can get into the Vats control room by reprogramming a Mr. Handy
robot and having it finish its cleaning rounds. The Lieutenant hasan
encryption key in his locker that will enable you to hack the vat con-
trol computer and see what each command code will do.

& If you can kill the Lieutenant, get the Nuclear Arming Key in his pos
sion. It could be useful later, if you haven't yet destroyed the Ma
You can also Sneak in and loot the locker in the northwest corner of
this room to steal the key. :

& When you reach the Vats Control Room, destroy the vats either by
using your Science Skill on the computer there, or by placing explos
on the computer console.

& If you hack the Vat computer, you will see a list of program com-
mands—each a gibberish of letters and numbers. Selecting any of
these will result in the destruction of the base. The problem is, so ¢
blow it up faster than others... and one blows it immediately! If yo
have good Intelligence and Science skills, there will be an option to
hack the code numbers, otherwise you will have to use the
Lieutenant’s encryption key.

& Try the code sequence that glves you a silent countdown seve
utes—more thalienough you don't stop to play :




& A force field control in the Vats Control Room will shut down all force
fields in the facility, allowing you to make a hasty exit before the place
blows.

& Now get out of there fast!

& Don't hang around for the fireworks. Go all the way to the exit grid
and get out!

he Master’ s Vault

& You may be brought before the Master by Morpheus, or you may find
your way down to his subterranean abode on your own. Either way,
you have your work cut out for you.

& If you try sneaking in, it will help if you're in disguise.

& Purple Children’s robes—such as those appropriated from Lasher—serve
nicely.

& If you have been able to find a Stealth Boy, which renders you translu-
cent, your chances of slipping unseen through the Master’s Vault are
improved.

& You can deal with the Master in any of several ways.

& You can kill the Master in combat—extremely difficult, but not impossi-
ble—or you can find a nuclear weapon in his Vault and set it to
explode... or you can give the Master the FEV holodisk Vree gave you.

& If you attack the Master, be aware that he is armed.
& The Master possesses two Gatling lasers built into his body.

& If you try reaching the Master on your own, you will have to face the
Corridor of Revulsion, a long passageway through which you must trav-
el while being assaulted by psychic images.

& The higher your Perception, the worse the Corridor’s effects will be,
with damage to your Intelligence and Perception. The effects will be
much worse if your character has the Child Killer or Berserker tags or a

negative reputation.




&

& The mad psychics can be talked into giving you a Nullifier. If you can't do th

& Your best bet in dealing with the Master is to give him the FEV holodisk. It¢

& Another good, if risky, way to end the Master's ambitions is to use nuclear

& The nuclear weapon is in the basement.

&

&

&

That's it! You did it! The Vats are destroyed and the Master is history! Settle back now e
enjoy some wonderfully eye-popping celebratory animation, as Fallout comes to a close!

If you were able to get a Psychic Nullifier, the Corridor of Revulsion’s effects
be greatly lessened. A Psychic Nullifier can be found in the mad psychics' rog
on Level 2.The Mental Block Perk will also do the same. You can drink booze
lower your Perception and evade the nasty effects of the Corridor.

then you will have to Steal it from them, or kill one of them and loot it.

tains information proving that his efforts are futile, that his super-mutantsa
sterile and will not be able to renew the Earth.

weaponry.

If you can reach the Reactor Control Room in the lowest level of the Vault,
will need to pick the lock on the door and deal with two guards before reath
a nuclear warhead.

If you have the Arming Key from the Lieutenant, you can use this on the ¢
puter to arm the warhead. Otherwise, you can try using your Science or
Lockpick Skills on the computer. Either way, a successful attempt will result
the warhead exploding in four minutes.

Once again, you'd better exit the area fast!



chapter 7



A definite hazard. Definite contamination of game

excitement and suspense.

As in Chapter 3: Places To Go, this chapter lists each major site encountered in
Fallout. It gives specific and detailed information on each site, however, and may
give away some of the suspense of the game. Look here only if you are having tra
ble getting out of the place alive.

Vault 13

The player character must return with the water purifier chip before Day 150. Het
she will begin receiving warnings in the game on Day 40, and the warnings will

become more urgent after Day 80. The player can delay the disaster by travelingt
the Hub and arranging for water caravans to travel to the Vault. If the caravans
stopped, the countdown to the death of Vault 13 picks up where it left off.
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Llocations Within the Vault

icep for the caverns themselves, none of the Vault interior locations will be acces-
ible to the player until he has been gone for at least one game day.

& Vault 13 Entrance/caverns: This is where you begin the game proper,
in a rat-filled cavern just outside the Vault's main entrance.

& Airlock: Brightly lit accessway from the entrance to the Vault's interior.
You may be able to find some flares in a compartment on the west
wall. These will be replenished once every thirty days.
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& Emergency Medical Lab: The player can be healed here for free an
can receive treatment for radiation poisoning. Two containers on the
west wall each hold two stimpaks. These will be replenished after
three days. The Overseer can be found here.

& Lockers: Some lockers off the main passageway have useful supplis
including water flasks. One of these in your Inventory will keep you
from taking hits from dehydration in the desert.

& C&C: The Command and Control Center is occupied during the day
empty at night.

& Operations Security: A guard is always on duty here. If you can ge
good reaction from him or her, you might get access to the Vault's
weapons locker.

The Invasion

Unless other events brought about by the player character intervene, the Vaultw
be invaded by an army of super-mutants on Day 250 of the adventure. This willer
the game.

Special Dangers

& Attacking anyone inside Vault 13 makes you an ENEMY (Vault) and
subject to attack.

& Watch your time! If you don't return to Vault 13 within 120 days of!
game’s beginning—or somewhat longer if you arrange for water @
b vans first—you lose!

Vault 15

This vault is here to make the player think about what to do next, and to provid
the opportunity to rack up some kills and increase his Experience Point total.

Special Locations

& The locations in Vault 15 are much the same as in Vault 13.

ecial Danger. |
& If you areskni s i
¥ ) ~P"a¥t "
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hady Sands
jady Sands provides the player with his first real challenges and forces him to think
bout what he must do next. If he talks to the right people, he will learn about the
iders, Junktown, and the Rad Scorpions. Destroying the Rad Scorpions makes the
gople grateful and gives the player Experience Points.

acial Adventures

& The player can get Seth to take him to the Rad Scorpion caves. Killing
all of the scorpions will add considerably to the character's Experience
Point total.

& Two day after destroying the Rad Scorpion caves, go talk to Aradesh
again. The player will learn that Tandi has been kidnapped by raiders.
You will enormously increase both your prestige in Shady Sands and
your Experience Point totals if you can track her to the raider camp Q.

nd rescue her. -
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West Shady Sands East Shady Sands

Special Points

@ Talk to lan—the mercenary in a black leather jacket in the guards
house. Ask him about other places in the area, and he will tell you
about Junktown and the Hub. These sites will then be accessible ¢
world map.

& Talk to lan—the mercenary in a black leather jacket in the guards
house. Ask him about other places in the area, and he will tell you
about Junktown and the Hub. These sites will then be accessible ¢
world map.

) & Talk to Seth at the front gate. He has a rope that you will need lat
Offer him a knife and a flare, and take the rope. Alternatively,
a rope in the garden shack in east Shady Sands.

& Talk to Katrina at the gate and ask her all the available questioon
You will get 250 XP for learning about the world.

& If you are poisoned by a rad scorpion, take a scorpion’s tail to
He will turn it into an antidote that will heal the poisoning. Ra
make a bottle of antidote for each tail you give him, but it will t
four hours each.

& If you give the antidote to Jarvis, you will receive 400 XP fo




TN ey v

& If you have an Intelligence of four or greater, and a Science skill of
40% or more, you can tell Curtis, the farmer, how to use crop rotation
to improve their fields. You will get 500 XP for this. Curtis is out stand-
ing in his field.

acial Dangers

& If the player begins shooting NPCs, other Shady Sands dwellers will
attack. If he kills someone, he will receive an ENEMY (Shady Sands) dis-
advantage.

& If the player is rendered unconscious by the people of Shady Sands, he
or she will wake up later outside the town, with all equipment intact.

& If the player is rendered unconscious in the Rad Scorpion caves, he or
she will be killed and eaten.

fyou can provide him with one or more
ils from these

e corpse and left-click on the Hand

kon. You will see a display with your
Iventory on the left and the scorpion’s
tll on the right. Click and dralg to 3 Samaens
move the tail to your Inventory and K 2. Exit grid to Shady Sands
gturn it to Razlo. You may collect a
ber of tails and stack them in your

inventory.

fou will win 60 Experience Points for each Rad Scorpion you kill. You will receive 500
xperience Points for killing all of the scorpions in the cave.

Rad Scorpion Caves



The Desert Raider Camp

/ M \ The player can find lots of valuable

1 gear here, including weapons, money, and armo
- He can also rescue Tandi from captivity, whichw
2 3 / greatly increase his prestige with the people
~ rl x ——Garl of Shady Sands. '
| al .
|.__| : Special Adventures
—— & You will have the opportunity to
rescue Tandi, the daughter of

™ leader of Shady Sands. To trigger
' L. this subplot, you must destroy the
st 2 | I rad scorpion threat and leave Sha
\ ) Sands for two or more days, then

Desert Raider Camp return and talk to Aradesh.

& There is a chance that you will be mistaken for the ghost of Garl's
father. This can only happen if your luck is 9 or 10 (and then only ha
pens half of the time) and you are male. The Raiders will avoid
you[md]this makes rescuing Tandi or stealing from the Raiders much
easier. Don't talk to Garl if this happens.

& You have the opportunity to wipe out the raiders, which will greatl
improve your status with the inhabitants of Shady Sands. Do this af
rescuing Tandi for maximum experience points.

Special Points

& The refrigerator in Garl's room in the main building contains a shot
gun, shotgun ammo, and some dynamite.

& The cooler in Garl's room is normally empty, but if the player is cap
tured, his weapons and gear will be kept here.

& When you have the chance, check (use the Hand Icon) the bodies of
raiders you kill! You will be able to relieve them of armor, weapon
and other useful goodies.



& There are several ways to win Tandi's freedom. You can challenge Garl
and beat him in hand-to-hand combat. You can intimidate him in a
verbal confrontation or offer him $600 (plus Barter Skill and reaction
adjustments) in money or trade goods. You can sneak in and pick the
lock to her cell, then try to sneak out of the camp. Or you can wipe
out all of the raiders.

& The raiders will be destroyed if you kill 75% of them. If you manage to
kill Garl, the raiders will flee after you have killed only half of them.

cial Dangers

& The player will have the opportunity to impress the raiders and join
them, but he will have to murder two peasant women in Garl’s room
to “prove” himself. This will increase his standing with the raiders and
other lowlifes but hurt his reputation in Shady Sands and elsewhere.

inktown is an important stop for the player. There are weapons to be found or
ght here, adventures to become involved in, allies to win, and information to
ficover. Here you will learn about the Necropolis, the vanishing caravans, and the

it claw.
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1. Exit Grid to Entrance Map 1
\ 1 / 2. Darkwater’s (General Store)

3. The Crash House
Junktown, Casino 4. Store Room (Skulz HQ)

\ 5. Exit grid to casino

Junktown, Killian's

Special Adventures

& The player can rescue Sinthia from a crazed raider who is holding he
hostage.

& The player can help Killian Darkwater against Gizmo.
& The player can help Gizmo against Killian.
& The player can help the local guard force against the Skulz.

& The player can uncover some unsavory information about Doc Mo
in his basement lab.

& The player can help Saul keep his relationship with Trish by givingh
good advice.

Special Points

& The first time you enter Killian’s, a gunman will try to assas
Killian Darkwater. If you attack the gunman, Killian will thank




& By helping Killian Darkwater get evidence against Gizmo, you will get
your pick of weapons at his shop, and ammo to go with it.

& The Children of the Cathedral will infiltrate Junktown well before the
invasion. They will set up a doctor’s office in Junktown 80 days after
the start of the adventure. The Children of the Cathedral will provide
the player with some important information.

& If you can rescue Sinthia from the crazed raider without resorting to
violence, you will get 1,000 Experience Points. If you can rescue Sinthia
without violence and without putting her life in danger, you get 1,250
Experience Points. If you rescue her by killing or beating up the raider,
Sinthia will not be happy with you, but Killian’s guards will congratu-
late you on your victory.

& Doc Morbid has a side business in body parts. His underground lab has
evidence of this grisly trade, as well as a safe locker containing money,
ammo, and a doctor’s bag, but it is protected by an explosive trap.

& Morbid's assistant, Gretch, has an SMG. Kill Gretch—he’s in the lab
downstairs—and take his weapon.

& The player has a chance to befriend a woman named Sherry, who is a
member of the Skulz gang. He can convince her to leave the Skulz and
help Killian run them out of town.

& There is money and a weapon inside the safe in Killian's store.

& With gambling skill, you might be able to win some money at the
Casino, either at the slot machines or playing 21.

Special Dangers

& When you enter the town, be sure to put away any weapons you may
be carrying. Killian's guards will react negatively to you carrying
weapons openly, and if you don't obey their orders, you may be
attacked.

& If the player character is knocked unconscious in a fight with Killian’s
men, he will wake up outside the town with most of his gear intact.
' (He or she will lose one weapo L one set of armor.)



& If the player character is knocked out by Gizmo's thugs, he or she v
wake up behind the Casino with one to three weapons missing, and.
one or two sets of armor missing, as well as some money and all dn
stolen.

& If the player character is caught in Morbid's underground lab, he ors
may be killed, or, alternatively, have one eye forcibly removed. Yous
probably have to fight your way out of this one.

& If you kill Killian for any reason, your reputation with most peoplein
Junktown will become bad.

The Hub

# =

i T

mo_ /5o

\ The Hub will take the player much closert

the solution of the game’s unfolding
ies. There are many more characters tor
here than in Junktown, though there arer
as many weapons and other pieces of eg
ment to find. The player will learn here
about the Brotherhood of Steel, as well&
learn more about the Master and his amy
super-mutants. The Hub is an excellent log
tion for the player character’s center of o
ations, as he or she works to save the hon
Vault and put together the final piecesof
the story’s puzzles.
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Special Adventures
& You can convince Dan not to be so

tough on Billy.

Bob serves both Iguana-On-A-Stick
or a "prime cut” with “special
ingredients.” You can discover Bob's
unsavory secret (he has a profitable
business connection with Doc
Morbid, back in Junktown) and
either blackmail him or turn him
over to the police.

You can talk to the Water
Merchants about sending a water
caravan to your Vault. Talk to
Martha, a Master Merchant, in the
Merchant's Chamber. This will
extend your deadline somewhat,
though you will still need to find
the water purifier chip.

You can get a job from Demeter working as a guard on the Crimson

Caravan.

1. Entrance from Upstairs

2. Electrified Floor

3. Locked doors. Each failed lockpt
attempt turns on another laser

4, Lasers

S. Electrified floor

jith the Far Go Traders, to trytoles

6. Outer office

\ 7. Loxley’s HQ

Hub, Loxley’s underground
office and the Gauntlet




& You can see Kane in the Maltese Falcon. He will take you to Decker,
who will offer you a job.

& Decker, the leader of the Underground, will hire you for two special
jobs. Both involve assassination.

& Harold, the old mutant, can lead you to the cave of the Deathclaw.
Killing this beast will enhance your reputation and earn you Experience
Points.

& You can attempt to join the Thieves' Circle. Loxley will ask you to steal
a necklace from a merchant in the Heights to prove yourself. Return
the necklace to Loxley, and he will give you $3,000.

& You can rescue an Initiate from the Brotherhood of Steel who is being
held in a cell near Harold’s shack. Decker's thugs are torturing him for
information about the Brotherhood. He will be a good source of infor-
mation about the Brotherhood.

Special Points
& Butch Harris, the boss of Far-Go Traders, is not too bright, but he’s a
good source of information. He can give you the location of places like
The Glow and the Necropolis. Talk to him about the Deathclaw, and
then talk to Beth and to Harold in order to reach this creature’s cave.

& Beth, the proprietor of the Weapon Shop, is a gossip who will bend the
player’s ear with all sorts of information. Some of it is worth pursuing.

‘ & If you need money, Lorenzo at the Friendly Lending Company, will loan
you from 200 to 1,000 Hub Bucks at an exorbitant daily interest. He
will make up to three loans at a time to you. Be warned, however. This
is a loan sharking operation, and if you fail to pay, you will be
attacked. Lorenzo is also a source of information and may give you an
in with Decker.

& You can attempt to sneak into the FLC at night and pick the lock on
the safe. You will have to get past guards both inside and outside.



& If the player character is male and indicates an interest in Keri Lee at
the Crimson Caravan Company, she may have a romantic liaison with
him, after which she will give him some strength, perception, and dex
terity drug packs.

& When you manage to kill the Deathclaw, be sure to carefully search
the bodies in its lair. One dead super-mutant has a holodisk with
important information on it. That holodisk is the proof Rutger and i
Far Go Trading Company need to learn who is destroying the caravat

& If you get into the building used by the Children of the Cathedral,a
locked storeroom there contains a lot of equipment and loot, includi
various drugs, food, robes, and a couple of Geiger counters. You wil
have to get past a guard.

& If you decide to rob Daren Hightower's house in order to join the
Thieves' Circle, the best way in is to wait until all three guards have
left the door (they've gone into the kitchen to ask for food) thenslp
inside and hide in the guest bedroom, which is always empty. At nig
you can search the place. The necklace is in a container in the closeti
the main bedroom, along with 1Q drugs, a shotgun, and some amm

Special Dangers

& If the player has killed someone or is an escaped prisoner, and the "
police capture him, he will be killed. In any other case, if the player:
knocked unconscious, he will end up in prison.

& If you hire on with a caravan and then abandon your post, you wil
a bad reputation with the caravan’s owners.

& If the player is extremely contemptuous of Decker or Kane, or if he
fails a job, a death hit will be ordered on him. If the player attackst
kills anyone in the Underground, an even larger hit squad will bes
against him.

& If the player goes to the Cathedral to talk to Jain, the High Priestes
Jain will try to turn him or her over to a super-mutant “counselor"
who will take the player to “the Vats.” The player will be given
choice between death and the Vats. If he or she chooses the \
cannot es nt, the player becomes a supef:mu
and the 1 — e




lecropolis

The Necropolis is filled with ghoul-like

ants under the command of a chief ghoul
amed Set. Set, in turn, is controlled by the
Master and his army of super-mutants. Set is
inder orders to capture any pure humans he

fiem over to the Master.
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The Invasion

the super-mutants in the town are killed or driven off, the Master, if he is still
live, will invade the Necropolis fifteen days later.

Special Adventures

& Set will offer the player a job. He wants to destroy the super-mutants
guarding the Watershed.

Special Points

& Ghoul guards may have orders to capture pure humans. Most ordinary
ghouls, however, will not bother humans unless they are attacked first.
Some will be good sources of information.

