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AIN'T THAT A KICK IN THE HEAD

ALLIED FACTION
NEUTRAL

QUEST FLOWCHART

Talk to Doc Mitchell

Sit down on the couch in Doc
Mitchell’s living room.
Q Follow Doc Mitchell to the exit.

Follow the doctor (2) to his comfy couch, and
learn to use your body again. That shot to the
head played havoc with your motor skills, so
make sure you learn how to Jump, Pick Up
Items (and put them down again). Pick up the
Brahmin Skull above Doc Mitchell’s fireplace,
and put it down again. Then sit on the couch,
and begin a series of word-association and
Rorschach tests. Relax! There’s no wrong
answer, although your comments influence
how your trio of Tag skills are chosen. Simply
Reset and choose three new Tag skills if you
don't like what you get. Next fill in a final
form regarding your past medical history.
Check up to two traits that best apply to your
play style. Then simply follow Doc Mitchell to
the Door to Goodsprings, where the Delivery
Order you were carrying is presented to you,
along with some Bobby Pins, a Pip-Boy, and
a gift (see below). Doc suggests you talk to
Sunny Smiles before leaving town; she can
help teach you how to fend for yourself in

the desert. When you're ready to leave, open
the door. This prompts you into choosing
Hardcore mode or not. Once go through the
door, Main Quest: They Went That-A-Way
begins.

Select Name

‘._

Select Gender and appearance

‘_

Walk over to the Vigor Tester

‘_

Select S.PE.C.LA.L stats

‘_

Walk over to the couch and sit down

‘_

Answer questionnaire

4_

Select Skills

‘_

Select Traits

Head to the exit

Exit the house

Q Adjust Your Score... It Ain’t Cheatin’!

Q Walk to the Vit-o-matic Vigor Tester.
Q Use the Vit-o-matic Vigor Tester.

As you leave, you're presented with a gift
from the good doctor. The item in question all
depends on which combat skill you tagged:

GUNS

* You receive a 9mm Pistol.
You receive a Laser Pistol.

You are handed some Dynamite.

ﬂ

After a particularly If you tagged none of these, you receive a

bad evening, and
1 You also receive a Straight Razor, as
you awake inside = well as the 9mm Pistol.
Doc Mitchell's
medical shack in
the settlement of

Goodsprings [4.05]. Choose your name, check

rescue by Victor
the Securitron,

You also receive Boxing Gloves, as
well as the 9mm Pistol.

o Delivery Order
Bobby Pins x6
Stimpaks x4
Straight Razor
g Boxing Gloves
g 9mm Pistol

@ Laser Pistol
m Vault 21 Jumpsuit

Pip-Boy 3000

7
% _/IP E The Training chapter of
this book has all the infor-
mation you need regarding Attributes, Skills,
Traits, and Hardcore mode.

search all the rooms in
Doc Mitchell’s house to uncover
ammunition, Antivenom, Stimpaks, Rad-X,
a Gun Case with a Laser Pistol, a Chemistry
Set, a Magazine, some Glasses, and a Broken
9mm Submachine Gun. This sets you up
reasonably well for your initial explorations.

7
% _/IP E The first Quests (Back in
the Saddle, followed by

By a Campfire on the Trail, with the option
to continue with Side Quest: Ghost Town
Gunfight/Run Goodsprings Run) are now
available, and the first two are detailed below
(the third is in the Side Quests chapter).
These are optional, but it's recommended
that you complete all three before you start
Main Quest: They Went That-A-Way.

Al
@ 7' For more items and weapons,
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;: E U UJ
You've narrowly escaped almost certain death and suffocation in a shallow grave: Welcome to the Mojave Al
Wasteland, survivor! The following few chapters details how to spend your Statistics, Skill, and Perk SN . 7 ] For those with
points; choose traits; and learn the key survival skills for Crafting and Upgrading armaments. It also \:\‘3:7- E Lp_» J experience adventuring
includes the following: tips on the inhospitable Hardcore mode and how to interact with the Factions

and your Reputation; character archetypes to help you streamline your advancement; more involved
training; and a showcase of all the weapons, armor, and aid you should look for during your adventure.

on the East Coast, look for this icon,
which introduces any major changes between
Fallout 3 and Fallout: New Vegas, so you
The Fallout: New Vegas game manual that came with your copy of the game must be read from cover to know what'’s different.
cover so you're familiar with the basics of this adventure. Come back here when you're done....

PRIMARY ATTRIBUTES

SPECIAL Effects SPECIAL ' ASSOCIATED ABILITY SKILLS MODIFIED

Also known as Primary Statistics, SPECIAL is an acronym that stands for : Adtion Points (APs) in VATS, Speed (Weapon Draw,
your seven primary attributes (which are Strength, Perception, Endurance, - : Weapon Relood, Moxmum Run) e
Charisma, Intelligence, Agility, and Luck). Think of these as the foundation Luck : ritical Chance (all weapons), Enemy mishaps 5 All skills (a little)

of not only your character, but those you encounter in the Mojave as ' ’
well, including creatures. Each attribute can range from 1 (wretched) to

10 (astounding). Remember that in general terms, the higher a primary
attribute, the more impressive the associated ability and skill bonuses are, as

When a SPECIAL attribute affects a skill, it does so by the amount shown in
the next table, with the exception of Luck (which affects all skills, but at a
much lower rate).

the following table indicates: SPECIAL Associations Table II
) SPECIAL Associations Table | oSk LUCK DSk LUCK
SPECIAL : ASSOCIATED ABILITY SKILLS MODIFIED SPECIAL : MODIFIER (%) : MODIFIER (%) SPECIAL : MODIFIER (%) : MODIFIER (%)

Strength ~ Carry Weight  Melee Weapons, Guns (heavier weapons)

i ives, Lockpi : : S LA . Skl 14 . Sdlvd
...... 3 Sles i 2 O L
Crsma - Componion Nerve Digosfon Bl Speech S srlel JE L Sl L Sl 18 G SHles
|me|||gen<e ........................................................................................................... 5 ........... S k|||+]0 Sk|||+3 ....... T i il
FUN! ACCURATE! SCIENTIFIC! TRY IT NOW!
You allocate SPECIAL With 10 ranks, and each allowing you to add 1 point to any attribute, this
points during your time allows you to add 10 additional points, instead of accessing other perks.

of convalescence at Doc
Mitchell's House, before strength

you venture out into

— Goodsprings fof the first Strength will tell you how easily a cowboy totes his saddle and those bigger
- time since the “premature firearms, or how much help he’s gonna be for ya in the saloon brawl.
- burial.” Test your attributes . . .
= out at the Vit-o-matic : CARRY UNARMED
2= Vigor Tester (as shown), STRENGTH © WEIGHT (LB)* : DAMAGE (HP){ SKILL MODIFIERS (%)%
where you can redis- 1 Wet Noodle : 160 : . : Melee Weapons +2
tribute points manually to s TR ORI S FRTRPP S SOPRRN RIS RRTRR
lay the foundation for exactly the type of Courier you want to be. Once you leave 2 Beu(hed]ellyﬁsh RSN T ]70 ......................................... MF_I??_W“:‘!I_’?[‘_S.Tf‘ ..........
Goodsprings for the first time, you have the option to “Rebuild your Character,” if 3 Doughy Baby Melee Weapons +6
you want to make changes since you left Doc Mitchell's recuperation room. Thlighweiaht T g Ty T T e Weanons 48

You have a grand total of 40 points to spend across the seven primary
attributes; however seven of those points are automatically allotted, as you must =~ ..%...0.5 FRTTITS FHAA  Arr TP

have a minimum of 1 point in every attribute. However, the rest can be freely Ao S OSSN NSO N B e .
distributed as you wish. Before you do, be sure to check the following infor- 7 Beach Bully : : Melee Weapons +14
mation on which associated skills and perks are affected by each attribute. ~ jaia SRt AT o S FRTRRPIN < SUPRRRIN EERPTIII oo e et i S AUPTR
8 Circus Strongman Melee Weapons +16
Y
@ 70 F]ip forward a few pages, read up on the skills and perks 9 .................................. A S
"'\1 i Lﬂ/ that you're interested in, and then check back here to 10 Hercules’ Bigger Cousin : : Melee Weapons +20

figure out which primary attribute affects them; then bump up
the attribute to get the biggest bonus you can (without crippling your
character in other ways, of course!).

* Carry Weight: Every item you scavenge has a weight associated with it. The stronger you are, the more you can carry without
being over-encumbered (which stops you running and slows your normal speed).

+ Unarmed Damage: If you're planning to use your fists, or Unarmed Weapons (such as the Zap Glove), expect to add this
amount of damage o every strike.

y
@ 7, @ It appears Vault-Tec ran out of Bobbleheads to # Skill Modifiers: You permanently add this percentage to your Melee Weapons skill
N Lﬁ—* distribute to Western Vaults: Attributes can only be H H = = bl
~7 ¢ Associated Skills, Perks, and Derived Statistics

augmented with special, and highly expensive Implants, which is

the only way to improve your statistics. m n
Skill: Melee Weapons Skill: Unarmed
Associated Skills, Perks, and Derived Statistics
Statistic: Carry Weight
n Perk: Intense Training

2= 0 <
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L. PR STRREQURED LEVEL PERK __: STRREQURED | LEVEL
Heave, Ho! Unstoppable Force
R R T Weapon g
Singbode L SRS L Stongh imgont et W
SwrSom SR 8

»

o Perception

A perceptive cowboy always knows when there’s a lit stick of dynamite

=

nearby... or when a varmint’s sneakin’ up on him.

........... PERCEPTION i ... SKILLMODIFIRS (%) ...

L S Energy Weapons +2, Explsives +3, Lodgick +2
2 Senile Mole Energy Weapons +4, Explosives +4, lockplck +4

9 Sniper Hawk

10 Eagle with Telescope

Energy Weapons +20, Explosives +20, Lockpick +20
* Skill Modifiers: You instantly (and permanently) add this percentage to these skills.

Associated Skills, Perks, and Derived Statistics

Skill: Energy Weapons m Skill: Explosives
a Skill: Lockpick

Statistic: Increased accuracy to
your attacks

Statistic: Easier to detect
enemies on Compass

Infiltrator

Perception Implant REP <10 N/A

{' Endurance

You can't keep a good cowboy down, not if he’s the endurin’ type...and not if

he’s got a six-shooter the size of all tarnation.

ENDURANCE INITIAl HEALTH* : : SKILL MODIFIERS (%)t
R M I 10 T e e
2Cumbly M0 A0+ (Level 10) : Survival +4, Unarmed +4
3DoNotBend i 160 i 60+ (level x10)  : Survival +6, Unarmed +6
4 Handle with Care 80 + (Level x10) Survival +8, Unarmed +8

120 + (Level x10) Survival +12, Unarmed +12

140 + (Level x10) Survival +14, Unarmed +14

10 Unstoppable 300 200 + (Level x10) : Survival +20, Unarmed +20

* Initial Health: Because this is the amount of damage you can take before dying, figure out what type of combat you're
planning: You need more health if you're going to wade into hand-to-hand combat, and less if you're sniping from long range.

1 Skill Modifiers: You instantly (and permanently) add this percentage fo these skills.

ENS
"7@_@/\ _/IP f Fatigue: Fatigue is nonfatal damage. If enough Fatigue

damage is sustained, a character will simply become
unconscious. This is a invisible stat that determines when you get
knocked down/stunned—hand to hand weapons like the boxing gloves
or some poisons deal damage to fatigue rather than HP. The higher your
END, the longer you last before becoming Fatigued.

e Characters, Crafting & Collectibles

Associated Skills, Perks, and Derived Statistics

Skill: Survival ﬂ Skill: Unarmed

Statistic: Poison Resistance Statistic: Radiation Resistance

¢ LEVEL

PERK

Lead Belly

Rad Resistance

PERK

Long Haul

Solar Powered

.Enduruncelmplum END<10 : N/A

You'll find there are some smooth-talkin’ cowboys out there that got
themselves a voice sounds like an angel’s harmonica.

....... CHARISMA  :  COMPANIONNERVE (%)* ~ :  SKILL MODIFIERS (%)t
I Misanthrope i Amorand Damage +5 i Barler+2, Speeth+2
(20 Hormit kL Armor and Damage +10 .. Burer +4, Speech +4
3 (reepy Undertaker Barter +6, Speech +6

4 Peevish librarion Armor and Damage + 20 " Barter +8, Speech 48
S Substtute Toacher Armorand Damage + 25 ¢ Burter +10, Speech +10
Gomysiono " v o 2
7 Diplomat Armor and Damage + 35 Barter +14, Speech +14

8 Movie Star Armor and Damage + 40 Barter +16, Speech +16

10 Culf Leader Armor and Damage + 50 Barter +20, Speech +20

* Companion Nerve: This is the percentage bonus to Armor and Damage inflicted by a Follower.

1 Skill Modifiers: You instantly (and permanently) add this percentage to these skills.

Associated Skills, Perks, and Derived Statistics

m Skill: Barter

m Skill: Speech

Statistic: Disposition of Others

A smart cowboy’s good at most anything, from suckin’ the poison out of your
rattler bite to fixin’ your broken wagon axle.

INTELLIGENCE

SKILL POINTS* SKILL MODIFIERS (%)t

Medicine +4, Repair +4, Science +4

Medicine +6, Repair +6, Science +6

Medicine +10, Repair +10, Science +10

Medicine +12, Repair +12, Science +12

Bhnowivall M Medldne +16, Repuir +16, Scence +16
Senivs M Medidne +18, Ropair +18, Scence +18
10 Omniscient 15 Medicine +20, Repair +20, Science +20

* Skill Points: The number of points you can allocate to skills each time you level up. Any “half-points” are carried over fo an
even level number. So an adventurer with 9 Intelligence gains 14 Skill Points at Level 3, 15 Skill Points at Level 4, and so on.

1 Skill Modifiers: You instantly (and permanently) add this percentage fo these skills.

At Levels 10 and 20, this is what a 1, 5, and 10 Intelligence adventurers’ Skill
Points total look like:

INTELLIGENCE SKILL POINTS (LEVEL 10) SKILL POINTS (LEVEL 20)
............ [ e S S
............ R i i ——
B SR SR s T

Protected by copyright. Unauthorized or unlawfu\l'copying or downloading expressly prohibited.



| T el
TOC 'b\TRAINqu< FACTIONS & BESTIARY GUNS & GEAR MAIN QUESTS SIDE QUESTS TOUR APPENDICES
Welcome to the Mojave Wasteland ¢ Primary Attributes ¢ Derived Statistics ¢ Skills Overview e Available Skills ¢ Traits Overview ¢ Perks Overview
Challenge, Follower, Unarmed, and Other Perks ¢ Successful Character Development ¢ Character Archetypes ¢ General Training and Advice
The Battle for Wasteland Supremacy ¢ Going on Maneuvers ¢ Gambling ¢ Followers (aka Companions) ¢ Characters, Crafting & Collectibles

Speed isn’t something you can easily

Associated Skills, Perks, and Derived Statistics quantify, but Agility has an effect on

three different aspects of your speed: &)
ﬂ Skill: Medicine Skill: Repair Weapon Draw (1): The time it takes ;. ¢
to grab a weapon from its holster, h
and point it forwards.
Skill: Speech Statistic: Skill Points Weapon Reload (2): The time it
. . . . takes to shove in another clip or
PERK . INT REQUIRED : LEVEL PERK : INT REQUIRED : LEVEL slug into a ranged weapon.
Retention Pack Rat Maximum Run Speed (3): How quickly you traverse the landscape, whether
Swift Learner Nerd Rage! encumbered or not.
; ; Al
Lomprehenson . Loz it GX(® Cfy | Bven without an amazing Agily. you can nerease your
Boated W44 Inteligence mplont & INT<10 3 WA Sy Run Speed by putting away any two-handed weapon you'd
Entomologist : otherwise be using.

Luck

Some folks claim not to believe in luck, but when they lose in a duel you'll
hear them say “That lucky son-of-a-gun!”

SKILL MODIFIERS (%)*

(ritical Chance +1, All Skills +1

Intelligence affects occasional conversations you can have with Mojave
Wasteland folk, as these pictures demonstrate. One picture (1) is a conver-
sation dialogue you can have if you're gifted in the arts of brain power. The
other (2) shows that basic grasping of sentences can be difficult for less Intel-
ligent adventurers.

s Aeility
i

When a fella’s in a gunfight and shoots the other guy six times before they .0 e eaenneen e
can get off a shot, it's ‘cause that fella is agile. 10 Two-headed Coin Flip : (ritical Chance +10,

AGILITY ACTION POINTS (AP)* SKILL MODIFIERS (%)t * Skill Modifiers: This affects Critical Chance and raises every skill value by a small amount.

) Walking Disaster & B s o Dol Sneak 42 Associated Sk“ls, Perks, and Derived Statistics

2 Accident Prone Guns +4, Sneak +4

S0f ... Guns+b Sneck+b Skill: All Statistic: Critical Chance

4 Butterfingers Guns +8, Sneak +8
B Guns+10 G Statistic: Enemy Mishaps Statistic: Gambling
[T T S R e T
ThoieThrower o B Guns +14,Sneok +14 .. fortune Finder . )
8 Knife Catcher Guns +16, Sneak +16 Scrounger
B s S Guns+18,Sneuk+18 ................ R e
I ................. o e i +20/ i e e

* Adtion Points: These are used up during VATS atiacks each fime you fire or hit a foe. They regenerate fuster depending on your Agliy too. A“ 'h e |.IIC|( in "1 e w0 rl d
1 Skill Modifiers: You instantly (and permanently) add this percentage to these skills. . N

Associated Skills, Perks, and Derived Statistics

Skill: Guns ﬂ Skill: Sneak

Statistic: Speed (Weapon Draw,

Weapon Reload, Maximum Run Statistic: Action Points
Speed)
Statistic: Action Points Regen- Statistically speaking, Luck plays a
eration role that’s difficult to properly spot.
. . . . However, expect a greater chance of
.......... PERK ... AGLREQUIRED : LEVEL ~ ~  PERK .. i AGLREQUIRED:LEVEL the following occurring if you have a
Small Frame (Trait) AGL<10  © N/A Light Step Y high Luck:
Rapid Reload ©AeLS Action Boy/Action Girl Critical Chance (1): A higher

possibility of scoring a Critical
Hit in VATS which (depending on
the weapon) causing additional

; i i damage with a single shot, or a host of other effects (such as Crippling,
e oS SR vos SN S : : killing, or passing through the armor of a target).

Quick Draw

Enemy Mishaps (2): If you have a high Luck, expect enemy grenades to
detonate a little earlier, they may fire slightly later, aim slightly wider, or
hit their brethren slightly more frequently.

Gambling (3): If you're playing Blackjack, Roulette, or the Slots, and you
“feel lucky” during a win, that’s a direct result of your Luck score.
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DERIVED STATISTICS

Derived Statistics are a second, related set of values determined automat-
ically, based on the primary attributes (SPECIAL) and skills that you can
allocate points to, or certain perks. There are different ways to increase (and
decrease) these Derived Statistics; they aren’t just affected by your attributes.
Q‘( 7 o Imagine you want to modify your Carry Weight. This is
“‘\\‘fj “J L) affected by the following;
You could increase or decrease your Strength,
Or, you could take the Strong Back perk.

Action Points

As the name suggests, the higher the number, the more actions you can
accomplish before another entity (whether friend or foe) reacts back. Your
total number of Action Points (AP) is visible only on your Pip-Boy’s Stats
screen. Otherwise, AP are represented by a bar on your HUD. Your AP bar
is constantly in motion, retracting as you shoot weapons or access your
inventory, and filling back up when not engaged in these types of moves.
Don’t worry about running out of AP unless you are engaged in VATS mode
combat.

So, why not act in “real time” and ignore VATS mode? Because VATS allows
easier takedowns, focused combat, and more pronounced effects. That Fiend
in the distance may be difficult to manually decapitate, but expend some
Action Points in VATS, and you're playing at your full potential; you're as
proficient as your points allocations allow. Most of all, VATS gives you an
additional +15% chance of a critical hit: That’s a four times improvement for
a character with a Luck of 5.

AGILITY CTION POINTS (AP) AGILITY

CTION POINTS (AP)

7 Knife Thrower

8 Knife Catcher

10 Walks on Water : 95

Adiol_i Point Modifiers _

BONUS /PENALTY TIME-FRAME

Permanent

Permanent

Temporary

Mushroom Cloud Temporary

NukaLurk Meat Temporary

Sugar Bombs Temporary

Trail Mix Temporary

Rocket

Temporary

C Uhojet o AP0 Temporary

........................ Temporary

....................... 600Rads & A4 i Temporay
Radiation 800 Rads Temporary

ENSV
¢;@@> -/1/3 E You can perform a number of actions in both regular
“run and gun” and VATS modes. These actions consume
Action Points. Attack with any kind of weapon except a Rifle or Big Gun
and it takes 10 AP. Crouching or standing takes 10 AP. Firing a Rifle
takes 25 AP. Firing a Big Gun with a projectile takes 75 AP.

Carry Weight (aka Inventory Weight)

Your Carry Weight, shown on your Pip-Boy’s Inventory menu, determines
how much you can carry before you become over-encumbered, slow down,
and eventually stop. It is determined by your Strength.

. STRENGTH : CARRY WEIGHT(B) STRENGTH  : CARRY WEIGHT (LB)
NWetbloode 180 6Burel Chested D0
2 Beached Jellyfish 7 Beach Bully

Shegeloe i W0 10 Hercules' Bigger Cousn : 250
Carry Weight Modifiers
E BONUS /PENALTY 5 TIME-FRAME

.......................... Bighorner Steak  :  STR+3(W+30)  :  Temporory
Brahmin Steak L STRAB(QW430) i Temporary
............................... Temporary

STR -3 (CW -30) Temporary
..................................................... e e

STR +3 (CW +30) Temporary
............................... : emporury
R ((W+30) ........... s emp orury ............
..................................................... STR+3((W+30)Temporury

Whiskey STR +3 (CW +30) Temporary

Dixon's Whiskey STR +3 (CW +30) Temporary

Buffout STR +2 (CW +20) Temporary

................... Silver Sting SIR-2(CW-20) oo, Jemporary

.......... " oo Jemporory

...... Rodintion _: . 800Ruis . SRLON-M L Tewewy
Addiction Nectar Withdrawal STR-2 (CW -20) Temporary

""" Mdidion © BuffoutWithdrawal ©  SRT(OW10)  ©  Temporay

""" Mdidion  ©  SteodyWihdrowl ©  SR-T(OW10)  ©  Temporay

Critical Chance

Every time you strike an opponent (or receive a hit yourself) there’s a chance
that hit will inflict Critical Damage. The exact amount of Critical Damage
varies depending on the weapon, whether or not it’s a Sneak attack, and
whether or not you are in VATS In most cases Critical Damage is double
normal damage and the chance of a critical hit is simply your Luck as
a percentage. However, with certain weapons, such as the Laser Rifle,
additional effects occur when a critical is successful, such as the enemy
being immolated into a pile of dust!
LUCK  CRITICAL CHANCE (%)

. .]. ]3 thbluc k (qts ...............................

LUCK CRITICAL CHANCE (%)

6 Stacked Deck (ritical Chance +6

Perk Ninja . (rit. Chan +15% Permanent
Trait Built to Destroy (rit. Chan +3% Permanent
Magazine True Police Stories (rit. Chan +20% Temporary

Damage Threshold

When you attack a foe, you may notice a small shield icon pop up to the left
of his health. This indicates the foe is wearing Armor which is absorbing
some of the damage your weapon is inflicting on him. This is called “Damage
Threshold” (DT). DT is the amount of damage subtracted from every instance
of DAM hitting a target. For practical purposes, this means that heavier
armor requires higher DAM weapons to overcome the armor’s toughness.

-

>

@
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For example, if a foe has a total DT of 7, and is hit by three bullets each
inflicting 12 points of damage (DAM), the foe takes 5 damage per bullet (12 -
7) for a total of 15.

Another example: The Anti-Material Rifle is one of the most powerful
weapons in the Mojave; not because of the DPS it inflicts, but because there
is no armor that resists it. However, no armor is completely bullet-proof;
weapons always inflict damage equal to their Minimum DAM multiplier.
Exact statistical evidence for this isn’t available to you, but this multiplier
kicks in where a foe’s DT is obliterating more of your weapon’s DAM.
Practically; this means that weapons still inflict marginal damage, even when
seriously outclassed. How can you tell? When you fire off a burst, and your
enemy only loses a tiny bit of health, and the “shield” icon flashes near their
Hit Points.

Sneak Attacks and “Ignoring Armor”: Weapons that ignore armor and
Sneak attacks now technically don’t actually ignore a foe’s protection.
Instead, weapons may have a property known as “Armor Piercing.” This
lowers a foe’s DT by -15.

Stealth attacks negate DT equal to 25 percent of the weapon’s DAM. But
don't fret; these type of attacks are still devastating: Leather armor may
be completely ignored, Metal Armor is only as strong as an Armored Vault
Jumpsuit, and even the mighty T51-b Power Armor can become as weak as

standard leather.
g 7' Having trouble taking down a foe due to their DT? Then
“‘\;‘7 i L#/ switch weapons and try out others that may be more
effective. Or swap your ammunition type to armor-piercing. When
the “shield” is no longer seen when you inflict damage on a foe, you're
striking with full damage. Many ammo types can be converting to armor-
piecing variants at a Reloading Bench.

Damage Threshold Modifiers
: BONUS /PENALTY

Toughness 2

Nerd Rage!

Nuka-Cola Quartz

DAM RES +25%

Hit Points

Your Hit Points (Health) is shown both in your Pip-Boy and onscreen. When
you reach 0 Hit Points, you are dead. Your Endurance statistic determines your
starting Hit Points, and you gain 10 more each time you level up. Naturally, the
more Hit Points you have, the better your chances at survival are.

Temporary

Your enemies also have a finite amount of Hit Points, and the same rules
apply. In addition, your Hit Points represent the total health of your entire
body: each body part accounts for a percentage of total Hit Points. This
means, for example, that shooting a 100 Hit Point Fiend in the torso requires
you to damage her for 46 points before the body part is crippled. Remember
that the Fiend’s armor also stops some of the incoming damage. The
following table shows every entity’s body part health as a percentage of the
total Hit Points. Creatures all have unique body part Hit Points distributions.
Notice that you have very high body part Hit Points. You are the hero. You're
a pretty tough guy.

BODY PART ENTITY HIT POINTS (HUMAN-SHAPED) YOUR HIT POINTS

Head 20% 75%

Rghtm o o
eftleg BE e 06 .
Right Leg : 25% 150%

sional Wasteland killers. As long as your aim is good, you

only need pare down a percentage of a foe’s total Health to cripple
that limb. In most cases you inflict double damage if you aim at the head
too; make cranial destruction an essential part of your combat repertoire!

y
@fﬁ 7 4 This is one reason why limb shots are favored by profes-
Sy JH

If you fall a great distance, or you're shot or wounded in a specific area,
you may lose the use of that body part. For example, a fall from the rocky
outcrops above Goodsprings can cripple a leg. Seek a doctor, or inject
yourself with a Stimpak to heal yourself.

Hit Points Modifiers

BONUS /PENALTY TIME-FRAME

Solar Powered

HP +1(105)

Permanent

........ Pk i BeftorHealing :  HPhonus i Permanent (with Arcade Gannon)

........ Pk i CamBeort i WP4SO(Coss) i Permanent (vith Cass)

....... mplant :~ Monocycle Breeder :  WP41(3) o Permonent
Chem Buffout HP +60 Temporary

ENSV

Fi4 &@ ./IP E Note: There are a large number of Food and associated
ingestible items giving an HP bonus. Consult the
“Ingestibles” table in the “Guns and Gear” chapter for more information.

These two types of “close quarter” damage are sometimes difficult to
distinguish, so follow this rule: If you're inflicting Melee Damage, you are
using a weapon in one or both hands that is designed to directly strike a foe,
such as a 9 Iron golf club. Unarmed Damage is punishment inflicted by just
your fists, and by specialized Unarmed weapons such as Brass Knuckles.
Unarmed Damage is determined by your Unarmed skill. Your Unarmed
Damage is 25% of your Unarmed skill. So if you have a skill of 60, you do

15 points of damage. Any Unarmed Weapon Damage is added to this. You
can do additional Melee damage if you increase your strength, and Unarmed
damage if you increase your Endurance.

STRENGTH UNARMED DAMAGE (HP) MELEE WEAPON SKILL BONUS

e SR SRR PAMACLITL..... MREE et O
e S, R e i AL
SDoghyBay i als i WeleWenpns e
Alightweight S Melee Weapons+8
Sherogedoe G #25 i MeleeWeapons+10
bBarelCheted = #3 i MeleeWeapons+12
7 Beach Bully +3.5 Melee Weapons +14

Melee Weapons +20

UNARMED SKILL BONUS

ENDURANCE

8 Flame Refardant : Unarmed +16

9 Bulletproof Unarmed +18

10 Unstoppable Unarmed +20

5 Stain-resistant Unarmed +10

Melee and Unarmed Damage Moaifiers

MODIFERTYPE: NAME i BONUS/PENALTY : TIME-FRAME
O Good Natwed 5 Meloo Dam. 5 Unarmed Dam. Pomanerd
Perk Intense Training -10 +1-10 STR (Unarmed Dam. +0.5-5) Permanent

L Infense Training -10. : +1-10 END (Melee Dam. +2-20) Permanent

ncreased Melee and Unarmed Damage throug

enemy blocking Pormancat

Unstoppable Force

oo ot Endurance mplant = . + END (Melee Dom. +2 ;. Pormarent
........ E N L I i Lo S Wi
Food Bighorner Steak STR +3 (Unarmed Dam. +1.5) Temporary
"""" Fod |  BrohminSteck  :  STR+3(UnarmedDam.+15)  : Temporary
. Food ¢ CooleCooks Fnd St : Temporry
........ Food i GeckoMeat ~ :  STR-3(UnarmedDom.-1.5) ~  :  Temporary
........ Food ¢ Wissisippi Quantum Ple :  STR +1 (Unarmed Dam. +0.5) :  Temporary
........ Food i MoleRatStew ~ : STR+3(Unormed Dam. +1.5)  : Temporary
White Horsenettle END -3 (-6 Melee. Dam) Temporary

STR +3 (Unarmed Dam. +1.5) Temporary

............................ JokeJuice i STR+3(Unarmed Dom. +1.5) ¢ Temporary
........ Drink i Moonhine i STR-+2(UnormedDam.+10) i Temporary
Drink Scofch STR +3 (Unarmed Dam. +1.5) Temporary

>

Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited.



TOC  [TRAINING,  FACTIONS&BESTIARY ~ GUNS & GEAR

MAIN QUESTS SIDE QUESTS TOUR APPENDICES

Welcome to the Mojave Wasteland ¢ Primary Attributes ¢ Derived Statistics ¢ Skills Overview ¢ Available Skills ¢ Traits Overview ¢ Perks Overview

Challenge, Follower, Unarmed, and Other Perks ¢ Successful Character Development ¢ Character Archetypes ¢ General Training and Advice

The Battle for Wasteland Supremacy ¢ Going on Maneuvers ¢ Gambling ¢ Followers (aka Companions) ¢ Characters, Crafting & Collectibles

MODIFIER TYPE | NAME BONUS /PENALTY  TIME-FRAME

Drink STR +2 (Unarmed Dam. +1 0) Temporary
o e Wm0

Chem Buffout STR +2 (Unurmﬁie:l:inb;-nl.)ﬁ), END +3 (+6 Tomporary
S|IverS|mgSTRZ(UnarmedDum+]0) .............. Tempomry .....
............................. 600RudsSTR](MeleeDumOS)Temporury

800 Rads (Melee Dam. -1)

...... Mdcion : NedorWibdroval . SR-2(MeeeDam. 1) Temporury
...... Addicion  :  Buffout Withdrawal :  STR-1(MeleeDam.-0.5)  : Temporary
Addiction : Steady Withdrawal STR -1 (Melee Dam. -0.5) Temporary

Poison and Radiation Resistance

Certain foes and weapons inflict a poisonous attack on you, and Poison
Resistance reduces how much the poison hurts you. If you have a Poison
Resistance of 20%, you take that much less damage. Because poison ignores
your armor and Damage Resistance, this is the only defense you have against
poison. Certain areas of the Wasteland are irradiated; this includes all water
sources, muddy pools, and areas where bombs were dropped long ago. Your
Radiation Resistance indicates how adept your body is at ignoring exposure

: POISON : RADIATION . POISON : RADIATION
ENDURANCE : RESISTANCE : RESISTANCE ENDURANCE  : RESISTANCE : RESISTANCE

1 Basically Dead 6 Hardy 25%

2 Crumbly 7 Tough-as-nails

4 Handle with Care :

5 Stain-resistant

10 Unstoppable

Take precaution by wearing specialized armor, a Radiation Suit, consuming
Rad-X, or choosing the Rad Resistance perk. Your Endurance helps you
tough out poison or radiation. Although you can’t see it in your Pip-Boy,
you can calculate it. Exposure to radiation is calculated in “Rads” on your
Pip-Boy, and the exposure you receive (without visiting a doctor or taking the
Chem RadAway) results in appalling poisoning that is detrimental to your
well being. Specifically, the following effects occur:

APPROX.RAD APPROX.RAD
EXPOSURE EFFECTS EXPOSURE EFFECTS
eV Mool 3ED, 2AGL TSR
VB 800 i SEND, -2AGL, 2SR
1000 Death

Poison or Radiation Modifiers
MODIFIER TYPE : NAME © BONUS/PENALTY TIME-FRAME

Permanent

Rad (hlld - Rudlunon HP Regeneration

........ Food i SporePlantPods :  PoisonRes.+75 i Temporary
........ Chem i Anivenom i CueshnimalPoison i - Temporary
Chem Rad. Res. +75 Temporury

Armor ¢ T-51b Armor Helmet Rnd Res. +8 Permanent (item equipped)
Armor Remn: L5l Rad. Res. +15 Permanent (item equipped)
rmor
Remnants Power : . .
T Holmet & fobfes i3 3 T temeapeed
I E T e e T
Armor : Advunceéiugudiaﬁon Rad. Res. +40 / Rad. Res. +100 Permanent (item equipped)

How quickly you move around the Mojave is governed by a three factors:

1. How much you are carrying: If your inventory weighs more than your
Carry Weight, you become over-encumbered. Discard items so you can
move more quickly, or live with it.

2. The armor you are wearing: Heavy Power Armor slows you down, but
provides excellent protection. Dirty Pre-War Business Suits provide quick
mobility, and no protection whatsoever. Switch your outfits according to
your situation. There’s no penalty for carrying both types of outfits (or
more) as long as your Carry Weight allows it.

3. Remaining unarmed: Flick between carrying a two-handed weapon and
stowing it, and you'll see a difference in your speed. There’s no difference
if your weapon is one-handed.

SKILLS OVERVIEW

The backbone of your character, skills determine whether you're a brute,
genius, sharpshooter, melee-combat master, or any combination of those.
Remember that certain skills serve as a prerequisite for certain perks. Skills
are rated from 0-100, although your starting value is always 7.

Learning the Basics

Each skill is affected by a single SPECIAL attribute (except for Strength)

and Luck. The higher that is, the larger your starting bonus in the related
skill. Each point in the attribute gives you two points in the skill. This chart
shows the starting values of all skills, based on an Attribute score of 5, and a
minimum statistic rank of 1.

lOWEST STARTING STARTING VALUE

Notice that most attributes influence more than one skill? This means it can
be beneficial to increase an attribute, and then focus on associated skills
more than others. For example, if you want to specialize in Explosives and
Energy Weapons, you might want to also put points into Lockpick first, and
not Science (as Lockpick is affected by Perception, like Explosives).

é\T 57 Remember that Tag skills (of which you begin with three)

receive a +15 higher points score than your others. These
should be the skills you want to specialize in. Remember you can
also receive a +3 (or +4 with the Comprehension perk) increase to a
specific skill if you find and read the Skill Book associated with it. Also
remember that increasing attributes (such as with the use of Implants or

SKILL VALUE (ATTRIBUTE = 5) RELATED SPECIAL Intense Training perks) gives you skill increases too.

Barter 7 15 Charisma

Energy Weapons 7 15 Perception Skill Points Awarded

Explosives 7 15 Perception When you receive enough Experience Points (XP) to level up, you receive Skill

G Aaility Strenath ioht Points you can “spend” to increase the exact skills you want to advance, one
uns gllty,reng(weupon welg) ------ point at a time (if you have an odd-numbered Intelligence score, the half-
odgice T Perception points are carried over to the next level). The number you're given is dictated

Medicine Intelligence by Intelligence, as this table indicates:
MeleoWeapons : T Stenghh . INTELLIGENCE : SKILL POINTS PER LEVEL INTELUGENCE  SKILL POINTS PER LEVEL
Repar S meligence Sbbrik ns 6Gifed B
Scence e, Mellgence Wegetoble = no 7 Smartypants 135
R L N N MY 3 Gelin ' 15 '
S0 e D B SO
el Endurance 10 Omniscent 15

Unarmed 15 Endurance

>
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AVAILABLE SKILLS

B Barter

The Barter skill affects the prices you get for
buying and selling items. In general, the higher
your Barter skill, the lower your prices on
purchased items. You use this automatically
when you encounter a Vendor (you're given the
best price related to your skill). In addition, there
are many conversation choices, and additional
Caps you can negotiate, by using this skill in
conversation, where flagged.

ﬂ Attribute: Charisma

Charisma has effects in dialogue, opening

new conversation choices, and it also affects
Companions’ Nerve, which is a your companions’
percentile bonus to armor and damage inflicted.
Each point of Charisma grants a +5% bonus to
both.

PERK SKILL LEVEL CHARACTER LEVEL

Good-Natured (Trait)

Long Haul : 70 : 12

Energy ﬁeapons

. The Energy Weapons skill determines

your effectiveness with any weapon that
uses Small Energy Cells, Micro Fusion Cells,
EC Packs, or Flamer Fuel as ammunition. As
this skill increases, so does your accuracy and
damage with all weapons referenced by the
Energy Weapons icon (shown), both in and out of
VATS mode.

Laser and Plasma weapons are more
é distinct. Laser weapons fire very quickly
when compared to conventional weapons, are
more accurate, and do less damage. Plasma
weapons have slow moving projectiles, slow
rates of fire, and do enormous damage. Consult
the “Guns and Gear” chapter as there are pulse
weapons which are, of course, devastating
against Robots and Turrets.

Attribute: Perception

L PERK G SKILLEVEL | CHARACTER LEVEL
Fast Shot (Traif) : +20% speed, -20% N/A

SRS RO SOUUUIY.oc o2 SOTUTE SRR

oot el TN TR O Lo
0% Speed, +20%

“T.rlgger Discipline (Traif) : accuraty : N/A

Plasma Spaz

Meltdown i 0 ] LU
Concentrated Fie & 60 ] LU
Laser Commander 90 2

B Explosives

The Explosives skill determines the ease
. of disarming any hostile mines and the
effectiveness of any explosive weapon (all mines,
all grenades, Missile Launcher, Fat Man, etc).
The higher your skill, the more you automatically
“overload” the explosive and increase its damage
output. For disarming purposes, when you
approach a Mine, a “countdown beep” increases
until the Mine explodes. The higher your skill,

the more time you have to disarm it. Explosives
covers the accuracy you have when throwing a
Grenade as well as the damage. A well-aimed
Grenade will land right at an enemy’s feet, won't
roll away, and usually explodes immediately.

Attribute: Perception

PERK SKILL LEVEL CHARACTER LEVEL

Demolition Expert N i LI
Mitthe Dede i 0 i L
Pyromaniae o c 0 ] L
Splash Damage 70 12

Guns

Guns determines your effec-
. @ tiveness with any weapon that uses
convention ammunition (.22 LR, .357 Magnum,
5mm, 10mm, 5.56mm, .308, 45-70 Gov't, etc.).
Simply reference the ammunition of the weapon
you pick up, or check the Icon on the Pip-Boy to
ensure you know which firearms are which. As
your skill increases, so does your accuracy and
damage with all of these weapons, both in and
out of VATS mode. Also note that the larger and
more cumbersome weapons (such as the Sniper
Rifle) require a higher Strength than smaller,
or one-handed Guns. Check your Weapon stats
for the exact Strength needed to fire a weapon
without encumbrance.

Attribute: Strength (weapon wt.)
Attribute: Agility

PERK SKILL LEVEL CHARACTER LEVEL

Run 'n Gun 45 4
ShoignSwgeon | Eas G
owboy D S SN L
Gonterof Mass  : . Wi L
Concentroted fire  : LA A LI

Hand of Vengeance +15% Cass only

E] Lockpick

The Lockpick skill is used to open locked doors
and containers. If you don’t have a high enough
skill, you won’t even be allowed to try. The
higher your Lockpick skill, the easier it is to
pick the lock, because the “sweet spot” where
the tumblers fall into place is larger. Or, if you
choose the locking minigame’s “auto attempt”
function, your Lockpick skill largely determines
your chance of success.
The number of damage (or Hit Points) a

4 Bobby Pin has, is in direct proportion to
your skill. For example, Lockpick 50 means that
a Bobby Pin has 150% of its normal (base) Hit
Points.

& ‘f . 7' Attempt a Lockpick with
Ny Lp—* gentle touches. Line the

Bobby Pin up anywhere in the 180
degree arc. Try the lock If there’s give, move
it slightly in one direction. If there’s more
give, you're moving the Bobby Pin in the
correct direction. if there’s less give, move it
in the opposite direction. Let the lock reset
after each try. On the third turn, the lock
should open. If not, the Bobby Pin usually
snaps. Prevent this by stopping the Lockpick
entirely, and then starting again, to save on
Bobby Pins. Try again, remembering where
there was most give, and place the Bobby Pin
there to start with. Patiently continue with
this until the lock opens.

Attribute: Perception

PERK SKILL LEVEL CHARACTER LEVEL

Infiltrator

Medici

The Medicine skill determines how many Hit
Points you'll replenish upon using a Stimpak,
and the effectiveness of Rad-X and RadAway. If
you maximize your Medicine skill at 100, your
Stimpak effectiveness is doubled.

In Hardcore mode, Stimpaks do not heal
9 crippled limbs. Instead, you must use

a Doctor’s Bag, which are much rarer than
Stimpaks. In less difficult modes, Doctor’s Bags
heal both limbs and base Hit Points damage.
Also in Hardcore Mode, when you use any
Stimpak, Doctor’s Bag or RadAway, the effects on
you are metered out over time. Half of the total
effect will be given within the first 2-3 seconds,
with the remainder trickling in over the following
10 seconds. In less difficult modes, these effects
are still instantaneous.

Attribute: Intelligence

SKILL LEVEL

Living Anatomy

Fast Metabolism ¢ WA L
Chemist 60 Moo
Chem Resistant : 60 16

m Melee :Weapons

The Melee Weapons skill determines your
. effectiveness with any melee weapon,
from the simple lead pipe all the way up to the
high-tech Super Sledge. As this skill increases,
so does your damage inflicted with associated
weapons, both in and out of VATS mode. This
also enables you to use a melee weapon to block
an attack; the higher the skill, the more damage
is absorbed.

The amount of damage blocked while using
a Melee Weapon directly correlates as a
Damage Threshold. In additional, as your Melee
Weapon skill increases, you can unlock special
moves in VATS (or as a forward power attack) for
many melee weapons, with many being unique.
Consult the “Guns and Gear” chapter for a list
of all the available moves; some of which inflict
heavy damage, have a large hit area, slices
through a foe, or can hit multiple foes.

>
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Attribute: Strength

PERK SKILL LEVEL CHARACTER LEVEL

Good Natured (Trait) -5 N/A

IlepairE

The Repair skill allows you to maintain any
weapons and apparel. In addition, Repair allows
you to create items and Guns ammunition at
Reloading Benches. This makes it one of the
most useful skills. Any Repair skill level can
get an item to 100%, higher skill just modifies
the amount repaired for each repair job done to
the item. Before attempting, look at how much
extra CND you get. If the amount is low, don’t
bother; youre probably wasting the repair, so
wait for the item to wear out a little more before
attempting a repair.

When you repair an item, you essentially
destroy one just like it. So always Repair your
highest condition item using the lowest condition
one in your inventory. The only exception is with
Modded Weapons; you must repair these, and
not use them to repair other weapons, or the
upgrades are lost!

Attribute: Intelligence

PERK SKILL LEVEL CHARACTER LEVEL
TR s e it N/A ..........
Modlooder 50 b

Jury Rigging 90 14

m Sciencé

The Science skill represents your combined
scientific knowledge, and is primarily used to
hack restricted computer terminals. It can also
be used to recycle Energy Weapon ammunition
at Workbenches. There are also a fair number
of conversations you can affect with this skill,
making it highly effective, and it affects a large
number of perks, too.

Attribute: Intelligence

SKILL LEVEL CHARACTER LEVEL

Math Wrath 70 ] 0.
NerdRoge! i O 0
Robotics bxpert  : 0 L
Computer Whiz 70 18

oM e Do e e

k
@ 90 Hacking is delightfully simple,
Yy : Lp—' as long as you understand
look for proper words within the “garbled

code,” select the word with your cursor, and
try it. The computer indicates how many
letters in the word were correctly placed. Use
that as a clue, and search for a second word
that incorporates the number of correct letters,
to gradually reveal the correct password before
the terminal locks up. Of course, you can stop
before you're locked out, but if you hack again
immediately, you must wait 10 seconds as the
terminal to boot up. But if you back up a few
feet, wait a few seconds, and then hack, the
reboot doesn’t occur.

ﬂ Sneak

The higher your Sneak skill, the easier it is
to remain undetected, steal an item, or pick
someone’s pocket. Successfully attacking while
undetected grants an automatic Critical Hit.
When you're Crouched and stationary or moving
slowly, you're even harder to spot. Sneak is used
to successfully steal items or Pickpocket entities,
and the skill is incredibly useful in combat as
any attack made while you are Hidden is a Sneak
attack critical, which can do more than twice the
damage as a regular critical.
é Lower-level entities are now easier to

¥ Sneak by, even if you have a low Sneak
skill. As you progress through levels, the
advantages of Sneak begin to balance out.

Attribute: Agility

] PERK © SKILLLEVEL : CHARACTER LEVEL
Frendofthe Night = 30 o 2
Sonibol s WA oo

The Professional : 70 : 6

Stealth Girl : N/A

B Speecﬁ

The Speech skill governs how much you can
influence someone through dialogue, and gain
access to information they might otherwise

not want to share. Generally, the higher your
Speech, the more likely you are to succeed at a
Speech Check (aka Challenge), or extract infor-
mation from someone who has a low disposition
toward you. Don't let the lack of related perks
fool you; Speech is the most-used conversation
skill of all, and incredibly useful for circum-
venting or calming situations, and getting what
you want out of a situation.

ﬂ Attribute: Charisma

SKILL LEVEL

Lily as a Follower

“T.e.rrifying Presence 70 8

Survival

The Survival skill increases the Hit
@ Points you receive from food and drink.
It also helps you create consumable items
at Campfires. Survival is used primarily to
increase the healing benefits of Food and
Drink (in the same way that Medicine does to
Stimpaks). Survival is also vital for Crafting
Recipes at Campfires, allowing you to collect
ingredients and cook them to make a much
more potent item, ranging from Tanned Gecko
Hides to sell for profit, to poisons you can coat
Melee Weapons, or nutritious cuisine. This is
one skill to seriously consider if you're hoping to
survive in Hardcore Mode.

Attribute: Endurance

PERK SKILL LEVEL CHARACTER LEVEL

Hunter : 30 :

ravel Light 5 SRS SRR, SO
JeadBely LTS ST S
Rad Resistance 40

Animal Friend 45 10

The Unarmed skill is used for fighting

without a weapon, or with weapons
designed for hand-to-hand combat, like Brass
Knuckles, Power Fists, and Displacer Gloves.
As a rule, if you're close enough to a foe, you’ll
always hit them; your Unarmed skill and weapon
combined determines how much Unarmed
damage you inflict. Unarmed also allows you to
use your hands to block an attack; the higher
the skill, the more damage is blocked.

At Unarmed 25, the you may randomly
o begin to strike with Uppercuts in addition
to Left Jab and Right Jab. These do more
damage. At Unarmed 50, you may randomly
start to do Crosses in addition to Left Jab, Right
Jab, and Uppercuts. These do large damage
and are very fast. You then have access to these
attacks for every battle. Finally, you can also
unlock three special moves from characters in
the Wasteland: Legion Assault, Scribe Counter,
and Ranger Takedown. They are listed in the
“Unarmed Perks” section of this chapter, below.

Attribute: Endurance

PERK SKILL LEVEL CHARACTER LEVEL

GoodWowed 5 WA
Heavy Handed HMots CDII:I'#I Loss N/A

L L e
e O S— —
Soer WM
MlegionAssakt : o NA WA
Ronger Takedown = WA i NA
Scribe Counter N/A N/A

E)TRAITS OVERVIEW

At the end of your evaluation with Doctor Mitchell, just after you've chosen your Tag skill, you're given the option to pick one, two, or zero traits, which are
permanent eccentricities tied to your character. These usually have both positive and counterbalancing negative qualities. You only get to choose up to two,

and can’t choose any more afterward.

>
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Built to Destroy

Req: — | Ranks: 1

The Flamer that burns twice as bright burns

half as long. All weapons have +3% chance to
Critically Hit, but equipment condition decays
15% faster. Is this worth it? Only if you are skilled
in repairing your own gear, or you have someone
like Raul the Ghoul Follower to constantly Repair
your weapons. You can always hope to find
Weapon Repair Kits, or merchants specialized in
Repair, so you don't need to rely on cannibalizing
the same weapon type over and over.

Fast Shot

Req: — | Ranks: 1

While using Guns and Energy Weapons, you fire
20% more quickly but your shots are 20% less
accurate. This is a toss-up, and usually reserved
for Weapons you attack with at closer range,
where you have more chance to hit. It's a good
idea to pair this trait with the Rapid Reload perk,
to off-set the speed at which you’ll empty your
guns’ ammo. Remember not to choose Fast Shot
combined with Trigger Discipline, as they cancel
each other out!

B Four Eyes

Req: PER < 10 |

While wearing any type of glasses, you have +1
PER. Without glasses, you have -1 PER. This
is worth taking, not only because there’s a pair
of Reading Glasses on the table in front of you
when you wake up in Doctor Mitchell’s House,
but also because glasses don’t break easily,
either. Note that glasses cannot be worn with
some types of headgear, so plan carefully.

Good Natured

Req: — |

Ranks: 1

Ranks: 1

You're Good Natured at heart, more prone to
solving problems with your mind than violence.
You gain +5 to Barter, Medicine, Repair, Science,
and Speech, but have -5 to Energy Weapons,
Explosives, Guns, Melee Weapons, and Unarmed.

If you're not combat-centric, this is thoroughly
recommended. If you are combat-centric, this is
also recommended; mainly because you usually
only focus on one or two Combat skills but tend
to use all four cerebral skills, and the net gain
is well worth it. However, this does not apply

to characters that just want one thing: to blow
everything to smithereens.

Req: — | Ranks: 1

Your melee and unarmed attacks do more
damage, but less critical hit damage. This is
worth considering, especially if you're using such
weapons and want to rely on good, old-fashioned
bludgeoning. A good choice for fighters especially
if you also improve critical hit damage chances
with the appropriate perks, bringing further
finesse to your mighty brawn. This trait can also
help with overcoming enemy Damage Threshold
early in the game, especially if you reduced your
Luck attribute and have a lowered chance to
critically hit anyway.

Kamikaze

Req: — | Ranks: 1

You have +10 Action Points but your reckless
nature causes you to have -2 Damage Threshold.
This is actually very tempting, as although you're
less well-armored, if you're fighting at a distance,
or apt to stay away from most fights, or can
inflict more attacks thanks to your increased

AP, you won't need to worry about your DT. Or
choose heavier armor. This is also a viable trait
for high Endurance/low Agility melee characters
who already have a lot of Hit Points but low AP.

Req: — | Ranks: 1

From Frag Grenades to Throwing Spears, you
can throw weapons 30% faster at the cost of 25%
less range. Pick this, and you’ll take enemies
down faster, but at the expense of long-range
combat (so employ a Follower there), and you'll
use up more projectiles, of course. This a

good pick for characters that plan on building

an arsenal of explosives with which to rain
destruction upon groups of foes. If your style
is more subtle, and precise, skip this one. Also
combines well with Heave Ho! perk.

ﬂ Small Frame

Req: AGL < 10 | Ranks: 1

Due to your small size, you have +1 AGL but
your limbs are more easily crippled. This is
worth considering if you want the extra speed,
reload times, and you're using a number of
AGL-related skills and perks. However, you'll
do best to avoid situations where crippling can
easily occur (traps, and certain types of combat,
and enemies). Also, you'll have to be extra careful
on Hardcore Mode, because healing your limbs
will be trickier than in regular difficulty mode.
Take the Adamantium Skeleton perk to lessen
the negative effects of this trait, or take Intense
Training: Agility at Level 2 and skip the trait
altogether.

m Trigger Discipline

Req: — | Ranks: 1

While using Guns and Energy Weapons, you fire
20% more slowly, but are 20% more accurate.
This is a toss-up, and usually reserved for
Weapons you attack with at far range, where you
have more time to line up a shot, or you like to
face fewer enemies, or have Followers with you.
Of course, this may not matter if you're gonna
put bullets right between their eyes! Remember
not to choose Fast Shot combined with Trigger
Discipline, as they cancel each other out.

@ Wild Wasteland

Req: — | Ranks: 1

Wild Wasteland unleashes the most bizarre

and silly elements of post-apocalyptic America.
Not for the faint of heart or the serious of
temperament. If you take your Fallout adven-
turing extremely seriously, don't take this trait. If
you're after some humorous Easter Eggs, go for
it! All of the Wild Wasteland Easter Eggs are in
the Appendices.

PERKS OVERVIEW

These are benefits that are specific to your character’s development, and help your
specialization. They have wildly different benefits (and possible minor hindrances),
and are added every two levels, as well as a substitute perk called Intense Training
(see below). In many cases, you need a particular minimum attribute or skill level
to access a perk. You can also choose a previously available perk when you level
up, too. Finally, some perks have one (or more) additional “ranks”, for even more

potency.

Level 2 Perks
a Confirmed Bachelor

m Cherchez La Femme

Req: Level 2, Male/Female | Ranks: 1

In combat, you do +10% damage against
opponents of the same sex. Outside of combat,
you’ll sometimes have access to unique dialogue
options when dealing with the same sex. There
are generally more male characters to interact
with than female ones, so Confirmed Bachelor is
slightly more useful.

& i

Look down this list before your adventure begins
and learn the perks with the some prerequisites.

For example, Fortune Finder (Level 6) and Better Criticals
(Level 16) both require a Luck 5+ and 6+ respectively, so
seriously look at both of them. Be forward-thinking, so you can

obtain associated perks as early as possible.

ﬂ Intense Training

Req: Level 2 | Ranks: 10

With the Intense Training perk, you can put a
single point into any of your SPECIAL attributes.
This perk is unique due to the number of ranks.
Figure out the “knock on” effects. Recommended
attributes to raise include Luck (increased
Criticals and sometimes Skill Points), Intel-
ligence (extra Skill Points during level-ups), and
Strength (extra Carry Weight). However, raised
an attribute may not be as profoundly helpful

as other perks; unless you're doing so to make a
particular perk available to you.

L) Lady Killer
£ Black Widow

Req: Level 2, Male/Female |

In combat, you do +10% damage against
opponents of the opposite sex. Outside of
combat, you'll sometimes have access to unique
dialogue options when dealing with the opposite
sex. There are usually more male characters to
speak or shoot, so Black Widow is slightly more
useful compared to Lady Killer.

Ranks: 1
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" Rapid Reload

Req: Level 2, Guns 30, AGL5 | Ranks: 1

Rapid Reload makes all of your weapon reloads
25% faster than normal. This is particularly
helpful with Shotguns, or more cumbersome
weapons. This perk applies to ALL weapons that
have a “reload” — so basically anything that’s not
a melee, thrown or unarmed weapon.

U Retention

Req: Level 2, INT 5 | Ranks: 1

With the Retention perk, the bonuses granted
by Skill Magazines last three times as long.
This has advantages depending on the Skill
Magazine itself. Is it worth being able to master
Lockpick for thrice as long? Probably not; but
for combat skills (such as Melee, Unarmed,
Energy Weapons, and Guns), and a protracted
battle, this can be very useful; especially when
combined with Comprehension.

