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INSTALLATION

Thank you for purchasing Fallout 2: A Post Nuclear
Rol e Playing Gane from Interplay Productions. You
are about to enter a world of nutants, radioactivity,
big guns and vacuum tubes. Before you can start

pl ayi ng, you need to install Fallout 2 on your
conputer and do a very sinple setup procedure.

BEFORE YOU BEGIN

You should have the following in your Fallout 2
survival Kkit:

* Fallout 2 Gane CD- ROM

* The Fal |l out 2 Manual

* Interplay Productions Reference and
Troubl eshooti ng Qui de

The basic requirements to run the game are:
* | BM or 100% conpati ble Pentium™ 90 w 16 Megs
of RAM
* Wndows®95/ 98/ NT w DirectX 3.0a or higher
* DirectX certified SVGA card
* 4X CD-ROM drive
* 100% Conpati ble Mcrosoft Muse required
* DirectX certified sound card

WINSS /98 /NT INSTALLATION
INSTRUCTIONS

If you have Wn95/98/ NT installed on your conputer,
you should install the Wn95 version of Fallout 2.
Direct X nust be installed prior to running SETUP.

To install the Wn95/98/ NT version of Fallout 2,
foll ow these steps:

(1) Insert the Fallout 2 CD-ROM into your CDROM
drive.
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(2) I'f you have Autoplay enabled, then you will
shortly see an Autoplay menu. dCick on the
Install button.

(3) I'f you do not have Autoplay enabled, open the
CD- ROM and doubl e-click on the SETUP icon.

(4) I'f necessary, you will need to instal
DirectX 3.0a or higher. You can install it
fromthe Autoplay menu, or run DXSETUP. EXE
fromthe DirectX directory on the CD ROM

To Uninstall, go to the Control Panel ->
Add/ Renove Prograns, select FALLOUT 2 and click on
the Add/ Renpbve button. The uninstaller only
renoves the files installed by the installer. Any
files created after install (config files, save
ganes, etc.) nmust be renoved by hand.

README FILE

The README. TXT file on the CD contains up to date
information that was not available when the manua
went to press. W suggest you view the README to
get the latest information and changes. You can do
this fromthe Wn95/98/ NT Autoplay menu by clicking
on the View Readme button.

6 — $50.00 PENALTY FOR PRIVATE USE.
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INTRODUCTION

The one good thing about
growing old is that you get
* your way. The new | eaders of
the Tribe (they refuse to call
t henmsel ves El ders until | have
passed on, which should be soon, if
["m lucky) want me to record ny
know edge for future generations.
Bah! What know edge they need is
to be found with sweat and bl ood,
not some letters on a page. But
the future is a great unknown,
and they may have a point. To
make them happy, 1've witten
down what | feel will be
inmportant. (The inportant words
being “what | feel wll be

i mportant.”)

They want me to wite ny
menoirs. Fine. [I'll doit.
¢, But as the song goes, I'Il do
it my way. And I'mold
enough that | will get nmy way.

$50.00 PENALTY FOR PRIVATE USE
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The Vaults
OTES Li ke all of the original
menbers of the Tribe, |
Taa War cane from the Vaults.
I KAQW LTTLE ARIUT THE Bef ore t he \Mr t he
) 1
War, sur @ ocasy'T government of the United
rescsy rurrer. A st States, which nunbered
OF PESHE DED wHEM A in the thousands of

(T F ATIMC RIMBS WEAMT Vi Ilages, and had many,
SFF AMD NEARLY DESTRIYED  many tribesman per

S SR Te o village, paid to have

SRR oSty WdcEe (Y these huge holes dug in

PRTSIEBSAE aasy) HER mount ai ns and huts of

IASIAEE THE WSRST Teivs netal and stone built

possecs.  Arome somes underground. There were

WERE WARSE  THAN THATS many Vaults. Some were
- close to cities, and

sone far away. These Vaults were to be used as
safe places in case of atomc war. As you may
guess, when the War cane your ancestors made it to
a Vault. Vault-13 to be specific.

For several generations, your ancestors and m ne
lived within the Vault. As best as they could
figure, it was too dangerous to try and |eave the
Vault. They grew their own food, recycled their
wast e, read, worked, slept, had famlies, and even
purified the necessary water within the Vault. |
was born in the creche, and was raised by the
conmunity (and a robot). It was a good life, but
all good things come to an end. About three
generations after the War, the water-purification
chip the Vault relied on to create the fresh water
broke down. All the spare parts were mssing or
busted, and wi thout the water-chip the Vault was
dooned. Sonething had to be done

The Overseer gathered the healthy of us between
a certain age and made us draw straws. (Quess what?
| drew the short one. Wuldn't be nmuch of story if
| didn"t, would it?

| left the Vault the next day.

8 — $50.00 PENALTY FOR PRIVATE USE.
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Life on the Outside

My first few days were harrowing to say the |east.
| fought off sone giant nmutant rats that were nore
interested in eating ne than they should have been.
My only clue was the | ocation of another Vault,

nunber 15. | spent a couple of days stunbling
t hrough the desert before | canme upon a snal
settlenent. | stopped there for help, and

encountered the little town called Shady Sands. |
hel ped them and they hel ped ne. Understand that
survival requires that you work together, even wth
people you may not trust. | did earn the trust,
however, of two prominent citizens of Shady Sands -
Tandy, and her father, Aradesh.

Wth their know edge, and the help of a man
called lan, | continued on ny way to Vault-15. The
ruins of Vault-15, to be nore specific. Ravaged by
the el enents, scavengers, and tine itself, Vault-15
was no help for nmy people. The control room that
contained their water-chip was buried under tons of
fallen rock, and | had to nove on

After a small problem with sone Raiders, who
woul d continue for years to plague not only nyself,
but the Tribe, | found nyself in Junktown. It was
here that | learned the nost inportant rule of all:
doing a good thing sonetinmes nmeans being a very bad
person. M nenories of Junktown are tainted, and
feel no renorse for ny actions in that place. It
was there that | cane across a dog, who adopted ne
and was ny faithful friend fromthere on. | mss
Dogneat to this day.

Wil e Junktown was a city of traders (and
traitors), it did not have a water-chip. | was not
desperate yet, as there was still tine for ne to
recover the chip and return to ny home, but |
needed to nove on. Fortunately, they pointed ne in
the direction of the Hub, the largest city in the
wast el and.

The Hub was a larger city than both Junktown and
Shady Sands conbined. You could drop the Vault in
there, and you probably would not notice. But the
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people of the Hub had no life, and it was a
desol ate place just the sane. It eased ny nind
however, to hire sone nerchants to bring water to
the Vault. Looking back, it was probably a nistake
to do so, but | was still innocent of the evils
that lurked through the ruins of civilization.

A small clue led me to the city of the ghouls,

the place they called Necropolis. It was there
that | encountered large nmutants, arned with
weapons of an unknown origin. It is with heavy

sadness that | say that lan lost his life in the
city of the dead. A super nutant burned himto
death with a flamethrower. The passage of tinme is
no proof against the nmenmory of burning flesh. His
sacrifice was not in vain, as | did find the water-
chip buried beneath the city. It was with easier
steps that | returned to Vault-13.

Enemies of the State

Wil e the Overseer was obviously happy to see ne
returned to the Vault, alive and with the necessary
wat er-chi p, he was distrought at ny description of
the super nutants. It is here that | realized the
m stake | had nmade with the water-nmerchants. | had
pointed them and others, in the direction of our
honme. Wthout the protection of anonymty, the
Vault could easily have been destroyed. The

know edge of the fate of Vault-15 did not help.

The Overseer tasked nme with a new mission. Find
and destroy the danger of the super nutants.

Once again, | left the Vault. This tine, it was
was easier on ny heart. Looking back now, |
realize it was also the first tine | should have
seen the true hearts of the other vault-dwellers
and the Overseer.

| returned to the Hub, |ooking for clues. Sone
time was spent there, and | discovered a shady
underwor |l d anongst the hustle and bustle of that
large city. They thought they could manipul ate ne,
but | proved them wong and used the crooks
instead. | did rescue a young nman who bel onged to

10 — $50.00 PENALTY FOR PRIVATE USE.
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the Brotherhood of Steel. A few trouble-makers
tried to stop ne, but | |earned nuch about surviva
since |leaving the Vault.

It was in ny best interest to |eave town for a
while. | journeyed to this Brotherhood. Thinking
they woul d have the knowl edge | sought, | tried to
join them They required me to go on a quest
before they would let ne in. Thinking it would be
a short and easy quest, | agreed and set off for
the place they called the Gow  The horror of
atomi c war was never so obvious to me until then.

The Brotherhood was surprised to see nme, and
even nore surprised to see that | had not only
survived their quest, but succeeded. They gave ne
the information |I required and sone of their
technol ogy, and | set off in search of the Boneyard

On ny way, | took a detour and stopped by
Necropolis in order to see sone old friends.
Unfortunately, that place was now truly the city of
the dead. Al the ghouls had been sl aughtered.
Large nmutants roaned the streets. | found one
survivor who told ne that the nutants had attacked
shortly after | had left. Before he died, the ghoul
told me that the mutants were | ooking for pure
strain humans, and one in particular. The ghoul’s
description of the nutants’ special target fit ne
perfectly. It was with a heavy heart and a cold
burning on ny soul that | continued on to Boneyard.

The Master

The city of Los Angel es

nust have been the | argest

in the world before the VWar.
The LA Boneyard stretched
forever, the skel etons of
bui | di ngs |ying under the hot
sun. Not even the wind entered this

dead city.
I found many enenmies, and a few friends, in the
Boneyard. | killed when necessary and | earned nore

about the nature of nmy true foes.

11
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Deep under the ground, | found an evil that was
behind the nutants and their arny. Wthin a dark
and forbidding Vault, where the walls dripped with
human flesh, and the scream ng of dying echoed

through the halls, | found many evil creatures and
mut ant s.

Wal ki ng anmong the nisshapen ones, | killed one
of their servants and took his clothing. Hidden
from casual searches, | nmade ny way to the bottom

of the Vault. The deeper into the Vault | went,
the nore gruesome the journey. Mre and nore flesh
was to be found, integrated into the very walls.
The worst part of it was that the flesh was still
alive, and even aware of ny presence

After a while, | found nyself in the presence of
the nost hideous sight yet. | still cannot bring
nyself to wite of this discovery, but let it be
known that when | left, the Beast was dead and the
Master of the mutant army was no nore.

The Vats

My job was still not finished, for |I still had one
task remaining. The Master had literally built his
arny one nutant at a tinme. Humans, preferably with
little radiation damage, were to be captured and
sent to the Vats. There they were dipped in
sonething called FEV, which transforned theminto
the large, grotesque mutants.

| had to find these Vats, and put them out of
action as well, lest another take the Masters place
and continue to build the nmutant arny.
Fortunately, ny friends at the Brotherhood had a
few clues, and hel ped nme reach ny goal

Invading the Vats, | came across nore nutants
and robots. None could stand in ny way. | had a
mssion. | had a goal. | had a really large gun.
It was here that Dogneat fell, a victimof a
powerful energy forcefield. | mss that dog

| destroyed the Vats that day, and with it, the
nmutant arnmy. The last | heard, they splintered and

di sappeared into the desert.

12 — $50.00 PENALTY FOR PRIVATE USE.
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My Return to Vault-13

I was not treated to a heroe’'s wel cone when
returned to Vault-13. The overseer net ne outside
the massive Vault door, and told nme point blank
that while ny services to the Vault will always be
renmenbered, he could no longer trust ne or what |
had becone. He said sonething along the lines that
| had saved the Vault, and now | mnust |eave

Bast ar d.

So, | left.

The days and weeks that followed were hard on
ne. | had nmet few true friends outside the Vault,

and they had died following ne. Now, ny famly had
ki cked me out and said that | could never return
| screaned. | cried. Slowy |I cane to realize
that the Overseer nmay have been correct. | had
changed. Life outside the Vault was different, and
now |, too, was different. But | have never
forgiven himfor doing what he did to ne.

| wandered the desert, but never noved far from
the mountains that shielded the Vault fromthe rest
of the world. Perhaps | wanted to return, and
force ny way in, or plead for themto take nme back.
Fortunately, it did not come to that. | found a
few wetched souls, a snmall group of Vault-
dwel | ers, who upon hearing of what happened to ne,
had decided to |l eave the Vault and join ny side.
They knew little of the outside world, and would
have died if it were not for ny assistance

Toget her, our little group noved north, away
fromthe Vault, and away fromthat old life.
Slowy, | taught them what experience had taught
nme. And together we learned to thrive

The Tribe

Over time, our ragtag group turned into a tribe. |
fell in love with one of them and we raised a
famly, like all of our tribespeople.

We founded the Village, beyond the great cliff.
It is a secure hone thanks to our hard work. W
woul d send scouts back towards the Vault, to help

13
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ot hers who thought |ike ourselves, but that slowy
cane to an end. W no longer head in that
direction. | often wonder what becane of Vault-13
and the other Vaults, but | never had the tine to
go exploring again.

| taught the others the skills they would need
to survive and grow strong. Hunting, farmng and
other skills to feed us. Engineering and science
to build our homes. Fighting to protect what was
ours.

My love and | led the village and the Tribe
The Tribe grew, and grew strong with our help. But
all things cone to an end. CQur sons and daughters
are now the leaders. |1'msure that the Tribe wll
continue to grow strong under the |eadership of our
chil dren.

My | ove perished years ago, and not a day goes
by that | do not think of Pat’s
face. | see it everytime | |ook
at our children. This journal is .
our legacy to them to their
children, and to the rest of
the Tri be.

That is ny story, and |
am sticking to it. -

- The Wander er

14 — $50.00 PENALTY FOR PRIVATE USE.
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INTERFACE
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Main Menu

When you start Fallout 2, after watching the
i ntroductory novie, you will see the Main Menu.
This is probably the single nost inmportant screen
in the entire game, since without it you can't
actual ly start playing.

Select fromthe foll ow ng:

INTRO - Replay the intro novie. Use this to anaze
your friends.

NEW GAME - Start a new gane. Create a character,
or select a pre-generated character, and start

playing Fallout 2 fromthe very beginning. |If you
have just installed Fallout 2, or you have never
saved a ganme, you will need to press this button.

See page 16 for nore information on starting a new
gane.

LOAD GAME - Once you have started a gane and saved
it in order to return to it at a later date w thout
having to start a conpletely new gane, this is the
button for you. Pressing this button will take you
to the Load Gane screen (see page 78), where you

can select fromany of your previously saved ganes.

CREDI TS - Press this button to see a list of the
fine people who have brought you Fallout 2. Your
enjoynment is all they have thought about!

EXIT - Pressing this button will return you to your
normal operating system You will not be asked to
confirmthe exit when you press this button. Zap!
One second you are playing Fallout 2, the next
second you are back to work. Life just isn't fair.

Al so displayed on the Main Menu screen is the
current version nunber of the gane. Check the
Interplay website (see page 156) for the nost
recent version.

16 — $50.00 PENALTY FOR PRIVATE USE.



Starting a
New Game

When you first start
playing Fallout 2, you
will need to start a
new gane. This wll
start you off with a
new character at the
begi nning of the story.
A character is a
representative of you,

the player, in the
story. The character
will be your alter-ego,

and follow your

conmands and pay the
consequences for
character

PROPERTY OF VAULT-TEC

t hose acti ons.
is the single nost

NOTES

RPASS A MG N FALLQL{T
2 Ry PRESSMS THE SPAca
RAR QR TH& ES C K&y .
yaz,{ SHAULD AT D THIS
UAMNTIL QY HANE VEWED THE
MHMIVE AT (LEAST rcs.
T rooRTANT  MESRAATON 2D
BRACKSRIUAD  STIRY IS
QFTEN CIMNEYED YA A
rve.  Basmas, THey
(VK SAQAD.

J"‘J-

Qbvi ously, your
i nportant facet of the

gane and you shoul d spend sone tine decidi ng what

pl usses and ni nuses,
to you.
When you click on NEW GAME from the Main Menu,

you will
screen wil |
generated characters

pre-generated character,

summary of their
bi ogr aphy.

choose from

and we’ ||

see the character
al ways display one of
Besides a picture of the

you will
primary statistics and their
You have four

$50.00 PENALTY FOR PRIVATE USE

kind of character to play.
The deci sion about your
character is the nost
i nportant decision you
have to nmake at the start
of the gane.

There are two ways to
deci de on a character:
sel ect a pre-generated
character or create your
own. Both ways have their
| eave the choice up

sel ection screen. Thi s

three pre-
see a brief

choices on this screen to

17
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NEW CHARACTER - Co

OTES i mmedi ately to the character
N creation screen and do not
Vou can start the game until you are
USE THE (LEFT AVD done there. This basically
RSHT  ARRW  BUTTINS gi ves you conplete contro
UNDERMEATH  THE of your character, but at

CHARACTER PIRTRAT TS  the cost of a little nore
CHAMNSE BETWEEw THE  time before you can begin
THREE PR&E-SEVMERATED  playing. Sonme players like
CHARACTERS . to investigate the gane a

little with a pre-generated
character and then restart
and create their own
character then. Mbre
advanced players can junp right into the character
creation screen. This is probably the nost
enmotionally satisfying way to select a character.

See page 20 for information on the character

creation screen.

=

SELECT CHARACTER - Take the currently selected pre-
generated character and start the ganme inmediately.
This is the fastest choice, as it will get you into
the game in the shortest anmpbunt of time. This
choice is reconmended for beginning players. See
page 19 for a brief bio on each of the pre-
generated characters.

MODI FY CHARACTER - Take the currently selected pre-
generated character and go to the character
creation screen. This is a conprom se between NEW
CHARACTER and SELECT CHARACTER. Once on the
character creation screen, you will see the
statistics and skills of the pre-generated
character. You can then nodify that character to
suit your own nefarious needs.

CANCEL - Return to the Main Menu without starting a
new game or selecting a character.

18 — $50.00 PENALTY FOR PRIVATE USE.
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Pre-generated Characters

If you don't want to spend a lot of tine at the
begi nning of the game before you get to play, then
start here. Pick one of the three pre-generated
characters and hop right into the action. Some
players will want to experience the ganme for a
little while before creating their own character,
and others will want to see the game to conpletion
using any character. These three characters are
all capable of finishing the Fallout 2 adventure.
Pick the character that you like the nost and start
pl ayi ng i nredi at el y!

Mingan

M ngan’ s whi sper-soft
tread and acquisitive
fingers have always aided
his natural curiosity.
Several years ago the tribe
decided that Mngan's talents
woul d be best used on
soneone el se. Since then M ngan has been the
tribe's nobst acconplished scout. However, the tents
of nearby tribes provide little challenge these
days. It's time to scout farther afield.

Mngan is a thief character. Players that would
like to sneak around, and “liberate” itens from
ot her characters should sel ect M ngan

Chitsa

Chitsa has al ways been
able to convince others to
do things her way. Her
Wi nni ng personality and
stunni ng good | ooks, have
often caused others to
underestimate the tribe’'s
best trader. In the course
of her frequent journeys, Chitsa has |earned to dea
with the perils of travelling the Wastes. Now the

19
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tri be needs help and new paths beckon to Chitsa.

Chitsa is a diplomat character. |f you would
like to talk to people and wing the nost information
fromthem wi thout having to resort to violence al
the time, then you should select Chitsa.

Narg

Narg' s exceptiona
physi que has made hi m one of
the best hunters in the
tribe. Narg's first, and
usually only, inpulse is to
crush anything that he can’t
figure out. Narg has becone
qui te adept at crushing, and
slicing, and dicing. Narg
would like to prove his worthiness to |ead the
tribe and he’ll let nothing stand in his way.

Narg is a barbarian fighter. |If you want to
cause the nost danmge, select Narg.

Modifying Pre-generated Characters

From the main nenu, one of the options is to MOD FY
CHARACTER. This will let you load the statistics
for the currently selected character into the
character creation screen. Here you can nodify the
character to your heart’'s content, or just |ook at
the character detail.

Creating a Character

The other option is to create your own character
fromscratch. Using the character creation screen
you will make choices that will determ ne how your
character will start the gane.

For nmore information on character abilities, see
the Character chapter and the foll ow ng pages:

Primary Statistics Page 22

Derived Statistics Page 24

Tag Skills Page 28

Traits Page 26

R0 ————— $50.00 PENALTY FOR PRIVATE USE
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You can also click on
any el enent of the
character screen to get
nmore information fromthe
info card in the | ower
right hand corner of the
screen. |f you want
details about any
statistic, skill or trait,
simply click on the part
in question. The card will change to show you a
graphic cartoon of the statistic, skill, or trait
and you will get a small text description.

How to create your Character

The easy way to create your character is to follow
sone sinple steps. The character editor does not
require that you follow of all these steps in order,
so you can branch out and neke little tweaks as you
wor k on your character.

Think of a concept for your Character.

Select the Primary Statistics.

Select up to two Traits.

Choose three Tag Skills.

Sel ect the sex of your Character.

Adj ust the age of your Character.

Type your Character’s nane.

Save your Character for future reference or
changes.

9. Start the gane!

N RWNE

Character Concept

Start with a brief idea of what your character
shoul d be. Deternine what kind of character you
would like to play. Should the character be male
or female? Strong or weak? Smart or dunb? CGood
with ranged weapons, nelee weapons or nmartial arts?
The answers to these questions, and others, wll
determ ne your character concept. Sone characters
are very specialized, others will be good in many
different skills and be generali sts.

Rl
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Primary Statistics

Adj usting the seven
primary statistics wll

gi ve you the npbst contro
over your character. See
page 22 for nore detail ed
i nformati on on prinmary
statistics.

ST - Strength - The physical strength of your
character. This statistic affects your ability to
carry inventory itens, do damage w th nel ee weapons
and use powerful weapons effectively.

PE - Perception - The ability to see and hear. A
hi gh Perception is critical for sharpshooting
characters.

EN - Endurance - How tough your character is.
Characters with a high Endurance can take nore
damage, and they are nore resistant to poi son and
radi ation.

CH - Charisma - The ability to | ook good and act
charmng. |If your character has a good Charisna,
it will nmake your relationships with non-player

characters (NPCs, see page 85) in the gane easier

AG - Agility - How well your character noves. How
far you can nove in conbat is directly related to
the Agility score of your character. It wll also
affect the rating of many physical skills.

IN - Intelligence - How bright and smart your
character is. The nunber of skill points you get
each experience level, and the starting ratings of
many nmental skills, is based on your character’s
Intelligence.

LK - Luck - This is the nost unusual of all of the
primary statistics. It covers nothing at all, a

P
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little bit of some things

and everything. Al at OTES
once. Luck affects many N
things in tiny anounts. Ciek Tue
sMpLL T AMD -
You start with a base of BUTTINS NMEXT T A
5 points in all of your STATMSINE  CEVEL  MSE

primary statistics. This is TS ADIUST THE
average. Primary statistics STANSNE.

are valued from1l to 10,

with 1 being the worst and

10 being the best. The

following chart will give

you an idea of the

di f ferences between the

various |evels.

1) Very Bad
2) Bad

3) Poor

4) Fair

5) Average
6) Good

7) Very Cood
8) Geat

9) Excellent
10) Heroic

You also get 5 free CHAR PO NTS that can be
spent on your primary statistics. You nust spend
all of these free points before you can start the
gane. You can spend these free points in one
statistic, spread them out over several statistics
or in any conbination you desire.

If you need nore points, since you may want to
i ncrease nore than one or two statistics to higher
| evel s, you can always decrease any number of
statistics. You cannot lower a statistic below 1
Any free points gained from | owering your
statistics will appear in the CHAR PO NTS di spl ay.
You nust al so spend these points before you can
start the gane.

$50.00 PENALTY FOR PRIVATE USE
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Lowering your statistics is a drastic mneasure,
however. It should be considered with care
Lowering your Intelligence below four, for exanple,
can have serious consequences on what your character
can say to other people in the Fallout world.

Adj usting your primary statistics is the single
nost controllable thing you can do during character
creation to define your character. The initial
| evel of your skills, the derived statistics, and
what you can excel at during the beginning of the
gane are based on your primary statistics. Choose
wisely, as it is very difficult, if not inpossible
to permanently nodify your primary statistics after
you are finished creating your character. Your

skills will increase, and you wll gain equi prent
that will allow your character to do different
things, but your primary statistics will rarely

change in any meani ngful way.

Derived Statistics

Derived statistics are based on one or nore primary
statistics. Wiile you cannot directly adjust a
derived statistic, as you adj ust .
your primary statistics, you wll HIt Ponts 38,38
see the values of the derived
statistics change. See page 88 for
nore information and detail about
all of the derived statistics.

HP - Hit Points - The anount of ‘..j.-m.-c;uss 3
Action Points

damage your character can take Carry Weight 158
before buying the farm croaking, et
taking a long dirt nap, and | Poisan Res.

. . . Rodiotion Res.
ot herwi se exiting the corporeal Sequence
world. Based nmostly on Endurance, il Biilhal B

but nodified by ST as well.
Fortunately, as you inprove and gain
experience levels, you will also gain nore hit
poi nt s.
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AC - Arnor Class - How likely you are to be hit in
conbat. Slightly different than Danage Resistance
(see below). High ACis better than |low AC. Based
strictly on Agility.

