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The game begins at RANGER CENTER in the south-east corner of the Nevada desert.  Your four Desert Rangers are "wimps" lacking the equipment and weapons necessary to survive in the game.  Don't despair, they have most of the "special" skills AND will acquire the experience, additional skills, and equipment necessary as the game progresses!


During the game, there are references to particular paragraphs in the "WASTELAN.TXT" file. This is essential information about your present situation, instructions about what to do next, and some of the passwords you'll need. Also, bad information is there for the casual reader who is just looking for the answers!  Other information and instructions are displayed on the game screen so pay attention to this.


IF you've played before, watch for the "very subtle" clues that seem to be "meaningless" - i.e. along the HIGHPOOL cliff walls, "A red-tailed hawk passes high over you." (Red hawk!) and the "farmers tools" (axes and shovels). Have fun!


Following this walk-through, you don't need the "WASTELAN.TXT" file for reference. This narrative provides a summary of the important information that the "TXT" contains.  On occasion, we'll "make some mistakes" and play the role of "bad guys" to explore more of the game's features and get extra loot!  Any such deviations are clearly explained in full.





-------------------------------

GAME SURVIVAL TIPS:

FIRST - If any of your Rangers is "poisoned" or killed, STOP IMMEDIATELY, DON’T GO ANYWHERE!


JUST EXIT THE GAME, but DON’T SAVE IT!

Then re-start the game at the point where you entered the current location OR last "saved" the game!

If everyone gets "killed" the game "ends automatically". When you restart, you're back where you entered the location OR last "saved" the game!

SECOND - ALWAYS "SAVE" the game IMMEDIATELY AFTER YOU EXIT ANY STORE!

A "bug" in the game (maybe intentional) puts you back inside the store IF you EXIT THE GAME WITHOUT SAVING after leaving it.

When you re-start the game you'll be "back inside the store" only to have it "die"/"close permanently" when you leave it!

ONLY THREE stores sell weapons and ammo, you DON'T want to lose one of them accidentally!  (This has happened to me before in High pool, Quartz, and Needles.)

THIRD - Each Member of your group MUST HAVE a CANTEEN to safely go through the Desert!

The "hot" areas of the desert offer a safe place to "REST" (the "Esc" key) when the condition (CON) of any TWO Rangers is running "low".

Armor offers some protection from enemy "hits", so pick up any needed Armor and EQUIP your troops with it! (use "better" armor, as acquired, for "better" Rangers!)

Use the MEDIC skills that TWO of your Rangers possess to heal any "serious"/"critical" wounds. With experience, skills will reach higher levels and the medics will be able to HEAL more severe wounds!

Acquire MEDIC skills for your first Ranger, and later DOCTOR skills for your third Ranger.

A Doctor's Office (EXAMINATION and CURE) may save you if you get poisoned by any of the game's hazards and are unable to re-start the game prior to the "poisoning”! 

Note that some "poisons" continue working over time - the "trip" to a distant doctor could be fatal without some "healing" along the way!

FOURTH - The Game Clock, displayed in the upper right of the screen, is important! It's a "24 hour clock".

During "night" hours any "Radiation" is VISIBLE!  During day light hours you'll just receive messages that the ground is glowing here!

The Geiger Counter works! See the "squares and bars" along the side of the screen, below the “WASTELAND" title. Also, you'll hear a clicking sound through your PC speaker as you get near any Radiation!

USE your SKILLS (sometimes Tools are required) to overcome "obstacles" and find hidden loot and Game clues. Skill levels increase with experience, after your promotions.




****************************

FIRST - Change all Rangers' Weapons to Knives!  The experience point values DOUBLE for adversaries killed in

hand-to-hand combat, rather than with guns. This "speeds up the promotions" and "conserves Ammo" until we acquire "automatic" weapons (SMG's) that get more "shots per clip". Only carry a few clips of Ammo for each weapon you possess. About FIVE for each Ranger and THREE for each of your "recruits". Note that there are only FOUR types of Ammo, (45 
cal., 9mm, 7.62mm, and Power Packs), shared by the various weapons! Notice also that the rangers "hit at" adversaries twice with knives or crowbars, but only fire "one shot" with pistols and rifles - no chance for multiple hits.

From Ranger Center, proceed WEST to the River, NORTH to the first bridge, WEST across the River, and NORTH along the River to the SECOND settlement - LAS VEGAS.

Enter from the S.E. corner - the library is straight ahead - enter and acquire "KNIFE FIGHT" skill for the THREE Rangers who need it. At this point, also acquire CLIMB skill for Thrasher". (each Ranger has 1 "free" SKILL POINT to use in the beginning!)

As our Rangers gain experience and earn "promotions", distribute the two points to "IQ / INTELLIGENCE" until each Ranger attains a "24" I.Q. Later, we'll acquire more needed skills at a library! (After “INTELLIGENCE" levels have been reached, use the points to increase "STRENGTH" (to around "17"), and finally to increase any other "weak" attributes {i.e.: * luck, speed, agility, dexterity and charisma} that your Rangers' possess!

*
Raise LUCK to around "20+" for the Ranger with "GAMBLE" skill and you can "make   money" as your  "gamble" skill level increases.)

Your basic Rangers (privates) won't reach the next (level 2) skills, but the first promotions come quickly, with limited experience, so be sure to "radio" for your promotions frequently. Also the adversaries at the first locations aren't that tough, so it takes a lot longer to reach the next fighting skill level.

Exit the library and go SOUTH out of Las Vegas, SOUTH along the river to the bridge we first crossed, and EAST toward Ranger Center.




****************************

HIGHPOOL - The first stop in our desert adventure.  Enter the large building on EAST side, read the "messages" on

the north wall, PICKLOCK the door to "Jumbo's" office, and read "messages" on "desk". The "store" is for "Supplies" Only - NO Weapons or Ammo!