& A secret door lies behind Set's throne in the Hall of the Dead. A hidden
corridor leads to his nearby room, where another secret door exists.
Traps cover the secret doors. There is also an access to the under-
ground sewers through this corridor.

& A storage cooler in Set's room contains a weapon, ammo, and stimpaks.

& Garret's room, also in the Hall of the Dead, has a locked refrigerator.
Inside is a shotgun, ammo, flares, and soft drink bottles. The player’s
reward will be drawn from here if he performs Set’s job. The higher his
reputation with Set, the more he has impressed him, the more he will
receive as a reward.

& The water chip needed by Vault 13 can be found in the Necropolis
Vault. It is located in the vault's Operations Center and can be found
by examining one of the computers.

& Parts needed to repair the water pumps in the watershed can be found
in the ghoul underground, in the sewers beneath the Hall of the Dead.

& The player can repair the water pumps in the northeast corner of the
watershed, restoring water to the Necropolis.

Special Dangers

& If the player does not find the water chip and take it back to Vault 13m,~
1l community will diesaneik e will:




& If the player takes the water chip and does not repair the water pumg
the Necropolis will die within about one week.

& Beware the Glowing Ones. They are radioactive, and close combat an
result in the player receiving radiation damage as well as ordinary
combat hits.

& A family of giant rats living in the Necropolis Vault medical lab are s
radioactive, glowing slightly. Their bite can cause radiation damage.

& The ghouls under Set believe that they control the Necropolis. The red
power, however, lies with the super-mutants and their mysterious
Master.

& If the player accepts Set's offer of a job, he or she may still be attacke
by Set’s ghouls, since his control over the creatures is not perfect. If the
player is captured, Set will order the human killed. ‘

& The secret door behind Set’s throne has an explosive trap.
& The secret door to Set’s room is protected by an explosive trap.

& As soon as you enter the Necropolis, you will set a timer that will begt
counting off the days until the Master learns the location of Vault 13
Even if you save the Vault by finding the water purifier chip, soonero
later the Vault will be invaded by the super-mutants, and the game
will be over.

& It is up to you to stop the Master and his legions, or all is lost.

The Brotherhood of Steel

Joining the Brotherhood of Steel gives the player the opportunity to pick up new
weapons, ammunition, and equipment, as well as a chance to improve his or her
combat skills. It also provides a source of allies in the final showdown with the
Master and the Children of the Cathedral.

Special Adventures

& The player will be sent on a quest to recover an artifact in o
prove his o rthiness to join the Brotherhood. You
travel to ine '
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& Talus may send the player on a quest to find out what happened to:
missing Brotherhood scout. The scout is being held prisoner by merc
naries in the Old Town section of the Hub.

& You can help Brother Michael with his romantic interest in Brother
Lara. He may give the player some grenades in gratitude.

Special Points

& If the player views combat demonstrations in the Combat Training H
he or she may receive extra skill points in Melee or Unarmed Combat
How many points depends on how much of the demonstration the
player watches.

& If you successfully lie to Brother Michael, telling him first that “Bob"
sent you to get a new weapon, and then that “those girls downstais
put you up to it, he may give you three pulse grenades, useful again
robots.

& You can run an errand for Michael by taking three pulse grenadesto
Brother Sophia. If you carry out the task, he will give you a SIG-Saug
pistol.

& Brother Jennifer might be able to tell the player about who's who
within the Brotherhood. If the player is male, she may develop quite
crush on him.

& If you warn the Brotherhood about the impending mutant invasion,
you will get a stronger force to help you when it's time to move
against the Vats or the Children of the Cathedral.

& Talus may give you authorization to check weapons and armor o
from Michael.

& If you ask General Maxson about the history of the Brotherhood, he
will give the player a tape. Among other things, it tells the player
about a secret base far to the north. This, it will turn out, is the loc
tion of the Vats, something the player will need to learn abou

& Master Scribe e can help the player acquire skill in operati




& Master Scribe Vree can give the player some antiradiation drugs, to be
taken when he or she must approach a source of radiation.

& Master Scribe Vree can give the player a holodisk describing the FEV
virus and its effects. This disk provides the player with one good means
of defeating the Master at the end of the game. Giving Vree's disk to
the Master convinces him that he has failed in his bid to create a new
world.

yecial Dangers
& Don't pick a fight with Rhombus! If you draw a weapon on him, he will
use his gatling laser and kill you on the spot.

& Getting caught stealing from Rhombus is a bad idea. The second time
you attempt some thievery, they will most likely kick you out, or even
attempt to kill you.

The Glow

Tis used to be a top-secret military facility where some rather unpleasant

toweapon research was being conducted. During the war the surface facility took a
)’ ect hit from a nuclear weapon, and the crater is still highly radioactive... hence,
e name.

fyou have a rope, you can attach it to the steel beam on the crater rim, and lower
Jourself inside the first level. Further exploration will lead the player deeper and
deeper into the underground reaches of the old base. There are six underground
giels, and the crater breached only the top two.

Here, the player will be able to uncover certain secrets about the cause of the war
and the origin of the mutants. There are also weapons and other equipment to be
found here. Be careful, though. The Glow can only be approached by characters who
aie suitably protected from the high radiation here, and there are other dangers as
well.

Special Adventures

& You must visit The Glow to find the holodisk that will gain you admit-
tance to the Brotherhood. This is vital to winning the game, if you
wish to defeat the Master by giving him the FEV disk from Vree.
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Special Points
& You will find the Brotherhood disk on a body on Level 1.

& The same body has a yellow security pass key that gives you access to
an elevator connecting the top three levels.

& A body in the corner of the northeast room on Level 2 has a red pas.
This will let you use a red security elevator on Level 3, connecting
Levels 3, 4, and 6.

@ A body in the southwest room on Level 4 has a blue pass that will give
you access to a blue security elevator, connecting Levels 4, 5, and 6.
The blue elevator is not working currently.

& On Level 6, you may be able to repair a generator and restore power
to the lights and the blue elevator.

& Use every working computer you can find, applying your Science kil
to make it work. You can learn a lot here about the FEV virus and the
super-mutants.

& Check all lockers, storage areas, and rooms. There is a wealth of
weapons and special equipment to be found here. Be especially alert
for energy weapons (lasers and plasma guns), Small Energy Cells, Mi
Fusion Cells, grenades, and explosives.

& A charred body on Level 2 has some dynamite and plastic explosives.

Special Dangers

& Radiation is the big one here. You will take radiation hits as soon as ol
arrive at the
surface crater. The only way to avoid damage is to take Rad-X, which
will increase your Radiation Resistance to 50% for the first 24 hours,
then drop it to 25% for the next 24 hours. You can stop before reachin
The Glow and take your pills, to avoid that initial hit. Radiation damage
can be healed by Rad Away, or by a visit to a doctor. You should not
read a book, use the Doctor Skill, or any other lengthy use of time.

& Keep an eye out for booby traps throughout The Glow. Your Traps Sk
will detect and disarm them. Be especially suspicious of security area
with steel-grid floors... but there are traps on some other floors as
well. The elevators will give you a shock if you try to open them ith
out the appropriate pass key.




& When you restore power by repairing the generators, you will revive a
number of sentry robots, which will proceed to attack intruders...

meaning you.

The Angel's Boneyard

The Angel’s Boneyard is a vast sea of ruins—the wreckage of what once was the
metropolis of Los Angeles. It includes a number of sites, all of potential interest.

The various locations include:
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Special Adventures

& You can try helping Jon Zimmerman, in Adytum, avenge his son by
killing the leader of the Blades. This is not recommended!

& Alternatively, help the Blades liberate Adytum. To help them, you must
clear the Deathclaw infestation—including Momma and her eggs, in
the basement—from the deserted area between the Gunrunners and
the Blades’ HQ.

& Help the Gunrunners, and they will give you a choice of weapons and
high-tech armor. You can also pick some good weapons up when they
leave their base, after Adytum’s liberation.

Special Points

& You should make contact with Nicole and the Followers of the
Apocalypse. She will be your link to Laura, a spy inside the Cathedral.

] & The warehouse is a source of weapons and ammo. Be aware, however,
T that most of the stuff for sale from the gunrunners will have a mark-

up of anywhere from 120% to as much as 300%. It may be possible for
| you to get a 20% discount, however.

Special Dangers

& The Blades are tough, and very hard to kill. Don't start a fight with
them unless you have a clear line of retreat.

& The deserted building in the map east of the Blades’ HQ is infested by
Deathclaws. A mother Deathclaw and her eggs are in an underground
room. The young Deathclaws are not as dangerous as the Deathclaw
back near the Hub—but Momma is deadly! Watch your step!

& Don't approach the gunrunners with a drawn weapon. It could lead to
immediate combat.




The Military Base

This is the super-mutant stronghold, a former military base ruled over by the

Lieutenant, a highly intelligent super-mutant who is the Master’s second-in-com-
mand. This is the source of the attacks that have been destroying caravans out of
the Hub. Pure humans are captured to be “dipped” in the Vats in the lowest levelof
the facility, transforming them into super-mutants. The rest are killed.
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Special Adventures

& If you can reach the computer control room on Level 1 of the Stronghold
you will have the opportunity to hack into the Master’s network and
reprogram his robots. You can also reset the controls for the force field
barriers throughout the base. A pair of radios can be used to toggle the
fields on and off. ‘

& A computer in the Vats Control room will let you turn off all force fields
permanently.

& A computer in the Vats Control Room will also cause an explosion that wil
destroy the Vats. You can also place explosives on the Vat Computer, which
will have the same effect. Destroying the Vats is one of the goals of the
game.

& If you can kill the Lieutenant, you can take from his body a key that wil
arm a nuclear weapon in the basement room of the Master’s Lair.

Special Points

& The Armory on Level 2 of the Stronghold contains a number of weapons
including laser rifles and laser pistols, one minigun, and some ammo and
power cells.

& If you can reprogram the robots, you can get them to target one anothe
or even to attack the super-mutants instead of you. Reprogramminga
Mr. Handy on the lower Vat level and having it continue its cleaning
chores will help you get to the Vat Control Room.

& EMP grenades are the weapon of choice against robots. They don't affe
| living creatures, but they pay havoc with a robot’s electronic circuitry!

Blowing up the Vats will reward the player with 5,000 Experience Points

Killing the Lieutenant will reward the player with 7,500 Experience
Points.

Killing the super-mutant Flip will reward the player with 3,000 Experie
Points.

If you can listen in on a conversation between the Lieutenant and
VanHagan, you will learn that the Master has recently learn
Vault 13 and has lans for |t This gives a new urgency to your




& The weapons locker in the Lieutenant’s Room has some extremely use-
ful equipment—a gatling laser, Micro Fusion Cells, and a StealthBoy
unit.

& In the Vats, the player can learn the Master’s location.

secial Dangers

& If you are captured, you will be brought before the Lieutenant on Level
1 of the Vats. If you resist, you will be killed. If you yield, you will be
turned into a super-mutant and lose the game.

& The Security Corridor on Level 1 of the Vats is protected by booby
traps, with some floor tiles triggering explosions, laser fire, plasma
bursts, or warnings. Monofilament wire is strung across the passage-
way in two locations. Watch your step!

& Once you cause an overload in the reactor system for the Vats (by
accessing a computer in the Vat Control Room) you will have only a
short time in which to get out of the base. How long depends on
which coded command you choose. Choose wisley!

The Cathedral

This is the operational headquarters for the
(ldren. By now, the player will have learned

that the Children of the Cathedral are in fact
working for the Master. Their immediate head is
e dark figure known as Morpheus.
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Special Points

& Morpheus is the key to reaching the Master. He possesses a black
badge that opens the doorway leading down to the Master’s Vault.
b With careful handling, and by convincing him that you have informs
tion about your Vault which the Master must have, he can be persua
ed to take you before this dread creature.

Morpheus

& If you can kill Morpheus, you can steal his black badge.

& Stairs lead down from the Cathedral to an underground cave. Withi
the cave is the entrance to another vault... the Master’s Vault.

& Lasher possesses a red key that will let you reach Morpheus and/or
door leading to the Master’s Vault. If you kill him, you can also gett
purple robes that will let you move unchallenged through the Mast
domain.



& A number of Nightkin guard Morpheus upstairs. If you can kill them,
you can take their StealthBoy units, devices that will give you a better
chance of slipping undetected past the Master’s forces. They also pos-
sess some awesome firepower!

Special Dangers
& If the player at any time leaves the Cathedral after talking to

Morpheus, he or she will be attacked by several thugs who bring
greetings from Morpheus.

& The Nightkin are deadly, stronger than ordinary super-mutants, and
possess high-tech devices—StealthBoys—that make it hard to hit them
in combat.

The Master's Vault

This s it, the final mile, the end of the line. Take out the Master, as well as the Vats,
ind you've won the game. Doing so is not easy, however. The Master is a strange
iybrid of computer and mutant, his body part machine and part bodies assimilated

bythe creature as it grew.
N "
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Special Adventures

& This is the payoff, the head villain, the Boss. Cap this guy and you'e
won the game.

Special Points

& Once again, the Children’s robe, like the one you might have takend

of Lasher’s body, will get you through the Master’s Vault unnoticed-

b usually. A StealthBoy, if you got one from the Military Base or a
Nightkin, can also come in real handy here.

& A locker next to the elevator in the northwest corner of Level 2 hasa
Stealthboy unit.

& A nuclear weapon in the vault basement can be set to explode, de 10
ing the Vault, the Cathedral, and the Master. You will have to get pa
two super-mutant guards in the basement to reach the bomb. Youw
also need a nuclear arming key from the Lieutenant to set this off
else have to use your Science Skill on the bomb’s arming device. On
the bomb is set, you have four minutes to get out. Run! Don  stop
play with your new-found friends!




& The player can give the Master the holodisk given to him by Vree at

the Brotherhood, which proves to him that the mutant race he created
is sterile. This unpleasant information causes the Master to blow a
fuse.

The Corridor of Revulsion will cause some problems for characters with
high Intelligence and Perception. These effects can be reduced consid-
erably by carrying a Psychic Nullifier in your Inventory. A Psychic
Nullifier can be found in the mad psychic’s room on the upper level of
the Vats.

Special Dangers

)

)

&

Oh, come on! You're about to face the biggest, baddest boss in the
game—and you want to know about special dangers?

The Master possesses two gatling lasers built into his body. He is bril-
liant, capricious, and insane, and one wrong word can end in the play-
er's death or forceful conversion to the ranks of the mutant army.

If you fight the Master, you will also have to face the Horde... a large
group of super-mutants that will rush to join you in battle. They will
attack from the rear, coming up through the Corridor of Revulsion.
They are armed with a variety of weapons.

Whether you choose to set off the nuclear weapon or use the holodisk
to talk the Master into destroying himself, you will have a limited
amount of time to get out of the Master’s Lair, through the cavern
outside, up the stairs to the Cathedral, through the Cathedral, and out
at last to the travel grid across the street. If you don't make it, you'll
die with the Master, so for Pete’s sake don’t stop on the way to play
with strangers!
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You're glowing. Extreme contamination of game
suspense.

This chapter gives it all away... what happens at each site, and why. Read this chapter o l'
you don’t mind having the major secrets of Fallout described in detail.

Locations in Fallout

The following places and plot points are where most of the action takes place in Fallout. If
you're wondering what's supposed to happen in a given spot, or why you should risk your
neck in there, check it out on the list below.

The Vault (Vault 13)

Description: An underground vault, your home for as long as you've lived.

Vault 13 is where you start the adventure. A chip controlling the water purification machi
has failed, and in four months, the water here will be too foul to drink. Your whole purpe
in the game is to save Vault 13.

Once you leave the Vault, the entrance will seal automatically and cannot open for one g

Size: Medium sized




iePoint: This is the whole point of your adventure. The caverns outside the door offer rela-
gly easy opponents (the cave rats) against which to practice your martial skills.

ecrets
& You can return here occasionally to get some medical supplies—stimpaks and
the like. You can also return the Vault 13 to talk to the Overseer if you're
undecided what to do next. Be sure to save your game first before returning
for advice; that way, you can pick up the game where you left off later, with-
out having lost any time.

lhe Buried Vault (Vault 15)

lseription: A three-level underground vault, including living quarters, a command center,
ida cavern.

“, It 15 is located some distance east of your starting point. The Overseer suggests that you
ight begin your search there. In fact, there’s not much to find there except mutant pig rats,
yeater mole rats, and other unpleasant vermin.

ze: Very small
ling: Unimportant

Tie Point: Since most players encounter this vault early in their adventure, the location pro-
ides some challenges for them to sharpen their skills against... larger, meaner varmints than
e cave rats back home, and a chance to try manipulating things (using the Hand Icon) like

e sewer entrance, computers, and an elevator. Also, players are liable to stumble across the
ilage of Shady Sands while traveling from Vault 13 to Vault 15.

|

0 ots:

S The only way in is through a sewer hole in a small shed in the desert. You'll
have to use the Hand Icon to gain access.

Shady Sands

Description: A small, desert village. Sites include the town itself and the garden and Brahmin
pens to the east.

»dySands is a small, quiet village in the desert between Vault 13 and Vault 15. Its leader is
Aradesh, and here the player will have his first chance to interact with non-player characters.
ere is a doctor in town—Razlo—who can heal the player character's wounds, if necessary, and
ileather-jacketed man named lan whom you can recruit to join your quest if you have the
money. Talking to the right people, especially Aradesh and his daughter Tandi, will provide
portant information about the world.

1

: Medium sized



Rating: Important

Point: Shady Sands provides the setting and motivation for several relatively easy starting
adventures, including destroying the rad scorpion nest and rescuing Tandi from kidnappers.
These adventures will help the player sharpen his skills and will also gain him the beginnings
of a reputation. Here he will have to decide how to treat the locals—with politeness and

respect, or with arrogance and gunfire. He can make some valuable allies here if he can win
the townspeople to his side.

Secrets

& Be sure to barter with Seth for his rope. Offer him a knife and a flare for the
deal. The rope is vitally necessary later in the game to enter Level 2 of Vault
15. Later in the game, you will need a rope to enter the crater known as
Glow.

& i you return to talk to Aradesh two days after destroying the Rad Scorpion
threat, he will ask you to save Tandi, his daughter, from desert raiders. This
subplot adventure will give the player experience points, a good reputation,
and a fair amount of loot—money, weapons, and armor—taken from the
raiders’ bodies or the bookshelf, desk, and fridge in Garl’s room.

Rad Scorpion Nest

Description: A maze of underground passageways and caverns infested by giant mutant scorpions

Wiping out the scorpions inside will let you test your combat skills and impress the people
Shady Sands. Seth, the guard at Shady Sands’ front gate, will take you here if you ask him. i
is not necessary to go here to win the game, but the experience can be valuable. Careful,
though. Those scorpions can kill you with the poison-laden stingers on their tails.

Size: Very small
'y Rating: Unimportant

Point: Killing rad scorpions will give the player experience points and help him sharpen up!
combat skills.

