Ego Eimi
Alternative Main Quest Chain for Fallout 3
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1. Overview

The powerful thing about Fallout 3’s narrational system was that it gave the player complete control over exploring the ludic aspects—particularly the character building mechanics—of the game. That is, character development and ludic exercise were not slaves to narrative progression, and vice versa.

Ego Eimi is a quest design exercise that attempts to turn some of this philosophy upside down while retaining much of what makes Fallout 3 the game that it is. The goal of Ego Eimi is to construct a narrational system that poses a ludic challenge to the player’s agency—if the player wants a specific narrative out of the game, he will have to fight for it. The aim is to try to craft this in such a way that it becomes an opportunity for the player to build agency, as opposed to a simple, artificial restriction of freedom which uses narrative as an excuse to cart the player from one venue to another.
Since the goal is content retention, this exercise does not truly provide wholly new content, but instead takes almost the entirety of what is already there in an attempt to demonstrate that a different kind of experience can be built within a nearly identical game world.

The main theme of Ego Eimi, then, is to pit the survival of the self against the survival of others. Taking a cue from The Replicated Man quest, the quest chain tasks the player with hunting down androids in order to kill them. This is set against a countdown timer whose end means the player’s death; the player must eliminate certain targets in order to extend his own life.
The idea was thus to transcribe some of the identity mechanics of Westwood’s Blade Runner onto an open world game. Whether or not the NPCs, and even the player himself, are androids is procedurally determined, increasing replay value and the player’s sense of agency within these limitations. Additionally, the idea was to introduce some of the psychological pressure found in Fallout 1 to further enhance the gravitas of the game world.
It should be noted that this document was written with only the base game in mind. It does not take into consideration the additional content supplied by the DLCs.
2. Identity Mechanics

As the mechanism for determining the identities of the characters in the game is core to the overall experience, this section will go into detail on how this will be done. Briefly, the more empathetic the player behaves, the more likely his identity is human, and the more likely quest NPCs are androids. Conversely, more android NPC kills pushes the player towards android, and the remaining NPCs towards human (this is both a game balance mechanism as well as a roleplay mechanism).
The calculation itself is actually quite simple. The quest NPCs begin with a numerical variable, (henceforth labeled the identity value), between 1 and 10, where 1 to 5 indicates human and 6 to 10 indicates android. This value is assigned to them randomly within a set range specific to each character (outlined in Section 6). 
The player, too, is assigned a random identity value between 4 and 7. This value is modified by a personality test immediately following character generation, which then adds or subtracts from the player’s value, depending on the answers given.

Finally, besides Billy Creel, Elder Lyons and Harold (locked android NPCs), the identity value of the remaining NPCs as well as the player will change depending on how the player solves each assignment (that is, whether the player terminates the NPC or not). These changes are outlined in Section 8, and cannot take the identity values above 10 or below 1.
3. The Identification Device

The identification device is a modified mesmetron provided to the player at the start of the campaign which can identify whether or not an NPC is human or android. Once the device has been applied on an NPC, that NPC’s identify value will be locked and no longer subject to change in accordance with player actions.

The player will receive exactly 1 charge for the device per assignment so that the player does not expend time randomly tagging NPCs. The device should return “inconclusive” and should not use up a charge when used on a non-quest NPC. All returns should be registered in the quests tab of the Pipboy, along with a message box alerting the player to the result.

Additionally, the range of the device should be quite limited, about 64 to 128 units, so that the player will need to be fairly close in order to operate it.

4. Quest Mechanics and Balance Concerns
The quest chain contains 4 main quests and 8 optional supplementary quests. Each of these involves identifying and, if appropriate, terminating a quest NPC. The 4 main quest NPCs are as follows: Billy Creel, Three Dog, Horace Pinkerton, and Elder Lyons. This should carry the player through roughly the same amount of game space as the original campaign.
The main quests are mandatory in that once an assignment for a main quest NPC is received, the player will have 10 days to tag and take action on that NPC. Failure to terminate within 10 days, termination before tagging (after assignment reception), or termination of an identified human will result in a subtraction of 9 days from the time remaining before the game is over.
Extra time left from a main assignment will carry over into the next main assignment. As such, main assignment failures do not necessarily result in game over. Updates for the next assignment will still arrive as usual, as long as there is time left before the deadline.
The optional assignments are provided in order to help extend the time limit. The completion of each of these will extend the current mandatory assignment’s deadline by 5 days. These optional assignments will not incur any penalty if the player does not complete them, but the player will still receive the time penalty if they execute a tagged human. Since these can be completed at any time, the player may choose to hoard them and use them for a later assignment.
Each of these changes to the deadline should be notified to the player by message box.

The time limits, extensions and penalties, as well as the identity value ranges should be play tested and fined tuned to insure that players do not have too little or too much time to complete the quest chain. The crucial thing is that some NPCs will have to die in order for the player to survive to the finish.

In practice, the player should still have plenty of time to explore quite a bit of the game world.

Optional assignments should not spawn if the subject NPC is already dead. All main quest NPCs should be essential until tagged. In all cases, the player will receive the same quest rewards as those given for termination if the NPC returns human.
5. Internal Consistency Notes
These notes are provided as much of the original game will be mostly left intact. Points of possible internal conflict not covered in Section 8 are listed here.

- The entrance to Vault 101 should be permanently locked or removed all together (in the latter case, all references to Vault 101 will also need to be removed).
- Dialogues throughout the game should be carefully purged of references to the player’s origins from the vault (Moira Brown, Talon Company mercs, etc.).
- All dialogue and data tapes that refer to James will need to be removed (Doctor Li, Moriarty, etc.), as well as any reference to Project Purity and the Lone Wanderer’s parents’ involvement in that program.

- The scripting for GNR should be altered so that Three Dog does not discuss the player’s progress through the wasteland (this has the added effect of increasing the loneliness of the player character). 
- Due to conflicts in the agendas of Dr. Zimmer and the Overcoat Man, Dr. Zimmer and the Replicated Man quest will need to be removed altogether, and the quest rewards for that quest (A3-21's Plasma Rifle, or Wired Reflexes) will instead be reassigned as rewards for the Pinkerton quest. All mention of the Railroad group (dialogue with Manya, for example) will need to be carefully edited or removed.
6. NPC Identity Ranges
Once again, as these values are absolutely central to achieving game balance, they may require adjustments, depending on play testing results.
6.1 Constant Value NPCs
6.1.i Billy Creel: Android; Main Quest
6.1.ii Elder Lyons: Android; Main Quest
6.1.iii Harold: Android
6.2 Human Favored NPCs
6.2.i Goalie Ledoux: initial identity range 1-5
6.2.ii Smiling Jack: initial identity range 1-5
6.3 Android Favored NPCs
6.3.i Three Dog: initial identity range 7-10; Main Quest
6.3.ii Vance: initial identity range 6-9
6.3.iii Dukov: initial identity range 7-9 [if the player has 45+ days when the player IDs Dukov, he should automatically return as human]
6.3.iv Drifter: initial identity range 8-10 [if the player has 45+ days when the player IDs Drifter, he should automatically return as human]
6.4 Middle Ground NPCs
6.4.i Horace Pinkerton: initial identity range 5-6; Main Quest
6.4.ii Arkansas: initial identity range 5-6
6.4.iii The Hound: initial identity range 5-6
7. The Personality Test
The personality test given to the player immediately following character generation is listed here in full, along with guidelines on how to score it. The answers will affect three numerical variables (empathetic, neutral, and antipathetic) which will be used to determine the outcome of the test. (The first question here is taken directly from the Voigt Kampff test in Blade Runner to help contextualize the opening sequence.)
1. You're walking in the desert when all of a sudden you come across a tortoise lying on its back, baking in the hot sun. Dying from the heat, it's trying to turn over but it can't. Not without your help. But you're not helping. Why?