         *
IMPORTANT - the first "LESSON" here is that some "characters" are not "hostile" UNLESS you attack them!

You can gain some "experience" and "loot", BUT DON'T "OVER DO" IT!

Exit building and continue south to last buildings - find loot under bed, use PERCEPTION on machinery west of bed to learn that the water pump needs a new ENGINE!  (Hell Razor has better PERCEPTION skill!) Next building EAST is a Doctor's Office - this is the least expensive doctor in the game (just in case you ever need one)!


Go to the S.W. corner, talk to "Bobby" - ask about:



CAVE, DOG, REX, JACKIE, and the CAVE again.



(This sequence gives you the most information.)


Bobby gives you info, asks, "Don't kill my dog Rex, okay? Please? !" and disappears.


Use PERCEPTION to find the Cave, west of the pond, between the trees.

Use a ROPE, then enter the Cave, use CLIMB to get past the rocks, kill the "rabid" dog (Rex) and take the loot (jewelry), CLIMB over the rocks in North end of Cave, rescue (HIRE) the juvenile (Jackie). CLIMB back over the rocks and exit the Cave. (EQUIP Jackie with the Leather Jacket for "protection" - she's the weakest - ALWAYS WATCH THE "CON" (condition) of your Rangers WHEN FIGHTING!  REST WHEN TWO START GETTING LOW!)
Note Rex's grave by the tree in the S.W. corner, where you talked with Bobby - he's not a happy camper since you killed his dog! I'm sure if we could read the message on his "new t-shirt" we'd drowned him VERY SLOWLY in the pond!  Kill Bobby on your way out of Highpool!

*
BE CURIOUS about the "water pump" and "Desert Nomads"; just go Northwest from High pool.  At the "Nomads" you'll find another "store" (the "Trading Car"), the Second car from the locomotive, that sells "ENGINES" and equipment! We don't have enough cash to BUY an ENGINE.

*** 
IF YOU FALL INTO THE STREAM/WATER DO NOT KILL THE JUVIES WHO TAUNT YOU!

If you do, "Red Ryder" will be most unhappy - even worse, the whole High pool settlement will "dry-up" and become a "ghost town"!

AGRICULTURAL CENTER - Our second stop is just N.W. of High pool, on the east side of the mountains. There's

even less here, mostly animals for fighting experience and a lot of FRUIT to be gathered and sold for cash.

When you first enter Ag.Center, PICKLOCK the 4 outer gates that lead into the fields / gardens. In the "loot", you'll find a CROWBAR for Jackie and 15 FRUIT.




====================================

*
TAKE the FRUIT to the High pool "store"; SELL all your Fruit, Jewelry, Hand Mirrors, and Matches! "Pool" your Cash with one Ranger - there's the $500 for your ENGINE!

       *
Go to the "Desert Nomads"; BUY an ENGINE at the Trading Car!

       *
Return to High pool; USE the ENGINE to fix the Water Purifier Pump!



You'll receive "sincere thanks" and "loot" (worth about $1,500)!





    4 Leather Jackets
Jewelry and Cash





    1 Mangler

Ammo Clips



Just keep the Manglers (a 1 shot Rocket) for now.

         * 
EQUIP the Rangers with Leather Jackets, basic "low-grade" Armor (for some protection), and SELL the Jewelry at "store”!




With the "Jackets", the animals at Ag. Center harm you less!




You should be able to fight them without stopping to "REST”!




====================================

Back to AGRICULTURAL CENTER - If your Rangers have already earned a "promotion" or two, walk in the area

behind the "sales booth", between the fields. Your PERCEPTION skills increase as you "spot the fruit showering down on you".

Proceed into either field and around the edge to PICKLOCK the 2 gates that connect the two fields. Return to the "booth" you saw as you entered the settlement. Approaching the booth, you learn that "the varmints are stealing the farmers' food faster than ever, and appear to be massing for another attack. The farmers have been unable to kill the varmints with their simple weapons and don't know what to do next."

Ask about payment (for a chuckle) OR just passing through until you get hit by a rock (you can't make any bad choices here), but the best response, (if you're Good Rangers) is to "offer to help". You'll be transported into the south field to kill the animals and Harry the Bunny Master. Kill Harry, TAKE the Cash, - Miguel appears in the N.E. corner to show you his Root Cellar, the booth changes to a store, and the area between the fields is now safe to walk through. This store is ONLY for CLAY POTS, FRUIT & JEWELRY.

In the Root Cellar, use PERCEPTION on one of the dusty consoles to find a hidden diary and info about this location and other locations in the game.  (After the war, Las Vegas is still intact, some flooding occurred in Needles when the river rose, Quartz suffered a lot of damage. The people here deactivated the alarms and electronic counter-measures before abandoning the satellite installation and joining the farmers.)  Find some loot in FOUR of the boxes in the next room.

Exit the Root Cellar and kill more animals in both fields and the "deranged farmer" in the North field. Explore the underground cave in the S.W. corner of the South field to gather four more FRUIT and a Grenade *. Just keep killing the 
animals until you're totally bored! (this is a good place to gain experience, to earn PROMOTIONS early in the game. If you've got the patience, you can stay here until all "I.Q.'s" reach a "24".

(I usually stop when Thrasher's reaches "18".)

*
NOTE: There's USUALLY a "Grenade" in the cave! On rare occasions it hasn't been there. Suspect that this may happen IF you visit the "sales booth" on the way in, BUT DON'T kill everything in both fields and explore the "Root Cellar" BEFORE exploring the "underground cave" here!  If there's a FRUIT in the first room to the North, there'll be a GRENADE along the East wall later in this cave. No Fruit there - no Grenade there either!