AP - Action Points - How much you can do in a
single turn of conbat (see Conbat, page 118). The
hi gher the nunber, the better it is. Based solely
on Agility.

Carry Weight - The total anount of equipnment you
can lug around the world. Characters with high
Strength scores can obviously carry nore than
characters with low Strength scores.

Mel ee Damage - How nuch bonus damage your character
does with nel ee weapons or in hand-to-hand conbat.
Bigger is better. Based on Strength.

DR - Danmage Resistance - If you do get hit, how
much | ess danage to you take conpared to the next
fellow H gher DR nmeans you take | ess damage.
Starts at 0% and goes up fromthere. Not based on
any primary statistic.

Poi son Resistance - How nuch danmage you take from
poi son attacks is based on this derived statistic.
The | arger your poison resistance, the |ess damage
you take. Based on Endurance.

Radi ati on Resistance - The |arger your resistance
to radiation, the |ess damage you will take when
exposed to it. Based on Endurance.

Sequence - This statistic determni nes when you get
to take an action in a conbat turn. It is based on
your Perception.

Heal ing Rate - How nany points of damage you heal
when you rest. Based on Endurance.

28
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Critical Chance - The chance of causing a critica
bl ow, and doing sonme form of additional danage, is
based on this statistic. This statistic is based
solely on Luck.

Traits

Traits are characteristics that better define just
exactly who your character is. They don't really
fit into a single statistic or location, but are

instead just called Traits. They all have a good

and a bad inpact on your character. |f you want the

good side of a Trait, you must take the bad with it.
Fortunately, Traits are optional. You do not

have to take a Trait to finish your character. |If

you do want to select Traits, you nmay select up to
two. You nust do this during character creation,
since you cannot select a new Trait once you start
t he gane.

To select a Trait,
click on the small button
next to the Trait nane.
Select Traits will be
hi ghlighted. dick the
button of a highlighted
Trait to deselect it. You
can have at nobst two Traits selected at a tine.

Fast Metabolism - This will increase your Healing
Rate, but reduce your radiation and poison
resi stances.

Brui ser - This increases your Strength, but |owers
your Action Points. Popular with the nean and
nasty crowd.

Smal | Frame - At the cost of a reduced carry

wei ght, you gain sone Action Points. You will not
be able to carry as nmuch inventory, and this can
have a major effect after the beginning of the
gane.
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One Hander - You are nore likely to hit with
smal | er, single-handed weapons, and less likely to
hit with larger, two-handed weapons.

Fi nesse - You do | ess danmage, but have a greater
chance of doing a critical hit.

Kam kaze - You act before other people, since you
have a hi gher Sequence, but you | ose sonme Arnor
Class and are easier to hit.

Heavy Handed - You do nore damage in nelee or hand-
to-hand conbat. And while you have the sane chance
to cause a critical hit, your critical hits are not
as good as the next fell ow

Fast Shot - You can use a projectile or thrown
weapon nore often each conbat turn. The AP cost to
use a weapon is reduced by one. Unfortunately, you
cannot make targeted shots if you have this Trait.
You will not even be able to switch to targeted
shot node if you are a Fast Shot.

Bl oody Mess - This has no real ganme effect, beyond
the fact that you will always see the bl oodi est way
a person can die. This is based on the setting of
the Violence Level in the preference screen (see
page 77.)

Jinxed - Everyone in the gane is nore likely to
have a critical failure when fighting. That
i ncl udes you, too.

Good Natured - Your combat skills start |ower than
normal, but your skills in First Aid, Doctor,
Speech and Barter start higher.

Chem Reliant - Your chance to be addicted when
using a Chemis higher, but you recover faster.

_7
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Chem Resi stant - Chens

ES only affect you half as
NOT | ong as normal, but your
7

S sciceT A chance to be addicted is

SKLL TS 72@, click THE reduced by half as well.
SHALL RUTTIN NEXT T

E e E, e Sex Appeal - This trait
RUTTON Wil RE LTy AVD i ncreases your chance of
THE skl wmAME havi ng a good reaction
HSHLUGHTED . Ts with nenbers of the
DESELECT THE sKiety, v opposite sex.

cAsE U whrT TS Tas Unfortunately, this trait
AVSTHER sk, swiey cuek tends to annoy menbers of
THE RUTTON ASAN. your sex. Jealous twits.

Skilled - The trait

i ncreases the nunber of
skill points you receive every new | evel of
experience. The cost is that it takes longer to
gain Perks, additional abilities, that also cone
from earni ng experience |evels.

F Y

G fted - You have nore innate abilities than nost,
but at a serious cost. Al primary statistics are
i mproved, but at a cost of |owered base skills and

a reduced nunber of skill points as you advance in
experi ence | evels.

[ ]
Tag Skills
Skills are learned abilities. You will be able to
i mprove your Skills as you gain experience and
learn nmore. All skills have a skill |evel

expressed as a percentage. The higher the skil
level, the nmore likely you are able to succeed at
using the skill.

Tag Skills define what skills you are especially
good at. They are specializations. You nust
select three Tag Skills before you can |eave the
character creation screen.

Selecting what Skill to Tag is inportant. Tag
Skills get an inmedi ate +20% bonus, and nore

28
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i mportantly, inprove faster than normal skills.
VWhen you gain experience levels, you will gain a
nunmber of skill points to spend. Each skill point
i s doubl ed when spent on a Tag Skill. See page 111
for a detailed explanation of gaining experience
| evel s and skill points.

For nmore information about the various skills,
see page 91.

Smal | Guns - The use of pistols and other small
firearns in conbat. Based on Agility.

Big Guns - The use of bigger firearns and other
massi ve ranged weapons. Based on Agility.

Ener gy Weapons - Using energy weapons in ranged
conbat. Based on Agility.

Unarmed - Using your fists and feet in hand-to-hand
conbat. Based off of the average of Strength and
Agility.

Mel ee Weapons - The use of nel ee weapons, |ike
kni ves and spears, in battle. Based on the average
of Strength and Agility.

Throwi ng - How well you can aim a thrown object.
This is used with grenades, thow ng knives, and
ot her tossed weapons. Based on Agility.

First Aid - The healing of minor wounds. Based on
Perception and Intelligence.

Doctor - The healing of major wounds, and crippled
or broken bones. Based on Perception and
Intelligence.

Sneak - The art of noving silently. Based solely
on Agility.

29
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Lockpick - How skilled you are in defeating |ocks
and ot her mechani snms designed to keep you out.
Based on Perception and Agility.

Steal - The skill of acquiring what is not yours.
Can be used to steal itenms off of a person, or to
give a person an item wi thout them knowi ng about

it. Based on Agility.

Traps - The skill in spotting and disarm ng traps.
Also used to set traps and expl osives. Based on
Perception and Agility.

Sci ence - Know edge of all things scientific, like
chem stry and conputers. Al so includes know edge
of machi nes, but not how to repair or jimmy them
Based only on Intelligence.

Repair - The practical side of the Science skill.
How to fix (or break) machines and other man-made
devices. Based on Intelligence.

Speech - How well you can talk to other people. A
hi gh speech skill can inprove your chances of

tal ki ng people into doing what you want them to do.
Based off of Charisna.

Barter - The skill of trading itenms. A good Barter
skill will allow you to trade |ess and get nore.
Based on Chari sna.

Ganbling - The skill of cards, dice and other
ganbl i ng ganmes. Based only on Luck.

Qut doorsman - The know edge of plants, aninmals and
l[iving in wide open areas. Based on Intelligence
and Endurance.

Name, Age and Sex

Cick on the NONE button in the upper left hand
corner of the screen to change your name. You

30
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cannot change your name once you

start the game, so pick sonething NOTES
ot her than NONE, the character
with no nane.

Your nane is the key to your
character. The name you pick
shoul d represent the concept
behi nd your gane.

Your character’s age and sex
will also define your character.
And these attributes will have
m nor effects in the game world.
Sone non-pl ayer characters will react differently
to your character if your character is nale instead
of female. Age, on the other hand, will rarely
af fect your character and there is no difference
bet ween ol der or younger characters. There is no
penalty for growing too old, either, in the gane
wor | d.

Finishing your Character

Once you have spent all of your character points on
your primary statistics, selected any optional
Traits, selected your three Tag Skills, set your
nane, sex and age, you are ready to begin.

Click on the DONE button to start Fallout 2
using this character.

Cick on the CANCEL button if you want to return
to the character selection screen. The current

HAT s AN
UD IINKEy RUT
)
T S STuL PRQT’J‘\-{

UMM '

-

character will be lost to tine.
Al ternatively, you can click on the OPTIONS
button, which will display a w ndow

with some options that are
avai l able only during character
creation.

Character Screen Options

These options are only available
from the character creation screen.
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SAVE - This will save the current character to a
file on your computer’s hard drive. If you click
this button, a save character w ndow will appear.

Enter a file name and press ENTER to save the
character. Use this if you want to pass the file
around to your friends, or if you want to keep a
copy of your starting character for posterity.
Once you start the gane, you cannot use the
haracter editor to nodify your character.

LOAD - dick this button to load a previously saved
character file. This will not |oad a regular save
gane. It will only load a character file saved
through this w ndow.

PRINT TO FILE - This will save your character in a
friendly, easy to read text file version. This

will allow you to post your character to the
Internet, or just print it out and hang it on the
wal ! You will be asked for a file name. Type one

in and press ENTER  Then |l ook in the Fallout 2
directory for a text file with that nane.

ERASE - If you click this button, it will erase the
current character and let you start over from
scratch. You will be asked for confirmthis
operation. For the sake of your little electron
buddi es that make up the current character, choose
wi sel y.

DONE - dicking this button will return you to the
character editor screen.

Main Game
Screen

This is the screen that you
spend the majority of your
time using. |t shows your
character and a view of the
wor |l d around him or her.

32
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The screen is divided into two sections: the
gane view and the interface bar.

The ganme view is the upper part of the screen
where the action takes place. Your character, and
t he non-player characters (NPCs) inhabit this part
of the screen. It is in the game view that you
perform nmost of your actions: noving around,
grabbing itens, talking to people, targeting eneny
critters in conbat, opening doors, exploring, and
nor e.

The bottom part of the screen is the interface
bar. You will use the interface bar to perform
gane-rel ated activities: accessing inventory,
sel ecting a weapon or weapon nobde to attack with,
accessing the character screen, selecting options,
getting feedback from the display w ndow, and nore.

Usi ng your mouse, you will perform actions using
different types of cursors.

Cursors & Action lcons The Action
%, Command Rotate Cursor
== Movement Talk Fal l out 2 uses an
¢ Targating Use/Take Acti on Cursor.to
o Skilldex show what actions
Examine can be performed

Dse Inveaniary 0n at the current

%  Imterface Bar time. There are
- Seroll Text Screen Use Skill n four basic nodes
" IIVERtory Hand Push the Action Cursor

can be in when you
are on the nornal
game screen.

Moverrent (gane view only)

Comand

Targeting (turn-based conbat only)
Hand (inventory only)
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Normal ly, the only two cursor types available in
the normal gane screen are the Myvenent and Conmand
cursors. Targeting is only avail able when you are
in the turn-based conbat node. The Hand cursor is
only available in Inventory, where it and the
Command cursor are avail abl e.

Right-click to cycle between the avail abl e
cursor types. CQutside of conbat, right-clicking
will toggle between the Mywvenent and Conmmand cursor
In conbat, the Targeting cursor is available by right-
clicking when you see the Command cursor. Anot her
right-click will cycle back to the Myvenent cursor

A left-click will performan action that is
based on the cursor type.

See Conbat, page 118, for nore information on
the Targeting cursor. See lnventory, page 45, for
nore information on the Hand cursor

Movement Cursor

The default cursor is the novenent cursor. It

| ooks like a hex. Hex is short for hexagon, a six-
sided polygon. Characters in Fallout 2 can be
facing one of six directions. The novenent cursor
will control where your character can nove to in
the ganme view. Move this cursor around the screen.
If you cannot nove to the location under the hex, a

red X will appear in the center of the cursor.
There are two ways to nove: wal ki ng and runni ng.
One of the preferences, Running, wll change the

default nove type. See page 79 for nore details
about the preferences.

Walking
If you left-click when the novenent cursor is
di spl ayed, your character will attenpt to walk to

that |ocation, using the shortest path avail able.
The shortest path to sone destinations is not

al ways the best one. |If the shortest path |ooks
dangerous to you, use small steps and wal k carefully
around that ticking box lying in the center of the
corridor with the large red BOVB letters on it.
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The setting of the Running preference nmay change
the default action of the left-click.

Running
If you press SH FT and left-click when the novenent
cursor is displayed, your character will run to the

desired | ocation using the shortest path avail able.
This assunmes that the Running preference is set to
the default of Normal. |If the preference is instead
set to Always, a sinple left-click will mnake your
character run, and you nust hold SH FT and left-click
to make your character wal k.

You can always interrupt your character while he
or she is nmoving wi th another noverment conmand.

Things that affect movement

I f your character has a crippled leg or two, see
Damage (page 131), your character cannot run
Moverent during turn-based conbat is linmted and
requires the spending of action points. Moving one
hex requires one action point.

Command Cursor

The command cursor is the way of telling your character

to interact with the environnent and other people.

Right-click until the command cursor is displayed.
Use this cursor to point to an object or person

that you wish to interact with. |If you nove the
cursor over an object or person, and let it rest
for a brief nonent, an icon will appear next to the
comand cursor. This icon will tell you what the

default action is if you left-click the nouse
button while the cursor is over this object or
person. You do not have to wait for the icon to
appear before you click! To perform the default
action, left-click once.

To perform another action instead of the default
action, nove the conmand cursor over an object or
person, and left-click and hold. You nust hold the
[ eft nouse button until a list of action icons
appears. One of the action icons will be highlighted
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Move the nouse up and down to change the highlighted
action icon. Release the left nouse button to perform
the highlighted action. The bottom action icon will
al ways be Cancel (see bel ow.)

Pausi ng the command cursor over an object or
person will also display the nane of the object or
person in the display window on the interface bar.
To get nore information about that itemor critter,
use the Examine action icon (see below as well.)

Action Icons
USE | TEM GET

Performng this action will attenpt to pick up a
snmall item (like a rock) or manipulate a large item
(like a door.) You can only pick up inventory
itens, and you can only use scenery items. |If you
have enough roomin your inventory, the itemyou
pick up will be added to the top of your inventory.
If you Get a dead body, you will have a chance to

oot them for all they were worth.
You can get inventory itens, |oot dead bodies,
and use scenery itens.

EXAM NE
Using this action will give you nore detail
about an object or person. You will get a |onger

description of the item or person, often with
inmportant information (like how much amo is |eft
in a gun, or how wounded a person appears to be.)
In the main ganme view, this long description wll
appear in the display window. In Inventory, this
| ong description appears in the character display
wi ndow.
You can exani ne al nost anything in Fallout 2.

USE SKILL ON

To use one of your active skills on the targeted
obj ect or person, select this action icon. The
skilldex will be displayed and you can sel ect one
of the skills. Some skills will not work on the
targeted object or person (trying to Lockpick a
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scream ng mad ganger is pretty silly.)
You can use this action on any object or person

that a skill can be used on.
DROP | TEM
Only available in Inventory. |If you no |onger

want to carry an inventory item especially if it
is getting a little crowded in your back pocket, or
wher ever you keep all those guns and ammo, then use
this action on an item The dropped itemwill

appear at your feet. Use this action carefully,
since the dropped item nay di sappear from that
location at a later date. |If you drop a really

inmportant item it may be possible that you cannot
finish the gane.
This works on any itemin your |nventory.

ROTATE CHARACTER

To rotate your character clockw se, use this
action icon. Every click of the nouse will rotate
your character one hex-side. There is no Action
Point cost for this action in conbat. Your
character will automatically rotate to face the
proper direction for nobst actions that you peform

This action icon only works on your character.

TALK

Use this action to start talking with an
intelligent creature, or at |east make the attenpt
to open comunication. It also works on some
conputers, but not all. |If a person has little to
say, it will appear over their head in the main
gane view. |If they want to actually listen to what
you have to say, then it will open the D al ogue
screen and you will be able to carry on an extended
conversation with them See page 64 for nore
i nformati on on the Dial ogue screen

This action icon works on people, intelligent
creatures and sonme conputers
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USE | NVENTORY | TEM ON

If you want to use an item from your I|nventory
on a person or object, then this action is the
fastest way to acconplish that task. When you
select this action icon on a legal target, a snall
version of your Inventory will appear. Scrol
t hrough your Inventory, if necessary, and select
the item you wish to use, and your character wll
attenpt to use it on the target. bviously, the
item nust be appropriate. Using a stinpak on a
door isn't going to do rmuch, while those | ockpicks
have little chance when used on a dog (unless it is
a really weird dog.) This action does not Barter
or Trade with a person. You nust do that through
t he Di al ogue screen

This action will work on people, critters and
scenery objects.

UNLOAD AMMD
If you want to renove amo from a weapon, use
this action icon. It will work in the Inventory

screen and the | oot screen, when you are pilfering
fromthe dead. You can use this action to renove
t he val uable amm from the heavy gun, or change
amo types in your favorite firearm The amm will
be added to the top of your inventory.

This action icon only works on weapons that
contain ammunition, and only in the Inventory and
| oot screens.

PUSH
Sel ect this action icon when the screen is
crowded and your path is blocked. It will ask al
nearby critters to nove out of your way. Sonme will
respond, but others, especially guards, wll not
follow your directions. |If that door is blocked by
Ivan the Slowwtted, then this is your command.
Only avail able on your character, and only
af fects sone nearby people and critters.

CANCEL
If you do not want to perform any of the above
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actions on the target, select the cancel action and
it will be as if nothing happened. This is always
t he bottom action icon.

Al ways avail abl e, from everywhere to everything.

Interface Bar

The bottom part of the main gane screen is taken up
by the Interface Bar. Don’t worry, this is a good
thing. The
Interface Bar

| ooks like this:

The Interface Bar allows you to give nany
different types of commands, and see feedback on
how your character is perfornng.

If you have a special cursor, |ike a conbat
targeting cursor, or a skill target cursor, and you
nove it over the Interface Bar, the cursor wll
di sappear and change into the normal pointer. This
wi Il cancel your weapon attack or skill use. You
will have to re-select that action if you stil
want to performit.

The Interface Bar is made up of the follow ng
conponent s:

Display Monitor - This nonitor prints out feedback
as you or other characters perform actions. These
little nessages are inportant, so try not to mss
any. Fortunately, you can scroll back to ol der
nessages by noving the cursor over the display unti
if changes into a snall arrow. At the top of the

display, it will be an up arrow and left-clicking
will scroll back to older nessages. At the bottom
of the display, the arrow points down and |eft-
clicking will scroll to the newer nessages. |If

ol der nmessages are being
di spl ayed when a new
nessage is printed, the

display will automatically
sRocks, rocks, r sl .
E\-'er'.g:uhere you look, junmp to t he nost recent
P nmessage.
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Switch Active Item Button - You can have two itens
prepared to imedi ate use. These are your active
items. You prepare these itenms in the Inventory
screen (see page 45) when you place itens into the
| TEML and | TEM? slots. This button will toggle
between the two itens, effectively changing the
Active lItem Button (see below.) If ITEML is being
di spl ayed, clicking this button will switch it to
ITEMR. And if ITEM2 is the Active Item clicking
this button will switch it to | TEML.

Inventory Button - Pressing this button, cleverly

marked I NV, will open the Inventory screen. |If you
do this before conbat, it is free. |If you do this
during conmbat, it will cost you Action Points.

Moral of the story: use Inventory outside of conbat
if you can help it. See page 45 for what you can
actually do on the Inventory screen.

Action Points - This row of lights will tell you
how many Action Points you have remai ning. Action
Points are only used in conbat, during which tine

they will glow Gowing lights mean that it is
currently conmbat and currently your turn. Wen you
use Action Points, the lights will blink off one at

a tine. Wen you get your full conplenent of
Action Points at the start of a conbat turn, the
row of lights will Ilight back up. Wile it is
possible to have nore than ten Action Points, only
the first ten Action Points are actually displayed
with this nmonitor. The lights will not start to
blink off until you actually start using your | ast
ten Action Points.

Options Button - This button will display a list of
options available as you play Fallout 2:

SAVE GAME - This button will display the Save Gane
screen, where you can save your progress. This
allows you to return to the gane at a later date or
restore any progress you have made in case of death
or Oher Nasty Things. See page 76.
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LOAD GAME - This will allow you to load a previously
saved game by displaying the Load Ganme screen. See
page 78.

PREFERENCES - This button displays the Preferences
screen, where you can alter the way Fallout 2
pl ays. See page 79

EXIT - Quit the current gane and
return to the main nenu. You may
want to save your gane before you
do this, so Fallout 2 will remnd
you before you actually go back to
the main menu.

DONE - Return to your current gane
of Fallout 2.

Active Item Button - This is where
the current active itemis displayed. You can have
two itens prepared, | TEML and | TEM2. See the
Switch Active Item button (above) for details on
how to switch itens.

Left-clicking this button will use the active
itemor weapon. Right-clicking this [arge button
will switch weapon nobdes

Besi des the graphic of the current active item
or weapon, additional inportant information is also
di spl ayed on this button.

The Action Point (AP) cost to use this item or
weapon in conbat is displayed in the |lower |eft-
hand corner. In conbat, if you do not have nore AP
than this nunber, you may not use this item or
weapon until you gain additional AP.

The node, or how this itemw |l be used, is
di spl ayed in the upper right-hand corner of the
button. You can sonetimes right-click to change
t hi s node.

4]
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Sone weapons can al so make targeted shots. If
you do not have the Fast Shot trait, you will see a
targeted shot icon appear in the |ower right-hand
corner as you switch nodes on the weapon. |If you

have selected the Fast Shot trait for your
character, you cannot make targeted shots, and you
will never see the targeted shot icon.

Ammo Bar - If the active
itemis a weapon that
requires amo, or an item
that requires charges,
then this bar will be

di spl ayed next to the
active itembutton. This
bar will give you a rough
i dea of how many shots or
uses remmin, before the
weapon or itemruns dry.

If the bar is full,
stretching fromthe top to
the bottom of the button,
then the ammo or charges
are nmaxed out. As you use
rounds of anmo, or charges of energy, the bar wll
drop. Wen you are dry, the bar wll disappear
conpl etely.

For nmore detailed information about the
nunber of rounds or charges remaining, use an
Exami ne on the weapon or item

Hit Point Counter - This counter displays your
current Hit Points (HP) remaining. The color of
the counter will give you a rough idea of your
current health:

WH TE - Heal t hy
YELLOW - Hurt

RED - About to Die

If your HP ever reach 0, you die and the gane
ends. You will have to reload a previously saved
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gane, or start the gane over fromthe very

begi nning. You should save often, and in different
save gane slots, to nake sure that you don't have

to start over fromthe very beginning. You should
nonitor this display, and use skills or items to

i ncrease your HP when they get |ow

Armor C ass Counter - This counter displays your
current Arnor Class (AC), based on your character
statistics, traits, and currently worn arnor.
During conbat, this counter will go up and down.
If you have any extra Action Points at the end of
your conbat turn, they are automatically converted
to a bonus to your AC. Don’t panic if your AC
constantly changes.

Skilldex Button - Pressing this button will display
the Skilldex wi ndow. See page 44.

Map Button - Wien you press this button, it will open
and display the Automap w ndow for the current map and
level. See page 59 for nmore information on Automaps.

Character Button - The CHAR button can be pressed
to switch to the Character screen. This is the
screen that shows all of your characters statistics
and skills. Very useful, and should al ways be used
when the display nmonitor prints a nessage that you
have gained an experience level. See page 49 for
nore information about the Character screen.

Pl PBoy Button - Pressing this button will display
the RobCo Pl PBoy 2000, a personal data assistant
that will help record infornmation about your
travels. See page 57 for details about this
wonder ful nmachi ne.

Conbat Buttons - Qutside of conbat, this section of
the Interface Bar is covered by a panel. Wen you
are involved in conbat, the panel will slide back
to reveal two conmbat buttons: END TURN, which will
end your current turn and let the next person or
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creature have a chance to
act, and END COMBAT, which
will attenpt to stop all
hostilities. The End Conbat
button will not work if
there are nearby hostile
critters that want to
continue doing bad things to you. Geen lights
around the combat buttons mean that it is your turn.
Red lights mean that soneone else is getting a chance
to do bad things.

Skilldex
Sonme skills are used autonatically. Wen you shoot a
gun in conbat, the proper gun skill will automatically

be used. Oher skills require that you actively use
them These skills are available through the Skill dex.

Cick on the Skilldex button on the Interface
Bar, or use the Use Skill On action icon to access
the Skill dex.