· What do you mean I'm not helping! (+1 empathetic)
· Nature must take its course. (+1 neutral)
· Because I'm too busy watching it die. (+1 antipathetic)
2. You're at a bar having a drink when a cockroach, not a radroach, but a rare, live cockroach—possibly the last of its kind—crawls across your arm. What do you do?

· Kill it in disgust. It's a cockroach, and where there's one... (+1 antipathetic)
· Try to carefully preserve it in an empty glass. (+1 empathetic)
· Watch it scamper away. (+1 neutral)
3. A man at a bazaar presents you with a delicately bound, exquisite looking book with pristine white pages, carefully inlaid with gold and black leather detail. The quality of the suede leather binding is superb, and yet inexplicably disturbing—this hide was made from no four legged animal. The title of the volume is "Mein Kampf." The man explains the piece is priceless, having belonged to a former high official of an expurgated regime.

· You snap it up immediately. (+1 antipathetic)
· You want nothing to do with either the book, or the man. (+1 neutral)
· You expose the man for peddling wares made from human skin. (+1 empathetic)
4. Life is
· Pain. (+1 antipathetic)
· Endurance. (+1 neutral)
· Worth living. (+1 empathetic)
The final values are then tabulated and the player’s identity value is altered as follows. 
4 in any of empathetic, antipathetic or neutral: +2 to identity value
3 in empathetic: -2 to identity value
3 in antipathetic: +2 to identity value
3 in neutral: +1 to identity value
2 in any (all other results): random addition to identity value of -1 or +1
Remember, 1-5 on the identity value is human and 6-10 is android, so adding to the value pushes the player towards android, and vice versa.

[The results are rather arbitrary, although the idea is that extremes in the characterization of the player’s persona (i.e. too good, too evil, or too neutral) causes the player character to more likely be an android].

8. The Quest Chain
8.1 Character Generation, Introduction, and the Safe House
The opening sequence is somewhat important for cluing the player in as to what is going on, so some of the important environmental details and cinematic activities are outlined here.

Immediately following the birth sequence, left intact from the original campaign, the player will be transported to a mostly empty, cavernous warehouse, strapped to a chair facing glaring floodlights and surrounded by medical equipment and mannequins.
The birth sequence is important in that the player will remember that it took place—the player character should therefore be human.
The player will then enter a dialogue with a non-descript scientist for the personality test detailed above. Once the test is over, the camera will pan over to The Overcoat Man. This is a silent cinematic which merely shows the Overcoat Man standing above the player on top of a ledge with a blinding backlight obscuring his face.
A fade to white then relocates the player to just outside his “Safe House.” The cinematic is now over, and the player should regain control. There should be an animated vertibird take off event as the screen fades back from white to contextualize the transition.

The Safe House, a simple tent in the middle of the Wasteland, is a new location created for this campaign. It functions much as the Megaton House or the suite in Tenpenny Tower, but its real purpose is to host a mailbox through which the player will receive quest rewards and assignments. The tent should be placed such that it is physically close to Megaton. If Vault 101 has been removed, the tent can be located at the spot where its entrance would normally be.
The main quest should now notify the player to check his mailbox, which at this time will contain a data tape outlining the player’s situation with the following text:
 “You have been implanted with a timed explosive charge through the nasal cavity. You are scheduled to die unless you fulfill our directives. You will receive more directives through this mailbox as you complete each assignment.”
“Throughout the Capital Wasteland are certain individuals masquerading as human beings. These are not human beings, but synthetic lifeforms whose presence within our society represents a significant threat.”

“Your job is to identify them and exterminate them. Do not waste time looking for them on your own—we will tell you who to target.”

"You will receive 10 days to complete each assignment. Time left over from these assignments will carry into your next assignment.”

“Failure to terminate any identified synth lifeform within the given time will remove 9 days from the time left before we detonate the device. You will receive the same penalty for any humans you terminate that have been tagged.”

“Your first assignment is a man in Megaton going by the name of Billy Creel. Use the device we have provided to determine whether he is indeed non-human. You are advised to make haste.”
Along with this data tape, the player will also find the identification device in the mailbox, plus 1 charges for its use.
The player inventory should already contain the following items in perfect condition: 1 Merc Grunt Outfit, 1 10mm Pistol with 24 rounds, and 1 Switchblade, plus 100 caps and 3 stimpaks.
8.2 Billy Creel
Quest Stages
- You Have X Days Remaining to Complete this Assignment
- Go to Megaton and Tag Billy Creel
- (Optional) Discover a Means to Dispatch Creel Discreetly
- Terminate Billy Creel
- (Optional) Grant Amnesty to Billy Creel
Billy Creel’s personal history from the original campaign remains largely intact for EE. From the original campaign, Creel’s distant past is somewhat vague, but it is known that at some point he rescued Maggie and settled in Megaton.
The quest marker should indicate Megaton for this quest. The dialogue tree with Billy Creel should be expanded so that the player can “befriend” him if he goes deeper into the tree. Once he becomes the player’s friend, Creel will have a special dialogue upon being tagged which allows the player to terminate him without causing his faction to become hostile. 
If the player has not befriended Creel and simply tags him, a message box with two buttons (like the Choose Sex options at character generation) should pop up, allowing the player to choose between termination and amnesty. Termination will cause faction hostility.

If the player has befriended Creel and tags him, Creel will enter dialogue:

“There’s always another way.”


- I’m sorry, but there isn’t (terminate [scripted death]).

- What other way?


“I’ll leave Megaton forever. No one will hear from me again. Not even Maggie…”


- That’s not gonna do a damn thing. I’m sorry. Say goodbye. (terminate)



- This doesn’t help me. I need to kill you if I am to live.



“Then what does that make you… human?”



- It doesn’t matter. (terminate)



- …




“You don’t even *want* to kill me, do you?





- Maybe. But I want to live. (terminate)





- No.






“Here, I’ll make it easy. Take these. And the combo to my safe.”
If the player allows Creel to live, Creel will give the PC some items (listed below as amnesty reward) and the combo to his safe. Creel will then run out of Megaton and disappear from the game. Maggie will move in with Manya and Nathan as she normally would if Creel dies. Her dialogue will indicate she thinks Creel is dead.

If the player kills Creel, Maggie will run up to the player and weep in despair that the player has murdered him. She will then run out of Megaton. Outside, the player will find her corpse next to the entrance, along with a dead radscorpion. (This event should not occur if Megaton faction is hostile; that is, if the player kills Creel without befriending).
Alternative solution: The player can identify Creel and then fulfill Mr. Burke’s request and nuke Megaton. Nuking Megaton before identifying Creel should cause a failed assignment.
Once the player has made a decision, a quest notification should advise the player to check his mailbox, where he will receive a data tape with quest updates for Three Dog, plus a charge for the ID. He will also receive the data tapes and ID charges for his first discretionary assignments at this point (Vance, Arkansas, and Goalie Ledoux), plus another data tape explaining time management with discretionary assignments.
Since the player will have no real need to talk to Moriarty, the 300 Pieces of Silver quest should be given as a regular material incentive quest and completely unrelated with either GNR or Three Dog.