**
If you haven't done it yet - PRESS THE "R" KEY to "radio base" for the promotions your Rangers have earned!  AT THIS STAGE OF THE GAME select IQ/INTELLIGENCE for the points YOU distribute. CONTINUE SELECTING IQ/INTELLIGENCE UNTIL EACH RANGER HAS AN "IQ" RATING OF "24”!

DESERT NOMADS - The second settlement North-east of Agricultural Center. We've been here for the ENGINE. The

first "settlement" is the GUARDIAN'S CITADEL. You may enter the Citadel and proceed along the Southern border, to use as a "short-cut" through the mountains to reach QUARTZ, but STAY AWAY FROM THE WALLS IF YOU VALUE YOUR 
LIFE!

As you enter, the "Brakeman" invites you to visit the "Caboose" before leaving! DON'T WANDER AROUND HERE TOO MUCH YET!  The Hobo Oracle's Message tells you all about the Game, BUT DOESN'T make any sense at this stage of the game. Go to the Caboose and offer to deliver a message for the Brakeman. Get a VISA CARD to take to Head Crusher in Quartz!

There isn't much here. The outlaws and animals are stronger, so you'll earn more points, but your Armor offers less protection!

QUARTZ - How you get to Quartz is your choice - either go around the mountain to the West, OR take the "short-cut"

through the mountains (enter the Guardian's Citadel and exit again along the WEST border). Go through the mountains and 
Quartz 
is to the West.


ENTER IN THE S.E. CORNER -

There's no particular reason to start anywhere, maybe the "walls" and "locked gate" at the Cemetery caught your eye. The "local bar" may be a good place for getting info, or a "fight" if you're so inclined.

All of the important places are in the Southeast part of town - only the "store" (S.W. corner) and the "doctor's office" (N.W. area) are not!   You can quickly move through town, avoiding any "outlaws", through the “sewers".  Stand on any "manhole cover", select from the "directions" available (N,S,E or W), and simply "move" when you reach the area desired. BEWARE - several "abandoned" buildings contain "critters" that will "poison" you! (that's probably the reason for the doctor's office" nearby!)


We'll go through QUARTZ - ONE BUILDING AT A TIME!

CEMETERY - Use CLIMB to get over the Cemetery Wall, read the headstones and kill the "ghouls".

Take CASH, leave the "broken toaster". (*Note that one "plot" is "reserved" for Finster.*)



PICKLOCK the gate to exit the cemetery.

SCOTT'S BAR - is west of the cemetery, use Main entrance on North side of building.  Observe the messages & graffiti you see. Walking around the occupied tables, soon "you've overheard enough to realize that the townspeople are concerned about the mayor and other hostages held by the gang”!  (your first clues about Quartz.)

Go to north end of bar and walk on figure standing there, SELECT "shove back" and kill them for loot (Cash).
(the cash may be approximately $ 100)

*
Talk to "Scott" the bartender - just try "CHAT" for now, but REMEMBER "CHAT”! (CHAT will usually be the best way to gain "information" from other "characters" in the game)!

Go to table in corner by rest rooms, Head Crusher invites you to sit down. USE the VISA CARD on the chair; get the PASSWORD for the "Atchison’s" in the Desert Nomads settlement!

SELECT TOPIC to talk to him -  (ask anything, then) CHAT and DANCER for a warning!

(graffiti on many tables is dancer.)

Go in men's rest room, kill outlaw and talk to boy there. Ask anything, then "UGLY, GANG, COURTHOUSE, & RIDDLER" for info and instructions!   (note - go see Riddler!)



Have ONE Ranger walk on toilet, just for a chuckle - not important at all.

YOUR FEMALE RANGER goes in ladies' rest room, walk on the figure, step back and, USE -ATTRIBUTE - CHARISMA for more info about hostages and Ellen, also a tip to remember what Ellen says to you.




Use toilet, while she's there.  Please remember to flush it!

*
CHANGE WEAPONS TO PISTOLS! From the restrooms, go East and kill outlaw, then go south to the "rear entrance". Kill the outlaws there. * CHANGE WEAPONS BACK TO KNIVES!  (We could have come in South entrance, killed outlaws and chased any who survived our initial attack.)

Go back to the bar area, ONE Ranger sits at the bar and talks with Scott, the bartender - if you're thirsty, try the coffee, otherwise SELECT INFO, then choose:

"B) THUGS, C) RIDDLES, and E) RANGERS" for info about the game and hostages / Ace.

Find the table Scott told you about for the ANSWER to (the Riddler's) LAST RIDDLE!

Go to the S.E. corner of the Stage - remember Head Crusher's warning, STAY OFF THE STAGE! - kill the gang members there for loot and a tip (later learn that the password has been changed!).  (If you go on Stage and kill "bouncers", you'll NEVER get off the stage! IT'S A TRAP!)

Go to table in N.W. area of bar, buy drinks for the Riddler and solve his riddles! (The answers are: "TOAST",  "R",  and "URABUTLN" - in case you're interested.) ONLY THE LAST ANSWER * MUST BE CORRECT, but note the mention of toast - r (toaster) * and Ellen as sources of help in solving the game!

Okay, you've seen enough messages about a "barmaid (Ellen) speeding by" and you've got the Riddler's instructions about what to say to her!

GO BACK TO THE BAR, ONE RANGER sits at the bar (keep trying until you find the right seat!) and Ellen approaches - give her the message (URABUTLN), remember her response (URAQT2), and TAKE the loot!  (ROOMKEY #18).


THAT'S IT FOR SCOTT'S BAR!
STAGECOACH INN - Our next stop in Quartz for "help" Ellen promised. Exit Scott's Bar through the main (north) entrance, go WEST, then NORTH between two buildings and continue NORTH on Target Trail to end - StageCoach Inn is on the east. (walk into the tree here for a "dumb" message ..."you hosier")

       *
USE KNIVES or PISTOLS in the Stage Coach Inn (your choice!) 