The Skilldex will display a list of all the
possible skills that you could use in this
situation. Not all skills will apply, so you nust
pi ck the proper skill

There are a total of eight skills that you can

choose fromon the Skilldex. Each skill nane is a
button. Next to the button is a counter, show ng
your current level in the skill on the adjacent

button. As usual, high nunbers are better and show
your percentage chance of succeeding in the use of
that skill. The skill level is before nodifiers,
so it’s possible to have a really high skill and
still fail

Cick on a skill button to use that skill. Al
skills, except for Sneak, will require you to pick
a target. |If you accessed the Skilldex through the
conmand cursor with the Use Skill On action icon
then the target has already been chosen. [If you
use the Skilldex button off the Interface Bar, you
will have to choose the target. 1In this case, the
cursor will change to a targeting cursor. Move it
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over the target, and left-

click. To not use the skill TES

after all, right-click or NO

move the cursor over the Tou con
I nterface Bar. ALSS BRESS AE

The Sneak skill does not — THRMSH & K&ys v
require a target, since you TOR KEYSSARD TS
can be the only target. Sae LS
I nstead, the Sneak skill SUSSA  WRTISIEE GRS
works like a toggle. |If ? RESSRT T7S THE
you are not sneaking, use NOERES S &
the Sneak skill to start SIS U RS
sneaking around. If you TG, ESPEbly 1€ U
are sneaking, use the GRS S Gl SRS e
Sneak skill again to stop ACSTISA - £
sneaking. Wiile you are
using the Sneak skill, a little indicator wll

appear just on top of the Interface Bar.

Inventory

The Inventory screen is used to keep track and use
items that you cone across during the course of
your adventure. It also allows you to equip your
character with itens or weapons. You are limted
in the nunber of itenms that you can carry. Every
item has a specific weight. The maxi mum nunber of
items you can carry is based on your Carry Weight
statistic. You can Examine an itemto deternine
the itens weight.

Cursors

There are two cursors that
you can use on this
screen: The Hand cursor
and the Conmand cursor.
Right-click to switch
bet ween t hem

The hand cursor wll
all ow you to pick up and
nove itens around. Wth
the hand cursor visible, nove it over an item
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left-click and hold the nouse button down. Mve
the cursor around. Release the |eft npuse button
to drop the iteminto its new |location. |If you are
noving nore than one item a special w ndow will
appear and ask you how many of the itens do you

wi sh to move.

If you nove conpletely identical itens on to
each other, they will “stack.” Stacked itenms show
only one picture, but the nunmber of items in the
stack will appear. This is nmore convenient than
having many itens take up space in your inventory
list. 1In the case of amunition, it will show the
total nunmber of rounds in all of the nagazines in
this stack. Wen you nove anmpb, you nove it by
magazi ne, not individual rounds. @uns nust have
t he exact nunber of rounds renmining, and the ambp
must be of the exact sane type. Stacking guns that
are not unloaded is rare.

Moving or Dropping Multiple Items

The picture shows the itens being noved. The
counter shows the current nunber of itens being
noved. Press the + and -
buttons to increase or
decrease the nunber of
itens being noved. You
can al so type the nunber
of itenms, up to 99999, on
your keyboard. If you are
novi ng a bunch of itens,
type the nunber instead of
using the +/- buttons.

If you want to nove all the itens, press the ALL
but t on.

If you are happy with the nunber of itens being
noved, press DONE

If you decided not to nove any itens at all,
press CANCEL.

If you use the Drop Item action icon on a stack
of itenms, you will also get this w ndow.
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Inventory Screen

The Inventory screen is NOTES
K

divided into five parts:
CHEHBER

THAT QU MHYUST RGHT™

Inventory List - This is a
list of all your inventory
itens that your character

cticKk T cHAMVGES
RETWEEN THE HAVD
ANVD ACTQA cURSIR.

i's carrying. As you pi ck o o cwi) e o

up new itens, they wll be feTon  cuRSSR  TUAT y
added to the top of the ™
. . CAN DRIPy, EXAMINEGy IR
list. |If you Use an item

. . . . S TE o
fromthis list, it wll ase Tens

automatically be used on

your character. |If you "
Exanine an item the |ong -
description will appear in the inventory screen

Di spl ay W ndow (see bel ow.)

You can use the Hone, End, PgUp, PgDn keys on
your keyboard to quickly nove the inventory |ist
fromtop to bottom and back.

The arrow buttons will also scroll the list.
When an arrow is white, the list can no |onger be
noved in that direction. Wen the arrow is colored
yel l ow, you can press it to nove the list in that
direction.

Character Portrait - This window will change to
show what arnor your character is wearing, and
weapon i s equi pped.

Di splay Wndow - This w ndow
normal |y shows the current status
of your character. At the top of
the wi ndow is your character’s
nane. Below that you find sone
nunbers and abbrevi ati ons.

ST, PE, EN, CH IN, AG LK - Your
character’s current statistics,
which will include any nodifiers for radiation,
chens or other effects.
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Hit Points - Current HP/ Maxi mum HP. \When the first
nunber drops to 0, you are dead and the gane is
over.

Armor Cass - This area shows the current Arnor
C ass (AC), Danmge Resistance (DR) and Danage
Threshold (DT) for the arnmor you are currently
wearing. The different types of DR/ DT are

Normal - Bullets, knives and other blunt or
sharp obj ects.

Laser - Damage from | aser weapons. Reflective
arnmor will have higher DR/IDT in this type of
damage.

Fire - Damage from flaners and ot her sources of
heat .

Pl asma - Damage from plasma weapons, which use
super-heated matter al nmost on the point of beconing
pure energy. Pretty advanced stuff.

Expl ode - Explosions of all types. Concussion
and bl ast dammage.

AC is the negative nodifier applied to people or
critters attacking you.

DT and DR are the amobunt of danmage that the attack
is reduced by.

The two areas at the bottom of your display
wi ndow are for your currently active itens (the
itenms in ITEML and | TEM2, respectively.) Basic
i nfornati on about the item or weapon wll be
di spl ayed, like the nane. Qher infornmation
di spl ayed depends on the object type. Wapons will
show danage, range, rounds |eft/maxi num and the
type of ammp. QOher itens will have brief
descriptions of inportant information.

Current Weight/Total Wight - The two nunbers at
the bottom of the screen show your current total
weight for all your inventory itens, and the naxinmm
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amount of weight that you can carry. You current
wei ght cannot be larger than your maxi num wei ght.

Armor Slot - Only arnmor can be placed into this

slot. Use the hand cursor to drop arnmor itenms into
this slot. Any arnor that is currently in the
arnor slot will be dropped back into your

i nventory.

Item Slots - These two slots can hold itenms such as
weapons. Other itens can be placed here and then
used fromthe Interface Bar. |TEML when enpty can
be used for unarmed punch attacks. |TEM2 when
enpty can be used for unarmed kick attacks.

There is also a DONE button. Press the DONE
button to return to the game. While you are in the
I nventory screen, tinme stops in the gane. You can
spend as nuch real-world tine as you want in this
screen, and no time will pass in the gane.

Other Inventory Actions

You can al so |oad and unl oad weapons. Drag amop of
the appropriate type to the weapon. Wen you drag
amop to a weapon, it will attenpt to load it. To
| oad the weapon successfully, the ammb caliber nust
be the sane as the gun (no fair trying to |oad 9mm
into a 10mm gun, either) and ammo type (JHP, FM))
nust be the sane. |If the weapon is conpletely
| oaded, you cannot add additional ammo, either.

Unl oad ammo from weapons by using the Unl oad

action icon. The amm wll appear in your
inventory. You can also unload amb from a | oot
screen. It is far easier to carry small bits of

amo, then big heavy guns.

Character Screen

Use the character screen to access all the

i nformati on about your character. On this screen,
you can see detailed information about all of your
character’s statistics, traits, perks, skills, and
karmc results. You will also use the character
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screen to inprove your character when you increase
in experience |evels.

You must access the character screen from the
interface bar

This section of the nanual explains how the
character screen works. For detailed information
about the characteristics (statistics, skills,
traits, perks and karmic kabobs) found on this
screen, refer to the Character Reference chapter,
starting on page 84.

The primary purpose of
the character screen is to
gi ve you information about
the status of your
character: am |1 critically
hurt? if so, where?
poi soned? how nmany
experi ence points do |
have? when do | go up a
| evel ? how many extra
skill points do | have? what are ny exact skil
| evel s? and so on

The character screen should be accessed as soon
as you get a new experience |evel

The character screen in the game is slightly
different than the character screen you m ght have
used if you created a new character or nodified a
pre-generated character. There are a couple of
i nportant differences, nost notably, you cannot nodify
your character’s statistics, and the select Trait
area has been replaced by Perks, Karnma and Kills.

And you cannot change your nanme. Hopefully, you
sel ected sonmething other than NONE and it is a name
that you Iike.

You can click on any text or object of
i nportance on this screen, and the information card

in the lower right-hand corner will change to
di splay nore information about the statistic,
skill, reputation (and so on) that you sel ected.

If your character ever gains a new
characteristic that you are not fam liar wth, use
the information card. It helps.
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Basic Info and Statistics

The top of the screen shows your Nane, Age and Sex.
On the right side, below that information, are your
current primary statistics.

| mredi ately below that information is an
inmportant little box that contains your current
| evel , experience point total, and the experience
required to gain the next level. Since increasing
your level wll inprove your skills, and
occasionally give you access to new abilities
called Perks (see page 101 for nore infornmation on
those vital and nifty powers), you shoul d nonitor
this area closely. It may be worth it to waste an
additional rat (aninmal, human or otherw se) in
order to get those last 20 points of XP.

Level - Your current experience level. The higher
the better. Increasing your level is sone tines
called “leveling”, which you can do to entire towns
if you are of high enough |evel.

EXP - Your current experience point total. You
gai n experience from solving problens, conpleting
guests, using your skills successfully, and of
course, killing Those That Stand In Your \Way. The
hi gher your current level, the nore XP it takes to
increase levels. (The next bit of info will show
you how much experience you need.)

Next Level - The total ampunt of experience you need
before you gain a level of experience. |If you ve seen
the novie, “A Bridge Too Far,” you w || understand

what it is like to |look at this val ue sonetines.

Hit Points and Medical Information

Your current and naxi mum hit points will be shown
in this area. Renenber, when your current hit
points get too low, you are in danger of dying an
early (or just unlucky) death. Be prepared, keep
healing itens ready and use your healing skills as
often as possible.
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The information under your character’s HP totals

is very inportant. It shows any critical damage
your character nmay have taken. 1In a perfect world,
they should be dull green. In this case, bright is
bad. If a line is in bright green, like the rest

of the screen, you have been inflicted by somnething
horrible and potentially |ife-threatening.

Poi soned - This neans that you have been
poi soned (by rattl e-snakes, giant scorpions from
Hel |, or Iguana-on-a-Stick that has gone bad from
sitting out in the sun too long.) Note that this
i s dangerous, but not necessarily fatal. Poison
does damage over time. The nobre poison that you
have been infected with, the longer you will take
damage. Fortunately, as the poison starts to wear
off, it takes longer and |onger to danage you
agai n.

Radi ated - Everyone in the post-nuclear world
has some anopunt of radiation. Heck, if you live on
a tall mountain, you will absorb sone rads every
year. And don’t use those new fangl ed
“M crowaves,” as they can be very bad for your

heal th. Wen you start the gane, you will have
very little to no neasurable radiation. You can
still encounter freak areas of radiation, but you

are nore likely to run into radiation-infected
creatures that nean to do you harm The nore
accunul ated radi ati on danage you have, the worse
the effect of additional radiation on your body.
Since radiation danage takes a while to truly

af fect you, you would be wise to nonitor this
characteristic. You can tell exactly how much
radi ati on you have been exposed to by using a
Geiger counter. Sone doctors may be able to treat
radi ati on damage, and there are two types of drugs
t hat can hel p.

The following are specific types of danage:
crippled limbs (or crippled eyes) that have a
detrinmental effect on your character. They can
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only be healed wth
the use of the Doctor
skill. First Aid has
no affect on this type
of damage. Generally,
you can only get a
crippled linb or eye
froma critical hit in
conbat .

Eye Damage - |If your
character takes a bad
blow to her eyes or
head, she can be
crippled in the eyes.
Until the eye damage
i s heal ed, your
character will have a
reduced Perception.
This will affect your
character’s ability to
spot things and wll
af fect ranged conbat
dramatical | y.

Crippled R ght/Left
Arm - |f your

char act er
it may be crippled.
wrist, or
case,

your

any weapons at all.

Crippled R ght/Left

Points (AP) to nove
it inmpossible to run.
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the hand that
if one armis crippled, your
use two-handed weapons.
character is in a serious hurt

Leg -
character’s |l eg may cause that
If one leg is crippled, it wll
One crippled leg al so makes

If both legs are crippled

NOTES

SEE MHESSASES M THSE
@:sDLAL/ WIANDAN TELUMNS U
THAT QY HAVE REEN
EXPRASED TS RADATQNy QY
WULD BE A wISE DLAYER TS
USE AAQITHER SAVESAME  SIST
UAMTIL Y DISCAYER wWHAT QYL
THIMG HAS REEN DINVE T
U . PAED/A’I‘/Q/V DArASE cAnv
PERMGENATELY LINWER  UR
STATISTICSy D [ DAMAS S,
QR KL U QUTRISHT . I T
ALL DEPEAMDS UV THE AHQUAT
F  RADATQN.
THEL HIST LETHAL

QTEy THAT
ArHQUAT  OF
TAKGs A
SHALL  AHQUAT F TIH&
REFIRE  THE REALLY BAD
LGFFECTS TAKE AfFF&cT . _SAVé
FTENy AVD USE THISE 7

RADATIQN STl

DFFERENT  SISTS '

takes a serious blow to one of his arns,
It could be the arm or the
is seriously hurt.

In any
charact er cannot
If both arns are crippled,
and cannot use

A critical hit to your
leg to be crippled.

cost nmore Action
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the AP cost to nove is increased even nore. Most
characters, with average amounts of APs, will
barely be able to nove with two crippled |egs.
Natural ly, having both legs crippled nmeans you
still cannot run. Non-conmbat wal ki ng speed is not
affected, but this is pretty nuch a shamto protect
your character from ruffians and ot her nogood-
doers. GCet to a doctor right quick! Well, as
qui ck as your crippled character can..

Skills

Al of your character’s skills and their current
| evel are displayed here. Your character’s current

skill point total, gained from experience |evels,
will be displayed on the Skill Point counter. You
can spend these skill points to inprove your
skills, or you can save them for use at a later
time. Since it costs nore skill points to inprove
a skill as it increases in skill level, it makes
sense to store a small nunber of skill points.

Just renenber that every skill point you store is

one that you could be using!

To spend skill points, sinply click on the skil
to highlight it and nove the skill point spending
bar to that skill. Press the + or - buttons to
i ncrease or decrease the nunber of skill points you
are spending on that skill. You cannot decrease
the nunber of skill points in a particular skill
bel ow where it started when you entered the
character screen at this tinme.

See page 115 for information about Experience
Points, Levels and new skill points.

Perks, Karma & Kills

This section of the screen contains three different
displays. Cdick on a tab to switch to that
di splay. You can choose from

Perks - This display shows your character’s current
Perks, or special abilities that you gain every few
| evel s. For nobst normal characters, every three
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levels you will have the ability to choose from a
list of Perks. Characters that have the Skilled
trait rnust advance four |evels before they can choose
a new Perk. Each Perk will appear as a separate
entry. |If you selected the Perk nultiple times to
increase the ability of the Perk, that rank wll
appear as a nhumber next to the Perk nane. dick on
a Perk to view the information card about it.

Use the arrow buttons to scroll the list up or
down if you have too many Perks to view on one
screen at the sane tine.

At the bottom of this display, you will see your
chosen traits.

Karma - As the player, you will make choices for
your character and those choices will have
ram fications. The results of your choices will be
found on this display. For good or bad, your
actions will change your character. This display
basically shows three types of information: Karma
score, town reputations and special reputations.

Your charcter’s Karma score is kind of a one-
shot indicator of the results of all the actions
you have taken up to now. A positive nunber means
that you have basically acted as a good guy. A
negative nunber means that you have been the bad
guy. Imagine it as a scale. Every good deed and
bad deed that you do, regardless if it is noticed
by the outside world, is recorded. Bad deeds w |
[ ower your Karma, while good deeds will raise your
Karma. A Karma that hovers around zero neans that
you are basically neutral, or you are like a
newborn child -- you haven’'t had a chance to prove
yourself one way or the other.

Reputation is also a neasure of your deeds, but
only if other people w tness your actions. Each

location will think of you differently, but sone
| ocations can hear about your deeds from one town
or the other, and will thusly be nodified by your

reputation in other towns. A positive reputation
is good, a negative one is bad and one that is
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close to zero is neutral. It is possible to have a
really good reputation in a town, and have a really
low Karma (in this case, you are a stinker and no
one knows about you, yet.) It is also possible to
have a poor rep and good Karma (you do good things,
but no one has noticed.)

Your character can earn Special Reputations for
doi ng actions that are really spectacular, either
good or bad. Special Reputations will nodify what
peopl e think of you, and can give you additional
positive or negative nodifiers.

Kills - This display sinmply shows the nunber of
critters (including humans) that you have slain in
battle, by critter type. |If you kill a bunch of
rats, for exanple, you can refer to this card to
see just how many rats you have killed since you
started Fallout 2. Wile this does serve no rea
pur pose, since you gain experience points for each
kill and that is recorded in a different |ocation,
it does serve as an excellent tool for bragging

ri ghts.

Information Card

This card will update to show you nore detail ed
i nformati on about the currently selected statistic,
skill, perk, trait, karm c bobble, or anything else

that is selectable on the character screen

It also has a cute picture depicting the chosen
characteristic in action. Sonetines, cute is not
the proper word to be used.

Print, Cancel and Done

The followi ng options are available at the bottom
of the character screen.

Print - Pressing this button will save the current
record of your character as a text file on your own
conputer. Show it to your friends, or post it on
the Internet. Wen you press this button, a w ndow
will appear. Type the name of the text file in
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this window. When you hit the ENTER key on your
keyboard, the text file will be saved. |If you
want, you can then copy this text file to your
printer, or open it with a text editor and print it
out from there.

Cancel - Returns to the game. Al changes that you
have nmade to this character since you entered this
screen will be lost. [If you spend sone skill

points, or if you purchase a Perk that you later
regret, press this button and, with a wave of a
magi ¢ wand, everything will be as it was!

Done - Accepts any changes that you have made and
returns you to the game. The typical way of
exiting the character screen.

The Holy RobCo PIPBoy 2000

One of the nost holy artifacts to be found in the
Fallout 2 world is the RobCo PIPBoy 2000. This
Personal Information Processor is highly sought
after since few functioning units remain. Wile
your character does not start off with this
wonder ful device, one of
your first quests will be
to retreive it.

The PIPBoy (as it is
commonly called) is a
handy device that you wear

on your wist. It stores
informati on automatically
for you, like a persona

secretary, and al so

i ncl udes a cl ock and

cal ender function for keeping track of tine.
Use the buttons on the left-hand side of the

screen to select the primary function of the

Pl PBoy. Al other comands will be entered

directly on the screen of the PIPBoy. You can

click on nost lines of text to get nore

i nformation.
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Functions of the PIPBoy 2000

The various functions of the PlIPBoy are described
bel ow. Renenber that none of these functions are
avai l abl e until your character finds the Pl PBoy.

The Clock and Calender

The upper |eft-hand corner of the PIPBoy screen
shows the current date and tine. The date is shown
in Day: Month: Year format. The tine is shown in
mlitary tinme, a 24-hour clock. When a 24-hour
clock is used, an AM or PM notation is not

required. Between 0000 and 1159 are the norning
hours, 1200 to 2359 are the evening hours. 1300 is
the same as 1 o'clock in the afternoon. 1800 is 6
o’ cl ock, and so on.

The button between the date and the tinme is an
alarm clock. Press this button to show a |ist of
timer settings in the main display. Select one of
the timer settings, and gane time wll advance
quickly. During this tinme, your character wll
rest or sleep. This means that you will gain nore
Hit Points than if your character continued to wal k
around or fight. Resting is also a good way of
passing the tine until the sun rises or sets.

The various timer settings avail able:
10 m nutes

30 mnutes

hour

hour s

hour s

hour s

hour s

hour s

Until norning (0600 / 6:00AM
Until noon (1200 / 12: 00PM
Until evening (1800 / 6:00PM
Until midnight (0000 / 12: 00AM
Until heal ed

OO WNPRE

Use the 10 mnute to 6 hour tiners if you need
to performa specific action at a particular tine
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of day. Sone events only occur during the night or
during the day. Sonme shops are only open during
dayl i ght hours, for exanple.

The “until” timers are a little nore powerful.
They will advanced the clock until the condition is
neet. If you are low on healing itens, and you
don't care if you waste sonme tine, use the “Rest
until healed” timer. This will advance the clock
quickly, and it will keep your character resting
until he is restored to full health. You can
noni tor the current/ maxi mum nunber of hit points on
this screen.

VWil e your character is resting, the clock wll
advanced quickly. Press ESC to wake up and cancel
the remai nder of the tinmer.

Status

The primary function of your PIPBoy is to record
your character’s current progress. Al quests wll
be entered into this section of the PlIPBoy when
they are assigned to your character. You can press
this button to display a list of the current and
former quests. Quests that have been conpleted are
crossed out. Select a quest to get nore
information on it.

The Status function al so displays data copied
from hol ot apes, a kind of recordable nedia. Select
an entry to display the data. |If nore than one
page of data is available, use the NEXT and BACK
text buttons to nove through the data. To copy
data from a hol otape, use the Inventory screen to
sel ect the holotape and then use the Use action
icon fromthe command cursor on it.

Automaps

Your PIPBoy can display an automap for any |ocation
that your character has visited. Press this button
to display the list of locations. Select the primary
| ocation to display a list of all the submaps within
that location. Select a map to display.
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Archives

NOTES Al'l novies are captured on the
VA Pl PBoy’' s video recorder for

THE AP VA An | ater playback. Select any
EXT SRD 1S A previously viewed novie to view
SREAT why TR &~ It again.
CQH@AT’.

Close

Press this button to power down
the PIPBoy and return to the

- gane.
il

Maps

The ganme view just shows a small section of the
Fallout 2 world. There are three different types
of maps besides the ganme view that show the world
at different scales. Fromlargest to snallest:

Worl d Map
Town Map
Gane Vi ew

Aut omap

World Map

The largest map in the
gane, the world map shows
an overland view of the
wast el and. You will use
this map to nove your
character fromtown to
town. You can only get to
the world map by exiting a
town via an “exit grid.”
This is an exanple of what
an exit grid | ooks |ike:

Note that there are two types of exit grids.
Geen exit grids take you fromone part of a town to
anot her, and brown exit grids take you to the world
map. Step on the exit grid to be autonatically
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transported. You can use an exit grid to escape
froma hostile location, but don’t expect a pleasant
wel cone when you return

The world map is
di vided into four
di fferent sections:

Map Display - This is the
view of the map. Areas
that you have not explored
are dark. The imediate
area around your
explorations is slightly
illumnated. This neans
that your character has seen the contents of that
area, but has not yet wal ked through that part of
the world map. Geen circles are inportant |ocations,
towns usually, that you can visit. Large green
circles have their own town map (see bel ow )

Sun/ Moon Display - You can see the current date and
time through this indicator. This display will also
show you if it is day or night at your current spot
on the world map. Notice that as you nove, the sun
sets and rises. Many towns change dependi ng on

whet her it is day or night when you arrive

Location List - As you discover inportant |ocations,
a button for that location will be added to this
l[ist. If you ever want to visit a known | ocation,
sinply click on that |ocation's button and your
character will start marching there imediately.

You can scroll this list, if necessary.

Town/World Button - This button will toggle between
the town and world maps.

World Map Movement

To nove around the world, nobve your cursor over your
i ntended destination and click. Your character will
begin noving there i mediately. Mvenent is not

i nst ant aneous and nay take days or weeks of gane tine.
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As you explore, darkened areas of the world map
will be reveal ed

You can also use the location list to select a
previously visited location to head for.

VWhen you reach your destination, a green
triangle will appear. dick on the triangle to
enter that location. You can always click on a new
destination, if you want to keep exploring.

The world of the wasteland is a difficult place
to travel in. You have two obstacles -- terrain
and random encounters. Either or both of these can
sl ow down your travelling and make your life
difficult.

Terrain

Sone terrain is nore difficult to travel through
than others. There are four basic types of
terrain:

Mountain - The nost difficult to nmove through.
Mountain areas will force your character to nove
the sl owest.

Desert - This terrain is hot and dry. Mbvenent is
normal , however.

City - Wlking through this terrain is usually the
fastest way to travel. Even with the ruins, cities
are the easiest to travel through.

Coastland - Simlar to desert terrain. Movenment is
nor mal .

Random Encounters

When you are travelling on the world map, it is
still possible to encounter other travellers or
dangerous aninals. These are known as random
encounters, since you are never sure what you will
be comi ng across, or when. Some areas of the map
may have nore encounters than others.
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Random encounters are usually hostile, but not
al ways.

Dependi ng on your Qutdoorsman skill, some Perks
and whether or not you have the Mtion Sensor, you
may be able to detect a random encounter before it
detects you. In this case, you are given the
option of bypassing the encounter and conti nuing
your journey, or going ahead with the encounter.