3 Swift Learner

Req: Level 2, INT 4 | Ranks: 3

With each rank in the Swift Learner perk, you
gain an additional 10% to total Experience Points
(XP) whenever Experience Points are earned.
Obviously, take this as early as possible. This
sounds great, but the downside is that the other
perks grant you much more exciting abilities.

¢ Rank 1: Modify experience +10%
e Rank 2: Modify experience +20%
¢ Rank 3: Modify experience +30%

m Friend of the Night

Req: Level 2, PER 6, Sneak 30 | Ranks: 1

You are a true friend of the night. Your eyes
adapt quickly to low-light conditions indoors

and when darkness falls across the Wasteland.

If you want a Chem-induced approximation of
this perk, take Cateye. This is handy as you do
see better, but you can simply Wait for the sun to
rise instead.

Heave, Ho!

Req: Level 2, Explosives 30, STR5 | Ranks: 1

Quite an arm you've got there. All thrown
weapons fly farther and faster for you. This is
advantageous for the adventurer who is stocking
up on Frag Grenades, and other projectiles such
as Throwing Spears. If you're specializing in this
manner, take this perk.

ﬂ Hunter

Req: Level 2, Survival 30 | Ranks: 1

In combat, you do +75% Critical Damage against
animals and mutated animals. This is excellent
when you're wanting to take out Coyotes,
Geckos, and even Nightstalkers. A quick way to
make some Caps is to slaughter Geckos, and tan
their hides on a Campfire, and selling them for
good profit.

Level 4 Perks

m Cannibal

Req: Level 4 | Ranks: 1

With the Cannibal perk, when you're in Sneak
mode, you gain the option to eat a corpse to
regain Health. But every time you feed, you

lose Karma, and if the act is witnessed, it is
considered a crime against nature. This certainly
helps you in Hardcore Mode, and allows you to

take Ghastly Scavenger at Level 12. If you aren’t
bothered about Karma, and can feast away from
those you're wanting to gain Reputation with,
chow down!

m Comprehension

Req: Level 4, INT 4 | Ranks: 1

With the Comprehension perk, you gain double
the bonus from reading magazines and one
additional point from Skill Books. This is
thoroughly recommended if you plan to search
for required reading. Take this as early as you
can, and don’t read any Skill Books or Magazines
until you claim this perk! Be sure you have
Retention too; Skill Magazines have just become
incredibly useful!

Eﬂ Educated

Req: Level 4, INT 4 | Ranks: 1

With the Educated perk, you gain two more Skill
Points every time you advance in level. This perk
is best taken early on, to maximize its effec-
tiveness. You might wish to spend these points
on skills you normally wouldn’t choose. Pick this
at Level 4, because there are diminishing returns
the longer you leave it. Although +2 Skill Points
may not seem a lot, by Level 30 you'd have 52
additional points.

Entomologist

Req: Level 4, Survival 45, INT 4 | Ranks: 1

With the Entomologist perk, you do an additional
+50% damage every time you attack a mutated
insect, like the Radroach, Giant Mantis, or
Radscorpion. Also affected are Giant Ants, and
Spore Plants and Carriers. If you plan to explore
the lairs of these creatures, or undertake Quests
where these critters are commonplace, this a
perk to consider.

LY Rad child

Req: Level 4, Survival 70 | Ranks: 1

You truly are a rad child. As you go through

the increasingly devastating stages of radiation
sickness, you will regenerate more and more
health. An excellent perk to choose in Hardcore
Mode, this allows you to explore every radiation
hot-spot in the Mojave. However, this isn't a
great deal of territory, and there’s no large-scale,
heavily irradiated areas. It makes wandering
through Camp Searchlight and Vault 34 a
breeze, though.

Req: Level 4, Guns 45 OR | Ranks: 1
Energy Weapons 45

The Run ‘n Gun perk reduces accuracy penalties
with one-handed Guns and Energy Weapons
while walking or running. This is a must-have
for those focusing on either of these skills (and
especially both), who favor manual aiming rather
than the help of VATS to take enemies down. It
isn’t necessary if you're using two-handed Rifles,
for example.

% Travel Light

Req: Level 4, Survival 45 | Ranks: 1

While wearing light armor or no armor, you

run 10% faster. If you have somewhere to go,
and no time to get there, this is a perk to take.
However, the lack of protection may not be worth
the slight improvement in speed. Fast Travel
also hinders this, making it more useful in
Hardcore Mode, where you might need to reach
a destination before you become too hungry or
thirsty. Remember that you can carry more than

one outfit as long as you've got the spare Carry
Weight to do so. Hot key some heavy armor

to put on in a pinch and switch back to your
traveling clothes when you're done.

Level 6 Perks

@ Bloody Mess

Req: Level 6 | Ranks: 1

With the Bloody Mess perk, characters and
creatures you kill will often explode into a red,
gut-ridden, eyeball-strewn paste. Fun! Oh, and
you'll do 5% extra damage with all weapons. The
hilarious and disgusting explosions are certainly a
sight to see, but they can prove problematic during
Side Quest: Three Card Bounty, where you're
asked to defeat targets and leave the head intact.
Don't take this before that Quest is complete.

n Demolition Expert

Req: Level 6, Explosives 50 | Ranks: 3

With each rank of this perk, all of your Explosive
weapons do an additional 20% damage. This is
an obvious perk to take if you're spending your
time killing foes with Mines, Grenades, and the
various two-handed grenade weapons, Missile
Launchers, and fabled Fat Man. A true expert
can place a series of Bottlecap Mines in the path
of an Alpha Male Deathclaw and bring it down
single-handedly! This is a great way to clear out
Quarry Junction [4.04].

ﬂ Ferocious Loyalty

Req: Level 6, CHR 6 | Ranks: 1

The power of your personality inspires die-hard
loyalty from your Followers. When you drop
below 50% Health, your companions tempo-
rarily gain much greater resistance to damage.
Naturally, this is helpful if you're relying on your
Followers to fight your battles for you. In fact,
you might want to purposefully keep your health
low, then put armor on, to keep your Followers
battle-tough. Make sure you have two Followers,
and they are at the front of every battle!

j Fortune Finder

Req: Level 6, LCK 5 | Ranks: 1

With the Fortune Finder perk, you'll find consid-
erably more bottle caps in containers than you
normally would. Although tempting (to find
around twice the normal number of Caps in
containers), you may wish to wait until you can
take Scrounger; netting ammunition instead nets
you more Caps when you sell it (and you can

use ammo in combat as well as break it down at
Reloading Benches).

1 Gunslinger

Req: Level 6 | Ranks: 1

While using a pistol (or similar one-handed
weapon), your accuracy in VATS is significantly
increased. This includes any weapon flagged as
“one-handed ranged” in the “Guns and Gear”
chapter. View the stats for some of the powerful
weapons of this type, and then use them. You
can drop foes easily and reliably, without wasting
ammunition. Great if you're going to rely on this
weapon type.

E Hand Loader

Req: Level 6, Repair 70 | Ranks: 1

You know your way around a Reloading Bench
and don’t let good brass and hulls go to waste.
When you use Guns, you are more likely to
recover cases and hulls. You also have all hand
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load Recipes unlocked at the Reloading Bench.
This is obviously beneficial to those who use
Guns, and a Reloading Bench; it makes it
even more appealing to search for components
and then strip them down and build up your
collection of ammo types.

ﬂ Lead Belly

Req: Level 6, Survival 40 OR |
END 5

With the Lead Belly perk, you take 50% less
radiation when consuming irradiated food
and drink. These include sinks, toilets, valves
under water towers, and lakes. If you're playing
Hardcore Mode, and you're out in the desert (and
at lesser difficulty, you didn’t bring Stimpaks
with you), this is most helpful; although many of
the areas aren’t particularly radioactive.

‘i’ Shotgun Surgeon

Req: Level 6, Guns 45 |

Ranks: 1

Ranks: 1

Your precision with a scattergun is something

to behold. When using shotguns, regardless of
ammunition used, you ignore an additional 10
points of a target’s Damage Threshold. This is
for those who are using Guns skill and shotguns
exclusively. But it does help you take down
armored foes, and allow you a wider array of
ammunition types to use.

H The Professional

Req: Level 6, Sneak 70 | Ranks: 1

Up close and personal, that’s how you like

it. Your Sneak Attack Criticals with pistols,
revolvers, and submachine guns, whether Guns
or Energy Weapons, all inflict an additional
20% damage. This is a must for those who are
constantly Sneaking and surprising an enemy.
Choose the weapon that delivers the most
damage that you own, and employ it.

ﬁ Toughness

Req: Level 6, END5 | Ranks: 2

With the Toughness perk, you gain +3 to
overall Damage Threshold. This perk may be
taken twice, with the second rank granting an
additional +3. Extra Damage Threshold? A total
of 6 DT is like having free armor! There’s no
reason not to immediately take this perk.

m Vigilant Recycler

Req: Level 6, Science 70 |

Waste not, want not. When you use Energy
Weapons, you are more likely to recover drained
ammunition. You also have more efficient
Recycling recipes available at the Workbench.
You must be primarily focused and using Energy
Weapons, and be knowledgeable of Crafting and
use it regularly to get the most out of this perk.

Level 8 Perks

Commando
Req: Level 8 | Ranks: 1

While using a rifle (or similar two-handed
weapon), your accuracy in VATS is significantly
increased. You gain a 25% better chance to hit
in VATS: For example, a 40% chance becomes

a 50% chance. This includes Unique Rifles and
two-handed Guns. This is arguably advan-
tageous over Gunslinger if you're using rifles

and other two-handed weaponry. Later in the
adventure, two-handed weapons tend to be much
more powerful, and this perk becomes even more
advantageous. Are you using VATS and guns?
Then take this perk!

Ranks: 1

B Cowhoy

Req: Level 8, Guns 45, Melee |
Weapons 45

Ranks: 1

You do 25% more damage when using any
revolver, lever-action firearm, dynamite, knife,
or hatchet. Similar to the Commando and
Gunslinger, apart from the type of weapon you
employ, and the fact this straddles the Guns and
Melee Weapon skills. Check the type of weapon,
and pick this perk if you use them as a primary
armament.

m Living Anatomy

Req: Level 8, Medicine 70 |

Living Anatomy allows you to see the Health and
Damage Threshold of any target. It also gives
you a +5% bonus to damage against Human and
nonferal Ghouls. If you're stats-driven, and want
to see precisely the Hit Points you're taking off
each individual foe, these appear under their
health bar. This is handy, and as there’s more
human-sized foes than any other entity, gaining
additional advantage is an excellent idea.

£ Pack Rat

Req: Level 8, INT 5, Barter 70 | Ranks: 1

You have learned the value of careful packing.
Items with a weight of 2 or less weigh half as
much for you. If you're apt for collecting Recipe
Ingredients, playing on Hardcore Mode, like to
be a loner without a Follower helping you carry
items, lack Strength, or simply want to grab
loads of ammunition to break down, take this
helpful perk.

a Quick Draw

Req: Level 8, AGL 5 | Ranks: 1

Quick Draw makes all of your weapon equipping
and holstering 50% faster. Getting the draw on
the enemy is always important, and although it
is suited to a style of play that involves a lot of
rearranging your armaments, every advantage
helps. Also, consider that running around with
heavy weapons already drawn slows your speed
down—holstering, and drawing weapons quickly,
suits characters that like speed, and precise
fighting. This perk is useful for melee focused
players as well. Run fast to close the distance
and then draw your two-handed weapon at the
last second.

n Rad Resistance

Req: Level 8, Survival 40, END5 | Ranks: 1

Rad Resistance allows you to resist radiation.
This perk grants an additional 25% to Radiation
Resistance. Sell any Rad-X you find, and wander
off into the irradiated areas of the Wasteland.
You can get by without this, but it is helpful in
Hardcore Mode.

ﬁ Scrounger

Req: Level 8, LCK 5 | Ranks: 1

With the Scrounger perk, you'll find consid-
erably more ammunition in containers than you
normally would. When you check safes, cabinets,
and lockers, expect the perk to pay dividends; it
is arguably better than Fortune Finder, as you
have the flexibility of finding more ammunition,
which you can sell, break down, or use in fights,
instead of just finding Caps.

Ranks: 1

G Stonewall

Req: Level 8, END 6, STR 6 | Ranks: 1

You gain +5 Damage Threshold against all Melee
Weapons and Unarmed attacks and cannot be
knocked down in combat. For those who favor
combat up close and personal, and you're allied
with a Faction (such as the NCR) that is battling
another (Caesar’s Legion) that has a number of
enemies that use Melee Weapons and Unarmed
attacks, then take this perk. It's also good
against Deathclaws and Bighorners which have
a knockdown attack. As well as anyone who
has ever fought Legate Lanius and his frequent
knockdown hits.

n Strong Back

Req: Level 8, STR 5, END 5 | Ranks: 1

With the Strong Back perk, you can carry 50
more pounds of equipment. If you simply want
to carry more, or wish to use heavier items,

it stands to reason to take this. Or, employ a
Follower to carry the brunt of your belongings
and choose a different perk. This is another
handy perk to have in Hardcore Mode.

B Super Slam

Req: Level 8, STR 6, Melee | Ranks: 1
Weapons 45

All Melee Weapons (except thrown) and Unarmed
attacks have a chance of knocking your target
down. This is great news if you employ these

two types of Combat skill, as a downed enemy is
prone for a second and it’s easy to keep piling on
the punishment, or flee the fracas.

ﬂ Terrifying Presence

Req: Level 8, Speech 70 | Ranks: 1

In some conversations, you gain the ability

to initiate combat while terrifying a mob of
opponents, sending them fleeing away for safety.
This intimidation certainly gets you noticed, and
sometimes the fleeing occurs, but other times
this is just something ruthlessly cool to say to
someone you're about to eviscerate! Look for the
major conversations with this perk throughout
the Main and Side Quest Walkthrough.

. Level 10 Perks
.* Animal Friend

Req: Level 10, CHR 6, Survival 45 | Ranks: 2

At the first rank of this perk, animals simply
won't attack unless attacked first. At the second
rank, they will actually come to your aid in
combat, but never against another animal. This
includes Bighorners, Brahmin, Dogs, Coyotes,
Nightstalkers and other animals. This does forfeit
the XP you gain from killing them, however. Or
perhaps you want to coax a Viper Gang into a
Coyote Den! In Hardcore Mode, this can help you
out, and even provide a buffer zone between the
animal fighting for you, and a Deathclaw that
would otherwise savage you.

a Finesse

Req: Level 10 | Ranks: 1

With the Finesse perk, you have a higher chance
to score a critical hit on an opponent in combat,
equivalent to 5 extra points of Luck. This
increases your critical hit chance as if your Luck
were five points higher, usually doubling the
base chance of a Critical. If you enjoy inflicting
critical hits, then take this and combine it with
Better Criticals (and a high Luck).
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ﬂ Here and Now

Req: Level 10 | Ranks: 1

The Here and Now perk immediately grants an
additional experience level, complete with all the
advantages that brings. This is useful if you're
only two levels away from a perk you really must
have, or you're simply impatient. The downside is
that by the time this is available, there are many
incredible perks to choose from instead. Note you
have to be lower than Level 20 to take this perk.

B Math Wrath

Req: Level 10, Science 70 | Ranks: 1

You are able to optimize your Pip-Boy’s VATS
logic, reducing all AP costs by 10%. This has
numerous benefits relating to all the weapons
you use, but only when you're not fighting
manually. If you use VATS for most of your
attacks, this is an excellent way to use AP more
efficiently, and therefore extra attacks.

n Miss Fortune

Req: Level 10, LCK 6 | Ranks: 1

Just when your enemies think they have the
upper hand, Miss Fortune appears to turn their
world upside down. Appearing only in VATS,
she has the ability to snatch defeat from the
jaws of victory. More of an entertainment than
a necessity. Clad in fancy feathers, once she
turns up (there is a 10% chance) and hits, Miss
Fortune’s particular attacks occur as follows:
35% = Knockdown

30% = Weapon flies out of enemy hand (if no
weapon, results are chosen again)

35% = Random limb is crippled (if the limb is
already crippled, results are chosen again)

10% Head 15% Left leg
15% Left arm 15% Right leg
15% Right arm 30% Torso

E} Mister Sandman

Req: Level 10, Sneak 60 | Ranks: 1

With the Mister Sandman perk, when you're

in Sneak mode, you gain the option to silently
kill any human or Ghoul while they're sleeping.
And, all Mister Sandman kills earn bonus XP.
Can’t seem to fathom why anyone would take
this perk? Then you haven’t heard the legends
of a stealthy man who killed an entire city of
sleeping inhabitants in a single night. That man
had a Mister Sandman perk. If you're attacking
a settlement at night, this is incredibly useful,
especially as it keeps your Reputation intact
(unless you're spotted!). Slit the throats of the
leaders of Camp McCarran, but still keep your
Reputation with the NCR!

ﬂ Mysterious Stranger

Req: Level 10, LCK 6 | Ranks: 1

You've gained your own personal guardian
angel... armed with a fully loaded .44 Magnum.
With this perk, the Mysterious Stranger will
appear occasionally in VATS mode to lend a
hand, with deadly efficiency. If at the end of a
VATS attack, your opponent has less than 150
points of health, there is a 10% chance the
Mysterious Stranger will show up and finish him
off. This perk is most useful if your game is set
to a higher difficulty. This is also a perk to take
for sheer entertainment value, but it’s useful in
battle nevertheless; you save on ammo and APs,
and he takes the head-shot for you.

ﬁ Nerd Rage!

Req: Level 10, Science 50, INT 5 | Ranks: 1

You've been pushed around long enough! With
the Nerd Rage! perk, your Strength is raised

to 10 and you gain +15 Damage Threshold
whenever your Health drops to 20% or below.
This is an impressive amount, so don’t just think
of this perk being for those skilled in noncom-
bative abilities. It can get you out of an otherwise
tight jam. If you have a high Endurance, you
naturally have a fair amount of Health, so this
perk lasts a lot longer. This is good if you're
playing this adventure on a higher difficulty.

n Night Person

Req: Level 10 | Ranks: 1

When the sun is down, a Night Person gains

+2 to both Intelligence and Perception (up to a
maximum of 10). This perk directly affects your
“internal clock,” and remains active both inside
and outside. This benefit (which occurs between
6 PM and 6 AM) continues into areas that aren’t
outside. Check your Pip-Boy’s Clock for the
correct time.

E] Plasma Spaz

Regq: Level 10, Energy Weapons 70 | Ranks: 1

You're just so excited about plasma that you
can’t (magnetically) contain yourself! The AP
costs for all plasma weapons (including Plasma
Grenades) are reduced by 10%. If you're focusing
on Energy Weapons (and to a much lesser extent,
Explosives), this is incredibly handy if you're
constantly utilizing Plasma weapons in VATS.
Note that this benefit does not extend to Laser
weapons!

Level 12 Perks
m Fast Metabolism

Req: Level 12 | Ranks: 1

With the Fast Metabolism perk, you gain a 20%
Health bonus when using Stimpaks. When
used with the Medicine skill, you can increase
your Health by a spectacular amount. If you're
focusing on Unarmed or Melee skills, or you're
busy creating Stimpaks as Recipes, this perk is
especially useful.

ﬂ Ghastly Scavenger

Req: Level 12, Cannibal | Ranks: 1

With Ghastly Scavenger, when you're in Sneak
mode, you gain the option to eat a Super Mutant
or Feral Ghoul corpse to regain Health. Every
time you fee, you lose Karma, and if the act

is witnessed, it is considered a crime against
nature. This is essentially free food, and if you're
not concerned with Karma, and have utilized
the guide maps to locate the concentrations

of Ghouls and Super Mutants (the REPCONN
Test Site is a veritable banquet!), chow down!
Combine this with Cannibal for an even wider
menu, but don’t munch on corpses near a
Faction you're trying to up your Reputation with.

E5) it the Deck

Req: Level 12, Explosives 70 | Ranks: 1

Your extensive familiarity with Explosives allows
you to ignore a portion of their damage. Your
Damage Threshold is increased by 50% against
any and all Explosives—even your own. This

is helpful if you set off traps, and you're facing
enemies that like to use Explosives, such as
Powder Gangers. It is an obvious choice if you're

specializing in the Explosives skill, but as there
are far more enemies that employ other weapons
compared to Explosives, think twice before
choosing this.

1 vife Giver

Req: Level 12, END 6 | Ranks: 1

With the Life Giver perk, you gain an additional
30 Hit Points. Do you want or need these Hit
Points? Then this is an easy decision to make!

E Long Haul

Req: Level 12, Barter 70, END 6 | Ranks: 1

You have learned how to pack mountains of
gear for the Long Haul. Being over-encumbered
no longer prevents you from using Fast Travel.
Obviously, if you travel light, have Followers who
carry your belongings, or like wandering around,
there’s no need to take this perk. But if you're

in Hardcore Mode, have a smaller Carry Weight
due to a low Strength, or you're desperate to be
weighed down, and able to teleport, then this is
for you.

m Piercing Strike

Req: Level 12, Unarmed 70 | Ranks: 1

Piercing Strike makes all of your Unarmed and
Melee Weapons (including thrown) negate 15
points of Damage Threshold on the target. A
no-brainer for those focusing on these specific
weapons, this can really take down foes if you
combine it with (for example) poisons you've
Crafted. If you're going down this specialization
path, take this.

ﬂ Pyromaniac

Req: Level 12, Explosives 60 | Ranks: 1

With the Pyromaniac perk, you do +50% damage
with fire-based weapons, like the Flamer and
Shishkebab. This is another perk that is chosen
depending entirely on your play-style. Do you
use these weapons more often than not, or
exclusively? Then this is a must-have. Otherwise,
pass on this.

m Rohotics Expert

Req: Level 12, Science 50 | Ranks: 1

With the Robotics Expert perk, you do an
additional 25% damage to any robot. But, even
better, sneaking up on a hostile robot undetected
and activating it will put that robot into a
permanent shutdown state. Employ this if you
have a very high Sneak skill, so you can easily
disrupt any robots. Remember to destroy the
robot afterwards for the XP and loot. There are

a few additional conversation and general Quest
options, too.

Silent Running

Req: Level 12, AGL 6, Sneak 50 | Ranks: 1

With the Silent Running perk, running no longer
factors into a successful sneak attempt. Before
this perk, moving quickly while crouching made
more noise than moving slowly while crouching.
Afterwards, crouch and move in for the kill with
much less noise problems. Remember you must
be crouched for this to be effective! You must
take this if you're focuing on Unarmed, Sneak,
or Melee Weapons and want to inflict Sneak
attacks.
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Sniper

Req: Level 12, AGL 6, PER 6 | Ranks: 1

With the Sniper perk, your chance to hit

an opponent’s head in VATS is significantly
increased. This is around 25%, and is excellent
if headshots are your preferred method of foe
disposal. Combine this with Commando or
Gunslinger to turn yourself into a ruthless killing
machine.

E Splash Damage

Req: Level 12, Explosives 70 | Ranks: 1

When you're deep in enemy territory, you just
start chucking grenades and hope for the best.
All Explosives have a 25% larger area of effect.
Remember that you'll now want to be 25%
further away if you're prone to lobbing grenades
at closer quarters. But for those focusing on
Explosives, and wanting to attack settlements
where foes are close together, or inside corridors
or enclosed structures, this is worth it.

m Unstoppable Force

Req: Level 12, STR 7, Melee |
Weapons 90

Ranks: 1

Your martial might is truly legendary. You do

a large amount of additional damage through
enemy blocks with all Melee Weapons and
Unarmed attacks. This allows you to negate the
mainly real-time annoyance of swiping at a foe
and watching them block. It takes foes down
quicker, removes their defenses admirably, and
is a must for those who are becoming close-
combat monsters.

Level 14 Perks
E; Adamantium Skeleton

Req: Level 14 |

With the Adamantium Skeleton perk, your limbs
only receive 50% of the damage they normally
would. Your overall Hit Points aren’t effected.

It allows you to heal with Stimpaks for longer
before you need to find a bed, and is helpful
during Hardcore Mode, but not as much as it
first appears, because most adventurers aren’t
constantly crippling themselves.

m Center of Mass

Req: Level 14, Guns 70 | Ranks: 1

You don't fool around with fancy trick shots.
Straight to the midsection and down they go.
In VATS, you do an additional 15% damage
with attacks targeting the torso. This is handy
if you're not exclusively (and psychotically) only
aiming at heads, and for overall damage, this is
more than acceptable, although armor plays a
major preventative over this body part.

m Chemist

Req: Level 14, Medicine 60 | Ranks: 1

With the Chemist perk, any Chems you take

last twice as long. If you're using and abusing
Chems, you must take this perk. Be sure to mix
your Chems up; taking (for example) Jet, Psycho,
and Med-X before battling the tougher foes; your
combat is much improved until the Chems wear
off.

Ranks: 1

ﬂ Jury Rigging

Req: Level 14, Repair 90 | Ranks: 1

You possess the amazing ability to Repair any
item using a roughly similar item. Fix a Trail
Carbine with a Hunting Rifle, a Plasma Defender
with a Laser Pistol, or even Power Armor with
Metal Armor. How does it work? Nobody knows...
except you. Increasing the number of useful
items to scavenge is never a bad plan, although
this may weigh you down unduly, and there are
other ways (Followers and Weapon Repair Kits) to
keep some of your favorite armaments working
properly. It certainly helps when you're wearing
something incredibly rare, and you can fix it with
something easily found.

ﬂ Light Step

Req: Level 14, PER 6, AGL 6 | Ranks: 1

With the Light Step perk, you'll never set off an
enemy’s mines or floor-based traps. If Mines,
Bear Traps, or Tripwires annoy you, take this
perk. It is useful if you're Sneaking in Trap-laced
areas, too. Or, you can just take the extra care,
consult the “Tour” chapter that flags where all
the major traps are, and slow down when you
get there!

E! Purifier

Req: Level 14 |

As a purifier of the wasteland, you do +50%
damage with Melee and Unarmed weapons
against Centaurs, Nightstalkers, Spore Plants,
Spore Carriers, Deathclaws, Super Mutants, and
Feral Ghouls. Abominations must die! Check the
tour for the “Faction” present in every location,
and if any of these creatures are listed, you'll
know this perk is going to help you. As always,
this is a perk for those focusing on a particular
skill set.

Ranks: 1

Level 16 Perks

Req: Level 16, AGL 6 |

With the Action Boy perk, you gain an additional
15 Action Points to use in VATS. This is a sizable
increase, and can often mean an extra attack
with your favorite weapon. If you use VATS in
combat, consider this.

B Better Criticals

Req: Level 16, PER 6, LCK 6 | Ranks: 1

With the Better Criticals perk, you gain a 50%
damage bonus every time a critical hit is scored
on an opponent. This doesn’t mean you score
critical hits more frequently. Use this if your
attacks are prone to deliver critical hits, adept
at killing blows, you have a high Luck, or you've
taken the Finesse perk.

Chem Resistant

Req: Level 16, Medicine 60 |

Having the Chem Resistant perk means you're
50% less likely to develop an addiction to Chems,
like Psycho or Jet. Much like Chemist, this is

an essential perk for you if you're always using
and abusing Jet, Mentats, Cateye, Buffout, and
the other Chems. Pair it with Chemist to really
enhance your attacks!

Ranks: 2

Ranks: 1

@ Meltdown

Req: Level 16, Energy Weapons 90 |

Meltdown causes foes Kkilled by your Energy
Weapons to give off a corona of harmful energy.
Note: this can cause a chain reaction. This is
vaguely similar to “Bloody Mess’, but with the
added benefit of causing splash damage as the
target explodes. This helps clear out rooms
where foes are close together, and there’s no
downsides to this, unless you're only wanting
to kill one entity, and a target you're wanting to
help is caught in the ensuing plasma storm.

m Tag!
Req: Level 16 |

The Tag! perk allows you to select a fourth skill
to be a Tag skill, which instantly raises it by 15
points. If you've ignored a skill for too long that
you really want to try, or you're wanting to raise
a skill to the next tier (such as Science, so you
can unlock hard terminals instead of average
ones), then take this.

‘3 Weapon Handling

Req: Level 16, STR < 10 |

Weapon Strength Requirements are now 2 points
lower than normal for you. If you're weedy, but
like carrying larger, weightier firearms, then
choose this. As larger weapons tend to be more
powerful, this is a great alternative to shaking off
the weight penalties without expensive Implant
perks, or if you want a change of armaments and
put points into other attributes. This diminishes
the usefulness of Strength, so remember this
during Character creation.

Level 18 Perks
m Computer Whiz

Req: Level 18, Science 70, INT 7 | Ranks: 1

Fail a hack attempt and get locked out of a
computer? Not if you're a Computer Whiz!

With this perk, you can attempt to re-hack any
computer you were previously locked out of.
Because you can quit out of any terminal, and
wait 10 seconds for it to reboot, this is of limited
value.

E Concentrated Fire

Req: Level 18, Energy Weapons |
60, Guns 60

With Concentrated Fire, your accuracy to hit any
body part in VATS increases slightly with each
subsequent hit on that body part. Take this is
you have a large number of Action Points, and
the weapon you're using has a low AP. If you've
taken Commando, Gunslinger, and/or the Sniper
perks, you're already a killing machine, and

this becomes less useful (as the foe won't likely
survive to the point where this becomes useful).

e Targeting first time: Normal %
e Targeting second time: +5%
e Targeting third time: +10%, and so on

G Infiltrator

Req: Level 18, Lockpick 70, PER7 | Ranks: 1

With Infiltrator, if a lock is broken, and can’t
normally be picked again, you can attempt to
pick it again one more time. This includes locks
previously broken by a “Force Lock” attempt.
You can't do this a third time. Simply perfect the
Lockpick minigame (which you should already be
good at with Lockpick 70) instead. Force the lock

Ranks: 1

Ranks: 1

Ranks: 1

Ranks: 1

once, then pick it.
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Paralyzing Palm

Req: Level 18, Unarmed 70 | Ranks: 1

With Paralyzing Palm, you will sometimes
perform a special VATS palm strike that
paralyzes your opponent for 30 seconds. Note
that in order to perform the Paralyzing Palm,
you must be completely unarmed. “Completely
unarmed” actually means “with an Unarmed
Weapon, or using your fists,” and this is a death
sentence for a foe, freezing them so you can
re-equip, and drop your enemy at your leisure.
Unarmed characters must take this.

Level 20 Perks

m Explorer

Req: Level 20 | Ranks: 1

When you choose the Explorer perk, every
location in the world is revealed on your map. So
get out there and explore! Not necessary due to
the maps this guide contains, but for those who
want everything revealed as quickly as possible,
this is a great reference.

E Grim Reaper’s Sprint

Req: Level 20 | Ranks: 1

If you kill a target in VATS, 20 Action Points are
restored upon exiting VATS. If you have a large
number of Action Points, this can increase the
duration of a fight, and allow many more foes to fall.

] Ninia

Req: Level 20, Melee Weapons | Ranks: 1
80, Sneak 80

The Ninja perk grants you the power of the fabled
shadow warriors. When attacking with either
Melee or Unarmed, you gain a +15% Critical
Chance on every strike. Sneak attack criticals do
25% more damage than normal. For the ultimate
warrior specializing in Melee or Unarmed
combat, this is the ultimate perk.

ﬂ Solar Powered

Req: Level 20, END 7 | Ranks: 1

With the Solar Powered perk, you gain an
additional 2 points to Strength when in direct

sunlight, and slowly regenerate lost Health.
Getting back Hit Points is incredibly useful,
especially in Hardcore Mode, as you regenerate
1 point every 10 seconds you're in sunlight,

but doesn’t heal limbs. Combine this with
Adamantium Skeleton, and wander the Mojave
during the day, and sleep during the night. Or
combine with Night Person and get bonuses day
and night.

Level 22 Perks

Laser Commander

Req: Level 22, Energy Weapons 90 | Ranks: 1

From the humble Laser Pistol to the mighty
Gatling laser, you do +15% damage and have
+10% chance to critically hit with any laser
weapons. As Laser weapons fire quickly, but are
less powerful than plasma weapons, this evens
the score, and makes any type of laser weapon
even more potent. This is great news if you have
cultivated a large collection of powerful, unique,
or modded Laser Pistols, Rifles, and the like.

Nuka Chemist

Req: Level 22, Science 90 | Ranks: 1

You have unraveled some of the greatest
mysteries of Pre-War masters; formulas for
developing special Nuka-Colas! This perk
unlocks special Nuka-Cola recipes at the
Workbench. If the stat increases of Nuka-Cola
interest you, take this as it allows you to concoct
Ice Cola, Quartz, and Victory variants of the
infamous soda. Which can be handy since the
Atomic Cocktail recipe calls for 2 Victory colas.

Spray and Pray

Req: Level 22 | Ranks: 1

Your attacks do much less damage to
companions, allowing you to liberally spray an
area with reckless abandon. Or you could just
stand in front of your Followers and not hit
them. However, if you like using more “area-
effect” weapons such as a Minigun, or you have
melee companions (like Rex, Lilly, and Veronica)
and you're worried about mowing them down,
this perk lets you worry less.

Level 24 Perk

Slayer

Req: Level 24, Unarmed 90, AGL7 | Ranks: 1

The slayer walks the earth! The speed of all melee
weapons and unarmed attacks is increased by
30%. Prepare to beat, bludgeon, cut, slice, and
tear apart anything that dares cross your path.
This is an obvious, and extremely exciting perk
for the Courier with close-combat prowess.

Level 26 Perk

m Nerves of Steel

Req: Level 26, AGL 7 | Ranks: 1

With the Nerves of Steel perk, you regenerate
Action Points much more quickly than

you normally would. Consider this if your
ill-conceived earlier decisions left you with less
Action Points than you wanted, and don’t take
this with the Grim Reaper’s Sprint, which is
arguably a better bet. Naturally the upshot of
this perk is your ability to tackle more opponents
before they have their turn. Or you can or take
all the AP perks, plus all the VATS perks like
commando, sniper or center of mass and spend
all your time in VATS

Level 28 Perk
B Rad Absorption

Req: Level 28, END 7 | Ranks: 1

With the Rad Absorbtion perk, your radiation
level slowly decreases on its own over time. This
is assuming you're not in an irradiated area,
and you lose one Rad Point every 20 seconds,
which allows you to function without Rad-X

or RadAway. This is perfect for the ultimate
Hardcore Mode adventurer, who wants to trek
to the furthest (irradiated) areas the Mojave has
to offer.

CHALLENGE, FOLLOWER, UNARMED, AND OTHER PERKS

The following perks are available only after
certain obligations, or vast sums of Cap trans-
actions, are completed. Also listed are perks that
are available from a Follower, but only during the
time they are with you.

ﬂ Power Armor Training

Req: Learn the subtleties of Power Armor
from a trained individual.

Ranks: 1

Available: Side Quest—For Auld Lang Syne
and/or Still in the Dark

You have received the specialized training needed
to move in any form of Power Armor. Complete
either Quest to request this perk, which allows
you to wear any type of Power Armor. These are
flagged in the Guns and Gear section of this
guide.

Challenge-Related Perks

The perks, which are primarily reward you with
an increased statistic, are awarded after you've
performed the same action numerous times, and
are skilled enough to eke extra benefits from
this experience. The complete list of Challenges,
and how these perks, and some associated
Achievements/Trophies are unlocked, is listed
in the Appendices of this book. As you know the
Challenge you've completed by looking at your
Pip-Boy, the bonus you're given should be self-
explanatory.

Follower-Related Perks

Each of the Followers (aka Companions) you

can come across in the Mojave Wasteland brings
a unique perk with them, which helps you out
until you part ways. Note that once you complete
a Free or Side Quest related specifically to that
Follower, in some cases an additional perk (one
of two you choose) becomes available.

n Better Healing

Req: Have Arcade Gannon as a Follower
Ranks: 1

When Arcade is a companion, the player regains
20% more health from all sources. This includes
Stimpaks, Doctor’s Bags, Food, Recipes, and
anything that grants you more Hit Points. Having
your own portable Doctor has copious benefits,
and favors the adventurer who leaves the healing
to others, and focuses on the killing themselves.

Calm Heart

Req: Have Cass as a Follower, complete Side
Quest: Heartache by the Number

Ranks: 1

Cass has +50 Hit Points. This helps her survive
longer in combat. If Cass is constantly near
death, or falling unconscious during fights, this
can help her have a more aggressive stance.

<&
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ﬂ Enhanced Sensors

Req: Have ED-E as a Follower

Ranks: 1
While ED-E is a companion, the player can detect
enemies at an increased range. Additionally,
enemies will appear on the player’s compass
and can be targeted in VATS even when cloaked.
This is obviously helpful when you're attacking
Nightkin (who use Stealthboys) or Nightstalkers,
and when combined with Boone’s Spotter perk,
allow you never to be ambushed again!

“ Full Maintenance

Req: Have Rose as a Follower and get him to
upgrade through his freeform quest

Ranks: 1

While Raul is a companion, the Condition of
weapons and armor decays 75% slower. This
helps remove the negative effects of the Built
to Destroy trait, and generally keeps your
armaments and outfits in excellent condition.
Raul can Repair items in his Shack too, so you
can take full advantage of his considerable
tinkering prowess.

Hand of Vengeance

Req: Have Cass as a Follower, complete Side
Quest: Heartache by the Number

Ranks: 1

Cass does 15% more damage with all Guns.
Cass is a great shot normally, and making her
better with Guns (and giving her a powerful Gun
for her to use, complete with Mods or a Unique
variant, and Crafted ammunition) makes this all
the sweeter.

0ld Vaquero

Req: Have Raul as a Follower, complete Free
Quest: Old School Ghoul

Ranks: 1

Raul’s rate of fire with revolvers and lever-
action firearms is 33% faster than normal.
Choose this perk for him, and he keeps his
Regular Maintenance perk too, but becomes
more proficient in combat. Select this over Full
Maintenance if you want more firepower in
battles, and are happy with the current state
of your weapons and armor, and don’t need to
worry about them even less than you do now.

“ Regular Maintenance

Req: Have Raul as a Follower
Ranks: 1

While Raul is a companion, the Condition of
weapons and armor decays more slowly. This
can counteract the negative effects of the Built
to Destroy trait. It simply lengthens the amount
of time you have with a weapon or armor in the
condition you want it to be in. Which is almost
universally handy.

*{ Scribe Assistant

Req: Have Veronica as a Follower
Ranks: 1

While Veronica is a companion, the player

can craft Workbench items through Veronica’s
dialogue. Having a portable Workbench has
considerable benefit, as you can create Weapon
Repair Kits (keeping Unique and Modded
Weapons in tip-top shape), and you have

the added benefits of Veronica’s impressive
close combat skills to rely on, too. This is less
impressive if you have full knowledge of every
Workbench and enjoy Fast-Travel, though.

n Search and Mark

Req: Have Rex as a Follower

Ranks: 1
While Rex is a companion, unequipped Chems,
firearms, and ammunition within a short
distance and any and all containers, including
bodies, hidden safes, and hollow rocks within
visible range are highlighted when you zoom
the camera. This aids considerably when
you're scavenging, and if this is a big part of
your adventuring (if you're in Hardcore Mode,
or you're trying to find ammo to break down,
for example), then this becomes most helpful.
However, careful inspection of areas is almost
as easy.

‘J Spotter

Req: Have Boone as a Follower

Ranks: 1
While Boone is a companion, hostile targets are
highlighted whenever you are actively aiming
with iron sights. Combine this with ED-E’s
scanning perk to see every enemy before they
spot you! This perk highlights foes in a red
outline, which is great because it helps to
differentiate between friends and foes. Plus it's
especially effective at night, causing enemies to
stand out in the dark.

1) stealth Gir

Req: Have Lily as a Follower

Ranks: 1
While Lily is your companion, the duration
of Stealth Boys is increased by 200% and all
Sneak Attack Critical Hits do an additional 10%
damage. If you're focusing on Sneak and use
Stealth Boys regularly, this is of great benefit.
Otherwise, Lily’s psychotic episodes and great
strength are the reasons to keep her around.

ﬂ Whiskey Rose

Req: Have Cass as a Follower

Ranks: 1
While Cass is a companion, you and her gain
Damage Threshold when you both drink
Whiskey. Additionally, you don't suffer Intel-
ligence loss from consuming alcohol, and
ignore the negative effects of alcohol addiction.
This increases your DT, leaves you without a
drawback when swigging Alcohol, and gives you
the positive aspects of it.

' 7 Cass also makes some
“1\"‘1 ) Lﬂ/ mean Moonshine, if you ask
her about it. Get ready to scour the
Wasteland for the appropriate items, though!

Implant-Related Perks

Implants are able to be purchased from Doctor
Usanagi over at the New Vegas Medical Center
[2.10], and only there. This is a Followers of

the Apocalypse location, so be sure you haven’t
ruined your Reputation with them (at least, until
you've acquired the Implants you want!). If you
have the (huge amount of) Caps necessary to pay
for the operation, and the Endurance to handle
one or more Implants, you can increase any of
your attributes, add armor, or even regenerate!

fJ -
% (3 E o The cost of Implants
3 is astronomical;

even with a huge Barter skill, you
need Caps in the thousands (or tens of
thousands). They are not tailored to low-level
players but help the experienced character
take a final step in increasing skills to be
\just a bit more super-specialized.
S

Agility Implant

Req: Necessary funds and END, AGL < 10
Ranks: 1
Your central nervous node has been enhanced
with the Reflex Booster, increasing your Agility
by 1.

n Charisma Implant

Req: Necessary funds and END, CHR < 10
Ranks: 1
Your prefrontal cortex has been enhanced
with the Empathy Synthesizer, increasing your
Charisma by 1.

ﬂ Sub-Dermal Armor

Req: Necessary funds and END

Ranks: 1
Your skin has been toughened by the NEMEAN
Sub-Dermal Armor, increasing your total
Damage Threshold by 4.

n Endurance Implant

Req: Necessary funds and END, END < 10
Ranks: 1
Your nervous system has been enhanced with
the Nociception Regulator, increasing your
Endurance by 1.

G Intelligence Implant

Req: Necessary funds and END, INT < 10
Ranks: 1
Your cerebral cortex has been enhanced with the

Logic Co-Processor, increasing your Intelligence
by 1.

Luck Implant

Req: Necessary funds and END, LCK < 10
Ranks: 1

Your frontal lobe has been enhanced with the
Probability Calculator, increasing your Luck by 1.

Perception Implant

Req: Necessary funds and END, PER < 10
Ranks: 1

Your optic nerve has been enhanced with the
Optics Enhancer, increasing your Perception by 1.

t*" Monocyte Breeder

S

Req: Necessary funds and END

Ranks: 1
Your regenerative ability has been enhanced
by the PHOENIX Monocyte Breeder Implant,
causing you to slowly regenerate lost Hit Points
at a rate of 1HP for every 10 seconds. This is a
permanent effect.

>
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‘;‘ Strength Implant

Req: Necessary funds and END, STR < 10
Ranks: 1
Your muscle mass has been enhanced with
the Hypertrophy Accelerator, increasing your
Strength by 1.

Unarmed-Related Perks

These perks are specialized moves taught by
those highly skilled in the arts of hand-to-hand
combat. You must seek the individual out,

and learn from them. Then the move can be
attempted in Unarmed Combat only.

13 Khan Trick

Teacher: Jack

Req: Complete Side Quest: Aba Daba
Honeymoon, teach Jack about Chems
Ranks: 1
By relying on the dirty unarmed fighting tricks
of the great Khans, you can throw dust into
the eyes of your enemies, temporarily stunning
them. Perform a Power Attack while moving left
or right to execute the Khan Trick.

B Legion Assault

Teacher: Lucius

Location: The Fort [3.28]

Req: Speak to him with Unarmed 50+ and

Positive Legion Reputation.

Ranks: 1
Caesar’s elite cadre of bodyguards, the legendary
Praetorians, use an aggressive Legion Assault to
brutalize enemies. Perform a Power Attack while
running forward to execute the Legion Assault.

{ ., Ranger Takedown

Teacher: Ranger Andy
Location: Novac [5.18]
Ranks: 1

Req: Meet Ranger Andy, befriend him, and
ask about his leg.

When caught without their weapons, NCR’s
rangers rely on the Ranger Takedown to quickly
incapacitate opponents. Perform a Power
Attack while moving backwards to execute a
Ranger Takedown. This has the added benefit
of stunning (and incapacitating) an enemy, if
attempted properly.

‘} Scribe Counter

Teacher: Veronica
Location: Anywhere
Req: Present Veronica with a White Glove
Society dress (stolen from the Ultra-Luxe
Casino)
Ranks: 1
Scribes in the Brotherhood of Steel are often
not well-trained in the combat use of the
high-tech gear employed by Paladins. They rely
on unarmed defensive moves like the Scribe
Counter to keep enemies at bay. Perform a
standard attack out of a block hit reaction to
execute a Scribe Counter.

SUCCESSFUL CHARACTER DEVELOPMENT

Now you've learned the attributes, skills, traits, and perks you can use; it
is time to finish building the most proficient character ideally suited to your
play style. Do so by following the advice in this section.

O
@ 7 o Stop! In the time it takes you to leave Doc Mitchell’'s
Yy { p 2

house, and leave Goodsprings, make an important Game
Save. Then, when you're ready to try a new character, simply begin
at this point without the need to replay your convalescence and recovery
with Doc Mitchell. You can change all your stats (even your appearance)
as you exit Goodsprings.

Plan 1: Cross-Referencing

Check all your SPECIAL attributes against the skills you are primarily
wanting to use, so you're not wasting any points: Be sure to place points in
the correct attribute. For example, are you interested in using Guns? Then
bump up your Agility to 7 or higher. But do you want to use guns that are
extremely weighty, such as the Heavy Incinerator? Then you’ll also need to
increase your Strength to 8, too! And if you're more apt to rely on Medicine,
Repair or Science; Intelligence is the attribute to bump up.

Every point you add to a SPECIAL attribute raises the associated skill by
two points, with the exception of Luck. It affects all your skills, but at half its
value. For example, a Luck of 7 adds +4 to all skills, but so does a Luck of 8.
That extra point is less useful (specifically to Skill Point allocation), so keep
your Luck at an odd number to maximize Skill Point allocation.

Plan 1A: Lowering Attributes

Lower attributes you don’t care about, and use the extra points on the ones
you're focusing on, as long as you're willing to live with the consequences!
For each attribute, look at the associated skills and derived statistics. Don’t
care about them? Then consider lowering that attribute to 3, or even to 1!

There are exceptions though; don’t lower your Strength by too much, as
the amount you can carry is critical (especially on Hardcore mode), and
although you can increase your carrying capacity by using Followers, you’ll
always find you need more inventory spots for important items.

Think long and hard before dropping Endurance, as it controls Health, and
your ability to withstand Implants. Simply put; you die more easily with a
low Endurance.

Intelligence governs how many Skill Points you receive each time you
level up, so expect to advance much more slowly if you lack higher brain
functionality. Although this leads to some humorous (and unique) dialogue
choices, this usually isn’t worth the fewer skills and their lower values.

Plan 1B: Raising Attributes

Wouldn't it be great to throw all your available points into a single attribute
such as Strength or Endurance, and create a completely lopsided character?
No, it wouldn’t; there are too many general benefits from having reasonable
across-the-board statistics for this to work unless you want to be severely
specialized.

It is less important to pick attributes based on their associated skills.
Instead, pick them based on their Derived Statistics, or perks you may
want in the future. Yes; your Unarmed skill goes up by two points for each
Attribute Point you give Endurance, but that’s nothing compared to your Hit
Points increasing by 20 points with that same Endurance Attribute Point
allocated.

If you're considering Attribute Points for your very first character, or don’t
want to figure out the type of character you want to play yet, consider the
“big three” attributes are usually seen as Strength, Endurance, and Intel-
ligence. Although the others are almost as important, the big three have
benefits for every character; so consider raising them to at least 7. With any
left-over points, Agility and Luck are good if you're wanting a combat-based
Courier.

Plan 2: Primary Combat Skill Choices

At the most basic level, your Guns skill is the usual (and recommended)
choice when choosing a Combat-related skill. However, whatever choice

you make, ensure that your Primary Combat skill is the usual method you
use to defeat enemies, make it one of your three Tag skills, and raise it as
much as possible, as early as possible. Usually it is wise to also choose a
Secondary Combat skill that you're adding lesser amounts to, which you
can rely on later into your adventure (in case you run out of ammunition, or
you're facing an especially tough opponent). Energy Weapons, Unarmed, and
Melee Weapons are also viable, but beware of a lack of Melee Weapons that
pack a real punch at higher levels. Unarmed and Melee Weapons have their
advantages those; Unarmed allows different combat moves (including ones
you learn) when using VATS, and both don’t need ammunition, so you can
ignore ammo (especially in Hardcore mode where your Inventory Weight is a
factor), or sell them, or break them down into component parts. The following
chart helps you make these initial choices:

ADVANTAGES DISADVANTAGES

ighly accurate (laser) or Sometimes guns and ammo are hard to find,

COMBAT SKILL : PRACTICALITY* |

Energy Weapons ;@ @@ ® lamaging (plasma) : and expensive
s -4, ‘Heuvy damage to Dangerous to the user up-close, or in confined
.................................... L .= N
 One and two-handed, Heavy weapons are heavy (STR = 8 to avoid
Guns ®®8®® : light and heavy; plentiful : movement penalties), heavy weapon ammo
_________________________________ eapons and ammo : may e hard fo find
Melee Weanons leapons are numerous, Obviously, combat must be up close, and
P 0 ammo needed  attacks can be blocked
: D * Just your fists aren't as devastating as Brass
Unarmed i eee - Addiional VATS atack : Knuckles, Boxing Gloves, or other Unarmed

 fypes, no ammo needed  :
: fypes, : weapons

* The higher the score, the more useful
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Plan 3: Combat Skill Combos

A secondary Combat skill is always useful to pair with another skill (whether
overly violent like Guns, or more stealthy, such as Sneak). The following
combinations are good to build up as you progress:

Guns and Explosives

e If you can soften up Deathclaws with thrown grenades, and follow that
up with a Carbine Rifle, you might just survive the infamous Quarry
Junction.

* You can also place mines along patrol paths, or around corners, wait for
a target to detonate one, then finish them with gunfire.

e Sneaking, Melee Weapons, Unarmed, and/or Explosives

e More involved and tactical, crouching and then Sneaking (and using the
Stealth-Boy), before attempting to strike with a powerful attack.

e Lay plenty of Mines along the route you're going to take to escape,
allowing you to flee if you're overwhelmed, and keeping the enemy
occupied to ensure a safe escape.

¢ Remember to return and pick up unused Mines when the coast is clear.
¢ Guns/Energy Weapons and Unarmed

¢ Energy Weapons are more expensive, but laser guns have a faster rate of
fire and lower AP cost than many Guns.

e High Agility in combination with Energy Weapons and Unarmed is a good
choice, as you can land four punches (or laser blasts) in VATS.

¢ Try punching weaker foes, and collect the ammunition they drop so you
can Craft, or afford to purchase Energy Weapon ammunition and armor
suited to Unarmed skirmishes. Save Energy Weapons for larger foes.

Plan 4: The Third Tag Skill—Repair

Construction and cannibalizing weapons is still one of the most funda-
mentally useful abilities you can learn. The construction of better quality
weapons and armor at Workbenches enables you to withstand more attacks,
and spend less time (and Caps) on Stimpaks, or searching for Recipes to
remedy your maladies. Enemies in groups tend to use the same types of
weapon, allowing you to manage your loot. Are the NCR Troopers you just
butchered all carrying Service Rifles? Then gather them all up, and Repair
them to create one or two Service Rifles in great condition.

Furthermore, Repair is used at Reloading Benches to create special types
of ammunition for your weapon from spent casings, powder, primers, and
lead. Creating the ammo you most need by breaking down the elements of
ammo you don’t? That's another incredible reason to pick Repair.

First Time in the Mojave: Recommended Tag Skills

If you're entering the Mojave Wasteland with no previous adventuring
experience, heed the above advice and make your three Tag skills a Primary
Combat, Secondary Combat, and Repair. Or to sum up:

THIRD TAG SKILL MOST USEFUL WITH REMARKS

Guns, Melee Weapons,
Energy Weapons

nflicting bonus damage when close fo a foe, or avoiding them
 without being spotted, is always advantageous.

If you have to be struck by foes to kill a foe, becoming adept
at healing or Recipes becomes crucial.

 Melee Weapons, Unarmed : Attack at a distance with projectiles, or plant mines, and run in

Explosives (or all Combat Skills) ~ to finish the job.

Plan 5: Noncombat Skills—Survival in the Mojave

New to the Mojave Wasteland is the Survival skill, familiar to outdoorsmen
everywhere. As its primary use is to increase the healing benefits of Food and
Drink (in the same way that Medicine does to Stimpaks), if you're planning to
keep your Caps and scavenge for Plant life and Recipes, you may not ever need
a Stimpak again. Survival also allows you to make a variety of items not only
at Campfires, but at Reloading Benches and Workbenches too. This is one to
definitely take, perhaps at the expense of Medicine, if you're planning on being
Hardcore, wanting a few unique dialogue choices and perks, or if you like
hiking for plants and scavenging for Recipe items as much as fighting,.

Plan 6: What About the Other Skills?

The other skills are certainly of no less importance, and the flexibility of them
means there are no wrong skills to pick (although you can overspecialize, or
pick skills that aren’t in synch with your attributes).

As a general rule, it is never good to increase a skill to
100 due to the vast number of Skill Magazines available.

In a (rare) occasion calls for a 100 skill, bolster your 90 skill with a
quick read.

others actually have hidden benefits; such as great perks
associated with them (which usually balance out the poor choice
in the first place). For example, a higher Barter allows you to pick Pack
Rat or Long Haul; so you could lower your Strength and related skills and
obtain these perks to balance out Inventory issues. Be sure to read all the
variations and advantages each skill and perk has.

)
@ 7 o Many skills that appear to be poor choices compared to

Barter

Although Bartering yields you better prices with Vendors (and sometimes
more ammunition and weapons), and has a large number of unique dialogue
choices during Quests, many of the same conversations can be completed
using Speech (of which there are far more dialogue choices for obvious
reasons). If Caps are all you crave, you can always clean out everything in a
cave and drag it to a merchant to sell it, or Pickpocket (or Steal) items you
need.

Lockpick

One of the more advantageous of the noncombat skills, this allows you

to wrestle open every storage room and scavenge the treasures within. Of
course, you can consult the “Tour” chapter of this guide closely to find this
out too! As this guide flags every major lock on safes, doors, footlockers, and
Ammo Boxes, you can easily tell how much to increase this skill. A good rule
is to keep your Lockpick at around 55. Most locks are Average, requiring

50 Lockpick to easily open. If you find a Hard lock (75 Lockpick usually
required), simply read a Skill Magazine for that lock. Magazines only increase
by +10 so having the skill around 55 won't help with Hard locks without the
Comprehension perk.

Medicine

If you're living off the scientific discoveries of man instead of Recipes,
Medicine is definitely the way to go. Increasing the effectiveness of Stimpaks,
Super Stimpaks, Doctor’s Bags, Rad-X, and RadAway, if you only need to
use half the regular number of Stimpaks to fully heal, you can spend your
Caps on other items. Medicine is also slightly more useful than Survival
during Quests if you're wanting dialogue choices or need to heal a wounded
character you encounter. There are some fine perks to unlock, too.

Science

If controlling turrets, and turning them on those they used to guard is
appealing to you, or you need to unlock doors or safes with a connecting
terminal? Then this is your skill. You have a few dialogue options unique
to Science, too. As there are fewer terminals to hack than there are locks
to pick, and with rewards for hacking a terminal being less immediate or
tangible, many adventurers rely on either Lockpick or Science (and tend
toward Lockpick), but not both.

Sneak

Crouching so you're hidden, and then moving slowly around a settlement

of hardy foes is a real thrill, and Sneak is responsible for keeping you alive

in these circumstances. A highly useful combat support skill, attacking
unsuspecting targets yield greater damage (and safety for you). If you lack
subtlety in your combat, this isn’t for you. Otherwise, it is a fine choice.
However, Unarmed and Melee attacks while using Sneak are difficult to land;
but the Sneak Critical Hit bonus is huge. Be sure to Sneak up on a foe who
is unaware (rather than alert), and be sure you enter VATS to “line up” Sneak
attacks on numerous foes.

g 7' Is Sneak still not on your skill shortlist? Then note that a
“\\“\:7 i Lﬁ—' headshot from a Riot Shotgun is likely to kill a Deathclaw if

your skill is high enough, and you're close enough to that horned head.