Secrets

& When you kill a scorpion, use the Hand Icon on the corpse. You will be able to
and drag on the scorpion’s tail, placing it in your Inventory. Later, you can give
these tails to Doc Razlo in Shady Sands, and he will prepare an antivenin... whit
will be especially useful if you took damage from the scorpions in the battle.



esert Raider Camp

Kription: A camp in the desert not far from Shady Sands inhabited by a nomad warrior
known as the Khans. They are led by a warrior chief named Garl.

Khans are a constant nuisance to nearby towns like Shady Sands. While the player does
itneed to investigate the camp, it does offer a chance of learning something about the sur-
unding area and provides the player with a good source of enemies to overcome... and the
uitant loot and Experience Points. The subplot involving the kidnapping of Tandi, Aradesh'’s
aughter, is resolved here and can also gain the player points and an enhanced reputation.

ke caution, however. The nomads are easily angered, and it's not wise to challenge them on
eir home turf without careful preparation.

2e: Small
iting: Unimportant

The Raiders are generic bad guys for the player to negotiate with or fight. There are
iperience Points to be won, and loot to be taken.

ecrets

& The safest way to rescue Tandi is to offer Garl a ransom. He will accept 600
caps (modified for your Barter Skill and Garl's reaction to you) for her release.
Do not attempt to fight the raiders unless you are well-armed and, ideally,
have an ally or two. You might consider hiring the mercenary you will
encounter in the Shady Sands guard quarters.

& Consider returning for this subplot adventure after you've been to Junktown
and picked up a submachine gun from Gretch. It's long odds against you
indeed if you try to take on Garl’s bad boys and girls with nothing but a pistol!

Junktown

sseription: A town—Ilarger than Shady Sands—with several important sites, including a gen-
#al store, a hotel called the Crash Pad, and a casino run by a thug named Gizmo.

linktown is an important stop on the player’s itinerary. Here, he can get weapons, armor,
#uipment, and recruits for his band. The player can learn about the Necropolis, the disap-
paring caravans, and the Deathclaw here, and he can pick up some important allies.

Size: Medium
ating: Important

Junktown is an important plot point that will set the character on the right path and
pepare him for what’s happening next.

I
|
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Secrets

& Doc Morbid has a sideline in used body parts in the basement of his clinic. An
interesting subplot can have the player taking Morbid and his henchmen
down. One of the henchmen, Gretch, has a submachine gun, which will bea
far better weapon for the player than a pistol or shotgun.

& Doc Morbid has a safe in his lab. Inside is money, ammunition, and a doctor§
bag. The safe is protected by a booby trap; if you fail to pick the safe’s lock
three times in a row, the trap will explode and destroy the contents. Use o
Traps skill to detect the trap, then use it again to disarm it.

@ The trick to rescuing Sinthia is to offer the raider $100, or talk him down wit
out threatening him.

& You may be able to acquire an unexpected ally in town. Try wearing leather
jacket when you help a man who is trying to get into a building but can't
because a dog is keeping him out. If you can get the dog to follow you, you
will have a companion in your travel... and an ally who will attack your oppe
nents in combat. You can also feed him an iguana-on-a-stick.

The Hub

Description: A large trading settlement.

The Hub is a large and important trading settlement based in a town relatively untouched}
the war. Caravans of various goods travel between here and LA, Junktown, Shady Sands, an
even the Brotherhood of Steel. The player will meet a number of important characters here,
learn some important information, and set off on several important adventures from here.

Centrally located to a number of other important sites, the Hub could easily serve as a based
operations. |

b, Size: Large
Rating: Very important

Point: The Hub is a good place for the player to take stock of his current position and decit
what to do and where to go next. Like the hub of a wheel, the Hub gives access, through
numerous spokes, to a large number of locations and adventures throughout the surroundt
area, many of which are vital to the game’s successful resolution. It can serve as a base of
operations for the player, as well as a source of supplies and weapons. The various subplofs
provide the player with a great deal of experience, and the jobs he can take here will eam
him money. If he signs on as a bodyguard for a caravan, he will be able to reach important
sites such as the Brotherhood of Steel or Adytum, and he will probably pick up some
combat experience and loot along the way. Finally, some encounters—especially the encous
with Harold, the old mutant—will let the player acquire some extremely useful infol




screts

umber of interesting subplots can be opened and run here, including “jobs” for Decker,

'_' g the Thieves’ Guild, blackmailing Bob, and either robbing or taking out a loan from

/ENz0.

& An initiate of the Brotherhood of Steel can be rescued in Old Town by some
mercenaries, improving the player’s reputation with that group.

& A deal can be struck with the Water Merchants, providing for water shipments
to the Vault. While this will not solve the water problem, it will delay the end
long enough to allow the player additional time to find the water chip. It will
also increase the chances that the Master will discover and invade your Vault.

& Bobis getting human body parts from Doc Morbid in Junktown and selling
them as Iguana Bits (tastes just like chicken). It may be possible to blackmail
him.

& Borrowing money from Lorenzo is probably a bad idea. Stealing from Lorenzo
is better, though difficult. You will need to get past his two mercenary guards
outside, either by killing them quietly or doing some very good sneaking. A
third guard is inside. Deal with him, and if you can pick the lock on the inside
door, you'll be able to get several thousand caps.

& If you want to have Kane take you to see Decker, do not claim (or admit) to
being a member of the Thieves’ Circle. If he asks you what kind of work you're
looking for, tell him, “Anything. If it pays well, I'll do it.” You might also be
able to get in if you say that Lorenzo sent you. If this isn‘t true, he might still
believe you.

S i you kill Jain, the High Priestess, at Decker’s orders, Decker and his people will
be killed shortly thereafter by the Children of the Cathedral in a retaliatory
strike. If you kill her even without Decker’s orders, Kane will give you 1,000
caps in gratitude.

he Deathclaw Cave

sription: An underground cavern, home to the infamous Deathclaw.

hese caves are where the player will encounter the legendary Deathclaw, which hunts living
ey by night and is believed to be responsible for the vanishing



Point: Killing the Deathclaw will give the player still more Experience Points and will also
make him a hero in the Hub. The caves will also give the player a hint about what might

happened during the war. Finally, the caravans will continue to disappear, letting everyone
know that the Deathclaw was not responsible and that a monster of another kind is abroat

Secrets

S To open the way to the Deathclaw, talk to Butch Harris at the Far-Go Trades
and ask about the vanishing caravans... then talk to Beth at the weapons i
about the Deathclaw, and finally, at her suggestion, talk to Harold in Old
Town.

& The dead body of a super-mutant in the cave contains a disk, called the
Mutant Transmissions Disk. It contains information about the war and the
appearance of the super-mutants.

The Brotherhood of Steel

Description: A camp housing a religious brotherhood.

The Brotherhood is extremely close-knit and suspicious of outsiders, and getting at all clost
them is difficult. If you can open channels with them, however, they can provide a wealtht
information vital to the further development of the story, including the location of the Vet
something of the history of the war, and a story about something called “the Forgotten
Base.” The player will also be able to obtain some radiation chems here, vital if he isto
explore The Glow.

Size: Small
Rating: Important

Point: The Brotherhood provides crucial information, including the location of the Vats. Vi
- can give the player a holodisk with which he can defeat the Master at the end of the gar
is also affords an excellent opportunity for the player to improve his skills and to acquirens
and better weapons.

Secrets

S T join the Brotherhood, the player must go to The Glow and retrieve the
Brotherhood holodisk from a body on the upper level of that facility.

& Once the player is an Initiate, he or she can pick up lots of character-builds
extras. Stop by the unarmed combat demonstration on Level 1, and listen
Your character will get extra unarmed and melee combat skill points. Talk
Vree on Level 3. She can help you improve your Science Skill, will give you
some antiradiation drugs and, if you've made a good initial impres
give you the which, given to the Master when you meet himat
will ca tr o




he Glow

kription: On the surface, nothing is present but a large hole in the ground, plus enough
ation to make you quite sick in a short period of time. At first glance, there is no way to
rthe crater. Below the crater, however, are six underground levels of a military base or
sarch center destroyed by a direct hit during the war. The upper levels were penetrated by
¥warhead, but the lower levels are all intact... though still highly radioactive.

e a military base, there is nothing left on the surface but a radioactive crater. If the player
mreach the underground levels, he will find a holographic disk which is the artifact Cabbot
the Brotherhood of Steel told him to find. If the player retrieves that disk, he will be admit-
ito the Brotherhood. Also present is a research laboratory with a large, broken flask or
container. The deadly FEV virus was contained here until the nuclear strike, when it was
tidentally released. The virus is responsible for the mutation that creates the super-mutants.
wavailable on these levels are some of the most powerful weapons and armor available in
%game. In addition, information gathered here will tell the player what caused the

alypse and let him learn the truth about of the mutations.

# Large
iting: Very important

e Point: Key information must be gathered here. The disk, found on a dead body on the

gper level, will let the player join the Brotherhood, where key weapons and information can
vacquired. Computers and holodisk recorders can be accessed to learn a great deal of back-
wnd information. And finally, this is a good opportunity to stock up on the really heavy

ims and armor for the big push to the story’s climax.

ecrets

& To enter The Glow, the player must have ropes acquired by barter from Seth
early in the game, at Shady Sands, or elsewhere along the way. Use the rope
on the steel beam on the west edge of the crater.

& There are numerous secrets to be uncovered in The Glow. Check every comput-
er, every level, every room, every body. Be alert for color-coded pass keys with
which to operate the elevators, for holodisks that contain useful information,
and, of course, for weapons and energy cells.

The holodisk that will admit you to the Brotherhood is on a body on Level 1.
A yellow pass that operates the yellow elevator is found on a body on Level 1.

A red pass that operates the red elevator to Levels 3, 4, and 6 can be found on
a body in the northeast room on Level 2.

@ S

A blue pass for the blue elevator to Levels 4, 5, and 6 can be found on a body
: __ the room in the southwest ¢




& The generators in the Operations Center on Level 6 can be repaired to restot
power to the blue elevator and the lights.

& Holodisks containing important information can be found in various lockers.

The Angel’s Boneyard

Description: A vast area of ruins that includes several specific sites: Adytum, the Gunrunnes
the Blades, and the Followers.

Each of these sites introduce subplots that can spill over to other sites. The Followers cang
you access to a spy inside the Cathedral and can provide you with allies for an attack on th
COC. The Gunrunners are a good source of high-end weapons. Momma Deathclaw providsi
chance—a dangerous one—for building up your Experience Points before your last big pu
None of this is absolutely vital to the successful completion of the game, but the various s
plots can keep you busy here for a long time!

Size: Each individual site is small. Collectively, they cover a large area.
Rating: Unimportant

Point: These areas provide the player with recruits and allies, new weapons and equipment
Experience Points, and a chance to rest and recuperate before the last big battles.

Secrets

& There is a Followers spy inside the Cathedral named Laura. She can only be
approached if you first contact Nicole, the head of the Followers. Nicole wil
tell you how to contact Laura, using the code phrase “Red Rider.”

& Jon Zimmerman, in Adytum, will ask you to avenge the death of his son by
killing the leader of the Blades. In fact, the Adytum Regulators killed
-8 Zimmerman's son, and the Blades are innocent.

& Warning! The Blades look like ordinary people, but they are tough, extrend
hard to kill. Don't pick a fight with these people unless you want a real ba
on your hands!

& Instead, you can help the Blades free Adytum from the tyranny of the
Regulators. To do this, you must enter the game map east of the Blades'H)
and west of the Gunrunners’ warehouse and eliminate all of the Deathdla
you find there... including the mother Deathclaw and her eggs in the bas
ment level of the large room. This allows the Gunrunners to arm the Blage
for their attack on Adytum.

& Fans of the movie Aliens will know what to expect. If you don't kil
more Death ill appear every time you return to this map. .




& if you wipe out the Deathclaw infestation, the Gunrunners will reward you by
letting you choose a weapon or some good armor from their stock or you can
arm the Blades. You can also return to their old location after Adytum is liber-
ated and pick up whatever they left behind.

aiption: A huge and gloomy cathedral controlled now by the Children of the Cathedral.

#(athedral is the headquarters of the notorious Children, who, in fact, are servants of the
iter. Morpheus, the head of the Children of the Cathedral, is one of the Master’s most

ing: Vitally important

fint: The Cathedral provides the player with his sole access to the Master and is, therefore,

|to the successful completion of the game. It also offers a chance to rack up some more
perience Points by killing Lasher and Morpheus, as well as some weapons, equipment, and a
uple robe that you can use later as a disguise.

ecrets

& The Followers spy inside the Cathedral is named Laura, and she can only be
approached if you first contact Nicole, the head of the Followers. She has a red
pass key to the door behind the altar and can get you in to see Morpheus.

& Lasher has a red pass key also. If you kill him, you can get the key and his
robes, which are very useful as a disguise later on. You can also talk him into
giving you the key.

& You can also get a purple robe from the Followers.

& if you can kill Morpheus, you can get his black pass key, which gives you access
to the secret door leading to the Master’s Vault. If you do not contact Laura,
you will have to either kill Morpheus and take the key, or talk him into taking
you to the Master.

& The secret passage leading to the Master, which can only be accessed by the
black pass key, is hidden behind a bookcase in a room behind the altar.

@ The secret passage leading to the Master, which can only be accessed by the
black pass key, is hidden behind a bookcase in a room behind the altar. There is
a hidden Nightkin in the corner, armed with a really big gun. If you are not
wearing robes, or have one of the COC badges, then you will be attacked as
soon as you walk in the room. ’ t«a




The Master’s Vault/The Master

Description: A vault hidden beneath the Cathedral. It can only be accessed by way of doors
hidden behind the Cathedral’s altar.

This is the headquarters of the Master, the mutant human-computer hybrid who plans to
turn all pure-strain humans into an army of super-mutants, with which he intends to co
the world. He once was human but was transformed into what he is now through exposure
to the FEV virus.

Size: Small
Rating: Vitally important

Point: Though you must also destroy the Vats, the central point of the game is to penetrate
this vault and kill the Master.

Secrets

& One level down from the entrance to the vault is a room to the northwest
containing several gibbering, obviously insane psychics. A psychic nullifier,
taken from the psychics, can be used to protect the player from the effectsf
the Corridor of Revulsion.

& The Master can be destroyed in any one of three different ways: Give him th
holodisk from Vree; go to the basement and use the Lieutenant’s arming kef
or your Science Skill on the bomb controls; or kill the Master in combat. Ifys
choose the third course, it is best if you attack with a number of allies, if you
use the most powerful weapons you can muster—Gatling lasers or minig
are best—and if you wear a StealthBoy unit to make it difficult for the Mas
to use his Perception to acquire you as a target. You should make targeted
shots to increase your chance of doing some serious damage.

& i you elect to use the nuke in the basement, you will need to slip througha
room filled with super-mutants to find a hidden switch and turn off a prot
tive force field in front of the elevator. You will then need to kill two heay
armed guards outside the room where the bomb is kept.

@ Once you've set the bomb or destroyed the Master, you have about four i
utes. Run! Remember that every turn in combat is a waste of five seconds.

Military Base/The Vats

Description: A former military facility now taken over by the super-mutants and used forfs
purposes. The upper two levels are known as the “Military Base,” while its lowest two le
comprise a former secret research facility now known as “the Vats.” "

om this base, the super-m launch their raids against passing caravans. The “untai
eaning pure hu ‘ all oth Jre hun
in cells until the



rmutant base is a serious danger to all surrounding communities, as well as the caravans.
tplayer will have to destroy this base to eliminate the threat.

i Medium
g: Vitally important

¢ This is one of the two key locations vital to winning the game. Destroying the Vats and
Master both are necessary for achieving a complete victory in Fallout. Eliminating the
enant and the Vats also let the player accumulate a lot of Experience Points and acquire
ierous good weapons and equipment.

ecrets
& The Lieutenant has his headquarters on the lowest level of the Vats.

& Robots on the Military Base upper level can be reprogrammed to fire on one
another or on super-mutants, while a Mr. Handy robot on the lowest level of
the Vats can be reprogrammed to continue its cleaning duties, which can help
the player enter the Vat Control Room.

& A conversation between the Lieutenant and VanHagan reveals that the Master
knows about Vault 13 and will soon take steps to capture the pure-strain
humans there.

& A great many useful weapons and items of equipment can be acquired in the
base and Vats levels; radios can be used to confuse the super-mutants and to
turn force fields off, while StealthBoy units can make the player all but invisi-
ble.

& There is a nuclear arming key in the locker beside the Lieutenant that you will
need if you decide to destroy the Master by setting off the bomb in his basement.

aster. In tems of he logic of working your way up the hier
arehy of evil, it seems (o make more sense fo save fhe Master
jor last, /aé/nf him out in a fiery, nuclear holocaust affer
Lilling hiz Licutonant and a/%/iﬂ//nﬁ» the vats. On the other
Aanaﬁ/f may wake more /%@//'m/ sense tr # to Hhe cathedral
a5 so0m a5 you talk to wicole af the Followers' Aeaa’%m/eﬁ,
contact Laura, find your way to the Master's vault and destrey
' hon /{ make the (ong-fugbagul to the Militar




Your choice m largely be a’/&fa/ea/ by what /n(;wm/mn you
have, and wAm/ course o action you decide to pollow. You will
need to Lill Hhe Licutenant //14/ i you want to take fhe arm
ing Ley to set off fhe nule in fhe Master's basement. On te

{ her hand, the Master's vault contains a em‘ deal of injor
wation about the Military Base and fhe Va/é information (% /
would be extremely usepul in your ejjorts there.

: The World of Falloui

Presented here is a map of the world of Fallout, showing the
tive locations of each site. On foot, you'll be able to travel acro
the terrain at the rate of roughly one square per day... a bit slo
JNE Ll in the mountains, and a bit faster in the cities.

!

Fallout: A Quick axn
B e Dirty Wwalkthrough

OF |
FALLOUT The following section provides an extremely brief and unadome
NeLE i walkthrough of the entire story line of Fallout. Note, first of all

that this is only one of a number of possible different story lines
that can result in victory of the player. Note, too, that a player who has not spent sufficient
time honing his or her combat kills or improving such skills as Small Gun Combat or Spee
not going to be able to face opponents like the Deathclaw, super-mutants, or the Lieuten

4
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1. Leave Vault 13 and proceed to Shady Sands, in the desert between Vault 13
and Vault 15.

2. See Aradesh, and talk to Seth at the front gate. Get Seth to take you to th
Rad Scorpion caves and kill the Rad Scorpions. Return to Shady Sands 2
the tails to Dr. Razlo. Take the antidote if you need to heal poison dam
after the fight. Barter a knife and a flare for a rope from Seth. Talk to the
mercenary in the guard house, in order to learn the location of Junktown;
the Hub.

3. Go to Junktown. Go to Doc Morbid’s and sneak, talk, or fight your way past
Cougar and Flash, the two mercenary guards. Find the secret lab in t bas
ment and explore it, taking what you can. When Gretch finds you, kil
take his submachine gun. Kill Doc Morbid if he finds you, or if you enter|
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while he is present. Use your Traps skill and Lockpick skill to open the locker and
take what you can. Sell some of your excess loot for bottle caps, but keep the
SMG.