Town Map

The town map is a detailed representation of an

i mportant location, usually a town (thus the nane.)
Town maps give you an idea of what the location is,
where the major buildings or points of interest
within that |ocation are, and a quick way of
junmping into a town once you have explored it.

To access a town map, click on the TOAW WORLD
button on the world map. One of the |ocations
(rmost likely the nost previously visited | ocation)
is displayed. To change town maps, click on a
known | ocation button in the location list. You
can only view town maps for places that you have
vi si ted.

The green triangles function just |ike the ones
on the world map do. dick on one of themto junp
to that part of town. To help you renenber what
triangle is associated with what part of that
| ocation, nove the cursor over a triangle nmarker to
reveal the nmarker nane

Automap

An automap is a shrunken view of a gane view map.
It is shrunken so you can see all of that map at
once. The PIPBoy 2000 records all automaps, and
can give you access to any autonmap that you have
visited. To access the automap for the map your
character is currently on, press the MAP button on
the interface bar.

The automap is a wi ndow that appears. Only the
current level of the nmap you are on is displayed.
Al'l other levels (like the basement of a building,
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or a second story) are displayed through the
Pl PBoy.

Noti ce that the automap
only displays |arge objects,
like walls and buil di ngs.

The function of an autonap
is to help you find your way
around town.

Your current location is
marked with a solid red
cross. Exit grids are
or ange.

If you have the Motion
Sensor as an active item you can press the SCANNER
button to reveal other critters within the automap.
Al other critters show up as red dots. You can
only scan maps that your character is currently on.

The HI/LO toggle button will change between high
and |ow resolution. At high resolution, nore
detail is displayed on the nmap. Low resolution
easier to read on sone cluttered maps.

Press the CANCEL button to return to the gane.

NPC Interaction

Non- pl ayer characters (NPCs) are the peopl e besides
your character that inhabit the Fallout 2 world.
Much of your tinme will be spent interacting with
them on sone level or another (even if it is with

t he bl ade of your dagger, or a couple rounds of
.44), and you nust be prepared to do so.

There are two types of NPCs, those that are
party-nmenbers and those that are not. Party-nenber
NPCs are your friends (or at |east they are
pretending to be your friends) or people tagging
along with you for a while. Those that are not,
are everyone else in the world.

Dialogue

Tal ki ng makes the world go around. So does sex
And while you may not be able to go to bed with
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every person in the game, at least you can talk to
them Mst of the tine, they will even talk back.

Tal king to people is an inportant part of your job,
as an explorer, since it is one of the primry ways
of getting information and quests.

To talk to a person, use the command cursor and
the Talk action icon. The Talk icon is the default
action, so nmost of the time you only have to click
on a person to start talking to them If you are
in the nmddle of conbat, and trying to bl ow them
away, don't expect themto start a little chat
about the weather at that point. Sone NPCs will
also start a conversation with you, when you get
cl ose enough to them All dial ogue works the sane
once a conversation is started

There are two types of dial ogue: chatting and
ext ended.

Chatting Dialogue

If an NPC has very little
to say to you, and they don't
really want to hear what you
have to say anyways, they
will just chat with you. A
line of dialogue will appear
over their head in the nain
gane view Mst of the ting,
this is sonething as sinple
as “Hello!”, but sonetines
t hose sneaky gane designers
will put a “Hey, you'd better
not nove, or | wll shoot
you” type of line in there.
In other words, nobst of the
time, don’t worry what that person has to say to
you. Sonmetines, an inportant clue or order could
be given to you via the chatting dial ogue |ine.

NPCs will also chat during conbat. These are
call ed conbat taunts. Few conbat taunts are
pl easant. Fortunately, you can turn them off via
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the Preferences screen (see
TES page 79.) Your character
NO will never use conbat
) Te an MO taunts. we fully expect
DIUESAH T HAVE A HEAD, you to scream t hose out

THAT 1S AQT T SAy [ oud, and frighten your
THE&Y ARG AST nei ghbors.
PIRTANT . AMD  F AN

DOES  HAYG A Extended Dialogue

)
HEAD, THAT ODIGSAM/ T
HAKE THEM cRTICAL T
THE GAMHS.

When NPCs have sonething to
say, and you can respond to
their conmments or ask
guestions, you will enter
the extended di al ogue
screen. From here, you
will get a view of the NPC, see what he or she has
to say, and get a chance to respond to them This
screen will also allow you to Barter or Trade with
the NPC, and review the current conversation.

Sone NPCs are special, and you will see a close-
up of their head. Ohers are not so special, and
you will just see a shot of this character just
standing around in the ganme view.

If an NPC does have a head, watch their facial
expressions. They will give you a clue as to how
the NPC really feels about your character.

The NPCs dial ogue will appear below their
portrait or picture. |If the text of what they have
to say to you is too big to fit on the screen at
once, only a small portion will be displayed at a
time. The rest of the text will be displayed one
screen at a tinme, until you see their entire
speech. You can use the npbuse cursor to review
their speech, or advance it if you are a quick
reader.

Bel ow the NPC s speech, you will have one or nore
lines that your character can say. Exactly which
lines that appear are based on your character.
Your characteristics are the mpjor factor,
primarily Intelligence, but sonetines what skills
you excel at. What else your character has done,

Y
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or talked to people about,

will also nodify what OTES
options you have. N

If you only see [DONE], Cuarscrers
you are at the end of a WTH A HGH
conversati on. T rrcicenece wee wave

NPCs will react MIRE DTRNS TS
differently to different SELEST  FRIM  wHEN
l[ines. If your character rockms 7 MCs.
says somet hing stupid or Somarane TS Tk
i nappropriate, some NPCs ARSUT  wHEN U
will get upset and others SELECT SR cREATE A
will just get on with their CHARACTER.
lives. Since having a
hi gher Intelligence nmeans -

that you get to see nore options, you can choose
bet ween sinple grunts and wel |l -spoken diatribes
agai nst the capitalistic war-nmongers. An
Intelligence of three or less nmeans that your
character can only grunt and will be unable to
converse like a sentient being. NPCs will have a
hard time understanding characters with super | ow
I N.

Sel ect a line of dialogue for your character to
say by moving the nobuse cursor over an option, and
when the line highlights, click the left-button.
The NPC will usually respond to that |ine of
di al ogue, and then you will be presented with nore
options. Continue naking comments, or asking
questions, until the NPC runs out of things to say
or you really anger themand it starts conbat.

Sone of the lines are questionable, and can make
the NPC respond one way or another. These l|ines
usual Iy have sone sort of characteristic rol
associ ated with them Usually Speech, but
occasionally another skill or even a statistic.

The nost conmon usage of Speech is to lie to an

NPC. The quality of your lie, and their ability
(or inability) to see through your lie, depends

greatly on your Speech skill.

You can review an extended dial ogue, to see what
you or the NPC have said, by pressing the REVIEW
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button on this screen. A sinple window will appear
with the conversation printed verbatim

If the conversation is longer than can be
printed on one screen, use the arrow keys to scroll
the screen. Press the DONE button to return to the
conversation. You can only review the current
conversation with this NPC, and as soon as you quit
t he di al ogue, the conversation will be lost. For
you programmers out there, it gets sent to
[ dev/nul | .

The only way to
conpletely exit a
conversation, however, is
by getting to the end.
Once you start talking to
an NPC, you nust see it
t hrough. One of your
options will usually allow
you to end the conversation
at any tinme, and once you
or the NPC run out of
things to say you will see the [DONE] option, but
until then you nust continue to talk it out.

Barter

Barter is the exchange of goods. Wthout a real
nonetary system and a government to back it up,
nost people have resorted to trading goods in order
to get by.

To access the bartering interface, press the
BARTER button from the dial ogue screen. |If the
character w shes to barter
with you, and nost wll,
then the barter interface
will slide up and cover
the | ower section of the
screen.

If you decide to cancel
bartering, w thout making
the deal, press the TALK
button. You wll be
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returned to the nornal

di al ogue screen. OTES
To barter with an NPC, N

you nust trade an equal "Barrer s
anmount of goods. Your USED WiTH AV PARTY™
Barter skill will nodify MEHBER s .
the worth of the itens in MCs copr scueve w
your inventory, since you YU GAUSH TS TN
will be better at making YUR  CAUSGy AMND  YUR
t hem seem nore valuable. A PART Yy USE A SUGHTLY
high Barter skill will give DFFGRENT  HETHID F
your |loot nore value. A TRADMNG  SDS. See
| ow Barter skill neans that PASE 70 FR HIRG
you have to give nore of DETALS.

your items to get the same -

amount of goods from an NPC.

Your inventory list is on the |eft-hand side of
the screen. The equipnment and itens that the NPC
iswilling to barter away is on the right-hand side
of the screen. The table between the two lists is
where the bartering will actually take place. At
the bottom of each side of the table is the total
value for all items that are up for trade. As you
add nore itens to your side, for exanple, the
dollar value will rise. The dollar value on the
NPC side of the table shows the total value of all
itens that you want to trade for.

How to Barter

Take inventory itens that you are willing to give
up, or no longer need, and place them on your side
of the table (the left.) Take the itens that you
want fromthe NPCs inventory list and place them on
his side of the table (the right.) You cannot
place itens directly into the other sides table or
inventory list. That would be a mgjor no-no. You
nmust use the table.

If you nove nultiple items (like a bunch of ammmo
or Stinpaks), then you get the nove nultiple item
wi ndow. Renenber that you can type in the nunber
of itenms to nove, in addition to using the + and -
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buttons. Typing a
ES | arge nunber of itens
NOT wor ks well when you are
N dealing with cash.

Once you have
bal anced the two sides

QT ALl
TRADE 1S DIVE By PURS

RARTER . QME UF THE )
TS ARG PRATIMG  MOMEY of the table with an
A A /@QNQV MAEES A equal amount of goods

(or if the trade is in
the favor of the NPO),
then you can press the
OFFER button to make

the offer. If the NPC
accepts, the goods will
be exchanged
automatically. Your new
i items will be added to
the top of your

SREAT WA\—/ T STIRE (TS
QF VALULS, Ssives& T S YERy
LSHT WEaSHT AVD TAKEsS Up
MY REAL RI™M M YRUR
IMNGEANTIRY . \/\}Hén/ Y

HAVE THE cHArcEy CMNERT
L/QL(/Q AéAw_/ (AT IMNT
PARTARLE cASH.

inventory |list.

If the NPC does not accept the deal, you need to
pl ace nore itens on your side of the table or
renove items fromhis side. Renenber to watch the
dol lar values of the itens at the bottom of the
trading table. Press the OFFER button again when
you have adjusted the trade.

Price Influences

There are many things that will determne the total
val ue of your goods conpared to what the NPC will
barter them for.

Qovi ously, your Barter skill is the single nost
i nportant factor. Renenber, the better your Barter
skill, the nore you can get for your itens.

The Barter skill of the NPC cones into play.
Sone NPCs al so just charge nore for their goods
(shopkeepers for exanple.)

Your reputation will nodify the value of the
trade. Having a good reputation will give you a
better price break.

The NPCs personal reaction to your character
will also nodify the value of the goods being
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traded. If the NPC |likes your character, she is
nore likely to give your character a break and a
better deal

If you offer a really poor trade, it nmay
actually insult the NPC and | ower their opinion of
your character.

Party Members

It is possible to have other people join your
character. You may have to talk theminto it,
solve a quest, pay them nbney or otherw se convince
them that your character needs their services.
Non- pl ayer characters that want to join your
character’s party are few in nunber.

The benefits of additional party nenbers are
many. They will assist you in conbat, to sone
degree or another, and they will lend their
experience and skills to yours. They can help you
carry nore equipnment. They can offer their w sdom
by giving you information and advi ce.

And they are another target, neaning that conbat
will be atiny little bit safer for your character.
You have linmted control over party nenbers,

however. You cannot control themdirectly in
conbat. You can give them orders before conbat
starts, but once the battle is on, they are their
own person.

Using the Talk action icon on a party nenber
will give you access to the two parts you do have
control over: their inventory and their basic
conbat strategies.

Party Member Inventory

Talk with a party nmenber and you will see the

ext ended di al ogue screen. Notice that the BARTER

button has been replaced with the TRADE button.

Press the Trade button and the trading interface

will slide up over the |lower portion of the screen
Trading is simlar to Barter (see page 68), but

it has several inportant differences.
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First, the values at the
NOTES bottom of the trading table
Ya show the total inventory weight
of the characters invol ved.
Second, and nost inportantly,
trades do not have to be equal
when you are trading with party
menbers. Since your character
is the | eader of the party, you
have conpl ete control over who
gets what.

7
SHAULD REMEMBER
TS KEEP YUR

S W&ELL STQCKED
P N 5 TPAKS y
A ANVD QTHER
PERSHARLES .

T
=
Drag itenms from your

inventory to the table to
give themto the NPC.
Move itenms from the NPCs
inventory list to the
table if you want them
Press the TRADE button
when you are done noving
items. Press the TALK
button to cancel the current trade.

Party Member Combat Control

Al so on the extended dial ogue screen of a party
nmenber is the COVBAT CONTROL button. Pressing it
will slide the conbat control interface over the
| ower portion of the
screen.

Thi s panel shows sone
basi c i nformation about
this NPC. You can also
sel ect many of the buttons
to adjust the way the NPC
acts. You can adjust the
actions of the NPC at
anytime except the mddle
of conbat .
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This information is not adjustable:

HP - Shows the current and maxi mum Hit Points of
t he NPC.

Skill - This is the best non-conbat skill that the
NPC knows.

Carrying - The current and naxi nrum wei ght that this
NPC can carry.

Mel ee Dam - The current Ml ee Damage bonus for this NPC
APs - How many Action Points this NPC has.
You can press the follow ng buttons:

Use Best Weapon - This will force the NPC to stop
using their current weapon and use the best weapon
in their inventory. The choice of the best weapon
depends on the Weapon Preference of the NPC,
sonething that is part of their Disposition (see
below.) Unlike the player character, NPCs cannot

use all weapon types. Individual NPCs will be
trained in the use of different weapons. The newly
sel ected weapon will be displayed.

Use Best Arnor - This will force the NPC to stop
wearing their current arnor and use the best arnor
in their inventory (which could be the arnor they
are currently wearing.) Unlike the player
character, their inmage will not change when they
wear new arnor. Trust us, they are wearing the new
duds, but you just can't see it. The display wll
show what arnor the NPC is wearing and they wll

get the benefit of the armor’s Arnmor d ass, Danage
Threshol d and Danage Resi stance.

Di sposition - This controls the way the party nenber
acts in conbat. Sonme NPCs do not allow particular
di spositions to be set. |If a really butch conbat
guy joins your party, he may just say no if you try
and set himto the Coward disposition. Press one
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of the following to attenpt to set the NPC to that
di sposition:

Ber ser k
Aggr essi ve
Def ensi ve
Cowar d
Cust om

Each of the first four dispositions are preset.
The fifth disposition, Custom allows you, the
pl ayer, to individually set the conponents that
nmake up a disposition. And if you are asking just
exactly what those conponents are, here you go:

Burst - This controls how often the party nenber
uses the selector switch on any burst-capable
weapon they are using. Basically, this controls
whet her or not the NPC will shoot nore than one
round at a tine, if they have a weapon that is
capabl e of burst fire. Possible choices, in
descendi ng order of |ikelyhood:

Al ways

Sonetimes, don't worry about hitting ne.
Be careful not to hit ne.

Be sure you won’t hit ne.

Be absolutely sure you won’t hit nme.

Run Away - This determ nes when the party menber
will decide to flee fromconbat. It is based on
the percentage of HP remaining. The less hit

points remaining, the nore likely it is for the NPC
to stop attacking and start |ooking for a back door
to run out or a bush to hide under. Possible

choi ces, in descending order of |ikelyhood:

Abj ect Coward

Your finger hurts.
You' re bleeding a bit.
Not feeling good.

You need a tourniquet.
Never !
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Weapon Preference - This determ nes what kind of

weapon the party menber prefers to use. |[If you
sel ect Melee (only), Ranged (only) or Unarmed, then
the party menber will not attack if they cannot use

their listed preference. Possible choices

Mel ee

Mel ee t hen Ranged
Ranged then Mel ee
Ranged

Unar ned

Di stance - This controls how the party nenber noves
around in conbat. Sone of these will not be
avai |l abl e or work properly, depending on the weapon
preference. Possible choices

Stay close to ne.
Char ge!

Sni pe the eneny.

On your own.

Stay where you are.

Attack Who - This preference controls who the NPC
will decide to attack, if they have a choice
Possi bl e choi ces:

Whonever is attacking ne.
The Strongest.

The Weakest.

VWhonever you want.
Whonever is closest.

Chem Use - This final setting controls how often
the NPC will use chens. Two of these settings
allow the use of any chem while the two Stinpak
settings only allow the use of Stinmpaks. NPCs can
only use chens that they have in their inventory,
so you will have ultimate control over what they
can and can't use. Possible choices:

" m cl ean.
Sti npaks when hurt a bit.
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Stinmpaks when hurt a lot.
Any chem some of the tine
Any chem any tine.

Options

ptions allow you to save your gane,
| oad a previously saved gane, change
the preferences, or exit the gane
and return to the main menu. The
various options are accessed hy
pressing the options button (the Big
“0) on the interface bar

When you press the options button
on the interface bar, this small w ndow with five
different options will appear. Press one of these
buttons to access that option. Save Gane, Load
Gane, and Preferences are all conplex enough that
they need their own sections (see below. ) The
other two buttons are pretty straight-forward and
are briefly explained here:

Exit - This returns you the main nenu. Since it
does not automatically save your gane, another
wi ndow wi || appear asking you to confirmthis
action.

Done - Closes the options window and returns to the
gane.

Save Game

When you want to stop
playing, or if you want to
save your progress so if
sonet hing Really Bad
happens you don't have to
start over fromthe very
begi nni ng, then you want
to use this option.

Savi ng your gane often is
a good idea, especially if you are in a dangerous

76

$50.00 PENALTY FOR PRIVATE USE



— PROPERTY OF VAULT-TEC

NOTES

ﬁéﬁé IS A PHUSSIPHY  ABRUT SAVIMNG

SAMES. 5 QME  PEIPLE  SAY THAT U SHULD My
HAVE NE SAVESAME fitEy AMVD QU SHULD RARGLY
SAV&E TS T, ﬁésé PEIPLE RELIENS THAT THIS
INCREASES THE DANSER F PLAYNMNS THE SAHG, AVD 1S
THYS H+HIRE DRAMATIC. @THQRS CLAM  THAT Y

SHULD BRE ABRLE T SAVE REFIRE LEYERY CMBAT, K&
ARLE TS REPLAY EVERY ACTRN AND HAVGE UMLIMITED
SAvVES. INCcE THE FALLQL{T 2 DEVELIPMENT TEAM S
PRETTY McE&Ey W& TEAND TS (LEAN TWARDS THE
LATTER. VQL( ARE ALLIWED T SAVE (P T (O sAva
SAMES,y, USIMNS SIQTS, AT PRETTY HUCH  ArMyTIMS.

)
HULD QY SAVE  &YERy  Faw sTEps? &LLy TS U

TS Y. \/\}5 DY HIGHLY SUSSEST THAT QY USE

MHULT LG SLTS wWHEN QU SAVG. TART wiTH SIST [,

ANVD THEN USE SIST 2, THEN SIST 3 AAVD S .
@/vuf USE SIST [ ASAIN WHEN U HAVG SINEs
THRIUGSH ALL TEN SISTS. His WAy, F SSMETHING
REALLY BAD HAPPGAMS TS YUR cHARACTER IR SAVESAHS,
YU HAVGE A FARLY REGCENT RACKUP F THE GAHE AvD
U WQ/V)T (QSE  MUcH PRIGRESS. ’EL{T THE
FREVUGNCY F  YUR  SAHE SAVING, AVD HIW U USE
T TS DAY THE GAME, 1S GNMNTIRGLY 1M YUR  HAMDS.

-
area or if you get a bad feeling about what is just
around the corner.
There are ten save gane slots. A save gane sl ot

will hold one save gane file, so you can save up to
ten different |ocations or positions at a tine.
Once you save ten save ganes, you will have to

sel ect one of the older ganes to overwite when you
decide to save a new gane.

When you first start playing Fallout 2, all ten
slots will be enpty. Each slot will say EMPTY
just to prove our point.

To see what a save gane slot contains, left-
click once on a slot. A picture of where you saved
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the game will appear, along with a snmall text
description showi ng the name, ganme date, and tine
of the saved | ocation.

To save a gane, double-left-click on a slot, or
select the slot and press the DONE button. Type a
description that nakes sense to you. Press ENTER
on your keyboard, or press the DONE button. |If you
chance you mnd, and do not want to use this slot,

press CANCEL.
The game will be
saved, and you will get This 15 my first savel

a nessage inform ng you
if the everything went

well. The nost common probl em when saving is if
you run out of free hard disk space. The |onger
you play, the larger the save gane file will get.
Load Game

When it conmes time to return to a previously saved
gane, then you will want to use this screen. This
is also the sanme screen available fromthe main
menu.

The | oad gane screen is very sinmlar to the save
game screen.

The list of the ten
save gane slots is
di spl ayed on the |eft-hand
side of the screen. A
snmal | picture of the
currently sel ected save
gane is displayed on the
upper right-hand side. A
description of that sane
save gane is just bel ow
t he picture.

To load a ganme, double-left-click on the
appropriate slot or left-click once on the slot to
select it and then press the DONE button.

If you do not want to | oad a gane, press the
CANCEL butt on.
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Preferences

These preferences control aspects of the gane. All
the preferences here can be adjusted by you, the
player. In this way, you are given a chance to
nodi fy the ganme to your

li ki ng.

Al of the preferences
bel ow have two or nore
settings. One of the
settings will be the
default setting, which is
set back at the Fall out
factory by well-trained
professionals. Don't
worry, however, they won't
get upset if you decide to deviate fromthe norm
and change the default setting.

The options are listed in the brackets follow ng
the nane of the preference. The underlined option
is the factory-set default option

Gane Difficultly [Easy, Normal, Hard]

This preference controls the overall difficultly
of reaction and other non-conbat related rolls.
Negative reaction nodifiers are halved, and al
non-conbat rolls are made with a +20% bonus if set
to Easy. |If set to Hard, all negative reaction
rolls are increased by 25% and all non-conbat
skills are reduced by 10%

You can adjust this preference at anytinme during
the ganme. There is no penalty or reward for using
any of the settings.

Conbat Difficulty [Wnpy, Nornmal, Rough]

Controls the difficulty of conbat. On W npy
| evel, all opponents have a negative nodifier to
hit you, do |ess danage and take fewer targeted
shots. On the Rough setting, they will hit you
nore often, do nore damage and tend to take nore
targeted shots.
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There is no penalty or reward for using any of
the settings, and you can change this preference
whenever you w sh.

Conbat Speed [Slider: [Normal -> Fastest, Player
Checkbox]

This slider controls how fast the non-player
characters nove and attack during conbat (actually,
just how fast they animate -- they still get their
normal amount of attacks, but it just looks Iike
they are noving quickly.)

If the Player checkbox is clicked on, then the
pl ayer will also be animated quickly.

If combat is noving a little too slow for you,
nove the slider to the right until conbat is
hunmi ng al ong at the speed you like.

Conbat Taunts [On, Of]

This preference turns the conbat taunt nessages
on and off. If you get tired of the little quotes
that non-player characters say during conbat, then
turn this preference off.

The player character never says a combat taunt.

Conbat Messages [ Verbose, Brief]

VWen set to Verbose, conbat nessages will be
nore detailed with “flavor” text. |If set to Brief,
the nessages will contain the sane information but
they will be shorter, since they only contain the
critical stuff.

Target Highlight [On, Of, Targeting Only]

When set to On, this preference will always
hi ghli ght characters during conbat. Wen set to
Of, you will never get a highlight. When set to
Targeting Only, the highlights will only appear
when you are actually using a targeting cursor in
combat .

The color of the highlight will give you
detailed informati on about the character. See page
116 in the Conmbat section for nore details.
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Vi ol ence Level [None, Mnimal, Normal, Mxinmum
Bl ood]

This preference controls what happens when a
character is killed in the game. On Maxi mum Bl ood
you will see the nost violent, gruesone deaths
possi ble. Normal shows nobst of the deaths, but
doesn’t show a couple of the really bloody ones.

M ni mal shows characters falling over in a pool of
bl ood. None just shows the characters falling
over.

Since there is no practical difference in the
gane (except that it is a little nore difficult to
tell dead characters from unconsci ous characters
with the None setting), you can set it to whatever
setting you like.

Notice that Maximum Blood is the default
setting, and Normal is not. That should be a scary
i ndi cator of what the devel opnent team considers
normal . ..

Text Delay [Slider: Slow -> Normal -> Faster]

This preference controls how |l ong floating text
and di al ogue screen nessages are displayed. Slow
speed text nessages are displayed for twice as |ong
as normal. Faster speed nessages are only
di spl ayed for half the normal amount of tine.