Speech

Like to chat? Enjoy fast-talking your way out of situations? Then succeeding
in Speech challenges when speaking to others becomes not only rewarding
but incredibly useful. You can calm down a hostile situation (or occasionally
create them!), but unlike Barter, there are no real other benefits than a host
of unique dialogue choices. Even a cursory glance at the Main, Side, and Free
Quests of this guide show that Speech is used in almost every conversation,
and can sometimes grant you better items, and save hours of wandering, or
even your life! This is one skill you must consider seriously.

Plan 7: Skill Point Allocation

For those with limited previous exploration experience, it is recommended
that you increase your Primary Combat, and your Repair skills up to around
55, and then 75 points as soon as possible. Then add to your Secondary
Combat skill, and your preferred other skills as needed. Generally, a good
rule is to spend around 60-75% of your Skill Points allotment on your
Primary and Repair skills until they reach 75.

>
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A common mistake is to raise your skills up to 100 as soon as possible.
Because certain Collectibles (Skill Books) and perks can permanently raise
your skills, and Magazines temporarily up a specific skill by 10 points, the
extra points are negated due to your over-eagerness to max out. Consult this
guide to learn the location of every Skill Book and Skill Magazine that are
related to your preferred skills, so you can take them as early as possible to
further develop your best skills.

Plan 8: Dressing for Success
Simply wearing ) )
an outfit or piece S ¥
of armor because \
it looks cool or
is a pretty color
isn’t the best way
to maximize your
wardrobe. Along :
with the skills you s ; 20 & ” o)
are concentrating —_— —_—
on, look for Armor and Clothing that add related benefits. The “Guns and
Gear” chapter of this Guide showcases the bonuses of every single important
wearable item and weapon in the Mojave Wasteland, allowing you to peruse
and locate at your leisure. Then ensure you take at least a couple of changes
of clothing with you; for example, a set for combat (1), a set for Speech
checks (2), and attire for Repairs (3).

It is important to view the items you pick up on your Pip-Boy to work
out their abilities. If you're heading into combat, and you're sure you won’t
get shot, replace heavy armor with something lightweight that gives you
bonuses to skills such as Guns. Carrying around some extra outfits can be
an immense help, especially as many items weigh next to nothing but have
excellent extra effects, such as Vault Utility Jumpsuits.

Example #1: Raise your Lockpick skill to 45. Then put on apparel that
gives you +5 to Lockpick (like the Vault 3 Utility Jumpsuit), and you can
now Pick Average locks.

Example #2: Before you go adventuring, raise your Perception by two
points, and your Luck by one point, which cumulatively adds +5 to your
Lockpick. Now raise your Lockpick skill to 45, but with five additional
points to spend on other skills.

It is wise to go back over your attributes and ensure you've placed enough
points to help enhance associated skills.

Faction Armor

Putting on an
NCR Ranger’s
outfit and

hat (4), and
wandering into a
Caesar’s Legion
stronghold—even
if you're allied
with the Legion—
is a foolhardy - -
idea, as you're clad in the threads of a sworn enemy. This is because Faction
Armor; the clothing worn specifically by a known Faction or tribe, such as

the Legion (5) or the Great Khans (6) causes you to be treated as one upon
superficial (or distant) inspection. Be careful where you're wandering. Or,

use the outfit to your advantage and walk into the camp of an enemy faction
wearing their attire! But beware of Guard Dogs that can sniff out an intruder!

Plan 9: Good Reading (and Eating)

Until items disintegrate out of use, they can be considered permanent modifiers
to your skills. But there are items that give a temporary boost to all manner of
your statistics, including skills. The most obvious of these are Skill Books (giving
a permanent +3 to a skill) and Skill Magazines (giving a temporary +10 to a skill).
Are these useful? Exceptionally; as you can read the guide, know the difficult
locations where you need a skill boost, and bring some required reading with you.

Example #3: Raise your Lockpick skill to 37. Then locate a copy of
Tumblers Today (Skill Book) to permanently boost your skill to 40 (+3).
Now locate an Average lock, and read a copy of Locksmith’s Reader (+10,
Skill Magazine). This temporarily boosts your skill to 50; enabling you to
open the lock without much Skill point expenditure at all!

Example #4: Raise your Lockpick skill to 51. Reach Level 4, and take the
Comprehension perk. Now read a copy of Tumblers Today (Skill Book)
to permanently boost your skill to 55 (+4, +1 because of the perk). Now
locate a Hard lock, and read a copy of Locksmith’s Reader (+20, +20
because of the perk). This temporarily boosts your skill to 75, enabling
you to open this even-more difficult lock!

Also note that certain items you can eat, or make in a Recipe also help you
out too; you are wise to check the skills, perks, and Recipes section of this
guide forthwith!

Now take this a stage further, and read up on all the perks that affect your
favored skills, so you know which ones to pick as you level up.

Plan 10: Character Growth

With an average of 12 to 13 Skill Points to spend when you level up, you can
easily make a change to your character’s preferred skill set (if you do this
early enough) with minimal penalties. Think about the actions you tried since
the last time you leveled up, and those you wanted to do but couldn’t. Then
place points into the skills that help you succeed in those actions.

For first-timers, split your points evenly between your three Tag skills until
around Level 6; you chose Tag skills because you wanted to use them; so
ensure they're above 50 as soon as possible. Two important skills to raise to
specific levels are Lockpick and Science, as they have threshold values. Every
25 points opens up a new level of difficulty of locks and terminals. Set your
Lockpick and/or Science to 25 early, then bump one or both to 50 in as few
steps as possible. A Science skill of 49 is annoyingly close to being able to
Hack into Average terminals, but only with item augmentations. One more
point, and no items are needed.

Between Levels 5 through 10, keep the focus on the Tag skills, raising
them to 70. Place some points into secondary skills like Lockpick (for Average
locks), Medicine (for extra benefits from Stimpaks and the like), and Survival
(for an increased number of Recipes).

Above Level 10, stop raising skills when they reach above the mid-80s,
and rely instead on clothing, armor, Skill Books, and Skill Magazines for the
hardest skill checks (which only occur occasionally anyway). Why have a skill
of 100, and 10 Skill Magazines you can’t use? Don’t waste points!

CHARACTER

ARCHETYPES

Whatever the environment, and however you
want to approach your adventure, there is

a character archetype for you! The following
sample characters show which attributes, skills,
perks, traits, Weapons, Armor, and Followers
that complement that particular character’s style
of play. Behold the rogues’ gallery....

‘i\\C (]—t P
e e,
’(@_/l/-) Although these archetypes

have been extensively
bench-tested to be the very best at their

Basil “The Sniper” Crowcross

Perks
Sniper, Commando, Finesse, Center of Mass,
Better Criticals, Rapid Reload, Weapon
Handling, Silent Running, Hand Loader,
Confirmed Bachelor, Bloody Mess, Hunter,
Entomologist, Robotics Expert, Travel Light,

A sneaky ranged
specialist with
maxed critical

Living Anatomy
chance but
minimal social Weapons
All rifles, especially: Varmint Rifle (Night
graces.

Scope, Silencer, Ext Mags, 5.56mm AP and
HP) Hunting Rifle (Custom Action, Scope, Ext

specific role, you may ignore any aspect
of these characters if you don’'t agree with

them. They are simply here to aid you in Skills
making specific character styles. Guns, Sneak, Repair
Traits

Four Eyes, Small Frame (Stealthy Sniper) or
Trigger Discipline, Built to Destroy (Critical Hit
Specialist/Sharpshooter)

* Optionally, drop CHA and INT to 1 and increase
STR to 8 for Minigun/Heavy Weapons prowess.

Mags .308, all types) Sniper Rifle (Carbon
Fiber Parts, Suppressor, .308, all types)/Gobi
Campaign Scout Rifle, Anti-Materiel Rifle with
Match (hand load) ammo

Other Equipment
1st Recon Beret, Stealth Boys for losing
hostiles if spotted, Weapon Repair Kits,
Reinforced Leather armor for Travel Light perk,
Sunglasses for Four Eyes trait

Implants

Perception, Agility, Luck
Followers

Boone, ED-E, (or no one)
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Wyatt Pinkerton: The Gunslinger

E4

S: 5 )
P:7 A one-handed guns
. specialist; fast,

E:5 light, generally

C:5 well-rounded but

I: 5 crumples against

A8 heavily armored
enemies.

L:5

Skills
Guns (For perks: Science [70], Medicine [70],
Sneak [70], Repair [70], Survival [45], Melee
[45]), Energy Weapons (Optional)

Traits
Fast Shot (Optional), Built to Destroy
(Optional), Wild Wasteland (Optional)

Perks
Cowboy, Quick Draw or Educated, Rapid
Reload, Gunslinger, Run 'n Gun, Travel Light,
Shotgun Surgeon or Confirmed Bachelor, The
Professional, Living Anatomy, Hand Loader,
Toughness (2), Action Boy (2), Math Wrath,
Nerves of Steel

Weapons
All one-handed guns, especially Maria, 10mm
Pistol, Alien Blaster, That Gun (5.56mm AP
and HP), Ranger Sequoia (.45-70 Govt Hand
load)

Other Equipment
Desperado Cowboy Hat or 1st Recon Beret,
with Shotgun Surgeon: Lever Action Shotgun
(20ga Magnum or Slug) or Sawed-off Shotgun
(12ga Magnum or Slug).

Implants
Armor, Regeneration, Perception, Agility, Intel-
ligence

Followers
Raul, Rex (or Lily, or any)

Elizabeth Fortunate-Bradley:
The Cat Burglar

S: 5
P: 5
E: 5 A stealthy thief,
C: 5 Jocused on lithe
LS looting and lapping
: up the Caps.
A: 9
L: 6
Skills
Sneak, Lockpick, Science, Barter, Guns
Traits
Good Natured, Small Frame
Perks

Light Step, Infiltrator, Educated, Fortune
Finder, Strong Back, Pack Rat, Scrounger,
The Professional, Silent Running, Long Haul,
Computer Whiz
Weapons
Anything silenced, especially holdout weapons.
Good choices include: Silenced .22 Pistol,
Silenced .22 SMG (Exp. Drums), 10mm Pistol
(Laser Sight, Ext. Mags, Silencer), 12.7mm
Pistol (Silencer), 12.7mm SMG (Silencer),
Varmint Rifle (Silencer, Nightscope, Ext. Mags),
Sniper Rifle (Carbon Fiber Parts, Suppressor)
Other Equipment
Scout Armor, Chinese Stealth Armor, Faction
clothing for disguises: NCR uniforms, Powder
Ganger outfits, Caesar’s Legion armor, White
Glove Society Mask, Great Khans armor
Implants
Agility, Intelligence, Luck
Followers
Lily, ED-E (or Rex, or none)

S: 5
P: 6
E: 4 A diplomatic pacifist
Cc:9 type, with the ability
X to talk the hind legs
L6 off a Bighorner.
A: 4
s L: 6
oy J
Skills

Speech, Barter, Medicine, Science, Repair,
Survival, [optional] Unarmed or any combat
skill of choice
Traits
Good Natured
Perks
Confirmed Bachelor/Lady Killer or Black
Widow/Cherchez la Femme, Ferocious
Loyalty, Educated, Retention, Comprehension,
Terrifying Presence, Nerd Rage!, Mysterious
Stranger, Miss Fortune, Animal Friend (2)
Weapons
This depends on combat skill chosen; see other
lists for specialist types.
Other Equipment
Skill Magazines (any and all), outfits with skill/
attribute bonuses and a few skill/attribute-
enhancing Chems like Mentats or Alcohol.
Implants
Intelligence, Perception, Luck, Charisma
Followers
Arcade, Boone, Cass (Whiskey Rose perk)

Gary 666:
The Incandescent Death

S: 7

: 5

X An implacable
E: 8 Energy Weapons
c:3 heavy trooper;
I: 6 melting minds into
A6 piles of ash and goo.
L:5

Skills

Energy Weapons, Medicine, Repair, Science,
Guns (70 for perks)

Traits
Fast Shot, Built to Destroy

Perks
Center of Mass, Rapid Reload, Plasma Spaz,
Laser Commander, Meltdown, Lifegiver,
Toughness, Improved Criticals, Vigilant
Recycler, Jury Rigging, Stonewall, Commando,
Action Boy or Math Wrath, Grim Reaper
Sprint, Spray 'n Pray (if taking companions),
Power Armor Training
Weapons
Any Energy Weapon, especially Gauss Rifle,
Gatling Laser(Carbon Fiber Frame, Focus
Optics), Flamer(Expanded tanks), Plasma
Caster (HS Electrode) and as many Max or
Over charged cells you can get your hands on
Other Equipment
Weapon repair kits (and lots of them), heaviest
armor you can find (Metal, Reinforced Metal,
Power Armor), Steady, Psycho, Jet, Fixer
Implants
Endurance, Armor, Regeneration

Followers
Raul (Full Maintenance, Repair service),
Arcade (Tesla/Power Armor path), Veronica
(Workbench, Power Armor path)

Edgar “Space Ventura”
Wellington Il

S: 6
P: 8
E: 5 A Master Blaster
C:3 man with an Energy
I: 5 Weapons plan.
A: 8
L:5
Skills
Energy Weapons, Science, Explosives
Traits
Trigger Discipline
Perks

Rapid Reload, Run n Gun, Commando,
Vigilant Recycler, Plasma Spaz, Center of
Mass, Meltdown, Concentrated Fire, Laser
Commander,
Weapons
Q-35 Modulator, Laser RCW, Alien Blaster
(Wild Wasteland encounter), Euclid’s C Finder,
Recharger Pistol, Recharger Rifle
Other Equipment
Power Armor, Chinese Stealth Armor, Space
Suit, Reinforced Combat Armor Mk 2
Implants
Endurance, Armor, Regeneration
Followers
Arcade Gannon, Veronica

Samuel “Red” McDonald: The
Midnight Wanderer

S: 8
P:5 A Melee specialist
E: 6 perfect for Hardcore
C: 4 mode. Why buy

Stimpalcs when you
.7 .

can skin and eat

A: 6 your lunch?
L: 4

Skills
Survival, Melee, Unarmed, Sneak (Science,
Repair, Medicine for Crafting), Barter (70) for
perks

Traits
Good Natured, Four Eyes, Heavy Handed or
Wild Wasteland

Perks
Strong Back, Pack Rat, Travel Light, Hunter,
Long Haul, Intense Training: Strength/
Endurance/Agility, Super Slam, Stone Wall,
Slayer, Unstoppable Force, Purifier, Rad
Resistance, Rad Absorption and/or Rad Child,
Solar Powered, Ninja or Grim Reaper Sprint

Weapons
Any melee or hand to hand, like the Power
Fist, Paladin Toaster, Ballistic Fist, Spiked
Knuckles, Machete Gladius, and especially the
Super Sledge/Oh Baby!

Other Equipment
Eyeglasses (for Four Eyes trait), Combat
Armor, Reinforced Combat Armor Mk 2, any
and all Crafting items

Implants
Armor, Regeneration, Endurance, Intelligence,
Luck, Agility

Followers
Rex, Cass
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Anthea “The Trailblazer”
Littlehorn

A Hardcore mode
explorer with one
goal; to uncover
all 213 Primary
Locations!

Skills
Survival, Lockpick, Barter

Traits
Four Eyes

Perks
Hunter, Rad Child, Travel Light, Lead Belly,
Strong Back, Long Haul, Pack Rat, Explorer,
Solar Powered, Night Person, Rad Absorption

Weapons
Rifles (preferably scoped): Varmint Rifle (Scope,
Silencer, Ext Mags), Cowboy Repeater (Maple
Stock, Custom Action, Long Tube) Hunting
Rifle (Custom Action, Ext Mags, Scope), Trail
Carbine (Scope), Brush Gun(Forged Receiver),
Sniper Rifle(Carbon Fiber Parts, Suppressor),
Anti-Materiel Rifle, Lever-Action Shotgun (for
close encounters), Hunting Shotgun (Choke,
Long Tube)

Other Equipment
Eyeglasses (for Four Eyes trait), Leather Armor,
Reinforced Leather Armor, Scout Armor, Merc
Grunt Outfit

Implants

Perception, Armor, Regeneration
Followers

ED-E, Boone, Cass

Opie “Knuckle Sandwich”
Moriarty

A proud pugilist,
escaping from a
place back east;
Unarmed attacks
come with a real
wallop.

Skills
Unarmed, Medicine, Explosives

Traits
Heavy Handed, Kamikaze

Perks
Piercing Strike, Slayer, Purifier, Unstoppable
Force, Stonewall, Super Slam

Weapons
Brass Knuckles, Spiked Knuckles, Power
Fist, Ballistic Fist, Recompense of the Fallen,
Pushy, Grenades, Dynamite, Grenade Rifle
(Long Barrel), Thump Thump, Grenade
Machinegun.
Other Equipment
Combat Armor, Reinforced Combat Armor,
Reinforced Combat Armor Mk 2, Reinforced
Metal Armor, Reinforced Metal Helmet
Implants
Strength, Armor, Regeneration, Endurance
Followers
Boone, Cass

Michael fell out of
the incompetent
tree, and hit every
branch on the way
down.

—." — o’
Skills
Repair, Barter, Medicine

Traits
None
Perks
Retention, Comprehension, Animal Friend,
Here and Now, Math Wrath, Nerd Rage!,
Chemist
Weapons
Straight Razor, Boxing Tape, BB Gun
Other Equipment
Sexy Sleepwear, Sunglasses, Chems, Alcohol,
and Skill Magazines of all types
Implants
None

Followers
None

Gordon Cram-say

Specializing in
highly crafted
Recipes, delicious
Brahmin steaks,
and a hair-trigger

temper.
Skills
Survival, Repair, Science, Medicine, Barter (70)
Traits
Good Natured
Perks

Hunter, Entomologist, Hand Loader, Vigilant
Recycler, Chemist, Jury Rigging, Nuka
Chemist, Chem Resistant, Chemist, Long Haul,
Pack Rat

Weapons
Hunting Rifle, Hunting Shotgun, Knife, Cleaver
(or find the Chopper at Wolfhorn Ranch)

Other Equipment
Leather Armor, Reinforced Leather Armor, any
and all Crafting supplies

Implants
Endurance, Luck, Armor

Followers
Veronica, Raul

Billie “Pin Holder” Deloria

. - - S: 9
P: 8 A fanatic for
E: 8 grenades, mines,
C: 1 and a variety of
L2 highly polished
: projectile-lobbing
A: 5 rifles.
L:7
Skills
Explosives, Medicine, Barter (70) for perk
Traits
Loose Cannon (Optional)
Perks

Heave, Ho!, Demolition Expert (3), Pack Rat,
Hit the Deck, Splash Damage, Adamantium
Skeleton, Light Step, Better Criticals, Nuka
Chemist, Spray ‘n Pray

Weapons
Grenades, Grenade Rifle (Long Tube), Grenade
Launcher, Grenade Machinegun (High Speed
Kit), Missile Launcher (Guidance System, HE
Missiles, HV Missiles) Fat Man (Little Boy kit),
Mercy, Thump Thump, Annabelle

Other Equipment
Metal Armor, Reinforced Metal Armor, Combat
Armor, Reinforced Combat Armor, Reinforced
Combat Armor Mk2, Power Armor

Implants
Armor, Regeneration, Perception, Endurance

Followers
Cass, Boone, Arcade—generally avoid melee-
centric companions because Spray ‘n Pray can
only do so much.

Albert “Penny Pincher”
Tenpenny

Having been
banned from New
Reno’s casinos, this
gambler is ready to
break the banks on
and off The Strip.

Skills
Barter, Speech, Unarmed

Traits
Good Natured
Perks
Fortune Finder, Miss Fortune, Pack Rat,
Scrounger, Mysterious Stranger, Long Haul,
Travel Light
Weapons
Brass Knuckles, Spiked Knuckles, Golden
Boxing Gloves, Ballistic Fist, Power Fist
Other Equipment
Benny'’s Suit, Sunglasses, Pimp Boy 3 Billion
Implants
Luck, Armor, Regeneration, Intelligence
Followers
Rex and Boone or Lily
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GENERAL TRAINING AND ADVICE

You now have all the advice you need to nurture the ultimate Courier of
the Mojave Wasteland, so let's move on to the major challenges you'll face
regarding interactions with others, all of which is details on your Pip-Boy.
Read the Game Manual to gain basic familiarity with your Pip-Boy before
continuing.

Game Difficulty

Settings > Difficulty of your Main game menu: You can choose to increase
or decrease this aspect of the game (which defaults to Normal, and has some
Hardcore mode exceptions; see below). Generally, the higher the difficulty,
the more damage enemies inflict on you, and the less damage you inflict

on them. This is balanced out by you sometimes receiving slightly higher
Experience Points (XP) for kills at higher difficulty levels.

© ENEMY'S  YOUR DMG. ENEMY’S  YOUR DMG.
_DIFFICULTY : DMG.ONYOU : ONTHEM — DIFFICULTY : DMG.ON YOU : ONTHEM
eryloy ST 00% B
o S % i, 150% .. 50%
Normal 100% 100%

Hardship in the Desert: Hardcore Mode

Settings > Hardcore mode of your Main game menu: As you're about to
leave the warmth and comfort of Doc Mitchell’s house, you're asked if you'd
like some extra hardship with your adventure, and an option for Hardcore
mode presents itself. You have an important decision to make; you can leave
Hardcore mode at any time, and choose a less difficult, “normal” adventure.
But you cannot access Hardcore mode once you decline to play in this mode!

Differences in Difficulty

There are a number of aspects to Hardcore mode that you must understand:

1. A special reward (Achievement of Trophy) is given for completing the
adventure entirely in Hardcore mode.

2. Stimpaks do not heal instantly, but rather over time.

3. Crippled limbs cannot be healed with Stimpaks or by resting. They
require Doctor’s Bags or a Healer who can fix the problem.

4. All ammunition has weight, forcing you to pick and focus on weapons,
and upgrades much more closely.

5. Companions can die, rather than just going unconscious like in Normal
mode.

6. Dehydration, Starvation, and Sleep Deprivation. These are described in
the following section.

Food, Water, and a Warm Bed

Lack of these three basic elements is a constant problem in Hardcore mode.
Your Pip-Boy monitors your current Dehydration (H20), Starvation (FOD),
and Sleep Deprivation (SLP) levels constantly, so be sure to keep checking
the Status menu for updated information. These levels build up over time
at varied rates (Dehydration is fastest, then Starvation, and then Sleep
Deprivation). Watch for a jump in these levels if you attempt a large amount
of Fast Travel! Leave any of these unchecked, and your previously healthy
visage (1) begins to suffer as deleterious effects are inflicted on you (2).
Here’s what to watch out for:

Dehydration Break Points

oMo o smnus G EFFECT .0 WARNING

L0199 o NORMAL/NONE ~ : . NOEFRECT G NONE
200-399 Minor Dehydration -1 END Dark HUD

Caw0s9 i Avonced Dehydrafion ~ © IPER-ZEND i | Light HUD

Lethal Dehydration B Death

Starvation Break Points
H20 STATUS EFFECT WARNING

NORMAL/NONE NO EFFECT

-

600-799 (rifical Starvation -3 STR, -2 CHR, -1 PER Red
""" 800999 :  DeadyStaration i 3SR -2CHR 2PR  : PubseRed
...... : '66'0'4”'m'""""L'éti{dl's'idr\}d{ibh'mmE'mm"w"wli'e&'thmm"'W""."'N{{Hiil')mm
Sleep Deprivation Break Points
H20 STATUS : EFFECT WARNING
e R T o

200-399 Minor Sleep Deprivation Dark HUD

Lethal Sleep Deprivation ~ : Death

When you reach one of these break points, you receive a warning, and there’s
a permanent reminder on your HUD. Solve the problems of these three
issues by drinking water, eating food, and using a bed.

Living off the Land: Hardcore Tactics
for Surviving and Thriving

If you're having difficulty acclimatizing to a Hardcore Mojave Wasteland,
follow these tried-and-tested plans for survival.

A Place to Camp

Simply wandering into the countryside may get you killed. Between Quests, you
need to establish a base camp where you can rest. Here are three great examples:

Goodsprings Source [4.11]
is a little out of the way
from the bright lights and
big city, but it features
everything you need;
Food, Water, and a place
to Sleep. Geckos spawn
here every three days (3),
and they provide delicious
Gecko Meat (which it is
advisable to turn into
Gecko Steaks at any of
the nearby Campfires [Survival 25]). The wells provide unlimited supplies

of Rad-free water, and the bed is in the small trailer. Should you require
Crafting, a Reloading Bench and Workbench are next to the General Store in
nearby Goodsprings [4.05].
Wolfhorn Ranch [6.14]

is a little more wild, and
there’s Viper Gunslingers
marauding about, but

this is another good place
to camp. Look for the

bed inside the shack, an
irradiated well (which
offers unclean, but not
overly toxic water, which
you can augment with
RadAway. The garden may
have some harvestable crops (or there’s Bighorner meat nearby), and there’s
a campfire up on the ridge (4), near the grave.

Safehouses (5), of

which there are four

(this example shows

a concrete structure
owned by a Faction called
the Followers of the
Apocalypse) also make
fantastic camping spots;
there’s a Faction member
there two days out of
every week, a place to
store items permanently,
usually a full-stocked fridge, purified water from a fountain, and a comfy bed.
To gain the keys to these castles you need to be at least Liked and sometimes
Idolized by the faction. Some will also ask you to complete other pre-requisites.

<
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A Place to Survive

The following locations
provide one or two key
elements for survival in
Hardcore mode, and are
handy if youre suffering
from one or more
ailments.

Water, Water
Everywhere

Choose Lake Las Vegas
[3.22], Lake Mead, the
Colorado River, Goodsprings, and The Strip [Zone 2D] for limitless supplies of
clean, radiation-free water.

Crafty Crafting

Harper’s Shack (6) [5.21] has an excellent stash of crafting supplies, as well
as a Reloading Bench and Workbench. There’s even a bed and a Campfire
right outside!

188 Trading Post [5.02] has a few beds where you can safely rest, along with
a Reloading Bench and some Vendors to trade with.

Novac [5.18] is worth visiting for more than just Dinky the dinosaur; you can
stay at the motel, and use the Workbench in town, as well as trading with
vendors that wander down Highway 95 to reach here.

Primm [4.17] is initially in a desperate state, but once you find them a new
Sheriff, all of their services return to normal, including Ruby Nash'’s delicious
Radscorpion Casseroles!

Camp McCarran [2.19] has a supply shack at the southern end of the
Concourse where Sergeant Contreras is happy to trade with you. He even
sells NCR uniforms which is useful for blending in or using the Monorail if
you don’t have enough Fame with the NCR, and want to quickly reach the
Strip. There’s a Reloading and Workbench in the shack, too, as well as clean
water in the drinking fountains, and beds in the barracks.

Sloan [4.08] may be suffering as its workers fend off Deathclaw incursions
from their place of work, but there’s a large stash of supplies and a
Workbench if you check out the Machine Shop in the shack settlement.

Black Mountain [5.07] is a terrifying place, not least for an imprisoned Ghoul
named Raul, who you can rescue as part of Side Quest: Crazy, Crazy, Crazy.
Save him, and he shows you the map marker for his shack [3.05]. Journey
there for a good amount of supplies, a bed, and Workbench.

Hardcore Tenets to Thrive By

Attributes and Skills for
the Mountain Man

It is advisable to invest
some Skill Points in
Survival as soon as
possible; cooked or
prepared items are
generally much more
effective than their raw
counterparts; but a higher
Survival skill allows better
results even from raw items.

With a Campfire, some common Food and Plants, and 30 Survival, you can
get by on Cactus Water and Gecko Steaks (7).

You should ideally be Crafting during Hardcore mode, and if you do, make
sure you're constantly looking out (and have enough free Inventory space) for
“junk” items as most of them are useful in Recipes. Basically, if a location in
the “Tour” chapter of this guide mentions “Scrap Metal,” there’s likely to be
other useful junk nearby.

One early advantage to take is the Good Natured trait. This takes five points
from each combat skill, and places them into noncombat skills. For a
Hardcore survivalist, the noncombat skills are used frequently. Fortunately,
you only really need to choose one combat skill. Why waste points that you'd
never use on three pointless combat skills? Make efficient use of everything,
as early and often as possible. It’s the only way to survive!

Upping your Intelligence attribute is an obvious and excellent choice for the
Hardcore adventurer. Intelligence allows more Skill Points over the long term,
and directly boosts the four Crafting skills: Medicine, Repair, Science, and
Survival.

An obvious perk choice for the Hardcore Courier is the Leady Belly perk.

But have you tried Cannibal and/or Ghastly Scavenger? This increases your
available cuisine considerably....

Another two excellent perks to obtain is Strong Back to generally help with
your inventory. But for the survivalist, the Pack Rat perk is vital, as almost
all Crafting and Food materials end up weighing 21bs or less.

During the latter stages of your adventure, pick Rad Absorption as you're
probably having a hard time locating more RadAway.

Hunger, Thirst, and Tiredness Begone!

Sleep Deprivation may be of constant concern, but don’t worry; it accrues
very slowly and doesn’t increase if you're Waiting. However, hunger and thirst
do, so ensure sure you have Food and Water before stopping to wait for a
while.

Keep more Water around than Food; although the rate at which you gain
thirst decreases during the night, it always increases at a faster rate than
hunger or sleep deprivation.

Coyote Tobacco Chew, made from the plant of the same name, can be
obtained in numerous wilderness areas around the Mojave Wasteland, and it
allows you to go without sleep for quite some time (even if your Survival skill
is low). As it's extremely lightweight, stock up whenever you spot the plant,
and you may never need a bed!

Have you sampled the Gecko Kabob or the Bloatfly Slider? You should; as
they reduce both hunger and thirst! This not only satiates you in half the
time, but these take up less space (and weight) in your Inventory. Keep this
in mind if you need to reduce what you're carrying.

Conversely, some Foods (and even a few drinks) actually increase your thirst!
The simple plan here is to avoid using them if you don’t have a ready supply
of water (and perhaps some RadAway) to hand.

Health and Human Interaction

Solve your own Crippling injuries by locating the ingredients for a Doctor’s
Bag, as you can Craft them at Workbenches with a Medicine skill of 40.

Consulting the “Tour” chapter of this guide, which has the location of every
Healer (aka Doctor) in the Mojave Wasteland is crucial, as you'll need to make
regular use of them (especially if you have a crippled limb). Of course, when
in doubt, hobble back to Doc Mitchell, and the safety of Goodsprings.

See a doctor frequently: beds do not heal crippled limbs in Hardcore mode,
and Doctor’s Bags (or Hydra) can be expensive (or hard to find), and should
be saved for emergencies where a doctor is unavailable.

Beware: The Death of a Follower

Followers can (and often do) die during fights in Hardcore mode. This should
prompt you into being extremely careful; not only of where and who you're
shooting, but the orders you're giving your companions. Be sure to upgrade
a companion’s armor as soon as and whenever possible, and keep them well-
supplied with Stimpaks while you heal using Recipes and Food types.

Proper Weapon and Ammo Usage

If you find a Unique Weapon, remember that you must stock up on Weapon
Repair Kits if you want to keep it working.

Being brash in combat and taking unnecessary damage results in a quicker
death. Even so, you should begin to gather a number of healing items that
start to clog your inventory; remember to check their effectiveness, and use
them all.

Ammunition fills up your inventory like no other item, so traveling as lean

as possible is the order of the day. Invest in the Hand Loader perk at Level

6; this is essential because regular ammo has weight, but component parts
(such as Lead and primers) do not.

With or without Hand Loader, cannibalizing cartridges you never use to make
more of what you're firing helps you lose the dead weight that ammo was
becoming,.

Special rounds of a weapon all have a function, as it is important to select
the ammo types that suit how often you use a weapon, and what it is used
for. Take the 12/20ga ammunition: If a Shotgun is your main weapon,

the standard buckshot is what you need. However, if you only use it as an
emergency back-up weapon, then the Magnum loads are the better plan as
the increased wear on the gun doesn’t matter as much.

Slugs are useful if you don’t use rifles, or you're fine with a loss in
performance for the sake of not carrying the weight of an extra weapon and
its ammo.

Similarly, while it isn’t usually a great idea to use guns with different roles
but of the same caliber—such as the Cowboy Repeater and the .357 Magnum
Revolver—using different special ammo types in each prevents one from
eating into the other’'s ammo.

)
»
@ 7 § The Character Archetypes section earlier in this chapter
"'\1 ) Lﬁ—/ has a couple of example characters created just for

Hardcore mode. Be sure to check them out!
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Experience Points (XP)

Stats > top-right corner
of your Pip-Boy: The
only way to level up

your character and
access more Skill Points
and perks is to obtain
Experience Points (XP).
Generally, XP is received
after you Kkill a foe (the
Bestiary section has a
general value for each
enemy type you slay),
and finish a Quest (see the Quests in this guide for the XP rewards) and
Challenge. You also receive a small XP reward for unlocking a door or safe,
hacking a terminal, and completing Speech check, which depends on the
Difficulty of the activity: 20 XP = Very Easy (1-24 skill), 30 XP = Easy (25-49
skill), 40 XP = Average (50-74 skill), 50 XP = Hard (75-99 skill), 60 XP = Very
Hard (100 skill). Note that your skill level vs the difficulty of the task can
prevent you from gaining XP on very easy tasks. A Very Easy lock will give 20
XP for skill 1-74, but 75+ it gives 0 XP. This scale is for all challenges from
locks and terminals to speech/skill challenges in dialogue.

As your HUD reveals when this occurs (1), you'll always be able to keep track
of your current total, and the total needed for the next level (which is in the
Experience Points and Karma chart in the next section). When you reach
Level 30, your XP reads “Maxed.”

As you're likely to reach around Level 13 or 14 if you're close to finishing the
Main Quest, you should augment your XP by attempting all the 70+ Side
Quests (and some Free Quests). Side Quests are usually worth 100-500 XP
depending on the complexity. And searching out world map markers (Data >
world map) also nets you 10 XP per location.

Are You Experienced?

* You receive +10% XP when you are Well Rested, and the bonus lasts for
12 game hours. You can only obtain this by sleeping in a bed you own
or rent; from the Novac Motel, Safehouses, and any comped suite at the
Lucky 38, The Tops, or the Atomic Wrangler.

e If you take the Swift Learner perk, you obtain +10% additional XP for
each rank (up to three) that you take. This includes Quests, unlocking
safes, and every other aspect of gaining XP; not just killing enemies.

e XP does not scale with your level; all enemies and challenges you
encounter offer roughly the same degree of challenge no matter when you
attempt them, although you're at an advantage with better equipment

and a Follower by your side.
7' Double-shot XP time! When you encounter a door that

N L#/ is locked with a terminal, and a regular lock, hack the
terminal (Science), but don’t disengage the lock. Then pick the lock

(Lockpick) and get a second shot of XP for completing both tasks!

. .
Mapping the Mojave
—

B 3

Data > Local Map; Data > World Map of your Pip-Boy: Assuming you're
already familiar with Fast Travel, and you've noticed the maps that came
with this guide—which reveal every single location on both your local (1) and
world (2) maps—there are some tactical plans to ensure investigating new
areas is as safe as possible:

e Use a place you've previously cleared out, or a location you know is safe
(such as Goodsprings, or Camp McCarran if you're allied with the NCR)
as a base until you know your immediate surroundings. Figure out how
far a new location is from (for example) Goodsprings, as this is the safest
place to return to.

e Utilize landmarks; every time you stop, you should be able to spin 360
degrees around and see at least two recognizable structures. Notice the
large skyscraper tower to the north? That’s the Lucky 38 tower [Location
2D.02]. Now you know this, learn what the adjacent locations there are,
and if any interest you.

e Use smaller visual cues to figure out specifically where you are. See that
bright white memorial cross known as the Yangtze Memorial [4.07]?
That’s just southwest of the much-larger Quarry Junction [4.04]. Begin
to fill in the topography of the area so you don’t get lost.

e Utilize the compass, the location of the sun in the sky, as well as roads
and railroads to situate yourself. If you know, for example, that the “Long
15” runs all the way from the Searchlight Airport [6.26] to the south, all
the way to Freeside’s East Gate [2.15] at the edge of The Strip to the north,
you can keep to the roads, exploring along the way. Also flag interesting
locations with your Pip-Boy’s Route Marker on the World Map screen, too.

e When you discover a single location in an unexplored area, check it
out before backtracking to a safer environment, and when you want to
return, Fast Travel to the location and explore in a concentric circle out
from this secondary base.

e This guide has flagged every Primary Location (which appear on your
Pip-Boy’s world map), and Secondary Location (which appear on the
local map, or not at all) with a special, unique number. For example,
Goodsprings is labeled “[4.05].” The first number refers to the Zone [4]
and the second to the number of the settlement in that Zone [05]. These
don’t appear in the game; they are referenced so you can keep track of
the hundreds of locations on the guide map.

Mapping the New Vegas Conurbation

When you enter the
glittering metropolis

of New Vegas, and its
outlying areas, mapping
matters get a little more

| complicated. Certain
locations, such as the
Lucky 38 Casino, can’t be
| secen (or Fast Traveled to)
via your world map. This
is because they are within
an “Interior Zone” unique
to New Vegas (Zone 2). There are six of these Interior Zones (which are known
in the guide as Zones 2A, 2B, 2C, 2D, 2E, and an Underground Sewer system
flagged as “U2” that allows you to access different areas within Zone 2 from),
which are usually accessed via a gate (3). The “Tour” chapter separates these
into Interior Zones so you know which areas are accessible from the outside
Wasteland (or world map), and which you need to enter a gate to access.

y
@ 7 ¢ You might want to check the Challenges section of this
“\7 i Lﬁ~ guide (an Overview in the Training, and a complete list at
the end of the Quest section), as there’s a Challenge that rewards
you for finding a set number of Primary Locations.

Miscellaneous Data: Notes

Data > Misc > Show
Active Quest Notes:
When you pick up either
a scrap of paper, such

as the note this corpse is
carrying (4), or a Holotape
(aka Holodisk), this part of
your Pip-Boy updates to
reveal the contents, which
can be either in audio

or written form. Many

of these are journals or
thoughts that give you a better understanding of your surroundings, but
don't affect your adventure. But some give hints on certain Quests that don’t
appear on your Pip-Boy; known as Freeform (or Free) Quests. A complete list
and strategies on all of those (90+) Quests is contained later in this book.

Miscellaneous Data: Challenges
N ’

Data > Misc >
Challenges: Access this
part of your Pip-Boy to
keep track of the (100+)
Challenges that you are
engaged in. You Pip-Boy
logs almost every aspect
of your adventure, and
when you attempt an
action a multiple number
of times, this is recorded.
When you hit a prede-
termined total, you receive a reward. Challenges can range from “I Can Stop
Any Time [ Want”: Take 25 Chems, but not all at once) to “Click”: Inflict
20,000 points of damage with a Minigun (5). The rewards take the form of
usually one of the following:
Experience Points

Achievements

Caps Another related Challenge
Perks

For a complete list of Challenges, consult the Appendices.

>
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Radio Waves

Data > Radio: Whether it’'s the syrupy tones of Mr. Vegas, or the insanity

of Tabitha and Rhonda, there’s radio chatter to listen to as you traverse the
Mojave Wasteland. Select the Radio station you want to listen to (or turn off)
on your Pip-Boy.

@ Black Mountain Radio

Twenty-five-thousand-meter radius. Centered on the summit of Black

Mountain, listen as Super Mutant Tabitha, and her gal-pal Rhonda put the

world to rights, and sentence their Ghoul engineer to a thousand deaths.
~ Camp Guardian Radio

Three-thousand-meter radius. An NCR post deep in the wilderness just

north of Lake Mead hasn’t been heard from in a while. Should you hear this,

prepare for an emergency broadcast with instructions to follow.

T

A
~| NCR Emergency Radio Station
Three-thousand-meter radius. Should Caesar’s Legion attempt another

Hoover Dam assault, the NCR will begin broadcasting on this emergency
frequency, with tactical advice and troop orders.

Mojave Music Radio

Entire Wasteland. Whether you're sitting by a campfire, gazing at your Gecko
Steaks a-cooking, or wandering the lonely trails near Wolfhorn Ranch, the
finest music New Vegas has can be pumped straight to your wrist.

Radio New Vegas

Entire Wasteland. The voice of New Vegas brings you a mixture of dulcet
tones, news reports from the Wasteland (which change as you progress
through your adventure) and the best sounds around. Classy.

N7
P4 &:e> _/l/-) E Certain Casinos, like the Ultra-Luxe, have their own

piped music which you can tune in as well.

Flashlight

Press and hold Pip-Boy
button: Switching your
Pip-Boy’s Flashlight on
or off is dependant on
your style of play and
knowledge of the area:
If you're employing
stealth, don’t want to be
seen, or know an area
very well, keep the light
off. If you're searching
for items, want to see
the ground and walls around you (6), and need illumination to stop you
stumbling, switch it on.

Karma: Beyond Good and Evil

™\ General > Stats >
General: Karma measures
how pleasant or unkind
you're being, based

on your past actions.
Karma is implicitly tied to
Reputation, which in turn
affects how you're treated
by others, the Followers
who agree to join you,
and even the settlements
in the Wasteland you can
visit (7). You begin with a Karmic value of zero, and this value fluctuates
depending on your evil or good actions. Karma ranges from -1,000 (pure evil)
to +1,000 (a true saint). Below the Values table, is a second table showing
what common actions to choose to easily effect your Karma:

..... ION KARMAVALUE: ~TYPE  ICON :KARMAVAWE: ~TYPE
-1,000 0 -750 Very Evil 250 1o 749 Good
749 10 -250 Evil 75010 1,000 Very Good
-249 to 249 Neutral

(3 f o These values aren’t visible to you, so you can’t
' check specifically on the precise number you

are: Only your character’s type and icon are shown.

ACTION KARMIC EFFECT

T N
R e . | —
Murdering (unprovoked) a Neutral or Good creature s
............... T
 Sealing from o Neutal or Good characer, or nomevi Facion = Stperttem)

Donating Caps Dependent on the number
o ol con oGy [V EEREEE
e i

Karma has much less of an impact on your adventure, as Reputation
iy is the much more vital component to keep in check. However, Karmic
actions usually have Reputation benefits or pitfalls that are awarded too, so
be sure you know what you can get away with!
Raise and lower your Karma in Quests by undertaking certain actions, the
most major of which are flagged in the Main and Side Quest chapters of
this guide. Karma also influences the type of ending you receive when your
expedition is over.

Experience Points and Karmic Title

This shows your character’s level, XP required for the next level, and Karma

depending on their alignment. This title also appears to Friends who can see

you playing.

: : EVILTITLE (-250 :
OR LESS) :

NEUTRAL TITLE
(-249 - +249)

GOOD TITLE (+250 OR MORE)

: XP
LEVEL : REQUIRED

Grifter Drifter Samaritan
Lm0 uw G Renegade o My
8 i 50 o Opportunist i Seeker i Senfinel
oA oo Plunderer o Wonderer i Defender
UfatCat (itizen ... Dignitary
. Morauder . Mventorer Peacckeeper
Vagabond ofthe Ranger of the Wastes

Wastes

Desert Terror Desert Scavenger Desert Avenger

Ne'er-do-well Observer Exemplar

Vegas Councillor Vegas Crusader

Sword of Despair Pinnacle of Survival Shield of Hope

© Vegas Boogeyman Vegas Myth Vegas Legend
© Strider of the Wasfes

Hero of the Wastes

20 29,450 Sm%ﬂ;:z the Rene\g’;v(:::egf the Guardian of the Wastes
3500 Archiect of Doom ©  Soldier of Fortone © Restorer of Fith
LI B0 BgerofSomow | Bofeer | f Modelof Solfosess

Deciver L Beentic Shepherd ..
i Loner Friend of the People

mares :  Hero for Hire

B v 46200 : Suffof Nighimares i Heroforie i Chompionof lusie
................................. Agent of Chaos - Model of Apathy - Symbol of Order
¢ Instrument of Ruin : Person of Refinement Herald of Tranquility

Soultaker Moneygrubber Last, Best Hope of Humanity

Messiah

True Mortal

&

Protected by copyright. Unauthorized or unlawfu\l'copying or downloading expressly prohibited.



TOC

[TRAINING FACTIONS & BESTIARY GUNS & GEAR

MAIN QUESTS SIDE QUESTS TOUR APPENDICES

Welcome to the Mojave Wasteland ¢ Primary Attributes ¢ Derived Statistics ¢ Skills Overview ¢ Available Skills ¢ Traits Overview ¢ Perks Overview

Challenge, Follower, Unarmed, and Other Perks ¢ Successful Character Development ¢ Character Archetypes ¢ General Training and Advice

The Battle for Wasteland Supremacy ¢ Going on Maneuvers ¢ Gambling ¢ Followers (aka Companions)

&) Repuiatlon. Who loves You, Baby?

General > Stats >
| Reputation (and) Data

| > World Map: The first
signs that the residents
of the Mojave Wasteland
are judging your actions
much more closely than
before is seen on your
Pip-Boy’s world map.
Notice how some of the
locations have “(Neutral)”
underneath them? This
refers to your Reputation to that particular settlement, and more generally,
the Faction that lives there. You change your Reputation based on deeds that
the Faction is pleased with (known as “Fame”), or antics that the Faction is
furious about (known as “Infamy”). This has a knock-on effect of giving the
same Reputation at every location a Faction owns, as shown in the Faction
Reputation Map.

For example: You head into Ranger Outpost Bravo (8), and kill everyone in
there (as they were looking at your twitchy eye). You're instantly awarded an
“Infamy” gain, and Vilified by the NCR, who own the Outpost. But you're also
Vilified (and attacked on sight) by every other NCR location, too! Think very
carefully before you begin to assert a particular Reputation!

0
@ . 7 4 The Reputation you have for each of the main Factions
"\1 : Lﬁ~ is shown on your Pip-Boy too, so you can keep an eye
open for possible problems. As inter-Faction animosity is already

a problem in the Mojave (the NCR and Caesar’s Legion hate each other,

and the Great Khans hate the NCR, for example), it is worth knowing any

“knock-on” effects for gaining too much Fame with opposing Factions.
The Factions part of this guide has more detailed information on this.

Fame and Infamy in Action

What constitutes an Action that can get you Fame (or Infamy) within a
Faction? The following tables show very general examples of Fame and
Infamy-based Actions that yield a variety of points.

FAME-BASED ACTION SEVERITY

Giving a few tups to a kid

Very Minor ~ : 1

Very Major 12

Saving many lives at great risk/sacrifice
INFAMY-BASED ACTION SEVERITY VALUE
, Saying something mean-spiited fo an innocent i Very Minor .. L
Brusquely demanding an excessive reward : Minor : 2

i Very Mu|ur 12

Like Karma, these points are never explicitly shown; but they are used to
calculate your ongoing Reputation with all Factions. Your current Reputation
is calculated by comparing these different Fame and Infamy values to an
overall scale, and you're given a title based on the percentage values.

Screwmg over/killing groups that didn't deserve it

For example, if you were rude to a Follower of the Apocalypse (Very Minor
Infamy), but then thought better of it, and completed some Quests and
saved two characters associated with the Followers, and established a trade
beneficial to the Followers (multiple Very Major Fame), your Negative Range
with the Followers would be low (0 to 15%), but your Positive Range would be
huge (>100%). This calculation would be seen in-game as the title “Idolized”;
the best Positive Reputation you can get!

Infamy! Infamy! They’ve All Got It in for Me!

The following chart shows the different titles you are given, based on the
Fame or Infamy you've caused.

&7
M ’@@ _/IP E The size of the faction is also calculated into your

Reputation; so annoying the Great Khans or the
Omertas is much less of a threat than going into Caesar’s Fort and
starting a ruckus...unless they are allied to a bigger Faction, like the
Crimson Caravan Company and the NCR!

e Characters, Crafting & Collectibles

REPUTATION TITLE FAME (POSITIVE) RANGE INFAMY (NEGATIVE) RANGE

OVERALL REPUTATION INTERACTION:
Unknown (contact not made, or Reputation not tested greatly)

Neutral 1010 15%

OVERALL REPUTATION INTERACTION:
__l_lns e: The Faction member whether you

Unpredictable >50% 1o 100% >50% to 100%
e " T Ss b
SmlllngTrouhlemuker e s T T
O N SIS SO 131 S
Sneering Punk >1tos0 i >kwl00k
Soft-Hearted Devil >50% 10 100% >100%

OVERALL REPUTATION INTERACTION:
Good: The Faction member should interact with you as though you can be counted on to hehave
in a henevolent way.

eped <IStos0e i Otolsh .
Med i >0do0% s Otolsh .
dolized 00 Otolsh .
Good-Natured Rascal >100% >15% to 50%

OVERALL REPUTATION INTERACTION:
Evil: The Faction member should assume you are a destructive force or presence.

.............................................. 0015 b DSRS0
.............................................. O0T5% b 0000
.............................................. 00 T5H e IO
Merciful Thug >15% 10 50% >100%

Reputation on a Sliding Scale

The following Reputation titles show the exact standing you are within a
given Faction, and what to expect next depending on your actions. It also
attributes a number to your title, which is handy to remember when trying
to become Liked or Hated when starting a Quest: A score of 4 or more on the
Evil scale indicates Hated, and 4 or more on the Good scale indicates Liked.
Now you know how many Fame or Infamy Gains you need to reach your
preferred standing with any Faction!

PTS. | REPUTATIONTITLE  PTS. | REPUTATION TITLE Prs.i REPUTATION TITLE
........... R,

1 Neutral

6 W||d Child

If you're Liked, expect beneﬁcwl Trading arrangements free Food or Drink
on occasion, and for the largest Factions, the use of a Safehouse and even
equipment drops!

If you're Unpredictable, the Faction won't usually attack, but you can’t
rely on the Faction to help you, but you can start to earn their trust by
completing tasks that give you Fame, if you need them.

If you're Hated, expect the Faction to attack you on sight. Unless you're
Sneaking, or dressed as a Faction member (and even then, forces like the
NCR have Military Police and Guard Dogs to sniff out undesirables), expect
combat.

Keep in mind that Reputation is assessed per location and Faction and are
not moral absolutes. You might be Hated by the New California Republic
because, in part, you helped the residents of Freeside get better access to
water; Idolized by Caesar’s Legion for committing atrocities: seen as a Smiling
Troublemaker in Primm: Shunned in Novac: and Liked in Goodsprings. You
are liked or disliked based on the values of the Faction or location, not on the
basis of universal moral law, as is the case with Karma.

7 o So how do you choose which Factions you want to suck
i Lﬂ/ up to, and which you want to slaughter? Consult the Main
and Side Quest Walkthroughs (which has all the major Reputation
choices you can make) and the Factions section of this guide; and choose

an allegiance that allows you to increase Reputation with the Factions
you most identify with. Or no-one at all, if you're a maniac!

Or to sum it all up: Create Fame by doing helpful tasks. Create Infamy by
shooting people. Then live with the consequences!

€
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THE BATTLE FOR WASTELAND SUPREMACY

Learn the rudiments of combat, both with and without computerized
aiming help, and learn the basic facets of the different offensive weapons to
scavenge.

There are now three ways to deliver a
blow to your enemies in the combat
zone. You can:

Crosshairs: Strike at them with
manual aiming, using the crosshairs
on the screen’s HUD (1). The benefits
are a real-time and fast-paced
combat, where your reaction time
saves you.

Iron Sights: Aim a ranged firearm down the sights manually, with just
&) your eyesight and trigger finger between you and your victim (2). The
benefits are true accuracy and a sense of reality to your firing. Try crouching
(or increasing your Strength) to aid in diminishing the sway your weapons
have due to inertia and weight. A Chem called Steady also helps with this,

too.

VATS: Or pause the action, take in your surroundings without penalty,
locate most of your threats; and then kill them in slow, methodical ballets of
bullets or battering (3). This offers the most help.

The damage reduction in VATS you may

(]
ea_lLt/w—'L have experienced in the Capital Wasteland

is no longer active; you are hurt just as much in VATS as outside
it, so be cautious when using it to fight a group of enemies; and
prioritize your targets accordingly.

)
@ 7 o A Follower named Boone has a Spotter perk, and zooming
w ) L#/ in (either with a scope, or using Iron Sights) allows you to
see the enemy with an easily visible red outline, in real-time. This
aids locating foes in combat considerably. Use Iron Sights in combination
with VATS: Employ VATS to target precisely where you wish to strike a
foe, then exit and the crosshairs are left there, and an immediate shot
almost guarantees a hit every time!

VATS Entertainment

Before attempting large-scale battles, perfect the art of VATS Learn to flick
between enemies and enemy parts, learn when to enter VATS (as soon as you
see an opening, and usually when a head is available to target), and what
benefits there are for tagging the various appendages. Best of all, there is a
+15% chance of a critical hit with VATS.

Head: Damage is usually doubled. If the chance to hit the head is more
than half that of other limbs, aim there, unless the foe is extra-tough.
Otherwise, you are better off aiming for the arms or legs.

Weapon: If your foe is damaging you with a nasty weapon, remove it from
play. With an Unarmed Attack in return, you can shrug this off as you
rain in the free hits.

Arms: If an opponent needs two hands to hold a dangerous weapon, such
as a Minigun, cripple one of them. He will drop the weapon. Even if he
picks it up again, his aim will be horrible.

Legs: Strike the legs of foes that are apt to flee, and remain quicker than
they are. Dispose of them as you wish. This is a great tactic for Super
Mutants, Geckos, LakeLurks, and Deathclaws.

Control Boxes and Antennae: Robots, Turrets, and Giant Ants have
these. Once destroyed, they will frenzy and attack anything nearby, even
their friends. This is excellent when shooting Turrets, and a single foe
within a group, but pointless in one-on-one confrontations.

Melee and Unarmed Antics

¥ 7 7

There’s never been a better time to get up close and personal with an enemy,
thanks to the additional attacks you receive in VATS with certain Melee
Weapons, and every Unarmed Weapon.

Unique Attacks (Melee): All Melee Weapons have an additional, heavy
strike attack listed in the top-right corner of your VATS screen. It takes
approximately double the Action Points to attempt (compared to your
regular attack), but the results are often more than twice as damaging!
For example, after a visit to Camp Golf, the Courier located a 9 Iron, and
then took this enemy down with a heavy strike attack called “Fore!” (4),
unique to that weapon.

Poison Attacks (Melee): Learning to Craft at a Campfire is extremely
important to those training in Melee Weapons, as you can make a variety
of poisons, coat your chosen Melee Weapon with it, and inflict additional
debilitating damage to a foe.

Uppercut and Cross (Unarmed): These become available as your skill
increases. All Unarmed weapons allow two different attacks (5), which
inflict the same amount of damage, but are useful if a foe is constantly
blocking one of these attacks (simply switch to another or randomize
them until your Action Points are used up). Be sure you're using both
attack types!

Blocking (Unarmed): All well as real-time (non-VATS) blocking, which is
useful if you're fighting a foe armed with Melee or Unarmed Weapons.
This allows you to predict, and shake off an attack. It isn’t nearly as
useful when you're trying to block bullets though!

Weapon Condition

The effect that condition has on the functionality of a weapon has been
tweaked slightly, based on the following range:
CONDITION WEAPON EFFECT :

75-100 100% listed Stats -0.67% DAM per point

Check your Items > Weapons (or > Apparel) Pip-Boy screen. Notice the
tick mark on your weapon’s (or armor’s) CND bar? That’s the 75% (50%)
mark, and once the CND is less than that, the condition deteriorates based
on the table, and weapons misfire and jam when reloading. You should
maintain your Weapons and Apparel once they hit this mark; using your
Repair skill, Follower, or Vendor.

Weapons Detail

e Some weapons are easier to employ in real-time, such as the Flamer. You
can also circle-strafe an enemy, make quick evasive maneuvers in and
out of cover, and use your dexterity more easily. However, it is sometimes
more difficult to precisely aim, especially at range.

e If youre out of Action Points, you can still use VATS to excellent effect.
Use it to center your aim on a target, even if you have no APs left. Then,
without firing, exit VATS Your run-and-gun manual aim is now dead-
center on your foe. Fire away!

e If youre quick at entering VATS, you can often target an adversary before
they throw a Grenade. Shoot the Grenade, either when it’s in the air
or in the enemy’s hand. Detonation in the air causes no harm to you.
Detonating in the enemy’s hand causes it to explode.

e Are you trying to avoid confrontation with a foe, and don’t want to kill it?
Target the legs in VATS, cripple them both, then out-run the foe. If you
are running away, try closing any doors between you and your foes; this
slows them down, and prevents them from shooting you.

r‘f.‘:\ [
8 ’Q@> _/IP E Hot Key: This allows you to place one of eight objects for

quick access. It's an incredible benefit. Stick your three
or four favorite weapons, a variety of Chems, Stimpaks, and Rad-X, and
you’ll cut down on the time spent fiddling with your Pip-Boy.
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NS
.t..-;@@> ﬁ g @ The “up” location in your Hot Key layout is
: reserved for Ammo Type. Simply hit it, and you
reload ammo based on the types you've collected or made; the exact type
is shown next to the CND under your AP bar in the lower-right area of
your in-game HUD.