Identification Reward: 100 caps, 300 XP
Termination Reward: Leather Armor, 500XP
Amnesty Reward: Leather Armor, 500 caps, combo to Creel’s safe, 500XP
Identity Shift Results
- Nuking Megaton or Killing Creel without Friendship:  +2 to identity value for PC and -2 for all adjustable NPCs
- Killing Creel after Friendship: +1 to PC identity, -1 to NPCs
- Letting Creel Go: -1 to PC, +1 to NPCs

8.2a Side Quest 1: Vance
Discretionary Assignments data tape:
“You will now receive discretionary assignments which you may pursue, or not, as you see fit. The completion of each of these will add 5 days to the time you have remaining in your current mandatory assignment. DO NOT terminate any individuals who test human.”
Quest Stages
- Talk to Evan King in Arefu about the Recent Attacks There
- Find the Leader of the Family and Tag Him
- Terminate Vance
- (Optional) Grant Amnesty to Vance
Data tape message: 
“Discretionary Assignment 1:
The settlement of Arefu has been under siege from an unknown source. We believe the leader of these attacks may be a synth lifeform. Head to Arefu and speak to Evan King. Find the source and eliminate the suspect if an ID test proves positive.”

This assignment overlaps with Blood Ties. If the player has not already received directions to Arefu from Lucy West, the quest should now mark the location on the Pipboy. Once the player finds Meresti Metro Station and locates Vance, he can tag Vance at any time.

Most of the default settings concerning Blood Ties and members of the Meresti faction should be left alone; all the hostile triggers concerning the killing of Vance should be the same. Once the player tags Vance, if Vance is an android, he will enter into dialogue.
“Are you sure you want to do this?”

- No. But I have to, don’t I?
“You realize that without my guidance, the members of the Family will revert to their old ways of cannibalism. Are you certain you want that to happen?”
- You’re not even human. I can’t let you control them. (enter combat)
- If I let you live, others will come for you. You will put the Family in constant danger.

“Yes, I suppose you are right about that. Although, as you well know, our defenses are not negligible… Very well, I submit. Kill me.”

- ... I think you’ve proven that you deserve to live. But you should let your followers know who you really are.
- As you wish. (terminate)

- Yes, I am sure. (enter combat)
Note that talking Vance into submission is the only way to avoid hostility from faction members. The player will still lose Karma, however.
If Vance dies after submission, the Family should disband and the NPCs should no longer be found in the area. Returning to Arefu, the player should find its residents slaughtered, and a handful of Raiders occupying the space. Lucy West will also disappear from the game.
For flavor, if Vance is android, there should be a data tape titled “Vance’s Diary” that discusses Vance’s attempts to become more human by directly injecting human genetic data into his system.

Identification Reward: 100 caps, 100XP
Termination Reward: 300XP (the loot off of Vance’s corpse alone is quite considerable)
Amnesty Reward: 250 caps, Vampire’s Edge, Custom Perk “Vampire’s Cunning,” 300XP
[Vampire’s Cunning: +1 to Perception, +10% to Speech]
Identity Shift Results
- Killing Vance after Submission: +1 to PC
- Killing Vance without Submission: +1 to PC, -1 to NPCs
- Letting Vance Live: -1 to PC

(Notice that killing Vance if he is human has no effect on the identity value; this holds true for the other variable NPCs as well.)
8.2b Side Quest 2: Arkansas
Quest Stages
- Travel to Minefield and Tag Arkansas
- Terminate Arkansas
- (Optional) Grant Amnesty to Arkansas

The quest marker should mark Minefield, and the data tape should label this as “Discretionary Assignment 2”.
One of the less sympathetic characters, Arkansas is the first middle ground NPC the player might encounter. Arkansas will be human if the player killed Creel, and android otherwise. 
This assignment overlaps with the minefield part of The Wasteland Survival Guide, and Strictly Business. There may be a conflict of interest between slaving Arkansas to complete Strictly Business and dispatching him (though simply taking care of Arkansas before obtaining Strictly Business would eliminate this conflict). 
The player should be able to tag Arkansas while mezzed, or mezz Arkansas after tagging. In any case, once tagged, if android, a message box will display to allow the player to choose between amnesty and termination.
The challenge here is to get close enough to Arkansas to actually tag him.

Identification Reward: 100 caps, 100XP
Termination Reward: 250 caps, 300XP
Amnesty Reward: 300XP
8.2c Side Quest 3: Goalie Ledoux
Quest Stages
- Travel to the Nuka Cola Factory and Obtain the Nuka-Cola Clear Recipe
- Meet Up with and Tag Goalie Ledoux in Front of the Red Racer Factory
- Terminate Ledoux
- (Optional) Grant Amnesty to Ledoux
Goalie Ledoux is a human favored, but since Ledoux possesses one of the best headwear items in the game, the player has a very good motive to kill Ledoux anyway. 
This is the first of the discretionary missions which pits significant loot drops against the 9 day penalty that the player will accrue for tagged human kills. In each of these cases, the NPC has a human favored initial identity value range. This means players that have terminated tagged androids previously will have to take the 9 day penalty if they want to loot from these NPCs. On the other hand, players that have let previous androids go will have a better chance to encounter an android version of the loot incentivized NPCs and thus be able to take the loot drops without the time penalty.

Data tape message:
“Discretionary Assignment 3:
Some worthless scum calling themselves ‘Sudden-Death Overtime’ is lead by one Goalie Ledoux—a rather superficial character, but we must check all known leads. Ledoux strange fixations on a pre-war sport and beverage have increased our suspicions. 

In order to lure him out, we have scheduled a meeting in front of the Red Racer factory, where he is expecting the Nuka-Cola Clear recipe. One of his henchmen was to retrieve it from the Nuka Cola factory, but we have ensured that he will not return. 
Head to the factory and secure the formula, meet up with Goalie Ledoux at the rendezvous. Terminate as necessary.”
This quest will override Just for the Taste of It. Whether the player has completed Nuka-Cola Challenge or not should not affect whether or not the player can pursue this quest (in the original campaign, Just for the Taste of It is disabled if the player has already completed Nuka-Cola Challenge).