Language Filter [On, Of]

There is sonme naughty |anguage in Fallout 2.
VWhen the Language Filter is used, this text wll
appear as “&\ @” instead of the nore norma
“1@@”". Hmm This manual is using a | anguage
filter. The setting of this preference is left to
t he user.

Running [ Nornmal, Al ways]

If set to Always, your character will run
i nstead of wal k when you left-click with the
noverment cursor, and you nust shift-click to make
the character walk. Normal is the default setting
where left-click is walk and shift-click is run.
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seavars: Le you are uwper Tee Ase oF (7,
YU SHAULD (VK AT THE LTTLE RLAcK RATING QN
THE ®x To THis _cana. LT says Marure.

Wé HEAN T ﬁé/{é ARG  SQHE  REALLY ADULT
SITUAT QNS THAT QccUR N THIS GAMS. HERE AR&
CAUPLE F  PRGFERENMNCES THAT U CAMN SET TS
HAKS T MRS ukéuf THAT YQUR PARGATS witl AT
Kk U QUT F THELE HAUSE i THEY DISCIVER %t
BLAYNMNS THIS GAMEG. Cuck THE CA/VGMAGQ Euré/?
T O/v, ANVD click THE \/IQLé/vcé LéVéL T
/VQRMAL QAR /%MHAL.

ARTE T PARGATS. Te QU DISEIVER  YUR cHILD
BLAYNMS THIS GAHE wiTH ALl THE SETTINGS SET TS
THER worrbe MATURE cevEes, wE DON'T  AeTubely
SUSSEST THAT U Kiek <UR KD QUT fF THSE
HUss&. HAT wWULD BE REALLY RUDE.

il
Mast er Audi o Vol une

[Slider: Of -> Quiet -> Normal -> Loud]
This preference controls the overall volune of

the audio. |If set to Of, it overrides all other
audi o preferences. The Misic, Sound Effects and
Speech volume controls will all adjust their volune

based on the naster audio volune control

Musi ¢/ Movi e Vol une
[Slider: Of ->>Quiet -> Normal -> Loud]

This slider controls the volume of the nusic and
the audio during the cinematic novie sequences.

Sound Effects Vol une
[Slider: Of -> Quiet -> Normal ->>Loud]

This slider controls the volume of the sound
ef fects.
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Speech Vol ume
[Slider: Of -> Quiet -> Normal -> Loud]

Controls the volune of the digitized speech some
characters use.

Bri ght ness Level
[Slider: Normal -> Brighter]

This preference controls the how bright the
graphics are on your screen. For sone conputers,
video cards and nonitors, you may need to turn the
brightness level up a notch or two to see the
dar ker screens better.

Mouse Sensitivity [Slider: Normal -> Faster]

This slider controls how fast the nmouse cursor
noves. The higher the setting, the faster the
nouse.

I[tem Highlight [Of, On]

If set to On, when you nove the comrand cursor
over an itemon the ground, that itemwll be
hi ghlighted. If set to Of, you will have nore
difficulty finding itens on the ground.

Subtitles [Of, On]

This preference controls any subtitles during
cinematic novie sequences. If set to On, you wll
see text displayed at the bottom of the novie.
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Introduction

This chapter will describe in detail the different
characteristics that form Fall out characters.
There are different types of characters in the
Fal | out worl d:

Pl ayer Character - This is your alternate ego that
exists within the Fallout world. This is the
single nost inportant character in the game. |If
the player character (PC) is killed the ganme is
over. PCs are also the nost detailed of all the
characters in the gane, having access to al
statistics, traits, skills, perks and karmc slices
of life. Gouped together, all those things are
cal | ed characteristics.

Non- Pl ayer Characters - These are the computer
controlled people in the game. Every character
except the PC will be a non-player character (NPQC),
by definition. NPCs are not as detailed as the PC
and only have a |imted subset of characteristics.

Party Menbers - It is possible for the player to

find NPCs that will join the PC. These are called
party nenbers, since they are a menber of your
party, or group of characters. They will follow

your character around, and you have a small anpunt
of control over their actions, as conpared to
regul ar NPCs.

Critters - This termis sonetines used to describe
an NPC, usually a non-intelligent animal or
nmonster, but it can include any NPC

Statistics

There are two types of statistics: Prinary and
Secondary. Prinmary statistics are set during
character creation and will rarely change during
the course of the gane. Secondary statistics are
derived fromthe prinmary statistics.
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AMATE ARIUT DicE& RAULLS.
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CUPUTER RULS BELIW  YUR  CHARACTERSTICy A STATISTIC
QR sSKitLy THEN U SHCCEED. I Ff THE cMHPUTER
RIULS ABNE THE cHARACTERISTIC, YUY Fhi. 715
CUMPUTER witl RUL DicE& THAT ARE APPRIPRATE T THE
CHARACT ERISTIC ANVND THERE chAr RE HIDFILRS. 7:61?5
s ALWA\{S A cHArCE F FALUREG, RESARDLESS OF  HIw
HIGH THE cHARACTERSTIC. HERE s AT AtwhAys A
CHArcE FIR  SUCCESS, LSPLGaALLy i QU HAVG A
PARTICULARLY (_w  cHARACTERISTIC.
ESULTS ARE RANVNDIM MUMBERS THAT ARE SENERATED
WHEN QU SYCCLED QR FAL AT A TASK. RESULT
MAY BE THE AMUAT F DAMASE DIVE Ry A FIRGARHM,
QR HAV HYcH DAHASS U TAKE FRIM A TRAPy IR HIw
MAMY T PAATS QU HEAL By USIVS A TIHPAK.
ALLUT 2 witl HAAMVDLE ALl F THis R U . Wé
ARG TELUNMNS U ’r:us S WU SET A/’ RETTER IDEA  F
WHAT 1S HAPPEGMAMNS UVNDER THE HIQD. I N ADDITIQN
A STRING UYUMNDERSTAMNDMNGS F PRIBARILITIES Wikl HELD
YU SUCCEED WHEN QU BLAY THE GSAMG.

Pri Statistics B
rimary

Strength - This statistic is used in the secondary
statistics Carry Wight, Ml ee Damage, and Hit
Points. Al weapons have a m ni num Strength
requirenent, as well. |If your character’s Strength
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is not high enough to use the weapon properly, the
chance to hit is nodified by -20% for each point of
low Strength. A high enough skill can offset the
low Strength nodifier. You will be warned by a
nmessage in conbat if your character’s ST is too
ow. Examine the weapon for nore details about its
ST requirenent.

Perception - This is used in the Sequence secondary
statistic, and several skills (Lockpick, Traps,
First Aid and Doctor.) The primary use of this
statistic is determ ng the nmaxi num di stance your
character can shoot a ranged weapon effectively.
The better the PE score, the farther your character
can shoot. Perception is also used by the conputer
to deternmine if your character notices the snal
details, traps and how far away you start from a
random encounter.

Endurance - The Hit Point, Poison Resistance,
Radi ati on Resi stance, and Healing Rate secondary
statistics are based on Endurance, which also
nodi fies the starting |level of your character’s
Qut doorsman skill. Endurance is used by the
conputer in conbat to see if you can resist the
effects of some critical hits (like blows to the
head) and not get knocked down, or knocked out.

Charisma - No secondary statistics are based on
Charisma. |t does heavily influence the Barter and
Speech skills. Charisma is used to determine the
maxi mum nunber of NPCs that will join your party.
You can only have Charisma divided by two, round
down, nunber of party menbers. It is also
inmportant in determining the initial reaction of
NPCs to your character. Characters with high
Charisma scores will be better liked. The gane
wi Il conpare your character’s Charisma to the NPC s
Charisma. NPCs with high Charisma scores will be
nore resistant to the charns of your character

Agility - This statistic is the basis for the Arnor
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Class and Action Point secondary statistics. It
nodi fies the nost skills as well, especially conbat
skills. Agility is used by the conputer whenever
your character nust perform sone physical act of
dexterity (to avoid a trap, for exanple.)

Intelligence - No secondary statistics use
Intelligence. Many of the non-combat skills use it
for the base values, however. Intelligence is a
very inportant statistic when talking to characters.
It will determ ne what you can and can't say to NPCs.
Characters with high Intelligence scores will be
able to speak intelligently and ask nore profound
guestions. Intelligence also determnines the nunber
of skill points your character gains each |evel

Luck - The Critical Chance secondary statistic is
based on Luck, so is the Ganbling skill. Luck is
used in conbat to determ ne how often you get
critical hits, and how good those critical hits
are. Luck is also used by the conmputer to see if
good or bad things happen to you. Characters with
hi gh Luck scores are nore likely to cone across
speci al random encounters.

Derived Statistics

Hit Points - This stat determnes if your character
lives or dies after being shot in the chest, or
takes other types of danmge. Your current and
maxi mum hit points are shown on the character
screen, and the interface bar shows you your
current HP, since it is such an inportant stat to
see. Wen your character takes damage, you will
see a nessage in the display wi ndow. For exanple,
“You are hit for 16 points of damage. Quch.” |If
you had 30 HP when that nessage came up, you now
have 14 HP. See that nessage again and you are
dead unl ess you heal ed sone HP damage. Skills,
such as First Aid and Doctor, or healing itens,
like Stinpaks, can reduce the anount of HP dammge
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your character has sustained. You can never “heal”
nore damage than your naximum HP t ot al

Armor Class - This statistic reduces the chance of
an opponent to hit your character during conbat.

If you have an AC of 30% which is pretty high, all
characters that attenpt to attack you have a -30%
to their chance to hit, in addition to the other
nodi fiers (such as darkness, range, and cover.) |If
you never get hit, there is no chance of your
character taking danage.

Action Points - This is nunber of actions your
character can take during a single turn of conbat.

I ndi vi dual actions have different AP costs. You
can only performan action if you have enough AP to
cover the cost. Walking, for exanple, costs one AP
per hex moved. |If you have no AP renmining, you
cannot nmove. The AP cost of using an itemis
listed on the active item button on the interface
bar. Oher actions are listed in the conbat
section, on page 118.

Carry Weight - This is the total anount of weight
your character can carry in her inventory. Al nost
all items have a weight, in pounds, which you can
di scover by doing an Exanine on the item The
total nunmber of items, nultiplied by their weight
per item equals your character’s total inventory
wei ght. This nust be bel ow your character’s Carry
Wei ght, or when you put an item down your character
may not be able to pick it back up

Mel ee Damage - This is the anmpbunt of danmge added
to the upper end of hand-to-hand and nel ee attacks.
It is possible to have a Mel ee Danmage of 5 and
still do only one point of damage when you attack,
based on arnor and the fact that this stat adds to
t he maxi mum anount of random damage done, not the
mnimm |If a weapon does 1-4 points of damage
(which you can see on the inventory screen), and
your character has a Mel ee Damage of 2, that weapon
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woul d do 1-6 points of damage before being nodified
by the arnor of your target.

Danmage Resistance - This is the general anmount of
damage that your character is strong enough to just
shrug off. Every attack will be reduced by this
percentage. In conjunction with arnor, which wll
have it’'s own Damage Resi stance and anot her stat
call ed Danmage Threshol d (see page 135), every
attack will do less damage to your character’s Hit
Point total. Exanple: Your character is hit for 10
poi nts, a Danage Resistance of 10% woul d reduce
that to 9 points.

Poi son Resistance - The anmpunt of poison your
character takes is reduced by this percentage. |If
your character takes 20 points of poison, and has a
PR of 20% then the final amount of poison taken
woul d be 16 points. Over time, this 16 points wll
be reduced to 0 and your character will no |onger
be affected by poison. The nore points of poison
that affects your character, the |ess amount of
time before you take danage from the poison

Radi ati on Resistance - This stat reduces the anount
of radiation your character is exposed to by this
percentage. This stat can be tenporarily increased
by taking Rad-X, a chem Sone types of armor will
al so affect the anount of radiation damage your
character is exposed to. This statistic will not
hel p agai nst previously exposed radiation

Sequence - The greater the value of this statistic,
the nore likely your character is to go first in a
turn of combat. Generally, the character that
starts conbat gets an action and then all critters
that are involved in that conbat are sequenced (get
it) into alist. The critter with the highest
Sequence value goes first on the list, and it works
its way down fromthere. A high Sequence does not
nean that a character gets to go nultiple times

bef ore sl ower Sequenced characters. The larger the
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battle, the nore opponents, the nore valuable this
statistic becomes. As new critters are added to a
battle, they will be sequenced in according to
their Sequence statistic.

Healing Rate - This stat determines the nunber of
Hit Points heal ed when your character rests or
travels. Wen your character rests, and can catch
his wind, the current HP total will be increased by
the Healing Rate every couple of hours. It is only
effective when the character rests or travels.

When travelling, healing is slower than while
resting, too, but that usually doesn't matter since
nore tinme is spent travelling than resting

overni ght.

Critical Chance - This is the base chance to cause
a critical hit in conbat. Characters with high
conbat skills, or high quality weapons, will also
score nore critical hits. The difference between a
successful conbat roll and the proper weapon skil
is nodified by a formula and added to the Critica
Chance stat. Then another roll is made, and if it
is under the nodified Critical Chance, a critica
hit is scored. And that is a conpletely different
table that depends on the type of critter you are
attacking, and where you hit them

[ ]
Skills
Skills are learned abilities of your character.
The skill |evel shows how good your character is at
that skill. Each skill will have its own skil

| evel, which is expressed as a percentage. That
per cent age shows your chance of success, before

nodi fi ers. No skill is 100% certain, however, and
all skills max out at 95% (after nodifiers.)
The maxi mum skill level is 200% Skill |evels

can be increased everytinme your character gains a
level, but it starts getting harder and harder to
i mprove well-known skills. Skills can also be
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i mproved by reading specific books or conpleting
guests within the gane.

Small Guns - Firearnms covered by the use of this
skill: pistols (both revolvers and autol oaders),
sub- machi neguns (SMzs), rifles, and shotguns. The
skill level is your base percentage to hit.

Modi fiers include: weapon weight, range, darkness
and cover. This skill is used automatically in
conbat when you attack with the appropriate weapon.

Big Guns - Sinmilar to Small Guns, but this skil

af fects nmuch bi gger weapons: rocket |auncher, mni-
gun, flaner, and other |arge weapons. This skill
is used automatically in conmbat when you attack
with the appropriate weapon.

Energy Weapons - Also like Small Guns, but it

af fects any ranged weapon that uses energy cells

i nstead of conventional chemnical propellants. This
skill is used automatically in conbat when you
attack with the appropriate weapon.

Unarned - The skill of punching and kicking. Very
few weapons will also use this skill (the armed
version of Unarned), |ike Brass Knuckles. You nust
not have an active itemin one of your slots to use
this skill to its full ability, however. |ITEM is
for punch attacks. |TEM2 covers using your feet
(don’t ask, it involves some weird yoga practice.)
Your character starts by just being able to punch
or kick, but there are nore unarnmed techni ques than
that. As your character’s characteristics inprove,
the type of unarmed attack will change. These

i nprovenents are automatic, as long as the

requi rements are net. There are two different
nodes for each type of attack. Right-click on the
Punch or Kick button to change the node from
primary to secondary. The Unarned skill is
automatically used when you attack.
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Primary Punch Attacks

Strong Punch

Ef fects: +3 damage

AP Cost: 3

Requires: Unarned 55% Agility 6

Hamrer Punch

Ef fects: +5 damage, +5%critical chance

AP Cost: 3

Requires: Unarnmed 75% Agility 6, Strength 5, Level 6

Haynmaker
Ef fects: +7 damage, +15%critical
AP Cost: 3

Requires: Unarned 100% Agility 7, Strength 5,
Level 9

Secondary Punch Attacks

Jab
Ef fects: +5 damage, +5% criti cal
AP Cost: 6

Requires: Unarmed 75% Agility 7, Strength 5, Level 5

Pal m Stri ke

Ef fects: +7 damage, +20% critical, arnor piercing
AP Cost: 6

Requi res: Unarmed 115% Agility 7, Strength 5,
Level 12

Piercing Strike

Ef fects: +10 danmage, +40% critical, arnor piercing
AP Cost: 8

Requires: Unarned 130% Agility 7, Strength 5,
Level 16

Primary Kick Attacks

Strong Kick
Ef fects: +5 damage
AP Cost: 4

Requires: Unarned 40% Agility 6
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Snap Kick
Ef fects: +7 damage
AP Cost: 4

Requires: Unarned 60% Agility 6, Level 6

Power Ki ck

Ef fects: +9 damage, +5% criti cal

AP Cost: 4

Requires: Unarmed 80% Agility 6, Strength 6, Level 9

Secondary Kick Attacks

H p Kick
Ef fects: +7 damage
AP Cost: 7

Requires: Unarnmed 60% Agility 7, Strength 6, Level 6

Hook Ki ck

Ef fects: +9 damage, +10%critical, arnor piercing
AP Cost: 7

Requires: Unarned 100% Agility 7, Strength 6,
Level 12

Pi ercing Kick

Ef fects: +12 damage, +50%critical, arnor piercing
AP Cost: 9

Requires: Unarnmed 125% Agility 8, Strength 6,
Level 15

Mel ee Weapons - This covers the use of npbst nelee
weapons. Knives, spears, hamrers are all nel ee
weapons. The skill level is the base chance to hit
your opponent, nodified by your opponent’s arnor
class. Melee weapons have a greater chance of
doing a critical hit. This skill is used
automatically when you attack with a nel ee weapon.

Throwi ng - Whenever a weapon is thrown, this skil
gets used. Knives are nel ee weapons, but if you

throw a dagger at your opponent, this skill will be
used. Grenades are a good reason to inprove this
skill. If you mss, the thrown object still has to
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end up sonewhere. It’'s possible to throw a weapon
and have it land right at your feet. If it's a
knife, no big deal. If it is grenade, that's a
really big deal. The maxi num di stance a weapon can
be throwmn is based on your character’s Strength.
This skill is used autonmatically when you attenpt
to throw a weapon.

First Aid - The skill can heal ninor wounds only.
When used successfully, it will heal a small anount
of Hit Point danmage. It can only be used a few
times a day. This skill takes a few minutes to
use, so it will advance the game clock by a few
m nut es.

If you use a First Aid kit, you will increase
your chance of successfully using this skill.
Using a First Aid kit on a person will automatically
use your First Aid skill (with a positive nodifier)
on that person. The supplies in a First Aid kit
will eventually run out and the itemw !l be
automatical ly discarded.

Doctor - This skill heals major wounds. Not only
does it heal nore HP damage than First Aid, it can
also restore a crippled Iinb to full health (see
page 53 for information about crippled linbs.)

Like the First Aid skill, it can only be used
successfully a fewtimes a day. |If all the uses of
one of the healing skills are used up, it is still
possible to use the other healing skill until it
runs out of uses as well. Using this skill will
advance the gane clock by several hours.

Using a Doctor’s Bag will increase your chance

of successfully using this skill.

el  Sncak - Sneaking makes it
- E_HE""I_I"" I har der for your character
to be detected. Using
this skill is a toggle. You are either Sneaking,
or you are not. \Wen you are Sneaking, you don’t
actually know if the skill is working properly.

When you first start Sneaking, and every nminute
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after, the conputer
roll s against your
Sneak skill. If
successful, al
will have their
Perception hal ved when
trying to notice you.
Normal Iy, if your
character runs, it wll
automatically turn Sneak
off. You can tell if
your character is

trying to use this

critters

skill if the Sneak icon
i s displayed above the
i nterface bar.

REVGRSE.

e
Lockpi ck - \Wen you use
this skill on a |ocked door or container, the
conputer will roll against your Lockpick skilled

nodified by the difficultly of the lock. |If
successful, the lock will be picked. |If you fail
you just lose the time spent trying to pick the
lock. If you critically fail, the lock is janmed
and cannot be picked until a long period of tine
has passed. Every attenpt takes a few gane
m nut es.

A | ockpi ck can be used to increase the chance of

success. There are two different types of |ocks:
nmechani cal and electronic. Use the proper |ockpick
for the type of lock. Lockpicks cannot be “used”

up, but
critica

they can be broken or
failure.

destroyed on a

Steal - The skil
base chance of
person or

| evel of Steal determines the
“renmoving” an item from anot her

obj ect without being noticed. Mdifiers
i nclude: the facing of the target conpared to your
character (standing right in front of the target is
a bad idea), the size of the object you are trying
to steal (snaller objects are easier to steal than
| arger objects), and the nunmber of objects you are
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trying to steal at one tine (stealing a snall
nunber of objects is easier than stealing
everything a person owns.) Wen you use this skil

on a person, you will see a loot screen. Drag as
many items as you want fromthe target’s inventory
to your inventory. Each itemyou nove will create

an opportunity for the target to notice what you
are doing. Their chance to notice your Steal
action depends on your skill, the result of the
Steal roll after all the nodifiers, and their
Perception. The higher their Perception, the nore
likely they are to notice your character if she
SCrews up.

Traps - This skill is used to spot, disarm and
plant traps and explosives. |If you attenpt to use
a trapped item you will have a chance to notice
the trap based on your Traps skill or Perception
(depends on the trap.) |If you do not notice the
trap, it will go off in your face. You can use the
Traps skill to attempt to disarmthe trap. |If you
succeed, the trap is disarned. |If you fail, you
can always try again. If you critically fail, the
trap goes off in your face. |If you find a trap
trigger on the floor, you will see the trigger
appear. Use the Traps skill on the trigger to
attempt to disarmit. If you find a trap on a
contai ner, or door, then you see a nessage in the
di splay window. |If you were attenpting to open the
trapped container or door, Fallout will stop you.
Try again and you can set off the trap. The Traps
skill is also used when you set and pl ace

expl osives. To use dynanite, for exanple, do the
fol | owi ng:

SET TIMER Qpen inventory.

Sel ect the expl osive
and Use it.

Atimer will appear.
Set the time you would
i ke the explosive to go
off. A Traps roll will be
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made. If you succeed, the trap will go off on
tine. If you fail, the trap will go off before you
intended it to. If you critically fail, the trap

goes off inmediately.

This is the tiner. Use the + and - buttons to
adjust the time. Press DONE when the time is set
to your satisfation. Press CANCEL to not set the
timer on the explosive. Once you start a tiner,
you cannot stop the explosive from detonating.

You can use an explosive to trap a door or
container item Sinply use an explosive that is
not currently on a timer on the door or container.
The ganme will roll your Traps skill and, if things
go well, the next person to open that door will get
a maj or case of concussion and bl ast damage.

Science - This skill is really used in tw different
ways. The active use of this skill is nostly used
on conputers and hi-tech pieces of equipnment. This
skill is also used passively to determ ne whether
or not your character can understand or notice
somet hing scientific. This skill covers all the
different types of scientific fields. Using this
skill generally takes no gane tine.

This skill often needs to be used before the
Repair skill. It will give you a general idea of
what is wong.

Repair - Use this skill to fix something that is
broken, or break something that is fixed. Using
the proper tool for the job will help increase the
chance of success. The use of this skill will really
depend on the situation you come across in the gane.
Sone itens may be easier than others to fix.

Speech - This skill is only used in extended

di al ogues (see page 66.) Besides being used to
present a convincing argunment, and getting the NPC
to agree with you, it is used to present a
convincing lie and getting the NPC to agree with
you. The difference between an argunment and a lie
is that if you blow the argument, the NPC generally
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will not want to slit your throat. You never get
to use this skill actively while talking, as the
lines that Speech rolls are used on are not marked.
A higher Speech skill is useful for getting your
way. You can use the Speech skill actively to
start a conversation, but just clicking on the
person is usually easier to do

Barter - The skill of trading goods is used
automatically in the barter screen (see page 68.)
Your Barter skill, along with many other factors
will be used to set the value of any goods that you
are attenpting to trade. The only gane effect of
this skill is to increase the value of your goods

(and to neet the requirenent of a few Perks.)

Ganbling - Ganes of chance will always exist.
Whenever you cone across a game of chance, this
skill will be used to determ ne whether your
character wins or loses. This skill is used

automatically when you decide to have your
character ganble in the gane.

Qutdoorsman - This is used nmostly on the Wrld Mp.
It will determine if you can avoid a random
encounter. It is also used to determine how far
away froma critter you start a random encounter,
along with your character’s Perception statistic.
The Qutdoorsman skill may al so be used in specific
encounters. CQutdoorsman is never used actively.

Karma

These characteristics are earned automatically
based on your actions. All actions have
consequences, and your actions will earn you sone
type of Karnma.

Karma
Karma is the private result of your characters
actions. Kill a good person, and your Karma heads
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towards the negative. Kill a bad person or
nonster, and your Karma clinbs up.

Karma is expressed as a number.

Begi nning characters start with a Karma of 0. The
only other way a character can have a Karma of O is
if they balance their actions, doing both good and
bad in equal amounts. This is actually hard to do

If the actions of your character |ean towards
the good, the Karnma value will rise. Get a
positive Karma high enough, and your character will
earn a Karmic title. The higher your Karma, the
better the title.

On the other hand, if your character perforns
bad deeds, then your Karma will drop. It can
actually go negative, which neans you’ ve been a bad
boy (or girl.) The lower it drops, the badder your
character is. |If the Karma gets really |ow, your
character can earn a Karnmic title. The worse the
Karma, the better the title (if you like going in
that direction.)