Weapon Types

In New Vegas, there
@ are no “big guns”;
weapons are separated by
the type of ammunition
they use. They now all
have a STR rating (which
you can see in the Items
> Weapons section of
your Pip-Boy). The icon
next to the Vault Boy icon
shows the type of weapon,
and the associated skill
needed to fire it without penalty.

For example, the 12.7mm Pistol (1) is a Gun (and therefore requires that
skill to operate). The “75” next to the Gun icon indicates you need a Gun skill
of 75+ to properly operate it.

Some weapons require two hands to use, and all have a
STR value. Two-handed weapons slow you down when you
run, so holster them if you want to move faster.

Attack from higher ground; it’s always easier to slink back behind ground
cover than flee with foes descending after you.

Energy Weapons

Flamers and Incinerators are now known as Energy Weapons. Some
Energy Weapons can be modified.

The technology of tomorrow, here today! Energy Weapons allow you to
dispatch your foes into Ash or Goo Piles (which fortunately still yields the
same loot). These are more expensive to keep in ammunition. Aside from the
Unique variants, Plasma-based weapons tend to be slower to fire, but more
damaging. Laser-based weapons are faster at hitting, but leave less of a
mark. Most Energy Weapons are more accurate than old-fashioned guns.

“ Explosives

Grenade Launchers, Grenade Rifles, Missile Launchers, and the
@ infamous Fat Man are all Explosives weapons now. C-4 Explosives can
be shot at, but ideally need a Detonator for an explosion where you want
(and this can be on the body of a target if you “reverse Pickpocket” them).

Lobbing Grenades as a back-up for your Gun fire is an effective combat
strategy, and judging distance by checking the hit chances in VATS first
is always a good plan. Don’t forget to pack Pulse varieties, because they
dispatch robot adversaries in seconds. Setting up ambushes using mines
(of any kind) is always entertaining. In interior locations, look for a doorway
and set a couple there, then provoke an enemy (usually with a 10mm Pistol)
and run back past the doorway. You don’t set off your own Mines, but your
enemy does! A similar trick is available in the city by setting Mines around
corners. Finally, for the ultimate kill, place a Mine with Grenades around it;
when the Mine detonates the Grenades also explode.

3

|

@ 7' Remember when manually aiming Explosives weapons to
“\1 ) Lp-/ judge where your foe will be when the projectile arrives,

not where he is at the moment.

Guns

Any weapon that uses bullets, clips, slugs, or otherwise lead-based
projectiles are in this category. So a Minigun and a Magnum are both
classified as a Gun now. Many Guns can be modified.

This is the weapon choice for the initial explorer, and it’s good to figure out
the type of Gun you want based on your style of play. Use the “Guns and
Gear” chapter to compare the statistics of each weapon: For example, Sniper
Rifles are fantastic for long-distance takedowns from a (usually high) vantage
point. Powerful Magnums and other Revolvers are great for headshots.
Shotguns are great for close-range blasting. Guns also have the widest
number of modifications, so be sure to Upgrade your weapons as often as
possible, select two or three stalwart Guns you want to keep and collect, and
then break down the ammo and sell the rest.

3
@ 7 o If you are using long distance weapons like the Sniper
“‘\7 i Lﬁ~ Rifle, it’s sometimes better to aim manually rather than
using VATS The VATS chance to hit will be lower than what you can
probably do manually. However, you will be giving up the +15% bonus
chance for a critical that VATS provides. Also, for all long-range attacks,
you should be stealthed to get the stealth attack critical bonus as well as
help steady your aim.

ﬂ Melee Weapons

Remember that many Melee Weapons have a unique heavy strike in
VATS that costs more APs, but is more devastating.

Take your pick, and test them out on Geckos as some of these hand-
carried weapons and blades have a slower swing than others. Practice until
you can churn body parts with the Chainsaw, or graduate to something
heavy like the Super Sledge or Thermic Lance. Don’t bother with Rolling
Pins, Police Batons, or Nailboards. They just aren’t tough enough. As stated
previously, you should be attempting the element of surprise using these
weapons, not wading in from a distance into a barrage of fire.

ﬂ Unarmed

There is a wider variety of Unarmed Weapons, and some (like the Zap
@ Glove and Boxing Gloves) are tailored to a particular enemy (in this
case, Robots and enemies you want to knock out but not kill). You can also
find four instructors in the Mojave that can teach you an additional Unarmed
perk; a move you can try in combat along with the Uppercut and Cross,
which are unlocked as your skill increases.

Due to the small variety of Unarmed Weapons, using Unarmed combat can
be challenging. You'll get Spiked Knuckles pretty easily. If you find a Ballistic
Fist (taken from one of Caesar’s guards), you're set for a while. Do what you
must to keep it repaired. At higher levels, attempt to use the Displacer Glove
as soon as you can. VATS is entertaining when you use these weapons,
because it is easier to hit, providing you can wade through enemy gunfire.
Sneak to ensure that your attacks land with additional (and critical) force.

Weapon Modification

New to the Mojave Wasteland is the ability to Modify some of the Guns,
Energy Weapons, and a few firearm-based Explosive devices you may have
collected on your travels. You don’'t need a Bench, or indeed any type of
Repair skill to modify, or “mod,” a weapon; you just need the necessary
Upgrade Part or Parts. Modify a weapon to increase its combat effectiveness;
it is incredibly useful, and should be done as soon as possible; in fact, while
you're still in Goodsprings!

e Some weapons have one, two, or three Upgrade Parts, and you can
upgrade in stages, or all at once. The former is recommended.

e When a weapon is modded, it has a “+” next to its name in your Pip Boy’s
Items > Weapons menu. You should also see the Mods you've added
underneath the Stats for that weapon.

e Upgrade parts are mainly found at Vendors, such as Chet in
Goodsprings, the Gun Runners’ Vendertron, and Gloria Van Graff in
the Silver Rush Casino. It is important you keep a pleasant rapport
with these Vendors; killing them means you can’'t purchase any of the
Upgrades, and they are lost forever.

¢ You can Upgrade more than one of the same weapon, but there’s little
point; simply Repair the current modded weapon and use that exclu-
sively.

e Unique variants of a particular weapon cannot be modified.

¢ Be monumentally careful when you Repair a modded weapon. You want
to select the modded weapon, and not a regular version of that weapon
you're cannibalizing from. If you select a regular weapon, and then
Repair it with a modded version, you will lose all modifications! You have
been warned!

e A complete list of Vendors who sell Modification Upgrades is listed in the
“Tour” chapter and Appendices.

Modification Example: 9mm Pistol+

With a Barter skill of 100 (which
increases the VAL of the item more
than it may appear on your Pip Boy),
the Courier returned to Goodsprings
with a 9mm Pistol, and Repaired it
to Perfect condition. This is what

it looked like (1). After Trading

with Chet (at the General Store in
Goodsprings), the Courier purchased
the two available Modifications for
the 9mm Pistol:

>

<
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9mm Pistol Scope

WEAPON

9mm Pistol

9mm Pistol+

9mm Pistol+

With no need for a Workbench or a Repair
skill, the Courier simply slotted the
Extended Mags into place. The 9mm Pistol
now looked like this (2). Then the Scope
was added, and the fully modded 9mm
Pistol looked like this (3). Later in his
adventure, a man named Benny was kind
enough to give him a Unique 9mm Pistol
called “Maria” (4). The difference in stats
between the 9mm Pistols was noticeable:

.............. R OO OO UOTOOOE....L. SO

oo (13) c Basic mm Pistol in 100% QD e
9mm (20) : Note the extra value, and seven shofs in the mag.

"5 omm(20) The scope allows more accurate manual aiming, Note the large increase in Volue,

© 9mm(13) £ Mariais more powerful (and valuable), but can't be modded for hat extended mag.

GOING ON MANEUVERS

The places you'll go, and how you act when you get there is all-too important.
This has a look at some environmental hazards, and how to live off both the
grid and the land without using violence.

Clandestine Activities
Sneaking and the Stealth-Boy

Don’t want to attack foes
due to disposition, lack of
ammunition, low Health,
or as part of a Quest?
Then Sneak! Begin by
practicing around the
Settlers of Goodsprings:
Crouch and learn when
you're spotted, and when
you're Hidden. Then try it
out on more hostile foes,
like the Ghouls outside
the REPCONN Test Site (1). The key to staying Hidden is to be 180 degrees to
a target’s rear, or behind cover (and not seen by anyone else). If the Caution
warning occurs, combat is likely, so you should switch to an aggressive
posture. If the target is further away, sit tight and don’t move; the warning
will return to Hidden if you aren’t spotted, and you can resume moving.
@ Low-level Sneaking is much more useful, as you receive a bonus based
% on your level, and you're given bonuses when dealing with characters
and enemies that are a lower level than you (which you can’t see in the
game). Low-level foes are now easier to Sneak by (even if you have a low
Sneak skill). As you increase in levels, this bonus lessens, as shown in the
following tables:

CHARACTER LEVEL : BONUSTOSNEAK ~ CHARACTER LEVEL : BONUSTO SNEAK
4 +5
............ R e
: BONUS/PENALTY TO © BONUS/PENALTY TO
. LEVEL DIFFERENCE" : SNEAK .. . LEVEL DIFFERENCE” @ . SNEAK ...
............ A e
O3 RO W0 A 0
O .5 S N S <4 45
0 —

* Positive values are in your favor.

Consult the Bestiary of this guide to learn the level of all the entities in the
Mojave Wasteland.

)
&
@ 9 o Encourage an enemy to move or turn around so you can
"'\\“'17 ) Lﬂ/ Sneak past an enemy or light source by tossing a Grenade
or shooting your gun at a distant wall: They investigate that area.

Silenced weapons work perfectly for this, because they doesn’t give your
position away. Remember; shoot the wall, not the foe!

)
@ 7 o The Stealth Boy, a device you pick up then activate via
‘-1\“'-,.7 ) L#/ your Pip-Boy, turns you almost invisible for a limited
amount of time. It's the perfect companion to Sneaking, as it allows
temporary invisibility. However, you're still audible!

Lights off, please! Don’t expect much success if your
Pip-Boy’s Flashlight is on.

The Karma losses
are small, and
Stealing items is excellent
to add to your inventory.

But it’s also a great

way to lose a carefully
built-up Reputation, and
for previously friendly
denizens to turn hostile
on you! For this reason,
combine Stealing with
Sneaking (and a Stealth
Boy for important items). Items you steal are marked with red text (2).
Usually you can get away with checking a cabinet while being watched, as
long as you don’t take anything. Otherwise, Steal only if no one is looking: So
long as the HUD reads “Hidden,” you are safe.

Hostile Settlements

A Have matters taken
é a turn for the violent
while you were Stealing,
or did you commit violent
acts in an otherwise
peaceful settlement? Then
expect a full-on battle (3),
Karma loss, and a huge
dent in your Reputation.
Unless you're trying
to kill everyone in the
entire Wasteland, there
will be some Factions you should ally with, and therefore others you can
attack (usually as part of your Quest objectives from an omnipresent Faction
leader). This makes Stealing simple in certain locations (where you don’t care
about annoying anyone), and very problematic in others (where you're trying
to maintain your trust and Fame).
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Pickpocketing

’ The basics of

- 4 Pickpocketing remain
unchanged; if you want to
take a valuable item (such
as a key) without talking
to or Kkilling an individual,
use your Sneak skill, and
Crouch, silently moving
up from behind. The
value of the item affects
the chances of discovery;
prized items shouldn’t

be grabbed unless you're highly skilled. If you're in doubt, employ a Stealth
Boy. You can’t Pickpocket items such as carried weapons or clothes that are
being worn, or certain items that an individual has to give you; only by killing
someone can you access everything they have.

y
\
éfg 7' Be sure you attempt the Reverse Pickpocket. Silently
"\\1 . L)Q/ é step up to a foe, and place a Grenade, or C-4
Explosive onto them. Then back away, and wait for the explosion

(or better yet, wait for them with a C-4 Detonator (4), watch as they walk
into an area with a large population, and trigger the unknown bomber!).

Environmental Hazards
Vehicular Manslaughter

Destroy cars and trucks with engines to witness a large and satisfying
explosion, and a chain-reaction if a subsequent vehicle catches fire. This can
catch foes in the splash damage, but you may move an important item that
was in the blast radius. Attract enemies with this technique, or destroy each
vehicle you come across, leaving your mark so you know where you've been.

Danger! Hazards Ahead!

Taken a rigged shotgun blast to the midriff? Stepped on a Bear Trap? Trot
near a traffic cone, only to find a Frag Mine was hidden under it? Then you've
experienced the many Traps of this Wasteland. Placed by the more enter-
prising (and deranged) of entities, most can be disarmed or ignored if you
have a particular perk or a reasonable Repair skill.

Traps
There are a variety of Traps to trigger. Here are some of the more troublesome:
Chain Traps: Simply find the trip wire (sometimes difficult if you're being
attacked) to deactivate them.
Rigged Shotguns: Almost always activated by trip wire. Duck in locations
you suspect of having these Traps. Or, move around the plate or trip wire,
and disarm from the side. You receive shotgun ammo for your troubles.

Grenade Bouquets: These take a few seconds to detonate, giving you time
to flee (usually into a second Trap!). Either disarm the trip wire, or look
up and reach the Grenade cluster to bag three Frag Grenades. Or, shoot
them from a safe distance.

Rigged Terminals: Always take extra time to inspect terminals, especially
ones with a small antenna on the back, used to detonate a Frag Grenade
hidden on the unit itself. This only happens when you try to use the
terminal, so approach from the side or rear to disarm it and pocket a
Frag Grenade.

Rigged Mailboxes: Certain Fiends in the southwest of New Vegas use
these as a deterrent and ambush spot. Simply (and carefully) move to
the Mailbox and disarm the trap. Rig it to explode if you want to ambush
Fiends yourself.

Bear Traps: An ancient form of crippling, Bear Traps are nasty and quick
to snap, although you can disarm them relatively easily too. There’s little
point in rearming them; either avoid them completely or risk the injury.

Gas Leaks: Occasionally encountered in subterranean Vaults, these are
triggered by a muzzle flash, so no live firing! Either step around the
corner and lob in a Grenade to clear the path, or drop a Grenade, and
sprint to a door and close it before it detonates.

Radiation

Take a Rad-X before you go wading into any water, or investigating any
craters, and you'll shrug off the light radiation. Visiting a wider radiation zone?
Then pack a Radiation Suit, or Advanced Radiation Suit. Or simply avoid the
area; there’s a lot less radiation in the Mojave Wasteland than back East.

Mines

Tread slowly and lightly, looking down and rotating until you find your Mine,
then disarm it. The Mine is added to your inventory. Beware of more cunning
foes, such as the Viper Gang, placing Mines under objects such as traffic
cones. If you are crouched in the Sneak mode, you can grab them from slightly
farther away. If you're happy Sneaking, place Mines in a foe’s path, then hide
and fire at them to attract their attention. The results are messily effective.

AIDING AND ABETTING THE MOJAVE COURIER

How to use the residents, and even the flora and fauna of the Mojave
Wasteland to your advantage.

Scavenging

The Mojave Wasteland,
and the twisted ruins
circling the shining spire
of New Vegas, are filled
with objects and bric-a-
brac that may be useless
to many, but helpful to
some. The most valuable
items are known as
Collectibles (and are listed
later in this chapter).

The more common items
vary in their usefulness. But many of them have a use; and it is important to
know which to collect, and which to discard. But first, some rules to follow:

Any item that appears visibly in the world stays there until you pick it up.
Any Ammunition, Health, Chems, and rare items are flagged for collecting
during the “Tour” chapter.

Any items that appears inside another storage device, unless they are
flagged in the “Tour” chapter, are almost always randomly generated. This
means that if you open the same desk during two different scavenger hunts,
you won't find the same items. However, the items you do find are likely to be
what you need, such as Ammo, Health, or Crafting parts (1).

Always check the VAL (Value) of the item you're grabbing, as well as its
weight. A Carton of Cigarettes, for example, is worth 50 Caps, and well worth
stuffing into your pockets.

Check every desk, filing cabinet, footlocker, shelf, bookcase, safe (on desks,
floors, in walls, or floors) or corpse; peer into bathtubs and behind cabinets;
and conduct a thorough sweep of your location.

If you're having a hard time finding Ammunition, take the Scrounger or
Fortune Finder perks.

The main objects to locate are Ammo Boxes and First Aid Boxes. They
always contain what they say on the tin! In fact, First Aid Boxes are likely to
contain Chems and Bobby Pins too. Remember that some of these boxes are
locked.

Plant Life of the Mojave Wasteland

Dotting throughout the desert are hundreds of naturally occurring
9 plants that you can pick. The NCR, and certain settlers are also
attempting the cultivation of crops, too. These are (literally) ripe for the
picking. The general rule to follow is to explore the less populated and
irradiated areas to find the plants you're looking for. Plants serve three
purposes:

1. You can eat most of them (always check the Effects first!), giving you a
(usually small) boost to your Health. For example, Banana Yucca Fruit
(2) adds +3 to your HP (7s). However, the Barrel Cactus Fruit (3) gives
relatively similar results, but also temporarily reduces your Endurance,
too!

2. The health benefits that plants give you can best be described as
“miniscule.” What you must do is utilize your Survival skill, and combine
and cook them as part of a Recipe at a Campfire (see below).

3. The third plan is to make a bit of money collecting fruit and then selling
them to a Vendor. The Value is around 5 Caps per fruit, which isn’t too
bad if there’s a cluster of Fruit in a relatively compact area. But there are
more lucrative ways to use the land to make Caps (see Crafting, below).

>
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Cooking, Tinkering, and Creating: Crafting Time

P iy

Dotted across the Mojave are three
different types of helpful objects that
allow you to Craft. These are the
Campfire (4), Reloading Bench (5),
and the Workbench (6).

Campfires

These allow you to Craft Recipes, depending on the availability of ingredients
collected, and your Survival skill. You can Craft:

Recipes for Antivenom (to cure poisons).

Poisons (to coat on a Melee Weapon before a difficult fight).

Food (to use—particularly in Hardcore mode—instead of Stimpaks).
Chems (more potent versions of some already available).

Gecko Hides (which you can sell for an impressive sum of Caps).

Reloading Benches

These enable you to Craft Recipes related to ammunition instead of aid.
Depending on the ammo you've collected, and your Repair skill, you can:

Craft ammunition for many types of Gun, so you don’t have to purchase or
scavenge for ammo. Simply locate the raw ingredients, and recycle ammo
parts to create new (or preferred) ammunition types.

Break down ammunition you don’t want or need to their component parts.
This is incredibly useful, as it allows you to use those parts to Craft
other ammo types. Make sure you do this, and you'll never need to pay
or hunt down Gun ammo again! Create different types of ammo for
different situations, such as armor-piercing bullets for armored foes.

Although you can break down Scrap Metal into Lead (as Lead is the
component used the most during ammo creation), this isn’t a great idea,
as you require Scrap Metal for Free Quests, and the amount of Lead
created (200) is only worth a few rounds of ammunition.

Workbenches

These allow you to work on a variety of Crafted items, ranging from Energy
Weapon ammunition to new flavors of Nuka-Cola:

Aid: You can create Stimpaks, Super Stimpaks, Doctor’s Bags, and a
Weapon Repair Kit (all are incredibly potent and useful).

Ammo: If you're a fan of future weapons that go “zap,” you can change the
ammunition types and craft more potent Energy and Microfusion Cells,
and more.

Food: Three types of Nuka-Cola (Ice Cold, Quartz, and Victory) can be used
to quench your thirst, and in some cases, temporarily increase your
low-light vision.

Scrape together the components for a couple of nasty explosive devices; the
Bottlecap Mine and the Time Bomb; perfect for ambushing foes.

A Taste of the Mojave

The following is a dozen of the very best, most useful Recipes that you
should survive off. Make sure you Craft all of the following items, which are
numbered in order of usefulness.

1. Weapon Repair Kit

A great way to save Caps on Repairing high-level and Unique weapons, and
to keep your overall weight down for Repairing on-the-fly, using common
materials:

Duct Tape (1)

Scrap Electronics (1)

Scrap Metal (3)
Wonderglue (2)

Wrench (2)

2. Doctor Bag
Useful in Normal difficulty mode because it instantly restores all limbs, but
vital in Hardcore mode when Stimpaks and beds won't cut it.

Forceps (1) Scalpel (1) Surgical Tubing (1)

Medical Brace (1)

3. Hydra
Regenerates limb condition over time and can be made with the Survival
skill. Just be careful gathering the supplies.
Cave Fungus (5) Night Stalker Blood (3) Radscorpion Poison
Gland (2)

4. Super Stimpak

Better than a regular Stimpak, with added temporary HP boost. Improve all
of your Stimpaks today!

Leather Belt (1) Nuka Cola (1) Stimpak (1)
Mutfruit (1)

5. Slasher

When you're outgunned and overexposed, Slasher can help even the odds.
Banana Yucca (2) Psycho (1) Stimpak (2)

6. Rocket

Need a little more AP to clear that room than only Jet usually provides? Try
new and improved Rocket!

Box of Detergent (1)
1. Party Time Mentats

Like Mentats, only with more Charisma. Great for Skill Checks or Speech
challenges.

Jet (1) Nuka Cola (1)

Honey Mesquite Pod (1)
8. Bleak Venom

Gives your Melee Weapon that extra kick when you really need it.

White Horsenettle
Berry (5)

Mentats (1) Whiskey (1)

Cazador Poison
Gland (1)

Bark Scorpion
Venom (3)

9. .50 MG Match Hand Load

Custom-made for increased accuracy and damage, this round is a must-have
for snipers using the Anti-Materiel Rifle.

.50 MG Case (1) Rifle Powder (25)
Lead (75)

10. Gecko Kehah

Handy for healing, and it keeps down the weight in Hardcore mode because it
doubles as Food and Drink. Recipe makes 2 Kebabs!

Gecko Meat (1)

.50 MG Primer (1)

Banana Yucca (1)
Buffalo Gourd Seed (1)

11. Bloatfly Slider

Easy-to-find ingredients across the entire Wasteland, hydrates and provides
sustenance without any Rads taken.

Bloatfly Meat (1) Prickly Pear (2)
12. Cactus Water

When you're parched and thirsting for some Purified Water; make it using
scavenged items for a simple, but handy Drink.

Prickly Pear (3) Empty Soda Bottle (1)

Crafting Recipes

The table on the following page shows all the different Recipes you can make.

Jalapeno Pepper (1)

77
‘°)€(® _/VD E The VAL (Value) of a crafted item is per individual item;

multiples are obviously worth more. Note that your
Barter skill affects the value you can sell items for, and your Medicine
and Survival skills boost the effects of a Recipe; for example, a Stimpak
gives you more health if you have Medicine 100 instead of 20.

() <
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RECIPE . MADEAT.. & SKILLREQ. : INGREDIENTS © W6 VALK EFFECTS

Antivenom (2) Campfire Survival (40) Cure Animal Poison

Bleak Venom (3) Campfire Survival (50) HP -15(10s)

: Guns -50(20s), Explos. -50(20s), Melee Weap.
-50(20s), Ener. Weap. -50(20s), HP -2(20s)

Slasher Survival (50)

Bighorner Steak Compfire ~ : Survival (50) : Bighorner Meat (1) STR +3, Rads +1, HP +7(10s)

Bloatfly Slider Campfire Survival (20) Bloatfly Meat (1), Prickly Pear Fruit (2) Rads +1, HP +10(15s)

HP +3(1m)
Rads +1, HP +3(40s)

¢ Survival (75) :
© Survival (60) :

Fire Ant Fricassée
Gecko Kebab (2)

Campfire

Campfire

Gum Drops (1), Night Stalker Eggs (2), Sugar Bombs (1) AP +9, HP +10(20s)

Fresh Apple (1), Fresh Pear (1), Pinyon Nuts (5), Sugar Bombs (1) Rads +1, AP +15, HP +18(15s)

© Survival (25)

Tanned Fire Gecko Hide Campfire Survival (50) : Fire Gecko Hide (1), Turpentine (2), White Horsenettle (7)

Tanned Gecko Hide Campfire Survival (25) Gecko Hide (1), Turpentine (1), White Horsenettle (5)

RECIPES: UNIQUE

Ant Egg (2), Blamo Mac & Cheese (1), Brahmin Meat (1), Flour (1)

lamo Mac & Cheese (2), Crunchy Mutfruit (1), Deathelaw Egg (1), Lakelurk Meat (2),
Tin Can (1) H

.308 JSP Hand Load Reloading Bench :  Repair (50)

.357 Magnum Round Reloading Bench :  Repair (25)

4570 Gov't, SWCHand Load ~ : Reloading Bench :  Repair (90) Case, .45-70 Gov't (1), Lead (40), Powder, Rifle (5), Primer, Large Rifle (1)

.50 MG Round Reloading Bench :  Repair (75) Case, .50 MG (1), Lead (70), Powder, Rifle (22), Primer, .50 MG (1)

12 6a. Slug Reloading Bench ©  Repair (25) " Hull, 12 Gauge (1), Lead (45), Powder, Pistal (30), Primer, Shatshell (1)

20 Ga. Buckshot Reloading Bench :  Repair (10) Hull, 20 Gauge (1), Lead (30), Powder, Pistol (20), Primer, Shotshell (1)
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RECIPE SKILL REQ.

9mm Round Repair (25)

INGREDIENTS ©OW6 VALK EFFECTS

Case, 9mm (1), Lead (13), Powder, Pistol (6), Primer, Small Pistol (1)

MADE AT... :

Breakdown .22 LR (3) : Reloading Bench :  Repair (10)

Breakdown .308 Reloading Bench :  Repair (25)

Lead (2), Powder, Pistol (3)

Case, .308, Lead (15), Powder, Rifle (4), Primer, Large Rifle (1)

........................................................................................................... RS B e
Doctor’s Bag : ci Forceps (1), Medical Brace (1), Scalpel (1), Surgical Tubing (1)

S’nmpuk ..................... .

SuperShmpuk ............... Workbench Medicine (90) : Super Stimpak Debuff, HP +259

Weapon Repair Kit Workbench Repair (50)

© Restores currently equipped weapon condition

EE;E:tpzfliydi"g' Workbench Science (65)

Efficient Recycling, Energy Cell Workbench Science (35)

Efficient Recycling, Flamer Fuel Workbench Science (40)

eciron

Drained Electron Charge Pack (3)

Drained Small Energy Cell (3)

Drained Flamer Fuel Tank (3)

Electron Charge Pack, Max
Charge (2)

Ell:a;:;;n(gl;urge Pack, Over Workbench Science (55) Electron Charge Pack (3) = 1 —

Energy Cell, Max Charge (2) Workbench Science (70) Energy Cell (5)

Nuka- (nlu (3) Rads +1, HP +4(20s)

Nuke-Cola (3) P : Low-Light Vision, DT +6, HP +10(20s), Rads +2

Ice Cold Nuka-Cola (2) Workbench

Nuka-Cola Quartz Workbench

........................................................................................................ RECPESWENPONS
Botllecopine v Workbonch | Biglosves 75) ¢ Botle Cap (10), Cherry Bomb (3), Lunchbox (1), Sensor Module (1) . 05 0 080 8 D% e
Time Bomb : Workbench Exploswes(SO) Duct Tape (1), Dynamite (5), Egg Timer (1), Scrap Electronics (2) D05 G750 STR1, DPS 75
. Your Barter skill reduces the number of Caps an item costs, and
vendors “eallng’ Repal"ng, and Tradlng increases the Caps an item sells for. If Trading is a major facet of your
) As you've discovered, Wasteland plan, bump up this skill. Because prices fluctuate due to

many items that you your skill and Condition, if they are referenced in this guide, they listed for
can collect on your the highest Value (Barter = 100, CND = 100%). When you meet a Trader,
travels can be combined talk to them to see their wares, and then purchase (or Trade using your

into much more useful Inventory) with them.
Ammunition and Aid. But

for purchasing everything
from Radiation curing
and Caravan Cards to
new Guns, high-priced

Most of a Vendor’s inventory is random, although the type of items sold
usually remain the same. The “Tour” chapter lists the type of Items a Vendor
is selling, along with “Highlights”; the specific, most important items you
might (but aren’t guaranteed to) see.

Upgrades and incredibly Certain Traders (and a Companion Ghoul named Raul) have a Repair skill,
expensive Implants and taking an item to them initially sounds like an excellent plan. However,
you'll need to meet a Vendor. Certain Vendors have rare or unique items you you §h0uld be doing this yourself, or using Raul to help your items from
can purchase, too. They are usually stationary in a specific location, but wearing out as fast.

occasionally you'll encounter them wandering as a Caravan (1), sometimes
down Highway 95 to Novac.

>
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Or, you can make your own Weapon Repair Kits at Workbenches. This
is far more advantageous than trudging to a Repairer each time you need
something fixed. However, these don't fix damaged armor (especially the
Unique varieties, where spare parts are not as commonly available). For this,
you must visit a Repairer.

If you're crippled, unhealthy, suffering from radiation poisoning, or
addicted to Chems, it’s time to seek a doctor. Almost every large settlement
has one, and they’ll help you out, for the correct (Bartered) price. Or you can
do it yourself: in non-Hardcore mode, any bed heals your crippled limbs and
missing Health, and RadAway fixes radiation poison. Unfortunately, only a
doctor can cure your addiction to Chems.

If you're wanting to acquire the very best Upgrades and Weapons, don’t
go killing the merchants you meet! For example, if you slaughter Chet in
Goodsprings General Store, you can’t buy his Upgrades, and they are lost
forever. However, there’s always an exception....

Although best done to the wandering Caravaneers on Highway 95

when no one else is around, killing these Vendors is most lucrative,
as long as their inventory doesn’t contain something Unique you don’t want
to purchase again. You'll take a Karma hit, but the amount of supplies you
get from the vendor, his Brahmin, and his guard will make it worthwhile.
Wandering Merchants sometimes wear Outfits that bolster your Barter skill,
which you can then wear when you're dealing with other vendors you don’t
plan on killing...just yet.

Healers/Dealers: Purchase Medical Supplies (Aid, Implants), and request
Healing, Radiation curing, and limb-healing (which usually costs
between 50-100 Caps per consultation).

Repairers: Mend a weapon of your choice, without you needing to have the
necessary spare parts.

Traders: Purchase any type of item from them (Upgrades, Weapons, Armor,
Aid, Misc. Items, Ammo, Caravan Cards).

Find the location of every Vendor in the “Tour” chapter.

More Money, More Problems

> o

Throughout
your
travels, you
can collect
more than

» - o just Caps: The NCR pay
their soldiers in NCR
Dollars, while Caesar’s

Legion have developed
the Legion Denarius and Aureus. Meanwhile,
. each Casino has developed their own style of
Chip, which is used as currently within that
particular building when you're gambling. Both
the NCR and Caesar’s Legion denominations
are less widely used than the almighty Cap: but most Vendors seem happy to
accept them.

New Vegas Currency Conversion Table
DENOMINATION ' FACTION © CONVERSION (IN CAPS)

Denarius Caesar's Legion 4 caps
Aureus Caesar’s Legion 100 caps
Poker Chip Casino 1 Cap

Sleeping and Waiting

Why sleep? Because you gain Health and heal limb damage, and you can
quickly add hours to your day. This is important if you want to travel across

the Wasteland during daylight hours, or you're waiting 12 hours for a crazy
robot to update you with hidden recordings. Note that if you pay for a night’s
rest (at Novac), or you're using a bed in a residence you own (in the Lucky
38, or a Safehouse), you receive a “well-rested” bonus, which gives you an
additional +10% XP for 12 hours. Finally, remember there are numerous
types of beds: from a blood-soaked mattress to a bedding roll.

Why wait? Well, if there are no enemies nearby, and you're not being
damaged by radiation (which is the same when sleeping), you can wait
around in a location and choose how long (in hours). While you don’t gain
the Health you would for a sleep, you can skip time, which is useful if you
want to travel during daylight (or night) hours, or you want to enter a store or
meet someone who keeps specific hours.

a Limbs are not healed in Hardcore mode, and Waiting (as well as Fast
Travel) makes you hungry, thirsty, and sleepy. Check the Hardcore tips
earlier in this chapter for the best ways to avoid these problems.

(y
@ 7 o The best place to quickly heal up is Novac. There is a room
“‘\7 ) Lp—’ to rent (or Barter about) approximately 20 steps from
where you land when you Fast Travel there. You can Fast Travel in,
rest for a hour, and Fast Travel back.

Health and Chems

Broaden your palate spectrum with this brave new choice, a particularly
gamey taste known as Strange Meat....

By now, you've probably used a Stimpak once or twice, and are wondering
what kind of other ingestible items can benefit you. The “Aid” table in the “Guns
and Gear” chapter shows the statistics for all food, liquor and Chems available
in the Wasteland. From here, you can see which of them are best-suited to your
style of play, which you can Craft yourself, and which cause addiction.

Addiction

Chems caused addiction, and you must seek a doctor to cure you of your
dependency, or use a Chem called Fixer. If you don't, you'll suffer attribute
penalties from withdrawal unless you take more of that Chem. Each time
you ingest a Chem, it increases the chance of addiction; you can get away
with taking it twice. After that, you need to wait 30 hours for the Chem to

be flushed from your system. Then you can take it again safely. This only
becomes a problem if you don’t have a large supply of that particular Chem,
so you might wish to figure out your closest doctor, and have enough Chems,
using them only when the situation arises.

Alcohol works differently. Each time you swig beer or wine, there is a 5%
chance of addiction, regardless of how many times you drank or how long
you waited between drinks. Scotch, whiskey and vodka have a 10% chance
of addiction.

Stacking

Although addiction may put you off employing Chems, the stacking nature of
Chems should let you see the benefits. If you take two Buffouts, for example,
the effects last twice as long. Chems don't stack with each other, but they do
stack with other items. With this in mind, cross-reference the chart, and you
should begin to experiment with different concoctions of Chems, alcohol, and
food (such as taking Psycho and Buffout, and then bludgeoning a Deathclaw
with a Melee Weapon in the ensuing Chem rage).

Home Sweet Home

Finding a place to call home allows you to furnish your place with items of
your choosing. The only available apartment is the one inside Mr. House’s
Lucky 38 Casino, and it's a Penthouse Suite! Check the “Tour” chapter

for the furnishings on offer. Otherwise, you'll be roughing it in crummy
motels, such as the one in Novac, gaining a comped room at less desirable
locations like the Atomic Wrangler (which offer services other than furniture
placement), or gaining Reputation with the Followers of the Apocalypse, NCR,
Caesar’s Legion or Brotherhood of Steel, and utilizing their Safehouses as
place you can always return to.

) GAMBLING

This wouldn’t be a trip to
New Vegas, or its seedy,
outlying areas, without a
visit to a gambling hall.
The rules are more or
less the same in each
gambling establishment:
Once your weapons have
been removed, you head
to the Bank (1), where
your NCR, Legion, or Cap

money is exchanged for Casino Chips. You're then able to choose a table or
slot machine, and begin a game.

Note that every Casino keeps a watchful eye on you, comping you with gifts
if you're on a particularly thrilling winning streak. The Tops even offers you
a complimentary suite, which is good of them. However, take too much of the
Casino’s money, and you're quietly asked to stop playing, and banned from
the Casino. To learn the prizes you can win (not including the Chips you
can gather, and exchange back into Caps before you leave), consult the “Big
Winner” Free Quests later in this book. If you're wanting to gamble, locate
these Casinos, some of which may not be open for business until certain
Quest objectives are met.
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... IOCATION  : GAMESAVAILABLE LOCATION : GAMES AVAILABLE
Primm ((Vik'ki;LVunte Blackjack, Roulette, Slots ... Ureloee & Blackjock, Roulette
ST . O Sunset Sarsaparilla Lucky Horseshoes
...... Momic Wrangler ¢ Blckjack, Rouete Slots  Heoduarers ¢ YIRS
......... Gomorrah - Blackjck, Roultte, Slots  Coravan Plyer (various Caravan
The Tops : Blackjack, Roulette, Slots locatons)

All of the swankiest New
Vegas Casinos (and the
Atomic Wrangler) offer
Blackjack. The rules are
straightforward, and are
posted on the Help menu
of your game. Take a look
at the actual table in each
| casino, as the felt has

the dealer’s rules (which
are slightly different)
emblazoned on it. If you're
attempting to take a Casino for all their Chips, the following five tactics can
help your progress:

¢ If the dealer is showing a set of cards that are likely to result in them
busting (such as a 5), maximize your bet, and attempt to double-down,
or split your hand as the hand favors you.

¢ Conversely, if the dealer shows a strong hand (20, 19, or 18), hit with
a hand worth 16 or lower, even though you might be fearful of busting:
You've lost anyway, so hope for a low card to equal or beat the dealer.

¢ Do not split a pair of tens or picture cards. You're on 20—mathematically
hard for the dealer to beat—and you’re more likely to lose one or both
hands instead.

e Complex mathematics state that if you have a pair of eights, or a pair of
Aces, you should split these cards, as this gives you a better chance to
win than hitting with these hands.

¢ Double-down when if your hand is an 11. There is a strong possibility of
receiving a high card afterwards, and beating the dealer. Naturally, this
becomes much more common if you've a high Luck, through attribute
allocation or an Implant.

B\ Spin the wheel and take
| your chance! Learn the
rules of Roulette from
the Help menu of your
game, and understand
that whatever you win
is completely down to
chance (and augmented
slightly by your luck).
Roulette is to be played
for entertainment
primarily, as the odds
don’t usually favor you. But if you want to quickly lose Chips, head on over
and become seduced by the flush velvet. Or frayed velvet if you're playing at
the Atomic Wrangler.

Slots

Slots is an entertaining
game, involving gazing as
three sets of mechanical
symbols spin, and come
to a rest in a random
order. Certain machines
have different symbols,
depending on the casino.
Each machine shows

the order the symbols
need to be in for you

to win any Chips. Win,
and you collect your Chips from the coin hopper. If your Luck attribute is
high, prepare to win more often than not. Otherwise, approach this as a fun
pastime, and move to the Blackjack table when you want to win your Chips
using actual strategy.

*)(@./VD

Lucky Horseshoes

An entity known only as
“Festus” sits in the Sunset
Sarsaparilla Headquarters
[2.17], and (among other
utterances) asks if you
want to play a game

of Lucky Horseshoes:
Cards are numbered

two through ten, along
with aces which count

as one. You and Festus
take turns drawing cards
(the blue button). Each card is added to your totals. The totals need to add
up as close to 21 without going over. You should hold the red button once
you get up close to 21. If either of you draws a card that brings both totals

to the same number, the other player’s total goes up by one. The winner is
the player who is closer to 21, after they hold at 21 or below, or if the other
player’s total is 22 or higher, and they “bust.” Remember you can still lose,
even if you're on 21! Or to put it another way, this is Blackjack without being
able to know your cards. Naturally, it is geared towards a Festus victory.

Caravan

Finding a Caravan Player to Challenge
i e

With many Vendors not
having the standing,
money, or inclination to
visit The Strip’s casinos, a
more down-to-earth game
was developed, using
whatever cards could be
scavenged. Currently,
there are 15 characters
across the Mojave
Wasteland, that have their
own Caravan Decks you
can challenge. Find locations in the Tour. Ringo (just outside Goodsprings)
actually gives you a deck to start with, so visit him first.

Locating Cards to Build Your Deck With

Naturally, collecting additional cards to augment your deck is the other part
of the strategy of Caravan. Cards are distributed at random throughout the
Mojave Wasteland, so finding a card you want is a matter of chance. Most
cards are on sale at various Vendors, and may also be found on dead bodies
too. The major locations where Caravan Cards are found can be seen in the
“Tour” chapter of this guide.

Sample Decks

Caravan is a highly strategic game that you can play during your adventure,
and away from your game as well! If you're having trouble beating a Caravan
Player, consult the following sample decks that cater to different play styles:

The Five, Six, Seven, Eight

This 30 card build can be made out of a regular deck of cards with no extras
added in. It consists of all the 5s, 6s, 7s, 8s, Jacks, Queens, and Kings from
one deck, along with two Jokers. The strategy for this deck is for a medium
game, with the game ending when you have approximately 5-10 cards left in
your draw pile. This is great for learning the ropes, and using against early
opponents, but may give you trouble with smarter players.

Pros

e Smaller range of numbers with most combinations of cards adding up to
21-26 within 3-4 cards.

e Jacks and Kings can be used offensively and defensively as needed.

e Great starting deck, since you start with all the necessary cards.

Cons

e Might be less effective against better opponents.
¢ Not intended for long games, as you can run out of cards quickly.

e Jokers, while not a major concern, can still cause problems if you have
too many of one number on the table.

A variation on this build is Hi-Lo, where 3s, 4s, 9s, and
10s are used (instead of using 5s, 6s, 7s, and 8s). The
principles are the same, just a different way of going about playing your
cards.
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The Two Suit

The idea behind the two suit deck is to use Aces and Jokers to destroy your
opponent’s Caravans. It consists of all but the Aces of two suits from one
deck, multiple Aces of the other suits from other decks (for example, the
2-10 of Clubs and Spades and multiple Aces of Diamonds and Hearts), with
a smattering of Jacks, Queens, Kings, and Jokers; fill with as many cards as
needed to feel comfortable. This deck is all about suit control. The direction
of your cards (ascending or descending) is going to be less of a problem,

as you'll usually have a card of the same suit to play. Using Jokers on the
opposing suit Aces causes problems for your opponent but leaves you in the
clear, just make sure any Aces your opponent puts down of your suits get hit
with a Jack before they can use a Joker. Nothing smarts more than losing
half of your Caravans.

Pros

¢ Less of a worry about keeping cards the same suit, as you'll only have 2
you're working with.

¢ Using Jokers offensively can really screw up your opponent.

e Jokers are less of an issue coming from your opponent as long as you
have a Jack handy.

e Can be tailored to add more cards to your deck if you need to play a
longer game.

Cons

e Can take longer to build up your caravans.

¢ Opponents playing Queens on your cards can be a hassle to deal with if
played correctly.

e An Ace of your suit that you don’t play a Jack on can be devastating if
the opponent manages to get a Joker on it.

The Sixes and a Whole Lotta Kings

This deck is a high risk, high reward set of cards. The object is to stack your
deck with 6s and a whole lot of Kings (you can have up to 20 in game). Since
Kings stack, you can play two Kings on a 6 and have it at 24, right in the safe
zone for having a caravan. The object is to start with 6s across your three
caravans, and play Kings on each of them until they hit 24. If your opponent
can’t counter you, the game can end in four to six turns. While this can be a
fast deck, it can also turn sour extremely quickly.

Pros

¢ If not countered, can win the game very quickly.

Cons

e If countered, could cause you to lose very quickly.

¢ Once you are at 24, nothing is stopping your opponent from playing a
King on one of your Caravans, busting you.

e Jokers played on a 6 can wipe your board.

¢ Relies on a good bit of luck.

The Single Suit

This is a variation on the “Two Suit” deck. The idea behind this deck is to

cut out the threat of Queens almost entirely. It consists of numbered cards
(sans Aces) from one suit only with a handful of Jacks and Kings. Since you
are only playing with a single suit, you no longer need to worry about the
direction of your caravans, unless your opponent plays a Queen of a different
suit on one of your cards. Even then, after playing one card, you'll be back
on track. Like the Two Suit deck, keep a Jack handy in case your opponent
plays an Ace of your suit. The stakes are higher if they manage to get a Joker
played on the Ace, as it'll wipe all your cards.

Pros
¢ The only time you'll need to worry about card direction is if your
opponent plays a Queen on your cards.

¢ Can be tailored to add Jokers and Aces of the suits your not using to
mess up your opponent.

e Can be tailored to add more cards to your deck if you need to play a
longer game.

Cons

e Can take longer to build up your caravans.

e A Joker on an Ace of your suit can absolutely destroy your game if not
hit with a Jack immediately.

E)FOLLOWERS (AKA COMPANIONS)

h
@ 7' There are two references to “Followers” in this adventure.
‘w ) Lﬂ/ There are the Follower companions you can partner with
(detailed here). Then there is a Faction called the Followers of
the Apocalypse. The two are unrelated (except for the fact that Arcade

Gannon is loyal to them, effectively making him a Follower, and a
Follower!).

There are eight individuals scattered across this land, that you can pair up
with. Karma is usually less important than your Reputation with Factions
they may be aligned with, or seek to defeat when they are by your side. You
can find out about their past by simply speaking to them (indeed, this is the
key to unlocking their more potent upgrades). Use the Companion Wheel
(detailed in the Game Manual) to give orders, heal, and speak.

Each Follower automatically grants you a unique perk when they join you,
which disappears when they die (in Hardcore mode) or are dismissed (and
return to the place where you found them, or a dwelling they want to stay in).
Complete an associated Side Quest (or in certain cases, an unmarked Free
Quest) and the Follower receives an Upgrade (usually a choice of two). Note
that you can have more than one Follower at a time, as the following pictures
reveal:

The Gruesome Tosome The Terrible Tri

Wi

When you find your first Follower,
you can explore the Wasteland
together.

If you partner with a Robotic
Follower, you can choose a
Humanoid Follower as well.

The Awesome Foursome

The Tiresome Fivesome

3

If you've won favor with the NCR
(Reputation = Liked), you can call
upon either a Trooper or Ranger to
help during fights, until they fall in
battle (after which you can radio for
another after waiting a day). This is
in addition to your main Followers.

If you're in Freeside, you can hire

a Bodyguard for 100 Caps at the
North or East Gate. If you've brought
two main Followers, plus an NCR
Ranger or Trooper with you, you can
technically swell your ranks to five
(but only in Freeside)!

Robotic Companions
ED-E

The Prototype Eyebot with Repressed Memories.
Location: Primm [4.17]
Associated perk: Enhanced Sensors
Associated Side Quest: ED-E My Love

Upgrade (upon Quest completion): Enhanced Armor or
Enhanced Weapon

Notes: Due to his sensor, ED-E is excellent at detecting
enemies early, and fits perfectly into a ranged
support role.

Combos: ED-E complements Boone well, but can also provide extra
damage when supporting a Melee Weapons-centric character, and/or
Follower.
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Rex Raul Tejada
The King’s Best Friend. Fiercely loyal, but a broken Dry humor, drier skin, but a flood of old memories.
brain.

Location: Black Mountain [5.07]
Associated perk: Regular Maintenance
Associated Free Quest: Old School Ghoul

Upgrade (upon Quest completion): Vaquero (increased
combat ability), or Full Maintenance (perk upgrade)

Location: The King’s School for Impersonation [2C.05]

Associated perk: Search and Mark

Associated Side Quest: Nothin’ But a Hound Dog

Upgrade (upon Quest completion): New brain
(enhanced Strength, Toughness, or Speed) Notes: Raul offers a Repair service at his Shack [3.05].
His perk provides exceptional counter-balance to the
Built to Destroy trait.

Combos: When not repairing, he is best used in ranged combat, but he
won’'t wear heavy armor.

Notes: Rex is great at inflicting quick, melee damage,
with a knockdown effect.

Combos: Rex works very well with any fundamentally ranged Follower (like
Boone) by keeping foes busy in melee for them.

Humanoid Companions Veronica
Inquisitive but battle-hardy; happy to be out of her
Arcade Israel Gannon bunker.

A Follower of peace from a tribe devastated by war.
Location: Old Mormon Fort [2C.01]
Associated perk: Better Healing
Associated Side Quest: For Auld Lang Syne

Upgrade (upon Quest completion): Hoover Dam help,
or Tesla Armor (gift)

Notes: Physically the weakest humanoid companion;
Arcade is best used in a ranged support role with
Energy Weapons. Obtain better armor for him as
soon as possible.

Location: 188 Trading Post [5.02]

Associated perk: Scribe Assistant

Associated Side Quest: I Could Make You Care

Upgrade (upon Quest completion): Power Armor, or
increased damage with her Power Fist

Notes: She teaches you the Scribe Counter (an

Unarmed Special Move) when you give her a White
Glove Society dress.

Combos: She packs a lot of punch against armored foes; which is
especially useful if you partner with her early on; she can take down foes
like Legionaries.

Combos: Provides good support for combat characters with his perk, and
ranged supplemental damage.

Craig Boone

He’s lost his wife, but not his repressed rage and guilt.
Location: Novac [5.18]
Associated perk: Spotter

Associated Side Quest: One for My Baby and I Forgot
to Remember to Forget

Hardcore Assist: An excellent companion for Energy Weapons characters
(especially those using the Gatling Laser or Laser RCW) as with the
Vigilant Recycler perk you can convert zero-weight spent Energy Cells
into ammo on the fly with her Repair Bench ability.

General Tips for Crucial Companionship

e Companions have their weapons removed when entering Casinos too, so
don’t count on them as much if you plan on starting a fight (unless you
swap out their favored weapon and try to smuggle it in with a big enough

Upgrade (upon 1st Quest completion): 1st Recon Beret
Sneak score).

(+1 PER, +5% Critical Chance)
Upgrade (upon 2nd Quest completion): 1st Recon
Survival Armor, or 1st Recon Assault Armor

¢ Companions will grab available weapons off the ground when they need
them, like in a Casino fight after disarming at the door.* Upgrade your

A chip on her shoulder, and a thorn in her side.

(cosmetic differences only)

Notes: A ranged specialist, Boone deals a high amount of damage as long
as enemies aren’t too close or numerous. Especially proficient against
tough Melee enemies like Cazadors and RadScorpions; they usually die
before they reach him. Try sniping at night; Boone’s Spotter perk makes
enemies visible even in the dark.

Combos: Partner with ED-E so you can detect enemies even earlier.

Rose of Sharon Cassidy (aka Cass)

Location: Mojave Outpost [4.27]
Associated perk: Whiskey Rose
Associated Side Quest: Heartache by the Number

Upgrade (upon Quest completion): Hand of Vengeance
(bonus to Guns) or Calm Heart (bonus to Health)

Notes: Well-rounded, but lacks armor-piercing damage
without upgrades to her weapons or ammo. Best
used at range, but reasonable as a Melee fighter.

Combos: Partner her with another Melee character or Rex, or hang her
back and both fire from range.

human companion’s armor as soon as possible. It doesn’t wear out or
slow them down, but it will keep them alive much longer.

e Companions do not die in Normal mode; instead they will regain

consciousness as soon as combat ends. The same cannot be said for
Hardcore mode, so keep those Stimpaks handy, and don’t rush into
combat that may overwhelm you.

¢ Companions automatically heal when combat ends, but you can heal

them during a fight with Stimpaks from your own inventory.

e Companions will use Stimpaks to heal themselves in combat, so be sure

to keep them well-stocked.

e Companions’ default weapons have unlimited ammo but don't always

deal a lot of damage to every enemy. They also know what type of weapon
they’d prefer to use, and may be vocal if you swap it for something they
aren’t used to, or trained in!

¢ Companions can be given better weapons, and they won't degrade. Make

sure to keep them supplied with ammo though or they will switch back
to default. Try giving Boone an Anti-Materiel Rifle or Gauss Rifle for extra
fun!

Llly e Companions can’t use modded weapons, but they can use ammo
The Super Mutant Grandmother, overprotective of Little subtypes. Give Arcade overcharged or max-charged cells for his Energy
Jimmy.

Location: Jacobstown [1.10]
Associated perk: Stealthgirl
Associated Side Quest: Guess Who I Saw Today

Upgrade (upon Quest completion): Dialogue about
Medicine (after psychotic breaks). Administer
Medicine in varying amounts to affect the frequency
of psychotic breaks and combat damage.

Notes: A tanklike giant adept at crushing Melee attacks, but also good at
ranged firing.

Combos: The perfect bruiser supporting a weaker character who normally
relies on Speech, Sneak, or Science. Bring Rex along, too.

Weapons since they won'’t degrade anyway.

e Companions can carry items and equipment for you, limited only by their

Strength. Most can carry at least 200 pounds of gear. Be sure you're
using all that extra Inventory space!

e If a Companion falls unconscious during battle, flee to the nearest door,

that “loads” you into the next area. Your Follower magically springs to life
by your side, once you appear! Now finish that fight!

>
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MONEY IN THE MOJAVE: CHARACTERS, CRAFTING, & COLLECTIBLES

Searching for powerful or valuable Items, finding
areas to Craft, or speaking to a Character with a
particularly important set of items to sell you, is
of paramount importance as you venture into the
Mojave. The following section lists the collectibles
this guide deems the most important to you (so you
can look for the items in question before you even
find the person who needs them, if that person
isn’'t you), and where appropriate, indicates how
many of a particular collectible is available.
ENS 0
"@@ -/VD E Note that there may be
the odd Vendor that can
increase the number of Collectible objects
to higher than the amount listed here. The
“Number Available” refers to the actual
number waiting to be found, not occasionally
in a Vendor inventory. If the guide has
specifically flagged the items, and the location
of each is in the “Tour” chapter and maps, the
name is followed by this symbol: (+)

Services and Vendors
Character: Caravan Players (+)

Number Available: 15

Certain individuals, including many Vendors,
carry packs of Caravan Cards on them; the only
way to play the game.

Character: Healer/Dealers (+)

Number Available: 31

The number of individuals that offer healing
services, such as general medicine, radiation and
Chem dependency treatment, the healing of crippled
limbs (and sometimes medical supplies you can
buy), as well as others offering Food or Drink.

Character: Repairers (+)

Number Available: 9

The quality of the Repairer is important, as many
Vendors (and other individuals) offer a Repair
service, exchanging Caps for improving the
Condition of your chosen item.

Character: Traders (+)

Number Available: 33

Barter and obtain items ranging from the primitive
to the amazing. Some Traders have spectacular
goods on offer, but some don't. This is also the place
to buy Caravan Cards, Implants, and Upgrades.

Crafting
Crafting: Campfires (+)
Number Available: 109

The locations of every Campfire (and thus, where
you can brew Recipes, or make Tanned Gecko
hides for fun and profit) are pinpointed.

Crafting: Reloading Benches (+)
Number Available: 36

The Benches that allow you to strip ammunition
and create new ordnance are also listed, so
you're never far from a tinkering spot.

Crafting: Workbenches (+)

Number Available: 41

Whether you're making new Nuka, Explosive
bombs, Doctor’s Bags, or the hugely useful
Weapon Repair Kits, you need to know where
every Workbench is.

Collectibles: Weapon Upgrades (+)

Number Available: 10

The exact Weapon Modification Upgrades that
particularly well-equipped Vendors sell is random,
so the locations of such Vendors are flagged for you.

Main Collectibles

Collectibles: Snow Globes (+)
Number Available: 7
Character: Jane at the Lucky 38 Casino
[2D.02]
Speak to Jane, of Mr. House’s personal
assistants, and she mentions he is a keen
collector of these otherwise pretty, but pretty
useless items. You can display them in your
Penthouse Suite at the Lucky 38 Casino, or hand
them over to Mr. House for cold, hard Caps.
2,000 Caps per Snow Globe, in fact.

Collectibles: Caravan Cards (+)
Number Available: 30

Finding individual playing cards for Caravan is a
matter of chance. In addition, there are entities that
either sell, or have Caravan Cards on their person.

Collectibles: Hollowed-Out Rocks (+)
Number Available: 42
The sun might be killing you, so always look out

for rocks with graffiti daubed on it; these contains
random items. The locations of every Rock is shown.

Collectibles: Skill Books (+)

Number Available: 51

As each grants you +3 (or +4 with the Compre-
hension perk) permanently to a chosen skill, which
is essentially a free augmentation to your character,
you owe it to yourself to track down every last one.

Collectibles: Skill Magazines (+)
Number Available: 213

These provide a huge amount of initial knowledge
on a skill-based subject, but this only lasts for

a short while. Designed to be read once (ideally
immediately before you're using the skill), gather as
many as you wish for a temporary +10 (or +20 with
the Comprehension perk) bonus to a chosen skill.

Collectibles: Star Bottle Caps (+)

Number Available: 100

Character: Festus at the Sunset Sarsaparilla
Headquarters [2.17]

Side Quest: The Legend of the Star: Your plastic pal

over at Sunset Sarsaparilla regales you with a story

about a fabulous treasure that’s awarded to anyone

who can find 50 Star Bottle Caps. Fortunately, this

guide shows you where 100 of them are!