LOBBY - Ignore the "clerk" for now, go EAST into DINER toward the figure in corner, kill outlaws, continue toward the figure in corner. Disregard his warning, walk into him (the cook) for loot. Exit Diner S.E. corner and kill "Mule Foot" for cash.

Back to LOBBY, exit North, go past pool to ROOM #18.

**
ROOM 18 - USE "ROOMKEY #18" TO ENTER! Laurie will ask for the message you gave Ellen OR her response to you! Just in case you forgot (URABUTLN / URAQT2), you can get a SERVO MOTOR in the Housekeeping area, take it into ROOM 18 to redeem yourself / prove trustworthy. Laurie says "You're all okay, take the items on the table (loot) to help you free the town. Hostages are on Third floor, back stairway in file room goes direct, the door is not well protected, and the Court House password is "MUERTE”!

*
Note, if you PICKLOCK or break-in, Laurie is hostile and as she dies, she says she "could have helped you"! (loot would be Pistol, Cash, and Servo Motor.)

You've still got a chance to find the passwords to the Court House if you use the secret entrance.


Now the other rooms, in order, from the southeast corner:


ROOM 10 - PICKLOCK, this is your room - sorry, nothing here!

ROOM 11 - PICKLOCK, kill outlaws & dogs, see figure in corner by bed (a bum), ask about "Court House" or 
"Secret", get info about "secret entrance" and bum "passes-out".

ROOM 12 - PICKLOCK, see figure by bed (people just watching the writer) and figure by table (the writer).

Walk on the figure by table and the others come alive. Then you can kill them for loot.

ROOM 14 - PICKLOCK, kill madman by the bed/table. Find more loot under chair in the corner.

ROOM 15 - PICKLOCK, kill Squint, outlaws, & dogs. PERCEPTION will reveal more loot on table in corner.

HOUSEKEEPING - PICKLOCK, PERCEPTION on shelves for Chemicals, PICKLOCK on cabinet for "Servo

Motor" (which you now have no use for!), kill the "housekeepers", ignore the 2 characters (bums) in the passageway beside you.


ROOM 16 - PICKLOCK, sorry, nothing here!


ROOM 17 - PICKLOCK, find loot under bed   (should be about $100).


ROOM 19 - PICKLOCK, sorry, nothing here!

ROOM 20 - PICKLOCK, kill outlaws & dogs, find the booby-trap on bed, use BOMB DISARM skill to disarm 
booby-trap for more loot.

LOBBY  - If you want a key to your room, go to clerk/desk and ask for "ROOM". Get a PASSKEY, but it's useless- why bother? (PASSKEY opens doors, but PICKLOCK will help "develop" your "skills!) CLIMB over the wooden railing ("clerk" warns "dogs will get you"), kill dogs, and kill the "clerk" for loot. The "dying clerk" (if you take the ammo clip) warns the "booby-trap will get you". Regardless, approach the file cabinet and notice the booby-trap, use BOMB DISARM skill to disarm the booby-trap, then use PICKLOCK to open the file cabinet for more loot!

If you had a sledgehammer you could smash a hole through the railing and walk through the opening OR smash the whole railing if you're REALLY FEELING DESTRUCTIVE!


THAT'S IT FOR THE STAGE COACH INN!

COURT HOUSE - Exit the Stage Coach Inn through the main entrance by the lobby. Go SOUTH, then EAST on Gray Bear Road, then NORTH to corner of Hell's Highway & Quail Trail.
There's the Court House!

FLOOR 1 - Use the password Laurie gave you (MUERTE) when the guards stop you at the entrance! Once inside, go WEST to the Atrium, open the panel in the northern glass wall of the Atrium. (you can CLIMB the vines here and "break glass walls" with a crowbar, but don't bother.)

Go through and find "secret tunnel" to the Stage Coach Inn, go through "tunnel" and one of the figures (bums) runs away. (now only 1 Snake Squeezin is needed!) Okay, back through "tunnel" into the Court House.


Continue west, kill outlaws in west end, PICKLOCK the door to North, kill dogs.

At this point EITHER follow Laurie's instructions - SAFE CRACK the "vault door" and go upstairs to the "third floor" to "rescue the Mayor". HOWEVER, you may enter the "wrong" cell first and "miss a chance" for loot ($1,000) when a "prisoner" runs off!

INSTEAD of going through the "vault" to the South stairs, GO UP THE STAIRS TO THE NORTH - to the

SECOND floor!

(reason: on floor 3 there are FOUR jail cells - the "Mayor", a "hostile", an "empty" cell, and a "prisoner" who will "run off" when you walk on bed. "Prisoner" from the empty cell is being "tortured" on floor 2.  IF you rescue him before entering the cell with bed, the other prisoner will recognize him and leave a reward "loot" –



($1,000.) for his rescue BEFORE he runs off!)

FLOOR 2 - Go South, (DON'T CONTINUE UP STAIRS!), if more guards ask for the "password", tell them "MUERTE", otherwise just kill them when they appear. Go east, past the "thugs" standing in the hall, to the SECOND door to the North.

      **
Walk through door and overpower the sleeping guard!

IF YOU SUCCEED, YOU'RE OKAY! – BUT, IF THE GUARD WAKES UP AND MORE GUARDS APPEAR - "QUIT" the game, but DON'T "SAVE" IT!



(the "hostage" is "dead" - try again!

Early in the game one of your Rangers MUST have "SILENT MOVE" skill to be successful. If your Rangers were MUCH MORE EXPERIENCED, they could succeed without a SILENT MOVE skill!)

Go through next door, kill guards, "tortured hostage needs a drink fast!" - "USE" a "CANTEEN" to revive/save him! (These are the "triplets" who have the "combination" to Ugly's vault - per the info "Scott" gave you.)



     * (Remember Donald Duck's 3 "nephews" - H.,D.,& L.)