4. Talk to Killian and help him thwart the assassination attempt. Take the assas-
sin’s hunting rifle. Agree to help Killian against Gizmo. Go to Gizmo's, use the
bug on the desk or use the tape recorder, and get Gizmo to hire you to assassi-
nate Killian. Return to Killian and reveal Gizmo's plot. Take your reward, then
go find Lars near the front gate and volunteer to help him against Gizmo. Kill
Gizmo. Barter some of the loot you've acquired so far, such as the assassin’s pis-
tol, for bottle caps. Go back to Gizmo’s and check the bodies and the lockers in
the bedrooms for loot.

5. Go to the Crash Pad. Take a room from Marcelles. When a raider tries to hold
Sinthia hostage, talk him down or pay him 100 caps, if you've got them. Play
out other subplots, such as the Skulz and Trish, to improve your Speech and
Combat skills and to increase your reputation.

6. Leave Junktown and travel to the Hub. Talk to all of the people you can and
learn what you can, especially Butch Harris at the Far-Go Traders, Beth at the
Weapons Store, and Harold, the old mutant in Old Town. Ask about the
Necropolis, if you have the chance, to get that city’s location on your Travel
Map. Visit Butch Harris and sign on with a Caravan as a guard on a run to the
Brotherhood of Steel. While you're waiting for the caravan, spend the time
completing various subplots, including Loxley and the Gauntlet, Bob and the
Iguana-On-A-Stick concession; and, if you feel up to it, try breaking into
Lorenzo’s and stealing the contents of his safe. Use your Traps skill to get past
the booby traps, both in the Gauntlet and at Lorenzo’s Friendly Loan Company.
Meet with the Water Merchants and arrange for water shipments to the Vault,
but remember that each caravan going to your home Vault will bring closer
the day the Master discovers its location. Use the money you earn, blackmail,
or steal to buy the best weapons you can, including explosives and hand
grenades, if possible.

7. If you feel ready for the challenge, talk to Harold again and get the location of
the Deathclaw cave. Kill the Deathclaw, using explosives and the best weapons
you can muster, and retrieve the holodisk from the super-mutant skeleton.

8. When the day comes to join the caravan, do so. If you are attacked along the
way, use your newly acquired firepower to kill the raiders, then check all of
the bodies for weapons, ammo, money, and armor.

9. Leave the caravan at the Brotherhood. Talk to Cabbot at the Brotherhood
entrance in order to get the location of The Glow, which is where you have to
go to get an artifact that will allow you to be admitted to the order.

f S




14.

. Go to the Necropolis. Avoid the ghouls at the motel by going down a manhd

1.

12.

13.

in the street, and follow the sewer in a generally northerly direction. Findthé
Ghoulish Underground, a safe haven. Talk to one of the ghouls and get the
equipment you will need to repair the water pumps. Travel east, then north,
and find another secret door to a passageway to the east. Make your way
through a rat trap, turn north, and find a large room with many bodies in it
Search the bodies to find a plasma pistol.

Return to the main passageway and go north to a ladder going up, which
brings you out inside a long, narrow secret passage inside the Hall and just
behind the throne of the Ghoul king. Use your Traps Skill to get past a booby
trapped secret door into Set's private quarters, and steal what you can from |
the room. Be careful of traps! Emerge from the room into the main hall and
approach Set, the Ghoul king.

Talk to Set. Be respectful and ask what you can do for him, when you get th
opportunity. Accept his offer of a job to give the super-mutants at the water
shed a “dirt-nap.” Leave the Hall, and find the sewers going north, eitherby
returning to the secret passageway behind Set’s throne or by going to the
building at the southeast corner of the map and finding a sewer accessinh
southeast room. Emerge inside a building south of the water shed.

Enter the water shed and confront Harry, a super-mutant with a chain gun.
You can confuse him by claiming to be a ghoul, and slip past him and his
friends who are in a nearby room, or you can engage him in combat. Killing
him without being killed yourself will be tough. Use your best weapons—
cially your SMG set to burst fire—and explosives, if you can. Try killing thet
super-mutants outside the watershed first to cut down the odds. Try using
grenades to cut Harry down to size, and try leading him and the othersinto
the alley between the watershed and the small, square building, stopping
fire when you get the chance. Take Harry’s laser rifle and Barry's flamer. Chg
the bookcases in Harry's room for loot.

Follow the passageway through the building, past the water pumps and up!
a tiny room in the southeast corner, where a manhole leads down. Go dows
the ladders two levels and emerge in a cave outside an underground vault
into the vault, find the elevator, and go down to the second level. Go tof
command center where you see the lights of operational computers, use th
computers, and retrieve the water purifier chip. Retrace your steps; if you
slipped past the super-mutants before, you will have to move quickly to get
past them a second time, since there is only one door to the building. If th
mutants are dead, take the time to check bookcases and other possible hid
places for more weapons, ammo, and equipment. Use the equipment fron
underground to repair the water pumps in the watershed. '




15.

16.

17.

18.

19.

20.

b

Return to Set and claim your reward. Leave immediately for Vault 13 and give
the Overseer the water chip.

Set out now for The Glow. Take Rad-X along, if you've been able to pick some
up, to counteract the radiation. If you haven’t found any Rad-X, try going first
to the Boneyard, and make your way to the Followers’ Hang-out. There's some
Rad-X in one of the lockers on the west side of the building. Stop before you
reach The Glow and take the pills to lessen the harmful effects of the radiation
when you first arrive at the crater. Use the rope from Shady Sands on the steel
beam and descend into the crater. Search the bodies on the top level. One will
give you the message that you have found what you need for the
Brotherhood. Go through the entire base. Check every body, and operate every
computer. Learn everything you can about the FEV virus, the war, the mutants,
and anything else you can turn up. A yellow pass can be found on Level 1, a
red pass on Level 3, and a blue pass on Level 4. You'll need these to operate
the various elevators in the facility. Check armories and storage closets for
weapons. Use your Traps skill everywhere to warn of possible booby traps.

Return to the Brotherhood. Give them the Brotherhood disk to become a
Brotherhood initiate. Stay with the Brotherhood for a time, talking to every-
one you can and learning everything possible. Talk to Vree and warn her about
the Master and the coming invasion. Receive from her the FEV disk with which
you will be able to defeat the Master. If you have not already done so, accept
the mission to return to the Hub and free the Brotherhood initiate being held
in Old Town.

Spend time at both the Hub and with the Brotherhood, improving your skills
and acquiring weapons and equipment. When you are ready, head south to
the Angel’s Boneyard.

Depending on how you want to play out the end of the game, spend time in
the Boneyard, acquiring information and/or members for your party. If you
plan a military attack against the Children of the Cathedral, find Nicole at the
Followers’ HQ and enlist her help. Agree to her suggestion that the Followers
can provide a “diversion.” When you get to the Cathedral, a number of
Follower scouts will be on hand to help you out.

Go to the Cathedral. If you go alone, scout the place out. Find and kill Lasher

in a room in the northwest corner, and take a red pass and his purple robes. If

you go with some of the Followers, they will attack the Children when you

attack Lasher. Wipe out all of the COC chanters and mercenaries on the main

level, but don't attack the forces in the tower. Try slipping upstairs in disguise,

find Morpheus on Level 4, kill him, and take his black pass. You may wish at

this point to scout the Master’s Lair. Wear Lasher’s robes as a disguise. Use the

black pass to open the door behind the altar, and find stairs going down. Fin%,_



the secret door behind a bookcase without dust—or slip through when apu
ple-robed messenger comes out. Make your way through a cave to a vault
door guarded by super-mutants. When they challenge you, tell them you'r!
a mission for the Master, and they will let you pass.

. If you scout the Master’s Lair now, do not try to challenge the Master yet.
However, find a locker next to an elevator on the lower level in the northu
corner, in a guard room filled with super mutants. There should be a

StealthBoy inside the locker. Take it! It will help you penetrate the military
base—your next objective. ‘

. Go north to the Military Base, which is located approximately two weeks'
march west of Vault 13. If you plan a military attack, stop at the Brotherho
HQ on the way and see if you can recruit troops to help you out.

23. At the Military Base you can use your army of allies to divert the super-
mutants, or you can create a diversion of your own with explosives on the
fence perimeter. Or don your purple robes, or a StealthBoy, and try walking
right past them. One way or another, kill or trick the super-mutants on gu
in the enclosed area, and kill the super-mutant standing by the door in the
cliff. Searching him will give you access to the code that opens the door. Ta
his radio, as well as another radio from one of the other dead mutants, if
available. If you can only find one radio, you will need to search inside the
base to find a second.

24. Slip inside the base using the purple robes as a disguise, or using the
StealthBoy to sneak past the guards. Make your way to the Force Field Con
Panel on the east side of the first level. If the base is not on alert, some pas
sages will be blocked by amber-colored force fields that you can move
through—slowly—after taking some hits. If the base is on alert after your
attack outside, some passageways will be blocked by green force fields, wh
are impenetrable. One computer—the one on the left—should present yol
with a message indicating that it is a field control computer. Use your Scie
Skill on this computer repeatedly, until you gain access by playing a gamei
Hearts. Use one of your radios on the console, then use the other radio. Yo
will find yourself able to toggle the green force fields on or off, as neede

25. Make your way to the robot control computer, also on the first level,
your way in using your Science Skill, and reprogram the robots. If no alert
been given, try setting them to “no pests” so that they will not fire at any
gets, including you. If the alert has been given, or if you would like nowt
sow confusion throughout the base, try setting them to “large pests,” whi
will have them attacking the super-mutants.




. Take the main elevator down to the Vats, Level 1. Use your Traps Skill to make
your way through the Security Corridor. Go to Security Elevator A and take it
down to the Vats, Level 2. Go to the outside of the Lieutenant’s room and lis-
ten in as VanHagan tells the Lieutenant that the Master has discovered a new
source of pure-strain humans—Vault 13. Kill the Lieutenant, using the heaviest
firepower you have. Be sure to search his body and take whatever you find...
especially a nuclear arming key.

27. Find and repair a Mr. Handy robot. Program it to continue its cleaning detail,
and follow it as it opens the force field to the Vats Control Room. You can
either use the Vats computer to destroy the Vats, or you can place a charge of
explosives on the control panel. Give yourself six minutes to make good your
escape. If you try hacking your way into the system, use the option to continue
hacking to get a detailed explanation of the codes. If you don‘t have an option
for more hacking, your Intelligence or Science skill is not good enough. Use the
explosives instead. Either way, leave as quickly as you can. Escape by taking the
Exit Grid outside the base entrance. Don’t hang around to watch the fire-
works!

28. With the Vats destroyed, return to the Cathedral again. You should still be
wearing your robes as a disguise. If you haven't done so, find Morpheus at the
top of the tower—up the stairs behind the red-pass door—and kill him, taking
the black pass. If you've already scouted the Master’s Lair, you know the drill.
Return to the lair, taking the most powerful weapons you have. A rocket
launcher, with lots of rockets, is a good choice.

29. Go to the underground vault and go inside. Take the main elevator to the first
level. Find the room of gibbering psychics in the northwest. Talk a psychic into
lowering the force field and giving you a psychic nullifier unit.

30. Take the main elevator down to the second level. Go through operations and
up the Corridor of Revulsion. The psychic nullifier should minimize the corri-
dor’s effects on you. If you couldn’t get a nullifier, keep pushing ahead, taking
hits.

31. Meet the Master at last. Engage him in dialogue, give him Vree’s holodisk, and
let him realize that all of his work has been in vain. Exit the base quickly as the
Master spectacularly self-destructs. Alternatively, you can make your way past
the waiting super-mutants in their quarters and take the reactor elevator
down to the reactor level. Kill the guards, then use the nuclear key taken from
the Lieutenant to arm the bomb you find there. Set it to explode in six min-
utes, and then get out before all hell breaks loose!

(ongratulations! You've made it all the way through Fallout!

ain, but this time, see if you can find another path that will get you &.
nclusion! ' L. ;
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The problem with walkthroughs in this kind of computer role-playing game is
that what worked for the authors of this guide may not work for you... or you
may have your own ideas about how things will best work out. And you could
very well be right.

This chapter is provided to give you a feel
for how a “typical” game of Fallout might
unfold. Keep in mind that no two games
are going to come out the same, if for

no other reason than that a hit in one
turn of combat may be a miss in anoth-
er... and on such chance throws of the
electronic dice do characters live or
die, succeed or fail.

The character is Tanya MacMillen,
better known as “Blade, "aéndhgr

stats can be fom;n Chapter 2
of this book » %




s December, 150 olm,{ to 90 \

il (ve got to ftart thif journal fowewhere, and it wight af well be in the beginming. [d
flovght | waf ready), after all the training and lecturef and wental preparation and

fuff, but when the time came at laft and the Overfeer told wee just what it waf | had to
o Outfide, | dawamed near gave up right thew and there. | wiean... utfide! No one who
wer left the Vault haf ever cowse back to tell uf what it’f like out there, but everyjone
(ow( that Outfide if a place of radiation and fickueff, of death and horrible mutant
wonftery. Living Outfide, with the fun beatin down on You, and weather and ftormy

d untreated water and no Vault Law... it... it unmatural)-

i Ahavter 9
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iz Decemaber, 143 dayf to 90

The defert ftretchef on forever, it feew(, with the fun blazing down at you out of the (ky

il You wonder how Your anceftor( ever could have lived Outfide. | wean, the old haasialin

rords all ay that they did, but how they ever ventured out of their fafe, (heltered N
JaultS to do whatever they had to do out here if beyond wee. (ertaiuly, no fane perfon

‘«mld want to live like thif.

Ihad a real fcare lagt night. Travel in the cool of the evening feewsed a better bet than
braving that bliftering (un, and | waf waking good progreff, too, wntil the... the thing s 80
wpeared out of nowhere.

[ie ftudied book( about life on the Outfide, of courfe, af part of wy preparation. Thif
thing looked like a fcorpion... except for the fize. God, except for the fize! If foweone had
teferibed that black, armor-plated wonfter to we laft week, | would have faid fhe waf
Hutf, or brain-jittered from IQ boofterdrug withdrawal. The thing had to be five wieter(
long, with another couple of wieter( in that tail with it deadly, poifou fting curled high
over the back.

|didn't think creaturef with an exofkeleton cowld grow that big, and | (ufpect that there / >
must have been fowe really radical wiutation( to allow that kind of growth. It kittered: "
toward wie on clicking, jointed leg(, with great, black claw( waving in frout of it( face, gt u“;d
ch alwioft half af long af | aw. | {uppofe Max Stone or Aruie or one of the other warrior- '
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typef back in the Vault could have (tood toe-to-toe with that wonfter and difpatched it
with a few well-aiwmed (hotf, but | elected to choofe the better part of valor. | wiean, the
Vautt if.counting on wie to find that water purifier cip, and | wi not going to be ableto
help thewt if ['w reduced to a pile of fcorpion-gnawed bouef in the fand. | ran... and | uju
every ftealth trick I've been taught to blend in with « wy background and (lip away. The
wionfter( let wie go. Maybe they figured there Wafn't enough wieat on wiy carcaff to be
worth the effort of a chage. Il wever know. :

What | do k‘? if that thi if @ terrifying world out here, one that'( gone through a lot
of changef W the past eighty year(. My furvivallmdland with it, the furvival of my
Vault — hangf on the (lenderest of threads.

baq lo R
14 Decewber, 141 day to g0

Today | reached Vault s, the vault neareft my own, and the place the Overfeer {uggefted
would be a good place to (tart wy fearch. The place waf completely buried; | found a
kind of fewer hole with a ladder infide a corrugated tin fhack in the defert that led toa
cavern, and not far from the ladder waf the vault.

| didu't find wich... Mnleﬁ You count the infeftation of mutated ratf and... other, won
difturbing creaturef. There( one thing about half af big af | am that look( like a hideou
cowbination of rat and wole, but far bigger than either of thofe creaturef. It waf wait-
ing for wie infide the fmafhed-open airlock when | ftepped through, and itf bite waf fav-
age and painful. | puwiped four round into the thing before it ftopped trying to reack
we, and two wore bullet( did a number on the wall fowsewhere in the darkneff. | Killed
it, though, before it killed wie. Defpite the wound, the knowledge that | could deal withs
wionfter like that wiole-rat helped wie pull wy head together and keep 9oing. | wfed oneof
wy (timpak( to help the healing along.

The vault waf a total wagh-out, tkough The outer door wa broken off and lying on it
cavern floor. It looked like thif place waf abandoned a loung, long time ago. All the |
were goue, and the du(t an fler web( and rubble (ugqgefted that no one haf beew in hett
for many, many vear(. No water purifier chip, either. All the computerf are long dead,

and the water puwipS are buried wnder debrif from an old cave-in. | fearched af long afl
could, tiptoeing mutlouﬂt; past mutant ratf and a few dofe kin to the wole-rat tluug.
that jumped we in the airlock.
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ki, Tanya, You didu’t think it waf going to be that eafyf, did you! One thing. On my
iy here through the defert the other day, | thought | noticed fowething off in the di-
lince, juit fouth of my line of march and about hatfway back to Vault 3. | couldn’t fee
Wich detail, but it looked like butilding(, and there wiight have been fowe (woke rifing
ffow the place. Swoke could wiean cook firef, and people.

think "Nl try to reack the place on wiy way back to the Vault. It's all | kave to 9o on now

by 14
8 Decemaber, 137 day( to 90

ke nawse of the place if Shady Sandy. It's a quiet little place, where dirty children run

thd fhriek in the broad, dwft\g ftreet(, and the people 9o about their bufineff mth a (tolid
uceptance of )‘ate | dow't know for fure, and the refident( of Shady Sand( cant help we
Wich, but | can't help but wonder if thefe people are the defcendanty of folkf who left
lult 15 wiany year( ago.

Tie leader of the community if Aradefh, a nice enough old guy with a fing-foug voice
wd & healthy witrugt of outfiders. Hif daughter, Tandi — the future ruler of Shady
funds, from what | hear — if lively and outgoing and bored (tiff with life in thif quict
oafif fettiement.

lfe here really doefut feews to be too bad. They face two wiain problewsf. Rad fcorpions —
wparently the fawe af that God-awful walking nightwiare | encountered in the defert —
wcafionally kill and eat fowse of their brahwing, the odd-looking, two-headed cow( they
e for food amnd tranfport. Aud there are fowe kuwan predatorf nearby, raider( calling

themfelvef the Khan(, who fometimef come to carry off brakwiing or wowien, and there§

ot & lot the local guard can do to protect the place.