Collectibles: Unique Items (+)

Number Available: 95

This includes outfits, headgear, and items that are
Unique, or extremely rare (in which case, every
nonrandom instance of finding them is shown).
Look at this list for Recipes, and Schematics, too.

Collectibles: Unique Weapons (+)
Number Available: 42

Although they can’t be modded, these are enhanced
versions of regular weapons, and employed as the
primary version of your weapon when found. Repair
it using Weapon Repair Kits or Repairers.

Secondary Collectibles

Collectibles: Legion Ears
Number Available: N/A

Character: Private James Sexton at Camp
Forlorn Hope [6.02]

Free Quest—An Ear to the Ground: Private James

Sexton will pay (you a compliment) for every Legion’s

Ear you bring back to him. Agree to the task if you

wish. For every Ear (whether on a Legionary or

Caesar himself), you receive a small Fame gain.

Collectibles: Missiles

Number Available: N/A

Character: Raquel at Nellis Air Force Base [3.01]
Free Quest: Missing a Few Missiles. Raquel tells
you the Boomers are low on missiles, and she’ll
take any that you have. Return with quantities
of Missiles for her. Your Fame with the Boomers
increases for Missiles you give.

Collectibles: NCR Dogtags (The Legion)
Number Available: N/A

Character: Aurelius of Phoenix at Cottonwood
Cove [6.20]

Free Quest—Arizona Scavenger: Aurelius pays

a bounty for NCR troops that you Kill. You're

rewarded 10 Caps per Dog Tag, but Irradiated

Dog Tags from the Ghouls in Camp Searchlight

do not count.

Collectibles: NCR Dogtags (NCR)
Number Available: N/A

Character: Quartermaster Mayes at Cam p
Forlorn Hope [6.02]

Free Quest: Tags of Our Fallen. Mayes requests

you locate any Dogtags you find from NCR

soldiers found dead on your travels. For every

Dogtag (not Irradiated), you receive a small Caps

and Fame reward.

Collectibles: NCR Dogtags (Irradiated)
Number Available: 10

Character: First Sergeant Astor at Astor’s Recon
Camp [5.523] and Camp Searchlight [6.16]

First Sergeant Astor patrolling near the Recon
Camp requires Irradiated Dogtags from the fallen
and Feral over in Camp Searchlight, as part of
Side Quest: We Will All Go Together.

Collectibles: Radscorpion Glands
Number Available: N/A

Character: Ruby Nash at the Vikki & Vance
Casino, in Primm [4.17]

Free Quest—Gland for Some Home Cooking:

Ruby makes a mean casserole from the glands

of Radscorpions. She gives a single Casserole for

every Gland you have. Corporal William Farber at

Camp McCarran, is also interested in sampling

some as part of Free Quest: Not Worth a Hill of

Corn and Beans.

Collectibles: Scrap

Number Available: N/A

Character: Isaac at Gun Runners [2.14]

Free Quest: Dealing with Contreras. Sergeant
Contreras at Camp McCarran [2.19] has you visit
the Gun Runners and speak with Isaac, who
requires massive amounts of Scrap for a weapons
shipment. Search for Scrap Metal, and Tin Cans.

Collectibles: Scrap Metal

Number Available: N/A

Character: Jack at the Nellis Hangar [3.02]
Free Quest—Iron and Stealing: Jack tells you he’s
looking for some Scrap Metal, if you can spare
any. Return with quantities; your Fame with the
Boomers increases for Scrap Metal you give.

Collectibles: Vault Jumpsuits (+)
Number Available: N/A
Character: Sarah Weintraub at Vault 21 [2D.06]

Free Quest—Suits You, Sarah: Mention Boomer
Suits, and she pays for them, too! Explore the
Vaults; Jumpsuits are almost always found in
Dressers, some Lockers, and occasionally folded
up on shelves, then return to her with them for a
Caps reward.
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This chapter reveals the major Factions across the Mojave Wasteland, and their goals, thirst for power, or antics they're likely to undertake. Then there’s a
Bestiary with statistics for all the adversaries lurking behind well-defended encampments, charging out of caverns, or ambushing you down dark corridors.

PART 1: MAJOR FACTIONS

’ -
Caesar’s Legion
Base of Operations: The Fort [3.28]

# =\ This horde of cruel, yet highly disciplined slavers has spread
(] 0 { across the southwest like an all-consuming flame. Founded by a
\ fallen member of the Followers of the Apocalypse, Caesar’s Legion
= = is effectively an enormous, conscripted slave army. As Caesar
conquers the peoples of the wasteland, he strips them of their tribal identities
and turns their young men into ruthless legionaries and women into
breeding stock. Unlike the rag-tag Raiders back east, Caesar’s “legionaries”
neither look nor act like haphazard, irregular troops. They are well-organized,
moving and attacking in large packs, and deliberately commit atrocities to
terrorize those who might dare to oppose them.

True, Caesar is the perfect man. But he is not just a man: he is the Son of
Mars, ordained by the god of war to conquer all of Earth. To prepare the way,
Mars razed the Earth, cleansed it with fire, and brought the weak and the
wicked low; and now his son has come to deliver the wasteland from chaos
and barbarism. To follow Caesar is to obey the will of Mars; to disobey is to
condemn oneself to death. As the Son of Mars, Caesar has the divine right to
demand servitude from all he encounters. Not everyone believes that Caesar
is the product of a god’s loins, of course. The most recently captured slaves
tend to be pretty skeptical. But they aren’t very vocal in their criticisms,
and their children are raised not by skeptical parents but by priestesses
appointed to that task by virtue of their knowledge of and adherence to the
state religion.

Nearly all physically capable, compliant males are compelled to serve in
its armed forces. The primary value of pre-menopausal females is to serve as
breeding stock (with Caesar or a legate governing how they are assigned to
males), though they, like older females and less physically-capable men, are
also used to perform a variety of other tasks. The largest unit of organization
in Caesar’s Legion is the Cohort, numbering about 480 infantrymen. Cohorts
are further divided into Centuriae, which contrary to their name numbers
about 80 men, and each Centuriae is divided into ten “tent groups” (Contu-
bernia), making this the squad level of organization. Raiding parties are of
this size (about eight men) and will be led by a Decanus (a squad leader,
basically).

Caesar desires two things: a Carthage, and a Rome. In the NCR he has at
last found a grand adversary, against which he can wage a military campaign
worthy of history books. And in Vegas, powered and watered by its great
dam, he has found a capital worthy of, well, a Caesar. Contrary to the old
saw, Rome will be built in a day. All it takes is plentiful slave labor, and
Caesar has that in spades.

Base of Operations: Camp McCarran [2.19], Hoover Dam [3.33]
# =\ The New California Republic was born from the remnants of

) { the survivors of Vault 15 and the small walled community they
\ ’ founded, Shady Sands. Under the leadership of Aradesh, and with
- - the assistance of the Vault Dweller (who saved Tandi, Aradesh’s

daughter and a future president of the NCR), the community prospered.
Trade routes with other settlements allowed cultural exchange, and a
movement to form a national entity gradually took root and won popular
acceptance. In 2186, the town of Shady Sands changed its name to “New
California Republic” and formed a trial council government to draft a consti-
tution. Four more settlements joined the council, and in 2189 the NCR was
voted into existence as a sprawling federation of five states: Shady Sands, Los
Angeles, Maxson, Hub, and Dayglow.

By post-apocalyptic standards, the NCR is a paragon of economic success
and good ethical character: political enfranchisement, rule of law, a reasonable
degree of physical security, and a standard of living better than mere
subsistence are daily realities for its 700,000+ citizens. Currently, the NCR in
a state of transition, with rapid economic growth and a sea change in political
leadership endangering its grand humanitarian ideals. Nowhere is this more
evident than in the Mojave, where the occupation of Hoover Dam has improved
access to electricity and water, but at the cost of straining its budget and
embroiling its armed forces in a morally corrosive imperialist project.

The NCR government’s aim is to annex New Vegas as the republic’s sixth
state. While it already controls Hoover Dam, its treaty with Mr. House and
the three families compels it to allot one-fifth of the dam’s electrical and
water production to local use free of charge. Adding injury to insult, the NCR

is locked into protecting New Vegas from invasion by Caesar’s Legion even as
it receives not one cap in tax revenue from the Strip’s highly lucrative resort
operations. NCR citizens in the Mojave have largely come here for economic
reasons, whether as paid citizen soldiers or as prospectors and fortune-

seekers.
The Strip

Base of Operations: Lucky 38 Casino [2D.02]

# =\ Before the Great War started, Mr. House used his

" 4 N
] 1) { considerable genius and wealth to ensure that no
\ A ’ missiles would strike the city of Las Vegas. Though a
- - = « fewwarheads did get through in the outskirts, most
of the city was spared. Despite this, the Strip itself was not re-settled, and
after close to two hundred years, Mr. House immediately began searching
for a mysterious Platinum Chip, and rebuilding the glory of Las Vegas.
Sending out Securitron scouts, Mr. House started negotiating with local
tribes to exchange his considerable resource stockpiles for their help. Some
of the tribes resisted, but three tribes eventually gained Mr. House’s favor.
They became the Omertas, Chairmen, and White Glove Society, running the
Gomorrah, Tops, and Ultra-Luxe casinos, respectively. Because Mr. House
was dedicated to restoring Las Vegas, he insisted on transforming the tribes
into families with cultures that harkened back to Vegas’ glory days.

In the process of rebuilding the Strip, Mr. House also effectively “bought
out” the residents of Vault 21. After they evacuated, he had the Vault
stripped of useful technology, most of its actual volume filled with concrete,
and the entrance turned into a gift shop and small hotel. While the families
were rebuilding the casinos, the rest of the locals were hard at work erecting
an enormous wall around the Strip. When NCR traders and explorers arrived
on the scene, they were amazed at the Strip and returned back to California
with tales of opulence and great wealth awaiting travelers.

Eventually, the NCR military itself arrived and were surprised to find the
Strip so well-protected and heavily policed. Though they struck a deal with
Mr. House to establish a base in the area (along with control of Hoover Dam),
the NCR has never had control of The Strip. After the Battle of Hoover Dam,
the NCR negotiated an MP (military police) presence on The Strip, but their
influence remains small.

Though the tribes that became The Strip’s families were once hatefully
opposed to each other, the demands of Mr. House have forced the families to
play nice. They continue to hold long-standing grudges, but do not act openly
against each other for fear of angering Mr. House.

The Chairmen

Base of Operations: The Tops Casino [2D.04]

# =« The Chairmen and their casino, The Tops, embody an ancient

) | ‘cool” aesthetic of Vegas, plucked from Mr. House’s historical data
banks. Before The Strip’s renovation in 2274, the Chairmen were

A ~ / a warrior tribe, and their traditions of honor continue to inform

how they select their leadership and interact with each other and outsiders.

Unbeknownst to the rest of the tribe, its current chief, Benny, has for months

been scheming to seize control of Mr. House’s technology and The Strip itself,

violating the tribe’s deeply-held values against duplicity and treachery.

The Omertas
Base of Operations: Gomorrah [2D.01]

» =« Ahighly organized and deadly tribe of Raiders, the Omertas
) y murdered and looted all they encountered, sometimes holing up
in a stronghold for years, other times leading a nomadic existence
X - f in restless pursuit of their next big score. The Omertas have just
one rule: never betray the family. Everything else is permitted. Their casino,
Gomorrah, is a sleazy vice den on a grand scale, and as such embodies the
ruthless exploitation beneath the glitz and glamour of the Strip’s neon signs.
While by outside appearances the Omertas seem content with their lot, the
family’s penchant for treachery and murder is alive and well, and the tribe’s
leadership is collaborating with Caesar’s Legion to bring about the Strip’s
downfall.

>
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The White Glove Society

Base of Operations: The Ultra-Luxe Casino [2D.05]

The Ultra-Luxe is an establishment of incredible refinement that
delicately conceals its operators’ terrible past; a past which the
tribe has been at pains to remove from public record or knowledge
to the point of fanaticism. Run by the White Glove Society, the

Ultra-Luxe pampers its clients and provides the Strip’s most elite casino
experience. A dress code is strictly enforced. All of the staff and family
members are well-dressed, well-spoken, and well-behaved. The casino’s
prime attractions are its meat-oriented restaurant, The Gourmand, its
cocktail lounge, Top Shelf, and its art gallery. Roulette and blackjack are the
only games offered. But the real draw to the place are the steaks. Succulent
and delicious, a variety of meat treats are available; but only to the most
discerning (and sponsored) Society member.

PART 2: OTHER FACTIONS: FREESIDE AND GREATER NEW VEGAS

Freeside

Base of Operations: Outer and Inner Freeside [Zone 2C]
Las Vegas wasn't heavily damaged during the Great War, but people didn’t
immediately “settle” into the remnants of the old city. The various Vault
tribes that emerged years later, hunted and fought among the ruins, but
it was not until the “return” of Mr. House that they ceased (most) of their
hostilities. Mr. House directed the tribes to use his sizable quantities of
pre-war construction materials to build the crude (but effective) outer walls
that separate The Strip and Freeside from the rest of New Vegas. While Mr.
House valued the area around Fremont Street, he ultimately viewed it as
secondary in importance to the Strip itself and had a second, inner wall that
separated the two areas. When NCR prospectors (and eventually the army)
arrived in the region, people typically went straight for The Strip, leaving
Freeside (as it had become known by locals) as an informal stopping point.
Eventually Mr. House recognized that he could use Freeside as a filter for
undesireables, and pulled his favored tribes and all Securitrons into the
Strip, leaving Freeside to fend for itself.

In the two years that followed, Freeside has slowly degenerated into a hostile,
lawless den of ne’er-do-wells. For a while, it was completely without order, but
two power groups managed to come to an understanding about how the area
needed to be maintained. The Kings, formed from the dispossessed remnants of
unfortunate tribes, prevent all-out chaos from erupting, but do little to deal with
the day-to-day nastiness that Freesiders inflict on each other. The Followers
of the Apocalypse, no longer associated with NCR, settled in the Old Mormon
Fort. They receive some protection from the Kings in exchange for help with the

community’s basic needs (food, water, health services, and some education).
Despite the oversight from the Kings and help from the Followers, the people in
Freeside live in daily peril... from each other as well as outside forces.
Followers of the Apocalypse
Base of Operations: Old Mormon Fort [2C.01]
Originally, the Followers of the Apocalypse (also known simply as
“The Followers”) were a secular tribe formed in the Boneyard, with a
purpose of educating humanity about the horrors of the Great War,
and never to repeat those atrocities again. Forgoing preaching in
favor of medical treatment and charity. When the Master died, they controlled
the Boneyard with the help of the then-embryonic New California Republic, and
accompanied a contingent of the NCR into Nevada, settling in an Old Mormon
Fort, close to Freeside where they can save the wretched, and tend to those
down on their luck. They take in stragglers of many creeds and colors, including
the last few Enclave remnants. Despite the historic name of the place, there
are no serious fortifications—just fences and gates with a few armed Followers
inside.
The Kings
Base of Operations: The King’s School of Impersonation [2C.05]

» = . After unearthing some strange paraphernalia belonging to a tribe
) e y who worshipped some kind of ancient, black-coiffed deity (and as it
\ P transpired, a deity with some considerable style and singing talent)
« . atribe dedicated to him was formed by the scavenger himself, who
took on the persona and visage as if divinely inspired. Known as The King, he
dresses in a special suit crafted to look like the originator of the look, while his
subordinates scavenge denim and leather jackets for their attire. The King is
charming, rebellious, and well-dressed. His forces are almost always found in
small packs, and have a lot of attitude, bravery, and members. They typically
carry small guns, brass knuckles, and melee weapons. The King, and his
robotic dog Rex, are currently facing a challenge as the NCR appears to be
threatening their territory. The King is hoping they aren’t the devil in disguise.

The Van Graffs
Base of Operations: Silver Rush Gambling Hall [2C.07]

# = s The Van Graff family has a history of ruthless behavior when

[} y it comes to rivals muscling in on their territory, and it seems
. old habits die hard; two of the Van Graffs have set up shop in a

A R f bedraggled old casino called the Silver Rush, where they specialize
in Energy Weapons, and the maximizing of profits. Run by Gloria Van Graff
and her elder half-brother Jean-Baptiste Cutting, their stronghold is heavily-
defended with their Thugs armed with the latest in weapons technology.
Gloria is in charge of general operations at the Silver Rush. She is the person
responsible for the New Vegas Van Graffs’ general strategy, including possible
under-the-counter deals to wipe out the competition. The muscle of the van
Graff operation, Jean-Baptiste personally handles all of Gloria’s dirty work.
He is a nasty, mean-spirited son-of-a-bitch. Despite the family’s tendency
to deal in energy weapons, Jean-Baptiste is a connoisseur of big guns and
explosives. He threatens people for looking at him the wrong way and is far
from all talk; he will go from zero-to-murder in the twitch of an eye.

Westside Cooperative

Base of Operations: Westside [Zone 2A]

# = . The residents of the fortified Westside Zone have a small, but

) y tight-knit community based around growing crops for themselves,
and to sell to travellers and larger Factions. Currently embroiled

3 - 4 in tense negotiations with the NCR regarding the siphoning of

their water supplies, the Westside Co-op features a motley band of folk,

including an escapee from New Reno named Clayton Etienne, and a Follower

of the Apocalypse called Tom Anderson, who is single-minded in his defense

of this operation.

The Crimson Caravan Company
Base of Operations: Crimson Caravan Headquarters [2.09]

~# = s Awell-known trading company with a number of Caravaneers in

) y their employ, the Crimson Caravan Company originally plied their
wares in the Hub, historically famous for plying their trade across

\ —lar 4 the most inhospitable areas, the Crimson Caravans now contract
out much of their deliveries to wandering merchants across the Mojave.
Recently, the Company has been hit hard by the instability along their
trading routes. Deathclaw incursions at Quarry Junction have impeded trade
south of New Vegas, and three sub-contractors have had their Caravans
destroyed; possibly by Raiders, although Ash Piles at the scene of the
massacre suggests otherwise. A hard-nosed, no-nonsense Alice McLafferty
has been recently drafted in to aid in the recovery of the Company, to look for
any openings in trade or rival companies to undercut, and to keep the trade
flowing with the NCR and other favored clients.

The Gun Runners

Base of Operations: Gun Runners [2.14]

7 «. Aloosely-knit band of Boneyard dwellers, the Gun Runners have
) . had a long past in the business that bears their name. They take
pride in constructing only the finest, and highest-quality weapons.

R After historic trade disputes between the Gun Runners and
other groups were settled, many of the gunsmiths decided to move north,
expanding their operations to a location where both Caps and supplies are
plentiful. Their informal leader, Isaac, sees himself as part of a collective with
no established hierarchy. They're just hard-working, meticulous craftsmen
and women working to deliver armaments of the highest quality. Arriving
in New Vegas, the Gun Runners established a base of operations that takes
advantage of The Strip’s outer wall defenses, as well as the high traffic of
traders, explorers, and NCR passing to and from Freeside. All business is
conducted from outside their highly-fortified stronghold.

A f
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PART 3: OTHER FACTIONS: MOJAVE WASTELAND

Boomers

Base of Operations: Nellis Air Force Base [3.01]

# =\ At the beginning of the war, Nellis Air Force Base scrambled an
) { enormous number of fighters and bombers to respond to the
\ missile launch. None of those planes ever returned. Additionally,

= » despite the best efforts of a man named Mr. House, some of the
missiles that struck the greater Las Vegas area impacted Nellis. As a result,
Nellis was not an attractive site for salvagers for over a hundred years after
the war.

Fifty years ago, a group of Vault 34’s dissidents struck out on their own and
started using Nellis as a base. Over a long period of time, they eventually
decided to call Nellis their home. They learned a great deal of infor-

mation from the records at Nellis and used that information to open the
weapons storehouses at (currently unknown locations called) Area 2 and
the Hawthorne Army Depot. The result of their efforts was an enormous
stockpile of heavy ordnance, artillery, and small nuclear weapons.

Due to the tribe’s paranoia, hostility, and excessive reverence for explosives,
the New Vegas locals started calling them “Boomers”. The Boomers didn’t
mind the name as long as it meant people kept their distance. No matter
who approaches them (Mr. House, the Vegas families, NCR, or Caesar), the
Boomers have the same response: artillery. While the Boomers’ attitude has
kept away trouble, all of the major players around New Vegas want to get on
the tribe’s good side. People simply have no idea how to accomplish that. As far
as all intelligence indicates, the Boomers have a clean water supply from Lake
Mead, power from solar panels inside the base, and thriving farms that they've
learned to develop “the hard way” over the decades they've been in the base.
Once, the NCR attempted to shut off the Boomers’ water supply. The Boomers’
response was to shell sections of the NCR’s water pipeline in eastern New
Vegas. The NCR promptly restored the flow.

In the months that followed that experiment, no one has tried to approach
the Boomers, which is just how they like it.

Brotherhood of Steel

Base of Operations: Hidden Valley [5.11]

7’ % The Brotherhood of Steel is a militant organization devoted to the
) | preservation of pre-war technology and human knowledge. Their
\ professed mission is to preserve pre-war technology and human

-t knowledge for the benefit of future generations. In practice, its
definition of technology is strangely selective, ignoring basic but potentially
useful technologies (genetic modification of crops and civil engineering, for
example) in favor of combat technology such as energy weapons and power
armor; and even now, nearly two centuries after the Great War, the Broth-
erhood zealously restricts the use and knowledge of such technologies to its
own membership.

The Mojave Brotherhood operated freely amid the Vegas wastes for several
years, carrying out many reclamation missions without serious opposition.
The balance of power shifted in 2251, when a large contingent of NCR troops
entered the region and occupied Hoover Dam. Conflict was inevitable. Nearly
two years of guerilla skirmishes culminated in a pitched battle at HELIOS
One, a solar energy plant the Brotherhood had been refurbishing for several
months with the goals of bringing it back online and activating its hidden
offensive capabilities (the ARCHIMEDES II death ray). The battle for HELIOS
One (Operation: Sunburst) proved a disaster for the Mojave Brotherhood.
More than half its Paladins and Knights were killed. The chapter’s leader,
Elder Elijah, disappeared without a trace. The Brotherhood was driven from
the facility, which suffered extensive damage. Survivors retreated to Hidden
Valley.

Since that defeat, the chapter’s leader, Elder McNamara, has restricted
activity outside the bunker to occasional reconnaissance missions and
high-value raids. All operations take place at night, and engagement of NCR
forces is strictly forbidden. Though the Brotherhood’s ascetic lifestyle has
prepared its members for a sequestered existence better than most, the
passivity of their current situation has proved highly stressful.

Goodsprings

Base of Operations: Goodsprings [4.05]

*. Goodsprings is a small, barely active town that has been a mining
) « community since the early days of Nevada. Most recently, it was

\ . settled under a grant from NCR to develop a low-risk mining

" environment near a reliable source of potable water. Even so,
there are only a dozen or so people in the town due to trade along the Long
15 drying up. Signs along the highway direct people to Goodsprings, but they
do the town no good if no one is on the highway to read them.

The residents of the town come to your aid after a Securitron named Victor
witnessed your shooting and burial over by the Cemetery. There are few
people in Goodsprings. It has never been that populous, and the troubles
with Deathclaws, Raiders, and Powder Gangers hasn’t made it any more
appealing. A few folks have holed up here to wait things out, but overall
it is quite “sleepy”; almost a Ghost Town if there weren't the odd settler,
attempting to eke out an existence among the ruined ranch homes. Local
activities include going to the spring (Goodsprings Source), hunting Geckos,
Mole Rats, and Coyotes, and loafing around in the Prospector Saloon.

Great Khans

Base of Operations: Red Rock Canyon [1.15]
# =\ The Great Khans are the only truly organized band of raiders in
(] { the Mojave, and as befits their warrior culture, men and women
\ both can hold their own in a fight, whether a brawl or a shootout.
= = As atribe, however, the Great Khans are but a shadow of their
former selves, their numbers and morale ravaged by a series of massacres
and displacements. From their rocky stronghold at Red Rock Canyon, they
eke out a living by drug-trafficking and the occasional raid or salvage find.

Since the Bitter Springs massacre, the tribe has aspired to little more than
survival and isolated, petty acts of vengeance on the occasional NCR citizen
or deserter. The arrival of a Legion emissary, Karl, has changed this. Papa
Khan, the tribe’s leader, wants to believe Karl's assurances that the Great
Khans will be absorbed intact by the Legion, assuming an honored place as
one of its elite cohorts. To lead the assaults on Hoover Dam and the Vegas
Strip would make for fine acts of vengeance. The rest of the Great Khans are
not so entirely convinced.

Much as they want to exact revenge on the NCR and Mr. House’s Three
Families, they know that they lack the strength to do so. Indeed, they believe
it is only a matter of time before their enemies track them down, and that the
Great Khans would be unlikely to survive such a confrontation. The looming
conflict between Caesar’s Legion and the NCR and the message from Karl
offers the possibility of a new way forward.

Novac

Base of Operations: Novac [5.18]

The faded and cracked concrete and peeling buildings give the
) \ impression of depression; and indeed, Novac is little more than

A . alonely desert highway motel with multiple buildings that have

" . been fortified for the post-apocalyptic protection of its inhabitants.
Watching over them is the landmark of the area: a giant fabricated tyran-
nosaurus rex biting off the top of “The World’s 2nd Largest Thermometer”.
The interior of “Dinky” also serves as the city center (a converted gift shop
from pre-war times, with a sniper’s nest in Dinky’s mouth). Dinky is the
“attraction” that drew in tourists. Some of the locals are friendly folk, though
most aren’t trusting of outsiders. They appreciate the protection of NCR, but
are afraid of what’s going on at the REPCONN Test Site rocket plant up the
road. The local law, Ranger Andy, is unable to investigate due to an injury.

Powder Gangers

Base of Operations: The NCR Correctional Facility [5.15]
» % The NCR Correctional Facility is the dominant location of the
] ‘ | central Mojave Wasteland. In the distant past, it was the Jean

\ Conservancy, a low-security all-female prison. Under recent NCR
control, it was used to house prisoners on work release. The
prisoners worked the railroad parallel to the Long 15 under NCR trooper
supervision, maintaining the vital land link between the Boneyard and New
Vegas. Eventually, prison guards (NCR troopers) were pulled away to run
Colorado River border patrol. When the guard staff was low, the prisoners
executed a daring and violent escape.

- -

Because the rail crews often used explosives (typically dynamite) to blast
through rock or get rid of train cars that were locked/fixed on the line, the
prisoners inevitably acquired small amounts that they hid in their cells.
When they made their break, they blasted their way out. The interior of

-
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the prison was clearly the scene of a large riot where the prisoners used
explosives, improvised weapons, and stolen NCR trooper equipment to break
through multiple walls and scatter through the desert. A lot of the prisoners
weren't in on the escape plan formally; they just got caught up in the
moment. Consequently, a lot of them didn’t really know where to go when
the dust settled. A large contingent of Powder Gangers can be found in Vault
19 though many squatted in the prison and have been informally raiding
since then.

Base of Operations: The Vikki & Vance Casino, in Primm [4.17]

% Pre-war, Primm was “budget Vegas”, a tiny town where

) . Californians could go to gamble, the shortest distance between

. . their wallets and a hole in the ground. Now it's not much of

.. asettlement at all, poorly populated to begin with and more
treacherous since the Powder Gangs broke out of prison. The landscape of
Primm is dominated by a few empty ranch homes, the rubble of the town’s
main streets and store-fronts, and a small NCR camp set up southwest of
town to prevent Convicts from pushing further south to the NCR’s Mojave
Outpost. The townsfolk, now without a sheriff after he was murdered by
Gangers, are holed up across the road from the Mojave Express Couriers, in
the down-trodden old Vikki & Vance Casino. Low on supplies, the townsfolk
can’t hold out much longer, and the Convicts’ presence continues to build
as they've recently commandeered the larger, Bison Steve Casino and Hotel,
patrolling the unstable El Diablo rollercoaster and wrecking the remaining
grandeur this place once had. Primm faces a grim reality; there are few
people here to keep order.

Ghouls: Bright Brotherhood

Base of Operations: REPCONN Test Site [5.17]

# __ % A strange cult of Ghouls, and a single human fully believing
] { himself to be a Ghoul, are lead by a charismatic and prophetic
\ Glowing One named Jason Bright. Thanks to a probable (and

« . extremely rare) mutation, Bright never turned Feral, and has
instead built up a small following of like-minded Ghouls, clad in the
vestments of a tribe in the final stages of preparation to leave for a “new
world”; a promised land foretold by Bright, that is the ghoul’s ultimate goal.
Jason Bright wasn’t his birth name, it is the name that his flock started
calling him when he began his cult. Shunned by frightened outsiders, and
murdered by Nightkin convinced the Brotherhood are sitting on a mythical
shipment of Stealthboys, the Brotherhood have long come to realize that they
are not bound to, or long for this earth.

Super Mutants

Base of Operations: Jacobstown [1.10]
# N\ Jacobstown sits at the same general location as the pre-war

) { settlement of Mount Charleston, a small alpine community high
\ in the mountains west of the Las Vegas Valley. Post-war, the area

= « was of little interest to travelers and scavengers due to its remote
location and lack of salvageable material. It was not until the past twenty
years that it became a permanent settlement for any group. Marcus, the
mild-mannered Super Mutant sheriff of a settlement named Broken Hills,
took it upon himself to find a refuge for the “broken-minded” of his kind—
low-intelligence Super Mutants and schizophrenic Nightkin. It proved to be
more difficult than holding on to Broken Hills, but he eventually discovered
Mount Charleston and decided it was a good spot to set up a community.

Unfortunately for Marcus, not all of the Nightkin were content to live under
his rules. Davison (who currently talks to a Brahmin Skull named Antler
in the bowels of the REPCONN Test Site) and Tabitha (who broadcasts her
particular brand of insanity from Black Mountain) broke off on their own,
eventually winding up with their own dysfunctional Super Mutant commu-
nities. Though Marcus is disappointed at how things turned out, he does the
best he can to take care of Lily and the other Super Mutants and Nightkin at
Jacobstown.

Super Mutants: Nightkin

Base of Operations: Black Mountain [5.07]
7 % Black Mountain, the dominant feature of the area, was
) § unoccupied for over a century after the war. The victim of a direct
\ ’ strike, most of Black Mountain’s radar arrays were knocked
= « out immediately. Even though valuable materials were in the
buildings that surrounded the arrays, the area was so irradiated that no one
survived in it for more than an hour or so. After the fall of the Master, many
of the first generation Super Mutants headed east. In Black Mountain, they
were able to find a place to set up a camp where they could avoid most of the
rest of the world. It took a long time for the Super Mutants to settle in and
repair the equipment in the array, but they were finally able to enlist the help
of some Ghouls to make the array operational.

Over time, Nightkin—more psychotic and temperamental Super Mutants
thanks to their predisposition and eventual addiction to Stealth technology—
and the more thuggish second generation Super Mutants trickled into Black
Mountain, which eventually caused problems. The de-facto leader of the
community was Marcus, from Broken Hills. Unfortunately, the influx of
less-mentally stable super mutants proved to be more than he could handle.
Eventually, he was pushed out of the group at Black Mountain. He left with
a small group of (mostly first generation) super mutants, ghouls, and friendly
humans to found Jacobstown. This left the Nightkin and second generation
Super Mutants to fend for themselves. Within weeks, a paranoid schizo-
phrenic NIghtkin named Tabitha (and Rhonda) progressively turned the
satellite array into a fortress against any and all outsiders. She hallucinates
regularly, and has convinced the other super mutants (especially the idiotic
second-gen ones) that only she can see the threats against them, due to her
“magic eyes” (actually a pair of oversized child sunglasses which—of course—
she won't let anyone else touch).

Raider: Fiends

Base of Operations: Zone 2E: South Vegas Ruins

# =\ Vault 3 was once an ordinary, happy vault. Unfortunately, it—and
) { the entire southwestern part of the New Vegas conurbation—has
\ been taken over by a large force of Raiders calling themselves the

= w» Fiends. They are unexceptional in every way, but there are a slew

of them. The vault itself is wide-open, practically being a feral den for the
Fiends and their huge packs of dogs. Whether it is murder, rape, or shooting
innocents for sport, the Fiends are more than happy to bring their anarchy
to this area, which has become a source of growing concern for the NCR.
The Fiends are erratic and dangerous; their mental stability isn’t helped by
the fact that they are almost constantly high on chems, most of which are
provided by the Great Khans.

Raider: Greaser Gang
Raider: Jackal Gang
Raider: Scorpion Gang
Raider: Viper Gang

Base of Operations: North New Vegas Sewers [U2.N], Mojave
Wasteland south of Goodsprings [4.05], Monte Carlo Suites [2.12],
and Novac [5.18]

# =\ The Joshua Tree-speckled mountains provide a surprising

) { amount of cover, especially the rock-strewn washes that run
\ east-west just south of Nelson. This is the perfect location for
= » Dpacks of anarchic hunters, grifters, and psychotics to wait for an

opportunity to steal, kidnap, or kill. These loosely-knit Raider gangs revel in
chaos and anarchy. The Jackals are no more than a handful of scarred and
tattooed reprobates, scraping out a living by preying on anything weaker
than them. The (slightly) more organized Viper Gang consist of a slightly
more skilled collection of ne’er-do-wells, dug in close to major roads to rob
and plunder travellers and Merchant Caravans. Further north, are two much
more pitiful gangs, who have lost their brethren (both in violence, or by
recruitment) to the Fiends; the stinking Greaser Gang who terrorize the North
Vegas Sewers, and the Scorpion Gang, who fight intermittent skirmishes with
Westside residents. All these Raiders have no driving purpose or goal, other
than to live to see tomorrow and raise as much hell as possible today.

Wastelanders: Prospectors and Scavengers

Base of Operations: Across the Mojave Wasteland
% Wastelander is a catch-all term for anyone living in the Mojave
) @ | Wasteland who is not affiliated with some other group. They make
a a subsistence living off the land, trade with local settlements,
S and try not to be ravaged by the abundant, and usually hostile
wildlife, or bands of roaming Raider gangs. Most are not aggressive but will
defend themselves if attacked. When that happens, they usually die. Quickly.

>
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PART 4: THE BESTIARY

This Bestiary is separated into two main sections; entities that are human-sized in form and interaction, and larger, or more animalistic entities.
Depending on your level, and the entity you're facing, expect to obtain between 10-50 Experience Points (XP) from defeating each of the following entities.

Human-Sized Entities with Higher Functions

Humans have different statistics from creatures, and it is important to Energy Weapons: The entity’s Energy Weapons skill (0-100),
understand what each note entails: measured in the same way as yours.
Name: The name your Pip-Boy gives to the human in question. Melee Weapons: The entity’s Melee Weapons skill (0-100), measured
Level: Although these foes can appear at any time, they are in the same way as yours.
commonly encountered when you reach this level; this also Armor: The type of armor predominantly worn by the entity, and
references their experience level. what to expect to find when looting the corpse. There may be other
Perception: This is measured from 1 to 10, the same as your (random) items, but these are always present.
Perception attribute. The higher the Perception, the quicker you're Possible Primary Weapons: The preferred weapon the adversary
spotted, or reacted to. attacks with, usually accompanied by a back-up weapon, when
Health: The full Hit Points of the human, prior to combat. listed.

Guns: The entity’s Guns skill (0-100), measured in the same way as
yours.

CASINO PERSONNEL (The Strip and Freeside)

Although none of these entities present any great threats to your well-being (aside from, perhaps, the Zoara Bouncer), handing in your weapons
within the casinos may put you at a disadvantage. Remember that Guards, Greeters, and Bouncers are reasonably adept gunslingers.
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Chairman Bodyguard Business Suit Silenced 22 SMG, Grenade

Gambler Gambler Suit

Gomorrah Prostitute Prostitute Outfit

Gunderson Hired Hand Republican Quifit

Mooker

OmertaThvg 7 :o A i 005 2 M7 : 13 S8 : BusinessSut i Sawed Off Shotgun, Combat Knife

Roulette Decler ;1 o5 i T0 i 5 i 5 G S Gambler Suit & ] None .
 White Glove Society Atire, :

N Sl oy MM Whie Gove Mok e
¢ White Glove Society Attire, :

WhleBlowbunsr ;4 ;o S M A WhieGoe ek estone

Al D96 5 C w0 f8 i 85 . 87 BusinessSui Combat Knife/44 Magnum, 10mm

: : : : : : : Submachine Gun

(t Level 10 Statistics Shown) White Glove Bouncer

FREESIDE INHABITANTS (Streets)

Residents of the Interior Zones of New Vegas aren’t usually a threat, but the Bodyguards, Gun Runner Gunsmiths, and Van Graff Thugs are all
hardened individuals who aren’t pushovers. The Van Graff Thugs have extreme competence with Energy Weapons, too.

ENERGY ©  MELEE

............. '.W‘.‘F............5...1.‘.!’.‘..1...5..?F.'?FF.'.’.T.'Q'.'......'.'F.A..l.T.H..:.ﬁ!’.’.‘i.:..‘!‘.’FA?Q!!S.....V.VF.‘.‘.".‘?.'!.S..:...........A.R.M.".'.‘...........5.........".‘.’.5..5.'!’.1.‘..'?!‘.'M‘.‘!‘.Y.WF.‘.‘!’.‘?.’!.S..........

Beggor i R N I 5o S Wastelond Outfit = | Nove

Bodyguard 15 écommn::nmeamné Hunting Rifle, 10mm Submachine Gun

Bodyguordforbire - %6 : 6150 -4 ¢ N7 w75 ¢ lesherhmor : o Sowed Offshotgn

Chem Addict Wastelond Quifit = | Knife .
None Bodyguard for Hire

Suwed 0ff Shotgun, 9mm Pistol, Lever Action
Shotgun, Hunting Rifle

>
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: : © ENERGY : MELEE | §
© HEALTH : GUNS : WEAPONS : WEAPONS : : POSSIBLE PRIMARY WEAPONS

357 Revolver/10mm Pistol/10mm
Submachine Gun

Wasteland Outfit/Merc  9mm Pistol/Single Shotgun/Knife/Basehall
i : Bat/Tire Iron/Sledgehammer/Caravan Shotgun

10mm Pistol/Hunting Rifle/Sawed Off
Shotgun/10mm SMG

o~

(S RN

(SRR

Wasteland Quifit Basehall Bat Kings Gang Member

v

v

Westside Thug
BOOMERS

Boomers are highly skilled in Guns and their devastating weaponry causes splash damage. Most Boomers also have a Knife or Sledgehammer for
close-quarter fighting, and the Wide—open Air Force Base means fewer chances to seek cover.

: : D ENERGY | MELEE :
............. NAME . i...l.E.V.E.F...i..!’.E.'.‘.‘.E.'.’.T.'?"......'.'.E.‘.‘.l.T.'.‘....9‘.’.’.‘.5....YV..EF.'.’??‘.S.....V."F.A.P.Q'!.S. E ...........‘.‘.".'.'.‘9'.‘...........i.........".95..5.'!’.1.5. PRIMARY WEAPONS
 Grenade Launcher, Grenade, Sledgehammer/
Boomer Outit Combat Knife/ Leud Pipe

Boomer Guard

Mini Boomer

BROTHERHOOD OF STEEL

Brotherhood of Steel forces have imposing Power Armor, which greatly affects the amount of damage your weapons actually inflict, and they use
Energy Weapons. Fortunately they're rarely seen, unless you're assaulting their hidden base.

: z : : ENERGY § MELEE ;
NAME | LEVEL | PERCEPTION : HEALTH ' GUNS | WEAPONS : WEAPONS : ARMOR © POSSIBLE PRIMARY WEAPONS

S R B v S I

Laser Pistol/Tri-Beam Laser/
Laser Rifle/Gauss Rifle

Brotherhood Scout § : E P05 g Recon Armor/Helmet Laser Rifle

MOJAVE WASTELAND INHABITANTS

A wide variety of humans eke out an existence across the Mojave. Most are of little threat (and aren’t initially hostile), although the Crimson
Caravan guards are more handy than most in a combat situation.

: : : . ENERGY © MELEE | :
............. NAME . i...l.E.V.E.F...i..?.E.'.‘.C.E.'.’.T.'?"......'.*.E.‘.‘.L.T.'.*....9!'.’.‘.5.....V‘.’.E.A.'.’.‘??‘.S.....V.".E.A.P.‘.’.'!.S. Do ARMOR . POSSIBLEPRIMARY WEAPONS
: : : : : : : i Silenced 22 Pistol/NVarmint Rifle/9mm
Caravaneer O 4 020 212 ¢ 12 ¢ 12 & Wastelonder Outfit  : Pistol/357 Revolver/Single Shotgun/Straight

: Razor/Cleaver/Pool Cue/Police Baton/Knife

(Ieuver/T ire Iron, 9mm Pistol/Varmint Rifle,
Dynumne

Goodsprings Settler

Crimson Caravan Guard

>
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© LEVEL : PERCEPTION :

ARMOR
Metal Armor

POSSIBLE PRIMARY WEAPONS

Wastelander Outfit

\P,'»..‘v.
%’QL&» A

: Merc Outfit/Leather  :  Grenade, 10mm Pistol/9mm Pistol/Laser
: oot Amor/Metal Armor ¢ Pistol, Machete/Knife/Combat Knife, Prospector
Majave Inhabitant © 3 Merc 0u1fit/Wustelund
R PO . . T S H A O
Novac Settler LIS OO OO SO0 L SO WS S S 16, ;. Wostelonder Outft ¢ Knife o
: : : : ¢ 10mm Pistol/10mm SMG/9mm Pistol/
: : : : : : . Wastelander Outfit/Merc :  Caravan Shotgun/Single Shotgun/Silenced
Prospector : 6 6 L L Outfit/Leather Armor : Pistol, Switchblade/Police Baton/Machete/

Knife/Hatchet/9 Iron/Cleaver/Nail Board

: : : : : : ¢ 10mm Pistol/10mm SMG/9mm Pistol/
; ; ; ; : : : . (Caravan Shotgun/Single Shotgun/Silenced
Prospector Merchant : 1 : 6 : 75 : 28 : 17 : 17 : Wastelander Outfit - Pitol, Switchblodey Palice Boton/Machete/
Knife/Hatchet/9 Iron/Cleaver/Nail Board

Varmint Rifle/9mm Pistol/357 Revolver/

......................................................... Repolion Ot~ ™ Singe Shotgun/kne/AoodPipe.

................... Wasteland Outfit = Nome
.................... Gambler Outfit N
..................... Leather Armor  : . Koife, 10mm Pisl

: : : : : : : : ., Baseball Bat/Combat Knife/Police Baton/

Wastelander R I 5 25 3N s 14 2 3 Republican 0u1f|.l/ . Pool Cue/Knife/Lead Pipe/Tire Iron/
i i i i i i i Wasteland Qutfit : "
: : : : : : : Sledgehammer/9mm Pistol

NCR PERSONNEL

NCR forces run the gamut from the greenhorn with a modicum of Guns training to the NCR Rangers and more dangerous Veterans, clad in
excellent-quality armor, and armed with potent weaponry. There’s even a Heavy Trooper variant that uses “non-powered” Power Armor salvaged
from previous battles with the Brotherhood of Steel.

: : : : © ENERGY : MELEE | :
............. NAME .0 LEVEL : PERCEPTION : HEALTH : GUNS : WEAPONS : WEAPONS : ~ ~ ARMOR @ POSSIBLEPRIMARY WEAPONS
Engineer A 6 70 217 5 17 i 34 Jumpsuit Outfit None

NRC Trooper Armor/  : Grenade, Combat Knife, Sniper Rifle/127mm

MRt D i BARTE Tt O SR Combot Helmet _© _ Pistl/Morksmen Cabine/RitShotgun
: : : : : : ! i 10mm Pistol/Laser Pistol/9mm Pistol,
NCR Mercenary 8 7 115 55 34 51 %:n:co?/l;;lf% ||' 7\[:::2: Machete/Knife/Combat Knife, Frag Grenade/

Frag Mine

NRMiliaryPolie 0 8 6 85 1 57 16 55 NCRTroopor AmenMF/ : Caftle Prod
[ M Relmet
NGR P 5 5 0004615 4 ¢ Nrooper Armor NP/ Cattle Prod/10mm Pistol
............................................................ O
: ¢ 10mm Pistol/10mm SMG/9mm Pistol/
i i i i i i i : : Caravan Shotgun/Cowboy Repeater/Single
NCR Prospector o6 6 S105 ;55 ;M o 51 wgﬂ;:?;f:;,g:mm] i“ : Shotgun/Silenced 22 Pistol, Switchblade/Tire
: : : : : : ¢ Iron/Police Baton/Machete/Knife/Hatchet/9
et e o0/ Ceaver/Nail Board
NQRRonger IS b 195 8 I i 15.;.. Ranger Patrol Armor 357 Revobver
NCR Ranger Veteran 1 6 00 P32 1w 15 Gl Ez?gl:; A Combat Knife, Brush Gun
NCR Ranger Veteran 15 6 105 88 : 17 15 Combat Ranger Armor/ Combat Knife, Brush Gun, Hunting Revolver
ommander e MO e
NQRReawit E S iS50 e NS s e MercQutft o Combat Knife Hunfing Rifle
NCR Sergeant P05 15 015 NGR Trooper Armor/ Service Rifle, Knife
OO0 OO 3000 OO FOOOOoo SOOoUO OO ST UL . ... OO oSO
. : R Patrol A N
- NIRRT " Skl

Cattle Prod

e O R 220 TTooper Armar/eIme ;. HunllngRevolver/Trull(urbme/Assuuh ......
Carbine/Ranger Sequoia/Brush Gun/Anti-
Material Rifle

© Ranger Combat Armor/

NRVeteranRonger @ 21 : 6 : 295 i 100: 17 15
: : : P : Helmet

e

NCR Veteran i!unger
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POWDER GANGERS AND CONVICTS

Powder Gangers congregating around the NCR Correctional Facility are lightly armored and display a callous regard for humanity, but they aren’t
particularly a threat. You can eradicate this Faction without any major problems with other Factions. The biggest problem you face against these
foes are the thrown explosives.

2 : ' : . ENERGY © MELEE | :
NAME | LEVEL | PERCEPTION : HEALTH : | GUNS : WEAPONS : WEAPONS : ARMOR | . POSSIBLE PRIMARY WEAPONS

e AR REYRL TR 575 38 ...... ]5 ...... I 5 ! ......... Mercomm ........... 9mmP|sioI/Vurm|n1R|er Dynumlle(leover/
: : : : : Tire Iron

5 ©50 42 Leather Armor

i Silenced 22 Pistol /Varmint Rifle/9mm
 Pistol/357 Revolver/Single Shotgun, Straight

6 60 % 1 2 Powder Ganger Guard

Armor azor/Cleaver/Pool Cue/Police Baton/Knife e
............... e L B Powder Ganger
6 i o8 a0 16 g Fowderfone © 9mm SM, Brass Knuckles/Knife i
Houier G Doy ..... o ........ g 85 ..... 46 ...... e ...... e ........ e ............. i o

RAIDERS

These thugs are always hostile, and are the least-troubling enemy for the combat specialist, unless encountered in large groups (such as the
Fiends). You can quickly build up your Experience Points by hunting these dregs of humanity.

: : : © ENERGY | MELEE :
NAME i LEVEL : PERCEPTION : | '.* EALTH : GUNS | WEAPONS : WEAPONS : . ARMOR ... POSSIBLEPRIMARY WEAPONS .
: 5 65 M 37 ) Raider Armor, Fiend Coruvun Shotgun/Laser Rifle/Plasma Rifle/
e e Helmet loser ROW .
g e 5 6 60 15 1 15 Merc Outfit/Leather Knife/Lead Pipe, 10mm Pistol/Cowhoy
e e e e Aemor/Metal Armor Repeater ...
: : : : i Merc Outfit/Leather
Juckal Gang Member 4 6 S5 o4 2 16 41 Armor/Metal Armor/ Knife/Lead Pipe
e Wastelonder outfit
Scorpions Gang Member 10 5 110 65 15 65 Merc Outfit 10mm Pistol/ Suwelzini(}:f Shotgun/Combat
............................... Kn|fe/T|reIron/]0mmP|stol/(omhot
Viper Gunslinger A 6 ©o60 53 & 16 53 i MercOutfit/Metal Armor i Knife/Ripper/Lever Action Shotgun/44
L Magnum/10mm SME
: Basehall Bat/Caravan Shotgun/Cowhoy
: : : : : : : Repeater/Grenade Rifle/Sledgehammer/
Viper Leader L9 i 6 80 6l i 16 o6 kf;ﬂ‘r"/'(ﬁmr{m;'r  Hunting Rifle/10mm SMG/44 Magnum/
: : : : : : : Shiskebab/127mm Pistol/Hunting Shotgun/

Hunting Revolver/Trail Carbine

GREAT KHANS

Great Khans number in the few dozen, but their Warriors are still a force to be reckoned with due to their armor and helmet protection. Otherwise,
this tribe can be allied with or culled for XP, because they react like slightly more competent Raiders when provoked.

: : . ENERGY 5 MELEE  :
PERCEPTION HEAI.TH : GUNS : WEAPONS : WEAPONS : ARMOR POSSIBLE PRIMARY WEAPONS

Great Khan P8 Brass Knuckles

: : : : : : - : Combat Knife, Trail Carbine/Hunting Shotgun/
Gk 85 W55 7 St O b
Greut Khan Armor/Spiked :

Great Khan Warrior S5 170 e e 65
5 5 5 P 5 Helmet

Lever Action Shotgun

Great Khan Warrior

CAESAR’S LEGION PERSONNEL

Skilled in both Guns and Melee Weapons, the Legion’s shock troops employ a wide variety of (sometimes highly damaging) weaponry that can’t be
found anywhere else. The legionaries however, are much less of a threat. Look down the lists of armaments to see if any interest you; then attack
those likely to be carrying such an implement.

: : © ENERGY | MELEE :
© PERCEPTION HEALTH © GUNS : WEAPONS : WEAPONS : © POSSIBLE PRIMARY WEAPONS

Legion Veteran Armor/
Helmet

I.egion' Centurion
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: : : P D ENERGY : MELEE : :
NAME © LEVEL : PERCEPTION : HEALTH : GUNS : WEAPONS : WEAPONS : ARMOR : POSSIBLE PRIMARY WEAPONS

Legionary Main Gate . . s 6o @  Throwing Spear, Machete, 10mm Pistol/9mm

Legion Armor Prime  Pistol/Cowboy Repeater/Single Shotgun/357
Guard : -
e e e e, ROVt Vormint Rifle
Proeforion Guard. ¢ L S 195 .86 i 1 il 88 . legion Armor Progtorion :  Balistchist
Prime Decanus w0 s ioms faw o5 g ¢ lewonhrmorPrme/ Machee
E———— — T—— - _— T— T—— e
Prmelogonory W B hdme Rile/Sawed Off Shotgun
RecruitDecanus 7 b s e P15 iogp o LewonhmorReaud/ Machete, 10mm SMG

Recruit Legionary 5 5 95 46 15 48 g Helmet ¢ Pistol/Cowhoy Repeater/Single Shotgun/357
e e e e, RevolverVormint Rifle
Veteran Decanus S LT S S I N RN Leg‘“““ﬁ"}”‘t’e‘e’“"/ Machete, 127mm SMG
............................... ‘““e Praetorian Guard
Veteran Legionary 10 5 145 66 15 68 Logion Allrlmrl:e\'leierun/ Police Baton

Mutated Animals and Wild Abominations

Creatures with a more animalistic tendency to battle—including Super Mutants and other more grotesque atrocities—haunt the Mojave Wasteland.
They have a slightly different set of statistics:

Name: The name your Pip-Boy gives to the creature in question. Perception: This is measured from 1 to 10, the same as your

Type: Whether the entity is wildlife, mutated wildlife (Mutated Animal Percep;ion attribu;e. The higher the Perception, the quicker you're
or Insect), mechanical in nature (Robot), or some kind of freak of spotted, or reacted to.
nature (Abomination). Health: The full Hit Points of the creature, prior to combat.

Level: Although they can appear at any time, these critters are Damage: What damage it inflicts with its usual, regular weapon.

commonly encountered when you reach this level; this also

Special Weapon and Notes: Whether the entity has a special or
references their experience level.

unique attack, such as a Centaur’s spittle, and any pertinent
Inventory: What the creature’s corpse usually contains when data regarding damage, or special damage caused, or abilities the
inspected. There may be other (random) items, but the noted ones creature has.
are always present.

ALIENS, BIGHORNERS, BLOATFLIES, BRAHMIN, CAZADORS, CENTAURS, COYOTES

Bighorners are docile until you attack; then expect a nasty knockback, making close assault weapons trickier to connect with. Cazadors and
disgusting Centaurs infect you with poison, so attack from range and aim at the heads!

NAME ©  TYPE  GLEVEL: INVENTORY : PERCEPTION : HEALTH : DAMAGE : SPECIAL WEAPON AND NOTES

Alien Captain Abomination Alien Blaster. Wild Wasteland trait active.

Bighorner Golf - Mutoted Animal © 5 BighomerMeat : 2 i 50 : 15 i Knockback Rom

Young Bighorner : Mototed Aimol - 1 BighornerMeat © 3 : 60 : 40 : KnockbackRom Bighorner
...................... Knokbock Rom

Bighorner Bull © Mutated Animal : : Bighorner Meat : Knockback Ram

Malnourished Bighorner Calf : Mutated Animal © Bighorner Meat Knockback Ram

© Bloatfly Darts, : :
U Bloatfly Meat : § : b

Young Cazador © Mutated Insect Cazador Poison

Cazador © Mutated Insect : Cazador Poison

Evolved Centaur
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.............. NAME i TYPE CLEVEL: INVENTORY :PERCEPTION : WEALTH | DAMAGE | SPECIALWEAPONANDNOTES
............................................................................................ N A RS e,

: ot it 0 0
Cenfaur Abomination 9 None 6 00 Radioactive Spit; legs Iukt:i 75% damage, tongues take 25%
e e e e e e e OO e

5 : e .
Evolved Centaur Abomingtion © 14 None 7 T 50 EEvolved Radioactive Spit; Iegsluke 75% damage, tongues take
OSSN FOTSP L VN VTV TN T TS 2% domage.
. - : * Evolved Radioactive Spit; legs take 75% damage, tongues take % "
St b Carfor orindion . Wi Mmoo S DA T Whdmage, Coyote Den Mother
............................................................................................. Oy 0TS e,
oyotePup i Mnimal T E GoyoteMent 8 0 T e
ool o Meimal 3 CoyoteMeat G 8 G 0 A
Coyote Den Mother Animal - : 4 Coyote Meat 8 LN Vi

DEATHCLAWS

Deathclaws have a tough hides, overwhelming quickness, and massive clawing damage. Attack them at range, in a position from which they can’t
reach you. Switch to close-combat weapons as they close. Rig the area with Mines, and be wary of entering a domain with numerous warning signs!

TYPE  :LEVEL: INVENTORY : PERCEPTION : SPECIAL WEAPON AND NOTES

Deathclaw Alpha Male

Deathclaw Mother Abomination Deathclaw Hand : Knockback

Legendary Deathclaw : Abomination  Deathclaw Hand : Knockback

DOGS, GECKOS

Geckos race forward and attack, so aim at their legs to slow them down. Remember to skin and tan a Gecko hide at a campfire to sell for many
Caps.

NAME ©OTYPE DLEVEL! INVENTORY : PERCEPTION : HEALTH : DAMAGE : SPECIAL WEAPON AND NOTES

Dog o Animd ;2 Dog Meat 6 S0 12 Fast

Animal Dog Meat 7 L R L Fast

v

Golden Gecko Meat, Golden

............................................................................. eckofide it
Young Golden Gecko ;Mululed Animulé 7 Erih %ﬂgtfﬁﬂ' s 4 60 35 Fire Gecko Flame, radiation attack GoldenAGe(ko

GHOULS

Feral Ghouls are humans who slowly turned into Ghouls and were driven mad during the process. Tackle Glowing Ones first, because they are
most dangerous, ideally laying Mines in the paths, and coaxing foes toward you. Some Ghouls have mutated from original vault dwellers.

.............. NAME © TYPEDLEVEL: INVENTORY : PERCEPTION: HEALTH : DAMAGE : ~ SPECIALWEAPONANDNOTES
Feral Ghoul © Feral Ghoul : 3 : : :

Feral Ghoul Reaver | Feral Ghou! : 12

Feral Ghoul Roamer Feral Ghoul 10
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FerolTrooper Ghoul - FeralGhoul 8 :  Neme G 12100 c 20 , ‘R/

Blowing One Pl Ghoul 2 9 None LIS T N S Radioion Burs, eoled by rodiction .,
: . None : ? AR

............. } A
L D : : Vuuh Seturlly Guurd
Overseer © FeralGhoul : 9 : 10mmAmmo : : :

GIANT ANTS, GIANT MANTISES GIANT RATS, lAI(EI.URKS

Beware of these scaly critters near large bodies of water or dank caverns. Sldestep their debilitating sonic attack as you press forward.