**
You can "RECRUIT" the hostage now OR later, JUST BE SURE HE'S WITH YOU WHEN YOU ENTER THE "CELLS" ON THE THIRD FLOOR!


When you RECRUIT (HIRE) - "DAN CITRINE", he says that he and his father hid their "cash" under the “outlaws noses”!


TRADE all of Jackie's stuff to Dan Citrine!


EQUIP Dan Citrine with the Leather Jacket & Knife!


Snake Vargas-pick-up, EQUIP with Bulletproof shirt!



trade Leather Jacket to Jackie!


Jackie  -equip with Leather Jacket!

any Ranger  -pick-up the loot (Jewelry) here and see the info (combination to hide-out safe).

PICKLOCK other doors on 2 nd. Floor, kill any guards/outlaws you encounter. See the desk in the large room to the East! A piece of paper on the desk shows the passwords for both the Court House & Hide-Out.

Use PERCEPTION on desk drawers to find loot - TAKE the SNAKE SQUEEZIN to bribe the last bum standing in the secret tunnel to the Stage Coach Inn!

Go back to the "thugs standing in the hall" by the glass atrium (your CONFIDENCE / BUREAUCRACY skills get you past them). USE any other skill or attribute on them.

Then, you can give them the password (MUERTE). Any wrong password causes them to be active. Kill them and the gunmen that appear further to the east and west for more Cash and Ammo!


Continue up the stairs to next floor - SAVE the Game, but don’t exit game -

FLOOR 3 - Approach the guard by the door, along the glass Atrium wall.

- 
IF THE GUARD STAYS, kill him for loot, take the Cash, leave the Sonic Key behind! (he may just say that it's

about time you returned the prisoner to his cell, open door for you and leave.)

     *** -
IF THE GUARD OPENS THE DOOR AND LEAVES - EXIT THE GAME WITHOUT SAVING –

and TRY AGAIN!

(this may raise a "CONFIDENCE" or "BUREAUCRACY" skill level, but you miss the "extra loot".)

(you MAY have to approach with only ONE Ranger to have the Guard stay!  Kill the Guard for the loot, and then regroup your troops!)

PICKLOCK the door where you killed guard. PICKLOCK the FOUR jail-cell doors-




1) note graffiti (password) on wall  -  (Darwin = Proteus)




2) kill "wacko prisoner" who attacks you!



3) rescue (HIRE) Mayor Pedros - Jackie trades all her stuff (just a Leather Jacket)

to Mayor Pedros! EQUIP Mayor Pedros with the Jacket!

4) (WITH DAN CITRINE) enter the cell, walk on the bed, a prisoner sees Danny and says

"Thanks for rescuing me, son. Here's your reward." before he runs away.

(loot $1,000.)


PICKLOCK doors on two rooms to the West, sorry there's nothing in those rooms!

SAFE CRACK the vault door leading to the stairs nearby, go down stairs, SAFE CRACK another vault door and you're back on the 1 st. Floor!

(you can go back to the Main entrance and kill the guards - when they ask for password, say anything Except MUERTE and kill them as they appear (for Cash) OR JUST LEAVE them there. When you kill them, there's more Guards in the Court House, waiting for you, and more loot!)

THAT'S IT FOR THE COURT HOUSE! exit through the secret tunnel to the Stage 

Coach Inn - USE a SNAKE SQUEEZIN to get the last bum out of your way!

Rest-up at the Stage Coach Inn to get your CON up again. Make sure that all of Jackie's "stuff" has been "traded" to Mayor Pedros!



We're through with Jackie - PRESS THE "D" KEY TO DISBAND.




SELECT "JACKIE" AND ANSWER "YES" TO "DISMISS FOREVER".





(Thanks, Jackie.  Good-bye!)      (that's it!)

BEFORE WE GO ANY FURTHER, check to see if anyone has any spare equipment/weapons for Mayor Pedros  - he needs:   a CANTEEN, a KNIFE, a PISTOL, AMMO, & a CROWBAR!

if necessary, go back to Scott's Bar for a KNIFE and Pistol - Ammo is practically everywhere!


HIDEOUT - Okay, remember Scott's Bar and the info we got. The boy in the rest room talked about the Gang,


          -
"they're in the Court House, and there's more of them on Devastation Row."

Also, remember the "password" we found on the desk on the second floor of the Court House and the combination to the safe from the dead guards' jewelry!

You'll find Devastation Row just NORTH of the Court House - it's a very short street, with just two buildings, so the Hideout can't be hard to find

When you enter the Hideout, use the pass-word (KAPUT) and you can approach and kill each group of outlaws one-at-a-time with KNIVES.  Finish one room before going to another, saving "Ugly's office" for last.


Lounge - east of the entrance, just kill all of the outlaws there.


Kennels - west of the entrance, CLIMB to get over the fences to kill the dogs & outlaws.


main room - south of the entrance, just kill all of the outlaws here.

Bunkhouse - east of Main Room, kill the outlaws, find loot on the table, PICKLOCK the cabinets, beware of 

the dogs in S.E. corner by the trash.

Officers' Club - east of Main Room, kill the outlaws, find a hidden trap door behind counter. Go down into the

cellar, PICKLOCK the two jail cell doors. There's "Ace" to be "RECRUITED” later.

** 
Ugly's Office - south of the Main Room, kill the guard at the door, PICKLOCK the door to enter. In the first

room, find a map of Quartz on west wall behind the table. Stand by the map (press the Esc key) until you discover a safe behind the map. Use the combination  (11-16-27) to open the safe OR just keep trying "O" to O)pen the safe. (both work, but using "O" MAY RAISE a skill level.)



TAKE the "KEVLAR-VEST" and EQUIP Snake Vargas (your best medic) with it!

Trade and EQUIP his Bullet-proof Shirt to Angela Deth (your other medic).