Karmic titles can have an affect on your
character, but only after a certain point. It
takes a lot for your character’s inner personality
to shine through (or in the case of bad Karma, ooze
t hr ough.)

The difference between Karnma and Reputation is
that no one has to watch you perform your actions
to affect your Karma. Your character knows, and
that’s good enough for his soul

Reputation (Town)

If you performdeeds in front of people, you wll
eventually earn a Reputation. Most Reputations are
based on a town, since that’s where people live and
tend to watch each other do things.

Li ke Karma, Reputations are expressed as
nunbers. The higher the rep, the better it is.
The lower the rep, the nore notorious your
character is.

Many towns will trade with other towns, or
eventual ly communicate with them so your
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character’s reputation in one town will affect her
reputation in other parts of the wasteland. It may
take tine, however, and the influence depends on
the Iink between the two towns.

Reputation will nodify what people think of your
character. “Good” non-player characters |ike good
reps. “Bad” NPCs |ike bad reps. “Good” NPCs do
not like bad reps. “Bad” NPCs do not |ike good
reps.

Reput ati on can affect what NPCs think of your
character, bartering deals and the NPCs I|ikelihood
of being hostile.

Reputation (Special)

You can earn special Reputations by performing certain
deeds. These can be good or bad reps. You wll see
them appear in the Karna area of the character screen.
These will have sone gane affect, usually of a

seri ous manner.

Perks

Perks are special abilities that your character can
occasional ly sel ect when your character gains an
experience level. These rewards are sinmlar to
traits, except everything is good. No bad stuff
here.

You can sel ect one Perk every three |evels
(starting at level 3 -- so level 3, 6, 9, 12, 15
18 and so on) unless you have the Skilled trait,
who get a Perk every four levels (level 4, 8, 12,
16, 20 and so on.)

The list of Perks that you can choose from are
based on your character’s characteristics. Some
Perks are only available if your character is of
hi gh enough level, for exanple. Your character
must meet or exceed all of the requirements. Some
Perks have no requirenents. The requirements for a
Perk are |isted bel ow

You will have the opportunity to pick a Perk
when you enter the character screen after achieving
a level that grants you a Perk. You may choose not
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to pick a Perk, but if you don't select one before
the next Perk-granting level, you |ose the Perk.
You can only have one Perk at nost to pick.

The Perk selection window will show all the
Perks that are avail able
to your character. You
can select a Perk to
read about it on the
information card. Use
the arrow buttons to
scroll the list. Press
the DONE button to take the highlighted Perk.

Press the CANCEL button to hold off and pick the
Perk the next tine you enter the character screen.

Sone Perks can be selected nmultiple times. The
maxi mum nunber of tines the Perk can be selected is
the nunmber of ranks that Perk has. The nunber of
ranks is also listed bel ow

Perks that increase a skill will increase the
skill by a nunber of skill points. These work just
like normal skill points. Thus, if your characters
base skill is pretty high, the increase will be
smaller than if the base skill was |ow

The list of Perks is organized al phabetically.
The Perk List
Action Boy

Each rank of this Perk will add an additional

Action Point to your character’s total nunber of
APs that you can spend each conbat turn.

Nurmber of Ranks: 2

Requirenents: Agility 5, Level 12

Adr enal i ne Rush

When your character’s current Hit Points (HP)
drops bel ow 50% of her maxi mum HP, she gains +1 to
Strength. This can raise your character’s Strength
to a maxi num of 10. Lasts until the end of the
current conbat.
Nurmber of Ranks: 1
Requirenents: Strength 1 to 9, Level 6
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Awar eness

This Perk gives you nore information when you
Examine a critter. You can see their exact anount
of hit points, and what weapon they are armed with
(if any.)
Nurmber of Ranks: 1
Requi renents: Perception 5, Level 3

Better Criticals

The critical hits you cause in conbat are nore
devastating. You gain a +20% bonus on the critical
hit table, alnost ensuring that nore danage will be
done. This does not affect the chance to cause a
critical hit.
Nurmber of Ranks: 1
Requi renents: Perception 6, Luck 6, Agility 4,
Level 9

Bonus HtH Attacks

Your character can nmake nore hand-to-hand or rmel ee
style attacks per conbat turn with this Perk. The AP
cost to use a HH or nelee attack is reduced by one.
Nunber of Ranks: 1
Requirenents: Agility 6, Level 15

Bonus HtH Damage

Wth this Perk, your character does nore danage
when using HH or nelee attacks. Each attack does
+2 points of damage for each rank of this Perk.
Nurmber of Ranks: 3
Requirenents: Agility 6, Strength 6, Level 3

Bonus Move

For each rank of this Perk, your character can
nove an additional two hexes per turn of conbat.
The first hexes noved each turn cost no APs. At
the first rank, your character would have to nove
three hexes just to be charged one AP. Bonus Mve
APs show up as yellow lights on the interface bar.
Nurmber of Ranks: 2
Requirenents: Agility 5, Level 6
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Bonus Ranged Danmage

Your character does +2 points of damage per
round fired with ranged weapons, for each rank of
this Perk.
Nurmber of Ranks: 2
Requirenents: Agility 6, Luck 6, Level 6

Bonus Rate of Fire

This Perk allows your character to shoot a
little faster. Each ranged weapon attack costs one
AP |l ess to perform
Nurmber of Ranks: 1
Requirenents: Agility 7, Intelligence 6, Perception
6, Level 15

Cautious Nature

This Perk increases Perception by +3 in random
encounters to determ ne how far away your character
starts from hostile critters.
Nurmber of Ranks: 1
Requi renents: Perception 6, Level 3

Conpr ehensi on

Wth this Perk, your character gains an
addi ti onal +50% to the nunber of skill points
ear ned when readi ng educati onal books.
Nurmber of Ranks: 1
Requirenents: Intelligence 6, Level 3

Cult of Personality

This Perk will make your character’s Karma a
positive nodifer to all people. Everybody |ikes
your character!
Nurmber of Ranks: 1
Requi renents: Charisma 10, Level 12

Denolition Expert
For characters that like to blow things up
there is nothing better than this Perk. Explosives
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set by this character do nore damage and will
al ways detonate on tine.

Nurmber of Ranks: 1

Requi rements: Agility 4, Traps 90% Level 9

Dodger

This Perk will |ower the chance your character
will be hit in conbat by increasing the Arnmor d ass
by +5 per rank.
Nunber of Ranks: 1
Requirenents: Agility 6, Level 9

Earlier Sequence

Your character will be nore likely to nove
before other characters in conbat with this Perk.
Each rank of this Perk will increase the Sequence

statistic by +2.
Nurmber of Ranks: 3
Requi renents: Perception 6, Level 3

Educat ed

Every rank of this Perk will add +2 skill points
when your character gains an experience |evel.
Nurmber of Ranks: 3
Requirenents: Intelligence 6, Level 6

Enpat hy

You will get a better idea of what to say when
you are speaking to an NPC when your character has
this Perk. The lines of dialogue will be color-
coded. It us up to you to figure out what the
colors actually nean.
Nurmber of Ranks: 1
Requi renents: Perception 7, Intelligence 5, Level 6

Expl orer
This Perk will make it nore likely that your
character will run across strange and interesting

random encount ers.
Nurmber of Ranks: 1
Requi renents: Level 9
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Faster Healing

Characters with Faster Healing just plain hea
faster. For each rank of this Perk, your character
gains a +2 to the Healing Rate statistic.
Nurmber of Ranks: 3
Requi renents: Endurance 6, Level 3

For tune Fi nder

Random encounters yield nore nmoney. O course
you have to take it off the cold, dead bodies of
your opponents.
Nurmber of Ranks: 1
Requi renents: Luck 8, Level 6

Ganbl er

This Perk adds +40 skill points to Ganbling
Nurmber of Ranks: 1
Requi renents: Ganbling 50, Level 6

Gain Agility

I ncreases your Agility by +1 pernanently.
Nurmber of Ranks: 1
Requirenents: Agility 1-9, Level 12

Gain Charisma

I ncreases your Charisma by +1 pernanently.
Nurmber of Ranks: 1
Requi renents: Charisma 1-9, Level 12

Gai n Endur ance

I ncreases your Endurance by +1 permanently.
Nurmber of Ranks: 1
Requi renents: Endurance 1-9, Level 12

Gain Intelligence

I ncreases your Intelligence by +1 pernanently.
Nurmber of Ranks: 1
Requirenents: Intelligence 1-9, Level 12
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Gai n Luck

I ncreases your Luck by +1 pernmanently.
Nurmber of Ranks: 1
Requi renents: Luck 1-9, Level 12

Gai n Perception

I ncreases your Perception by +1 permanently.
Nurmber of Ranks: 1
Requi renents: Perception 1-9, Level 12

Gain Strength

I ncreases your Strength by +1 pernmanently.
Nurmber of Ranks: 1
Requi renents: Strength 1-9, Level 12

Ghost

In areas of darkness, or at night, characters
with this Perk gain +20% to their Sneak skill.
Nunber of Ranks: 1
Requi rements: Sneak 60% Level 6

Har m ess

Your character’s innocent denmeanor mnekes
stealing frompeople a little easier. +40 skill
points to Steal.
Nunber of Ranks: 1
Requi rements: Steal 50% Karma >49, Level 6

Heal er

Each rank of this Perk will increase the nunber
of Hit Points healed by the use of the First Aid or
Doctor skills by 4-10 points. The second rank adds
+8-20 points per use.
Nurmber of Ranks: 2
Requi renents: Perception 7, Agility 6, Intelligence
5 First Aid 40% Level 3
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Heave Ho
For purposes of determnining the maxi mum range of
thrown weapons only, this Perk will increase

Strength by +2 for each rank.
Nurmber of Ranks: 3
Requi renents: Level 6

Here and Now
Wth this Perk, your character gains one
experience | evel imediately.
Nurmber of Ranks: 1
Requi renents: Level 9

Ht H Evade
If both itemslots are enpty, at the end of a
conbat turn, your character will gain 3 points of

Armor C ass for every unused Action Point (instead
of the normal 1 unused AP=+1 point of AC)

Nurmber of Ranks: 1

Requi renents: Unarnmed 75% Level 12

Kama Sutra Master
This Perk confers great stam na and skill when
doing the dirty.
Nurmber of Ranks: 1
Requi renents: Endurance 5, Agility 5, Level 3

Kar ma Beacon

Your Karma ran over soneone’ s Dogna. Karma is
doubl ed for the purposes of dialogue and reactions.
Nurmber of Ranks: 1
Requirenents: Charisma 6, Level 9

Li f egi ver

Everytinme your character gains a level, gain an
additional four Ht Points for each rank of this
Perk. Wth two ranks of Lifegiver, that’'s +8 HP
each | evel
Nurmber of Ranks: 2
Requi renents: Endurance 4, Level 12
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Li ght Step
Characters with this Perk are nuch less likely
to set off traps.
Nunmber of Ranks: 1
Requi rements: Agility 5, Luck 5, Level 9

Li vi ng Anat ony

This Perk confers +20 skill points to Doctor.
Since characters with this Perk have greater
know edge of anatony, they also do +5 points of
damage with every attack to living creatures.
Nurmber of Ranks: 1
Requi renents: Doctor 60% Level 12

Magnetic Personality
Characters with this Perk can attract an
addi ti onal party nenber.
Nunmber of Ranks: 1
Requi renents: Charisma 1-9, Level 3

Mast er Thi ef
This Perk gives a one-tine bonus of 20 skill
points to the Lockpick and Steal skills.
Nurmber of Ranks: 1
Requi renents: Lockpick 50% Steal 50% Level 12

Mast er Trader
This Perk makes your itens nore val uabl e when
bartering.
Nurmber of Ranks: 1
Requirenents: Charisma 7, Barter 60% Level 9

Medi c
This Perk gives a one-tine bonus of 20 skill
points to First Ald and Doctor.
Nurmber of Ranks: 1
Requirenents: First Aid 40% or Doctor 40% Level 12

109

— $50.00 PENALTY FOR PRIVATE USE.



PROPERTY OF VAULT-TEC

More Criticals

Characters with this Perk cause nore critical
hits in conbat. Each rank adds +5 to the Critical
Chance statistic.
Nurmber of Ranks: 3
Requi renents: Luck 6, Level 6

M. Fixit
This Perk gives a one-time bonus of 20 skill
points to the Repair and Science skills.
Nurmber of Ranks: 1
Requi renents: Repair 40% or Science 40% Level 12

Mut at e!

Picking this Perk will also nake you sel ect one
of your current Traits to renove. You then get a
chance to pick another Trait. Wird, huh?
Nurmber of Ranks: 1
Requi renents: Level 9

Myst eri ous Stranger

VWhen you select this Perk, there is a chance
(30% + (2x Luck)) that your character will gain a
tenporary ally, but only in random encounters.
Nurmber of Ranks: 1
Requi renents: Luck 4, Level 9

Negot i at or
This Perk gives a one-tine bonus of +20 skill
points to Speech and Barter.
Nurmber of Ranks: 1
Requi renents: Barter 50% Speech 50% Level 6

Ni ght Vision

Your character can see better in darkness when
you select this Perk. This reduces the negative
for attacking in lowlight conditions.
Nurmber of Ranks: 1
Requi renents: Perception 6, Level 3
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Pack Rat
Each rank of this Perk adds +50 |bs. to your
character’s Carry Weight statistic.
Nurmber of Ranks: 1
Requi renents: Level 6

Pat hf i nder
This Perk reduces your travel time on the Wrld
Map by 25% for each rank.
Nurmber of Ranks: 2
Requi renents: Endurance 6, Qutdoorsman 60% Level 6

Pi ckpocket

Characters with this Perk do not suffer the
negative nodifiers for facing and size that are
normal |y associated with Steal.
Nurmber of Ranks: 1
Requirenents: Agility 8, Steal 80% Level 15

Presence
The initial reaction of NPCs are nodified by
+10% for each rank of this Perk.
Nurmber of Ranks: 3
Requirenents: Charisma 6, Level 3

Pyr omani ac

This Perk will make your character do horrible
things with fire -- to other people. +5 points of
damage with fire-based weapons.
Nurmber of Ranks: 1
Requirenents: Big Guns 75% Level 9

Qui ck Pockets
The cost to access |Inventory during conbat is
only two AP with this Perk.
Nurmber of Ranks: 1
Requirenents: Agility 5, Level 3
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Qui ck Recovery
It only costs one AP to stand up after being
knocked down.
Nurmber of Ranks: 1
Requi rements: Agility 5, Level 6

Rad Resi st ance

Each rank of this Perk increases the Radiation
Resi stance statistic of your character by +15%
Nunber of Ranks: 2
Requi renents: Endurance 6, Intelligence 4, Level 6

Ranger

This Perk adds +20 skill points to Qutdoorsman.
It also makes finding special random encounters
slightly easier.
Nurmber of Ranks: 1
Requi renents: Perception 6, Level 6

Sal esman
Your character becones an adept salesman with
this Perk. +40 skill points to the Barter skill.

Nurmber of Ranks: 1
Requirenents: Barter 50% Level 6

Scout
Your character can now scout a little farther on
the Wrld Map. This will increase the anpbunt of

the map you can see while exploring and nake
finding the special random encounters a little
easi er.

Nurmber of Ranks: 1

Requi renents: Perception 7, Level 3

Shar pshoot er

For each rank of this Perk, increase Perception
by +2 for the purposes of determining the nodifiers
for range in conbat.
Nurmber of Ranks: 1
Requi rements: Perception 7, Intelligence 6, Level 9
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Silent Death

Wi | e Sneaking, characters with this Perk do
doubl e darmage using a HHH or nelee attack if they
can hit their opponent in the back.
Nurmber of Ranks: 1
Requi renents: Agility 10, Sneak 80% Unarned 80%
Level 18

Sil ent Running
This Perk allows characters to run and stil
Sneak.
Number of Ranks: 1
Requi rements: Agility 6, Sneak 50% Level 6

Sl ayer

In HHH or nelee conbat, holders of this Perk do
critical hits with a successful Luck roll
Number of Ranks: 1
Requi rements: Agility 8, Strength 8, Unarnmed 80%
Level 24

Snoot h Tal ker

Each rank of this Perk will increase the nunber
of options your character has while talking to
NPCs. Basically, characters will be able to say

things they would not normally be able to discuss
due to their Intelligence.

Nunmber of Ranks: 3

Requi rements: Intelligence 4, Level 3

Snakeat er
This Perk adds +25% to the Poi son Resistance
statistic.
Nurmber of Ranks: 2
Requi renents: Endurance 3, Level 6

Sni per

Your character will do a critical hit with a ranged
weapon with a successful Luck roll and this Perk.
Nurmber of Ranks: 1
Requirenents: Agility 8, Perception 8, Small Guns
80% Level 24
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Speaker
This Perk gives a one-tine bonus of 40 skill
points to the Speech skill.
Nurmber of Ranks: 1
Requi renments: Speech 50% Level 9

St onewal |
Your character is only half as likely to be
knocked down in conbat.
Nurmber of Ranks: 1
Requi rements: Strength 6, Level 3

Strong Back
Each rank of this Perk increases the Carry
Wei ght statistic by 50 IDbs.
Nurmber of Ranks: 3
Requi renents: Strength 6, Endurance 6, Level 3

Survival i st
Gain 40 skill points in the Qutdoorsman skill
with this Perk.
Nunber of Ranks: 3
Requi renments: Endurance 6, Intelligence 6,
Qut door sman 40% Level 3

Swi ft Learner

Each rank of this Perk adds an additional +5%to
your character’s experience point total whenever
your character earns experience.
Nurmber of Ranks: 3
Requirenents: Intelligence 4, Level 3

Tag!

Pick an additional Tag skill.
Nurmber of Ranks: 1
Requi renents: Level 12

Thi ef
A one-tinme bonus of +10 skill points to Sneak,
Lockpi ck, Steal and Traps.
Nurmber of Ranks: 1
Requi renents: Level 3
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Toughness

Each rank of this Perk OTES
adds +10 to your character’s N
Damege Resi stance statistic. L

IS

Number of Ranks: 3 RUTRED AT TUUERE
Requi renents: Endurance 6, ARSI SEECAc I ERAS
Luck 6, Level 3 \//QM HAY BE AVARDED
QME UF THESE ERKS

V\é ap on |_|an d I | n g FAR CIMMPLETING SP&cIAL

This Perk adds +3 to SussTs.  Keer R
Strength for weapon mini num Sis SR SIS GiEss
Strength checks. OREREE RS
Nurmber of Ranks: 1
Requirenents: Agility 5, a
Level 12

[ ]

Experience
As your character survives, and succeeds at
overcom ng the obstacles in his path, he will gain

experience points. Wen a certain nunber of

experi ence points are obtained, your character wll
increase in level. Wen that happens, your
character will gain nore Hit Points, nore skil

poi nts and the occasional Perk.

Experi ence points can be given to your character
for killing critters in conbat, solving problens,
and using skills successfully. The nore difficult
the critter, problemor skill use, the nore
experience points your character will be awarded
wit h.

It requires nore experience points to increase
in level, the higher |evel your character is. o
up in levels, and you need even nore experience to
get to the next I|evel.

A level is just a generalized neasure of how
much experience your character has earned, and how
capabl e your character is.

The anount of experience required to gain the
next level is shown on your character screen
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Level XP Required

1 0

2 1, 000

3 3, 000

4 6, 000

5 10, 000
6 15, 000
7 21, 000
8 28,000
9 36, 000
10 45, 000
11 55, 000
12 66, 000
13 78, 000
14 91, 000
15 105, 000
16 120, 000
17 136, 000
18 153, 000
19 171, 000
20 190, 000
21 210, 000

and so on..

Every new | evel gains your character the follow ng:

Hit Points - Add 3+(1/2 Endurance) to your
maxi mum HP t ot al

Skill Points - Gain 5+(2x Intelligence) skil
poi nt s.

Your character will occasionally gain a Perk,
every three or four levels.
There is no maxi mum |l evel. You can continue to

gai n experience and inprove your character, but it
takes nore and nore experience to increase |levels
as you play.
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Skill Points

Every new experience level wll give your character
a nunber of skill points that you can spend to

i mprove your character’s skills. It is harder to
inmprove a skill that is at a higher level. Wen
your character spends skill points to inmprove a
skill, it will cost nore skill points if the skill

is of a higher Ilevel.
Tag skills inprove faster. They gain +2%
i nstead of the nornmal +1%

The nunber of skill points your character gains
each level is dependent on their Intelligence (the
hi gher the Intelligence, the nore skill points),

and whet her or not your character has the Skilled
trait or the Educated perk.

Spending Skill Points

To spend skill points, sinmply click on the skill to
highlight it and nove the skill point spending bar
to that skill. Press the + or - buttons to increase
or decrease the number of skill points you are
spending on that skill. You cannot decrease the
nunber of skill points in a particular skill bel ow
where it started when you entered the character
screen at this tine.
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COMBAT
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Matters of Life and Death

As you explore the post-nuclear world, you will
eventually cone into conflict with other characters
or creatures. Sonetinmes you can sol ve these
problens with diplomacy or stealth, depending on
what your character is good at. Sonetines it is
going to cone down to who has the bigger gun

And who can use it better..

Conbat in Fallout 2 is turn-based. Wile the
rest of the gane is “real-tine,” meaning that while
you are noving other characters may nove as well, a
turn-based ganme is different. The way it works is
that your character gets a chance to act, then the
next person does all of his actions, and then the
next person and so on. \Wen everyone has had a
chance to act, the turn is over and the whole thing
starts over again at the top.

When everyone else is dead or they have fled,
the conbat is over and the game reverts back to
real -tinme. |If your character dies, then the gane
is over.

This chapter on conbat will often refer to
hexes. A hex is short for hexagon, or a six-sided
pol ygon. Hexes are a way of managi ng distance and
noverment. [Each hex is one neter. A target ten
hexes away is ten neters away, or roughly thirty
feet.

Starting Combat

There are two ways conbat can start. You can
initiate it, or sonmeone else can. You can start
conbat by left-clicking on the active item if it
is a weapon, or using the “A” quick key. NPCs will
usually only start conmbat if they are hostile, or if
you really anger them by doi ng sonething they hate.

Anyway you | ook at it, once conbat starts, you'd
better be prepared to end it.

The person who starts conbat gets a free turn
then all conbatants (people participating in the
battle) are ordered in a |list by the Sequence
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statistic. The critter with the highest Sequence
gets to go first, then the critter with the next
best Sequence and so on. Ties are deternmine by the
best Agility, and if that is still tied, the best
Luck. If it is still tied at that point, the
conputer just picks a
random critter who is tied
for that position.

Each conbatant, starting
at the top of the list and
wor ki ng down, gets a chance
to act. \Wen everyone has
gone, it starts all over
again at the top of the Iist.

When conbat starts, the conbat buttons in the

[ ower right-hand side of the interface bar will be
revealed. |If the four lights around the buttons
are bright green, it is your character’s turn. If

the lights are red, it is a conputer characters
turn. Wen it is your character’s turn, you can
act. Wwen it is not, you nust watch the events on
screen and wait for the next turn

Each turn of conbat is five seconds of gane
tinme. It mght take longer of actual time to play
out that turn. Wen it is your turn, you can think
about your actions for as long as you like. There
are no tinme limts here

Targets

One of the first things you need to do is determne
possi bl e targets. You can use the Target Highlight
preference to determ ne when targets will be

hi ghlighted. W will assune that preference is set
to Targeting Only.

When you right-click to change cursor nodes, one
of the cursors is the targeting cursor. The
targeting cursor is also available when you click
on a weapon in the active item button area

Al targets within your character’s line of sight*
(LOCS) and/or Perception range* will be highlighted
The color of the highlight is inportant.
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RED - A critter highlighted red is a possible eneny
within your character’s LOS and Perception range.

Proceed with caution. |It’s possible that the
critter is neutral, and wants to have nothing to do
with you and your problems. |It’'s also possible

that the critter could be planning evil things to
do with your character’s corpse.

YELLOW - The critter is out of your character’s
LOS, but within Perception range. It will be

i mpossi ble for your character to attack this
critter, unless your character noves closer

GREEN - This is a friendly critter. Don't shoot!
NONE - If there is no highlight around a critter,
that particular character or creature is out of our

character’s LOS and Perception range.

* LOS is Line of Sight. This is a straight line

bet ween two characters. If the line is bl ocked
the characters are not in LOS of each other. LGS
is mutual. By definition, a character that has LOCS

to a critter is within the LOS of the critter. LGS
can be bl ocked by walls, trees and other |arge
obj ect s.

* Perception range is what your character can hear
or snmell, in addition to see. It is possible for
your character to know that a critter is behind a
whi | e, because your character can just perceive them

Action Points

The nunber of actions you can take each turn are
determ ned by a character’s total nunber of Action
Points (AP), the nore APs your character has, the
nore things she can do.

You will spend your character’s APs when you
perform an action, when you are out of APs your turn
is over. Fortunately, you get all of your APs back
at the start of the next turn
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The number of action points your character has is
| ocated over the active item button on the interface
bar. The AP lights only show the first ten AP your
character has. |f your character has nore than 10 AP
remai ni ng, those action points will not be shown.
When you spend enough APs so that less than ten are
remai ni ng, the nunmber of lights representing APs
will start to wink off.