TYPE LEVEL : INVENTORY PER(EPTION : HEALTH : DAMAGE SPECIAL WEAPON AND NOTES

Unnaturally Large Sized . : : P A

Rodent : Mutated Aimal : : : : : : Lakelurk
dokelork g Mutted il 12 Lokeurk Moot : 7L A0 S SR Ak

Lakelurk King  Mutated Animal : 18 : Lakelurk Meat : 8 S300 2 70 Sonic Ranged Attack

MOLE RATS, NIGHTSTALKERS, RADROACHES

Nightstalkers are a crime against nature. They infect their victims with poison, making them dangerous during close-combat attacks. Some strains
are almost invisible, so be wary durlng cavern exploratlon and listen for their rattle.

INVENTORY  : PERCEPTION : EALTH DAMAGE

SPECIAL WEAPON AND NOTES

Nightstalker Ponson : :
Niéhls}ﬁlker

Den Mother Abomination

Nightstalker Poison

Radroach
ROBOTS, ROBOTS: TURRETS

Robots don’t generally take bonus damage from headshots, so try targeting their weapons, and check the type before you attack; if a Mister Gutsy is
armed with a flamethrower, for example, back off and attack. If Robots are seen with other enemies, shoot the control unit, turning the robot into a
killing machine to both ally and adversary

NAME : TYPE LEVEL INVENTORY PERCEPTION HEALTH DAMAGE SPECIAL WEAPON AND NOTES

© Mutated Insect Flees easily.

Maintenance Robot 8 Flamer Fuel Frenzies if control unit destroyed.

Mister Gutsy : Flamer Fuel, Energy Cells Frenzies if conrol unit destroyed.

Frenzies if control unit destroyed.

HomerFuel ~ : 8 ~: 30 : oo Frenzies if control unt destroyed. Mister Gutsy

 Flamer Fuel, Energy Cells Frenzies if control unit destroyed.

Mr. Janitor : Robot : 3 Flamer Fuel Frenzies if control unit destroyed.

>
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................ NAME 0 TYPE CLEVEL:  INVENTORY ~:PERCEPTION : HEALTH :DAMAGE: ~ SPECALWEAPONANDNOTES
H ! i i i 0 0
Hardened Sentry Bot 8 s : Armored head takes 50% damage, armored legs take 75%

damage, frenzies if control unit destroyed.

N(RS .......................... Armored head takes 50% damage, armored legs take 75%
entry Bot L .
damage, frenzies if control unit destroyed.

Protectron Frenzies if control unit destroyed.

................................................................. e b
NCR Sentry Bot

Sub Machine Gun, Grenade Launcher, frenzies if control unit

...................................................................................................................... destoyed.
6 120 2 Sub Machine Gun, Grenade Launcher, frenzies if control unit
...................................................................................................................... destoyed. o
6 s o Laser Weaponry, Shoulder Missiles, frenzies if control unit
destroyed.

Armored head takes 50% damage, armored legs take 75%
damage, frenzies if control unit destroyed. :
£ Tl

Securitron Mk |

Helios Turret

SCORPIONS, SPORE PLANTS

Both Bark Scorpions and Spore creatures have additional poison attacks that can cause serious shortfalls to your combat game. Try shooting them
from range, staying away from their stinger or burst respectively.

£ 5.56mm Gun or Luser Gun; frenzies if control unit destroyed.

NAME ©  TYPE  ILEVEL: INVENTORY : PERCEPTION : HEALTH : DAMAGE ' SPECIAL WEAPON AND NOTES

e e D SOMETONS 20 . ..... 25 . e Scorpl - PolsonSImger Legs e dumugeVldlm .
: : vision impaired.

0 ¢ 3 ¢ Bark Scorpion Poison Stinger. Legs take 50% damage. Victim
: : vision impaired.

RadScorpion Poison Stinger. Legs Take 50% damage.

Spore Carrier Burst

Spore Corrier : Abomination : 6 : ~ MNone ~ : 4 : 75 o 20 o Spore Carrier Burst

Spore CorrierBrote & Abomination © 9 ¢ MNene G 5 15 i % o Spore Carrier Burst

Spore Carrier Sovage  : _ Abomination : 12 : ; : : S Spore Carrier Burst regenerates Spore Carrier Brute
Spore Plant : Abominafion : 2 : : - : Spore Carrier Burst

SUPER MUTANTS

Super Mutants include the blue Nightkin, who are usually instantly aggressive (except in Jacobstown), and green Super Mutants (first and second
generation) who can be friendly or hostile (at Black Mountain, for example). Use arm shots so they drop their weapons (because their aim becomes
terrible). Super Mutants never flee.

.......... NAME :  TYPE  CLEVEL:  INVENTORY  : PERCEPTION : HEALTH : DAMAGE :  SPECALWEAPONANDNOTES
Nightkin -~~~ : Super Mulunl Rgb.qruc_l_u.b,_.Er_qg_(_i.rp_qngs_.' S 175 ¢ 20 ¢ May not be initially hostile, depending on location.

Nightkin Master per Mutant : 1 per Sledge, Frog Grenades : 6 @ 360 : | 6 i May not be initially hosfile, depending on locafion.
Nightkin Sniper Super Mutant © 14 : Missile Louncher and Ammo : 5 : 360 : 20 i May not be initially hosfile, depending on locafion.
: Hunting Rifle, Rebar Club, - ’ " )
[ uper bt £ 6 il Boord, ledgehonmer - 3¢ S Moy oot bo il hosile dponding o osion.
Super Mutant Brute © Super Mutant © 9 ASF;(::II:;IE:,[I;II:% Lm'::{::’:?r’ : 5 5 250 : 5 Maynotbeinitilly hostile, depending on location. Nightkin Master

SuperSIedgel|gh1Much|ne ..................................................................
Super Mutant Master :  Super Mutant 12 : Gun, Minigun, Heavy Incin- : 6 © 360 : 6 i Maynotbenitially hostile, depending on location.
: : erator, Missile Launcher : : :

> <
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TRAINING  FACTIONS & BESTIARY ~ [GUNS & GEAR]

MAIN QUESTS

SIDE QUESTS TOUR APPENDICES

Part I: Weapons ¢ Part II: Ammunition ¢ Part III: Gear (Armor and Outfits) ¢ Part IV: Aid (Ingestibles)

The following pages list every single weapon available in the Mojave Wasteland, whether a
gun, melee weapon, or unarmed gauntlet. Next comes every single item of gear you can attach
to yourself, whether a suit of armor, a hat, or even a head-wrap or glasses. Finally, all of the
available ingestibles are shown, so you can see which items bump up the attributes or skills

you need.

&% {—
e 0y
(W E The information is provided

in a highly detailed table,
so that you can easily compare statistics,
learn the strengths and weaknesses of each,
and know which to use.

PART I: WEAPONS

The following portions of the first table are segmented based on the
skill required to use them. In each section, the following information is
displayed. Here’s how it all breaks down:

Name: The name of the weapon, as it appears on your Pip-Boy.
Unique weapons have the prefix, so you can easily compare it to the
“base” model.

Type: This indicates whether the weapon takes one or two hands
to operate, and how the weapon is held. This is helpful because
two-handed weapons slow you down; stow them to quicken your
pace. One-handed weapons don’t cause this encumbrance.

STR Needed: This is the minimum Strength attribute required to
operate this weapon without penalties caused by the armament
being too heavy. Choose the weapons you want to use, and compare
the STR.

Skill Needed: This is the minimum skill (Energy Weapons, Explosives,
Guns, Melee Weapons, or Unarmed) required to use the item
without penalty. Some weapons need great skill, while others don’t.
Check this!

Weight: How heavy the weapon is. Add this to your overall Carry
Weight.

Health: This is the “Hit Points” of the weapon when in full Condition
(CND). It shows how tough the weapon is.

Value: This is what you'd expect a Trader to purchase the weapon for,
before any Barter skill improvements are added.

Clip Count: This is how many bullets, slugs, or ammunition the
weapon has in its “chamber” before it needs to be reloaded.

Ammo: This is the ammunition type that the weapon uses. Collect
or Breakdown and then make more of this type (or a variant of this
type) so you don’t run out.

Attack Damage (DAM): How much damage the weapon inflicts,
on average, each time you shoot or strike with it, using normal
ammunition. This is an important statistic, so you know how
damaging the weapon is.

Automatic: Whether you have to manually squeeze the trigger for
each shot (like a Magnum), or whether you can hold down the
trigger and fire constantly (like a Minigun).

Min. Spread: The minimum angle, in degrees, at which projectiles will
radiate out of the gun’s barrel. A sniper’s bullet, for example, has
a very low spread. But a blast of Shotgun pellets fans out, creating
a wide spread. Notice the amazingly low spread of the Cowboy
Repeater: La Longue Carabine, for example.

Rate of Fire: This is the number of shots, per second, that the
weapon shoots. A rapid-fire Machine Gun has many more bullets
leaving the weapon than a Shotgun, for example.

Crit % Mult: A weapon’s Critical Chance is augmented by this
statistic. This is how much the weapon multiplies to the chance of
scoring a Critical Hit. The higher score, the better.

Uses Sight: “Yes” means the weapon uses a sight to zoom in on an
enemy, and “no” means it doesn’t.

Critical Damage: This is how much extra damage is usually called if
a Critical Hit is successful. This value does not take the target’'s DR
into account, effectively bypassing armor.

Action Points: This is how many Action Points it takes you to fire the
weapon.

Unique Weapon: Whether there’s only one of this weapon. If this is
the case, the location of the weapon is listed in the Notes section.

Modifiable: Whether this weapon can be upgraded. The number
indicates how many upgrades are available.

Note and Upgrade Modifications: This details any additional weapon
effects, lists and describes what each upgrade modification does,

and in the case of Unique Weapons, details where the weapon can
be found.
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PART II: AMMUNITION BREAK DOWN

Knowledge about the different ammunition types, and the variants of each type, is vital to your adventure. The following represents advanced
know-how about the basic and craftable ammo you should attempt to construct, and recommendations on use. Your opinions may differ.

&) Ammunition for Guns
Ammo: .22 Long Rifle

Basic: Low damage but easily silenced. Best
for soft targets, especially with a Sneak
attack.

Hollow Point: Damage increased 75 percent,
but triples target DT. Best ammo for
Silenced .22 weapons, since you shouldn’t
be attacking armored targets with a .22
anyway!

Plinking: Damage decreased 15 percent, but
cheap and available in bulk.

Advice: Completely useless if you have
access to ANY OTHER GUN in the Mojave
Wasteland.

B Ammo: 5.56mm

Basic: Accurate at range, but still the lowest-
damage Rifle round per shot until you get
to late-adventure weapons such as the
Marksman Carbine or Light Machine Gun.

Armor Piercing: Reduces damage by 5
percent overall but cuts target DT by 15.

Hollow Point: Increases damage by 75
percent but triples target DT.

(Military) Surplus: Triples weapon decay
but gives 15 percent damage increase. Give
these to Boone or Raul with the Marksman
Carbine and they won’t wear out. Otherwise
they should be avoided.

.223: Reduces wear by 20 percent, decreases
damage by 10 percent and reduces target
DT by 8. Good for lightly-armored or
unarmored targets with low HP, especially
in rapid-fire 5.56mm weapons like the Light
Machine Gun.

Advice: A good choice early or late in your
adventure, but suffers midway through
(when not all variants can be crafted). It
is cheap and readily available if you have
nothing better.

(5 Ammo: 9mm

Basic: Low damage but commonly available.
Weak against anything more than a lightly
armored target.

Hollow Point: Increased damage by 75
percent, but triples target DT. Only really
useful against soft targets.

+P: Damage increased 10 percent and
reduces target DT by 2 at the cost of 20
percent more wear on the weapon.

Advice: +P is the saving grace here, especially
used with the Unique Weapon Maria.
Otherwise ditch this ammo type as soon as
you can get a 10mm.

(%) Ammo: 20ga

Basic: Larger spread, effective on soft targets
at close range, but damage is split between
7 pellets, making armor penetration
difficult.

Magnum: Damage increased 15 percent at
the cost of 15 percent more wear on the
weapon.

Slug: Reduces spread 35 percent, making it
better for long range in a pinch, but still not
as accurate as a Rifle or Pistol shot.

Advice: Pretty good as a close-quarters
weapon early in your adventure, but after
that it becomes less effective, unless you
have the Shotgun Surgeon perk. Even
then, the Hunting Rifle rapidly overtakes
Shotguns for all-around effectiveness and
utility.

Ammo: 10mm

Basic: Fast rate of fire with superior damage
and similar accuracy to the 9mm. Good for
light-medium armored targets.

Hollow Point: Damage increased 75 percent
but triples target DT.

JHP Handload: Hybrid of basic and hollow
point. Damage increased 65 percent but
doubles target DT.

Advice: Load this ammo up for the best
early- to mid-adventure backup weapons
bar none.

73 Ammo: .357 Magnum

Basic: Good damage and accuracy at medium
to long range.

Armor Piercing: Reduces damage by 5
percent overall but cuts target DT by 15.

Hollow Point: Increases damage by 75
percent but triples target DT.

.38 Special: Damage and wear decreased by
25 percent. Best for rapid-fire .357 weapons
against lightly armored targets.

.357 JFP Handload: Damage increased
25 percent, target DT reduced by 3, and
spread reduced by 20 percent. Best for
sniping armored targets at range.

Advice: Good early on, but slower than the
10mm. The Pistol has limited usefulness
once you have the Cowboy Repeater.

22 Ammo: 12 Gauge

Basic: Similar to 20 Gauge, but damage is
increased across the board.

Magnum: Damage increased 15 percent at
the cost of 15 percent more wear on the
weapon.

Slug: Reduces spread 35 percent, making it
better for long range in a pinch, but still not
as accurate as a Rifle or Pistol shot.

Coin Shot: Identical to Basic, but cheaper to
craft.

Bean Bag: Damages target fatigue by 250
but at 95 percent less HP damage. Good
for stunning high-damage targets to buy
yourself some time.

Advice: A good replacement for the 20ga
mid-way through your adventure, but it
suffers later, even with Shotgun Surgeon
and a modded Shotgun.

&3 Ammo: 5mm

Basic: Low damage, but associated with high-
rate-of-fire weapons; best used for lightly
armored targets with high HP or multiple
light-armored targets.

Armor Piercing: Reduces damage by 5
percent overall but cuts target DT by 15.

Hollow Point: Increases damage by 75
percent but triples target DT.

Advice: This type works well with a modded
Carbine for the added ammo capacity,
but generally weak in the later adventure
without a modded Minigun, which really
requires a specific Character Archetype to
use effectively.

£9 Ammo: .44 Magnum

Basic: Good damage against all but the
tougher targets, but generally more
expensive and harder to come by.

Hollow Point: Increases damage by 75
percent but triples target DT.

SWC Hand Load: Damage increased by 20
percent and reduces target DT by 6; best
ammo to use for this type if you can craft it.

Advice: Excellent if you can find a Trail
Carbine early on, otherwise it gets eclipsed
by the .308 and 10mm/That Gun.

() Ammo: .308

Basic: Best all-around Rifle ammo type.
Accurate at range and damage scales up
quite well.

Armor Piercing: Reduces damage by 5
percent overall but cuts target DT by 15.

Hollow Point: Increases damage by 75
percent but triples target DT.

JSP Hand Load: Increases damage by 50
percent; best ammo to use if you can craft
it.

Advice: The most versatile ammo type
available, effective against the bulk of
enemies you’ll encounter. The Hunting Rifle
is exceptional, and the Sniper Rifle is even
better.
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Ammo: 12.7mm

Basic: Highest-damage Pistol ammo type
available. This has a slower rate of fire but
packs a serious punch; effective against
almost any target.

Hollow Point: Increases damage by 75
percent but triples target DT. Good against
light or medium armored targets with
higher HP.

Advice: The low rate of fire hurts this ammo
type and it doesn’t deal as much damage
as the 45-70. Weapons using this type are
stuck in a sort of limbo between heavy
Pistol and rapid-fire room clearer. Other
guns do the job better by filling more roles.

(73 Ammo: .45-70 Government

Basic: Excellent damage against even the
toughest targets, but ammo is more
expensive and can be harder to find than
almost any other type.

Hollow Point: Increases damage by 75
percent but triples target DT. Damage
output is high enough to remain effective
against all but the most heavily armored
targets.

SWC Hand Load: Damage increased by 20
percent and DT reduced by 6 but weapon
decay is tripled. Useful for sniping heavily
armored targets.

Advice: This is a great ammo type; this is the
end-game goal for any Gun specialist.

€2 Ammo: .50MG

Basic: Highest damage and most expensive
ammo type of all, used only by the Anti-
Materiel Rifle. Most effective against single
targets with lots of HP, and all but the

Armor Piercing: Reduces damage by 5 percent
overall but cuts target DT by 15. Effective
against the heaviest armors available.

Incendiary: Add a damage over time effect
identical to the flamer, affected by the
Pyromaniac perk. Otherwise deals damage
like the Basic shot.

Match Hand Load: Increases damage by 15
percent and reduces weapon spread by 35
percent. Best ammo to use for this weapon
if you can craft it.

Advice: Awesome if you have the patience for
sniping, otherwise the 45-70 fills out the
high-damage utility role. This ammo type is
super heavy in Hardcore mode.

&) Other Y

Ammunition Types
() Energy: All Types

Basic: Normal damage, normal wear on the
weapon; best for general usage.

Bulk: Reduces wear and damage by 15
percent. Best for rapid fire weapons (RCW/
Gatling Laser, Laser Rifle, Laser Pistol) or
for weak targets with plasma.

Over charge: Increased damage 25 percent
at the cost of 50 percent extra wear on the
weapon. Good in a pinch when regular
laser weapons can’t beat the target's DT
or for light-armored targets with a plasma
weapon.

Max charge: Increases damage 75 percent
but wears out the weapon nearly 2.5 times
as fast. Best in slow-firing weapons that
pack a lot of punch where you generally
can’t afford to miss anyway.

#2 Ammo: Flamer

Basic: Low direct damage, but good damage
over time. Best against lightly armored
opponents but can be effective against hard
targets given enough time.

Homemade: More readily available than
basic fuel, but triples the wear on the
weapon.

[D Explosives: 25mm Grenade

Basic: Smaller area effect damage overall but
generally effective against most targets due
to the high rate of fire.

High Explosive: Increases damage by 35
percent; best ammo for this type.

D Explosives: 40mm Grenade

Basic: Moderate area effect damage and
generally more effective against all targets
but suffers from a lower rate of fire.

Incendiary: Adds the flamer damage-over-
time effect. Best used as an opening shot to
put enemies at an early disadvantage.

& Explosives: Missile

Basic: Good direct plus area-effect damage.
Dangerous to the user in close quarters
and suffers from a lower rate of fire.

High Explosive: Increases area of effect
damage by 35 percent. Generally the best
option when you have enough range to use it.

High Velocity: Increased speed on the
Missile makes it easier to use on moving
targets at range. Also allows you to drop
two Missiles on a stationary target at once
by firing a HE or Basic Missile and then
quickly swapping in a HV Missile and
immediately firing at the same target.

heaviest armor.
[ ]

GEAR (ARMOR AND OUTFITS)

The next table profiles all of the different pieces of armor, clothing,
hats, protective clothing, and glasses available from scavenging, on the

corpses of those you Kill, or bought from vendors. Here’s what each

table column displays:

Value: How much you can expect to sell the gear for, before any
Barter bonuses are added.

Health: This is the “Hit Points” of the gear when in full Condition
(CND). It shows how tough it is.

Name: The name of the gear in question; usually what appears on

your Pip-Boy.

Power Armor: Whether the item is Power Armor or not; and therefore

Size: This indicates how bulky the item is, which is strictly a visual
cue so you can gauge how much your character is likely to change,

looks-wise.

whether it requires the Power Armor Training perk to wear.

Quest: Whether the gear is a crucial part of a Main or Side Quest.

DR/DT: This is the value of the Damage Resistance/Damage

Threshold of the gear. As only DT has a number, it is the amount of
damage you can expect the armor to absorb before the user suffers

Hit Point loss.

Weight: How heavy the item is, adding to your Carry Weight.

Unique: Whether there’s only one, or in a few cases, very few of this
particular item. If this is the case, the tasks needed to find it is

listed in the Notes and Location sections.

Notes: Additional protection, Stat increases (or decreases), and infor-

mation for Unique Items are noted here.

Weight Class: A quick check to see how heavy the gear is, so you can

see at a glance how encumbered you're likely to be (both wearing

and/or carrying the gear).

Location: Notes on where the Gear is predominantly found.
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- Power ;
Name : Armor : DT/DR : Weight : Weight Class : Value : Health : Size : Quest : Unique : Notes : Location

Brotherhood T-45d Power Armor STR +2, AGL 2, R, * Hidden Valley
Res. +10 :

Brotherhood T-51b Power Armor i STR+1, Rad. Res. +25 : Hidden Valley

Ener. Weap. +10, Rad.
Res. +20

Legion Centurion Armor

Legion Explorer Armor

Metal Armor, Reinforced

NCR Bandoleer Armor

NoPowerArmorTrummg .......................................................
Required, AGL -2

Raider Sadist Armor

Recon Armor Medium Sneak +5

©SH +1, Rad. Res. +15 : Given from Daisy after completing Side Quest: For Auld
......... Lang Syne.

Remnants Power Armor

Heavy

T-45d Power Armor STR +2, AGL -2, Rad.
....................................................................................................................................................... L O
StbPowerhmor g Yes : 35 A0 ey 5200 2000 : 27 : Mo : Mo | £ STRALRUReS 425 & e

Van Graff Combat Armor Yes : Given by Gloria Van Graff during Side Quest: Birds of

 a Feather.

Vault 34 Security Armor

Benny’s Suit

Boomer Flightsuit

Bounty Hunter Duster CHR +1, Guns +5

Brahmin-Skin Outfit AGL +1, END +
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Name i Location

Caravaneer Outfit

Civilian Engineer Jumpsuit
Dapper Gambler Suit

Fancy Gambler Suit
Field Hand Outfit

Followers Lab Coat
Formal Wear

Leather Armor
Leather Armor, Reinforced

Merc Grunt Outfit : : : : i : : : :  Melee Weap. +2, Guns +2 :
Merc Troublemaker Outfit R : i : : ©25 5 No i Mo Melee Weap. +2, Guns+2 ;

Merc Veteran Outfit - : : : : i : : : :  Melee Weap. +2, Guns +2 :
NCR Engineer Jumpsuit : A : i : : : Do PN Repair +5

Naughty Nightwear :[20.02].

Powder Gang Plain Outfit

e
Pre-

President Kimball's Suit : . . : : : : : . . . e
Prospector Outfit i : i : : : ; i v H :

Radiation Suit

Ranger Casual Qutfit

: Worn by the Lonesome Drifter, at the Sunset Sarsaparilla .
: Billboard [3.521]

Roving Trader Qutfit
Scientist Outfit
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Vault 3 Jumpsuit

Vault 3 Utility Jumpsuit

Vault 34 Jumpsuit

Vault Lab Unifor

Wasteland Settler Quifit
Wasteland Surgeon Qutfit

Authority Glasses

Ist Recon Beret

FACTIONS & BESTIARY ~ [GUNS&GEAR] ~ MAINQUESTS  SIDEQUESTS ~ TOUR  APPENDICES
Part I Weapons e Part II: Ammunition  Part IIl: Gear (Armor and Outfits) » Part IV: Aid (Ingestibles)

PA‘:-::::DT/D"Wem'"We's"'f'«ssV«'“e"e«"h | .......... "ms ....................... loafion

B T T T T T T LN Wi+ B

............ TR T AL RN LI L L LA s R

............ T L N L L UL T Wi

............ T AL TR IR LT L L N e R

............ T L N L LT UL L Wi S
Melee Weap. +2,

Speech +2

Lockpick +5, Repair +5

Melee Weap. +2,

Worn by the King.

Combat Helmet, Reinforced Mark 2

Construction Hat

Eyeglasses

Fancy Gambler Hat

Fiend Helmet

Fiend Warrior Helmet

Hockey Mask

Jessup’s Bandana

Metal Helmet

Unarmed +5

Unique Item. PER +1
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Name

Metal Helmet, Reinforced

Location

Motorcycle Helmet

0ld Cowboy Hat

: Find 10 in a storage room, inside REPCONN Headgquarters .

Party Hat * top-floor Research laboratory.

Police Hat

Pre-War Bonnet

Pre-War Hat

Guns +5,

Ranger Brown Hat

Ranger Grey Hat

Ranger Helmet
Ranger Tan Hat

Recruit Helmet

Remnants Power Helmet

Stormchaser Hat
Stylish Gambler Hat

Trooper Helmet

Tuxedo Hat

Vault 34 Security Helmet

Veteran Decanus Helmet

Well-Heeled Gambler Hat
White Glove Society Mask

PART IV: AID (INGESTIBLES)

The last table details all of the different items that appear in your Pip-Boy’s Aid Menu. They are known as “ingestibles” (you eat or drink them).
Here’s what the following information all means:

> o —
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Name: The item’s name. Note the chart is separated into Food and applied to a Melee or Unarmed Weapon. Don't eat it!

Drink, Alcohol, Chems, and Magazines and More. Addictive (Ad.): Whether this causes a chance of addiction each time
Weight (Wt.): How much the item adds to your Carry Weight. you consume it.
Value (Val.): How much you can expect to sell the item for, before any Craftable: Whether this item can be created on a campfire (or bench).

Barter bonuses are added. Harvestable (Har.): Whether this item can be plucked from a dead

Quest Item (Q.1.): Whether this item is important (and usually animal, or a plant dotted around the Mojave Wasteland.

critical) for a Main or Side Quest. Notes and Effects: This lists was initial benefits or problems the item

Poison (Poi.): Whether this is actually a poison, and should be causes when consumed.

________ Name Wt._E_VuI. ‘ol Poi. ‘Ad. Craftable Har. Effects 5 Craftable Har. Effects

PNo i Rads+2 HP+3(5)

Mutfruit

Rads +1, HP +3 (55) g;;df\mgsﬂﬂndv

o © Ener. Resis. +75, Fire Resis. +75, oo e
: Rads +2

HP +3(7s)

Rads +2, HP +3 (5s)

Irradiated
InstaMash

Irradiated Mac &
Cheese

Rads +2, HP +3 (5s)
Rads +2, HP +3 (55)

Rads +1, HP +3 (5s)
 Ingredient : Rads +1, HP +3 (55)

Recipe Rads +1, HP +10 (15s)

rodted Sashury £ 15 9 o £ o ¢ o Mo i Rads+2 HP43 (59

Irrudiutefi Sunset HP +2 (25s), Rads +4
Sarsaparilla

adited Sugor © AP 415, Rads +2, HP 43 (75)
- 120 171, Rads +3, HP +7 (55)

Irradiated YumYum :
Devil Eggs

Rads +1, HP +7 (10s)
AP +9, HP +10 (20s)

© Low-Light Vision, DT +6, HP +10
: (20s), Rads +2

Iaied ol o S No i END-3Rads 42, HP +3 (55
lodus : : : :

Irradiated Cram Rads +2, HP +3 (5s) et e, SRR NN JO e N olOR Nt Oy ORI FO oL NN e Ui e A o Y|

>

B I i L TN T I T 3

XY
S
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Effects He Effects

Rads +1, HP +3 (5s) Dixon’s Jet

Rads +1, HP +3 (55) Human Remains

o | Rads +1, HP +3 (5s), only eaten
: by Cannibals

 Restore All Body Parts. Only used
¢ during Main Quest: Et Tumor,
Brute?

AGL-3 (1m), PER -3 (1m), HP
-8(10s)

Rads +1, HP +1 (55)
AP +15, Rads +1, HP +3 (7s)

HP +3 (4s)
Rads +1, HP +3 (55)

YumYum Deviled
s

CHR +3, PER +3 Stealth Boy : : Stealth Field +75, Sneak +100

HP +129

© Super Stimpak Debuff, HP +259

: ¢ Guns -50 (20s), Explos. -50 (20s),
Recipe : No :  Melee Weap. -50 (20s), Ener.
: : Weap. -50 (20s), HP -2 (20s)

Stimpak

Super Stimpak

Repair +20

CHR +3, INT -3, STR +3, Quest Ener. Weap. +20

Item in Side Quest: Beyond
the Beef.

Ant Queen
Pheromones

E{ogmmmers Science +20
igest

Salesman Weekly : 0 : 20 Barter +20

NGR Emeraenc : : : : Unique ltem, awarded by NCR:
s A I I Free Quest: Emergency Radio
Radio : : : : W
aves.

Weapon Repair Kit : 1 : 20 : No : Repairs Current Weapon

Plant Life

Here are some locations where multiple plants have been spotted clumped together (bear in mind there are plenty more areas to search):

Plant Name General Locations Plant Name General Locations

Nevada Agave E-
¢ : [3.17] Fisherman's Pride Shack; area surrounding to the north.

: [3.04] Fields' Shack; area south and west.

Prickly Pear

White Horse Nettle

[3.07] Bloodborne Cave; area to the southwest.

2= Lo =3
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 Wtiin Quests Dutroclhction——

PREPARATION: AIN'T THAT A HOLE IN YOUR HEAD?

This chapter details the courier’s journey from a half-buried corpse to a
trek around the Mojave, into and out of New Vegas where alliances are
both favored and broken, past a brief meeting with an NCR president,
and a final attack or defense. This is broken down into three Acts. The
following table shows the Quests within these Acts.

Spoiler Alert! Remember that the optimal path

‘ L]
' ea_m/(}—”_/ to complete every Main Quest is shown, along

with pretty much every possible conversation and combat choice.
The farther you read, the more is revealed. Don't venture into pages

Main Quests: An Epic Adventure in Three Acts

The following table shows the names of every Quest, the major locations
they take place in, and the associated Factions you're working for.

QUEST NAME LOCATIONS
MAIN QUEST: ACT |

[4.051 Goodsprings

[4.11] Goodsprings Source

Ain't That a Kick in the Head
Back in the Saddle

unknown unless you're ready to read the consequences! By a Campfire on the Trail [4.06] Goodsprings Cemetery, [4.11] Goodsprings Source
Act I: The Journey to New vegas They Went That-a-Way EI?:pI:Zg B[t;u%e]r ’5231854.05] Goodsprings, [4.17] Primm, [4.30]
NEUTRAL Act Iis .straightfor.ward: You regain consciousne.ss, lear1.1 Ring--Ding Ding! [2D.04] The Tops @i
the basics of survival, and track the men who tried to kill
MAIN QUESTS: ACTII

you, all the way into the New Vegas Strip. You are considered “neutral”
during this time, and the Quest has the preceding icon to show that
you don’t need to pick a side.

Act lI: Alliances Are Made (to be Broken)

Act II is where your alliances are formed and Reputations are made.
You cannot please all sides forever, and although you can meet every
Faction leader, and even agree to their demands, sometime during Act
II you'll need to take a stand! The Quest splits into four separate paths,

depending on who you decide to align with:
! Should you attempt an “independent” New Vegas,
and ignore all coaxing and offers from the three major
Factions, your Quest progression occurs through Quests flagged
with this icon.

e If you decide to ally with Mr. House, you receive

38 M instructions from him—and shrug off the threats of
violence (and actual violence) from the NCR and Legion—and
continue along the Quests marked with this icon.

new @, | The New California Republic wants you! If you want them

back, and you can stall Mr. House and deal with periodic

Legion incursions, you have a number of multiple-objective Quests
to perform, all flagged with this icon.

aesars) I the Slavers swarming in from Arizona are your kind of
ﬁ LEGION_| people, you must gain an audience with Caesar himself,

tackle the periodic assassination attempts by NCR Rangers, ignore
the threats of Mr. House, and finish one gigantic, and one tiny (but
vitally important) Quest, marked with this icon.

All the way through Act II, some of your major tasks involve shoring up
support for your chosen ally. Secondary alliances, such as those with
the Great Khans, Boomers, or Brotherhood of Steel, are investigated

or tested; and these affect the forces you see during Act III. All of the
secondary alliance Quests are “Side Quests,” and are covered in the
next chapter, although all the information you need appears here, too.

Then, at the very end of Act II, President Kimball decides to fly in and
visit Hoover Dam. Depending on your alliances, you're also there to
observe, defend, or assassinate him.

Act IlI: The Second Battle for Hoover Dam

Before you begin Act III, it is usually wise to complete all your other
exploration plans (including Side and Free Quests). The side you've
picked, and the secondary Factions you've allied with, all come into
play for this final push. There are four separate ways to leave a mark
on the Mojave, and all are detailed. As for the endings? Consult the
Appendices, but only if you want Spoilers to sear into your eyeballs.

Wild Card: Change in
Management

Wild Card: You and What Army?

[2D.04] The Tops Casino, [2D.02] Lucky 38 Casino

[6.20] Cottonwood Cove, [3.28] The Fort

[3.017 Nellis Air Force Base, [1.15] Red Rock Canyon, [2D.01]
Gomorrah, [2D.05] Ulira-Luxe Casino, [5.11] Hidden Valley

[3.33] Hoover Dam, [5.04] El Dorado Substation, [2C.01] Old
Mormon Fort, [2D.02] Lucky 38 Casino

Wild Card: Side Beis

Wild Card: Finishing Touches

The House Always Wins, | [2D.02] Lucky 38 Casino, [2D.04]1 The Tops Casino
The House Always Wins, Il [6.20] Cottonwood Cove, [3.28] The Fort
The House Always Wins, IlI [2D.02] Lucky 38 Casino, [3.017 Nellis Air Force Base

The House Always Wins, IV
The House Always Wins, V

The House Always Wins, VI
The House Always Wins, VII

[2D.02] Lucky 38 Casino, [2D.01] Gomorrah

[2D.02] Lucky 38 Casino, [5.11] Hidden Valley
[2D.02] Lucky 38 Casino, [3.33] Hoover Dam

[5.041 El Dorado Substation, [2D.02] Lucky 38 Casino

[6.20] Cottonwood Cove, [3.28] The Fort, [2D.02] Lucky 38
Casino, [3.01] Nellis Air Force Base, [2D.05] Ultra-Luxe Casino,
[5.11] Hidden Valley

[3.28] The Fort, [2.10] New Vegas Medical Clinic,
[3.12] Vault 34

Render Unto Caesar

Et Tumor, Brute?

Things That Go Boom [2D.071 NCR Emhassy, [3.01] Nellis Air Force Base
[2D.071 NCR Embassy, [Zone 2C] Freeside, [2C.05] King's School
King's Gambit of Impersonation, [2.07] Silver Rush, [2C.01] Old Mormon

Fort, [2.19] Camp McCarran, [3.33] Hoover Dam

[3.33] Hoover Dam, [1.15] Red Rock Canyon, [2D.01]
Gomorrah, [2D.02] Lucky 38 Casino, [5.117 Hidden Valley

[3.33] Hoover Dam
Arizona Killer [3.33] Hoover Dam

MAIN QUESTS: ACT Il

No Gods, No Masters [3.33] Hoover Dam, [3.34] Legate’s Camp

For the Republic, Part 2

You'll Know it When it Happens

All'or Nothing [3.33] Hoover Dam, [3.34] Legate’s Camp
Veni, Vidi, Vici [3.34]1 Legate’s Camp, [3.33] Hoover Dam
Eurekal [3.331 Hoover Dam, [3.34] Legate’s Camp

Protected by copyright. Unauthorized or unlawfu\l'copying or downloading expressly prohibited.



TOC TRAINING

FACTIONS & BESTIARY

GUNS&GEAR  [MAINQUESTS
Introduction ¢ Act 1 ¢ Act 2 ¢ Act 3

SIDE QUESTS

TOUR APPENDICES

Ain’t That a Kick in the Head ¢ Back in the Saddle ¢ By a Campfire on the Trail ¢ They Went That-A-Way ¢ Ring-a-Ding Ding!

Wild Card: Change in Management ¢ Wild Card: You and What Army? ¢ Wild Card: Side Bets * Wild Card: Finishing Touches ¢ The House Always Wins, I » The House Always Wins, II
The House Always Wins, IIl « The House Always Wins, IV ¢ The House Always Wins, V ¢ The House Always Wins, VI « The House Always Wins, VII ¢ Render Unto Caesar

Et Tumor, Brute? ¢ Things That Go Boom ¢ King’s Gambit ¢ For the Republic, Part 2 ¢ You'll Know It When It Happens ¢ Arizona Killer

et/

No Gods, No Masters ¢ All or Nothing ¢ Veni, Vidi, Vici * Eureka!

AIN’T THAT A KICK IN THE HEAD

ALLIED FACTION
NEUTRAL

QUEST FLOWCHART

Talk to Doc Mitchell

v

Select Name

Select Gender and appearance

{_

Walk over to the Vigor Tester

“

Select S.PE.C.LA.L stats

4=

Walk over to the couch and sit down

‘_

Answer questionnaire

‘_

Select Skills

‘_

Select Traits

‘_

Head to the exit

Exit the house

Q Adjust Your Score... It Ain’t Cheatin’!

Q ‘Walk to the Vit-o-matic Vigor Tester.

Q Use the Vit-o-matic Vigor Tester.

After a particularly
bad evening, and
rescue by Victor

the Securitron,

you awake inside
Doc Mitchell’s
medical shack in

B the settlement of

Goodsprings [4.05]. Choose your name, check
your appearance, and then follow the doc
and Activate the Vit-o-matic Vigor Tester (1).
Follow the on-screen prompts and adjust
your S.P.E.C.ILA.L. attribute values, spending
five additional points.

Sit down on the couch in Doc
Mitchell’s living room.
Q Follow Doc Mitchell to the exit.

Follow the doctor (2) to his comfy couch, and
learn to use your body again. That shot to the
head played havoc with your motor skills, so
make sure you learn how to Jump, Pick Up
Items (and put them down again). Pick up the
Brahmin Skull above Doc Mitchell’s fireplace,
and put it down again. Then sit on the couch,
and begin a series of word-association and
Rorschach tests. Relax! There’s no wrong
answer, although your comments influence
how your trio of Tag skills are chosen. Simply
Reset and choose three new Tag skills if you
don’t like what you get. Next fill in a final
form regarding your past medical history.
Check up to two traits that best apply to your
play style. Then simply follow Doc Mitchell to
the Door to Goodsprings, where the Delivery
Order you were carrying is presented to you,
along with some Bobby Pins, a Pip-Boy, and
a gift (see below). Doc suggests you talk to
Sunny Smiles before leaving town; she can
help teach you how to fend for yourself in

the desert. When you're ready to leave, open
the door. This prompts you into choosing
Hardcore mode or not. Once go through the
door, Main Quest: They Went That-A-Way
begins.

As you leave, you're presented with a gift
from the good doctor. The item in question all
depends on which combat skill you tagged:

£}

‘* You receive a 9mm Pistol.

GUNS

You receive a Laser Pistol.

o
2

s.
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=

EXPLOSIVES

k You are handed some Dynamite.
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You also receive a Straight Razor, as
well as the 9mm Pistol.

You also receive Boxing Gloves, as
well as the 9mm Pistol.

UNARMED 5

Delivery Order

Bobby Pins x6

Stimpaks x4

Straight Razor

Boxing Gloves

9mm Pistol

Laser Pistol

Vault 21 Jumpsuit

Pip-Boy 3000

020088080

‘E‘L‘)@@ ./IP m The Training chapter of

this book has all the infor-
mation you need regarding Attributes, Skills,
Traits, and Hardcore mode.

3
. 7' For more items and weapons,
) Lﬂ-’ search all the rooms in

Doc Mitchell’s house to uncover
ammunition, Antivenom, Stimpaks, Rad-X,
a Gun Case with a Laser Pistol, a Chemistry
Set, a Magazine, some Glasses, and a Broken
9mm Submachine Gun. This sets you up
reasonably well for your initial explorations.

£ 7
(?‘)@ _/IP E The first Quests (Back in

the Saddle, followed by
By a Campfire on the Trail, with the option
to continue with Side Quest: Ghost Town
Gunfight/Run Goodsprings Run) are now
available, and the first two are detailed below
(the third is in the Side Quests chapter).
These are optional, but it’s recommended
that you complete all three before you start
Main Quest: They Went That-A-Way.
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BACK IN THE SADDLE

ALLIED FACTION
NEUTRAL

QUEST FLOWCHART

Speak with Sunny Smiles

Get training behind the saloon

Agree to go hunt Geckos

‘_

Kill the Geckos at the first well

L=

Talk to Sunny

4=

Kill the Geckos at the second and third wells

+

Talk to Sunny again

A Smashing Time at the
Prospector Saloon

»-_’ ’;

il

-~

Take your first
tentative steps

into Goodsprings
and locate Sunny
Smiles to begin this
Quest, ideally before
beginning Main
Quest: They Went
That-A-Way. Simply head east from Doc’s
house along the main street until you reach
the Prospector Saloon (1). That old man by
the door is Easy Pete (2), a scavenger who
prefers the term “prospector.” Mine him for
information on the NCR, Legion, Bighorners,
Hoover Dam, and Victor, then open the Door
to Prospector Saloon.

Inside the saloon,
you're stopped by
Sunny Smiles (3) and
her dog Cheyenne.
Aside from a wealth
of background
information, Sunny
Smiles provides some

useful additional items:

Ask her if there’s any work available, and she
says no, but suggests you look around inside
the Goodsprings Schoolhouse for a safe, and
gives you a relevant Skill Magazine!

'T‘l Locksmith Reader
Bobby Pins x3

Tell Sunny that Doc Mitchell said she could
teach you to survive in the desert. She agrees,
and tells you to meet her outside, behind the
saloon.

>

Q) Or, you can rampage
" Q: thro);gh the towrP:, I%illing
everyone. This isn't terribly wise. If you're
this way inclined, try siding with the Powder
Gangers during Side Quest: Run Goodsprings
Run, first.

Q Meet Sunny Smiles behind the
Prospector Saloon.

’ Shoot 3 sarsaparilla bottles outside
the Prospector Saloon.

‘E?){{{@ JVJ m The Tour chapter

of this guide details
all scavenging. Simply read the entry
on Goodsprings to find out what the
Schoolhouse (and every other accessible
building) contains.

Follow Sunny out the rear exit to the rocky
scrub behind the saloon. Sunny hands you a
Varmint Rifle, which you can use (or another
firearm you've collected already). Stand

next to Sunny, and aim at one of the bottles
balanced on the fence (4). Target each bottle,
and fire. The bottles aren’t alive, so V.A.T.S.
is unavailable. Increase the chances of hitting
each bottle by using Iron Sights, and looking
down the barrel of your weapon. Also, try
crouching.

With three bottles struck, Sunny congrat-
ulates you, and reckons you'd have more fun
tagging some troublesome Geckos lurking
near the Goodsprings water supply. Agree to
follow Sunny to continue this Quest.

Varmint Rifle
Q Follow Sunny.

Q Kill the geckos at the well.

3
. 7' Is Sunny Smiles outrunning
: Lp—' you? Sunny has her weapon
stowed; you run more slowly if
you're carrying a two-handed armament.
So sheathe your firearm, blade, or fist to
increase your pace.

- ’ -
Leapin’ Lizards
Sunny dashes off to the south, then edges
southwest toward Goodsprings Source [4.11],
and waits behind a large rock formation. The
Geckos are on the ridge behind her. You can:

= e Crouch and sneak around, and blast
ﬂ them with a surprise attack.

Or, you can run in and fire, using any
weapon you wish. Try out V.AT.S., as well
as manual aiming, looking down the barrel
of your weapon, and crouch-firing (5).

When combat is over, return to Sunny
Smiles. She gives you some ammunition

for your Varmint Rifle, and asks you to
accompany her to a second well. There’s Caps
in it for you!

N .‘6

Agree (or the Quest ends), and continue along
the rocky bluffs to a second well with more
Geckos. Just over the ridge is a third and
final well, located at Goodsprings Source (6)
itself. There may be more Geckos there, along
with a Goodsprings Settler (who rewards you
with Purified Water if you save her). Be sure
not to hit her, or face Sunny’s wrath! Find
Sunny on the rocky outcrop nearby, and

ask about your reward, which she gives you,
along with a chance to figure out how to live
off the land. Interested? If so, By a Campfire
on the Trail begins.

50 Caps

Purified Water x3
Goodsprings Fame Gained! (If the
settler wasn’t killed)

the

(3 f o During the fights
with the Geckos,

Cheyenne enthusiastically bounds into

e fray. Don’t hit her, or any innocents! You

may wish to use V.A.T.S. so you can count
on every shot hitting its intended target.

<
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BY A CAMPFIRE ON THE TRAIL

ALLIED FACTION

NEUTRAL

QUEST FLOWCHART

Complete in Any Order

v v
Gather Broc Flowers at | Gather Xander Root by
the graveyard the school house
L ]

v

Return to Sunny at the campfire by Goodsprings
Source

+

Speak with Sunny

v

Activate the campfire

v

Create the Healing Powder

+

Speak with Sunny again

If you agree to let
Sunny Smiles teach
you how to live off
the land at the end of
Back in the Saddle,
you get instructions
on where to search
for two indigenous
plants: the Broc Flower and Xander Root. At
this point, you can:

Produce both plants, if you've
already collected them on your

S LS travels, and move to the campfire.

FLOWER ROOT

Or you can search for the Broc Flower
e (1). The nearest one is up at the
{17 Goodsprings Cemetery [4.06] (2), close
to the cliff edge and water tower, at the foot

of a plant.

Or you can
search for the
i Xander Root
(). It is nestled by a
tree-stump, near the

Schoolhouse (4).

Collect the two plants
in any order. If you
want to minimize backtracking, grab the
Xander Root first.

Q Bring the Broc Flower and Xander
Root to Sunny at the campfire.

* Use the campfire to make Healing
Powder.

Return to Sunny Smiles. She’s waiting for
you at a prospector’s campfire (5) just below
Goodsprings Source [4.11]. You're going to
make some Healing Powder. Move over and
Activate the Campfire.

Scroll down your Recipes until you reach the
one labeled Healing Powder, and click on it to
make one Healing Powder.

Simple! Now you've been given step-by-step
instructions on foraging for a wide variety

of items to combine to make helpful elixirs.
Sunny bids you farewell, asking you to stop
back at the Prospector’s Saloon to speak with
Trudy, the proprietor. The Quest completes.

Healing Powder
m Goodsprings Fame Gained!

Go and meet Trudy at the Prospector
Saloon.

3

. o When you enter the

) Prospector Saloon, Trudy is
arguing with Powder Ganger Joe Cobb.
You can either watch the conversation unfold
or interrupt and speak with Joe Cobb. Cobb
offers information and tells you to meet him
at the Powder Ganger camp for the Side
Quest: Run Goodsprings Run. Or, you can
speak with Trudy to begin the Goodsprings
side of this Quest: Ghost Town Gunfight.

) o lyouh
! -/IP you have a greater

Survival skill and a variety
of other items, you can try a wide range of
other Recipes. You can also subdivide the
Recipes into Food, Aid, Chems, and Misc
while at a campfire. Remember you can
Upgrade and Repair Weapons using the
same principle, but at a Workbench, or after
purchasing weapon parts from vendors, or
finding them. For more information, consult
the Training chapter.

3
. 7' Want evidence of your killer’s
B Lﬁ—/ identity? Then pick up the
Cigarette Butts in the Graveyard; they
might come in handy as proof later into your
adventuring,.

THEY WENT THAT-A-WAY

ALLIED FACTION
NEUTRAL

Victor, Vikki, and Vance

Inquire about your delivery
assignment with the administrator of
the Mojave Express in Primm.

* (Optional) Talk to Victor in
Goodsprings about your rescue.

Q the men who tried to kill you.

See flowchart on the following page

You have your marching orders. Primm [4.17]

is south of Goodsprings [4.05], so finding

Victor is the closest Objective. If you can’t

locate him outside Doc Mitchell’s house,
then he’s wheeled himself to his shack to the
southwest (1). You can speak to him at any

time following the completion of Main Quest
1: Ain’t That a Kick in the Head. Either of the
following comments completes the Objective:

Thanks for digging me out of that grave.

Do you know who those men were who
attacked me?

) This ch th
ol ./lpﬂ_b&, is chapter covers the

major choices and routes
to take during your Main Quest. For combat
and recipe help, consult the Training chapter
and the previous Main Quest. To rummage
around for weapons and equipment, check
the Goodsprings location in the Tour of
Mojave Wasteland chapter.
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QUEST FLOWCHART
Leave Doc Mitchell's Cabin 1

[Optional] Speak with Victor in Travel to Primm and speak with
Goodsprings about your rescue Johnson Nash
1
v v

. - Rescue Deputy Beagle and ask him
Let Deputy Beagle Die or Kill him about the attackers
L J

The Bison Steve

L 4 Casino (5), across the
Travel tg_ Novac main drag, is difficult
= v v to miss. Step through

the double-doors,
and Sneak or fight
through to the small
kitchen area in the

Convince Manny Vargas to give
information regarding Boulder City
L

Help Manny Vargas with the Ghouls
(Come Fly With Me)
1

v
Travel to Boulder City and speak
with Lt. Monroe

Enter Manny Vargas' room and use
the terminal
]

Tell Monroe you will help with the
Great Khans Side Quest: Boulder
City Showdown

Completion Stage

Speak with Jessup about Benny Main
Quest: Ring-A-Ding Ding! begins

()
. 7 [ While you can ignore much

L Lﬁ—/ of the following investigation,
it’s wise to thoroughly explore the
areas mentioned below. This furthers your
knowledge of the area and Factions, and
allows you to gather items and equipment to
help your cause.

All evidence points to Primm as your next
port of call. Trek southward and skirt around
to the right, so you can cross the bridge by
the small NCR camp holed up in the ruined
buildings. The “administrator of the Mojave
Express” is currently inside the Vikki &
Vance Casino (2), the smaller of the two
giant buildings here. The area is dotted with
Escaped Convicts (who are not affiliated with
the Powder Gangers, and can therefore be
executed without risking a Reputation loss
with that Faction). Enter the Vikki & Vance
Casino using one of the following techniques:

Fight through the Convicts to the main
street between the casinos, and enter.

= v Using a Stealth Boy, Sneak around
* and enter the casino.

If you're currently on less than civil terms
with the NCR, fight them first, ransack the
camp, then deal with the Powder Gangers.

If you've procured a Powder
GANGERS| Ganger outfit, you can usually put

it on and walk around this Faction without
being seen as an imposter. But remember,
these Convicts aren’t part of the Powder
Gangers, so wearing an outfit has no effect.

>

*)Q@} 1

Upon entering the
Vikki & Vance Casino
(3). you scarcely
have time to speak
to Primm Slim
about the history

of the place, when
you're greeted by
the proprietor, Johnson Nash (4). Aside from
challenging him to a game of Caravan, or
meeting his wife, Ruby (and her interesting
cooking skills), you can ask about the town,
and the Factions he interacts with.

Be sure to ask about the men who stole the
chip from you, and show him the Delivery
Order you're carrying. He suggests you speak
with Deputy Beagle, who’s holed up inside
the Bison Steve Casino.

Your chat with Johnson
Nash triggers Side Quest:
My Kind of Town. Additional Quests appear
periodically during the Main Quest, and
most of the Quests are purely optional,
depending on your actions. Simply look

up the Quest that’s been added on your
Pip-Boy, and check the appropriate page in
this book for more information.

Betting Against the
Renegades

Q Talk to Primm’s Deputy to get infor-
mation on where your attackers went.

southeast corner of the ground floor. All other
exploration inside this building is optional.
Expect resistance from around seven
Convicts and a Leader armed with an Incin-
erator between the entrance and the kitchen,
where Deputy Beagle is trussed up (6). Plan
your chat with Beagle accordingly:
¢ If Powder Gangers are still about, you
may wish to leave him tied up, so he isn’'t
caught in the crossfire.

¢ If you want him to sweat a little longer,
you can set him free without extracting
any information from him.

¢ Or, more cleverly, you should mention
that he has “information on some Khans
that came through here with a guy in a
checkered suit.” He tells you he’ll talk
after being released. The choices are:

1) “You can tell me or you can rot in
.& here.” Succeed, and he imparts the
information. You can then choose to

leave or release him.

SPEECH

Or you can simply release him. Whenever
he’s freed, he flees the building; you'll
find him back at the Vikki & Vance
Casino, where he imparts the information
you need.

/) “If you try to run away instead
.* of fighting at my side, I'll kill you
myself.” Succeed, and he stays with

you. You may end up having to protect him
if Convicts still roam the vicinity. Or you
can arm him (see the adjacent Tip for more
information).

SPEECH

- You can forget any conversation
* with Beagle, and Pickpocket him to
uncover his Journal, and listen to it.

You can execute Beagle, and find the
Journal on his corpse, and listen to it.

o Deputy Beagle’s Journal

0

o\ & 7 o Ifyou decide to free Beagle,

W “oJ Lf) and escort him by threatening

his life with the Speech check, you

can arm him with a gun. This also allows
access to his Journal. A more cunning plan
is to offer the gun, then when his Inventory
appears, take his Leather Armor and his
9mm Pistol! Hoodwinked by the cunning
courier!

SNEAK
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Into the Jaws of Dinky

Head to Novac through Nipton to
look for signs of your attackers.

Nipton [4.30] and Novac [5.18] have appeared
on your Pip-Boy’s World Map. Head south-
southeast, passing Jack Rabbit Springs [4.26]
and Ivanpah Race Track [4.25] along the way.
Use the remains of the road for safest (but not
quickest) travel. When you eventually arrive at
Nipton, you spot various tire bonfires belching
smoke (and other, more unspeakable burnt
offerings) skyward. Dotted about town are
Powder Gangers, crucified by a heartless and
vicious Faction known as Caesar’s Legion.

Move toward the Town Hall (7)
60N ) and you're greeted by Vulpes

Inculta (Side Quest: Cold, Cold Heart).

Choose to listen, fight, or flee. You're actively

encouraged to speak of these atrocities!

Or you can simply ignore Nipton completely,
and make a bee-line for Novac.

Or you can thoroughly search this
settlement. For a complete run-down of
the items, dangers, and areas of interest,
consult the Nipton entry in the Tour
chapter of this guide.

et 3

Depart Nipton heading northeast. Following
the remains of 1164 east and north allows you
to circumvent the more mountainous (and
treacherous) terrain. Expect brief skirmishes
with Viper Gunslingers if you stick to the
road, which leads northeast past Ranger
Station Charlie [5.23], and finally to Novac
itself, whose skyline is dominated by a giant
(and thankfully immobile) Dino Dee-lite
dinosaur named Dinky (8). Behind the metal
monstrosity is a run-down motel connected to
the landmark. Enter the main office and chat
with Jeannie May Crawford for some local
gossip. She points you toward Dinky.

%})g@ _/V-) E It sure looks like Victor is

following you, pardner! You
may spot this Securitron and chat with him,
gaining further background information as
you progress through Nipton. This is one of
the four Free Quests: We Must Stop Meeting
Like This. Free Quests don’t appear on your
Pip-Boy and are usually short. The Tour
chapter lists them all, so check there each
time you reach a new settlement.

>

Move around Dinky’s tail and up the steps,
entering the door to Dino Bite Gift Shop.
Inside, you're greeted by CIiff Briscoe,
hawking some T-rex figurines. Try one or
more of the following:

You can purchase from him and chat with
him.

You can ask about the man in the
checkered coat. Briscoe hasn't a clue,
but Manny (who’s up in the dino’s
mouth) might know). The Quest Objective
updates.

Or you can choose to ignore or kill Briscoe,
depending on your disposition.

* Find out from Manny Vargas where
the Khans were headed.

Find Manny (9) at the top of the interior
steps, technically outside, but enclosed

in Dinky’s mouth. This sniping point has
surprisingly impressive views of the highway
and surrounding area. Ask him who he
protects the town from, and he mentions
Ghouls from the road to REPCONN, out to the
west. But the big threat is the Legion coming
in from the east.

Move the conversation onto your search for
the man in the checkered coat. Manny knows
who you mean, but he needs your help. At
this point:
" Answer “You've had your needs
* neglected for far too long, haven’t
you. I can tell.” With this perk,

Manny tells you everything you need to know,
and the Quest updates.