On receiving this quest, the player will obtain the map markers for the Red Racer Factory, and the Nuka-Cola Plant. Just for the Taste of It will not initiate as it normally should after the player reads the note off of Winger Mercier. Once the player receives this quest, the player will be able to receive the key from Milo the Shipping Foreman as if he had read the note off of Mercier.
After obtaining the formula, Goalie Ledoux will spawn, and the player will find him at his usual spawn location in front of the Red Racer Factory. Tagging will trigger a message box menu as with Arkansas.
Identification Reward: 100 caps, 100XP

Termination Reward: 250 caps, 300XP
Amnesty Reward: 300XP

8.3 Three Dog

Quest Stages
- You Have X Days Remaining to Complete this Assignment
- Go to GNR and Identify Three Dog
- Terminate Three Dog
- (Optional) Grant Amnesty to Three Dog

Data tape message:
“Mandatory Assignment 2:
Your next target has been attempting to hide in plain sight. He has taken on a vocal crusader persona, sending broadcasts throughout the Wasteland under the name of Three Dog. Head to GNR and, if necessary, eliminate this unsavory specimen.”
GNR’s location is normally received through Colin Moriarty. For EE, however, the player will acquire this information from the quest data tape. When the player reaches the area, the sequence in which the player takes out the Behemoth should be kept intact as part of the Three Dog assignment. Once the player gains access to the interior, Brotherhood members positioned around the area will note that “Three Dog is waiting for you,” etc. These dialogue bits should be removed for consistency.
As normal, Three Dog should automatically engage the player in dialogue when the PC reaches the studio. But instead of Three Dog knowing about the player because he met the PC’s dad, he should be aware of the PC because the PC just took out a Behemoth “single-handedly” (as nearby Brotherhood banter also comments).
The rest of the dialogue will contain his “Good Fight” talk, and then he will proposition the player with the quests to help with the fight (Galaxy News Radio, followed by Caching in with Three Dog). 
The normal rationale for Galaxy News Radio quest is that the player needs to do Three Dog a favor in order to obtain information about James. All of this dialogue should be removed, and Three Dog instead should offer a simple material incentive for Galaxy News Radio (25 .308 caliber rounds, 24 .44 magnum rounds).
This is all superfluous, however, to the main assignment. Once the intro dialogue is complete, the player can tag him. If he is android, Three Dog will enter dialogue.
“So I’ve been discovered. I guess I should have known it was coming.”
- Yes, too bad. Maybe next time. (enter combat)
- You did see it coming, didn’t you? But you ran the station anyway. Why?
“Haven’t you been listening? I’ve got to fight the Good Fight however I can, man.”

- (If Vance is alive and he was android) Maybe... Look, there’s a group calling themselves “the Family” out at Meresti… [explain to Three Dog about Vance]
“Hmm… These guys are exiles too, eh? Reviled by proper society and all that? Maybe I’ll head on over there, give this guy a hand... Thanks, friend. I won’t forget this. Time to fake my own death… again…”

- Yeah, I’ve been listening. That’s why I’m gonna let you go.
“So the fight actually did some good for once. Damn. Now if you’ll excuse me, it’s time to go arrange for my fake death.”

- You really are stupidly naïve. It’s a dog eat dog world, “Three Dog.” (enter combat)
As noted in dialogue, if the player chose to pursue the Vance side quest, and allowed android Vance to live, Three Dog will have the option of moving in with the Family (where after he will be found at Meresti). 
Since Three Dog states he will fake his death, this quest will not cause the usual 10 day penalty if the player lets him go. In either case, GNR radiocasts should now play as it normally would if Three Dog dies; Margaret takes over as DJ, occasionally noting that “some asshole murdered our DJ,” etc..
Once the player has made a decision, a quest notification should alert the player to check the mailbox (for Horace Pinkerton, Dukov, Smiling Jack, and Drifter).

Identification Reward: 3 Rad-X, 2 Rad Away, 1 Buffout, 300XP
Termination Reward: Combat Shotgun, 500XP
Amnesty Reward: Scoped Magnum, 15 rounds of .44, 500XP
Amnesty Reward (Vance option): Scoped Magnum, 15 rounds of .44, Three Dog’s Head Wrap, 550XP
Identity Shift Results
- Killing Three Dog: +1 to PC, -1 to NPCs
- Letting Three Dog Live: -1 to PC, +1 to NPCs
8.3a Side Quest 4: Dukov

Quest Stages
- Travel to Underworld and Talk to Crowley about Dukov
- Locate and Tag Dukov
- Terminate Dukov
- (Optional) Grant Amnesty to Dukov

Dukov is part of You Gotta Shoot ‘Em in the Head, with which this assignment is meant to overlap. Dukov’s key leads to the best armor in the game, so there is a good incentive to kill him.

Normally, the player will have the option of obtaining Dukov’s key in a non-violent fashion (buy or speech), but those options will be removed for EE—the speech check and Lady Killer/Black Widow dialogue options will be removed from Cherry, Fantasia, and Dukov. The player should not be able to pickpocket the key.
Data tape message:
“Discretionary Assignment 4:
We intercepted the following message concerning one of our suspects.

‘Dukov,

I followed up some leads on that Crowley character. Turns out your paranoid ass was right for once; the bastard did make it out of there in one piece. Seems he’s settled down in Underworld. Now if you’d be so kind as to pull your head out of your ass, send me my fucking paycheck.’

Head over to Underworld and talk to this Crowley. Get Dukov’s location. Tag and terminate per usual.”

Dukov’s Place is relatively easy to stumble upon, and consistency problems will arise if the player tags Dukov before talking to Crowley to receive You Gotta Shoot ‘Em in the Head. The doors to Dukov’s Place should therefore be locked until the player has received the Dukov assignment and talked to Crowley (not an ideal solution... but the alternative would be relocating Dukov’s to a more obscure location).
As mentioned previously, all peaceful options for obtaining the key should be removed.
If Dukov is android, tagging will trigger the message box menu.

Identification Reward: 100 caps, 100XP

Termination Reward: 250 caps, 300XP
Amnesty Reward: 300XP

8.3b Side Quest 5: Smiling Jack

Quest Stages
- Go to Evergreen Mills and Tag Smiling Jack
- Terminate Smiling Jack
- (Optional) Grant Amnesty to Smiling Jack

Smiling Jack’s “The Terrible Shotgun” is meant to be another case of item incentive to eliminate the individual. He is human favored.
Data tape message:
“Discretionary Assignment 5:
There’s a cesspit of miscreants located in Evergreen Mills. Reports indicate a secondary suspect by the name of Smiling Jack is holing up in the caves deep inside the complex. Execute the usual routine.”
If Smiling Jack is android, tagging will prompt the usual message box menu. 
While in Evergreen Mills, the player may come across a data tape concerning the latest shipment to Madame from the Hound, a discretionary target later on.
Identification Reward: 100 caps, 100XP

Termination Reward: 250 caps, 300XP
Amnesty Reward: 300XP

8.3c Side Quest 6: Drifter

Quest Stages
- Find the Drifter at Dickerson Tabernacle Chapel and Tag Him
- Terminate the Drifter
- (Optional) Grant Amnesty to the Drifter

To reduce complications, the Drifter should not spawn until the player receives his assignment.

In the original campaign, the Drifter carries a unique item called the Reservist’s Rifle, a sniper with a high crit chance multiplier, but only 3 round capacity. For EE, this rifle will have an expanded cartridge of 7 rounds (making this weapon significantly powerful), and should be renamed the Special Forces Rifle (to ensure that veteran Fallout 3 players will recognize that this is not the same rifle). 
Since the Drifter’s position inside Dickerson Tabernacle Chapel is unreachable to the player in the original campaign, a number of large stackable of havok objects should be placed in the Church (possibly enlarged in the editor for easier stacking and climbing) so that the player can get in range to tag him. 
Unlike the original campaign, the Drifter should not drop coordinates to Oasis.
Identification Reward: 100 caps, 100XP

Termination Reward: 250 caps, 300XP
Amnesty Reward: 300XP
8.4 Horace Pinkerton

Quest Stages
- You Have X Days Remaining to Complete this Assignment
- Discover Dr. H.P.’s Identity
- Get Inside the Broken Bow and Tag Pinkerton
- Terminate Pinkerton
- (Optional) Grant Amnesty to Pinkerton

Data tape message:
“One of our suspects, a “Dr. H.P.,” has remained quite elusive to us for some time. His last known location is Rivet City, but this intelligence dates back to its founding. Go and obtain information pertaining to this time period, seek out this fugitive, tag him, and terminate as necessary.”
Alternate data tape message if the player has previously found Pinkerton:
“This Pinkerton individual you found hiding out in Rivet City—it seems he had a good reason for doing so. Go back and tag the suspect, and terminate as necessary.”
The quest marker should mark Rivet City.