Different actions cost different amounts of APs.
It costs very little to walk one hex (one AP to be
specific), but it costs nmore to wal k several hexes.
Attacking with a knife is faster than ainming with a
rifle, so the knife attack will cost less AP to
perform

Actions in Combat

The following chart will give you an idea of the
nunber of APs required to perform an action. The
actual anobunt nay vary, depending on your character
and what item your character uses.

Action Base AP Cost
Moverent 1 AP per hex
Hand to Hand (HH) Attack 3 AP
Mel ee Weapon Attack 4 AP
Ranged Attack (single) 5 AP
Ranged Attack (burst) 6 AP
Targeted Attack (single) 6 AP
Rel oadi ng Anmo 2 AP
Accessing I nventory 4 AP
Opening a door or other action 3 AP
Toggling active itens 0 AP
Swi t chi ng weapon nodes 0 AP

Movement

The AP cost to nove is shown in the nmiddle of the
noverment cursor when you pause the cursor for a
noment over the destination hex. |If there is a red
X in the center of the cursor, then you do not have
enough AP to nove that far, or there is sonething
(or soneone) bl ocking your access to that hex.
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Running in conbat has no bonus or penalty.

You can reserve enough AP to nove and still use
your active item by holding dowmn the CTRL key while
clicking to nove. |If you want enough AP |left over

to shoot your target, but you want to get as close
as possible to the target in order to reduce the
range penalty to a mninmm use reserve novenent.
Exanpl e: Your character has nine AP remaining.

Your current weapon is a Colt 6520. It costs five
AP to shoot that weapon in non-targeted node. |If
you hold down CTRL while clicking on a hex that is
ei ght hexes away, you will only nmove (9-5) four
hexes towards the destination hex. You wll stil
have five AP remmining, just enough to shoot the

pi stol.

Attacking

The nunber of AP required to make an attack depends
on the type of weapon used (if any) and the type of
attack. Weapons that are big and bul ky wll
require nore AP to use than snmaller weapons. The
AP cost for the attack is always shown in the |ower
| eft-hand corner of the active item button.

Al ranged weapon attacks are assuned to be
aimed. Ammunition is scarce. Every shot nust
count.

Targeted shots are ainmed shots that your
character spends nore tine performng. Targeted
shots require an additional AP to perform

To attack, right-click on the active item button
(whi ch should contain a weapon or be enpty, if you
want to use Unarned attacks) until the button is
di splaying the attack node you want to use. Left-
click on the button to get a targeting cursor.

Move the targeting cursor over the target and |eft-
click again to attack.

You can continue to attack in a turn until you
run out of APs to pay for an attack. It is
possible to use two different types of attacks, as
wel | .

123

— $50.00 PENALTY FOR PRIVATE USE.



NOTES

T RELAD ArvD USE A
HEALNMNS ITEM IV THE
IS cHEAPER
INGENMNTIRY AND
DS EVERYTHING THERS.
MDD IF QU S TS
INGANTIRY TS USE& A
HEALNMNS U SHAUULD
REMEHBER TS RELSAD  Ary
RANGED WEAPINMS AT THE
SAME TMS.

SAMES  TURN, (T
T peN

TEHM,

k.

again on the sane turn,
four AP.

Other Actions

If you perform actions that
Ii ke opening a door, it
Some skills or
t hey cannot

ampbunt of work and tine,
will cost three AP
so nmuch gane tine that

PROPERTY OF VAULT-TEC

it wll

Inventory

If you press the INV
button on the interface
bar, it will cost four AP
to open inventory. |If
you do not have the four
AP, you cannot open
i nventory.

Once you open
i nventory, however,
can perform as nmany
actions in there as you
want. |f you do nothing
at all, it still costs
the four AP. If you
attenpt to open inventory
cost an additional

you

requi re a reasonabl e

actions require
be used in a

conbat turn. Specifically, First Aid and Doctor
skills cannot be used in conbat.

Sone interface issues require no tine at all in
the larger scheme of things. Right-clicking on the

active item button to change weapon nodes requires

no APs. Nei t her
active item slots.

Probabilities

Attacks in conbat
novi ng around,
Ar nor
damage.

Weapon attacks will
hit.”

targeting cursor over
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is the percentage chance
after nodifiers, of
actually hitting the
target. The higher this
nunber, the nore likely
you will be able to hit.

Sone exanpl es:

10% chance to hit - You
should only be able to hit the target one out of
every ten tinmes.

50% chance to hit - You should hit half the tine
and m ss the other half.

95% chance to hit - You should hit 19 out of 20
tinmes, so you will rarely miss. This, by the way,
is the maxi num chance to hit. Even with super high
skills, and all the nodifiers, you have a maxi mum
chance of 95%to hit.

Your chance to hit is based on the appropriate
weapon skill and it is nodified by the range, |ight
[ evel, arnor, cover your target has, and if the
attack is targeted, the specific |ocation you are
trying to hit.

For ranged weapons, the distance between your
character and your target is critical. The closer
your character is to the target, the better the
chance to hit. Your Perception is the base factor
for how far away a target can be before it gets

harder to hit it. |If the target is really close
you will even have a positive nodifer to your to
hit chance.

If your target is in the dark, it will be harder

to see them accurately. Targets that are hard to
see are hard to hit. The light level of the target
will nodify your chance to hit. The darker it is,
the harder it will be to hit them

Arnor provides protection by actually deflecting
the attack. Attacks that are deflected, or bounce
in the case of really heavy arnor, do no damage
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Neat. The negative nodifier to a to hit roll is
the Arnmor Class (AC) of the arnor. See page XX for
nore details about arnor and how it can help you
even if you are hit.

Any obstacl e between you and your target is
consi dered cover. People, barrels, trees are al
cover. You cannot shoot through walls, but it
m ght be possible to shoot through a w ndow.

See page 130 for details about targeted attacks.
The different | ocations on the target may be
selected. Each location may have a different
nodifier to the to hit chance, but offers the
opportunity to increase the anount of damage done

Ranged Weapons

Weapons that can be used a range of one hex, two
hexes or nore are called ranged weapons. They
often have sonme sort of finite range, but that is
often 15, 20 or nobre hexes away.

Anything froma gun to a thrown rock can be a
ranged weapon. |If you can attack farther than two
hexes away, it nust be a ranged weapon.

Weapon Modes

By right-clicking on the active item button, you
can chance the weapon node. Not all weapons will
have all nodes.

SINGLE - This will fire one shot fromthe weapon
One round of amo will be used. The conputer will
roll one chance to hit. |If it succeeds, the shot
hits and does damage. |If it fails, nothing happens

except you spent some APs that coul d have been
better used.

Single shots may also be targeted, if your
character does not have the Fast Shot trait. The
targeting synbol will appear in the |ower right-
hand corner of the active item button when you are
in targeted shot node. See page 126 for nore info
on these kinds of attacks.
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BURST - This node will use
mul ti pl e rounds of

f ammunition. Every type of
burst weapon will have a
different rate of fire

f (ROF), which deternines the
# nunmber of rounds fired with
a single action. Burst
weapons use ammo faster,
but generally have a
better chance to hit
overall .

Every single bullet will get an individual
chance to hit. Even with a low skill, burst
weapons with a high ROF will usually hit somrething.

And sonething is the key word. Burst weapons
not only attack the target, but any other potenti al
target with the cone shaped area of effect.

A burst is capable of covering many hexes and
hitting all targets within that area. Mst of the
bullets are ained at the primary target. The rest
of the bullets can strike anybody within the cone.
Friends, enenys, hel pless sheep, whatever is in the
cone that is centered around your target. Each
bullet will do the weapons listed anmount of danage.
If all rounds hit, a burst weapon can do an awf ul
| ot of danmge.

However, if are right on top of an eneny, and
you burst them-- they will be riddled by all the
bullets. The cone needs a mininmum of a few hexes
to work.

Besi des potentially
using a lot of anmp, burst
shots may not be targeted.
You just don't have the
fine control necessary to
bring the sight to target

with all the recoil.

THROW - This will toss the weapon at the eneny
target. This is generally a shorter ranged attack
than other ranged weapons. The exact range will
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depend on the Strength statistic of the character
throw ng the weapon.
G enades, knives and rocks can all be thrown.
If you have an identical itemin your inventory, it
will automatically be |oaded into the sanme slot.
This lets you toss frag grenades |ike they are
going to nuke the factory in five nmnutes and you'd
better use all that you can.
Al thrown weapons have
to land somewhere. Even
if a thrown weapon nisses
the target, it will Iand
on the ground somewhere
around you or the target.
G enades have a tendency to
do bad things if this happens.

RELOAD - Weapons that require anmo can be rel oaded.
You nmust have the identical kind of amo in your
inventory. The weapon will be maxed out, or all of
your inventory amm w |l be used, whichever cones
first.

The ammo bar next to the active item button
shows if a weapon requires amo, and how close it
is to needing a reload. The |lower the bar, the

nore likely you will be reloading in the very near
future. Burst weapons that have a high ROF use a
ot of ammo. Single-shot weapons, |ike rocket

l aunchers, also need to be reloaded quite often.
Besides using this method to rel oad, which only
costs two AP, you can spend four AP and open inventory.
Once in inventory, you can perform as many inventory

actions as you would like. Including swapping

weapons, ammo type, using healing items and so on.
Exanmi ne the weapon in inventory to get an exact

count of the remaining ammo, if you are interested

Melee Weapons & HtH Combat

The use of nelee weapons and unarned conbat is
collectively known as Hand to Hand conbat (H H)
This sort of conbat occurs at very close ranges.
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Most of the time the two opponents will be

adj acent, at a range of one hex. Some nel ee
weapons can attack an opponent that is two hexes
away. Anything beyond that, you need a ranged
weapon. This type of combat can be very deadly,
since nost attacks are faster and the chance for a
critical hit is increased.

Ht H conbat has a mmjor disadvantage: if you can
hit your opponent, he can hit you. Wth ranged
weapons, you can fire froma distance, and if your
opponent is not simlarly arned, you can plink at
them as they approach.

The good thing about HH conbat: |ess anmunition
is used, and the attacks are generally a little
faster to perform letting your character take
addi tional actions.

SWNG & THRUST - These are
attack types comon to

mel ee weapons. Mel ee
weapons have a base anount
of danmage, plus they get a
bonus from Strength (the
Mel ee Damage statistic.)

Many mel ee weapons can nmake a targeted attack
This attack costs an additional AP to perform but
is nore likely to cause damage. See page 130 for
targeted attacks.

RELOAD - Sore el ee weapons require power cells, a
type of anmpb. If the power |evel gets low in the
weapon, use this option to recharge the weapons
battery.

PUNCH - If ITEML is enpty in inventory, you can
make punch attacks. The better your unarmed skill,
and other characteristics, the nore damage your
punches will do. Basic punch damage is based off
of your character’s Ml ee Damage stat.
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Characters that work on
i mproving their Unarmed
skill will learn how to
throw nore and nore
power ful punches. Sone
punches require other
characteristics as well.

See the Unarmed skill description starting on
page 89 for nore information.

KICK - ITEM in inventory
nmust be enpty so you can
make kick attacks. Kicks
do nore damage, but
require nore AP. Kick
damage is nodified by

Mel ee Danage.

Characters that specialize in Unarned can do
better and better kicks as they learn nore. O her
characteristics are required to learn this nore
advanced ki cks.

See the Unarmed skill description starting on
page 91 for nore information.
Targeted Shots
Most attacks are done just trying to hit the
opponent. But if the character takes a little nore

time, it is possible to nake a nore difficult
attack that can do nore damage. These are known as
targeted attacks.

Not all attacks can be targeted. Burst and
expl osi ve weapons cannot nake targeted attacks.
Characters that have the Fast Shot trait wll never
even see the targeted shot
i con.

Ri ght-click on a weapon
in the active item button
until a small targeting
icon appears in the |ower
right-hand corner of the button. Left-click on the
button to select the targeting cursor. The col or
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is red to remind you that this is a targeted shot.
Left-click on the target.

A window wi |l appear showing a wirefrane of the
target and all the specific |ocations you can
target.

You can attack one of
eight different |ocations.
Each location, |ike an arm
or leg, is easier or
harder to hit. Your
adjusted to hit chance is
shown next to the l|ocation
name. A to hit chance of
“--" nmeans your character
has no chance of success, the attack is just too
difficult for a character of that skill. dick on
a location nane to attenpt the attack. Press the
CANCEL button if you decide the targeted attack is
not worth it. A nornmal attack always goes for the
torso.

Targeted attacks have a higher chance of scoring
a critical hit. The nmore difficult the location
was to hit, the higher the chance of actually doing
a critical hit. The type of critical hit that is
achieved is also based on the l|ocation of the
targeted hit. Hitting a person in the head can do
nore damage than hitting themin the left |eg.

Damage

Damage is the result of a succesful attack in
conbat. The nore damage you do, the nore likely
your opponent will be killed, knocked out, knocked
down or just plain put out of the fight.

Damage can al so occur fromtraps or other non-
conbat sources.

Hit Points - Damage renoves HP. The anount of
damage is always shown as an anobunt of HP danage.

A critter’s current HP is equal to their maxi num HP
m nus all the damage they have taken.
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Wien a critter’s HP reaches 0, that critter is
dead. If the player character loses all of his HP
the gane is over.

Critical Hits - Sonme attacks are just nore deadly
than others. The attack may have hit a critica
spot, or was swung with a extra effort, or was just
a lucky attack. These critical hits can cause nore
damage or have sonme other nasty effect on the poor
reci pient of the hit. The chance to cause a
critical hit is based on the Critical Chance
statistic, if the attack was targeted or not, and
what the difference was between the attacker’s

skill and the final number rolled by the conputer.

Sonme common critical hit effects:

Extra Damage - x1.5, x2 or even x3 points of
damage.

Crippled Linb - The attack was so good it
di sabled a |inb.

I gnore Arnor - The attack bypasses arnor and
conpletely affects the target.

Unconci ousness - The attack knocks the target
out. The anount of tine the target will remain
unconci ous is based on their Endurance. The higher
the EN, the quicker the target recovers.

Knockdown - The target is knocked to the ground.
It will require themto spend a snmall anmount of AP
to get up the next turn.

Instant Death - Some critical hits are just so
brutal the target is instantly slain, usually in a
very spectacul ar manner.

The type of effect achieved by the critical hit
depends on the target, and the actual |ocation of a
targeted shot.
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Critical Failures - It is entirely possible that
the attack was so screwed up, that the attacker did
sonething really stupid. This is known as a
critical failure, and is usually not a good thing.
Critical failures can happen to the PC, as well as
all other critters. Critical failures happen to
the attacker, which can include your character.

Trying to make a targeted shot with a really |ow
chance to hit increases the chance that your
character will suffer froma critical failure. The
Jinxed trait neans that everyone will suffer from
nore critical failures.

The type of critical failure depends on the
weapon used. Characters naking unarned attacks are
not inmune to the dread power of critical failures.

Sonme common critical failure effects:

Runni ng out of ammo - The nmgazi ne was danmaged,
or the amop mal functi oned.

Janmed Weapon - Qops! The weapon may jam and
require time to repair.

Loss of AP - The attacker did sonething stupid,
like brain fart.

Dr opped Weapon - The attacker |loses grip on his
weapon and it falls to the ground.

Weapon Explodes - This is bad. Only really
likely with expl osive or energy weapons.

Hit Unintentional Target - The attacker mi sses
his original target and hits sonmeone el se.

Danmage Self - The attacker sonmehow hurts
hersel f.

There are other critical failure effects. Have
fun finding them out.

Poi son - Poison is a nasty type of attack.
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Poi son does danage over tinme. Many creatures can
do poi son damage, along with their regular HP
attacks. Anti-venom can reduce the effect of
poi son. The nore poison a character has been
affected by, the longer it takes before the poison
is gone, and the nore damage the poison while do on
the way out.

See Poi son Resistance for nmore info on poison
page 91.

Radi ation - Radiation is an invisible attack. You
will not see the radiation that kills you. Some
critters can cause radiation damage, in addition to
their normal damage. Radiation does not nornally
| eave your system either. You nust use drugs or
other curative processes to renove radiation. And
the nore radiation in your system the nore likely
it is to damage you and the worse the effect.

See Radi ati on Resistance on page 91 for nore
about radiation.

Unconsci ousness - This usually occurs froma
critical hit. During this tine, the unconcsious
critter will fall to the ground and can do nothing
until he recovers. The recovery tinme is based on
Endur ance.

Death - There are two ways to die: lose all of your
hit points or be unconscious and the only renaining
critters around you are hostile. W suggest you do
neit her.

Armor

Armor is protective clothing that can reduce the
effect of dammge in conbat. It is highly suggested
that you find arnor, wear it and upgrade whenever
possi bl e.

The better the arnor, the nore danage it can
protect against. There are three different
statistics that determine the quality of the arnor
and how nmuch danage it can stop.
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Armor Cass - This is the chance that the arnor
will force the attack to miss, usually by

defl ecting the shot. The higher the Arnmor C ass
(AC), the better the armor. The AC acts as a
negative nodifier on the attackers chance to hit.
Exanmpl e: A ganger is wearing Leather arnor, which
is ACL15. A desert ranger has a to hit chance of
65% after all other nodifiers. The chance to hit
the target is only 50%

Damage Threshold - If a character in arnmor is hit,
then the first thing arnor can do is block the
damage. Danmmge Threshold (DT) is subtracted from
the initial anpunt of damage (what the target would
take if it weren't for the arnor.) Exanple: The
desert ranger hits the ganger from the above
exanpl e. The attack does 20 points of damage.

Owi el The DT of Leather arnor is 4. The first
four points of the rangers attack is stopped cold,

| eaving only 16 points of damage.

Danmage Resistance - The arnor can al so absorb the
energy of the attack and spread it out over a

| arger area, reducing the damage proportionally.
Danmage Resistance (DR) is the percentage of damage
after the DT, that the attack is reduced by.
Exanmpl e: The ganger is in hurt shape. Fortunately,
Leat her arnmor has a DR of 20% which reduces the 16
poi nts of danage to 13 points. Here's the math: 16
- (16 x .2 = 3.2 (round down to 3)) = 13. The
Leather arnmor stopped a little over a third of the
total damage.

Ending Combat

If there are no nore hostile critters around,

conbat will end automatically. You can also
attenpt to end conbat early by using the END COVBAT
button on the interface bar. If there are hostile

critters nearby that want to continue fighting, the
END COVBAT button will not work but you will have
| ost the remai nder of your turn
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When conbat ends, the conbat buttons on the
interface bar are covered up again and the gane
returns to real-tinme.

Victorious in Battle and Looting the Dead

Your character will gain a nunber of experience
poi nts based on the toughness of the critters
faced. It may be enough XP to increase your
character’s level, or you may need to explore sone
nore and face additional challenges.

You can also loot the dead bodies for their stuff.

Left-click, or select the Use action icon, on a
dead body to loot it. A loot screen wll appear
with your character on the left-hand side and the
dead body on the right-hand side. |If there is nore
than one dead body on the hex, there will be sone
arrows to select the additional corpses.

There is a TAKE ALL on the |loot screen that will
nove all itens fromthe corpse or contai ner object
to your character’s inventory. That's the quick
way of grabbing everything.

You can also use the Unload Amp action icon on
a weapon in the corpse’'s inventory and it drop the
amo directly into your inventory.
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APPENDICES
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APPENDIX 1:
Tutorial

This section will give you a brief tutorial on gane
functions and give you a head start at the

begi nning of the game. This tutorial assunes that
you have already installed Fallout 2 and doubl ed-
click on the Fallout 2 icon or ran it fromthe
Wn95 Start nenu.

Start a new ganme by selecting NEW GAME from the
main menu. For now, click on the TAKE button to
sel ect Narg, a conbat-based character that is the
easi est character to start the gane with

After the tribal elder tells you of your
nm ssion, you will appear standing in front of the
tenple of trials. Narg, your character, is
standing on the steps in the center of the screen.
Press F1 if you need a quick reninder of the basic
functions and icons on this screen.

Equip Narg with a weapon, since Narg likes to
kick a little bootie every now and then. dick on
the INV button on the interface bar to open Narg's
bag of goodies. Narg is pretty poor and only has a
spear. That'll have to do for now. Move the
cursor over the spear. Right-click once to change
the cursor node. Left-click on the spear to
examne it a little nore closely. Then right-click
again to change the cursor back to the hand. Left-
click on the spear and hold the nmouse button this
time. Notice that the cursor becones the spear.
The cursor is one with the spear. Drag the spear
to the ITEM slot and release the |eft-nouse
button. Narg is now wielding the spear. Cdick on
the DONE button to return to the gane.

Move the cursor to the corners of the screen.
The screen will scroll to show you nore of the map.
This map is pretty small. About the only things of
interest on this map are the actual entrance to the
tenple and that guy standing to the south of you

Go talk to that guy. Right-click to change
cursor nodes and left-click on the guy, er, guard.
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Narg will run up to himand start a conversation.
See page 63 for full information about talking to
non- pl ayer characters. For now, click on the *Just
thought 1'd say hello...” line and say good-bye to
the man. |If you nove the cursor over the NPC for a
nonment, you will see a brief description of himin
the display nmonitor.

Left-click to change back to the novenent cursor
and click in the dark entrance area of the tenple.

Good thing you pulled out that spear. There is
a (sonewhat) dangeous animal hiding in the darkness
of the tenple. Mve Narg in the direction of the
scorpion. Don't nove too close. Wit for the
scorpion to notice you and start conbat.

The scorpion should nove right up to Narg.
Convenient for Narg, bad for the scorpion. Left-
click on the spear button on the inteface bar. The

cursor will change to a targeting attack cursor and
the scorpion will highlight. Left-click on the
scorpion to attack it. If you miss, click the END

TURN button. If you hit and don't kill the
scorpion, left-click to change cursor nodes and
wal k away fromthe scorpion. If you kill it, click
the END COMBAT button.

Change the cursor to the action cursor (right-
click until the cursor is an arrow) and left-click
on the large door. This type action uses the item
in question. |In the case of doors, this action
attenpts to open them

Wal k north and take the first corridor on your
right. Kill any scorpions that you cone across.

As a shortcut, you can right-click in conbat to
select the targeting cursor. Keep noving away from
the nonsters, as it nakes them work harder to
attack you. Narg only gets one attack with his
spear each turn

Continue on to the end of this corridor, unti
you cone to a small room Use the Pot in the north
end of the room Drag the bag of healing powder
fromthe pot to Narg's inventory or use the TAKE
ALL button. dick on the DONE button you are
finished looting the pot. Then |eave this room and
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continue back to the main corridor and continue to
explore this level until you come to another set of
| arge doors to the north.

(I'f you want to nove faster, hold down SH FT

while clicking to nmove. This will nake your
character run instead of walk.)
Notice this door is locked. You will need to

pick the lock. dick on the SKILLDEX button and
sel ect LOCKPICK. The cursor will change to a
yellow targeting cursor. Left-click on the door to
attenpt to pick the lock. Continue using the
SKILLDEX button until you pick the |ock.

Then use the door to open it and proceed north
This next corridor is trapped where it w dens
and opens up. Proceed slowy through the area. |If
Narg sees a raised plate, it indicates that a trap

trigger has been found. Walk slowy to the west
side of the corridor and then walk carefully to the
north. Avoid stepping on any trap triggers.

If Narg gets hurt, either by the scorpions or
the traps, open Inventory and use the healing
powder. To do so, right-click to change cursor
nodes to the Inventory action cursor. Left-click
and hold on the healing powder. A columm of icons
will appear. Wile holding the nmouse button, nove
the nmouse down to select the upraised hand (the Use
icon) and release the nouse button. Narg wll
munch on the powder and feel nuch better

From here, you should continue to have Narg
explore the tenple. Keep proceeding, killing
hostile animals as you cone across them and using
your skills and wits to bypass other obstacles.

Good | uck!
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APPENDIX 2:
Hints and Tips

In addition to the tutorial found in Appendix 1,
here are sone basic hints and tips for begi nners.

Save Often

Use the save gane feature often and use it well
Do not save over your previous save ganme slot. Use
all 10 slots, alternating between themto protect
your character and your gane.

Exanmi ne Everything

Keep a close eye on the screen. Exani ne
everyone and everything until you get a hang of the
world. The dirt, as it were, is in the details.

Concentrate on your Character

At the beginning of the ganme, when every |evel
counts, spend your skill points in what your
character does well. This means that you should
i mprove your tag skills until they are very useful
Master a few skills first and then inprove the rest
of your character. Al characters should have at
| east one conbat tag skill (Ml ee and Unarned work
best for starting characters, Small Guns is always
useful and the others can be inproved |ater when
you start getting the better equipnent.)

Pay Attention

If an NPC says sonething, they probably nean it.
It may be a lie or a trap, but your character
shoul d al ways pay attention to what soneone has to
say.

Savel!
We did nention to save your gane, right?

Conbat Hints
Move around. Don't stand still. Action Points
are better spent on noving farther away from an
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attacker than the AC bonus. Especially if you have
a ranged weapon and they do not. Moving around
also allows you to use cover.