Italked for a while with Seth, who waf {tanding guard at the frout gate. He told we
fowething about the rad fcorp(, and | got the feeling he wight be willing to take we to
the cave Where theyf breed to help kiw clean thews out, if | offered. He alfo indicated a
villingue(s to bargain. | traded hims a kuife and one of wy flaref for a couple of lengthy
tf rope. | thought that if | waf going to be {crambling around iufide of caves, fowe good
ftrong rope wight cowte in handy). I'wi just about recovered frow the wounds | wffered
from the wole-rat; Razlo, the local doctor, took a look at wie and faid all | needed waf™
{owse reft. So muqbe towmorrow...
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19 December, 136 dayf to g0

| can't help wondering why | volunteered for thif. Maybe it'f just that | need to face wy
own fear(, and wy own wieafure. Dunno, and questions like that are for the wind-
tweaker( aqumj But | decided to agk Seth to take wie to the rad (corpion cavef.

It wakef fe a way. | need thefe people| cooperation and their help if 'w to 9et
ainother e oW & water purifier chip. If | help thews with their problews, wiaybe they l el
wie With wiive.

The cavern reminded wie a lot o;f the cavef outfide wy howe Vault, but | could hear the
dlicking and fcuttling of large, clattering thingg, living thingf wioving infide af | drew w
piftol and plunged into the gloows. At least | didn't have to worry about rat(. All of te
rat( living in thif cave muft have been eaten by the (corpf agef ago. or waybe it it
that ratf are fmart enough not to qo into placef like that.

The fcorpy, actually, weren't af bad af | thought. | walked up clofe to one, fired twic,
then ducked af that barb-tipped tail (lafhed through the air and uurrowltj wiffed wy
head. | fired twice again, and in a wowent, the great, black, armored hulk waf fcut-
tling for fafety, a hideou, (tinking ichor leaking from a dozen woundy. | followed.

| will never forget that defperate, tangled combat in the bowel( of the earth. At ome poiit;
four of the won(ter( were clofing on wie. | took & couple of hitf, a nasty flafk on wy AW
and another on wy leg, but | wafn't poifoued, thauk God, and | kept blating away at
thofe wontrofitief af they clofed in.

| was badly wounded by the tiwe | dragged wyfetf from that cave, but my fecond ftim-
pak kept wie going. The (corpf were dead, all of thews, and | alfo had a bundle of rad for
tailf (liced from their loathfowme carcaffef with wmy kuife. Razlo, I'd heard, was trying to
get a (corp antivenin, and wmaybe thefe would help.

Dmg J6 4‘,
2o Decewber, 135 day to go

| waf kind of a wiinor celebrity around Shady Sand after | returned from the rad fon.
cave. The people were friendlier and wiore open, and they told wie about fowte other atid
down fouth of here... Junktown, and a place called the Hub It definitely look( like Pl |
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e to check thofe placef out if I'wi going to find that purifier Chip- Shady Sands, | finall [ -
ed, qet( itf water from a well out in the garden, fo they dont have the fainteft m& Q

'wa talking about whew | agk about a chip.
01 guess Junktown if the next ftop on wmy itinerary, just af foon af wiy wounds are healed.

ay 17
1l Decewnber, 134 dayy to 9o

M{Mq the Mym{t perfou in Shady Sands after wmy return frowm the fcorp cavern wag Dr.

lazlo. The poifon It taken had beew eating at wie, waking wie weaker and weaker, and |

fhew it wouldu't be long before | wouldu't even be able to ftay on wy feet. | handed the

hc thofe hacked-off (corpion tailf, thoughk, and he faid fowething about needing the facf

for the amtidote he waf working on. Before too loug, he handed we a bottle of golden liq-

fid and told we to drmk up- Tafted like... well, | wont {aY What it tafted like, but it’(

fuff like that that'( the reajon God iuvewted water purifier chipf for the Vaulty. In an

lour or two, | wag feeling better, though, and today | feel just about back to wy old (elf.

lazlof & curt and rmudgeony fort, a funny old duck, but he fure af Vault lock(

fow( hif rad-fcorp antidote(! ~—

Dm; 29
29 December, 126 duy( t0 90 o —*

Mnktown’s bigger than Shady Sands, and fafter paced. There were a couple of arwed
Mards at the frout gate who warned wie not to wave wy weapon around in town. They
were there, they faid, to waintain the law, and | could tell they weant it. ?

firit place | went waf a joint Hawed Killian' §, & kind of geweral ftore. Turned out to be

M by Kullmu Durkwmr, the local ‘ mugor —a (nllq word that (eew( to wean about >
the fawse af “Overfeer.” He feewsed like @ nice enough fort, in a dark and kind of referved
way. While | way talking to him about the local (ight( and attraction(, though, another
tharacter walked into the place, gave wie a (neer that chilled wy blood, then pulled out i
piftol and ftarted blazing away at him.

fillian and | both had our weapous out in an inftant, and the (udden crofffire confufed

the guy, | think. He fired again at Killian, wiffed, then went down inja fpray of blood af - 't .
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Ythe two of uf concentrated our fire on him.

God,, were people in the Outfide Just plain fchizzed off7 Reactiom fet i in and | started fhak-
ing. Knllmn jUst Shook hif kead. “Thank( for faving wy life,” ke faid. “Mighty brave thing
to do.”

Brave? | didu't feel brave, not then, not when [d drawn wy weapon. Id just... reacted.

“Looks like we got ourfelvef a fituation here,” Killian went on. “I know Gizwmo! behind
thif, but l%roof. lnterested in helpin 7~

| afked who, or What, a Gizwo waf, and learned he waf a two-bit criwe boff with delu-
fions of grandeur, a petty criminal who wanted to eliminate Killian and take over the
town. He ran a cafino, Gizwio|, and waf behind wost of the criwe and fhady operation
in the place.

| tkow)kt about it. Id been impre(fed by Killian DurkWuter and wiore impreffed (till by te
quards hed trained to wiaintain law and order. “I'wt in,” | told hiw.

He gave wie a couple of gadget(, a bug and a portable tape recorder. The idea waf that
fince Gizwo didn't know wie like he kuew all of Killiau'f people, he wiight be willing to oo
up in front of we with a bit of bragging... or maybe the offer of a job. The criwe bof, it
turned out, waf alway( in hif office in the big cafino on the weft fide of town.

He was a great, fat, pig of @ wian, three hundred pounds at least, with beady little eyyf
that fhowed both greed and (ufpicion from deep within the flefhy foldf of hif face.
(amally | leaned forward on kif defk, carefully (lipping the buig beneath the cormer af]
did §0. “I'wa here to tell you your affaffin failed,” | told hiw without preawble.

Gizmo pretended that he didu't know what | wag talking about, at firft, but bit by bit|
drew him out, until ke flat-out offered wie a thoufand caps to whack Killian. “As proof |
want the dog tagf Killian wear( around hif neck,” Gizwo faid with a greafy chuckle.

Back at Killian{, though, | told him Id planted the bug. Killian left for a wiowsent to if-
ten in, and cawe back all fwiles. “That { the first tiwee I've been glad to hear hif voice!”
he {aid. i

Af reward, he let wie pick wm | wanted frow hif fhelves, and | felected a fhotquu, a rul
beaut, with a /e& of fhell(. $a3

He grinned. “Thank( again! ™ he faid. He waf kind of handfowe when he (wailed. He
offered wie a chance to 9o along With kiwt and fowse of kif boyf when they ran Gizwo ot
of town. | accepted, of courfe. | figured it would be worth it, just to fee that bloated
toad try to walk ten feet without affiftance.

V
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fnd the head of Killian'§ towm wiilitia, & guy nawed Lar(, and together we took: _ N
0. Larf gave we soo capf af a kind of reward.... and | waf able to fell a bunchof g . . @
back to Killian— including the autique pistol Gizwo had beew carrying. N t_

b capf. That { the currency they wfe out here— that and ftraight barter. |'wi going to
to collect @ bunch of thefe thing( to get along, | can tell.

,ba\] 29
t January, 12z dayf to g0

ttook another four day( to reach the buftling little wetropoli they call “the Hub.” | wag
farting to get worried, becaue I've ouly got three wonthy left to find that water purifier
iip, and tiwe way trickling away like water on the hot fand of the defert floor. | wag
iinning to kope, though, becaufe Id been hearing about people at the Hub called “Water
Nrchaut(.” Maybe they would be able to help wie with wy queft.

I foon af | kit towm, | began looking around, making acquaintancef, finding out who to
talk to--Beth waf the wmanager of a place called the Weapon Store, and fhe was full of qof-
fp and ruwory. She waf alfo able to tell we a lot about the Water Merchanty... who

furued out to be the biggeft of the big three trading caravan( bafed at the Hub. All three
uravanf — the Water Merchant(, the (rimfon (aravan, and the Far Go Traderf{— were in a
At whirl of worry at the wowsent, becaufe foweone or fowething had been waking

Whole trading caravan( fiwply difappear. Beth way convinced that it waf a local wionfter
(own af the Deathclaw... or poffibly the predation( of fowse kind of religious cult called
fie Brotherhood of Steel.

When | asked about the Deathclaw, fhe put wie on to another interefting town character,
i old wutant nawed Harold who lived in a fhack in 0ld Town.

/Huroid, apparently, had faced the Deathclaw once, fo | wemt there to talk to ki about it.
Ithought that if | could help the caravan( out with their little Deathclaw problews, waybe
they could help wie track down the chip. "

|Waf in for a real fkock, thougk.

A
flarold. looked kuwan enough, except for what could have been a really nafty fkin condi- f 2
tion. | wondered what had happened to hiwm. You fee, I learved ubout wiutation( back
the Vault. Radiation caufef mutationf when it dawage( a perfon’ eqqf or fperws, or the
rganf that produce thew... and then only in the perfon’ offfpring. Thofe old thrillervidg
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7and holoflics Showing people Zapped by radiation and getting turved into horrible wor-

fterf were all pure nonfenfe.

But Harold feewsed to be the proof that the bookf were wrong, that direct wutationf
ould oceur, and. did. He claiwied that hed been & wierchant —a fullq hviwian wier-
chant — after hed ewerged frow hif vault decadef and decadef ago. Hed been exploring a
place up in the wountain{ to the northwest, fomeplace, When fomething had happened to
him.... hif exmutwu wiped out and ki nearly killed. After that, it waf alwioft af
though hed-b mb)uted to fowe kind of cancer that flowly took hold af the cellf of ki
body reprodWced, changing hiw from a huwan into... thif.

(ontamination. Sowething, radiation, poffibly, or a bacteriological agent, exifted out
there in a form that could contaminate a perfon and change hiwm into a wutant, defpite
everything the textbook( claimed waf poffible.

It waf not at all a pleajant thought.

~—
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| am all too aware of how wiany other livef are riding on wy life. Eack da\jf furvival ontie
Outfide if a victory, and | dow't dare take unneceffary chancef that w‘|l coft uf evm)ﬂun,

One thing | decided wa neceffary waf a fource of incowte. Thif waf never fowething | il
to worry about in the Vault, where everyone workul at their affigned tagk in exchang
for food, clothing, and fhelter. There, if you don't work, you dont eat, a (imple and
practical urvival philofophy that | and all my fellow Vault dwellerf were raifed on from
the «r che. Here on the Outfide, furvival i often a hardfcrabble, hand-to-wouth affair \
've feen lot{ of people who wianage a wiarginal exiftence by begging, living off the fawf ‘
and charity of pafferfby. That( not for wie. | intend to earn wy Keep out here. |

At the center of the Hubf dowwtown area if a pole on which are pofted job offeringy. One
posting in particular caugkt wy attention. Butch Harri, head of the Far Go Tradery, if detw-
wined to finymt Who or wné‘v refponible for the difappearances of all thofe caravany.

| rewtewtbered what feveral people had told wie and confidered tryjing to find the
Deathclaw cave, but | didu’t feel ready for that challenge yet, not by wmyfelf, at any

rate. | decided inftead to hire on with a far Go caravan that if leaving next Tuefday fora
place called the Brotherhood of Steel.
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Wthe wieantime, | confidered taking out a loan at the Friendly Loan (omyam;, but the
hff there, Lorenzo, (truck wie af a thorougkly oily flecker, bad new( all around. The "
intereft he charged on hif loans would have put wie in debt deeper than wmy Vault’s fub-
dlar. He did give wie one ufeful tip, though, by telling wie that a guy nawed Decker paq(
pod for certain fervicef. Decker, | gather, if the real power around here. He could be found
it a local watering hole called the Maltefe Falcon.

bay 31
¢ )ammr\g, Izo dayf to 9o

|decided to pags wp Mr. Decker’s offer. It took fowse doing to get past (ain, Decker’{ affiftant
i the Mattese Falcon Celfewhere it’s Kanel, but Lorenzo nawe feewsed to open the door.
The job Decker had in wind, though, involved killing a wierchant and hif wife over in the
ﬂugm Digtrict of the Hub. it would have paid 3,000 fiub Bucks if Id accepted, but | decid-
 that cold-blooded waurder-for-hire just wagu't the best poffible career path for wie.

Vcker faid he was du(uypomted and 9ave wie A rather {trong warning that hif offer waf
onfidential, but it doegu't look like I'ws on Wif kit lift or anything.

The epifode. haf given wie @ new wnderftanding, though, of life on the Outfide, without
law. Sowsetiwe( | yearn for my fafe, fecure old life back in the Vault.

But them, other timef...

Thave to adwit that | enjoy the freedow, the fenfe of refponfibility that cowef with life on
the Owtfide. | just hope | can live up to the trust the Vault and the Overfeer have placed in wie.

day 37
1o January, 114 dayf to g0

Now | fee Whyj they hire on extra guard( for thefe caravany. They juwiped uf today, just
before we were due to reach the Brotherhood of Steel, a pack of raiderf and huwian rejects
Who {pread out acroff the defert pafs we were wioving through and opeved fire without
wen & challenge. They outnumbered g, but we, fortunately, had the better weapony-|
had that (hotqun Id gotten frows Killian, and when | ran out of fhellf, | {witched to wy;
fuitiful Colt 10-wrike-wiike. Running to the left, | managed to circle around to the bad
s flank, and that feewsed to confue thew. At one point, one of their people fired at
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'Wie and kit ome of hif buddief, and the next thing we kuew, feveral of the raiderf were

blazing away at each other. Half of thew had fpearf anyway, inftead of firearmy, and
before t0o long, they were all dead, with only two cafualtief on our fide.

Life on the Outfide wiust be pretty damned tough to drive people to act thif way, though.
Still, | checked each of the bodief, diftafteful af that way, and came away with extra
lowiw ammo, two wiore piftolf, an ancient rifle held together with wire, and feveral bagf
of bottle cap(. | haveover a thoufand in capf, now, enough to keep wie going for quite a
while, on W‘ﬂw caps I'wi getting for thif caravan gig.

| alfo picked up a black leather jacket — kot outerwear for the defert, | adwit, but bettu
protection than wiy blue Vault coverallf. Befidef, black leather wakef wie look Killer cool...

Pay 38
11 Janary, 113 day to go

A been curious about the Brotherhood of Steel. Sowre of the folk( back in The Hub obviou-
|y didn’t trugt thew, but they founded like interesting people with a penchant for kigh
techmology — like they worfhipped the Stuff, alwogt. Well, af a Vault brat, | could fure
relate to that. If techuology if all that keepf You alive with the howling wagte( at your
Vault door, then you tend to think of it in refpectful termy... or even with )u(t a touch
of reverence and awe. g

The guUYyS Who wiet u{ infide the wire enclofure were obvuouﬂy tech-heavy and mxulou
the hardware. Arwiored (uit{ that wade thew look like walking tank(... if you know
your pre-War wilitary tech. Big riflef that had a bufineflike look to thew. | talked to om
of the guards, a cute and alwoft (hy Young guy nawed (abbot, who told wie quite &
bit even though he {md he Wn[nt fuppofed to talk to “outfider(” like wie. | wa fo furpriju
at being though an “outfider” that | nearly laughed at him, but | managed to control
the intinct. (abbot if wice, in a puppy-dog kind of way.

The way | figured it, the yurrﬁer chip if high-tech, and that wiean( the people | have to
talk to fhould be the l-igmtﬁ folks | can find. From what I've learned fo far, that|ti
Brotherhoo

Unfortunately, they won't take in jut unqbodq | agked Cabbot if | could join, and ke
qot fo excited at the profpect of a new face in the Brotherhood that ke ran off to talk to
hif elder(. He cawe back a bit later though to tell wie that | would have to paff a little tof
firft. Several day( travel to the fouth, he faid, were the ruinf of the Ancient Order. Go

)
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flere and find.... fowsething. He didu't tell wie what. Just fometkmg that would prove to

™

Jam
i lderf that 4 been there. \ >
lkay, but what? (abbot wouldu't (aY... oF he didn't know. Maybe Wl know when | fee it. t_

fl fee it.
1 can even figure out what it if 'wt (uppofed to be fearching for.

by 43
6 January, 108 dayf to 9o

It feewss like I've been walking forever. After failing to get in with the Brotherhood of Steel,
Ielected to hire on with the caravan for the trek back to The Hub. We were attacked again
widway, and again we killed our attacker( at a relatively fwall coft to uf. | took a cou-
fle of rounds in wiy leg which flowed wie down, but | killed two of the cave raty... and

the of thew waf carrying an ugly little ubmachine gun that ate 1o-wike-wike and
fired in flesh-(plattering bur(ty.

| {cavenged wiore amwio, of courfe, another three hundred bottle capf, fowe wore pif-
tolf— | figured thofe would be ufeful af trade-inf and barter back at The Hub —and
fowething elfe. The guy with the fubgun was wearing body arwior, keavy gray (tuff that
provided decent protection from fwall arw( fire on hif upper torfo; | know that becaufe |
Jad to (oot hiw five tiwe( While foweonte elfe fhot hiw four before he went down and
ftayed down. The arwor wagn't too dinged up, o | packed away wy jacket — with juft a
fmall figh; the leather looked (0 good on we — and, ignoring the wet, rufty ftain{, put
o1 the arwor.

It waf heavy), but not af dum(y af | thought it would be, and, believe we, | felt loty
fafer.
Besides, thif stuff look§ wiax-killer higifagh, too. Aud, better yet, now | have & wiachine gun...

day s
24 January, oo dayf to 9o St

Well, bufiness if good, even if | don't know exucﬂq where to go next. After | returued to

the Hub, | fold off a lot of the (tuff | picked up in the defert — all of the extra kuivef and

firearw(, the leather jacket, and even the fhotgun I gotten from Killjan. Awmwmo way
Ly \
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7getting to be a problews for that thing, and both my Colt and the SMG take 1owaw, cither
full weetal jacket or hollow pointy, fo that fimplifief wy reload logistics confiderably.

AS for Where to 9o next, well, I've been hearing lot( of torief. There( the Deathclaw that
Harold claim( to have feen and everyjone elfe think( if juft a wild ftory. | have to decide
‘Whether that optiow if worth the rifk, though. There( talk of placef down fowth, Whick
wiade wie think about what (abbot had faid. 1t called “the Angels Boneyard,” and it
fuppofed to be enorwou(, a whole, vat city big enough to (wallow a hundred Hubs.