This assignment overlaps a great deal with the local history part of The Wasteland Survival Guide. It should reuse most of the dialogue written for that quest.

The player should be able to pursue both quests simultaneously, or be able to complete the Wasteland Guide quest after this one (once this assignment is completed, the player should be able to return to Pinkerton for the Rivet City Council Minutes [either from his person or from the password to his terminal off of his corpse]). 
For those who have not discovered Pinkerton in a previous playthrough of the original campaign, the most obvious places to go (from the “Dr. HP” hint) should be either the Science Lab or the Clinic. At the Science Lab, the player will meet Dr. Li, whom they should remember from the birth scene. Dr. Li’s dialogue should be changed so that she does not immediately recognize the player. The following dialogue should occur:

Player: Wait, I know you from somewhere
Li: Hmm… I’m sorry, but I don’t recall we’ve ever met.
Player: No really, I remember you.
Li: I haven’t the slightest idea what you’re talking about.
This will be the first hint to the player that the birth sequence may have been an implanted memory. 
At the Lab, the player can ask around about the history of Rivet City; the original dialogue contains only dead ends, but this should be modified so that Janice Kaplinski or Anna Holt directs the player to Bannon. 
At the Clinic, Dr. Preston should state his first name is David (so not H.P.), and direct the player to Seagrave Holmes. The rest should be the same as the Survival Guide progression: the other NPCs will refer to Holmes or (mostly) Bannon, Holmes will indicate the existence of Pinkerton, and Bannon, after a Speech check, will direct the player to Belle Bonny, who will then tell the player about Pinkerton.
From the identification reward for Three Dog, the player should have enough chems to hazard entry into the Broken Bow via the water route. Once the player finds Pinkerton, he should not be able to ask Pinkerton about Rivet City’s history unless the player also has the local history quest.
Android Pinkerton

After tagging, if Pinkerton is android, Pinkerton should enter into the following dialogue:
“What the—“
- You were a pain in the ass to get to old man. Time to die. (turn off essential flag for Pinkerton, enter combat)
- So you’re the one.
“Sure am. What are you gonna do about it?”

- Kill you. (essential flag toggle, enter combat)

- I’m supposed to kill you. But I have no real desire to do this.

“Really? You telling me you came all the way over here just to say you don’t want to kill me?”

- You know, when you put it that way… (essential flag toggle, enter combat)

- Look, I don’t have much time. There’s a bomb in my head and I need to figure out who’s behind it.


“Why don’t I just take it out for you?”

- You can do that?!

“I can give it a go, sure.” (enter cinematic)

- And place my life in your trust? No thanks.


“Fine. Then kill me or get the hell out.”

- [Kill him] (essential flag)
- [Leave] (amnesty)

If the player gets Pinkerton to take a look, a cinematic will have the player stretch on a gurney while Pinkerton operates over him. This should be very reminiscent of the birth sequence, and intentionally so (perhaps even have the PC utilize the same animation as CG00Mom). 
Afterwards, Pinkerton will inform the player that, a) the device is shielded so a simple EMP pulse will do no good, and b) the device also seems to have tendrils spanning through much of the PC’s brain—its removal cannot be done without causing excessive damage, and can’t be cut without detonating the device.

The player will then have the option going ahead and killing Pinkerton (“Fat lot of help you did me, asshole.”) or granting amnesty.
Pinkerton, if android and allowed to live, will provide surgery on the player to give the “Wired Reflexes” perk, as well as the regular facial reconstruction option. 

Human Pinkerton

After tagging, if Pinkerton is human, the following dialogue will initiate:
 “Are you a complete moron? Put that thing away. You think if I weren’t I wouldn’t be shooting at you already?”

- Moron? Really? Who’s the moron now old man? (essential flag toggle)

- How do you know what this is?

“’Cause, I designed that god forsaken piece of shit.”

- You did? Why? Who’s behind this? Tell me damn it!

“... Those bastards and I parted long ago. I could tell you who, but it would be entirely meaningless to you. Beyond that, there’s not much else to say. ‘Cept that they consider themselves the last bastion of humanity, whatever the hell that even means. Whether or not that’s true... your guess is as good as mine.”


-Look, I don’t have much time... (rest of tree same as above)

- Look, I don’t have much time... (rest of tree same as above)
Human Pinkerton will have the password to his terminal on his person (this will not exist on android Pinkerton) which contains the same information about Harkness as the original campaign (Pinkerton’s data tapes on Harkness’s alterations, etc.; references to the Institute, however, will need to be edited). 
If the player discovers this information, a data tape will arrive in the player’s mailbox notifying that Harkness has been killed. The player will also find Pinkerton dead if he returns.
After this assignment, the player will receive data tapes and ID charges for Elder Lyons and the Hound.
Identification Reward: 100 caps, 300 XP

Termination Reward: A3-21’s Plasma Rifle, 500XP
Amnesty Reward: Wired Reflexes, Combat Armor, 500XP
(The Wired Reflexes here has a different functionality from the original. Instead it should provide +10% to all attack skills, including unarmed.)

Identity Shift Results
- Killing Pinkerton: +1 to PC, -1 to NPCs
- Letting Pinkerton Live: -1 to PC, +1 to NPCs

(If Pinkerton is Human)
Harkness Discovery Reward: 100 caps, 100XP
8.4a Side Quest 7: The Hound
Quest Stages 
- Go to Wheaton Armory
- Get the Key to the Bunker from the Lieutenant
- Tag the Hound
- Terminate the Hound
- (Optional) Grant Amnesty the Hound

The Hound is an NPC created for EE. He takes his residence in the missile silo bunker at Wheaton Armory, just inside the entrance. This room should be furnished and minimally decorated. The bunker will be key-locked, where the key can be found on the boss Raider at Wheaton exterior, here renamed “the Lieutenant.”

The difficulty on “the Lieutenant” should be significantly increased so that it is unlikely for him to be mistaken as just another raider. Instead of the typical raider armor, he should also be equipped with leather armor. After getting the key off of the Lieutenant, the player will be able to enter the bunker.

The Hound will be sitting at a desk facing away from the player, and will not notice the player until he is disturbed (spoken to or otherwise acted upon) or tagged. Regardless of whether or not he is human, the Hound will immediately turn aggressive as soon as he is disturbed and attack the player (meaning, the only way to avoid killing him is to just avoid him altogether, or to exit the building [see note below on Amnesty Reward]).
Once tagged, the player should receive the usual termination/amnesty message box. 