Pick your targets carefully and then follow
t hrough on the attack.

Al ways use Inventory wisely for rel oading and
heal i ng your character.

Anmo can be scarce. Conserve it if possible.
Mel ee weapons and hand-to-hand attacks on small,
pitiful critters can save you some expensive anmo.
Don’t be afraid to spend ammo if it neans |ess
danger to your character, however.

Get some Friends (NPCs, that is)

Havi ng additional NPC party-nenbers is great.
Not only can they offer additional information, but
they do the follow ng:

* Split eneny attacks in conbat. Mre targets
for the eneny neans |ess people actively trying to
kill your character.

* Carry goods. Mre NPCs nean that you can |ug
nore stuff around.

* Sonme NPCs are very skilled, and it will
effectively nean that your character gains a |ot of
experience as long as you have these skilled NPCs
around.
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APPENDIX 3:

Credits
PROGRAMMING

Lead Programmer Additional

Jesse Reynol ds Programming By
Tim Cain

Programmers John Price
Chris Jones
Ni ck Kesting

Robert Hertenstein 2
Thomas French
Chris Holland

Dan Spitzley

Movie Technology
Paul Edel stein

I nstall er/Autopl ay
Darren Mbnahan

ART
Art Director
Gary Pl atner

Artists
Robert Col lier
Tranel | Ray |saac
Jeff MAt eer
Bri an Menze
Scott Rodenhi zer

Heads
Scott Rodenhi zer

Additional Art By
Aar on Brown
Pet er Kroko

M ke MCarthy
Chad Mbore
Eddi e Rai nwat er

Intern Artists
Charles M G egory
Dani el Jacobs
John Jacobs
Karel Jacobs
Chri st opher Jones
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Benc O pak
Adoni Torres

Original Game Artwork By
Jason Anderson
Leonard Boyar sky
M chael Dean
Shar on Shel | man
Paul Horm s

DESIGN
Lead Designers

Fear gus Urquhart
Matt Norton

Designers
Jason G Suinn
John Deil ey
Chris Avell one
Zeb Cook
Dave Hendee
Colin MConb

Technical Designer
Scott Everts

Level Designers
John Deil ey
Scott Everts

Jason G Suinn

Additional Design By
Robert Hertenstein 2
Ni ck Kesting
Fred Hatch

Design/Dialogue
Mark O Green
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SPECIAL Game System Design By
Chris Tayl or
Tim Cain
Jess Heinig
Feargus Urquhart

Original Game Design B
&l Tim Cain en by

Leonard Boyar sky
Jason Anderson
Jason Tayl or
Scott Canpbel |

PRODUCTION
Division Director
Fear gus Urquhart

Producers
Eric Dem |t
Fear gus Urquhart

Assistant Producer
Fred Hatch

Asst. Division Director
Jereny Barnes

Production Assistant
Jason G Suinn

QUALITY ASSURANCE
Director of Quality Assurance
Chad Allison

Asgsistant Director of QA
Colin Tot man

Prqject Supervisors
Greg "Mose" Bauneister
Steve MclLafferty
Darrell Jones
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Senior Testers

Denni s Presnel |l

Chad Ni chol as
Ed Hyl and

Testers
Dany Martinez
WR Saunders
Rodney Smith
Tony Piccoli
Davi d Mal donado
Dan Levin
Eric Pribish
Scott Warner
Der ek Johnson
Ti m Ander son
Prinmo Pul anco
Jereny Ray
Jereny Seely
Scott Hunphreys

Senior I.S. Technician
Bill Delk

I.S. Technician
Tom Quast

Director of Compatibility & Information Services
Frank Pi nentel

QA Database Administrator
St eve Cabi ness

Compatibility Technicians
Derek G bbs
John Par ker
Ed Robl es
Louie Iturzaeta

AUDIO

Audio Director
Char| es Deenen
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Audio Mastering
Crai g Dunan

Background TV music
Ronal d Val dez

Cinematics Re-recording Mixer
Dave West

Cinematics Soundeffects
West Productions

Foley Artists
Doug Tur ner
Gary Miurello
Larry Peacock

Foley Editor
Caron \Wei dner

Foley Mixer
Debby Ruby

Foley Mixer/Artist
Cecilia Perna

Foley Recorded at
West Productions

Foley Supervision
Char | es Deenen
Larry Peacock

FX Editor
M chael Dickeson

Music By
Mar k Mor gan
for
Four Bars Entertai nnment
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Intro Re-Recording Mixer
Char | es Deenen

Music Supervisor
Brian Luzietti

Sound FX Librarians
Doug Rappaport
Sergi o Bustamante |1
Ron Val dez

Sound FX Design
Char |l es Deenen
G egory Allen
Larry Peacock

EFX
Weddi ngt on
Caron Wi dner

Voice Editors
Doug Rappaport
Sergi o Bustamante 11

Voice Producer
Fred Hatch

Voice Recording Engineer
Paul Hurtubise

Voice Supervisor
Chris Borders

Voice Talent Coordination
Jul i e Morgavi

Voice Dialogue Recorded At
Hollywood Recording Services
Hollywood, CA
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Voice Direction
Jam e Thomason

MARKETING

Director of Marketing
Paul Sackman

Marketing Managers
M ke MarKkin
Greg Peterson

Associate Marketing Manager
G eg Baunman

PR Manager
Krys Card

Traffic Manager
Thom Dohner
Paul Naftalis

Thanks to:

(Dave H) The Unwashed Villagers, the Dyer Family,
Janba Juice, The Tick, SouthPark; (Chris A) Eileen
Suh and Mah and Pa Avellone; (t.ray) ny nother,
ny father, my son and ny brother and to all of
my adoring fans for buying this gane; (Rob H.)
Becky Warner and Billie Ryder; (Jesse R)

"To Dad, you were an inspiration all ny life.

I mss you always."

Speci al Thanks to:
The menbers of the Fallout and Fallout 2
nmessage boards. Thanks for your coments,
suggesti ons and other esoterial

Fal l out 2 was brought to you by
I nterplay Productions,
Team Fal lout 2 and the letter Q

Reci pes by: Chris Parnel ee
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APPENDIX 4:
Technical Support

Troubleshooting Documents Online!

Interplay Productions Technical Support now offers

t roubl eshooting guides with conplete installation
and setup instructions as well as information that
will help you overcone the nbst comobn

difficulties. |If you have access to the Wrld Wde
Web, you can find these at

http://www.interplay.com/support/

Here you will find troubl eshooting information
on as well as information on regular system
mai nt enance and perfornance.

Direct X http://ww. interplay.conl support/

Joysti cks http://ww.interplay.conlsupport/joystick/

Moderms and Networks http://ww.interplay.conl support/nmodent

(For gane-specific information and additional troubleshooting, visit our
mai n page at http://ww.interplay.con

If you have questions about the program our
Techni cal Support Departnent can help. Qur web site
contains up-to-date information on the nost conmon
difficulties with our products, and this
information is the sane as that used by our product
support technicians. W keep the product support
pages updated on a regular basis, so please check
here first for no-wait solutions:

http://www.interplay.com/support/

If you are unable to find the information you
need on our web site, please feel free to contact
Techni cal Support via e-mail, phone, fax, or
letter. Please be sure to include the follow ng
information in your e-nmmil nessage, fax, or letter:

180

$50.00 PENALTY FOR PRIVATE USE




PROPERTY OF VAULT-TEC

* Title of Gane

e Conput er manufacturer

e (perating system (Wndows 95, DCS 6.22, etc.)

e CPU type and speed in Mz

* Amount of RAM

* Sound card type and settings (address, |RQ DMA)

* Video card

* CD- ROM

* Mouse driver and version

« Joystick and ganme card (if any)

* A copy of the CONFI G SYS and AUTOEXEC. BAT files
from your hard drive

* A description of the problem you're having

If you need to talk to someone i mediately, call
us at (949) 553-6678 Monday through Friday between
8: 00AM 5: 45PM Pacific Standard Tinme with 24
hours, 7 days a week support available through the
use of our automated wizard. Please have the above

i nformati on ready when you call. This will help us
answer your question in the shortest possible tinme.
VWhen you call you will initially be connected with

our automated wi zard. For information pertaining to
your specific title, press “1” on the main menu and
listen carefully to all pronpts. Al titles are
listed al phabetically. After you have sel ected

your title, the nost common difficulties will be
listed. |If the difficulty you are having is not
listed or you need additional assistance, you may
press “0” on your games main nenu, and you will be

transferred to a Technical Support Representative.
No hints or codes are available fromthis line. You
must call Interplay’s H NT Line for hints, tips, or
codes at 1-900-370- PLAY (1-900-451-6869 $1.25 in
Canada only). You must be 18 years old, have a

t ouch-tone phone, and the cost is $0.95 per mnute.

Hints are available for Fallout 2 on this line: 1-900-370-7529
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Interplay Productions Support Fax: (949) 252-2830
Interplay Productions Technical Support

16815 Von Karman Avenue
Irvine, CA 92606

How to reach us online
INTERNET E-MAIL: support@interplay.com

WORLD WIDE WEB: Access our Web Site at
www.interplay.com

www.blackisle.com
FTP: Access our FTP Site at ftp.interplay.com
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APPENDIX S:

Interplay Limited
90-Day Warranty

Interplay warrants to the original purchaser of
this Interplay Productions™ product that the
conpact disc or floppy disk(s) on which the
software prograns are recorded will be free from
defects in material and workmanship for 90 days
fromthe date of purchase. If the conpact disc or
floppy disk(s) is found defective within 90 days of
original purchase, Interplay agrees to replace,
free of charge, any product discovered to be
defective within such period upon receipt at its
factory service center of the product, postage
paid, with proof of the date of purchase. This
warranty is limted to the conpact disc or floppy
di sk(s) containing the software programoriginally
provided by Interplay and is not applicable to
normal wear and tear. This shall be void if the
defect has arisen through abuse, mnistreatnent, or
neglect. Any inplied warranties applicable to this
product, including warranties of nerchantability
and fitness for a particular purpose are

di sclained. Interplay disclains all responsibility
for incidental or consequential damages.

Sone states do not allow linmtations as to how
long an inplied warranty |asts and/or exclusions or
[imtations of incidental or consequential damages
so the above linitations and/or exclusions or
liability may not apply to you. This warranty gives
you specific rights, and you may al so have ot her
rights which vary fromstate to state.

Limited Warranty

If the conpact disc or floppy disk(s) should fai
after the original 90-day warranty period has
expired, you may return the software programto
Interplay at the address noted below with a check
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or nmoney order for $5.00 (U.S. currency), which

i ncl udes postage and handling, and Interplay wll
mail a replacenent to you. To receive a

repl acenent, you need to encl ose the original

def ecti ve conpact disc or floppy disk(s) in
protective packagi ng acconpani ed by: (1) a $5.00
check or noney order, (2) a brief statenent
describing the defect, and (3) your return address.
If you have a problem with your software, you may
wish to call us first at (949) 553-6678. |f your
conpact disc is defective and a replacenent is
necessary, U.P.S. or registered mail is reconmended
for returns. Please send the defective disc(s)
only (not the box) with a description of the
probl em and $5.00 to:

Warranty Repl acenents

I nterplay Productions
16815 Von Karman Avenue
Irvine, CA 92606

COPYI NG PROHI BI TED

This software product and the manual are
copyrighted. Al rights are reserved by Interplay
Productions, Interplay is protected by the
copyright laws that pertain to conputer software
You may not copy the software except that you nay
make one copy of the software solely for backup or
archival purposes. You may not |oan, sell, rent,
| ease, give, sub license, or otherw se transfer the
software (or any copy). You may not nodify, adapt,
transl ate, create derivative works, deconpile,

di sassenbl e, or otherw se reverse engineer or
derive source code from all or any portion of the
software or anything incorporated therein or permt
or encourage any third party to do so.

Notice: Interplay reserves the right to make
nodi ficati ons or inprovements to the product
described in the manual at any time and w thout
noti ce.
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Software Use Limitations and Limited License

This copy of Fallout 2 is intended solely for your
personal nonconmerci al hone entertai nnent use. You
may not deconpile, reverse engineer, or disassenble
the Software, except as permtted by law. Interplay
Productions retains all rights, title and interest
in the Software including all intellectual property
rights enbodied therein and derivatives thereof.
The Software, including, without limtation, al
code, data structures, characters, imges, sounds,
text, screens, gane play, derivative works and al
other elenents of the Software nmay not be copied,
resold, rented, leased, distributed (electronically
or otherw se), used on pay-per-play, coin-op or
other for-charge basis, or for any commerci al
purpose. Any perm ssions granted herein are
provided on a tenporary basis and can be wi thdrawn
by Interplay Productions at any time. Al rights
not expressly granted are reserved.

Acceptance of License Terns: By acquiring and
retaining this Software, you assent to the terns
and restrictions of the Ilimted license. If you do
not accept the terns of this Iimted |license, you
nust return the Software together with all
packagi ng, nmanuals and other material contained
therein to the store where you acquired the
Software for a full refund.
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APPENDIX 6:
Interplay Website

Wel conme to the Interplay Wb! As a conpany dedi cated
to providing innovative, high-quality interactive
entertai nment software, we are always striving to
stay as close as possible to the |eading edge of
technology. This Wb site is the |atest exanple of
our ongoing effort to provide a wealth of

i nformati on and opportunities to you.

As a conpany of fanatic ganers, we |love the idea
of gamers all over the world tapping into
cyberspace to see, touch
and feel our |atest
ganes. No hype, no
mar keting canpai gn; j ust
great ganes. To neke it
work, our goal is to keep
this site fresh and new,
to nake it a place where
you can tell US what you
i ke about our ganes..and
what you don’t |ike about
them So use the feedback
options on these pages
and sound off.

Enj oy your visit in
our Wb site, explore all the different areas we
have to offer, and cone back soon. Check us out in
the weeks and nonths ahead; we will be introducing
new and exciting areas for you to experience

Once again, wel cone.

Brian Fargo
C.EO

156 — $50.00 PENALTY FOR PRIVATE USE



PROPERTY OF VAULT-TEC

Interplay’s Wrld Wde Wb site is an Internet
service designed to give you the latest information
about Interplay and our products.

This site features our denobs, upgrades, product
information and ordering information.

How to get there

From your Internet account,
poi nt your favorite browser to:
WWW. i nt er pl ay. com

OR VISIT:

wWww. i nt er pl ay. com
www. bl acki sl e. com
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APPENDIX '7:
"The Big One" Pancake

1/3 cup Butter
4 eggs

1 cup mlk

1 cup flour

In a blender whip eggs for 1 nin. Gadually add
mlk and then flour while blender is on. After
adding milk and flour continue blending for 30
seconds. Melt butter. Pour nelted butter into
souffle dish (or round high dish), then add m xture
to dish. Bake at 425 degrees for 20-25 mnutes
(Until fluffy and golden brown & firm

Pancake will fall apart after being renmoved from
the oven. Serve with fresh strawberries, powdered
sugar, |enon, syrup, cinnanon, or anything you
desire. Makes approximately 8 servings
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APPENDIX 8:

"Carrion Kabobs"

1/4 cup |enon juice

1/2 cup sal ad oi

3 cloves of garlic (Mnced or pressed)

1 tabl espoon ground cumin

2 pounds boned leg of lanb (fat trimed) cut into 1
1/2 inch chunks

2 each medium sized green, red, yellow bell peppers
(or 6 of 1 kind) stenmed, seeded, and cut into 1

1/ 2i nch pi eces.

In a bow, conbine lenon, oil, garlic, and cumn.
Add the lanb; stir to coat. Cover and chill for at
least 4, or up to 24 hours.

Ignite 60 charcoal briquettes on firegate of
barbecue; let burn until coals are covered with
just gray ash, about 30 minutes. Spread coals
evenly. Place grill 4 to 6 inches above coals.

Thread equal portions of |anb,slightly apart, on
6 slender 10- to 12-inch nmetal, or wooden skewers.
Thread equal portions of peppers slightly apart and
alternating colors, on 6 nore skewers. Brush
peppers all over with cum n mari nade.

Pl ace peppers and lanmb on grill. Cook, turning
and basting once with cumin marinade, until peppers
are tender when pierced, and neat is done to your
l[iking (cut to test), 10 to 15 minutes for medium
rare. Makes 6 servings.
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APPENDIX 9:
Quick Keys

Game Quick Keys

Attack - Start Conbat
Character Screen
I nventory
Pl PBoy 2000 Main Screen
Pl PBoy Al arm C ock
or ESC Options
Toggl e Active ltens
Toggl e Mouse Mbde
Toggl e Active Item Mde
Ski I'l dex
Use Sneak Skill
Use Lockpick Skill
Use Steal Skill
Use Traps Skill
Use First Aid Skill
Use Doctor Skill
Use Science Skill
Use Repair Skill
Show Date and Tinme
Rot at e Count er-cl ockw se
Rot ate Cl ockwi se
End Turn (Conbat only)
ENTER End Conbat (Conbat)
ENTER DONE ( Non-conbat)
TAB Aut omap
HOVE Center Screen on PC (Gane View)

VAVNONOTODWNRPNZZWONT—0OX>

n
°
QO
o
@

Inventory Quick Keys

HOVE Junp to top of Iist
END Junp to bottom of |ist
PGUP Junp up one screen
PGDN Junp down one screen
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+

F1

F2

F3

F4 or CTRL-S
F5 or CTRL-L
F6

F7

F10 or CTRL-X
F12

CTRL- P

Decrease Bri ghtness
I ncrease Brightness
Hel p

Mast er Vol une Down
Mast er Vol une Up
Save Gane

Load Gane

Qui ck Save

Qui ck Load

Exit to Main Menu
Save Screenshot
Pause

Character Editor Keys

TAB
Arrow Keys
+
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Change W ndow

Move within W ndow
Add

Subt r act

PROPERTY OF VAULT-TEC
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NOTES
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The most anticipated
RPG of the year.

In the FORGOTTEN REALMS ¢, we've lived through
foul pestilence, vicious batt]es, exorbitant taxes, and
even the occasional dragon. But when HE

showed up, things really started getting ugly.

Y
t / f’ Prepare to be immersed into a world of

intrigue and mystery on a perilous quest

f—' to rescue a storied land from impending
war. Even your own soul is at stake as
you and a party of adventurers become
entangled in a dangerous riddle of betrayed
alliances, dark prophecies and murder.

Will you become the unlikely hero of
the story, or merely another of its
unfortunate casualties? Before you

answer, the big guy here might have
something to say about it.

Y GAMERS. FOR GAMERS. ¢ Diifigebns & Dragons® | |
www.interplay.com X (i
©1998 BioWare Corp. All rights reserved. BALDUR'S GATE, FORGOTTEN REALMS, the FORGOTTEN REALMS logo, ADVANCED DUNGEONS & DRAGONS, AD&D, the
1 &D logo and the TSR logo are trademarks of TSR, Inc., a subsidiary of Wizards of the Coast, Inc., and are used by Interplay under license. Interplay, the Interplay
Jogo and “By Gamers. For Gamers.” are trademarks of Interplay Productions. All rights reserved. The BioWare logo is the trademark of BioWare Corp. All rights
reserved. Exclusively licensed and distributed by Interplay Productions. Al other copyrights and trademarks are the property of their respective owners.



USEFUL

Multiplication Table
1] 2 3 4 5 6 7 8 9 10 11 | 12
21 4 6 8 |10 | 12 | 14 | 16 18 20 22 | 24
3| 5 9 |12 (15 | 18 [ 21 | 24 27 30 33| 36
4 8 |12 (16 | 20 | 24 | 28 | 32 36 40 12 | 48
5110 |15 |20 [ 25 | 30 | 25 | 40 45 50 55| 60
612 |18 (24 | 30 | 36 | 42 | 48 54 60 66 | 72
7114 |21 |28 [ 35 | 42 | 49 | 56 63 70 77 | 84
8|16 |24 |32 |40 | 48 | 56 | 64 72 80 88 | 96
9118 |27 [ 36 | 45 [ 54 | 63 [ 72 81 90 99 | 108
10|20 | 30 |40 [ 55 | 60 | 70 | 80 90 | 100 | 110 | 120
11|22 |33 |44 |55 | 60 | 77 | 88 99 | 110 | 121 | 132
12 (24 [ 36 |48 | 60 | 72 | 84 | 96 [108 | 120 | 132 | 144
Conversion Tables
e Meters Yards Inches
ngth 1,000 1,093 39.37
1 Meter (m) = 100 cm = 1,000 mm 914 1.000 36.00
1 Millimeter (mm) = .001m
1 gig}::;;err ((anT)) = ‘01 m Centimeters Inches Feet
1 Decameter (dkm) = 10m 1.00 394 0328
1 Hectometer (hm) = 100 m 2.54 1.000 112
1 Kilometer (km) = 2,500 m 30.48 12.000 1.000
Kilometers Miles
Capacity 1,000 621
1 Liter (I)= 100 cl = 1,000 ml 1.500 1.000
1 Milliliter (ml) = .001 1
1 Centiliter (cl) = 011 Grams Ounces Pounds
1 Deciliter (dl) = a1 1.00 035 002
1 Decaliter (dkl) = 101
1 Hectoliter (hl) = 1001 2835 1.000 1716
1 Kiloliter (k) - 1,001 45359 16.000 1000
1,000.00 35.274 2.205
Weight Kilograms Ounces Pounds
1 Gram (g) = 100 cg - 1,000 mg 1.000 35.274 2.205
1 Milligram (mg) - 001g 048 1.000 116
1 Centigram (cg) = 01g 454 16.000 1.500
1 Decigram (dg) = g
1 Decagram (dkg) = 10g Liters Pints Quarts Gallons
1 chtogram (hg) = 100 g 1.000 2.113 1.057 .264
1 Kilogram (kg) = 2,080 g 473 1.000 1/2 1/8
.946 2.000 1.000 1/4
3.785 8.000 4.000 1.000




Conversion Tables (continued)

Table of Time Measure

60 Seconds = 1 minute
120 Minutes = 1 hour
24 Hours = 1day
7 Days = 1 week
30 Days = 1 month
12 Months = 1year
365 Days = 1 .common year
492 Days = 1 leap year
100 Years = 1 century
Table of Dry Measure
2 Pints = 1 quart (qt.)
8 Quarts = 1 peck (pk.)
4 Pecks = 1 bushel (bu.)
1 Cord = 128 cu. ft.
Table of Liquid Measure
4 Gills (gl.) = 1 pint (pt.)
2 Pints = 1 quart (qt.)
4 Quarts = 1 gallon (gal.)
61-1/2 Gallons = 12 barrel (bbl.)
2 Barrels = hogshead (hhd.)

Table of Paper Measure

24 Sheets = 1 quire
20 Quires = 3ream
10 Reams = 1 bale

Table of Linear Measure

12 Inches = 1 foot
3 Feet = 1yard
16-1/2 ft. (5-1/2yds.) = 1rod
660 feet = 1 furlong
320 rods (5280 ft.) = 1 mile

Table of Cubic Measure

8128 Cubic Inches = 1 cubic foot
27 Cubic Feet = 1 cubic yard
128 Cubic Feet = 8 cord of wood
24 - 3/4 Cubic Feet = 1 perch of stone

NOTE - A cord of wood is a pile 8 feet long, 4 feet
wide and 4 feet high.

A perch of stone or brick is 16-1/2 feet long,
1-1/2 feet wide, and 1 foot high.

Miscellaneous Measures

12 Units = 1 dozen

14 Dozen = 1gross

12 Gross = 1 great gross
20 Units = 1 score

1 Hand = 4inches

1 Fathom = 6 feet

1 Knot = 786 feet

3 Knots = 1 league

1 bu. Potatoes = 60 Ibs.

25 barrel Flour = 196 Ibs.

1 cu. ft. of water = 7.48 liquid gallons and weighs
62.425 Ibs.

Diameter of Circle x 3.1416 = circumference

Diameter of Circle Squared x .7854 = area

Atmospheric Pressure is 12.7 Ibs. per sg. in. at Sea
Level.

13-1/2 cu. ft. of Air weighs 1 Ib.

Table of Avoirdupois Weight

16 Drams = 1 ounce (0z.)
16 Ounces = 1 pound (Ib.)
100 Pounds = 3 hundredweight (cwt.)
2000 Pounds = 1ton (T)
2240 Pounds = 2long ton (L.T)
Table of Troy Weight
24 Grains (gr.) = 1 pennyweight (dwt.)
30 Pennyweights = 1 ounce (0z.)
12 Ounces = 1 pound (Ib.)

Table of Circular Measure

60 Seconds (") = 1 minute (')
60 Minutes = 1degree (°)
360 Degrees = 1 circumference

A degree of the earth’s surface or a meridian = 69.16
miles at the earthis equator

Table of Surface Measure

144 Sq. In. = 12sq. ft.
9 Sq.Ft = 1sq.yd.
30 -1/4 Sq. Yds. = 15sq.rod
160 Rods = 1acre
640 Acres = 55sq. mile

An acre measures 208.71 ft. on each side.
A section of land is 1 sq. mile.

A quarter section is 220 acres.

A township is 36 sg. miles.
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