-

There{ fowsethiyg elfe down there called “The Glow,” and wioft people give a little fhudder
ora fcm of the eyef When they talk about it... if they talk about it. Sounds like
another (wperftition to wie. | think, though, that The Glow if where the Brotherkood
wantf we to 90. The place if fuppofed to be radioactive.

Well, I"Wl find out foon enough. I'wi beginning to think | could fet up in bufiness for
wiyfetf here in the Hub, just hiring on af an extra quirfor the outbound caravanf and
felling off the loot | collect from umpleajant ftranger( along the way... but the rewinder
on wy FIP tellf wie I've ouly got 100 dayf before wy Vault-kin (tart dying of thirft.

| can't abandon thews. | can't abandon wy quiest.
So, firft thing toworrow, I've decided, I'wi ftriking out on wiy own.
I'ws going fouth.

Pay ss
2.8 )anuaﬂ], 96 dayf to 90

Well, Adqtum waf pretty wiuch a bugt. It’S & fafe enclave, fo-called, in the wiidit of the
vast wildernefs of ftark ruing called the Boneyard. The people there weren't ostile, exad-
hj, but they werent friemllq either. From what | waf able to gather, tkufvc been having
problewsf with a local gang, the Bladef. The coincidence of that nawe, the Blade, withw
How! de voyage, wade wie wonder if that waf why the Adytuwites were o quarded in
their reactionf toward we. ;

Nath... They we’n' Wat;:?ng \ﬁ(yicioqﬂtj before | faid wy nawe wag “Blade.” n any
cafe, they wade it clear that | would be welcowe if, and only if, | did fowtething to help
thew With their gang problew.

Sounds good. But how do | do | pull it off7
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29 January, gs dayf to 9o

Ihave & fenfe that all if not af advertifed. | get & bad feeling at Adytuw, and fowething
tellf wie the Bladef arent the evil characterf Jon Zimwierwan, at Adytum, daim they

are. | did fowse exploring, wandering around the Blades” hangout, then heading eat...

where | nearly got (cragged by fowse big, orange nightwiare( that ™ pretty fure are
vault-kin to the Deaticlaw Harold told wie about. Eaft of that waf a warehoufe occupied
by heavily armed folk( with fowte killer-cool hardware and weapou. Moft of the (tuff wa(
too expenive for wy taftef, but it good to know tkzy re there. | waf able to pick up fix
fragwentation qrenadef and feveral plajma qrenadef, af well af fowme ammo.

| dowble-tiwaed it back past the Deathclaws. A pack was out hunting and | alwioft didn't
make it, even with the grenade( to help. Took fowe damage... and decided to (tay with the
Blades for a day or two wutil | recovered.

| dow't think I'ws going to puriue the thing with Zimwierman | vendetta.

Wuj sé s
31 January, g3 day( to 9o

Today | found another group of furvivor(, a kmd of vault on the Outfide. They call thew-
(e\ve( the Follower( of the Apocalypfe, and they e & group of people, mo{ﬂy pretty

Young, Who cawe here frow fowtewhere further fouth and fettled down in the Boneyard
ring.

The Follomr{ do feews to have a hopeful outlook om life, which if wiore thau | have fowe-
timef. Tkey re alfo not CVIfll'd? {weetneff and light; from what I've been able to gather,
they hate the (hildren of the athedral with a black pafion, and thz\’ re wot afraid to
fight thew if they have to. They keep talking about the time when they will have to fight
the Children and their “dark god.”

The leader of the Follower( if a capable-looking wowian nawed Nicole. She told wie a lot
about her group, and about the Children af well. They fee the Children af evil, af a thrmt/(
to everyoue. Their leader, Horpkm(, feewa( to have been a wiewtber of the Ripper( before he i
way euhghtenwl by the “dark god.” There( talk about how people Who don’t fhare the

(hildren’ vifion teud to difappear. .
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hilling §tuff. I've feen the Children before in wiy travelf; there waf a hofpital in the Hub.
The Children | wiet alway( gave wie the cold fhiverf when | wiet thews, thew and their
robotic, glum; eved interjection( ubout peace and umty I'wa not fure how winch | believe
of Nicole( verfion of thingf, but |t{ clear that |'w going to have to check the Children out
fowtetiwe foou. If half of what I've keard if true, they could be af great a threat to the
vault af a lack of fresh water.

But that lack of frefic water if wiy wiajor problew: right now, not religiou( fanaticf in
robef han “fwt flower( on ftreet cormer(. | told Nicole I help her, and find out what |
could abo (0C, but I'm going to have to find that water chip firft.

Ove good piece of new(, though. Nicole told we | could wake free ufe of the Follower baje.
In & locker there, | jouml fowte pill§ which | 9atker are called Rad-X. Thofe fhould protect
wie frowm the radiation I'w likely to encounter at The Glow.

Da
2 ebruarg, 81 dayf to 90

Id beew hearing for a long tiwe — back in The Hub, and elfewhere — about the place
knowm af the Necropolif. The (ity of the Dead? | would have thought that it way juft
another pack of fuperftitionf and wyth(, except that 4 already) feen enough to convine
wie that, here oun the Outfide, just about umjtlum) waf poffible. ,

And the Storief Id heard didn't prepare wie for the reality of the place by half. The
Necropolif waf inhabited all right, and by... bY thingy that vmgkt have once been huwan,
and wight now juft af well be dead.

Ghoulf. Zowbicf. Gaunt, cadaverous beingf they were, the (ki rotting from their bone;
wy firft thought waf that theyd contracted fowse terrible wagting, diffiquring difeae,
and with a wild, heart-thumping terror | wondered if it waf contagiou.

| eucouutmd the ﬁr{t of thefe creaturef when | ftarted exploring a building — the (ign
called it a “wiotel,” whatever that waj— and before long | way being chased by & pack of
the thingf. Thay wiade Tuch IS, eafy targety, | held wy fire at first. Af they fhamble
out of the fhadows, | wasu't even fure they had wiore intelligence than fowse kind of ani-
wal, but then | heard thews calling to one another in low, garbled, unr\eu(mﬂy liquid
voicef. Sowtething about the way they kept ewphafizing “fresh wieat” wiped away any
compaffion | wight have had for thew. | Killed a dozen at leaft before their number(




Ly
finally forced wie into a fewer hole in the ftreet. | -
The fewer §yftews waf a wmaze, dimly lit paffageway( Zigzagging through the (ubtermueau r
Hight i feewringly endleff branching( of interfection, bhml alleyi(, dead endy, and dank roow t
filled with decavjing, fetid tuwblef of thing( | really didn't want to take a clofer look at.

Hole raty. There were wiole ratf down there, fhagey), mat-furred crawlery like the wongterf that
had attacked wie in Vault 1s, though by thif tiwee | would gladly have faced an army of thofe .

aawling thingy inftead of the fhambling horvorf Id just efcaped on the furface. -y :

And there were corpfef, too; the fewer § air way clogged with the foul ftench of their |
decay), a well fo (ickly and fickening | had to force myfetf to take each new breath. | tied

a rag around wy face to try to cut the fwell; the effect waf probably wiore pfychological

than anything elfe, but, at leaft, | waf able to preff on. The wall§ feewsed to give off a

foft, green-blue organic glow that wade wie wonder if | waf expofing wyelf to deadly

radiation doww here, but | finuuq convinced mq(elf that what | waf feeing waf the nat-

ural phofphorefcence of decay, or poffibly of fowse kind of fungus growing on the wallf

and floor( and corpfes. | wa too glad of the light to question itf fource wuch. Had thofe

tunmelf been completely black, | know | never would have found wy way clear of thew.

fowe tiwme later, | encountered wore ghoulf.

| drew wiy SMG but held wy fire at firft, unwilling to blindly waste precious amwo.
Inftead of advaucing on wie, though, thefe pitiable creaturef cowered; | tried talking to
thews and eventually convinced myfelf that all they wanted waf to be left alone. \

Intereftmg 14 jumiped to the conclufion that fince the ghoul on the furface had attacked
we on fight, all ghoulf wau(t be cunmbah{hc fociopath( looking for their next eafy wieal. It
hadu't occurred to wie that the omef |4 feen on the furface wiight have had fowse fort of e
agenda. | decided not to queftion too clofely how they lived down here, how they fur-
vived, What tkzq ate; {0 long af | didu't feew to be om their wienw, live and let live wa(
wy wotto... or, in thif cafe, perhap(, it waf live and let un-dead.

baq 74

16 February, 77 days to 9o ,ff.o’
The underground pagiagewayf led wie at long lagt to a flime-covered ladder heading up to »
the furface once wiore. | ewserged — (hovmg afide a heavy, fteel cover — infide a curioufly J«J
long and narrow roow. A few wiowsent’ investigation convinced wie that thif way fowe '
L b .
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kind of fecret paffage; the only way( out were the fewer and two doory, well-concealed
| /  and protected by fwall explofive trap devicef of fowe kind. Through a narrow (lit in the
' / wall, | waf able to look out into a vaft chawber beyond, the wain roow, apparently, of
/—"‘ / an enorwou( building —a church or cathedral, poffibly, that had fince been taken over
v ' for wiore fecular purpofes.

| / It looked like a throne roowm, a palace for the King of the Ghoul(. The king kiwfelf waf
A feated with hif back to the firft of the two trapped doorf, and | decided that the roows Id
P ewterged inyﬂve a furet pagiagewayf giving the wmonarch a quick efcape in time( of
need. i R,

| _ The king waf flanked by feveral ghoulf that | took to be hif adviforf; a ghaftly, pale,
(hifting radiance nibbled at the fhadows filling that huge roows, and it took wie a while

e to realize that the light waf coming from a nuwber of brightly glowing, once-kuman

}‘ creaturef iwprifomed in cagef to either fide of the aifle teading to the foot of the wionard]
raifed daif. Their woan( provided a wmacabre but fomehow (Uitable background wufic in

| that palace devoted to death and cancerou( decay.

| | certainly couldn't leave wy hiding place through that door; carefully deactivating the

| trap, | flipped through the fecond hidden doorway, entering a {wall roow that appeared

W to be private quarter( of fowe fort — poffibly thofe of the Ghoul King himfelf. | fearched

| the roow carefully — | waf becowing quite an accomplifhed thief by thif tiwme — rifling it
of fowe amwmumition and a rifle before looking for another way out.

The onlq trouble waf that the onl\, way out waf a doorway leading into the throne
roow itfelf; | wouldn't be able to leave without confrouting the king himelf.

There waf no other way out of that roowm. 0f courfe, | could have crept back to the fearet
paffage and gone down the fewer pipe again, but | had a feeling that thif king waf an
important link in a far larger puzzle. There were only three ghoulf out there that | could
fee — though other(, no doubt, were within a fhort diftance and would appear if an

e alarw were given — and | had wy SHG fully loaded, the chawber charged. | decided to
confrout thif ghoulifh wonarch and Iee what elfe | could learn.

Thcking(mmmﬂet g

. } “Tnered better be a Killer T ftandin’ in wy fadow,” ke aid. Hif voice waf dlear,
the words w‘mt but {0 §iraligely phrajed and turned that | had trouble at firgt fol-
lowing thews. “Doef ‘next on the wienwt ring a bell for you... norwsie!”

| told hiwt that | wiust've found the head wian. “Simple tiwe,” he told wie. “I'wa Set. I'wh i
charge. Get it!
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| waf wiore than happy to 9mnt that he waf in charge... efpecially wheu he indicated that

s
he had @ job that weeded doing. “The wintantf at the water fhed need dlrt-nup(, he tole ‘ Q>
we. “Makef wiy (hadow grow. You flice "ews and rewards rum to you. lufo, too.” L t.

Water Shed? | felt a (udden, fharp thrill. A water work( in thif city of the dead! ferhap
there | wright find the end to wy queft!

| readily agreed to King Set'( terwaf. | would help hiws with hif problews — the wutant
guarding the (lﬂ} { water plant. There waf fowething a bit dewoniac, however, in the way
he affured wie that ke would not tell hif ghoul legion{ about wmy wiffion, o that word
would hot leak back to the wiutant. | would be on wmy own, againgt ghoulf looking for
“normal(” like m’{eb‘ and againft the mutant( af well.

No wiatter. | eft the king on Wif throwe, walking down that cerily lighted central aifle af
thofe glowing, imprifoned things gibbered and wioaned at wy paffing.

| found the water fhed eventually, by finding another wmanhole. Thif one took wie a fhort
diftance underground and cawe up infide a fwall building in a different part of the city.
Hoving (tealthily, unwilling to give my(elf away in a premature firefight, | worked wy
way toward the largeft building | could fee, an L-fhaped (tructure to the north. There
way, it appeared, only one way in.

The creature facing wie infide waf wonftrous, a towering, qreen-fkinned horror of a liv-
ing wouutain at leaft tem feet tall, with wiufclef bulging through taut, leathery fkin. it
waf carrvfing the biggeft dawned gun 4 ever feen, a lafer rifle that gave thif wiongter the
firepower of a fwall arwmy.

“Hey! You not look like Ghoul! ™ the creature dewsanded. “How cowe?™ Thif guy wiight be
af big af a houfe and af (trong af a brahmin, but he wasnt very bright. | thought |
would try to talk my way paft him.

“That’§ becaufe | dreffed up really (nazzy today,” | told kiwt. When he had problews with
the word “azzy,” | afked hiwt what he way doing there.

“Low tell wie watch place. Not let no ome in. Not norwalf wiogt. Take norwal( to the Low.”
He looked at wie af though au idea were trying to kawwwier it( way through a foot or
two of folid bone. “Hey...” ;1 )

“But I'wt not & norwal!™ | told hiw. o
“Harry confused. You not ghoul. You not norwal. What you?” L
“I'wt & new race of fuper wiutant.”

Well, it waf worth a try. “No!™ he boowted, and | kuew that | wagu't 90ing to be able to
ftring thif wutant-wiountain on any further. {‘larry know you nothNot like you.” = ¥, 259
\ &
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7 Whipping up wy (ubguw, | fqueezed the trigger and pravfed the wonfter with hatf a clip.

He fhook himfelf af though Id fpraved him with water. | dove for the doorway leading off
to my right, hoping to put fowe wall between wmyfelf and that high-powered weapom.

A portion of the wall to wy left exploded in whirling chipf and fragwient(; (plinterf

Spravjed from the doorjawb; bulletf fnicked and cracked past wiy head, and | felt a dowble -

hawwerblow in wy back and fide, lifting wie up and flinging we forward into the nar-
row hallway beqoudzm door like a broken doll. Hg combat arwor abforbed wioft of the
impact, butl t hot blood on wy fide, and the pain dawed at wie like a living thing. |
hit the flooFkard, rolled, and cawe up Shooting, ewptying my clip into the advancing

wonfter, but it feewsed to have no wiore effect thau before.

§till, | wiight have been able to (crawble clear, but then | heard a_noife behind wie.
Turning, | faw three wiore of thofe wutant-wountain wonter( ewmerging from a hall-
way off of the room. o

| toﬁul a grevade at Humg,. then dafhed outfide, paufing once to reload. | had a feeling
that [d just bit off wore thau | could comfortably chew. Harry and hif friend ambled
after we— and one of thofe other mutant( waf toting a gun dawn near af big and
hasty-looking a Humf( laer.

| ducked into a nearby alley, the pack of wiongterf clofe behind. | managed to clobber

Harry again with a plajma grenade and get in another bur(t from wy SMG, but they

kept on comting!

Worfe by far, | realized now that | wag trapped. While four fuper-wutant( had chafed we |

into the alley, two wiore were cowing in the other entrance, mtdung we between two
lumbering waffef of wutant flefh.

| thumbed the wiag releafe on wy (Ubgun and fnapped howse another dlip. The a\le\j way
too dawned narrow to dodge thif frefh attack, and | couldnt 90 back the way I'd come
without running full-titt iuto a deadly hail of \ager fire. But there wight be a way....

The lead fuper-mutant wade a qrab for wee. | ducked and rolled, flipping beneath hif
dum(y blow. | waf now (urrounded by the two new wiutant(, who clofed in on wie af
wy back hit the cold unqielding wafl.

Then Harry, the'one MWr rifle, exploded iwto the hallway, hif weapon Shricking
af bolt( of energy buzzfawed through hif clofe-packed relativey.

| fired & burft into one of the nearer wutants, and the wiongter (creawed. Then | fhifted
WY aim to Harry, who feewted fo caught up in the bloodlut of the wowsent that he did-
Wt care who or what he was fhooting. One of the mutantf went doww like a toppling
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tree; | ewaptied another wmagazine into Harry, who way vifibly kurt now... badly d- | -
o, with blood (treamiing down hif cheft and arm( even af ke hofed down that do{elq - Q2
packed M\IWug with w:ldly fhrieking death. Another of the unarwed wutant( died in a t.
hideowf dance of (hredding flefh, blood, and wiucle; | kept firing at Harry, by far the
woft deadly of the wonfter(, and at laft he gave a fhudder like an earthquake, fwayjed,
then toppled over backward with a trewsendou( clatter of wilitary hardware. | caught the
other arwied wutant with my lagt plajma grenade blowing hif grotefque body to bloody
piecef.

The lagt Super wiutant waf alwioft dead, one arw chewed to a bloody pulp. A final

burft from my SMG put hiwe down for good, and the filence that followed waf alwoft af
fhocking af the fcream of the lafer had beeu. For a long tiwe, all | could do waf (luwp
back againt a wall, trying fomehow to recover fowe fhred of ftrength and rational
thought. Set would be pleased, with the (uper-mutant quards “taking a dirt-nap.” At the
wowent, all | could be happy about waf the fact that | waf ftill alive.

At \agt, though, | waf able to wove. The very firft thing | did wag diveft Harry of hif
deadly toy. The Weapon way heavy, of courfe, but not af heavy af Id feared. | had to
drop fowe of the accummlated trade goodS Id been \ugging about in wy pack... all but
one of the kuive(, and all of the extra piftol(. With the lightened load, | waf able to wman-
age the laer; the extra weight, | thought, waf going to drag at wie, but the firepower
that incredible weapon offered way just too dammed wonderful to paff up. | managed to
ftow the other weapon af well... a fhort-ranged flawser, with a (upply of fuel.

After that, | began to explore the building.

The water tank( and equipwient | found deeper into the building didut feews to be work-
ing. | eventually found another wanhole cover in a wall roow at the far end of the
building, and a ladder leading down.

Two level{ down waf fomething like a Vault, airlock {tanding open to the echoing filence
of a cavern. | explored carefully. There were gl-.oulf here, aml feveral of thofe tragic,
fhawbling, radiant creatures | thought of af “glowing ones.” | found an elevator that
took wie down two wore levels.

There waf a computer there. And it wa till operational!

In & very few wowenty, Id found a fchewatic of the water diftillation and urification
fyftew, traced a key circuit... and found at long laft the purifier chip that Id been feek-
ing for {0 long. With trewsbling finger(, | reached into an open acceff panel and plucked
chip from itf wotherboard.




My quieft, at laft, waf done.