The Hound should be quite difficult in combat, about on par with the Lieutenant with the addition of being equipped with a Deathclaw Gauntlet. On the Hound’s person, the player will find the key to the weapons stash at the bottom of the silo (the possible glowing one spawn should be removed). If the player sneaks past the Hound to open the stash, the Hound will become alerted and attack the player when he comes back to exit. 
On the Hound’s desk should be data tapes with the weapons orders for Cliffside Cavern, Evergreen Mills, Fairfax Ruins, MDPL Mass Relay Station, Springvale School, and Super-Duper Mart (these locations will be marked on the player’s map).
The data tape for this quest (and thus the quest itself) should not spawn if the Lieutenant is already dead at the time the player should receive this quest.
Identification Reward: 100 caps, 200XP

Termination Reward: 250 caps, 400XP
Amnesty Reward: 500XP
8.5 Tranquility Lane
Quest Stages 
- Discover how to Gain Access to the Citadel
- Travel to Vault 112
- Find a Way to Talk to Braun
- Receive the Location of a GECK from Braun
The final main NPC is revealed to be Elder Lyons. However, the player is barred from entry into the Citadel, so Lyons is effectively out of reach. To gain access to the Citadel, the player will be tasked by the Brotherhood to retrieve a functional GECK (this is parallel to the BoS in Fallout 1 sending the player out to the Glow for tech). Although the BoS does not know where a GECK may be located, they do know the location of a certain “master vault” where the player could discover this information. This is Vault 112, and its location will be given to the player.
Vault 112, of course, houses Stanislaus Braun. As top level director in charge of the Vault-Tec Societal Preservation Program, Braun can tell the player the location of a vault wherein a GECK might be located.

Vault 112 should be left exactly the same, but once inside Tranquility Lane, the player will have two options on getting this information from Braun. The first will be to do as Betty asks (as in the original) but the end dialogue will be altered. At the end, instead of revealing the dog as James, Betty will tell the player about the location of Little Lamplight. If the player was enthusiastic, Betty will ask why the player needs a GECK, the player will explain the situation. Betty will then tell the player he is likely to find a significant clue to his situation in Vault 87.

The second option is that the player uses the failsafe terminal, but instead of the Chinese Invasion simulation, the player is able to override and remove Braun’s administration level access and hold Braun hostage in his own simulation. Betty will grudgingly reveal the information, and afterwards beg the player to return control, or at least start the failsafe simulation that kills everyone besides the administrator. The player can then go back to the terminal to initiate the Chinese Invasion (which becomes available at this time), or let Braun suffer, trapped as Betty without administrator controls (the rest of the residents will also remain alive).

Experience Reward for Escaping Tranquility Lane: 800XP

8.6 GECK

Quest Stages (Continued from above set)
- Get Inside Vault 87
- Retrieve the GECK
- Return to the Citadel
The entire GECK sequence is essentially unaltered from the original campaign; everything about Little Lamplight and gaining access to Vault 87 remains the same.

On the inside, however, all super mutants (including those in Murder Pass) should be replaced by Mister Gutsys, Sentry Bots and Automated Turrets. The Enclave event after GECK retrieval should be removed, along with the locked door tied to that event.

Sid will no longer be present, and Fawkes will also be removed so that the player must retrieve the GECK personally (a handful of Buffouts should be included among the anti-rad aids and equipment from the original campaign; alternatively, a unique suit with extra rad resistance [Adv. Radiation Suit Mk2 with +65% resistance] should be created).
Instead of discussing the FEV project, terminals inside Vault 87 will contain information about a military project codenamed Project Verloren Hoop, whose purpose was to produce indistinguishably human synthetic lifeforms for deployment in spy infiltrations or shock assaults.
The androids are biological constructs crafted by artificially sequencing DNA—these are biological organisms (though incapable of reproduction) with little to no mechanical parts, and thus not susceptible to EMP attacks. Additionally, these synthforms do not have the regular biological aging mechanisms built in. By utilizing self produced stem cells, they are thus capable of indefinite self-repair (effective immortality).
While construction of the actual organisms progressed smoothly enough, the main difficulty revealed itself in the development of personalities that could easily be controlled. As American society began to seriously break down from the New Plague and leaks concerning the FEV in 2077, the project was abandoned due to the inability to overcome this last major design problem, and the material and time costs to producing androids could no longer be justified.

The facilities were left intact, however, as the tech itself was deemed too valuable to destroy. Sentry Bots were placed to guard the facilities until a time was designated to reopen the project. But it appears in the haste to evacuate, not all androids were shut down…
Once the player has the GECK in hand, the Citadel will grant access to the player. Upon exit from Vault 87 (or as soon as the player grabs the GECK), the player will receive a quest update for a new assignment data tape in the player’s mailbox (Harold).
8.6a Side Quest 8: Harold

Quest Stages
- Find Oasis (this is marked on the map for the player)
- Tag Harold
- Terminate Harold
- (Optional) Grant Amnesty to Harold

Harold is an NPC dating back to the original Fallout; those who are knowledgeable in the lore will recall that Harold, like Richard Grey, is an exception to the general effect of the FEV. Instead of turning into a super mutant, Harold changed into something externally resembling a ghoul.

Once the player tags Harold (he is locked android), Harold will explain that the effect of the FEV on a synthesized organism like himself was quite different from its effect on humans. Whereas Forced Evolution caused humans to simply develop physically, on androids it rendered them capable of merging with other networked forms (such as biological and electrical networks). 
Indeed, Richard Grey was also an android, and his extended exposure to the FEV allowed him to eventually merge with the computer equipment at Mariposa as well as with a great deal of biological subjects. (This information about Richard Grey should also be discoverable at Raven Rock in data tapes.) 
It should be noted that in the original Fallout dialogues, Harold is somewhat in the dark as to what exactly happened to him at Mariposa. Harold should thus make a passing mention of how he only came to understand it much later (presumably, after the efforts of the Vault Dweller and the discovery of the Master). 
[The above retconning has some minor inconsistencies, as Richard does refer to himself as “no longer human,” but for the most part, it should be quite serviceable.]

The Harold assignment will coincide with the Oasis quest from the original campaign, so entry into Oasis should be strictly barred until the player receives this assignment. As such, there should be no guards outside and the entry should be locked until the assignment is received.

Data tape message:
“We have recently discovered the existence of a still operational early model android. ‘Operational’ in this case, however, is not exactly the proper term. It seems this one was exposed to the Forced Evolutionary Virus some time ago, and has mutated into a particularly dangerous and powerful organism, representing a considerable, though as yet dormant, threat. 
We have marked his location on your map; execute the usual directives.”

The Oasis quest should basically remain exactly the same, with the only changes being the dialogue content given by Harold mentioned above. Either option in which the player does not kill Harold with fire results in amnesty.
Identification Reward: 500 caps, 300XP

Termination Reward: 800 caps, 800XP
Amnesty Reward: 900XP

Identity Shift Results
Killing Harold: +2 to PC identity
Letting Harold Thrive: -2 to PC Identity
Curtailing Harold’s Growth: +1 to PC identity

8.7 Elder Lyons

Quest Stages (Continued from the Tranquility Lane and GECK set)
- You Have X Days Remaining to Complete this Assignment
- Tag Lyons
- Terminate Lyons
- (Optional) Grant Amnesty to Lyons

When the player returns with the GECK, it’s pretty clear that the BoS did not seriously expect the player to succeed (all of this should be rather familiar to Fallout 1 players). However, access is eventually granted, and the player will finally have the opportunity to tag Lyons.
Once tagged, Lyons will enter the following dialogue.