CONFIRMED
BACHELOR

With any other answer, Manny’s information
comes at a price. He needs you to head over
to the REPCONN test site and remove the
Ghoul threat. This starts Side Quest: Come
Fly With Me. Return to Manny after finishing
this Quest to his satisfaction, and he gives
you the information you seek.

Or you can venture back to the Novac Motel
(before or after you speak to Manny), and
open the door to Manny Vargas’ Room.
Activate the terminal in the far corner and
read the entry marked “Message: Khan Hospi-
tality,” written by a Khan named McMurphy.
This sheds light on Vargas’ allegiances. This
now appears in the Misc > Quest Notes
section of your Pip-Boy.

Py Crouching and Pickpocketing
Manny Vargas allows you to swipe
C a Holotape and some ammunition
from him. The Holotape contains the same

“Message: Khan Hospitality” note. Listen to it
for the Quest to update.

@; Killing Manny Vargas doesn’t really help
# your cause, but you will find a Holotape
on his corpse, along with that impressive-
looking Sniper Rifle.

o Message: Khan Hospitality

‘E‘)@@ ﬁ 0‘&&, Is a man named Boone

waiting inside Dinky’s
mouth? That’s due to the time of day. Either
sleep, wait, or enter Manny Vargas’ room to
find Manny, if he’s not up inside Dinky.

A Khan-Do Attitude

Intercept the Great Khans at Boulder
City.

The checkered suited
man now has a
name (Benny) and
accomplices, the
Khans. Head roughly
north-northeast,
ideally using the
remains of 195 to
guide you toward your World Map marker,
passing the El Dorado Gas & Service Station
[6.01], and the El Dorado Dry Lake [5.09].
Boulder City [3.32] is just off 195, near

the welcome signs, although it’s more of a
“Rubble City” currently (10). Head around
the mass of detritus, looking for the flaming
barrel and NCR Lieutenant Monroe (11). He's
got a situation with some Great Khans that
needs your attention. NCR hostages need to
be rescued from the Boulder City Ruins (or
killed, depending on your point of view). Side
Quest: Boulder City Showdown now begins.
Try one or more of the following:

If you're fighting against the NCR, bring your
finest armaments and fight through the NCR
troops to Jessup. You don't get a chance to
speak to Monroe.

If you've been taking pot-shots at the Great
Khans, the stealthy approach is your only
option.

You have two main conversation options to
help out Monroe:

“Negotiate a deal” allows you to enter
the ruins without the Khans becoming
aggressive.

“Sneak in there” enables you to enter the
ruins with the Khans’ weapons drawn.
This is unnecessary to choose, as you can
elect to begin the fight anyway. Monroe
advises you wait until it’s darker to pull
this off.

Go in with a weapon drawn, and you fight the
Khans.

- Go in at night, crouched, and using
= ” a Stealth Boy to avoid the Khans’
gaze.
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Al your recent burial. Find Jessup (if you're not
7 . If you've found Benny's fighting, he’s inside the ruined building to the

i L# cigarette butts from your southwest, accessed via the Door to Great

grave in Goodsprings, be sure to collect Khan Hideout). Enter the hideout, and you it in the Misc > Quest Notes section of your

more evidence to implicate him from Jessup; may spot McMurphy, the other Great Khan Pip-Boy to conclude this part of the Quest.

the Lighter and Chairmen Job Offer. who helped try to end your life; it looks like

he’s at the end of his. Confront Jessup, and ;

the following options are available to you:

If violence is your way, pick through the
corpses until you find Jessup’s. Search it
to find a “Chairmen Job Offer” note. Read

Benny'’s Lighter

Jessup is understandably surprised to see 7
you. If you choose the fourth answer “When ,
1 kill you, however, the job will get done
right,” Jessup becomes hostile. Otherwise the
conversation continues.

Additional chatter relates to Side Quest:
Boulder City Showdown (including Speech
checks). Consult that Quest for further infor-
mation.

Choose “Where’s the Platinum Chip?” and he
tells you that Benny made off with it. You can
ask more about both the Chip and Benny,
but the Quest updates at this point.

RING-A-DING DING!
.
QUEST FLOWCHART

They Went That-a-Way

; Chairmen Job Offer

1,000 XP

% 7' You can move directly from

\‘\_;'-1 : L#/ Goodsprings to Boulder City,

and confront Jessup. Or, you can head

out from Goodsprings and walk straight
toward the New Vegas Strip itself, circum-
venting these detours, and finding Benny in
record time.

Inside the ruins, you're either heading to the
ruined building in the southwest corner with
all guns blazing, or no guns blazing. Either
way, you need to find the Khan'’s leader,
Jessup (12). You may recognize him from

ALLIED FACTION
NEUTRAL

Speak with Jessup at Boulder City —_—
L

Enter the Strip and speak with Victor (Begins The House Always Wins, 1)
L
v

Head to Lucky 38 and use the elevator to the Penthouse

Speak with Mr.

House
L
v v v
Head to the Tops Show evidence Head to the Tops
and speak with of Benny's and proceed to
Swank betrayal the 13t_h floor
\ 4 A 4 ¢
[Speech 15] Tell Give Swank
Confront Benny in the Tops 44— Swank Benny's Benny'’s ciga-
making his own play rette butts
b I . - s T v v
[Barter 35] Get [Black Widow] [Speech 30]
[Speech 65] Get Talk to Benny K
Benny to go to Bl i iy and agree to go Attack Benny Szl (sl Vel i ety Give Swank

your fee and

and get him to tried to kill you

the sugﬁ with give you a key to to t?iglPSrSistgien- and kill him take you to his e ) Benny’s lighter :
v the suite ’ suite Platinum Chip §
_ 1
< S - < :
Head to the Head to the [Speech 45] Tell him Give Swank .
Presidential Presidential Bennymade your death | Jessup’s Chair- H
Suite Suite look like an accident men job offer §
v v v v A 4 p
[Terrifying Pres- Forgive Benny Accept Benny's Use Intercom 7 Tell Swank to q :
Kill Benny ence] Threaten or Deny Benny's deal and get and speak with Head é?ﬂl?;nnys <4 have Benny go EnteSrLEfennys §
and kill Benny Deal paid 250 caps Benny to his suite ’ H
L ] L - '
v v v L 4 i
[Speech 75] . :
Survive the Convince Sl%i%nWJth H
Ambush Benny to let you [Black Widow] :
escape safely b
v i v
. Read the note [Lockpick 100]
AssBa:nsrl]nate Benny left Break in to
v behind Benny’s Suite
1 1 |

v

v

Completion Stage Completion Stage

Search Benny's body and loot the
Platinum Chip

In Benny's Suite Speak to Yes Man
and learn Benny has escaped

Post-Quest

A
L Postlwest

Exit The Tops and Speak with Vulpes Inculta or Alerio

@
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A Passport to Paradise

Q Confront Benny at The Tops casino.

This Quest commences in one of two ways.
You can ignore the tracking evidence you
collected during Main Quest: They Went
That-A-Way, and stumble across Victor in the
Vegas Strip. Or, more likely, you've pried the
information on Benny’s whereabouts from
Jessup at Boulder City, and you're following
the trail.

From Boulder City, head roughly northwest,
passing the Barstow Express in the rusting
train yard. Deathclaws may be prowling the
Mountain Shadows Campground [3.24]. You
might spot Victor again outside Boulder City
near the Barstow Express. We must stop
meeting like this! Eventually, you'll trek into
the built-up outer areas of New Vegas. As
you reach the towering and shiny casino
buildings, realize that there are multiple
gated entrances. The quickest route to The
Strip is to pass through the Freeside East
Gate [2.15] (marked on your Pip-Boy, which
leads into an interior perimeter of Vegas,
known as Freeside (1). For the full neon
effect, wait until sundown, pass the Kings
Gang members, and open the gate.
é.\
@ ﬁ E This leads to Outer
Freeside [Zone 2C]. You

can seek the Northern Gate into Freeside
[2.08], but this route is the quickest.

Enter the mean streets of Outer Freeside,
passing the drunks and Mick and Ralph’s
emporium [2C.02], and heading northwest to
the first street junction. Turn right, then left at
the Bakery sign, passing the Old Mormon Fort
on your right [2C.01]. At the next junction,
various vehicle parts and concrete rubble have
been fashioned into an effective barricade (2).
Shoot any Freeside thugs you wish, but don’t
target Kings Gang members unless you want
to ruin your Reputation with them. Turn left
(southwest) and open the Door to Freeside.

You're in the inner Freeside area, where
The King has his School of Impersonation
[2C.05]. Head southwest, following the road
all the way to the heavily guarded entrance
to The Strip (3). Note the most famous New
Vegas landmark—the Lucky 38 Casino

>

No Gods, No Masters ¢ All or Nothing ¢ Veni, Vidi, Vici ¢

Tower—behind the
heavily fortified
gate, and pause

at the Securitron
Gatekeeper (4). A
passport or credit
check is needed. You
can:

Hand over 2,000 Caps; the “credit
check” to prove you're not a “less-
reputable person.” The bad news?

You'll need to scrounge together the
necessary Caps. The good news? The check

is just to see that you're good for the money,
and you get to keep the Caps!

Answer “1C 3C R34 M,” verbally
hacking and confusing the
Gatekeeper into letting you in.

SCIENCE

Or you can attack the toughened
Gatekeepers. Prepare for a protracted
battle before forcing your way in.

Or, you can complete Side Quest: G.I.
Blues, and request a passport from The
King, as a reward.

Or, you can visit Mick & Ralph’s [2C.02], speak
to Ralph, and have him craft a passport
for you. This is Free Quest: Papers, Please
(which is detailed in the Tour chapter).

M Finally, if you're wearing NCR
REPUBLIC) armor (Faction Clothing), you can
journey to Camp McCarran [2.19] instead of
The Strip, enter the Terminal Building, and
board the Monorail. You can also do this
without issue if Boone is your Companion.Or,
you can wait (without being seen) until 9 AM

or 6 PM, when the guards change shift. Board
the monorail, and ride it to the Vegas Boulevard
Station [2D.03]. Exit, and you're greeted by

Victor. This method is dangerous and can
severely impede your standing with the NCR.

Welcome to
Fabulous New Vegas!

“Search the Strip for the man who

®

Entering the spectacular main Strip (5) [Zone
2D], you spot the friendly screen of Victor, who
pops up at just the right moment. Talk with him
to learn that the head honcho of New Vegas—Mr.
House—is itching to make your acquaintance.
This begins Main Quest: The House Always
Wins, 1. Now consider Plan 1A or 1B:

shot you” begins.

Eureka!

Plan 1A: Building a
Foundation with Mr. House

Enter the Lucky 38 Casino (6) [2D.02] , and
begin The House Always Wins, I. Once you
meet Mr. House, he tells you a great deal
about Benny, plus a host of other information
and his plans for you. You can learn the
additional information from Mr. House, which
you can use to your advantage:

Benny is surrounded by at least four
bodyguards except when he’s in his
private suite on the 13th floor of The Tops
hotel.

If you approach him in a public place, it
could be possible to leverage his fear of
exposure to allow a private meeting.

Or, you could Sneak up onto the 13th floor,
and pick the sturdy lock to his suite.
That’s a difficult task.

Finally, Benny’s second-in-command,
Swank, might be swayed to your side if
you explain Benny’s crimes.

‘SE .
o {{@ ./IPU_LC, For complete conver-
sations, and the entire

Main Quest, consult Main Quest: The House
Always Wins, 1.

Plan 1B: To The Tops

Or, you can simply ignore (or delay) Victor’s
request for you to meet Mr. House, and head
straight for The Tops Casino [2D.04].
Back on Track

ST S ST
"!m‘ < F' v

:!Nf

"-L'-ﬂl'

o' p«

With either path, if you mosey too close to the
Gomorrah [2D.01], you're waylaid by a scruffy
man in a suspicious coat: Mister Holdout (7).
He’s selling a stash of concealed weapons.
These weapons can help you remain armed
while inside the casinos. You can:

Or you can see what he has for sale.
ps

Or refuse his frankly lackluster collection of
blades and knuckle-dusters.

Inform him that you're more than
capable of sneaking a preferred
weapon inside.

<
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You Dirty Rat!

As soon as you enter the lavish and groovy
main foyer of The Tops, you're met by a
Chairman greeter (8), who insists on confis-
cating all of your sharp implements and
firepower. You can:

Oblige him. This isn’t recommended (in
case a fight breaks out accidentally, or
otherwise, later in your stay here).

Oblige him, but secretly keep a hold-out
weapon. The higher the Sneak, the better
the weapon.

Refuse, which always starts combat,
and shoot the place up. Unless you're
extremely competent at combat, you may
be overwhelmed, and your fracas remains
etched in the memories of those on The
Strip during future Quests.

Assuming you followed Tops Casino protocol,
you have four main plans:

Plan 2A: Breaking, and Entering

Move east along the ground floor of the casino
to the first bank of four elevators, and take
the second one on your right, riding it up to
the 13th floor.

[[[) Head along the corridor to the doors

. flanked by Chairman guards, and
use your considerable Lockpicking

prowess to open the door. Then step inside,
circumventing all combat or even talking
to Benny. Benny remains on the ground
floor, and if you've spoken to Mr. House, or
Yes Man, he is aware of it. He wants you to
talk to him up in the casino’s Presidential
Suite, and the plan changes to 2C: Smooth
Moves. Smooth.... Benny still carries the
Platinum Chip, so you need to return to him
to obtain it. But you can rummage around
Benny's suite first, and speak to Yes Man (see
Post-Quest activities).

Plan 2B: Getting
Swank to Pull Rank

Follow the advice of
/.= |

LOCKPICK

Mr. House (although
you don’t need to
visit him to execute
this plan), and locate
Swank (9), who's
standing at the front
desk, next to the
Chairman greeter. Aside from giving you a
verbal tour of the major and minor Factions
(including the White Glove Society and the
Omertas), and letting you know that Tommy
Torini might have work for you, he’s pliable
if you tell him “I think you should know
something about Benny.” You'll need a fast-
talking mouth to succeed, however:

>

You tell Swank Benny’s been making
his own play.

Mr. House’s Platinum Chip.

2 %

&30 Then he tried to kill you and stole

SPEECH

- And the dirty rat tried to make it
| look like an accident.

Eventually, you persuade Benny that the chip
will allow him to kill House and seize control!

5
‘ g' Or, present Swank with items
B Lp—' you've gathered as evidence
on your travels; Benny's cigarettes
from your grave, and his Lighter and
Chairmen Job Offer from Jessup; instead of
a Speech check.

If you succeed in convincing him, Swank
gives you Benny's Suite Key, and tells you
he’ll keep Benny away while you search the
place.

If you don’t succeed in all the Speech tests,
Swank is suspicious of Benny, but doesn’t
have enough evidence to act. You need to face
Benny without Swank’s help. Plan 2C begins
at this point.

Q “Search Benny’s suite” begins.

Agree to this plan, and you're given all your
weapons back, and are free to roam the hotel,
but with the express intention of searching
Benny's suite. You can:

Follow Swank’s plan, take the elevator the
13th floor, and open the suite using the key.
This circumvents all combat or even talking
to Benny. Completion Consequence: Benny
Escapes.

Disagree with Swank’s plan, and say “we
need to take him out right now.” Swank
agrees, and arranges to have Benny go to his
suite, where you can wait for him. Agree to
this and meet Benny in his suite. Completion
Consequence: Dealing with Benny.

Q “Search for Benny in his suite” begins.

Or, wait until you get all your weapons back,
and then go see Benny on the upper hotel
floor. Plan 2C begins.

Plan 2C: Smooth
Moves. Smooth...

At some point, you'll have to confront Benny
and his goons on the ground floor, at the
back of the tables, to the right of the front
desk (10).

The checkered suit and quartet of bodyguards
(and the mark on your Pip-Boy’s Local Map)
make him difficult to miss. Conversation
begins in one of a few ways:

= Tell him “when you shot me, you

§ ﬁ ran off so fast I never got your

= name.” This begins a flirtatious and
slightly sickening conversation. See “One Sick
Pussycat,” below.

Or, you can tell him “Seems you need to
work on your marksmanship,” “I want
the Platinum Chip and I want it now,”
or “Give me one reason not to kill you.”
All these prompt Benny to try to make
amends, and continue the conversation
up at the Presidential Suite.

Or offer threats of violence from yourself, or
Mr. House.

v You can attack, ideally with a
B concealed weapon (or better yet, with
a full arsenal, assuming you spoke
with Swank and completed Plan 2B).

7
=
S
=3

With initial pleasantries out of the way,
Benny begins to fast-talk his way out of his
predicament. He tells you he wants to meet
somewhere private. Keep talking, and he
offers to comp you the Presidential Suite for
a taste of the VIP lifestyle. This prompts the
following possible actions:

You can agree to a meeting up at the suite,
and reply with “Fine, but don’t keep me
waiting.” You must head to the Presi-
dential Suite without Benny.

[1) Agree, but without Benny’s
.& bodyguards. Head to the Presidential
Suite with Benny accompanying
you. Completion Consequence: Dealing with
Benny begins.

) Agree, but insist that Benny pay off
your contract. Benny agrees, and
immediately hands you 500 Caps.

You must head to the Presidential Suite
without Benny.

500 Caps

Forcing Benny to talk right now results in a
fight. You can also fight Benny at any point
during the conversation.

The Tops Presidential Suite Key

Whether Benny accompanies you or not,
head down the steps by Benny’s table, and
locate the nearby elevator bank (not the one
allowing access to the 13th floor). Take the
Elevator to Presidential Suite. If Benny isn't
coming with you, Plan 2E is now in effect!

Q “Go to the Presidential Suite” begins.

Plan 2D: One Sick Pussycat

w Tr—

SPEECH

BARTER

If you began your initial conversation
during Plan 2C by flirting, Benny
replies that you're out of his league.

§i
s
g

<

Protected by copyright. Unauthorized or unlawfu\l\copying or downloading expressly prohibited.



TOC

TRAINING FACTIONS & BESTIARY

GUNS&GEAR  [MAINQUESTS
Introduction ¢ Act 1 ¢ Act 2 * Act 3

SIDE QUESTS

TOUR APPENDICES

Ain’t That a Kick in the Head ¢ Back in the Saddle ¢ By a Campfire on the Trail » They Went That-A-Way ¢ Ring-a-Ding Ding!

Wild Card: Change in Management ¢ Wild Card: You and What Army? ¢ Wild Card: Side Bets * Wild Card: Finishing Touches ¢ The House Always Wins, I » The House Always Wins, II

The House Always Wins, IIl « The House Always Wins, IV ¢ The House Always Wins, V ¢ The House Always Wins, VI « The House Always Wins, VII ¢ Render Unto Caesar
Et Tumor, Brute? ¢ Things That Go Boom ¢ King’s Gambit ¢ For the Republic, Part 2 ¢ You'll Know It When It Happens ¢ Arizona Killer

No Gods, No Masters ¢ All or Nothing ¢ Veni, Vidi, Vici * Eureka!

Reply “is it wrong to want a guy
who’d shoot me in the head?” Benny
begins to soften....

¥4
4
.4
4

* “Follow Benny to his suite and talk to
him” begins.

Reply “girls like bad boys. And you've
been downright awful.” You're one
sick pussycat, baby!

BLACK WIDOW

Reply “I dig you, despite it all. What
do you say?” Even Benny thinks this
is wrong....

BLACK WIDOW'

Reply “Don’t you want to let me
handle your package?” Yep, that did
the trick!

BLACK WIDOW'

At this point, Benny gets up, and slowly
walks to the elevator bank in the northeast
corner. You can run on ahead, or follow at

a discreet distance. You can attack during
Benny’s walk, but you’ll be set upon by his
henchmen. Instead, continue with your ruse.
Follow Benny to his suite (11), and go inside,
closing the doors behind you. Now you can:

< Attack Benny, which isn't partic-
% ularly wise, because the noise
attracts guards. Completion Conse-
quence: Benny’s Dead.

g See what he’s been hiding under that
= checked suit, and begin “a nice bit
of hey-hey” with Benny. Afterward,
Benny falls asleep. Only now, you can:

34

g Kill Benny in his sleep.

=

f et

= has skipped town, leaving a note

g explaining why. Completion Conse-

quence: Benny Escapes.

Plan 2E: A Parting Gift
at the Presidential Suite

Sleep longer. When you wake, Benny

If you arrive at the Presidential Suite without
Benny, the place is empty and quiet. There’s
some fruit on the bar counter, but little to do
except wait. Benny doesn’'t show, so press
the Security Intercom next to the exit doors
(12) when you're ready to speak to Benny. Of
course, he’s double-crossed you!

* “Survive the Ambush” begins.

Your choices are limited:

You can ask him more questions,
but eventually, he calls in his four
bodyguards, and they set about you.
Without a favorable concealed weapon
or Unarmed skill, the fight can be very
difficult to survive. A pair of pool cues
in the Presidential Suite can come in
handy. Completion Consequence: Benny
Escapes.

SPEECH

E) Or, you could try pleading your case,
|& telling him you're just a courier
trying to fulfill your contract. Benny

starts to question your imminent death.

[7) Reply “Let me live, you'll never see
& me again” and Benny questions his
own sanity, but agrees to let you live.

There is no attack (but only if you succeed
both Speech tests). Completion Consequence:
Benny Escapes.

Completion Consequence:
Dealing with Benny

The checkered-suited rat can still squeal,
depending on your earlier actions:

SPEECH

If you succeeded in Plan 2B and instructed
Swank to get Benny up to his suite,
this conversation starts when you enter
Benny'’s suite on the 13th floor.

If you succeeded in Plan 2C’s Speech test,
this conversation starts when you enter
the Presidential Suite, having insisted
Benny accompany you.

Benny is looking more than a little desperate.
Aside from chatting about how you tracked
him down, about the Factions, and Platinum
Chip, Benny has a scheme where you can
both work together, and get a tidy cut of
Caps. You can:

Agree to this scheme, and trust
Benny. You're instantly paid 250

WY Caps, and Benny leaves. You're then
ambushed by his four bodyguards. Benny
may be killed, or escape.

You can forgive Benny, and he leaves. Or
you can deny Benny’s deal. Either way,
you're ambushed by his four bodyguards.
Benny may be killed, or escape.

o You can use your not-inconsiderably
Eé k heft to terrify Benny, and then kill
&

him. Completion Consequence:
Benny’s Dead.

Or you can kill Benny using whatever
means you have at your disposal.
Completion Consequence: Benny’s Dead.

Completion Consequence:
Benny’s Dead

Recover the Platinum Chip.

Has Benny died? Excellent! As well as the
following Unique Items, Benny’s body has the
item you’d been paid to deliver: the Platinum
Chip! Ransack Benny’s corpse, and gather
the following items, after which you can
continue with Main Quest: The House Always
Wins, I, or start the optional Objective.

Benny’s Suit

Benny’s Suite Key

The Platinum Chip

The Tops Presidential Suite Key

Maria

4] 8] [

xp RRUTL

5
. 7' You can Pickpocket the
o Lﬂ/ Presidential Suite Key, and
Benny'’s Suite Key from him, but you
cannot Pickpocket either the Platinum Chip
or Maria from Benny. If you want the Chip
(and you do), Benny must die!

Completion Consequence: Benny
Escapes

Q Search Benny’s room.

Has Benny escaped? Then you need to visit
Yes Man and run into Vulpes Inculta (or
Alerio if Vulpes was Killed earlier) outside The
Tops Casino. Only then do you learn where
Benny has ended up.

3

. 7' You need the Platinum Chip,
N Lﬂ/ and Benny escaped, so you
need to find Benny. Starting Main
Quest: Render Unto Caesar allows you to
meet (and beat) this shiny-suited reprobate
once and for all!

Post Quest Activities: The
Securitron That Can’t Say No

After you receive the Platinum Chip, or Benny
flees, a new Quest appears on your Pip-Boy
called Wild Card: Ace in the Hole. There’s
another important player to meet before you
leave The Tops Casino, and he’s on the 13th
floor, adjacent to Benny’s suite bedroom,
behind the closed door and broken wall. Step
through into the remains of a computer room,
where a friendly face meets and greets you
(13). Don’t attack Benny’s reprogrammed
Securitron because he’s programmed to

spill the beans on all of Benny’s nefarious
schemes. Quiz the metal monstrosity (this is
vital if you haven’t learned that Benny has
escaped, and your Quest objectives haven't
updated), and you soon learn a variety of
interesting options. Main Quest: Wild Card:

Change in Management begins.
This Quest is completed when

Q “ -

oy you loot the Platinum Chip

from Benny’s corpse, or you learn that

Benny has escaped, either via a note if you've
slept with Benny, after speaking with Yes
Man, or after speaking with Vulpes Inculta.
If Benny fled, and you don’'t have the key to
his suite, the door is unlocked.

-
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*(@ ./IP E You receive the weapons

you checked into The Tops
Hotel (and any other place that requires you
to surrender items) as soon as you leave
the premises, even if the situation turned
violent.

Post Quest Activities:
Bright Lights, Big City

Once Benny'’s fate has been sealed, or the rat
has scurried off out of town, you're free to
mill about The Tops Casino, perhaps visiting
The Aces to begin Side Quest: Talent Pool, or
wander The Strip itself.

Post Quest Activities:
The Mark of the Legion

~“h

Upon leaving either the Lucky 38 Casino, or
The Tops for the first time, a sharp-suited man
with a steely glare accosts you on The Strip
(14). He introduces himself as an emissary

of “mighty Caesar,” named Vulpes Inculta, or
you'll meet his protégé Alerio if Vulpes was killed
earlier. His master wishes your presence at his
camp, at Fortification Hill, AKA The Fort [3.28].
You're handed the Mark of Caesar, and given
instructions on reaching the place via boat.
Main Quest: Render Unto Caesar now begins.

.‘K' Mark of Caesar

“Search for Benny and the Platinum

Inculta skedaddles, and lets you know

that Ambassador Crocker over at the NCR
Embassy [2D.07] would be happy to speak
with you. This begins Main Quest: Things
That Go Boom, and charts a path to an NCR
alliance. You can refuse to help, but you can
begin the NCR Main Quest path first, before
any rash decisions are made.

‘E;.} X .@ N
! _/1/3 f Which quest should you

proceed to now? Your
talents seem to have attracted a number
of suitors, and begun four separate Main
Quest paths. You may elect to begin none,
one, or all of these Quests without Faction
infraction. The Main Quest walkthrough will
alert you when your loyalties are put to the
ultimate test, but for now, think of yourself
as a free agent.

Chip at Caesar’s camp at For tifi-
cation Hill” begins.

Q Locate Benny at Fortification Hill.

0
QL] 7 »  Previous butchery against
Ny L) caesar's Legion is forgiven
when you receive the Mark of Caesar.
But don’t test your ordnance on the Legion

from this point on, if you want to remain on
speaking terms!

Post Quest Activities:
The Note from the NCR

If you entered the Lucky 38 Casino to speak
to Mr. House, or you finished this Quest, an
NCR Trooper (15) approaches after Vulpes

et 2

ALLIED FACTION

WILD CARD: CHANGE IN MANAGEMENT

QUEST FLOWCHART

Quest Start
Speak with Yes Man in Benny's Suite

Finally, if you're wearing NCR

ol REPUBLICJ armor (Faction Clothing), you can
journey to Camp McCarran [2.19] instead of
The Strip, enter the Terminal Building, and

board the Monorail. You can also do this
without issue if Boone is your Companion.

Complete in any order

Or, you can wait (without being seen) until 9

v
If player does not have the Platinum
Chip, get it from Benny .

v AM or 6 PM, when the guards change shift.
Kill or disconnect Mr. House. Board the monorail, and ride it to the Vegas

Return to Yes Man after removing House

1 Boulevard Station [2D.03]. Exit, and Victor
greets you. This method is dangerous and can

Have Yes Man accompany you to the Lucky 38.

severely impede your standing with the NCR.

Before You Begin:

Completion Stage
Install Yes Man’s Al in the Lucky 38 Mainframe.

Meeting Yes Man

Before You Begin:
Strip Search

The Securitron Guards at The Strip North
Gate [2.13] require proof of your high-rolling
status. You can:

Hand over 2,000 Caps; the “credit
check” to prove you're not a “less-
WY reputable person.” The bad news?
You'll need to scrounge together the
necessary Caps. The good news? The check
is just to see that you're good for the money,
and you get to keep the Caps!

SCIENCE

BF) Answer “1C 3C R34 M,” verbally
“ hacking and confusing the
) Gatekeeper into letting you in.

Attack the toughened Gatekeepers. Prepare
for a protracted battle before forcing your
way in.

Complete Side Quest: G.I. Blues, and
request a Passport from the King, as a
reward.

Visit Mick & Ralph’s [2C.02], speak to
Ralph, and have him craft a Passport for
you. This is Free Quest: Papers, Please
(which is detailed in the Tour chapter).

New Vegas Strip and Victor greets you, and
asks you to meet Mr. House over at the Lucky
38 Casino [2D.02]. This begins Main Quest:
The House Always Wins, I. You should be
starting, or about to start Main Quest: Ring-
a-Ding Ding! Locate the nearby Tops Casino
(1) [2D.04], home to the Chairmen, one of the
New Vegas Families. This Quest begins once

<

>
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you gain access to Benny’s 13th floor suite
(2). To get to the 13th floor, head to the bank
of four elevators (NOT the single one that
leads to the Presidential Suite), and take the
far right one. To enter Benny’s suite, you can:

number of Speech checks about
Benny’s alarming activities, get him
to give you Benny's Suite Key.

Obtain the key by Pickpocketing
Benny or any of his Chairmen
bodyguards.

SPEECH

* Speak to Swank, and through a
[

SNEAK

Or you can seduce Benny into taking
you to bed.

Or you can open the door using skill
and Bobby Pins.

b 156
(=}

All these options are extrapolated during
Main Quest: Ring-a-Ding Ding.

I’'m Just a Guy
Who Can’t Say No

When you're inside
Benny’s suite, head
into the bedroom,
and make sure you
open the door in

the far right. This
leads to Benny’s
workshop (3) where a
PDQ-88b Securitron with a happy face waits
to greet you. Begin to speak, and Yes Man

(4) spills the beans immediately; he’s been
reprogrammed to monitor Mr. House’s data
network and decode encrypted transmissions!
He also tells you what the Platinum Chip is
for (a data chip for upgrading Mr. House’s
defenses). Quiz him more to learn that

Benny wanted to kill Mr. House to control his
Securitrons.

Ask about taking over New Vegas yourself,
and Yes Man suggests eliminating Mr. House,
and installing his neuro-computational
matrix on the Lucky 38’s mainframe. Now
ask how to commit such an act. This begins
the Quest (assuming you have the Platinum
Chip). You can also ask about the couriers;
Yes Man was overseeing your tracking and
execution, but this was due to Benny’s
programming. You can attack Yes Man at this
point, but a better plan would be to ask about

>

other tribes you could possibly ally with,
ignore, or destroy. This begins Main Quest:
Wild Card: Side Bets (and is also one way to
begin the Omertas-related Side Quest: How
Little We Know).

You can start a third Quest during your
initial banter with Yes Man. Continue the line
of questioning about Benny and Mr. House,
and be sure to ask “you said something about
a bunker at the Fort?” Yes Man tells you it is
a place under Fortification Hill (AKA The Fort)
[3.28] with a Platinum Chip reader. It should
have some strategic significance; perhaps it
contains a huge robot army. Tell Yes Man
you'll check it out or think about it, and
Main Quest: Wild Card: You and What Army?
begins.

Q Kill or Disable Mr. House.

* Recover the Platinum Chip from
Benny at the Fort.

Q Recover the Platinum Chip from
Benny.

*(@ -/IP E Your conversation with

Yes Man should have
yielded three Quests: Wild Card: Change in
Management (this Quest), Wild Card: Side
Bets, and Wild Card: You and What Army?
Make sure all three appear in your Pip-Boy’s
Data menu. You can attempt any you like, or
head off and speak to another main Faction
leader (Mr. House, Caesar, or Ambassador
Crocker) to see what they want. The “Wild
Card” Quests in this guide are listed in the
order you receive them in.

Preparation:
The Keys to Success

Gaining entry to “off-limits” areas of the

Lucky 38 Casino can be tricky. To reach

them, be sure you have one (or more) of the

following before attempting the next part of

this Quest:

7~ The Platinum Chip that Benny “gave”
!\ o l you. Make sure you take this from
him. If Benny has fled and has been

captured by Caesar’s Legion, another
option is easier.

You can visit the H&H Tools Factory
@ [2.06], and locate the Lucky 38 VIP
Keycard inside the booby-trapped

office. Find advice on exploring the
factory in the Tour chapter.

Visit Camp Golf [3.23], and enter the
@ intriguingly named House Resort.
Inside, you can find a Lucky 38
VIP Keycard. Get advice on finding

and exploring this location in the Tour
chapter.

) Or, you can trust your high-level
Science skill, and manually hack

. the terminals necessary to reach Mr.
House’s inner sanctum!

Assuming you want Mr. House out of the
picture, head over to the Lucky 38 Casino,
where you're greeted by Victor, who opens
the doors for you and also appears once you
enter the casino floor (5). Move to the elevator
flanked by two Securitrons, and ask Victor

to send you up to the penthouse. This is Mr.
House’s private quarters, and he’s partic-
ularly keen on obtaining the Platinum Chip.
You can engage Mr. House (6) in conversation
(Main Quest: The House Always Wins, I), but
it isn’t necessary if you're on a mission to
disable or Kkill this New Vegas stalwart.

‘f\}<‘ o—t 2
s L/
T *\(% If you already upgraded the

Securitrons at Fortification
Hill, you can complete Main Quest: The
House Always Wins I, and II (and continue
down this path with Mr. House). Give him
the Platinum Chip, head to the bunker under
Fortification Hill, upgrade the Securitrons,
and return before choosing to end your
servitude with Mr. House permanently.

Pass Jane, the Securitrons, and Mr. House
himself, and inspect a terminal on the

north wall, under the staircase, next to the
bookcase. Access the terminal (7), and select
“Open Antechamber” from the menu. You're
an unauthorized user, and the Securitrons go
hostile if you confirm this.

<
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A section of wall detaches, allowing you
access into the antechamber. You can:

" Fight the Securitron guard defenses
%‘* in a highly dangerous and protracted

battle (8).

Or better yet, access the security terminal
on the windowed side of the room, and
override Mr. House’s robots. They stop
any aggressive behavior.

Or, you can simply run over to the elevator,
head into Mr. House’s chamber and kill
him, and return. All of the Securitrons in
the Lucky 38 revert to a non-combative
threat indicator, and need not be fought.

Connection Lost...

-~ el

With robot threats abated, access the
terminal next to the control room elevator.
Unlock it, and ride the elevator down to
the control room. This vast, cool chamber
contains Mr. House’s Life Support (LS)
Chamber (9). You can:

Leave Mr. House, although this halts the
Quest.

Access the terminal, and “Unseal LS
Chamber.” There’s a microbial infection
risk to Mr. House, but that’s the least of
his worries. Select “Yes.”

At this point, you can:

Sterilize LS Chamber. This kills Mr. House,
which is an unnecessarily thorough
option to remove Mr. House from play.

Disable Cerebral Interface, which allows you

to see the “real” Mr. House. He’s not quite
as dapper as his monitor image may have

led you to believe. You can speak to him, kill

him, let him live, or suffer pangs of guilt.

Once the deed is done, this Main Quest is
over.

Q The House Has Gone Bust!

You have irrevocably disconnected Mr. House
from the Lucky 38’s mainframe computers,
forever trapping him in the prison of his

own mind, or killing him outright. His grand
dreams for New Vegas will never be realized.

Q Return to Yes Man.

Retrace your steps. The monitors should
now show a message indicating you've been
successful. Over at The Tops 13th floor
workshop, tell Yes Man that Mr. House is
out of the picture. Depending on the almost
infinite number of ways you can time this
Quest, in some cases, Yes Man may appear
on The Strip itself, near The Tops Casino.

Q Meet Yes Man at the Lucky

Install Yes Man’s A.I
38’s mainframe.

As long as you have the Platinum Chip, you
can ask Yes Man to meet you back to the
Lucky 38 Casino. Then backtrack to Mr.
House’s penthouse suite, where Yes Man
awaits. Yes Man quickly accesses the Lucky
38 mainframe, and transfers his A.l. there
(10). You now have access to every Securitron
on the network! Mr. House was readying a
demonstration of the power of his Securitrons
down in the basement. Yes Man encourages

you to have a look. He also encourages you
to go to The Fort, because Mr. House stashed
an entire Securitron army there! That is, of
course, only if you want your own private
robot army!

Q Go the basement of the Lucky 38.

Q Observe upgrading of Securitrons.

You're automatically
whisked down to

a dimly lit and
grimy basement.
Move toward a
small sunken area
(11) where two
Securitrons are going
through combat
programming. The
true power of the
Platinum Chip is
then revealed, as
Yes Man upgrades
them from MK I (12)
to Mk II Securitrons
(13), with additional firepower and a more
militaristic temperament. When prompted,
return to the penthouse. Yes Man tells you
that every Securitron on the network is now
upgraded! In fact, the only ones not on the
network are too far away, in The Fort bunker.
This Quest concludes.

£ sooxe

WILD CARD: YOU AND WHAT ARMY?

ALLIED FACTION

QUEST FLOWCHART

Speak with Yes Man in Benny's Suite or after he's
been installed in the Lucky 38
1

v v
[If you don't have the [If you have the
Platinum Chip] Get the Platinum Chip] Go to

Platinum Chip. the Fort
Go to the Fort |
—————
L 4
Go to the Weather
Monitoring Station and
enter the Securitron
Vault
o
L4
Completion Stage Completion Stage
Blow up the three
power generators to Léz%ﬁ]r?tﬁ ot:;
disable the Securitrons e

>

3
. 7' Start this quest by either
) L10-’ talking to Yes Man in The

Tops Casino [2D.04], or heading to
meet Caesar at The Fort first, although you
won’'t know you're working independently
(and this Quest won't trigger) until you speak
with Yes Man. You can change allegiances to
and from Mr. House, Caesar, and Yes Man
during this Quest. You also must have the
Platinum Chip (found on Benny during Main
Quest: Ring-a-Ding Ding!, or during your
visit to The Fort), and received The Mark
of Caesar from Vulpes Inculta after exiting
The Tops during Ring-a-Ding Ding! For this
Quest’s purposes, either conclusion is fine;
you're independent, remember?

Suffering Through
Pomposity

[Optional] Go to the Fort and enter
Mr. House’s hidden bunker.
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. —— A
Leave The Strip and journey south to
Cottonwood Cove [6.20]. For a detailed
account of interacting with the Legion at
this point, consult Main Quest: Render Unto
Caesar. But generally, you must head to the
wharf, speak to Cursor Lucullus, and agree
to take his boat along the Colorado River to
The Fort (1) [3.28]. Upon arrival, leave all
(but your hold-out) weapons, and search out
Caesar's Tent. Speak with Caesar (2) (and
Benny if he’s here) and claim the Platinum
Chip. Caesar orders you to destroy whatever
is inside the old bunker building. But you
know better. Agree anyway.

Platinum Chip

Exit Caesar’s Tent and head west, down the
steps and into a flat promontory of tents,

a radio mast, and a Weather Monitoring
Station (3). Enter, and your weapons are
returned. Remember to rearm yourself before
continuing! Activate the console next to the
floor flap doors using the Platinum Chip.
Open the Elevator Door to Securitron Vault,
and step through into a connecting chamber
with a large monitor on your right (4). This
has the visage of:

Yes Man, if you've teamed up with him, and
taken Mr. House out of the picture.

Mr. House, if he is still alive.

A “lost connection,” if Mr. House has been
taken offline.

Q Explore the Bunker.

Me, and This Army

The Vault Status Terminal by the door
informs you that turrets and Protectrons

are active, and Sentry Bots are standing by.
So you'll face the two former robotic foes
throughout your exploration. Defeat the
Protectron at the bottom of the steps (5), then
access the security room or turn right. The
security room contains a Plasma Rifle and
ammunition (perfect for taking out robotic
foes), and three monitors.

The Protectron Operations Terminal
@ can be hacked, and the alert turned

off, effectively shutting down all
Protectron attacks.

=] 4 The Turret Operations Terminal can
2 be hacked, and the turrets disarmed.

The Sentry Bot Operations Terminal is
currently offline.

Whatever your choice, head down the
corridor, past a door to the Sentry Bot
chamber (which is locked, but can be sealed
to prevent Sentry Bots from attacking you
on the way out), and into a long, windowed
hallway with two Protectrons and a turret
ahead of you, and a huge army of deactivated
Securitrons to your left and right, behind
the reinforced windows. Shoot or avoid the
robots, exit via the door, watch for another
turret on the stairs, and head into the large
generator room (6). Face down around five
Protectrons as you scout around the large
generators, and you'll find three conduit
chambers (7). Each contains a Power
Regulator. These control the flow of power
throughout the vault, and without them, the
power buildup could reach dangerous—and
explosive— levels.

[Optional] Upgrade the Securitron

army to use later for your own
purposes.

Q [Optional] Destroy the Securitron
army.

Power up the Securitrons: The
@ “commotion” fools Caesar into thinking
you've destroyed the base. Or, simply
leave the Securitrons alone, because you
don’t need to return to Caesar (but this is
a mistake, because a giant robot army is
always useful).

Open the door in the west wall, and head up
the stairs (watch out for turrets) to the door
marked “Systems Room,” taking out two
more turrets before accessing the Securitron
Operations Console. Insert the Platinum
Chip and upgrade the Securitron army (8);
you now have a massive robotic force at your
command for the upcoming final battle! Then
(optionally) return to Caesar.

\L
(3 E o If you destroy the
Securitrons instead
of upgrading them, then you're either
making the final battle a lot more difficult
for yourself, or you're readying an alliance
with Caesar (or the NCR, but not Mr. House).

If you want to be a Wild Card though,
Securitron destruction is a terrible idea.

S Y

The Quest concludes once you've made this
decision. You don’t need to return to Yes Man
if you've already spoken to him about the
other “tribes” (Factions) you need to make
contact with. Begin Main Quest: Wild Card:
Side Bets right now.

£ o
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ALLIED FACTION

WILD CARD: SIDE BETS

QUEST FLOWCHART

Speak with Yes Man in Benny's Suite

Ignore the Boomers.

Destroy the Boomers.

Enlist the help of the Boomers
(Complete Side Quest: Volare!)

Speak with Papa Khan at Red Rock Canyon (Great Khans) H
L

v

Ignore the Great Khans.

v

Destroy the Great Khans.

Speak with the Receptionist at Gomorrah (Omertas) -
1

-

Khan/NCR support (Complete Side
Quest: Oh My Papa)

v

Ignore the Omertas.

v

Foil racket (Complete Side Quest:
How Little We Know)

v
Help with the racket (Complete Side
Quest: How Little We Know)

Speak with Marjorie at Ultra-Luxe Casino (White Glove Society) H
L

v

Ignore the White Glove Society.

v

Destroy the White Glove Society.

v
Convert White Glove Society to
Cannibalism (Complete Side Quest:
Beyond the Beef)

Completion Stage

Return to Yes Man in Benny's Suite

&

o ® 7 o To start this quest, just

“1\"«7 ) Lﬂ/ talk to Yes Man in The Tops

Casino [2D.04], ideally during Main

Quest: Ring-a-Ding Ding! You also begin the
previous two Wild Card Quests during this
Yes Man conversation, but make sure you
ask about the other “tribes” that Yes Man
suggests you contact. Optionally ask for even
more detail on each of them, and ensure that
your Pip-Boy’s Data menu has this Quest
active, with the following Objectives listed:

Make contact with the Boomers at
Nellis AFB.

Go to Red Rock Canyon and make
contact with Great Khans.

Observe the Omertas at their
casino, Gomorrah.

sit the White Glove Society at
the Ultra-Luxe casino.

Make contact with the Broth-
erhood of Steel.

Overview: Contact!

With Yes Man giving you free rein to figure

out who you want to ally with or destroy, and
complete freedom to approach each Faction in
any order, this is the most flexible Main Quest of
all. For every one of the five “tribes” Yes Man has
information on, the bare minimum requirement

>

is to make contact with a representative of each
Faction. Then, after your initial conversation,
you have the following options:

You can ignore their pleas, help requests, or
orders. You've made contact, and that’s
enough. Return to Yes Man and tell him you
don’'t need to work with this Faction. With
the exception of the Brotherhood of Steel,
the Faction plays no part in the final battle.

You can help the Faction out. This means
completing the Side Quest associated
with that particular Faction. This infor-
mation is listed, and a truncated plan
of action, is shown below. For a more
detailed account, read the appropriate
Side Quest (shown in the nearby flow
chart). The Faction then may aid you
in the final battle or affect the ending,
depending on your interactions.

You can destroy the Faction. This
sometimes means Kkilling the leaders.
Other times it means destroying their
location. As with the first option, the
Faction plays no part in the final battle,
but this does affect the ending.

Faction 1: Shaking
Up the Boomers

You can visit the Boomers, and complete any of
their Quest-related tasks before or after Yes Man
mentions it. Other Faction leaders have their
own plans for the Boomers too; consult Side
Quest: Volare! for all your options.

= Complete in any order la
= Speak with Yes Man in Benny's Suite H
ar )
v v v
Leave them to attack NCR at Hoover Convince the to support the NCR
Dam. Destroy the Brotherhood of Steel. | ¢, jete Side Quest: Stillin the Dark)
The nearest (and
— Speak with Mother Pearl (Boomers) - safest) spot to
1 . s
= v = Boomer territory is

the Fields’ Shack

(1) [3.04]. Take the
road, and you'll run
into George (2), who
offers information on
how to safely navigate the howitzer barrages
to reach the Boomer’s Nellis Air Force Base
[3.01].

7' To navigate through the
*'\7 o) L2 howitzer barrages, ignore
George’s deal unless you want to part

with Caps. Run straight into the rubble
of the first house you see, and hide in the
corner. After the wave of shells, while the
Boomers reload, either run to the next
(mostly) intact house, or make a bee-line for
the fence. When you're close enough to the
perimeter fence, the Boomers stop firing (for
fear of injuring their own people). Or, you
can simply run along the rock wall to the
left when you reach the top of the road; you
might be struck by the outer splash damage
once or twice, but you won'’t take a direct hit.

Faction

Interaction #1A:
From the Sea to the Skies

Now you begin Side Quest: Volare!

Please refer to that specific Quest for
details on how to safely enter the base (3),
and convince the Boomers to support you.
But briefly, you need to:

¢ Reach the front gate, meet Raquel, and
begin a cordial conversation with Mother
Pearl.

ﬂ You must then raise your Boomer

Reputation Rank to “Idolized.”

Achieve this by completing any of the

following tasks (some of which are

their own Side Quests) until your Fame

improves. Use your Pip-Boy to check the

status. You don't have to perform all the

tasks.

<
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(Side Quest: Volare!) Visit Pete and learn all
about Boomer history.

(Side Quest: Volare!) Speak to Argyle and
treat all his patients.

(Side Quest: Volare! / Sunshine Boogie)
Talk to Loyal, and repair the Solar Array
Station.

(Side Quest: Volare! / Ant Misbehavin’)
Speak to Rachel about (and purge) the
Ant infestation.

(Side Quest: Volare! / Young Hearts) Help
Jack meet the love for whom he pines.

(Side Quest: Volare!) Speak to Mother Pearl,
and agree to dredge a old bomber from
Lake Mead [3.26].

(Free Quest: Malleable Mini Boomer Minds
and Bear Necessities) Speak to the
children playing in the Boomer’s base.

(Free Quest: Iron and Stealing) Collect
Scrap Metal to sell to Jack.

(Free Quest: Missing a Few Missiles) Collect
Missiles to sell to Raquel.

¢ Once you've completed Side Quest:
Volare!, you can speak with Mother Pearl.
When she calls you “a trusted friend of us
all,” ask if they can offer you assistance if
there’s a battle at the Hoover Dam in the
near future.

e Have you already done all of this before
Yes Man mentioned it? Then this Quest
is considerably shorter. Just reacquaint
yourself with Mother Pearl, and ask for
her assistance.

m Boomers Fame Gained!
& h.

é’( 7 ] Unless you have a dual-

\‘1 L'p-’ personality and want to
destroy the Boomers halfway through

helping them, completing the above list

of tasks is more than enough to gain an

Idolized Reputation!

Faction

Interaction #1B:
Boomer Death Cries

oy - L. ot

Yes Man is completely happy whatever

your choice is regarding the Boomers.
You can ignore all of Mother Pearl’s tasks
completely, and kill everyone at the Nellis Air
Force Base (4)! Begin Side Quest: Volare! as
normal, until you've spoken to Mother Pearl
and received your Objectives. You're then free
to shed blood, but from a closer range. Killing
everyone is one option, but for the Boomer
Tribe to fall into disarray and decline, a more
tactical series of strikes is called for: Kill their
leaders.

>

Mother Pearl (5), the
matriarch, is inside
or near her barracks,

She is a critical kill.

Argyll (6), the doctor,
is in the medical
station. He is an
optional kill.

Loyal (7), the
patriarch, is
inside one of the
two hangars, or
wandering outside.
He is a critical Kkill.

Jack (8) is usually
inside one of the
hangars, close to
Loyal. He is an
optional kill.

Raquel (9), the
master-at-arms, is
usually standing on
her viewing platform
(in the center of the
base, on the runway),
or near the barracks.
She is an optional kill.

m Boomers Infamy Gained!

&
o\ & 7 o Killing Pearl and Loyal is
Sy S Y2 anit takes to eliminate the
Boomers as a potential threat. Attack
them in their specific locations during the

day, as they bunk with many other Boomers
at night.

Once you've completed these horrific acts, the
Boomers won't be firing their guns at anyone,
ever!

Faction
Interaction #1C:
Bye, Bye, Boomers

Finally, you can reach the base, speak to
Mother Pearl, begin Side Quest: Volare!,
and then never finish the Quest, choosing
to ignore the Boomers. Tell Yes Man your
decision at any time.

Faction 2: The Great Khans

y
@ 7 o You can visit the Great
\\7 ) Lﬁ—/ Khans, and complete any

of their Quest-related tasks before or
after Yes Man mentions it. Other Faction
leaders have their own plans for the Great
Khans too. Consult Side Quest: Oh My Papa
for every possibility.

or wandering outside.

S “EET=10
Journey to the home of the Great Khans
in the northwest mountains; the Red Rock
Canyon (10) [1.15]. Choose your preferred
method of dealing with Papa Khan and his
minions.

Faction
Interaction #2A:
Severing Caesar’s Control

Now you begin Side Quest: Oh My Papa.
Check that Quest for the full run-down
of how to get the Great Khans on your side.
But briefly, you need to:

¢ Enter the longhouse and speak with Papa
Khan (11), who is currently allied with
Caesar’s Legion. You could have learned
of this alliance during Main Quest:
Render Unto Caesar, by sneaking around
The Fort, or by finding Karl's Journal in
Papa Khan's longhouse. You have to know
about this alliance before you can ask
Papa Khan break it and begin this side
quest.

¢ Exit the longhouse, and then speak with
Regis, who is thinking about a change in
this alliance.

If you've been before, go to The Fort [3.28],
take the Ledger from Caesar’s Tent, and
bring it to Regis to convince him.

Or, rummage round in the longhouse until
you find Karl's Journal, and show this
around.

e Travel to the Great Khan Encampment
[4.03] and convince Melissa to switch her
allegiance.

¢ Head to the Red Rock Drug Lab [1.14]
and convince either Jack or Diane to
switch:

Jack requires a Speech check to be
convinced.

Diane requires her colleague Anders to be
rescued from a crucifix near Cottonwood
Cove [6.20].

e Caesar’s enforcer—Karl—can optionally
be removed from the picture:

You can succeed in Speech checks until
Karl offends Papa Khan and is executed.

You can find Karl’s journal inside the
longhouse, and show it to Papa Khan.

<
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Once Papa Khan agrees to go against the
Legion, he requires an appropriate legacy

for his tribe. You can solve this with some
Speech checks. Otherwise visit Julie Farkas
among at the Followers of the Apocalypse

in the Old Mormon Fort [2C.01]. She knows
someone who has studied Great Khan history
and tribal cultures. Visit the 188 Trading Post
[5.02] and locate Ezekiel, who gives you a
book about the Mongols. Bring this book back
to Papa Khan. This allows the Great Khans to
pack up and exit the Mojave Wasteland under
cover of the Hoover Dam battle.

Great Khan’s Fame Gained!
GREAT H
Faction

Interaction #2B:
Death to Papa

G

Another way to bring the Great
REPUBLIC) Khans to your side is to remove

Papa Khan as leader, which is only available
if you're also working with the NCR, and have
been sent here by Colonel Moore, during
Main Quest: For the Republic, Part 2.

Wait until night-time, and creep around to
the rear of the longhouse, and pry open
the door with a Lockpick.

Locate the bed where Papa Khan is
3‘ sleeping. Sneak around and attempt
a murder (12).

Sneak out, talk to Regis, and he follows
your advice. You can utilize the Khans in
the final battle.

Great Khan’s Fame Gained!
GREAT H
Faction

Interaction #2C:
Death to the Horde

’ Lt T ;.."""l
The other option is to kill everyone in Red
Rock Canyon (13), paying special attention to

the Khans with a first name, including:

Papa Khan (14) the
patriarch, found
inside or near his
longhouse, sitting
in his outhouse, or
wandering outside.

Regis (15) is the
younger Khan, and
Papa’s successor.
Slay him in near or
inside the tents close
to the longhouse.

Jack and Diane are
in the Red Rock Drug
Lab. Everyone else wearing a black Brahmin-
skin jacket is fair game, too.

Great Khan’s Infamy Gained!
GREAT H
Faction

Interaction #2D:
Goodbye, Great Khans

Finally, you can head to the canyon, speak to
Papa Khan, begin Side Quest: Oh My Papa,
and then never finish the Quest, choosing to
ignore the Great Khans. Tell Yes Man your
decision at any time.

Faction 3: The Omertas

" . 7' As soon as Yes Man informs

‘\‘7 ) Lp—’ you that the Omertas are an

interesting bunch to check out, you

can begin Side Quest: How Little We Know.
Note that the Omertas do not actually help
you during the final battle, but getting them
on your side aids in the aftermath of stabi-
lizing The Strip, and placating the Families
running the casinos there. You can begin
Side Quest: How Little We Know in one of
four ways:

Successfully finishing Side Quest: Bye Bye
Love

Successfully starting Main Quest: The
House Always Wins, IV.

Dealing with the Great Khans during Main
Quest: For The Republic, Part 2.

Starting Main Quest: Wild Card: Side Bets
(this Quest)

Now enter the Gomorrah Casino (16) [2D.01],
and choose whether to help with the racket
the Omerta bosses are planning, or foil it
with the help of rogue lieutenant Cachino, or
ignore the Omertas.

Faction
Interaction #3A:
Cachino’s Colleague

)\ Once you enter the Gomorrah Casino,
@ to investigate the Omertas, you must
begin Side Quest: How Little We Know.
Briefly, you need to:
¢ Ask the receptionist or other casino
workers about Cachino, then ask him
about his side businesses.

e Confront Cachino (17) after obtaining
details of his deeds against the other
Omertas.

e Hand him the evidence, and then begin
investigating two Omerta operatives:

Investigate Troike and obtain the blackmail
note from Big Sal’s Safe, OR

Investigate Troike and use his Thermite to
destroy the Omertas’ weapons storage.

Investigate Clanden and steal the Snuff
Tapes from his safe. Then confront
Clanden and either kill him or convince
him to leave New Vegas.

¢ Kill Big Sal and Nero.

B The Strip Fame Gained!

(3 E o Warning! Excessive
killing doesn’t affect
your Strip Reputation, but it gets you
barred from the casino!

Faction
Interaction #3B:
Cachino’s Reaper

@; Side Quest: How Little We Know can

be completed in another way, which
benefits the Omertas, but still keeps them
loyal to you. Briefly, you need to:

e Ask the receptionist or other casino
workers about Cachino, then ask him
about his side businesses.

¢ Confront Cachino after obtaining details
of his deeds against the other Omertas.

¢ Keep the evidence, and convince an
Omerta thug that you need to speak to
Big Sal or Nero.
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Speak with Big Sal or Nero and give Cachino’s
evidence over. Then “help” Big Sal or Nero
during Cachino’s business meeting (18). Then
offer to help the boss with rackets they’re
planning.
Speak with Troike and retrieve a stolen
weapons shipment from Fiends.

Speak with Clanden, and agree to find
chlorine at the Ultra-Luxe, or at the
Freeside supplier.

¢ Let Big Sal or Nero know that their
rackets have been helped.