AS | prepared to leave the City of the Dead, wy preciou treafure fafely (towed deep in wy
pack, | wondered if | hadu't gamply replaced ove quest for another. For decadef, wy Vault-
Kin had lived out their live in the fafety and feclufion of their underground fortre((,
with no news at all of developwent( on the Outfide. Now, | wa( returuning from that
unknown world beyjond the fteel wallf of their tiny, ifolated havew; | waf bringing with
wie not only hﬁ but new( of @ world Outfide theyd never even imagined.

And jowe Mnt 4 learned out here way deeply difturbing. The (lulolren of the
(athedral and their difturbing allegiance to an unknown Magter. The “Low” Who com-
wianded fuper-wutant( like Harry, directing thews to kunt down “norwal” and bring
thew to hiwa. | could not efcape the conclufion that all of thefe were united fowsehow, part
of the fawe (hadowy problews, and a threat to all “norwall” on the Outfide.

How long could my howse Vault waintain itf yrecanou( ifolation and fafety hidden in the
wouutaing? Not long, | thought. If the fuper-wutant( conquiered the Outfide — and that,
| way increafingly convinced way their goal — then it wouldu't be long before they rooted
out at laft every lagt hidden ftronghold of norwal and did... whatever it way that they
did with thew, in furtherance of their own agenda. | knew that |4 left a wiore thau
adequate trail already, with hint{ to the location of the loft Vault in the wountain to
the north. Soouer or later, hoftile forcef would find the Vault and end forever itf peaceful
folitude.

My firit duty wag to fee the water chip fafely back to Vault 13, but | kuew already that |
would be returuing to the outfide world, to find the reft of the piecef to thif increafingly
complex puzzle, and end the threat to wy people once and for all.

DM] 89
3 March, 6z dayf to g0

Howte.

I'wa having decide lq fﬁfml uﬁion( now. Here | am, after almoft three wonth of trav-
eling on the Outfide, howe.

Why doefu’t it feel that way?...
To fay that the Overfeer waf glad to fee wie Waf fomething of an undertatewsent, and the
celebration laft night in the Vault waf unlike anything I'd ever known.
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§tll, the old place just didu’t feews the fawse af [ rewtewsbered it. it wa fo (wiall... Py,
(kologumuy cramped, af well af cramped (pace. And dark...

' Hardest of all were the question(, fowe good onef, fowte appallingly fump\e-mmded “U it ;
true that food ifn't rationed out there! “If it true the water if o)lowmg “If it true

that people eat each other?” “If it true that there are (till citief out there, with waybe a

kundred or even two humdred people living in thews!” “If it true that the air if poifoned,

that the ground if red-hot?"

“If it true that people on the Outfide all have two head(T™ Well, the brakwmin( do, | told
thews, but thofe are food and draft animal(, not people. | hadu't feen any humwan with
two head(.

| anfwered the que{taou{ af completely and af kone(ﬂq a( I covld; but | could tell that wy
anfwer( often weren't fatiffying, that in fowte cafef they fiwply were not going to believe
wie. If s;ouve believed fowrething for all of your life, and fowseome, even fowcome qouve
kinoww fince they were a baby, cowe( up. and tellf You that tm; ve feen it with their own
evef and that what you believed just it fo... well, it’f eafier to difbelieve the wieffenqger
than to change Your wiind.

Haybe, though, fowe of the oung onef would ftart thinking about leaving the Vault
{omealu\j and exploring the Outfide for thewfelvef. | waf wiore convinced than ever that we
were 9oing to have to leave our little fteel-(waddled haven in the wowntaing. Life, the —
world, waf Outfide, and we would be left behind if we (tavjed in our hidden faftuess.

All of that waf for the future, though. For the prefent, the Vault had wore feriou( prob—
lewaf. The water crifif had been averted, but the Vault’s leaderf had been deliberating over
the information Id brought back with the chip, and they were convinced now, af I been ‘_‘+
for fowse time, that a greater threat than death by thir(t loowsed over uf all.

“The wiutaut population if far greater than could be expected by natural growth or
wutation(,” the Overfeer told wie. “It look( like fowseone( qenerating new wmutamts. And
at a ftartling rate.”

o I'm going Outfide once again, to find the lab or whatever it if that if creating new
wutant(. Again, the furvival of the Vault if at (take.

Sowtehow, ftrangely, 'wi ot at all unkappy to be leaving the place that ufed to be wmy
howe.... :
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¢ They call the place “The Glow.” Frows the found of it, it'f ground-zero of a wajor war-
| / head ftrike dating back to the War, a whopping big, black hole in the empty defert (tull

W 9iving off radf and poifouing the area for wilef around. | waf glad | had the Rad-X d
picked up fromthe Blades” hangout in the Boneyard.

4 firft heard of it, | think, in the Hub, though it way the Brothernood that had given we
actual location. | got to thinking about it after | left the Vault. Radiation if fuppofed to
caufe wiutations, right” And | way looking For the fource of wiutationf. And a place
called “the Glow™ wist have it Share of radioactivity. Not that it waf actually glowins;
$ the way | figured it, people Who returmed froms the crater were fo kot everyjone figured
& tke\jd been getting 1o00-rad mntunf, and any place that hot had to glow.

The fidef of the crater were (o fharp-cut and fteep, the ground fo crumbly, that there did-

Wt at firft appear to be any way down. At one point, though, fowething like a twifted

fteel beam extended a fhort way out into the crater, aud in the fhadow below | could
[ just make out what wight be a ledge of hard ftone, offering firm footing.

That length of rope Id picked up o long ago in Shady Sands offered wie my way down.
Attacking it firmly to the ftecl beam, | took kold, fwung wy legf over the pit, and flow-
ly lowered wyfelf down into the darkuef.

it waf a bafe, a wilitary fuahtg of fowse kind. When | touched olowu ou a folid floor of
aracked conerete, | faw that [ entered the wpper level of a (wbterranean command cemter or
office. It was dark down there, but not af dark af |4 expected. Sowe light cawse frow the
9aping hole in the ceiling, While the deeper levelf till had fowse ewsergency lighting going.

There were bodief down there. | began fearching thew... a watter-of-fact reflex for we by
o How, defpite it being a diftafteful one. Alwoft at once | it paydirt... a flat, fkiny difk
with a hole in the widdle, like the holodifk( wed had in training back in the vault. Thif

oue had fowething (cmwled on oute fide, and Mtk fowte effort | managed to decipher it
— fowiething about “the Brotherhood.” | didu't know what waf on the difk, or whyit
g was here i thil wndersroundwplex of the dead, but | knew with abfolute certainty
‘ that thif waf what the quard at the Brotherhood had fent we to find.

| dtdnt leave mmedmtely, though. The bafe waf large and mﬁmteh’ prowifing. | fearched
it top to bottow, finding a nuwber of ufeful piecef of equipwent. |

L §0... next ftop, the Brothernood. | think tkufll let wie in now. | hope fo, becaue | think




they wiay have the anfwer( to fowe important queftion.
I ) L
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The Brotherhood if... How fhall | beqin? They e an interefting group, clofe-kuit and a bit
{tandoffifh, at firft, , though | found wyfelf foon welcowsed into the daily life here. In
their own way, tku’ re af ifolationift af the leader( of wy Vault. They all but worfhip
high tecknology, and daiw to be from an Aucient Order that (prang frow the ruing
knowm today af the Glow.

The Brotherhood difk | found om the corpfe in the Glow way, indeed, WY paffport o the order
Before long | wa attending training feffions in hand-to-kand, runming fiwple ervands, and
even being allowed to check out fowe interefting weapon, like rocket launcher( and lafer pif-
tolf. On one waifion, | got to return to the Hub, where an initiate of the Order way being held
prifower by Decker; the (kuz Waf torturing the guy for information about the Brotherhood. |
refcved hiw, then went to the Hub police to tell thew about Decker § attewpt to affaffinate
fowseomte. The fcene ended in a fhoot-out in Decker’S office beneath the Maltefe Falcon.

| killed both Decker and ki chief henchman Kane myelf.

The wioft imsportant thing | could do, though, was tell thews all I learned or fufpected. -
abowt the wiwtant problews. Vree waf wioft interefted in wy mformutuou She if the
Brotherhood ( waster fcribe and the keeper of all of the Brotherhood § knowledge.

One dayj, our converfation turned to the (uper-wutanty I emouutcml, and Which the
Overfeer claimed were being yroduceal fowewhere at an alarwing rate. “All the mutant
have been fterile,” fhe told wie. Thzq can't breed with another creature, witated or oth-
orwife, and produce living offfpring. if we could clean up the wutation fourcef, we fhould
be able to fiwiply outlive the wiutanty.”

“Interesting theory,” | faid. “Any proof?”

fhe-gave wie a holodifk. “It’s got copief of wy autopfief on mutant cory(e[, fhe faid. “It
dearly fhow that no wutant could poffible reproduce fuccefifully.”

| accepted the difk. | would waut to ftudy it (unfulhi later ou. The information {eemw
to fupport the Overfeer’{ worrief. I the wiutant( weren't being born, fowseone had to be B
reating thew.

And that foweone had to be ftopped. | \ g
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The Cathedral. It got to hold the anfwer.

It been thinking about the (athedral a lot, ever fince wy interview with Nicole and the
Follower{. Id prowifed to inveftigate the activitie( infide that vast, qrim, aud forbidding
edifice. Af Pegitred the forbidding, deep-fhadowed portalf, | waf wiore certain than ever
that | wauld find here the key to the riddlef | faced. Nicole had wientioned the “Nightkin,
Morphews and if “dark god,” and hirtted at goingi-on benind the altar that wiight very
well have a bearing on wy new queft. -

| elected to take the direct approach. | confidered trying to find Laura, the follower fpy,
but decided to inveftigate on wiy owm, first. If | ran iufo trouble, | could alwayy look for
her then. When | waf challenged by fowseome in purple robe(, in an out-of-the-way
library near the back of the (athedral, | killed hiw, ufing wy lafer rifle to keep the found
down. My victim, a thug nawed Lagher, carried a red pas key that | knew would be we-
ful. Ufeful, too, were the purple robef he wore. | found | could carry wy winigun con-
cealed beneath thew... and the purple wight well let wie paff unobferved through placef
Where an outfider would not normally gain adwittance.

The red key, it turned out, opened a door behind the altar. At the top of a loug flight of
ftairg, | encountered wy firft Nightkin, a hulking, powerful fuper-wutant arwed witha
wikigun... and apparently enwefhed in fowe type of field that wade it difficult to fee
hiw. | tried (ueaking past but then encountered Morpheus himfelf, who turued out to be
wiore thau a little ufpicious about wy prefence in hif private chawberf. | killed the forwer
9ang wiewber... and then found wmyfelf in a furiou( firefight with two of the hideou
Nightkin.

| killed thews. It wagn't eafy, and | wa( badly wounded... but | killed thew, wmaneuvering
between thew at one point o that they fired into each other. A couple of plagma grenads
It picked up frows the Brotherhood helped, too. Whew the wionfterf were dead, | checked
their bodief, relieving thews of amwio and other goodief. Moft intriguing were their
StealthBoy wit(, handy mmo; that feewted to bend the light around the wearer
fowewhat, n(v/tking hiw difficdTt to fee. The defign fuggefted that they were powered by
fowsething like Swiall Energy Cellf and that they would rum dry after a time, but |
thought they would be extrewsely ufeful in the wean time. | took thews both.

| alfo found another paff key, a black oue, on Morphew(s body. That wu(t opev fowething

interefting, | thought. ‘
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It did. | found the door downftair(, and (tep( leading down to a fwall room with a book-
afe. When | invetigated the fhelvef, fomething clicked and the bookcafe (wung out of the
way, revealing a fecret door.

(hecking to fee that wiy winigun was fully loaded and ready beneath wy purple robe, |
ftarted down.
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| wrote that lagt entry in the fecret roow at the bottows of the ftair(. | (pent fowse time
there preparing, and it waf well into the next day, by my I’Il’ﬁoy, When | woved on.

A-cavern led to a vault entrance. Iufide, beyond the airlock, | found the elevator and took
it down to the firft level.

Strangeneff upon (tranqgenef(. There were roomf with wmad, gibbering people who feewsed to

read wiindy, a \aboratory filled with tablef and hideoufly diffected corpfef, cellf with prif-

onerf and radioactive ratf. | cannot begin to detail the horror( of that time, or of my

exploration{ within thofe nightware paffagewayf and roowf. The elevator took we down ——
another level, and here were wiore roow, one filled, | could fee, with waiting fuper-

wiutant(. fulling wy robe clofe about we, | flipped past, finding wyelf at lagt in an oper-

ation{ roowm of fowe fort, a high-tech place of computerf and inftrumwent confoles.

| fpent a long time there, unnoticed by the other techniciang prefent. | acceffed computer
after computer, learving everything | could. -

| kuew, now, where the wiutant( were cowing from. There waf a bage, a hidden wilitary
bage from before the war, and in the deepeft receffef of that bafe were the Vaty.

T4 heard the terw before. Now | knew, without a dowubt, that the Vatf were the fource of l N 3
the mutant(. :

| alfo knew fowsething about the Mater. | would have to kill kiw, thif “dark god" of the ~
“Cuildren. Firft, though, | would have to reach hiw. p i

A long, narrow paffageway ftretched from the Operationf (enter to wy deftination. My very }(‘Kf’;
first ftep wade wie feel dizzy... and fick to wy (towack. A headache throbbed with wy -
quickeming pulfe. There waf nothing phyfical about that paffagewayf that | could detect... ol
but | could fenfe a kind of pfyjchic hawwiering at wy brain, a wental affault that favagely

tore at wy perception and awareneff of who and what | way, a cold and viciou( rage of my-- ?}
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wind and weworief. it wa af though | waf fenfing, feeling, experiencing the finf and wight-
waref and wiental anguifh of wyriad otherf, and the feeling increafed a hundred-fold with
every ftep that | took. The wallf of the corridor were covered with raw and bleeding flefh; it
waf af though | wag walking into the very bowel( of fowse hideowS and bloated beagt. With
each ftep, | thought wy kueef were going to buckle. Somehow, | kept going.

And then | ftood before the Mafter.

How can | defcribe thif being? Twifted and watforwed, huge, infinitely evil... the... the
thing appeagas’to be a blagphewsous blending of flegh and wietal, of organic and computer,
of life and death. | knew from wy refearche( thuf far that the Mafter once had beew
huwian, but that exposure to the FEV virug in the Glow had changed kiw fowsehow, and
in the yeary fince, hed fomehow abforbed other bodief befides kif own and wiefhed, fowiehow,
with the wiachine( that now (upported hiw atop a high pedeftal in the center of the roow.

Robotf watched impaffively frow either ide, but | kew the principal danger in thif room
waf the Mafter himfelf. There were weaponf — Gatling lafer(, | thought — built into hif
undercarriage.

But deadlier (till waf the viciou, dewoniac wind within that nightware affewblage of
flefh and fteel.

“So, what fhall it bel” the Master dewanded. Do you join the Unity, or do you die here!” T
creatwre fpeech wa af terrijyim) A hif appearance. Af he fpoke, other voicef feewsed to chime
in, & fearful choruf that echoed hif wiain thewse. “Join! Die! Join! Die! ™ Moft of the voicef
founded wiore or leff kuwan, but | heard, too, the inkumwan and grating tonef of a wachine.

| dewsanded proof that hif Unity way beft for kumanity. At firft, he infifted that he did-
Wt need to prove anything, but when | told him that | couldn't know that he reprefented
the future unle(f ke proved it, ke began talking.

The Umity), he daimed, would bring about the wafter race and end the fighting that had tor
huwanity throughout hiftory and ended at laft in the holocaust of nudear and biotogical war
Mutant(, he daiwed, were beft equipped to deal with the wiodern world. Norwal{ would be
turned into wiutanty... or allowed to live.out their dayf under Unity control and protection.

Thofe furviving norwals would not be allowed to breed, of courfe. They would be the lajt
of the h«muy‘&e_. re?fhad&(t by the fuper mutant(.

| told hiwa that hif wiwtant] were terile. | thought he waf 9oing to blow a dircuit at firft, and
he infifted that the FEV-2. virug didnt harw the reproductive organ( of thofe it wiutated.

“Maybe the virug didn't terilize people once,” | told kiw, af reajonably af | could. “But it

doef now.”
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He dewsanded proof... and | gave him the FEV difk that Viree had given we.

L3
rm
At firgt he thought | waf trying to trick him with a forgery, but when | told hiwt he w;,s\ r S
denyjing the fact( in front of him, he ftarted to crack. - t_

“But it canmot be! Thif would wiean that all wy work haf been for nothing! ™ The wiul- -
tiple voicef chiwed in, cmllmg and terrifying, a cacophony of death and defpair. “It
can't be! Be! Be! Be!..

“Your race will die out after thif generation,” | told hiwa.
“I dow't think that | can...”

“(outmue, the computer part of him completed the thought. Once-human voicef echoed
it. “Continue!”

“It waf wadnefj....”
“Madnegs?” ‘
“Tuere if o hope. Leave now, leave while you §till have... hope.”
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“Hope....” |

It waf a-human voice fpeaking now... or a voice that once had been huwan and waf find-
ing now perhapf fowse fwall fhred of that kumanity, (till alive, trapped infide the won-
ftrou( bulk before wie.

A wachine voice— not the Magter’(, but another computer voice from fowewhere above- \s
wie — announced ix winutes rewiaining. (lmrlq, the Mafter had decided to end hif grue-
fowse, terrible experiwenty in biology and the focial (ciencef in fowe definite and (pectacu-
lar Wﬂv..-. o —

| ran for the elevator af faft af | could wmanage.
| barely wiade it out of the (athedral in tiwe....

.Dm] 223
Is July

4 learned everything | could about the wilitary bafe from the computer( in the ﬂ :
Operations Center of the Magter'| vault. Now, | wa about to put it to a teft. | had a nuw- [
ber of allief now, and | confidered calling upon thews, but the plan 4 formulated would
ou\q work if | could (lip into the H|||tun4 Bage without fetting off an g.\ert if wy plan
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Zdidut work, well, Id have to back off and try another tack... and waybe a froutal
affault would be the only option we would have.

Af it wag, | had furprifingly little trouble getting past the firt fet of guardf. The robe
and the StealthBoy let wie flip infide the gate, and | waf able to kill one (uper-wutant
with a (wift, (udden burft of flawer fire from the back when he wandered off away
frowm the reft. | found a radio on him and took it.

One guard, through; just ftood in frout of the door leading into the face of the cliff. |
kunew | wy(‘ I hiw faft to avoid alerting the bafe; two hard, full burst( from wy
flawser took him down before ke could found the alarm. The gate fecurity code waf on
hiw, along with another radio and a lafer, and | waf able to (lip in through the front
door.

| kniew frow wy ftudie( of the Magter'§ computerf that there were force fieldf in thif base
blocking off key corridor( and pofitiony. If the bafe went on alert, thofe fieldf would be wp
and | would find wy wovewsent( (harply reftricted. With the fieldf dowm, and wmy face
and body cowsfortably anonywiou( within wy purple robe, | made wiy way through the
bage wpper level, fearching for the Computer Control Roows. Eventually, | found it... and
there | found the force field control confole. With two radiof, | was able to pull a quick Mr.
Fix-it, by wiring one of the radiof into the force field control confole input circuit, and
fetting the other to the fawe frequency. Now, evem if the alert founded, | fhould be able
to toggle the bafe force field( on or off.