Enter the second room; you'll see Felicia, and Ugly. DON'T ACCEPT HIS OFFER TO LET HIM GO in exchange for a code to disarm the bomb, IT'S A TRICK!  Move toward Ugly, he may run away or come at you. Kill him with KNIVES; kill the guards who appear, too. TAKE the Bulletproof shirt for a Ranger; TAKE the Uzi SMG for someone with "SMG skill".

Walk over Felicia, step back use BOMB DISARM skill TWICE! (after the first time, some of the lights are still flashing, this requires you to step back and use BOMB DISARM again!)



Take the loot (Plastic Explosive) and there's Felicia again!



Felicia says,  "Don't worry about me, rescue Ace from the cells."

* 
NOTE - if you were peeking at the vault behind Felicia when you entered, you noticed 3 loot bags in the vault. The bottom one disappeared when you declined his offer!

NO, YOU HAVEN'T LOST ANYTHING - THIS WAS an Uzi (SMG) that you just got from Ugly and an extra QUASAR KEY, that you'll find later when you need it!

LEAVE FELICIA and ACE in the Hideout for now! We can come back and recruit them later. Also, leave the Rifle(s) behind for now!

You're done, you can kill the guard at door - (Widow Maker), when you leave by using the wrong password (there's no loot for this) OR use the correct password and leave him there. It doesn't matter.


THAT'S IT FOR UGLY'S HIDEOUT!  QUARTZ IS ESSENTIALLY DONE!

Remember Head Crusher, we delivered a message to him (VISA CARD) and got a pass word (CATERPILLAR) for the Atchison’s in the Desert Nomads!


LET'S RETURN TO DESERT NOMADS and see what's in store for us there.

STAY ON GREEN, GRASSY AREAS SINCE 1 RECRUIT DOESN'T HAVE A CANTEEN YET –

SOON TO BE CORRECTED!

DESERT NOMADS  (again)

Go to the train, try the Caboose/Brakeman (nothing happens), try the Locomotive/Engineer (hooray!) let's get info -
Ask about:




Chat

(3 Clans here, Brakeman, other cars)




Hobo

(from his response: a source of info here, another Hobo 

is in Needles.)




Brakeman




VISA Card




Caterpillar




Atchison’s
(Head Crusher said, see Atchison’s)




Topekans
(from Engineer's "last response")




Santa Fes
(WHAT?   -- NO RESPONSE --)

So now we know that the Atchison’s are "trust-worthy", but the Topekans are not!

There are 3 tents with guards, but we only about 2 of the clans! Also, that the Hobo Oracle has "good" info.

The "logical" start would be the tent nearest the Locomotive.  (Hooray!)  The guard disappears into the tent, returns with a SHOVEL and tells us where to dig for our "reward"/loot.

(from West end of South rail, go 12 paces south and be rewarded.)

Use the SHOVEL to dig-up the loot, when you take the last item, 3 outlaws appear –

kill them for 3 more CROWBARS.

GOOD JUDGMENT would tell us to stop here, but our curiosity has been aroused - can there be

more loot in the other tents?

So try the password on the other guards, at ONE of the tents the guard "just keeps coming back and asking - state your business" (nothing will ever happen here!) At the other tent (center tent) the guard will return and "invite you inside", REMEMBER THE ENGINEER'S WARNING!

If you tried "CHAT" at the first tent, the guard refers you to the "engineer". The guard at the tent by the engine tells you the "Atchison’s don't have time for small talk". You'll know which tent is theirs!  But at the center tent, the guard invites you inside.
YOU'LL LEARN!

Note:
You DON'T HAVE TO SAY ANYTHING, JUST PRESS THE Esc KEY ONCE, to clear the Message

Screen, and walk over the guard into the tent!

Once inside, the Topekans rush you and attack en mass, - NO PROBLEM! - move to the West or South side of the tent. Attack with Knives and concentrate on the men and elders as they come in range.  Finally, chase down  any remaining women & children and the Baby Topekan who will be running away from you.

(isn't slaughter fun?   YOU'RE SICK! !)

Seriously though, you've done the right thing- the SECOND broken toaster is here in the loot!




TAKE 1 SLEDGE HAMMER, ANY AXES & CROWBARS YOU NEED!






  (you've got a SHOVEL, 1 is enough)

TWO of the Train's Cars remain unexplored - the CASINO CAR and the Hobo (Oracle)'s Boxcar. The Casino is self-explanatory. If you're interested in the Hobo Oracle's message come back with 10 SNAKE SQUEEZIN, - he's got a heck of a thirst!

(The Hobo Oracle's message refers you to the following paragraphs in the ".TXT" file for "game clues":

# 's   46, 110, 156, 160, 152, 117, 141, 128, 3, & 148 !

At this point the messages are more confusing than helpful, but they do "explain" the Game “mission":




#  46  - Beware of Finster.




# 110 - Guardian's Citadel for BEST Armor.




# 156 - Trust Max in sewers.




# 160 - Rescue Mayor first, then Felicia & Ace.




# 152 - Finsters Mind Maze.




# 117 - Robots threaten Las Vegas.




# 141 - Ellen / Laurie will help us save Quartz.




# 128 - Base Cochise is a nightmare.




#   3   - Sleeper will help us destroy Cochise. (maybe, to Clone our

Rangers?)




# 148 - Destroy Cochise to save the world.

The Casino Car (slot machine) here isn't too bad. IF Thrasher's LUCK attribute is an "18" or better, you can TRY the slots to raise his GAMBLE skill to a "5" or "6". DON'T EXPECT ANY JACKPOTS, BUT YOU SHOULDN'T LOOSE VERY MUCH MONEY (don't spend over $ 500 trying)!

THAT'S IT FOR DESERT NOMADS - COMPLETE! (just return to pick-up any needed loot!)