B The Strip Infamy Gained!
- N
(3 E o There is a third,
I unapologetic and

highly dangerous way to minimize the
Omertas’ presence, and that’s to simply find
the three bosses (Big Sal, Nero, and Cachino)
and murder them all, and anyone else you
spot with a first name and a sharp suit. The
Omertas become hostile, and there is insta-
bility on The Strip. It doesn’t help you in this
\Quest, either.

% L
(3 E o If you haven’t
already completed
the Free Quests “Big Winner”
(detailed in the Tour section devoted to
Gomorrah), you risk being unable to gain an

Achievement or Trophy devoted to gambling.
You have been warned!

Faction

Interaction: Wise Guys’
Mug Shots

This is Cachino (19).
You'll usually find
him in the main level
(he seeks out you).
Then he moves to the
bar near the stage on
the main level.

-

This is Big Sal (20).
You'll find him on
the balcony or pool
table and offices area
of the main level,

or sleeping in the
Gomorrah suites.

This is Nero (21).
You'll find him on
the balcony or pool
table and offices area
of the main level,

or sleeping in the
Gomorrah suites.

This is Troike (22).
You'll find him in
the Gomorrah lower
lobby area, in the
Zoara Club.

This is Clanden

(23). You'll find him
sleeping or wandering
the Gomorrah suites.

Faction

Interaction #3D:
Addio, Omertas

Finally, you can enter Gomorrah, speak to
the receptionist (and optionally Cachino),
to begin Side Quest: How Little We Know,
and then never finish the Quest, choosing
to ignore the Omertas. Tell Yes Man your
decision whenever you wish.

Faction 4:
The White Glove Society

7 ¢ Once Yes Man mentions the
“1\“1 ) Lﬁ—/ White Glove Society, you
can begin Side Quest: Beyond the

Beef, although it starts any time you speak
to Heck Gunderson or Mortimer inside the
Ultra-Luxe Casino. Note that the White
Glove Society doesn’t actually help during
the final battle, but allying with them aids
in the aftermath of stabilizing The Strip, and
placating the Families running the casinos
there.

When you're ready, visit the Ultra-Luxe
Casino (24) [2D.05], and choose whether you
wish to expose (and destroy) the White Glove
Society’s more...antisocial behavior, or ally
with them, and bring their meat up to a more
humane standard. Or, you can simply ignore
them once you've spoken to them. The ins
and outs of this are detailed in Side Quest:
Beyond the Beef.

Faction
Interaction #4A:
A High Steaks Game

Although you can

#| overlap and change
your mind during
the Quest, Beyond
the Beef's “Exposure”
option involves the
by following:

e Enter the Ultra-Luxe and speak with
Heck Gunderson (25), and learn about
his missing son, Ted.

¢ Speak to Marjorie (26), who directs you
to Mortimer (27). He reveals information
about an investigator.

No Gods, No Masters ¢ All or Nothing ¢ Veni, Vidi, Vici * Eureka!

e Locate the
investigator
in his room,
and uncover a
Matchbook. Watch
out for some
over-eager staff.

e Examine the
Matchbook to
uncover a time
and a place to
meet Chauncey:
in the Steam
Room at 4 PM.

e Chauncey
explains the
reasons behind the guest disappearances,
before disappearing himself.

e Gain access to the kitchens, via the
members-only sections of the White Glove
Society. You can:

Open the door to the kitchen with a
‘% Bobby Pin.

Increase your Fame with the White
M sociery) Glove Society and The Strip.
Convince Mortimer or Marjorie to sponsor
you.

LOCKPICK

Speak to Mortimer about your craving for a
particular type of meat.

Obtain the Kitchen Keys by killing
Mortimer.

Obtain a number of keys by siding with
Mortimer (you can switch to “ally” or
double-cross and expose him).

e Now in the
kitchen, you can:

Remove Philippe
(28) the chef
and cook for the
banquet before
exposing the
society:

Improvise a recipe while Philippe
isn’t in the kitchen.

Purchase the recipes from Philippe.

Ask for the recipes for a cookbook.

SPEECH BARTER SURVIVAL
=I5 %

Kill Philippe and take the recipes.

INTELLIGENCE

. Cook the meal of an approximation
of human flesh.

Drug the wine with Med-X.

Wait until 7 PM, then use the intercom to
call the waiter to take the meal (or wine)
to the banquet.

¢ Enter the freezer and rescue Ted. Kill him
if you want to switch to “ally.”

e Take Ted back to Heck, via the banquet
and expose or Kill Mortimer at the end of
his speech. Then speak with Marjorie.

e Take Ted back to Heck, via the banquet

while the patrons are drugged.

e Return Ted to Heck. You can:

<
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Blame only Mortimer and keep the White
Gloves Society intact.

B The Strip Fame Gained!

m White Glove Society Fame Gained!

If you tell Heck Gunderson that either
Mortimer or the White Glove Society as
a whole are responsible, he threatens to
launch a food embargo on them.

) You can calm him down, telling him
& “That’s just what they’d want. You'd
be driving the city to eat each other.”

a The Strip Infamy Gained!

m White Glove Society Infamy Gained!

Faction
Interaction #4B:
The Offal Truth

Faction 5:
The Brotherhood of Steel

7' The Hidden Bunker, and the
\\7 “J L) four side Quests related to
the Brotherhood of Steel (including
Veronica’s, a Follower) can occur before or
after you speak with Yes Man. Consult Side
Quest: Still in the Dark for all your options.

: bunker self-destruct sequence. Or,

g
=
S
b4

¢ You can locate the three senior Broth-
erhood of Steel members with keycard
access to the authorization terminal,
which is needed otherwise. The three
targets are:

do Hack the red terminal, and start the

Head Scribe Taggart
(32), who is usually
in his bed, or
wandering this VR
chamber.

SPEECH

Head Paladin Hardin
(33), who is at the
entrance between
bunkers L1 and L2.

windswept Hidden Valley [5.11], and enter the
western bunker (30). From this point on, you
have three choices; to kill the Brotherhood of

Steel, initially ally with them, or ignore them. Elder McNamara

(34), who is usually
in his bed, or sitting
in the command
room.

D Head Scribe’s Keycard
D Head Paladin’s Keycard
D Elder’s Keycard

- Obtain the keycards through
Pickpocketing or shooting (which

turns the entire bunker hostile).

ENS 7
l“"@@ ./W f You cannot ally with the
Brotherhood of Steel if
you're Independent. The only reason to ally
is to be trained in Power Armor, or if you
want to change your alliance to the NCR,
which then allows you to ally with the Broth-
erhood.

o Faction
Interaction #5A:
Tick, Tick, Boom!

@} The Brotherhood of Steel’s bunker can

be destroyed, and there are cunning,
and brutish ways to accomplish this. You
can: Back at the authorization terminal, the
keycards generate a password for the red
terminal. Then access that, and choose the
self-destruct sequence launch. Now flee to the
surface.

Brotherhood of Steel Infamy
Gained!

0
o\ ® 7 o Your mass-slaying of the
\-7 ) Lp-/ Brotherhood of Steel isn’t for
naught, as there’s a hefty haul inside
this bunker, although buying items from

them nets much more potent weaponry.
Check the Tour chapter for the stash, and

This path allows you to change your mind
until around the mid-way point of the Quest.
Beyond the Beef's “Alliance” option involves
attempting the following:

e Enter the Ultra-Luxe Casino and speak
with Mortimer (27). Agree to help and
receive his keys.

e Unlock the kitchens door, and locate Ted
in the freezer.

Kill Ted, obtain his blood, and spread it
around Heck Gunderson’s penthouse
suite. Find a Securitron and report the
bloodshed, framing Heck.

Bring Ted back to Heck, but tell him you
don’t know who kidnapped him.

¢ Locate Carlyle St. Clair III (29) at his
shack north of New Vegas, then:

SNEAK

(g 4

R s— : B
e Enter the facility,
% and when Paladin
= Ramos stops you,

Incapacitate him. Drop his body in the
nearby dumpster.

Glove Society.

SPEECH

&45 Or convince him to join the White

¢ Rendezvous with Mortimer after the 7 PM
feast, and his plans have come to fruition;
there’s a new meat on the menu!

Faction
Interaction #4C:
Goodbye, White Gloves

You can enter the Ultra-Luxe, speak to either
Marjorie or Mortimer, and then choose to ignore
their strange ceremonial ways and stiff upper
lips. Halt your progress during Side Quest:
Beyond the Beef at any time, and inform Yes Man
of your decision at your earliest convenience.

>

kill him and then every single Brotherhood
of Steel member (31). This is long, highly
dangerous, and ultimately pointless, because
you have a better option.

Agree to see Elder McNamara, and once
you're free to move about the bunker, head
to the VR chamber in the southern quadrant
of the bunker L2. When no one is looking,
surreptitiously inspect the two terminals on
the western wall; the Self-Destruct Autho-
rization Terminal, and a link terminal to
activate the self-destruct command. You can:

remember to pillage the bunker before you
start the self-destruct sequence!

(3 E o Beware: Activating

' the self-destruct
sequence causes instant Vilification

with the Brotherhood! You are marked, and

may encounter patrols gunning for you later
in your Questing!
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oo Eaetion
Interaction #5B:
Into the Light

The second main plan is to complete Side
Quest: Still in the Dark, and then forge an
alliance with the elder, before eventually

turning on them (you cannot be allied with
them as an Independent). Consult that Quest
for thorough information. But in brief, you
need to:
Speak with Elder McNamara, and agree
to the test (if Veronica isn’t with you)
regarding the NCR Ranger.

Speak with the elder, and begin the first
task: retrieve Holotape Mission Data from
three downed patrols (35).

Return to McNamara, and collect three
reports from Brotherhood Scouts in the
field (36).

Return to McNamara, and meet up with
Senior Knight Lorenzo, who gives you a
list of air filtration components to gather.

Enter Vault 3 [2.24] and obtain a Reverse

Pulse Cleaner from Motor-Runner’s
chamber.

Enter Vault 11 [5.05], and locate a Differ-
ential Pressure Controller in the water-
filled lower level.

Enter Vault 22 [1.09], and wind down,
then up into the oxygen recycling level to
gather the HEPA Cartridge Filters.

No Gods, No Masters ¢ All or Nothing ¢ Veni, Vidi, Vici * Eureka!

With all this concluded, ask the head of
the Brotherhood of Steel to help in your
fight. They duly agree. This can only be
achieved if you are also running a parallel
Quest with the NCR (For the Republic,
Part 2), and you flip your Wild Card and
align with the NCR later.

m Brotherhood of Steel Fame Gained!

B0 Eoation
Interaction #5C: See You
Later, Brotherhood of Steel

Or, you can visit the bunker door that isn’t
filled with rubble, and gain access to the
Brotherhood of Steel (Veronica, who can

be found at the 188 Trading Post [5.02] is

a great help here). Then, simply ignore all
the tasks Elder McNamara sets for you, and
report to Yes Man that you aren’t interested
in forging an alliance with these paranoid
technology cravers.

Now you must return to Yes Man and
conclude this Quest.

WILD CARD: FINISHING TOUCHES

ALLIED FACTION

g INDEPENDENT

QUEST FLOWCHART

Optional

|
Speak with Yes Man at the Lucky 38

Protect President Kimball during his
visit to Hoover Dam

v

Activate El Dorado Substation

Report back to Yes Man at the Lucky 38

-

Assassinate President Kimball dur-
ing his visit to Hoover Dam

Apocalypse to support an

Completion Stage
Go to Hoover Dam

Convince the Followers of the I

Independent Vegas

Final Preparations
fr Power

With any combi-
nation of the five
lesser Factions
either ignored,
allied, or killed,
you return to the
penthouse suite
in the Lucky 38
Casino. Yes Man (1) tells you that:

The Securitrons at The Fort are on standby,
and upgraded (if you completed Main
Quest: Wild Card: You and What Army?).

Or the Securitrons aren’t part of the
hardware that Yes Man controls.

With the tribes taken care of, Main Quest:
Wild Card: Side Bets concludes. Yes Man
has only a few more matters to contend with.
Main Quest: Wild Card: Finishing Touches
now begins.

Decoded military radio transmissions have
revealed that NCR President Aaron Kimball
is going to visit the Hoover Dam to increase
the NCR’s morale. Yes Man notes that Mr.
House wanted Kimball to be kept alive and
not assassinated, to avoid instability on The
Strip. You can attempt Main Quest: You'll
Know It When It Happens.

Your standing with the NCR
) REPUBLIC) matters greatly when obtaining
Main Quest: You'll Know It When It Happens.

You must be “Accepted” (or better) in your
NCR Reputation to attend President Kimball's

speech. The easiest way to know this is to
check your Reputation on your Pip-Boy, or
see how you're treated when you visit Hoover
Dam [3.33].

Once you've stopped, or helped assassinate,
or ignored Kimball, you have an imperative
task. Yes Man hands you an Override Chip.
You're to take it to the El Dorado Substation
and attach it to the power control terminal.
Yes Man will use the jolt of electricity to

jump-start the Lucky 38’s reactor, and boost

the transmission strength of the network,
allowing control over the Securitrons at
Hoover Dam.

D Override Chip

[Optional] Protect President Kimball

* during his official visit to Hoover
Dam before powering up El Dorado
Substation.

Q Report to Ranger Grant.

* Go to the El Dorado power sta
and install the Override Chip.
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[Optional] Presidential Cordon

If you care about New Vegas stability, you'd
do well to save President Aaron Kimball

(2). If you don't, you can Kkill him yourself,

or ignore the visit altogether. The first (and
second) options are detailed in Main Quest:
You'll Know It When It Happens. Consult that
section before continuing this Quest.

El Dorado 0verride
"‘
.‘ ‘ !‘;'4\ I /)
a §

of

b3

=X

.5

Lo

Between Vault 11 [5.05] to the east, and
Black Mountain [5.07] to the west, lies the

El Dorado Substation [5.04], which siphons
power from HELIOS One [5.13] to the south.
Once you reach the substation, a patrol of
NCR grunts (3) stops your progress, and tells
you that there’s going to be trouble if you
enter the control room. You can:

» Assault the substation with all
= guns blazing (or Melee Weapons
bludgeoning), which doesn’t win you
any favors (or Reputation) with the NCR.

m NCR Infamy Gained!

Or, you can Sneak (ideally with a
Stealth Boy) into the substation without
being spotted, or the alarm raised.

GUNS

Or, if you've procured an NCR uniform

or armor, you can fool these grunts into
thinking you're one of them, and enter the
substation.

Once inside the substation, activate this
terminal (4), and power up the substation
with the Override Chip. Yes Man’s network
tentacles now reach far and wide, and include
the ability to control the massive Securitron
army in the bunker under The Fort [3.28]
that you (hopefully) brought online and
upgraded. Now head outside, and prepare to
tie up any remaining loose ends.

Report back to Yes Man at the Lucky 38.

[Optional] Convince the Followers

of the Apocalypse to support an
Independent Vegas.

Ready to Roll!

Now that all those pesky loose ends have
been tidied up, you can return to the
Lucky 38 and Yes Man. He has some
exciting news; the Legion is massing
troops in a staging area east of the dam!
Yes Man asks if you want to head for
the dam straight away, or whether you'd
rather keep the folks of New Vegas calm
by requesting that the Followers of the
Apocalypse provide medical aid. You can:

’” roLowrs | Agree to meet with the Followers
_over at the Old Mormon Fort
[2C 01]. Those do-gooders can be
convinced through a chat with their
leader Julie Farkas to support an
Independent New Vegas. This affects your
ending, but little else.
Ignore the Followers and suffer the insta-

bility after the looming battle.

Tell Yes Man you have other matters to
attend to. This stalls Act III until you are
ready.

Or, let Yes Man know you're ready to
head to the dam. Yes Man tells you his
research has yielded two possible victory
scenarios; both of which are detailed in
the finale of Act III; Main Quest: No Gods,
No Masters. Which begins now!

Q Go to Hoover Dam.

THE HOUSE ALWAYS WINS, |

Before You Begin:
Strip Search

The Securitron Guards at The Strip North
Gate [2.13] require proof of your high-rolling
status. You can:

Hand over 2,000 Caps; the “credit
check” to prove you're not a “less-
WEY reputable person.” The bad news?
You’'ll need to scrounge together the
necessary Caps. The good news? The check
is just to see that you're good for the money,

and you get to keep the Caps!

BF) Answer “1C 3C R34 M,” verbally
# hacking and confusing the
Gatekeeper into letting you in.

Attack the toughened Gatekeepers. Prepare
for a protracted battle before forcing your
way in.

Complete Side Quest: G.I. Blues, and

request a Passport from the King as a
reward.

Visit Mick & Ralph’s [2C.02], speak to
Ralph, and have him craft a Passport for
you. This is Free Quest: Papers, Please
(which is detailed in the Tour chapter).

SCIENCE

>

See flowchart on the following page

M Finally, if you're wearing NCR
REPUBLIC) armor (Faction Clothing), you can
journey to Camp McCarran [2.19] instead of
The Strip, enter the Terminal Building, and
board the Monorail. You can also do this
without issue if Boone is your Companion.
Or, you can wait (without being seen) until 9
AM or 6 PM, when the guards change shift.
Board the monorail, and ride it to the Vegas
Boulevard Station [2D.03]. Exit, and Victor

greets you. This method is dangerous and can
severely impede your standing with the NCR.

Meeting Mr. House: From
Outhouse to Penthouse

Once you're gazing up at the neon, concrete,
and shockingly well preserved New Vegas
Strip (1) [Zone 2D], you're greeted by Victor
(2). He tells you that the head honcho of New

Vegas, Mr. House,

is itching you make
your acquaintance.
You're free to answer
however you like. The
Quest begins now,
and can be completed
before, during, or
after Main Quest: Ring-a-Ding Ding!

) It is better to see Mr. House, and
. Barter for the maximum Caps in
exchange for returning with the
Platinum Chip, before you meet Benny during
Main Quest: Ring-a-Ding Ding! You want
more Caps, right?

BARTER

Lj}( a—é e
o L/
_<@>./1P Securitrons such as Victor

can “bounce” personalities
to and from their robotic hosts. Therefore,
it is impossible to kill Victor (unless you try
killing every single Securitron in Nevada). In
addition, if you choose to ignore Mr. House
now, he greets you in the entrance to the
Securitron Bunker, inside The Fort [3.28].

Talk to Mr. House at the Lucky 38.

<

Protected by copyright. Unauthorized or unlawfu\l\copying or downloading expressly prohibited.



TOC TRAINING FACTIONS & BESTIARY GUNS&GEAR  [MAINQUESTS

Introduction ¢ Act 1 ¢ Act2 ¢ Act 3

SIDE QUESTS TOUR

APPENDICES

Ain’t That a Kick in the Head ¢ Back in the Saddle ¢ By a Campfire on the Trail ¢ They Went That-A-Way ¢ Ring-a-Ding Ding!

Wild Card: Change in Management ¢ Wild Card: You and What Army? ¢ Wild Card: Side Bets * Wild Card: Finishing Touches ¢ The House Always Wins, I » The House Always Wins, II
The House Always Wins, IIl « The House Always Wins, IV ¢ The House Always Wins, V ¢ The House Always Wins, VI « The House Always Wins, VII ¢ Render Unto Caesar

Et Tumor, Brute? ¢ Things That Go Boom ¢ King’s Gambit ¢ For the Republic, Part 2 ¢ You’ll Know It When It Happens ¢ Arizona Killer

No Gods, No Masters ¢ All or Nothing ¢ Veni, Vidi, Vici * Eureka!

QUEST FLOWCHART

Complete Main Quest: They Went That-A-Way and travel to Freeside
_ e .
v v v
Hack the Securitrons into giving the Complete Side Quest: G.I. Blues to
player access [Science 80+] gain a favor from the King

Have 2000 caps.

Use the favor to get a passport
to gain access to the Strip. Must
also have 2000 caps in the player’s
inventory

Quest Start

After the player is force-greeted by Victor, head to the Lucky 38

Get fake passport from Mick and
Ralph’s for 500 caps

Speak with Victor to enter the Lucky 38
Proceed forward and speak with Victor again to take the elevator to the Penthouse
Go down the stairs to the terminal with Mr. House's image on the monitor

Speak with House

Give him the Platinum Chip (obtained

Rl elimriliffs preessl through Main Quest: Ring-A-Ding-Ding!)

i~ nossnannan RR— £

Ask for more caps [Barter 50+] Accept the terms as-is (1000 caps)
Travel to the Tops casino
Complete Main Quest: Ring-A-Ding-Ding! to get the Platinum Chip from Benny
— N9 .
v v
Be force-greeted by Vulpes Inculta outside of the Tops Be force-greeted by NCR trooper outside Tops if you
(Begins Main Quest: Render Unto Caesar) haven't spoken to Mr. House already
| == J

~
Return to Mr. House and give him the Chip

Speak with Victor near the elevators and be taken to the to the basement

Walk forward and observe the two Securitrons firing missiles

Speak with Victor again to return to the Penthouse

Completion Stage
Speak with Mr. House

ﬁf&ﬁ}@@ ots

front doors. He tells you the boss is waiting
upstairs. The outer doors slide open. Enter
the Lucky 38 Casino floor. After an optional
look around, head to the elevator bank

(4) and speak with Victor once again. He
summons the elevator; request “Penthouse.”

At the penthouse floor, step out and you're
met by “Jane.” You can ask Jane some
questions, ranging from her role (“special
assistant”) to the odd little Snow Globe
collection that Mr. House keeps (and Jane
looks after). Then head into an expansive
mezzanine and great room (5) offering the
best views of the Mojave Wasteland you've
ever seen! Flanked by two Securitron guards

In a forest of gaudy illumination, the Lucky
38 Casino [2D.02] is the most ostentatious
(3). When you're ready to begin (there’s no
rush), meet Victor at the diamond-motif

>

is a large cluster of monitors and advanced
equipment. Mr. House’s image appears on the
largest screen (6).

Mr. House is a
keen collector of
these tchotchkies; in fact, he’s one of the
world’s biggest collectors of antique Snow
Globes! If you happen to find any out in

the Wasteland (or even inside the Lucky 38
Casino), bring them to Jane and you can add
them to Mr. House’s collection. You'll receive
a reward, too! Consult the Appendices,

or Free Quest: Useless Baubles or Fancy
Trinkets? in the Tour chapter for more
information.

Mr. House’s
Proposal: Retrieving the
Plaiinum Chip

Speak with Mr. House (7), or at least, the
image on the screen, and you can talk about
The Strip, the various Factions, and other
interesting tidbits to help make sense of

the complex societal interactions at play.
Eventually ask to “get down to business,
then.” Mr. House replies that one of his
employees has stolen an item of extraordinary
value to him, and he wants it recovered. At
this point, you can:

7~ Hand over the Platinum Chip if you
have it. You must have taken it from
Benny during Main Quest: Ring-a-
Ding Ding!

1,000 Caps

¢ Or, you can ask about Mr. House’s
proposal. You can then ask about (and
gain valuable information on) Benny, the
Platinum Chip, who exactly Mr. House is,
and most importantly, what he’s going to
pay for your services.

v'l

asking about Mr. House, telling him
Jane makes sure his life always has
beauty in it.

é [} You can lay on the charm after

CHARISMA

Mr. House he’s making you blush.
Mr. House continues to gush before
composing himself.

é [} After a charming retort, you can tell

CHARISMA

<<

Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited.



TOC

Wild Card: Change in Management ¢ Wild Card: You and What Army? ¢ Wild Card: Side Bets * Wild Card: Finishing Touches ¢ The House Always Wins, I » The House Always Wins, II

TRAINING FACTIONS & BESTIARY

GUNS&GEAR  [MAINQUESTS
Introduction ¢ Act 1 ¢ Act2 ¢ Act 3

SIDE QUESTS

TOUR APPENDICES

Ain’t That a Kick in the Head ¢ Back in the Saddle ¢ By a Campfire on the Trail ¢ They Went That-A-Way ¢ Ring-a-Ding Ding!

The House Always Wins, IIl « The House Always Wins, IV ¢ The House Always Wins, V ¢ The House Always Wins, VI « The House Always Wins, VII ¢ Render Unto Caesar
Et Tumor, Brute? ¢ Things That Go Boom ¢ King’s Gambit ¢ For the Republic, Part 2 ¢ You'll Know It When It Happens ¢ Arizona Killer

No Gods, No Masters ¢ All or Nothing ¢ Veni, Vidi, Vici * Eureka!

¢ You can also surmise that Mr. House
appears to be a computer, not a man. Mr.
House assures you he’s all flesh and blood.

Respond that his lifespan is
) impossible, unless he’s a Ghoul
<8 or Super Mutant. He tells you he’s

spent considerably in the pursuit of extending
his lifespan.

Ask how he’s stayed alive all this time. It
was a costly sacrifice.

e Asking about the Platinum Chip reveals
it to be “a very special item.” Mr. House
says little more. You can:

[{) Tell him the more you know, the
l& easier it will be to find it. He tells you
to keep a lookout for any computers

(or a laboratory) that Benny may have used.

SPEECH

The conversation then continues with Mr.
House offering you intriguing, but not
altogether revealing answers about the chip
and its background.
¢ The proposal Mr. House is offering is four
times the delivery bonus stipulated in
your original courier contract. You can:

H) Increase the price to five times:
1,250 Caps. You won't get more than
that!
Agree to accept the terms of 1,000 Caps.

BARTER

Or refuse, and leave.

e Or you can leave (and “suspend” the
Quest). In the future, this might not be
such an easy task.

For information on Mr. House’s knowledge
of Benny, consult Main Quest: Ring-a-Ding
Ding!

Deliver the Platinum Chip to Mr.
House.

Exit the penthouse, ask Victor to take you
down to the casino level, and leave the Lucky
38. You're stopped on the steps by a member
of the NCR military police (8). He hands you
a message from Ambassador Crocker, and
deems it “very important.” Access the Data

> Misc menu, and read it. It requests your
presence at the NCR Embassy [2D.07] on the
south side of The Strip.

Visit the Embassy, and you begin Main
Quest: Things That Go Boom.

o Ambassador Crocker’s Note

Decisions, Decisions...
'ﬁ)@@ _/Vgﬂ, You must now complete

Main Quest: Ring-a-Ding
Ding! Consult that Quest for all the possible
outcomes. Whether Benny gave you the
Platinum Chip in the “Completion Conse-
quences” of that Quest has a direct effect on
this one.

>

After Main Quest: Ring-a-Ding Ding!
concludes, you have the following options
(which you can select more than one of):

B0~ option #1:
House Cleaning

77 If you took the Platinum Chip from
.+ Benny's dead body (9), or he gave it
¥ you, you can conclude this Quest.

You can return to Mr. House immediately (see
below).

MY Option #2:
Gone, Bahy, Gone
LS

If Benny has escaped, he’s still
carrying the Platinum Chip and you
cannot finish Main Quest: The House
Always Wins, 1. Don’t despair; simply agree
to see Caesar (10) after meeting Vulpes
Inculta (Option #4), and start Main Quest:
The House Always Wins, II. You can also
visit Yes Man in Benny's suite inside The
Tops Casino (Option #3).

bﬁﬂ

PLATINUM.

3

. 70 If Benny escapes, you get the
L Lﬂ/ Platinum Chip by speaking
to Mr. House and starting Main Quest:
The House Always Wins, II, and then seeking
Caesar at The Fort [3.28]. Then accept
Caesar’s first task, and enter the weather
station, where you do Mr. House’s bidding.

Option #3: The

Independent Contractor

Whether or not Benny escaped, you should
have visited Yes Man (11) up in the hidden
computer room inside Benny’s suite. Speak
to Yes Man and you are given some mainly
independent tasks: Main Quest: Wild Card:
Change in Management; Wild Card: Side
Bets; and Side Quest: How Little We Know.

Option #4: Propug-
naculum Tumulosus Sermo

- }

outside The Tops Casino after finishing Main
Quest: Ring-a-Ding Ding! You can begin Main
Quest: Render Unto Caesar at this point, or
any other option.

[I8:s:5) Option #5: For

the New California Republic

Finally, you can investigate the Note you
received from the NCR military police (13)
earlier in this Quest, and begin Main Quest:
Things That Go Boom with Ambassador
Crocker.

Cas

hing In the Chip
— = -3 —

Platinum Chip, right? Then return to the
Lucky 38, ask Victor to take you up to the
penthouse level again (14), and speak with
Mr. House. You can ask questions to gain
further understanding of the situation, but
at some point, you need to give the Platinum
Chip over, or refuse.

Give up the chip, and Mr. House instructs
you to take the elevator down to the
basement.

If you refuse, you're attacked by Mr.
House’s Securitrons, including Jane and
Victor. You cannot complete any further
Main Quests involving Mr. House.

* You are transported to the basement
of the Lucky 38.

Observe as Mr. House upgrades
Securitrons.

A
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Step out into the
dimly lit and grimy
basement chamber.
Move toward a
small sunken area
(15) where two

through combat

Securitrons are going

programming. The
true power of the
Platinum Chip is
then revealed, as
Mr. House upgrades
them from Mk

1(16) to Mk II
Securitrons (17), with
additional firepower and a more militaristic
temperament. When the upgrade is complete
you are taken back to the penthouse.

As you might expect, attacking the
Securitrons turns the entire robotic
population of the Lucky 38 against you and
impedes your activities with Mr. House.

eturn to Mr. House.

No Gods, No Masters ¢ All or Nothing ¢ Veni, Vidi, Vici * Eureka!

£ seoxr

Since broadcasting the upgrade, every
Securitron within range has received an
upgrade. But this Securitron re-programming
into a private army has only just begun!
Speak to Mr. House about the next step in his
domination of The Strip, and beyond: Main
Quest: The House Always Wins, II.

ALLIED FACTION

THE HOUSE ALWAYS WINS, i

QUEST FLOWCHART

Complete Main Quest: The House Always Wins, |
Speak with Victor to leave the Lucky 38

Perform Main Quest: Render Unto Caesar far
enough to enter the securitron Vault

Go down the stairs to the terminal with Mr. House's
image on the monitor

Speak wit_h House

Agree to upgrade his Securitrons.

Fight through the bunker to the Securitron Opera-
tions Console.

Activate the console to upload the data.

Return to Mr. House after speaking with Caesar
and leaving the Fort

Completion Stage

Speak with House

This Quest starts in one of two ways:
¢ Either automatically, after a successful
completion of Main Quest: The House
Always Wins, 1.

¢ Or if Benny escapes and you complete the
first few Objectives of Main Quest: Render

Unto Caesar.

We Aren’t Legion

After completing the first of Mr. House’s
tasks, agree to listen to his next plan for
you (1). You must infiltrate Caesar’s camp
at Fortification Hill, also known as The Fort
[3.28]. Mr. House wants you to open a hatch
in the basement of the derelict weather
station in the camp, which bears the same
insignia as the Lucky 38 logo. Only the
Platinum Chip opens this door, so Mr. House
gives it back.

Platinum Chip

’ Use the Platinum Chip to open the
secret bunker at Fortification Hill.

l. ‘.
A\ ; , ﬁ caesar's| Caesar has set
Ry S LESION | up camp on

the eastern side of the Colorado River.
To infiltrate the place, you need to achieve
the following (all of which is detailed much
more thoroughly in Main Quest: Render
Unto Caesar, which also flags where options
favorable to Mr. House can be chosen. But
briefly, you need to:

Travel to Cottonwood Cove [6.20] and
meet Cursor Lucullus on the dock, and
ask him to escort you to the Legion’s
camp at Fortification Hill.

Disarm, walk to the fort drawbridge
and navigate to Caesar’s Tent. Agree to
demolish Mr. House’s bunker under the
weather station.

If Benny escaped, Caesar gives you the
Platinum Chip, which is the only way to
enter this facility.

Another option appears, which is the
one you must complete to continue this
Quest:

Awakening the
Securitron Army

At the far western
end of The Fort is

a drab concrete
building with a radio
mast (2). Enter the
door on the side
wall to the Weather
Monitoring Station,
and receive your weapons from the Weather
Station Guard (8). Activate the console next
to the floor flap doors using the Platinum
Chip, and descend the steps. Open the
Elevator Door to the Securitron Vault.

The Legion hasn’t gained access to this place.
It’s still the domain of Mr. House, who greets

you from the bank of computer monitors (4).

You can:

Agree to Mr. House’s demands, and plan to
upgrade the Securitrons.

Refuse (after which, all robotic security
becomes hostile), or remain noncom-

mittal. You don’t have to keep your word
though.

* Upgrade Mr. House’s secret
Securitron army.
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The Vault Status
Terminal by the
door informs you
b Y, D that turrets and
- = Protectrons are
\ - i active, and Sentry
o N Bots are standing
- 7 by. So you'll face
the two former robotic foes throughout your
exploration. Defeat the Protectron at the
bottom of the steps (5), after which you can
access the security room, or turn right. The
security room contains a Plasma Rifle and
ammunition (perfect for taking out robotic
foes), and three monitors.

" E The Protectron Operations Terminal

can be hacked, and the alert turned
off, effectively shutting down all
Protectron attacks.

SCIENCE

“o The Turret Operations Terminal can

: be hacked, and the turrets disarmed.

The Sentry Bot Operations Terminal is
currently offline.

Whatever your choice, head down the
corridor, past a door to the Sentry Bot
chamber (which is locked, but can be sealed
to prevent Sentry Bots from attacking you
on the way out), and into a long, windowed
hallway with two Protectrons and a turret
ahead of you, and a huge army of deactivated
Securitrons to your left and right, behind
the reinforced windows. Shoot or avoid the
robots, exit via the door, watch for another
turret on the stairs, and head into the large
generator room (6). Face down around five
Protectrons as you scout around the large
generators, and you'll find three conduit
chambers (7). Each contains a Power
Regulator. These control the flow of power
throughout the vault, and without them, the
power buildup could reach dangerous—and
explosive—levels.

4 M Power up the Securitrons. The
38 “commotion” fools Caesar into
thinking you've destroyed the base. Leaving

the Securitrons alone simply stalls this
Quest.

Open the door in the west wall, and head up
the stairs (watch out for turrets) to the door
marked “Systems Room,” taking out two
more turrets before accessing the Securitron
Operations Console. Insert the Platinum

Chip, and upgrade the Securitron army (8);
you now have a massive robotic force at your
command for the incoming final battle! Then
return to Caesar.

Report back to Mr. House for further
instructions.

I q

(3 E o If you destroy the b
Securitrons instead
of upgrading them, then you're either
making the final battle a lot more difficult
for yourself, or you're readying an alliance
with Caesar (or the NCR, but not Mr. House).
The Quest fails if you destroy the Power
Regulators.
_\\ YA
Now return to Mr. House (as you exit the
bunker), who tells you to report back to the
Lucky 38 Casino to discuss “the next steps.”
Exit The Fort (either before or after telling
Caesar you were victorious), and head back
to The Strip [Zone 2D]. After you've met Victor
and returned to the penthouse, speak to Mr.
House. If this is the first time you've met Mr.
House with the Platinum Chip, he asks you
for it and tells you to head to the basement,
where you watch as another Securitron
upgrade take place (this is the conclusion of
Main Quest: The House Always Wins, I).

Assuming you don’t wish to annoy Mr. House,
you can:

Request the reward you Bartered for at the
Securitron Vault.

Ask what plans he has for his Securitron
army.

Or ask what happens next, and begin Main
Quest: The House Always Wins, III.

£ sooxe

ALLIED FACTION

THE HOUSE ALWAYS WINS, Il

QUEST FLOWCHART

Quest Start

Complete Main Quest: The House Always Wins, Il
and accept House’s next task.

Speak with Victor to leave the Lucky 38

Travel to Nellis AFB.

1
v v
Convince the Boomers
to join Mr. House [Side
Quest: Volare!]
—

Neutralize the Boomers
by killing their leaders.

-
v
Completion Stage

Return to Mr. House and inform him that the Boom-
ers have been persuaded or neutralized.

This Quest begins as soon as you finish Main
Quest: The House Always Wins, II, and agree
to help with Mr. House’s next task. It is also
getting extremely important to pick a Faction
to align with!

You can visit the Boomers and complete any
of their Quest-related tasks before or after Mr.
House requests it.

>

Mr. House’s Securitrons on The Strip [Zone
2D] are upgraded, and those under The Fort
[3.28] are ready for action. It is now simply
a matter of adjusting the attitudes of some
of the “lesser” Factions while you wait for
Caesar’s Legion to attack Hoover Dam. You
can:

=4 m Continue these specific Quests,
38 and ask about the next step.
Or, you can ask further questions

throughout your chat, and gain yet more
background knowledge.

Or, you can kill Mr. House, and fail his
remaining Quests.

Assuming you're here to help Mr. House (1),
he tells you that outside New Vegas is an area
once known as Nellis Air Force Base [3.01],
which is now the home to an unusual tribe
known as the Boomers. This “aggressively
reclusive” clan has several howitzers, which
they fire at intruders. Mr. House is interested
in these big guns; they can fire on the Hoover
Dam, and more specifically, any targets of his
choosing. He wants the Boomers’ support, or
if that’s not possible, he doesn’t want them to
sign treaties with the NCR or Caesar’s Legion.
Reply that you'll make sure the Boomers
support the correct side. Mr. House warns
you of the sheer force of their bombardments,
and that his Securitrons recently spotted a
man near the base studying the patterns of
these projectiles. Perhaps he can help?

* Convince the Boomers to support Mr.
House.

* (Optional) Neutralize the Boomers by
killing the tribe’s leaders.

A
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Leave the Lucky 38
and travel northeast.
The nearest (and
safest) spot to the
Boomers'’ territory is
the Fields’ Shack (2)
[3.04]. Take the road
and you’ll run into
George (3), who offers information on how to
safely navigate the howitzer barrages to reach
the Boomer’s Nellis Air Force Base [3.01].

o\ ® g o To navigate through the
“\"7 : Lﬁ—’ howitzer barrages, ignore
George’s deal unless you want to part

with Caps. Run straight into the rubble

of the first house you see, and hide in the
corner. After the wave of shells, while the
Boomers reload, either run to the next
(mostly) intact house, or make a bee-line for
the fence. When you're close enough to the
perimeter fence, the Boomers stop firing (for
fear of injuring their own people). Or, you
can simply run along the rock wall to the
left when you reach the top of the road; you
might be struck by the outer splash damage
once or twice, but you won'’t take a direct hit.

Faction

Interaction #1A:
Admired from Afar

Now you begin Side Quest: Volare!
@ Please refer to that specific Quest for
details on how to safely enter the base (4),
and convince the Boomers to support Mr.
House. But briefly, you need to:

¢ Reach the front gate, meet Raquel, and
begin a cordial conversation with Mother
Pearl.

ﬂ You must then raise your Boomer
y Reputation Rank to “Idolized.”
Achieve this by completing any of the
following tasks (some of which are their own
Side Quests) until your Rank improves. Use
your Pip-Boy to check the status. You don’t
have to perform all the tasks.

(Side Quest: Volare!) Visit Pete and learn all
about Boomer history.

(Side Quest: Volare!) Speak to Argyll and
treat all his patients.

>

(Side Quest: Volare! / Sunshine Boogie)
Talk to Loyal, and repair the Solar Array
Station.

(Side Quest: Volare! / Ant Misbehavin’)
Speak to Rachel about (and purge) the
Ant infestation.

(Side Quest: Volare! / Young Hearts) Help
Jack meet the love for whom he pines.

(Side Quest: Volare!) Speak to Mother Pearl,
and agree to dredge an old bomber from
Lake Mead [3.26].

(Free Quest: Malleable Mini Boomer Minds
and Bear Necessities) Speak to the
children playing in the Boomer’s base.

(Free Quest: Iron and Stealing) Collect
Scrap Metal to sell to Jack.

(Free Quest: Missing a Few Missiles) Collect
Missiles to sell to Raquel.

e Once you've completed Side Quest:
Volare!, you can speak with Mother Pearl.
When she calls you “a trusted friend of us
all,” ask if they can offer you assistance if
there’s a battle at the Hoover Dam in the
near future.

e Have you already done all of this before
Mr. House requested it? Then this Quest
is considerably shorter. Just reacquaint
yourself with Mother Pearl, and ask for
her assistance.

m Boomers Fame Gained!

S

. 7 o Unless you're exhibiting
o Lﬁ—« symptoms of dual-personality
and want to destroy the Boomers
halfway through helping them, completing
the above list of tasks is more than enough
to gain an Idolized Reputation!

nform Mr. House that you’ve won
the Boomers’ support.
Faction

Interaction #1B:
Killed at Close Range

he’s gradually revealing to you. He’s
given you a second option when it comes to
treating the Boomers: execution! Begin Side
Quest: Volare! as normal, until you've spoken
to Mother Pearl and received your Objectives.
You're then free to unleash hell, but from

a closer range. Killing everyone (5) is one
option, but for the Boomer Tribe to fall into
disarray and decline, a more tactical series of
strikes is called for: Kill their leaders.

Mother Pearl (6), the
matriarch, is inside
or near her barracks,
or wandering outside.
She is a critical kill.

Argyll (7), the doctor,
is in the medical
station. He is an
optional kill.

Loyal (8), the
patriarch, is
inside one of the
two hangars, or
wandering outside.
He is a critical Kkill.

Jack (9) is usually
inside one of the
hangars, close to
Loyal. He is an
optional kill.

Raquel (10), the
master-at-arms, is
usually standing on
her viewing platform
(in the center of the
base, on the runway),
or near the barracks.
10 She is an optional kill.

m Boomers Infamy Gained!

Killing Pearl and Loyal is

all it takes to eliminate the
Boomers as a potential threat. Attack

them in their specific locations during the

day, because they bunk with many other

Boomers at night.

Once you've completed these horrific acts,
the Boomers won't be making any deals with
the NCR or Caesar’s Legion ever!

Inform Mr. House that the Boomers
have been neutralized.
Faction Interaction:
Complete

Back at the penthouse level of the Lucky 38,
Mr. House asks for a progress report. You
can:

Tell him you're still working on it (which
is only advisable if you haven't secured
their loyalty or murdered their leaders).

Inform Mr. House that the Boomers have
had their loyalty secured, or they've been
taken out of the equation. Mr. House is
pleased, and immediately informs you of
your next assignment.
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ALLIED FACTION

THE HOUSE ALWAYS WINS, IV

Quest Start

Complete Main Quest: The House Always Wins, Il |
and agree to look into the Omertas for Mr. House. |

QUEST FLOWCHART

Speak with Victor to leave the Lucky 38 I
—e

v v v
Do Side Quest: | Do Side Quest: |
How Little We | How Little We Kill the |
Know, and stop | Know, and aid Omertas |
the Omertas the Omertas |
1 ]
7

Return to the Lucky 38

Speak with Victor to get to the top floor. |

Completion Stag

Inform Mr. House that the Omertas have been |
neutralized. |

S
. 7 o To start this Quest, finish

T Lﬁ—« Main Quest: The House Always
Wins, 111, and your infiltration into the
Omertas begins. You're likely to be Vilified by
Caesar’s Legion by the end of this Quest, so
make sure you're happy working under the
phosphorescent gaze of Mr. House!
Remember too, that you can enter Gomorrah
and complete any of the Omerta Quest-related
tasks before or after Mr. House asks you.

For your next task, you're to enter the den of
vice known as Gomorrah Casino [2D.01]. Mr.
House (1) is concerned about the Faction that
runs this adult playground, the Omertas. He
knows that the Omertas are underhanded,
but the current cooperative silence is almost
deafening. They're up to something, and
you're going in to find out what it is!

8
é You can also flirt with Mr. House.

CHARISMA

Or ask about the backgrounds of the “Three
Families” of The Strip, or the Omertas
themselves.

>

Speak to Victor, travel down to the casino
level, and leave the Lucky 38, then cross The
Strip and enter Gomorrah (2).

Investigate the Omertas and stop

them if their plans oppose Mr.
House’s interests.

m Caesar’s Legion Infamy Gained!

Q [FAILED!] Render Unto Caesar:
Beware the Wrath of Caesar!

The Legion has spies everywhere.

Q If you continue to work against its
interests, you will be marked an
enemy.

Faction
Interaction #2A:
Cachino’s Colleague

(TS £

"\ Once you enter Gomorrah Casino
@ (3), to investigate the Omertas, you
must begin Side Quest: How Little We
Know. Completing this Side Quest, ideally
after minimizing the threat of the Omertas,
completes the Main Quest, too. Please refer
to that specific Side Quest for details on
achieving this. But briefly, you need to:
e Ask the receptionist or other casino
workers about Cachino, then ask him
about his side businesses.

¢ Confront Cachino after obtaining details
of his deeds against the other Omertas.

¢ Hand him the evidence, and then begin
investigating two Omerta operatives:

¢ Investigate EITHER Troike OR Clanden
(only one is necessary):

Investigate Troike and obtain the blackmail
note from Big Sal’s Safe, OR

Investigate Troike and use his Thermite to
destroy the Omertas’ weapons storage.

Investigate Clanden and steal the Snuff
Tapes from his safe. Then confront
Clanden and either kill him or convince
him to leave New Vegas.

¢ Kill Big Sal and Nero.

B The Strip Fame Gained!

(3 E o Warning! Excessive
killing doesn’t affect
your Strip Reputation, but it gets you
barred from the casino!

Faction
Interaction #2B:
Cachino’s Reaper

W Side Quest: How Little We Know can
also be completed in a way that benefits
the Omertas but still keeps them loyal to you,
and therefore Mr. House. Briefly, you need to:

¢ Ask the receptionist or other casino
workers about Cachino, then ask him
about his side businesses.

¢ Confront Cachino after obtaining details
of his deeds against the other Omertas.

¢ Keep the evidence, and convince an
Omerta thug that you need to speak to
Big Sal or Nero.

e Speak with Big Sal or Nero and give them
Cachino’s evidence. Then “help” Big Sal or
Nero during Cachino’s business meeting
(4), and offer to help the boss with
rackets they're planning.

Speak with Troike and retrieve a stolen
weapons shipment from Fiends.

Speak with Clanden, and agree to find
chlorine at the Ultra-Luxe or at the
Freeside supplier.

¢ Let Big Sal or Nero know that their
rackets have been helped.

B The Strip Infamy Gained!
% (3 E o A third, unapol-
ogetic and highly

dangerous way to minimize the
Omertas’ presence is to simply find the
three bosses (Big Sal, Nero, and Cachino)
and murder them all, and anyone else you
spot with a first name and a sharp suit. The
Omertas become hostile, and there is insta-
\bility on The Strip.

S
% (3 f o If you haven’t
already completed
the Free Quest “Big Winner” (detailed in
the Tour section devoted to Gomorrah), you
risk being unable to gain an Achievement or
Trophy devoted to gambling. You have been
warned!
_\\

N\

7~

N\

* (Optional) Inform Mr. House of the
Omertas’ treachery.
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1

&
@ 7 o For more information, look
'\"7 ) Lp—’ up the Side Quest in the next

chapter. Begin Side Quest: How Little
We Know in one of four ways:

Finish Side Quest: Bye Bye Love

Start Main Quest: The House Always Wins,
IV (this Quest).

Deal with the Great Khans during Main
Quest: For the Republic, Part 2.

Ask Yes Man about Side Bets.

3] Wise Guys’
Mug Shots

This is Cachino (5).
You'll usually find
him in the main level
(he seeks you out).
Then he moves to the
bar near the stage on
the main level.

Find Big Sal (6) on
the balcony or pool
table and offices area
of the main level,

or sleeping in the
Gomorrah suites.

&%
G

Find Nero (7) on

the balcony or pool
table and offices area
of the main level,

or sleeping in the
Gomorrah suites.

Find Troike (8) in
the Gomorrah lower
lobby area, in the
Zoara Club.

Find Clanden (9)
sleeping or wandering
the Gomorrah suites.

.
‘\>_/IP f Already an enemy of the

Omertas? Become a foe
without offing all three bosses? Then this
appears:

Inform Mr. House that the Omertas
are hostile to you.

Inform Mr. House that the Omerta
threat has been neutralized.
Faction Interaction:
Complete

When you return to the penthouse level of
the Lucky 38, Mr. House wants a progress
report and isn’t interested in half measures.
You can:

Tell him you're still looking into it, or you
found evidence. Mr. House doesn’t care;
he needs you to finish this!

If you sided with Cachino, Mr. House is
less than pleased but will give you a new
assignment.

If you sided with the bosses, the Omertas
are likely to massacre everyone on The
Strip when the Legion attacks, and Mr.
House needs to divert more resources,
which means fewer Securitrons for the
final push, making this the less positive
outcome.

Nevertheless, you're ordered to complete your
next task at once.

THE HOUSE ALWAYS WINS, V

ALLIED FACTION

3

QUEST FLOWCHART

Complete Main Quest: The House Always Wins, IV
and agree to deal with the Brotherhood of Steel.

Speak with Victor to leave the Lucky 38
Kill off the Brotherhood of Steel.
Return to the Lucky 38

Speak with Victor to get to the top floor.

Completion Stage
Inform Mr. House that you've negotiated peace
with the Brotherhood of Steel, or have destroyed
their bunker.

N Y=

Once you finish Main Quest:
The House Always Wins, IV,
you're asked to kill the Brotherhood
of Steel because they're likely to oppose Mr.
House’s new regime due to their fanatical
views on technology. The four Side Quests
related to the Brotherhood of Steel (including
Veronica's, a Follower) can occur before or
after you speak with Mr. House. Consult Side
Quest: Still in the Dark for all your options.

Find the Brotherhood of Steel and
destroy them.

Journey to the strange, desolate, and
windswept Hidden Valley [5.11], and enter
the western bunker (1). You can Kkill the
Brotherhood of Steel (as Mr. House wants)

or ally with them. The Brotherhood of Steel
would make a fine fighting force for the battle
to come...if you can convince them!

s Faction
Interaction #3:
Tick, Tick, Boom!

@; The Brotherhood of Steel’s bunker
can be destroyed in cunning and
brutish ways.

s b W ‘
. = Enter the facility,

g * = * and when Paladin
- Ramos stops you,

kill him and every single Brotherhood of Steel
member (2). This is long, highly dangerous,
and ultimately pointless, because you have a
better option.

Agree to see Elder McNamara, and once
you're free to move about the bunker, head
to the VR chamber in the southern quadrant
of the bunker L2. When no one is looking,
surreptitiously inspect the two terminals on
the western wall: the Self-Destruct Autho-
rization Terminal, and a link terminal to
activate the self-destruct command. You can:

k=3
=
S
3

e You can locate the three senior Broth-
erhood members with keycard access
to the authorization terminal. The three
targets are:

i ¥’ Hack the red terminal, and start the
bunker self-destruct sequence. Or,

Head Scribe Taggart
(3), who is usually in
his bed, or wandering
this VR chamber.

Head Paladin Hardin
(4), who is at the
entrance between
bunkers L1 and L2.
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Back at the authorization terminal, the keycards Inform Mr. House that the Brother-
generate a password for the red terminal. Access h )
o nker has been destroyed.
Elder McNamara (5), that, and choose the self-destruct sequence 0d’s bunker has been destroye

who is usually in his launch. Now flee to the surface.
bed, or sitting in the ;
command room.

0
. 7 o Should you wish to ally with

b
. 7' Your mass-slaying of the the Brotherhood of Steel

Brotherhood of Steel isn't for against Mr. House’s wishes, consult
naught, as there’s a hefty haul inside Side Quest: Still in the Dark. If you're allied
this bunker, although buying items from with Mr. House, the only reason to do this
D Head Scribe’s Keycard them nets much more potent weaponry. is to get Power Armor training, purchase
Check the Tour chapter for the stash, and goods from the store inside the Hidden
remember to pillage the bunker before you Valley Bunker, or steal items. Afterward, kill
c Head Paladin’s Keycard start the self-destruct sequence! everyone.

D Elder’s Keycard (3 f . Beware: Activating

the self-destruct

Obtain the keycards through
- . . 4 . g . sequence causes instant Vilification
Pickpocketing, or shooting (which .
> . with the Brotherhood! You are marked and
turns the entire bunker hostile). .
may encounter patrols gunning for you later

in your Questing!

THE HOUSE ALWAYS WINS, Vi
U pottcrs reatly when obtain | vesTrowckaRT |
o“t’ nam PIo' matters greatly when obtaining LR

SNEAK

Main Quest: You'll Know It When It Happens. Quest Failed

You must be “Accepted” (or better) in your i NCR reputation not Complete Main Quest:
NCR Reputation to attend President Kimball's high enough; President |, The House Always Wins,
speech (Mr. House sends a Securitron to Kimball dies, proceed to V and agree to protect

Main Quest: The House President Kimball if NCR

th matt , allowi t k ) Ml
smooth matters over, alowing you to wor Always Wins, VIl | reputation high enough.

with the NCR). The easiest way to know this

is to check your Reputation on your Pip-Boy,
or see how you're treated when you visit Speak with Victor to leave the Lucky 38
Hoover Dam.

Perform Main Quest: You'll Know It When It Happens
Go to Hoover Dam and protect e
President Kimball during his visit. Return to the Lucky 38 |
Presidential Cordon

Mr. House wants you to foil a Legion assas-
sination plot. Ranger Grant is ready to brief
you. This begins Main Quest: You'll Know It
When It Happens. This is a Main (and not a
Side) Quest, so consult it for all the possible
options. If you care about New Vegas stability,
B s be sure to save President Aaron Kimball Inform Mr. House that President
ack at Mr. House’s penthouse, your news . i i

during his visit (2) to Hoover Dam. Once Kimball survived the assassination

from the field has come just in time, as Aaron Kimball is saved, or dies, return to Mr. House
Kimball, the president of the New California o ’ ’ attempt.
to conclude this Quest.

Republic, is visiting the Hoover Dam (1) [3.33] -
to “boost morale.” Inform Mr. House that President
imball is dead.

ALLIED FACTION

THE HOUSE ALWAYS WINS, Vii

1

Hx

-

Speak with Victor to get to the top floor. I

Completion Stage

Inform Mr. House that you've protected President
Kimball, or that he's dead.

See flowchart on the following page

journey to the El Dorado Substation [5.04],
and attach an Override Chip to the power
control terminal. Mr. House will use the jolt
of electricity to jump-start the Lucky 38’s
reactor and boost the transmission strength
of the network, allowing control over the
Securitrons at Hoover Dam.

D Override Chip

Final Preparations
for Power

Once you've stopped, (or fled after the EI n r ] rri

assassination of) President Kimball, Mr. 0 ado 0 e de

House gives you an imperative task. With Between Vault 11 [5.05] to the east, and

the Legion’s assault imminent, you must Black Mountain [5.07] to the west, lies the El

Dorado Substation (1), which siphons power

<
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QUEST FLOWCHART

Complete Main Quest: The House Always Wins, VI and agree
to install the override module in the El Dorado Substation. |

4

Speak with Victor to leave the Lucky 38

Install the override module in the El Dorado
Substation.

Return to the Lucky 38

Speak with Victor to get to the top floor.

-

Completion Stage
Inform Mr. House that the Substation is activated |

from HELIOS One [5.13] to the south. Once
you reach the substation, a patrol of NCR
grunts (2) stops your progress, and tells you
that there’s going to be trouble if you enter
the control room. You can:

v Assault the substation with all
5‘ guns blazing (or Melee Weapons
bludgeoning), which doesn’t win you
any favors (or Reputation) with the NCR.

m NCR Infamy Gained!

- Or Sneak (ideally with a Stealth Boy)
g« into the substation without being
spotted, or the alarm raised.

Or, if you've procured an NCR uniform or
armor, you can fool these grunts into
thinking you're one of them, and enter
the substation.

Once inside the substation, deal with any
threats, activate this terminal (3), and power
up the substation with the Override Chip.

Mr. House’s network tentacles now reach far
and wide; including the ability to control the
massive Securitron army in the bunker under
The Fort [3.28] that you (hopefully) brought
online and upgraded. Now head outside, and
prepare to tie up any remaining loose threads.

Q Report back to Mr. House at the
Lucky 38.

A Prelude to Complete Control

Mr. House is pleased with this new bolt of
energy that has successfully jump-started
the Lucky 38’s reactor. Vegas is humming
along, and Mr. House has been testing his ¢3i
broadcasting arrays. Everything is in order.
Which is great timing, because Caesar’s
forces are establishing a staging area east of
the dam! Mr. House asks whether you want
to head to the dam, or tie up any loose ends
before the ultimate battle.

Since you successfully powered up the
Securitrons under The Fort during The House
Always Wins, II, they will be waiting to turn
the tide of battle!

Otherwise, you're in for a tougher struggle.
Mr. House has a plan for ultimate victory,
and the fate of New Vegas for decades to come
lies in your hands. Act III: Main Quest: All or
Nothing begins now!

RENDER UNTO CAESAR

ALLIED FACTION

CAESAR'