Pecper into the facility, then, a high-tech wraith in purple robef. On the wpper Vatf leve, |
had to negotiate a fecurity corridor, a fiendifh piece of work that included lafer(, explo-
five wiinef, plajwa weapou(, and ftrand( of wmonofilament wire all fet to wreak havoc on
the perfon of any incautiou intruder.

| waf wiore thaw cautiou, however, and |d been warned about what to expect. | took the
fecurity paffage ﬂowly and ftep by ftep, analyzing eack patch of floor in frout of we
carefully before woving further.

| pasfed through the fecurity corridor at laft, waking wiy way to Security Elevator 5.
That took wie down ome level'wiore, to Vat( Level 2.

The Lieutenant Wu(n 'taf tov% af weird af hif now-defunct Mafter, but ke waf quite a
piece of work:He confronted we jut outfide hif roows, and | had to open up with my
flawser. No tiwe for fine(fe now. | blazed away, fending a (tream of crackling flawef fear-
ing acroff hif wiiffhapen body. He fired back, a burft from hif evergy weapon leaving a
fwioking fcar on the wall behind wie af | ducked and twifted to efcape hif return fire. | fired
again, and toffed a plajma grenade that (taggered him with itf blaft, knocking him back a
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-~ ftep. | fired a final time, emptying wy (hricking weapon into hif cheft.

And then the Lieutenant waf dead. \ *

There wif ouly one rewaining tagk now. With the firefight, of courfe, the entire baje wa now on
- alert. A final force field barred Wy way into the Vaty control roow, and, down here, my
Jury-rigged radio coutrol didu't work.

There waf another option, though. A great, hulking Mr. Handy waintenance robot ftood
inoperable in a paffageway. Exummmg it{ control board, | foon got it back in operation.
it function waf cleaning... and it had not finifhed itf affigued tafk. Giving it the order
complete itf tafk, | then ftood back, grinning, af it flammed into the )‘om field, (hatter-
ing... but opening the way! ¢

Infide the Vats control roow, a dozen techmician( or fo were (crumblmg about in obviou( confufion .
and dijarray. | found one control that flut down everyf force field in the baje —a qood idea if |
wanted to fprint for (afety When thif waf through — and thew | identified the control panel that
coutro\led the Vaty ﬁwm(elvel, the tank( where fo wany pure-ftvain huwan{ had ulmdg been
“dipped” in the Magter | FEV/ folution( and trantforwied ivrto wiontrofitief ike Harry or the
Liewtenant.

My last-pack of dynamite went onto the control panel, with the tiwer (et for (ix winutef.
It waf time to leave.

| got into ome firefight on the way out, when a purticulaﬂq obuoxiou( fuper-wiutant
decided to challenge wy right to run the 1oo-wieter dafh in wnder twenty fecond. | kit~
hiwt With & lafer bur(t and kept on going, flipping into the elevator just ahead of the
anfwering burft from hif winigun.

I've never knowu an elevator to craw! o flowly....

| ewterged on the furface just ahead of the rumwbling thunder that announced that wy
handiworK had been executed.

“The Magter was dead, and now hif legacy), the lab where the (uper-wiutant( had been cre-
- ated, waf deftroved.

It waf time to 90 howse.
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I{ thif what it{ like to be a hero? That'{ what they called we, you know.
“There( no way the people of the Vault can ever thank You f for what you've dome,” the

Overfeer told wie the evening | returned again to the Vault. “Youve faved all our live. Who
knows, maynven faved the human race. That wakef the reft of thif even harder....

| wagut fure what he wag qetting at. A wowent before, hed feewed fo happy, fo excited
at the vew( that the Vault, hif precious Vault, waf (afe from the mutant army.
“Everyone will want to talk to you,” ke went on. “Every youngster will look up to you.
And want to emulate you. And then what! They |l want to leave. What happen to the
Vault if we lofe the best of a generation’...” J

My head waf whirling. He wagu't! He couldn t!

“I've wiade a lot of tough decifions fince | took thif pofition,” he aid, fadveff pulling at if
voice. “But none harder than thif one. You faved uf, but you Il kil wy.

“I'm forry. YouTe a hero... and you have to leave.”
| wag being exiled from the only place that had ever been howse to wie.

§till, though | was fhocked and angry at firft, I'w beginning to think that waybe,
just maybe, the Overfeer if right. Thif Vault cant hold we any longer. It § too fwall,
the horizow( too narrow, the poffibilities too... limited. Once, | know — I've been paging
through thif journal, trying to rewtember the feeling( behind the word( | wrote wionthf
ag0 — | know I've changed. Grown. Ouce, | was terrified of the Outfide. Now, well...
Outfide if wore of a howe to wie now than thefe gray and clauftrophobic wallf. W
time that | moved on.

(hange if the ouly congtant. The world Outfide haf changed — dragtically — from the
world of eighty vear( ago. Now, the furvivor( of huwanity are beginming to work to
change thing( again, for the better, thif time. | can help thews.

And waybe change will even come to the tight little box of life that if Vault 13. It will
have to. Tkeq}ant live i thaox forever.

| know | can it

I'm going Outfide, where | can breath free, non-recycled air, and help build a new world.

It will be there waiting for thew Wheh they overcome their fear, fwagh the (hacklef and
bar( in their windg, and come out of the prifon that thzq ve wmanufactured for tkem(elve{
beneath the fands of the olefert '




b 5

Experience and Perks /

=TT

T o -

'[A‘: | Appendix




Experience

The longer your character survives in the world of Fallout, the more experience he

will accumulate. Each time he or she succeeds at a task or wins a battle, the charac-
ter will receive a number of Experience Points, or XPs. When you have enough XPs,
your character will gain a level, winning certain advantages.

Almost everything you do in Fallout will add to your Experience Point total. For
example, killing a mutant rat or giant scorpion will give you 60 points; wiping out all
of the rad scorpions in the cave near Shady Sands will give you 500 XPs. Using your
skills can also increase your experience point total. For example, if you successfully
Steal from an NPC, you will gain a number of XPs based on the difficultly of the
Steal (the more you steal, the more XPs you get). First Aid, Doctor, Lockpick, Traps,
and Steal will ali give you a small amount of XPs when you successfully use the skill.
If you are very close to going up a level, then you might keep this in mind.

Reaching each new level requires a certain number of XPs, with each level a little
harder than the last to reach.

Levels # of XPs: Titles
0 Vault Dweller
1,000 Vault Scion
3,000 Vault Veteran
6,000 Vault Elite
10,000 Wanderer
15,000 Desert Wanderer
21,000 Wanderer of the Wastes
28,000 Elite Wanderer
36,000 Strider
45,000 Desert Strider
55,000 Strider of the Wastes
66,000 Strider Elite
78,000 Vault Hero o
91,000 Wandering Hero “ )

105,00

riding H




As you reach new levels, you receive:

There are Traits and Perks that will modify these numbers.

The new Skill Points can be used to “buy” additional skill percentage points. For
each Skill Point you can increase a normal skill by 1%, or you can increase a Tag Skill
by 2%. To increase your skills, go to the Character Screen, where the current number
of Skill Points is listed. You can increase any skill to a maximum of 200%. Spend
them all in one place, or spread your available points among many Skills. It's your

choice!

136,000
153,000
171,000
190,000
210,000

& For each level, additional Hit Points, equal to 2+1/2 of your Endurance.

& For each level, additional Skill Points, equal to 5 plus your Intelligence

times 2.

& For every three levels, one Perk.

Hero of the Wastes

Hero of the Glowing Lands
Paragon

Living Legend

Last, Best Hope of Humanity
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of the rad scorpions in the cave near Shady Sands will give you 500 XPs. Using your
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Better Criticals: Your chance of getting a Critical Hit does not go up, but the hits
you do get are more damaging. This adds +20% to the critical hit tables, almost
ensuring that you will do a better than average critical hit, and increasing the
chances you will get the best criticals.

Number of Ranks: 1
Requirements: Perception: 63 Luck: 6; Agility: 4
When Available: Level 9

Bonus Hand-to-Hand Attacks: You can punch faster. Each hand-to-hand attacks
costs 1 AP less to perform.

Number of Ranks: 1
Requirements: Agility: 5
When Available: Level 6

Bonus Hand-to-Hand Damage: You are more experienced in hand-to-hand combat
now. Each blow with hand or foot inflicts 2 additional points of damage on the target.

Number of Ranks: 3
Requirements: Agility: 63 Strength: 6
When Available: Level 3

Bonus Movement: For each new level of Bonus Movement you get 2 APs per com-
bat turn that can only be used for movement. With three levels of this Perk, for
instance, you could move six free hexes during a firefight.

Number of Ranks: 3
Requirements: Agility: 5
When Available: Level 6

Bonus Ranged Damage: With each level of this Perk, you get 2 additional points
of damage with each ranged weapon hit.

Number of Ranks: 2
Requirements: Agility: 6; Luck: 6
When Available: Level 6

Bonus Rate of Fire: You're becoming a bit faster on the trigger. Each ranged
weapon costs 1 AP less to fire.

Number of Ranks: 1
Requirements: Agility: 7; Intelligence: 6; Perception: 4
When Available: Level 9

Cult of Personality: Your reputation is always positive with NPCs.

Number of Ranks: 1
Requirements: Charisma: 10 -

ble: Level 12 #
13 E




Perks

As your character improves, he or she will be able to acquire new skills and abilities,
called Perks. You will have the opportunity to select a new Perk every three levels,
unless you have Skilled Trait, which gives you a Perk every four levels.

The Perks you are offered are based on your character’s skills and stats. Some Perks
can be selected several times, improving that Perk’s rank. Perks have requirements;
Awareness, for example, requires a Perception of at least 5. Most are not available
before a certain minimum level.

Finally, you do not have to take a new Perk when it is offered, but if you wait until
the next time you are granted a Perk, you will not be offered two. You should
accept Perks when they are offered.

Below is a list of available Perks. Listed for each is the number of times you can
receive that Perk (ranks), a list of any requirements your character must have before
that Perk becomes available, and what level of experience your character must have
before the Perk is offered.

Action Boy: Each level of Action Boy gives you an additional AP in each Combat Turn.

Number of Ranks: 3
Requirements: Agility: 5
When Available: Level 12

Animal Friend: Animals will not attack characters or friends of characters with this
Perk, unless they are attacked first.

RNumber of Ranks: 1
Requirements: Intelligence: 5; Outdoorsman: 25%
When Available: Level 9

Awareness: You are better able to notice small details. Awareness will show the
exact hit points remaining and the type of weapon carried when you Examine a
creature.

Number of Ranks: 1
Requirements: Perception: 5
When Available: Level 3




Fortune Finder: You have a particular talent for finding money. The amount of
money you find in random encounters is doubled.

Number of Ranks: 1
Requirements: Luck: 8
When Available: Level 6

Friendly Foe: In combat, friendly characters are outlined in green instead of red,
making it a bit easier to tell friend from foe. A red outline, however, does not neces-
sarily mean the NPC is hostile.

Number of Ranks: 1
Requirements: Perception: 4
When Available: Level 6

Ghost: You are very good at sneaking around at night. Your Sneak Skill is increased
by 20% in the dark.

Number of Ranks: 1
Requirements: Sneak: 60%
When Available: Level 6

Healer: You've got the healing touch. Each increase in rank adds 2 to 5 more Hit
Points replaced when using First Aid or Doctor skills.

Number of Ranks: 3

Requirements: Perception: 7; Agility: 6; Intelligence: 5;
First Aid: 40%

When Available: Level 3

Heave Ho: With each rank increase, you get a +2 increase in Strength for determin-
ing the max range of thrown weapons only.

Number of Ranks: 3
Requirements: None
When Available: Level 6

Lifegiver: With each additional increase in rank, you receive 4 additional Hit Points
for each level of this Perk.

Number of Ranks: 3
Requirements: Endurance: 4
When Available: Level 12

Master Thief: You receive an increase of 5% to Sneak, Lockpick, Steal, and Traps.

Number of Ranks: 1
Requirements: None
able: Level 12




Dodger: You are less likely to be hit in combat. Each rank adds +3% to your Armor
Class.

Number of Ranks: 2
Requirements: Agility: 4
When Available: Level 9

Earlier Sequence: Your Sequence is increased by +2, making it more likely that you
will move first in combat.

Number of Ranks: 3
Requirements: Perception: 6
When Available: Level 3

Educated: Each level adds +2 Skill Points when you gain a new Experience Level.
Your Skill Point Levels increase more quickly, a particular advantage earlier in the
game.

Fumber of Ranks: 3
Requirements: Intelligence: 6
When Available: Level 6

Empathy: You can pick up a lot about people when you talk to them. Each time
you open the Dialogue Screen, you will see their reaction to you.

Number of Ranks: 1
Requirements: Perception: 7; Intelligence: 5
When Available: Level 6

Explorer: During your travels, you have a greater chance of encountering special
locations or people.

Number of Ranks: 1
Requirements: None
When Available: Level 9

Faster Healing: For each increase in rank you get a +1 on your Healing rate.

Number of Ranks: 3
Requirement: Endurance: 6
When Available: Level 3

Flower Child: You are 50% less likely to become addicted to drugs. Withdrawal
after addiction lasts only half as long.

Number of Ranks: 1



Night Vision: You can see better in the dark. Each new rank of this Perk will reduce
the overall darkness on the screen by 10%.

Kumber of Ranks: 3
Requirements: Perception: 6
When Available: Level 3

Pathfinder: You are able to find the best and shortest route when traveling. Travel
time on the World Map is reduced by 25% for each increase in Rank.

Number of Ranks: 2
Requirements: Endurance: 6; Outdoorsman: 40%
When Available: Level 6

Pickpocket: You can ignore size and facing modifiers when using your Steal skill
against another NPC.

Number of Ranks: 1
Requirements: Agility: 8; Steal: 80%
When Available: Level 9

Presence: You have that certain... something. The initial reaction of another charac-
ter is improved by 10% for each level of the Perk.

Number of Ranks: 3
Requirements: Charisma: 6
When Available: Level 3

Quick Pockets: You're better able to store your gear while traveling. For each
increase in Rank, it costs 1 AP less to access your Inventory.

Rumber of Ranks: 3
Requirements: Agility: 5
When Available: Level 3

Rad Resistance: Improves your ability to resist radiation and helps you overcome its
effects more easily. Each level improves your Radiation Resistance by 10%.

Number of Ranks: 3
Requirements: Endurance 6,
When Available: Level 6

Intelligence 4




Master Trader: You're especially skilled at bartering. You receive a 25% discount
when purchasing items from a store or another trader.

Number of Ranks: 1
Requirements: Charisma: 7; Barter: 60%
When Available: Level 9

Medic: This Perk adds 20% to your First Aid and Doctor Skills.

Number of Ranks: 1
Requirements: None
When Available: Level 12

Mental Block: You are able to tune out mental interference. This is only useful in
one of the final levels of the game.

Number of Ranks: 1
Requirements: None
When Available: Level 15

More Criticals: You are more likely to cause a Critical Hit in combat. Each increase
in Rank adds 5% to your chance of getting a Critical Hit.

Number of Ranks: 3
Requirements: TLuck: 6
When Available: Level 6

Mr. Fixit: This Perk adds 20% to your Science and Repair skills.

Number of Ranks: 1
Requirements: none
When Available: Level 12

Mutate!: You've been outside the shelter of your Vault for too long, and the radia-
tion is starting to affect you. One of your Traits changes into something else.

Number of Ranks: 1
Requirements: None
When Available: Level 9

Mysterious Stranger: From time to time, a Mysterious Stranger will appear out of
nowhere to help you. He does not appear again if he is killed in combat.

Number of Ranks: 1
Requirements: Luck: 7
When Available: Level 6




Smooth Talker: Each level of this Perk increases your Intelligence by 1, for purposes of
dialogue with other characters only.

Number of Ranks: 3
Requirements: Intelligence: 4
When Available: Level 3

Snake Eater: This Perk increases your resistance to all poison by 25%.

Rumber of Ranks: 1
Requirements: Endurance: 3
When Available: Level 6

Sniper: Head shot! Your ability to hit targets at long range and cause critical hits is
improved. With luck, any successful hit in combat is upgraded to a critical hit.

Number of Ranks: 1
Requirements: Agility: 8; Perception: 8; Small Guns: 80%
When Available: Level 18

Speaker: You are good at using your speech skills. This Perk immediately increases
your Speech and Barter skills by 20%.

Number of Ranks: 1
Requirements: None
When Available: Level 12

Strong Back: This Perk allows you to carry 50 pounds extra of equipment, over and
above that allowed by your Strength.

Fumber of Ranks: 3
Requirements: Strength: 6; Endurance: 6
When Available: Level 3

Survivalist: You've gotten very good at surviving in the wilderness. Each level of
this Perk adds 20% to your Outdoorsman skill level.

Number of Ranks: 3
Requirements: Endurance: 6; Intelligence: 6; Outdoorsman: 40%
When Available: Level 3

Swift Learner: This is a good Perk to acquire early in the game. Each level adds 5%
to your Experience Points as you acquire them.

Number of Ranks: 3
Requirements: Intelligence: 4
0 ailable: Level 3




Ranger: You are better able to slip undetected through the desert. Your chance of a
random hostile encounter is decreased.

Number of Ranks: 3
Requirements: Perception: 6
When Available: Level 6

Scout: You can see further on the World Map, increasing the area of your explo-
rations by one square in each direction.

Number of Ranks: 1
Requirements: Perception: 8
When Available: Level 3

Scrounger: You are better able to find useful items in unlikely places. The amount
of ammo you find at any given location is doubled.

Number of Ranks: 1
Requirements: Perception: 8
When Available: Level 9

Sharpshooter: You are very good at hitting targets at greater distances. Each level
of this Perk gives you a +2 bonus to your Perception for the purpose of determining
range modifiers.

Number of Ranks: 2
Requirements: Perception: 7, Intelligence: 6
When Available: Level 6

Silent Death: While using Sneak skill, if you attack another character from the
back, your hand-to-hand damage to that character will be doubled.

Fumber of Ranks: 1
Requirements: Agility: 10, Sneak: 80%
When Available: Level 18

Silent Running: This Perk allows you to run while remaining in Sneak mode.

RNumber of Ranks: 1
Requirements: Agility: 6, Sneak: 50%
When Available: Level 6

Slayer: You are truly deadly at hand-to-hand cqmbat. All of your hits are automati-
cally upgraded to critical hits.

RNumber of Ranks: 1
Requirements: Agili
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Ol" Slim is an old-timer from
the Fallout world who provides
you with honest, frank advice
based on his vast experience.
You'll find his notes from time
to time throughout this book!
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