RADIO RANGER BASE (the "R" key) for any promotions we've earned, use your experience for IQ / INTELLIGENCE points, and head for the library in the S.E. corner of Las Vegas! (AVOID THE HOT DESERT!)



Acquire MEDIC skill for Hell Razor



Acquire CRYPTOLOGY skill for Thrasher



Acquire
DOCTOR skill for Thrasher (it's probably too soon yet!)


ALL RANGERS SHOULD HAVE THE FOLLOWING SKILLS - GET THOSE NEEDED:



PERCEPTION

CLIMB


SWIM



BRAWLING

KNIFE FIGHT



ASSAULT RIFLE
SMG (submachine gun)
AT WEAPON (rockets)





* ENERGY WEAPON (lasers)




      ( * this skill is NOT available in Needles)

AFTER THE LIBRARY VISIT, GO BACK TO THE OUTLAW'S (UGLY'S) HIDEOUT IN QUARTZ!

       *** 
HERE'S A NEAT LITTLE TRICK!  (the first)

Just WEST of the hide-out (between the buildings) there's a little dead-end alley.  As you are entering the alley,


ANSWER "NO" to "Enter new location”! PRESS "D" (disband), and select Thrasher.



ONLY 1 Ranger Thrasher Enters the alley / new location first!

The Ranger will stumble when entering and alert 3 marksmen in the alley and 2 marksmen on the roof!  Then, the other troops enter the alley (they'll regroup in the process).

Kill the 3 marksmen, use a ROPE in the S.W. corner to climb to the roof, kill the 2 marksmen (all for Cash / Ammo), continue south on roof to kill remaining outlaw.

Otherwise, catch them with their backs turned, catching a few puffs and easily overpower them. (NO CASH or AMMO!)

Either way, in the S.W. corner, use a ROPE to climb to the roof, and kill the outlaw at the South end.

**
NOW, JUST WALK BACK and FORTH along the skylight to the East, as you see figures moving in the shadows, and think  "...possible to break the glass...surprise them." Your PERCEPTION skills will increase to a maximum of "3" - NOT BAD, BETTER STILL YOU'RE GAINING A ton of experience, just remember to Radio for your promotions!

IF YOU HAVEN'T KILLED ALL THE OUTLAWS IN THE HIDEOUT YET, THIS IS NOT A GOOD IDEA TO TRY!  THE ONLY EASY WAY IS USING THE PASSWORD AT THE MAIN ENTRANCE TO KEEP THE OUTLAWS "PASSIVE”!  ANY "FORCED" ENTRY CAUSES THE "OUTLAWS" TO BE HOSTILE and ACTIVE as you enter the rooms!



(Sorry for the interruption, back to the game at hand...)

From the "Alley", go west to the border, then South to the S.W. corner of Quartz…There’s a store in the corner!

BUY a CANTEEN for Mayor Pedros, BUY 2 ROPES to replace the ones we used, BUY an AX for anyone who doesn't have one.       THAT'S IT!


EQUIP EACH RANGER / RECRUIT with an AX (enough Knife fighting for now).


Take a moment and reorganize all your equipment-

Each member of your "band" should have:




Armor

(Leather, Bullet-proof, OR Kevlar Vest)




Canteen
(just 1 each)




Ax

(just 1 each)




Knife

(just 1 each)




Crowbar
(just 1 each) - (a tool & weapon)




Pistol

(just 1 each)




Rope

(just 1 each RANGER, none for recruits)




Ammo

(Rangers - 5 to 7 / recruits 2 or 3 each)

Additionally, among your group you should have:




1 SMG (an Uzi),  1 SHOVEL  &  1 SLEDGE HAMMER !




1 PlasticExplosive - Angela Deth / DEMOLITION skill




2 Manglers            - Trasher / AT WEAPON skill

SELL the 2 extra Leather Jackets you have!  DON'T SELL ANY AMMO, trade it between members!


IF you still have ROOMKEY #18 or a PASSKEY, we're done with them, they're worthless - just DROP them!



   =========================================



   =========================================


If you're curious as to how you're doing, here's where I stand:



(CASH)


(MAX)
(I.Q.)
(STrength)




Hell Razor
  38
  24
  12




Angela Deth
  35
  23
    8


           ($1,540)
Thrasher
  44
  20
  17




Snake Vargas
  37
  23
  10




* Dan Citrine
  18
  12
  11




* Mayor Pedros
  22
  14
  16

*
Don't worry about the recruits, their primary function is just to carry a lot of ammo and loot for you (if you're so inclined) and to draw enemy fire/take some of the hits the Rangers would be receiving if the recruits weren't there.

I consider any kills they make as taking experience points away from Rangers. Observe any special skills they have, and acquire that skill for ONE of the Rangers!
We SHOULD BE replacing our old recruits with new recruits as we go along, their MAX and other attributes are higher, but some don't possess many fighting skills. Their free skill points can be used to acquire basic fighting skills.

We're NOT doing this so our Rangers will have stronger skills and attributes than the recruits we pickup!

It's BETTER to have ONLY 2 recruits, then there's room for a new recruit WITHOUT dismissing someone! Why replace a good recruit with another wimp ? Just dismiss any very weak recruits soon after you rescue them!

Your band of Rangers should have roughly similar stats, but it may vary depending on the time spent killing animals at the Ag. Center and the luck of which Ranger struck the killing blow on each adversary!
I've left practically all of the Cash, Ammo, Weapons, and other loot behind.  I've got 2 Manglers from Highpool, the Shovel and Sledge Hammer from Desert Nomads, 1 Plastic Explosive from the HideOut (Felicia's rescue) and an Uzi SMG.