“So, AM finally sent for me did he?”

- AM?


“Do you even know who you are? Why you’re here?”



- What the hell are you talking about?




“Are you really human? Are your memories yours?”





- What—?” 






“You remember being born, yes? How many people do you think actually 






remember being born, their mother at the operating table, their father 






looking over them?”







- …It was… she died in childbirth. It was traumatic…”








“You think a new born even understands death enough to 









be traumatized by it? Hardly.”









- I… I don’t care. It doesn’t—I know who I am now, and that’s 









all that matters.










“Then at least you should know the why.” (continued 










below)










- Enough. Synthetic or not, I’m alive now, which won’t last unless you’re dead. (toggle essential flags)
- You know what, I don’t even care what you have to say after all this shit just to get in. (toggle essential flags)
If the player gets to “Then at least you should know the why,” Elder Lyons will provide the following exposition.

The organization behind the player’s current situation calls itself “The Collective.” It turns out that The Collective is in fact an assembly of androids, operating under a master AI. Their plan is to eventually supplant the human race, however their current numbers are too few, and producing new androids takes considerable time and resources. Although their preparation is progressing exponentially, they cannot risk exposure until they are fully prepared.

From time to time, however, a renegade android will leave The Collective and seek to blend in with human society, and perhaps help it to prepare for The Collective by directing the human populace in subtle ways.

Thus many of the androids have located themselves in strategic positions where they can exert the greatest influence upon the isolated communities throughout the Wasteland. Since these renegades represent a real threat to the secrecy of The Collective, they are hunted down and destroyed.

Once this information is revealed, the player will have the option of terminating Lyons anyway, or asking for his help. If the player asks for his help, Lyons will reveal the location of The Collective’s main base (Raven Rock) and provide the player with Power Armor training (note: this is the only way in this campaign for the player to receive Power Armor training before the final confrontation). If all the other Main NPCs were granted amnesty, Lyons will also give the player an item which will slow down the timer on the charge by half (doubling the time left).
If the player decides to kill Lyons, the location of Raven Rock will be discoverable through a note on Lyons’ corpse. Lyons and all Citadel personal who are flagged essential (Sentinel Lyons, Knight Captain Gallows) will need to have their essential flags turned off. The player will then have to fight his way through to the exit.
Identification Reward: 300 caps, 500XP

Termination Reward: 500 caps, 800XP
Amnesty Reward: Power Armor Training, 900XP

If Player has Killed All Main Android NPCs:
Executioner Perk
+7% to all damage
+1 to Player Identity
If Player has Released All Main Android NPCs:
Deliverer Perk
+25 Action Points
-1 to Player Identity

If Player has Killed All Android NPCs and Avoided All Human Quest NPC Kills:
Meticulous Executor Perk
12% to all damage
Identity Shift Results
Killing Lyons: +1 to PC, -1 to NPCs
Letting Lyons Live: -1 to PC, +1 to NPCs
8.8 The Overcoat Man / AM
Quest Stages
- Find Raven Rock
- Confront the Overcoat Man
- Confront AM
- Use the Terminal in the Antechamber to the Control Room to Transfer Your Consciousness onto an Overcoat Man Clone
- Destroy AM
(not all stages will be displayed, depending on the player’s choices)

The layout of Raven Rock will require some modification. All the holograph maps will need to be removed (unless the graphics are changed to fit the following schematic) and the area designation signs will need to be replaced with the properly corresponding labels. 
The player in the original campaign begins in Raven Rock level 3. This will have to change as the player will come through the entrance (the original campaign’s exit) in level 1. Level 1 originally links to the outside and level 4 (RR01toRR04REF). “RR01toRR04REF” will need to be linked to “RavenRockDoor03ato02aREF” in level 3 instead. “RavenRockDoor03bto02bREF” will then link to “RavenRockDoor02ato03aREF” in level 2, and “RavenRockDoor02bto03bREF” in level 2 should be removed. Finally, “RavenRockDoor02to04REF” remains the same, while “RavenRockDoor04to01REF” will lead back to a new door in level 1. This door is to be placed on the far southwest corner of level 1 (where north is the top as view from the editor) at the end of the corridor that is normally inaccessible due to electrical surges on the doorway to that corridor. These surges should be disabled once the player has dealt with the Overcoat Man. 
The actual final battle with the Overcoat Man will occur just outside level 4 in the War Room in level 2. The antechamber leading to the control room in level 4 will need to be elongated and lined with a series of stasis pods, some empty, while other will contain frozen human characters.
At the end of these rows of pods should be two specially hidden pods: a blue stasis pod containing an Overcoat Man clone, and an orange Enclave tech pod (purpose explained in Section 8.9).
The final flow for Raven Rock will be: Outside -> level 1 -> level 3 -> level 2 -> level 4 -> level 1.
Inside Raven Rock, the enemies encountered will be as usual, except that all items, objects, and NPCs labeled “Enclave” will need to be relabeled as “Collective”. (Optionally, the terminal regarding deathclaw delivery should be removed, while the deathclaw and ghoul in stasis pods should also be removed).

Patrols in level 1 will have to be changed, but many of the other patrols can be reused. Difficulty should be increased with the introduction of more Sentry Bots and Automated Turrets, particularly leading up to the final confrontation with the Overcoat Man. The two Enclave soldiers and Sentry Bots in level 4 should be removed.
Finally when the player reaches the War Room, unless the player already has less than a day remaining, a message box should pop up indicating the remaining time limit has been reduced to one day. At this point, the player’s identity value will be locked. 
When the player enters the War Room, the Overcoat Man will initiate dialogue:
If player is human and Creel and Lyons are alive:
“I do not understand you human. You have faced parasitic and insidious imitations that will forever remain utterly alien to the human race, and yet you have consistently allowed them to live when tasked to kill them. But when you act of your own free will to reach me in the belly of this base, you proceed to murder them mercilessly. Why?”

- So I am human after all.


“Yes, and a rather gullible one at that. Lyons really had you going then, didn’t he?”



- Perhaps you do not fully grasp your situation. Your Collective is dead. And you’re 



about to be the same.




“Oh but I *do* understand. Completely. And so I ask again, why the arbitrary 




mercy? Why this selective, self-deceiving empathy?” (go to dialogue tree below)

- You will never understand; self-determination is what makes me human. And self-defense 
is hardly merciless.


“Maudlin sentimentality is what makes you human? And yet you have will to power 


enough to slaughter your way through to me—including our lab technicians



who didn’t even put up a fight.”



- This is not about morality. This is about survival. And altruism towards those who 



provide for the species is part of survival.




“Petty, self-serving excuses from a psychopath. Enough. We end this.” (toggle 




essential flag)



- And what about you? Wasting resources by destroying your own kind. Rather 



counterproductive and ineffectual, isn’t it?
“Are you seriously comparing my termination of malfunctioning mistakes with your taste for wanton destruction? More self-justification from a selfish and self worshipping organism. I am no longer interested. It is time to finish this.” (toggle essential flag)
If the player is human, but either Creel or Lyons is dead:
“Here you are at last. You know, for a human you are remarkably ruthless and efficient. I like that.”

- Good for you. Time to finish it. (toggle essential flag)

- So I am human after all.

“Oh yes, assuredly so. I suppose Lyons must have fed you that horse manure to save his own hide. Pathetic really.”


- Yes, pathetic. Just like how you’re stalling now. (toggle essential flag)

- Enough. Disarm the charge or I’ll be forced to kill you.

“Ha! You really are quite amusing. Tell you what, why don’t you continue to work for me, and I’ll make sure that charge never goes off. Hell, I’ll even throw in access to our armory—all the equipment and supplies you’ll ever need. You won’t even have to do much, now that you’ve already done all the heavy work.”
- You think you can just keep using me like some toy?! Think again asshole! (toggle essential flag)
- Why the hell should I believe you?
“Well it doesn’t matter really. You can kill me now, and the charge will go off tomorrow anyway. Or you can make this bargain and have a chance to survive. It’s the best offer you’ve got.”


- Fuck it. And fuck you. (toggle essential flag)


- … It seems I don’t have a choice.



“Quite correct.”
If the player is android:
“Ah, the prodigal son/daughter returns. Lyons was right you know. Those memories of yours... just implants. We had to make you think you were human, you see. Turns out it makes us more willing to kill our kind. It’s time to wipe your memories again, since you’ve returned. And you always did return. A goddamned one man slaughterhouse.”

- Good story. Poor execution. Time to die. (toggle essential flag)

- You sick bastard. I should kill you right now.

“And then what? Live for a day? You don’t think killing me now is going to save you, do you? The charge is already set, and you *will* die.”

- Maybe. Either way, you’re not leaving this room alive. (toggle essential flag)

- You have a better offer?


“Continue to work for me. I will disable the charge. In fact, since you’ve already 


done all the heavy work, you are free to explore the Wastes as you please, until 


you are needed once again. I’ll even open up our armory for you.”



- I’m done being your slave. I’d rather die than see you live. (toggle essential 



flag)



- It seems I don’t have much choice... 




“No, you don’t.”




(if the player killed Lyons) “You’ve done good work for us. See that you





survive. This should help with that.” (Power Armor training)
If the player accepts the option of continuing to work for the Overcoat Man, the Overcoat Man will become a store from which the player can obtain all of the non-unique items in the game, free of charge. As noted in dialogue, the player will also receive Power Armor training if he killed Lyons. The door to the control room, however, will never open in this case.

If the player kills the Overcoat Man, he will be able to proceed into level 4. Just inside level 4 should be a Hard level terminal containing a method of disabling the implanted explosive which the player can download (as schematics). 
The ZAX machine that is John Henry Eden in the original campaign is AM, an artificial intelligence created to endlessly generate believable and operational personalities for imprinting onto new androids. 
The Overcoat Man, as it turns out, is a subprogram of AM, meant to carry out its will as its literal hands and feet. As the player’s “programming” is clearly superior to that of the Overcoat Man, AM will extend the option to the player of allowing him to continue to operate for AM by taking the Overcoat Man’s place, and this time without any implanted explosives. AM, too, will grant the player access to free and unlimited equipment as well as provide Power Armor training should he accept. 
These are the closing options for the campaign: work for AM, refuse to work for AM (and walk away), or destroy AM (the player will be able to do this directly with weapon damage). A final, hidden option to upload the player’s consciousness directly into the ZAX machine will appear if the player has 10 Intelligence and at least 80 Science.
8.9 Endings 

Android or Human Player, Overcoat Man Dead, Continue to Work for AM
If the player accepts AM’s offer, the player will be directed to the antechamber to transfer his consciousness to the Overcoat Man clone (the door will be open), thus quite literally taking his place. This will be done by entering the orange tech pod noted above. AM will then instruct the player that, as the player has taken care of most of the pressing NPCs, the player is free to continue to collect data on the Wasteland.

Android Player, Continue to Work for Overcoat Man
This has the same results as the above option, except that the player retains his own form, while a message box will inform the player that the charge has gone dormant, for now. As the player will never be able to access level 4, neither the schematics nor the consciousness transfer are open options.
Android Player, Refuse to Work for AM
If the player refuses, AM will remain, and Raven Rock will be permanently sealed when the player leaves. Upon exit, the player will encounter a set of hardened Talon Company mercs (these should be tougher than normal). These mercs will continue to hound the player. If the player did not obtain the disarming schematics, he will die after one day.
Human Player, Refuse to Work for AM
If the player decides that the tech represented by AM is ultimately too precious to completely destroy, a cinematic will display the player lining each of the stasis pods with explosives, and proceeding to destroy them, permanently crippling AM’s mobility. The player will then seal the entrance to Raven Rock with another explosion, caving in the surrounding rocks. The player will not survive beyond a day unless he downloaded the disarming schematics. Otherwise, the player will then be free to explore the rest of the game.

Human Player, Pinkerton Still Alive, AM Destroyed
If AM is destroyed, Raven Rock will remain open to the player indefinitely. When the player exits Raven Rock, Pinkerton will run up to the player and inform him that, since their last meeting, Pinkerton has been working on a means to disable the shielding on the device. Pinkerton will then disarm the charge, and the player will be free to explore the Wasteland.
Human Player, Pinkerton Dead, AM Destroyed
If the player is human but Pinkerton is dead and thus unable to disarm the charge, the player can still use the downloaded schematics.
ZAX Option
If the player has 10 Intelligence and 80+ Science, he will be able to override the existing AI and upload his consciousness into the ZAX machine directly, in an ending rather similar to the finish of Fallout Tactics (this, however, will permanently end the game, unlike the other options). 
Depending on the player’s karma, the end cinematic will differ. If the player has high enough karma, the player will continue the program, but will supply the human populace with effective and benevolent leader types to help rebuild the Wasteland.
If the player has good karma, but not good enough, the player will eventually succumb to the corruption of absolute power and become a Braun like entity for whom humanity becomes a plaything. If the player has evil karma, the player will immediately pursue an agenda of enslaving the human race to fulfill the player’s power hungry needs.
9. Implementation Notes
9.1 The player should not be able to grant amnesty, then turn around and kill the NPC to obtain his loot. Granting amnesty should toggle the essential flag on that NPC.
9.2 Several of the Karma rankings contain the term “Vault.” Although not strictly necessary, these should be renamed for the sake of consistency and roleplay.
9.3 Enclave spawns should not happen in the game. The vertibird drops which occasionally occur should either be removed or instead carry BoS knights (friendly to the player) who proceed to dispatch Super Mutants, Raiders, etc. as normal (the latter option is rather inconsistent however, as vertibirds are solely operated by the Enclave in Fallout lore).
9.4 Letters
As an additional implementation possibility, in order to enhance the populated feel of the game, the player should receive letters from past NPCs from time to time, updating them on their progress. Three Dog could send the PC a letter about how he is doing at Meresti, etc.
9.5 Candidates for additional discretionary NPCs:
Rocksalt [to be received after the PC accepts the mole rat part of Wasteland Survival Guide]
Doctor Lesko
Reilly
Mechanist/AntAgonizer

Madame [this may prove too redundant with Smiling Jack, however]
Mad Johnny Wes
One of the Garys in Vault 108 [the player will have to find the original Gary]