I took ALL the FRUIT from Ag. Center, ALL the JEWELRY from Highpool and the Court House, and ALL the CASH from Highpool and Ag. Center. These supplies, plus the Hand Mirrors and Matches were SOLD, using the cash to BUY the ENGINE for the Highpool waterpump. TWO of the five Leather Jackets from Highpool have just been SOLD. The Pistols for the recruits came from Highpool (1) and Scott's Bar (1) in Quartz. One Knife from Scott's Bar and AXES and TWO CROWBARS from Desert Nomads.

I picked up some Cash in ScottsBar and the StageCoachInn, spent money on ONE CANTEEN, TWO  ROPES, 3 or 4 AXES, Info from Scott and drinks for the Riddler in Scott's Bar.



   =========================================



   =========================================


I know, skip the dribble, JUST GET BACK TO THE GAME !
So, IF we had rescued Ace, when we leave Quartz we'll find a broken jeep, which Ace will get started! Our next stop will be the settlement of Needles - N.W. of Quartz, across the river!

NEEDLES - We arrive at the N.E. corner of the settlement and enter. Since we know nothing about this place, we

decide to go exploring first!
A BLACK ASPHALT HIGHWAY separates the North and South sections of the settlement. In the Northern area, another ROADWAY further divides the North-East & North-West sections. In the Southern half, the Rail Road tracks are for a shuttle / trolley car that just runs East and West.  (useless, but fun for a ride! )

In the Eastern half of Needles, the buildings along the roadway cannot be entered, BUT there are references to a "DOWNTOWN" area whenever we approach between buildings OR along the roadway that runs East-West!

This is not a "friendly place", the Bums, Nomads, and various Jerks are "hostile", but pose no real threat as we encounter a few at a time.

N.W. Needles : there's ONLY ONE BUILDING HERE, but most of the ground to the EAST and SOUTH of the building is glowing in the dark! The safe approach seems to be from the N.W. corner, moving directly east, then south ALONG the walls of the building, and finally along the front wall (south side) to the entrance.

***
JUST AS WE START OUR APPROACH, THE GLOW (RADIATION HAZARD SYMBOLS) DISAPPEARS! We look at our watches (SEE THE GAME CLOCK in the upper right of the screen !) - sure enough, it's 06:00 (6:00 A.M.) and the sun is rising, signaling the start of another day.

We backtrack away from the building and decide to come back later, during the night when the RADIATION will be glowing again!

EXIT NEEDLES from the N.W. corner!

S.E. Needles : there's ONLY ONE BUILDING HERE, enter the Servant's Church and see the Bishop at the Alter ! The only clues you receive here involve the bishop's assistant sent out to investigate a series of murders and you see the bishop twisting a RUBY RING on his finger.

Exit the church and walk over the sand dunes / small hills West of the church. Notice that you slip as the sand shifts!
***
KEEP WALKING ON THE HILLS! THIS IS A QUICK/EASY WAY TO RAISE YOUR CLIMB & ACROBAT skills to level "3"!
Also, just as you reach the top of one of the sand dunes, as the sand shifts and you'll find a note: "Please help find and return REDHAWK to the Savage Village."



This message appears just ONCE, and can be missed as the "text scrolls by"!

CLIMB skills level "3" are enough to reach the top, BUT NOT with any recruits with NO CLIMB SKILLS!   (COME BACK LATER TO VIEW THE MESSAGE!)

N.E. Needles : this area is partially surrounded by a broken defensive wall. The Northern most buildings are a

library and a Doctor's Office.

Ammo Bunker - Start with the old ammo dump, find a RUBY RING and a BLOODSTAFF  (this one is just

one of the many fakes we'll find) on the corpse. (This must be the Bishop's assistant). TAKE the ring & bloodstaff !

Check the shelves along the North wall  -  DON'T MESS WITH THE OLD UNSTABLE STUFF, find the Ammo, and 3 Howitzer Shells, notice the booby-trapped explosives on one shelf - Use  BOMB DISARM skill to safely recover this stuff!



THAT'S IT FOR THE OLD AMMO DUMP !


PoliceStation - Go west into the Police Station, stop at the Robot Clerk's desk.  Don't waste your time by

"R"- reporting a crime OR "N"- neighborhood crime tips.

SELECT "A" - appointment with detective!



DON'T MESS WITH THE FIGURE STANDING BESIDE THE DESK EITHER.




Follow the directions to the detective's office.

As you enter Spam Shade's office (IF YOU'VE GOT THE RING & BLOODSTAFF ), you'll get messages that the bishop is looking for the ring and some info about the bloodstaff.

While you're here, PICKLOCK the 3 doors along the South wall. Enter the communications center and morgue. See message "tied to the pigeon's leg" - "Boss ... I've tracked the bum to Needles, but the search isn't easy. There's a lot of abandoned buildings here and I know he's hiding in one of them”. (this seems to refer to the HOBO we learned about at the Desert Nomads' camp, but no idea who else is looking for the bum or why.)

 
       ***
NOTE - LEAVE THE ALARM BUTTONS ALONE !



Go East, past the Police Armory (loot bags) and to the 6 jail cells to the North.

PICKLOCK the six cell 
doors, kill the humanoids in two of the cells, find the CITYSLICKER to be recruited LATER!


Go back to the Police Armory (loot bags), BE BRAVE - TRUST ME !



"SAVE" the game !, but do not exit - PICKLOCK the Police Armory Door – keep trying ! !

Notice the laser beams criss crossing in front..

See, - A TRAP !   Continue South, just before the South wall take a step to the East, kill the Auto Rifle for 800 points.

USE your MEDIC skills to heal the serious and critical injuries !   KEEP TRYING!

If the level "2" medic is serious, use a "1" medic to heal him, then several times more to "speed his

recovery".Then, the "2" medic can heal the critical.





(As a last resort, just exit the game WITHOUTsaving, and try again !)



TAKE THE Mac and Uzi SMG's for your Rangers!



(Mac - Hell Razor, Uzi - Snake Vargas)




STAY OUT OF ALL THE OTHER ROOMS ! ! !

HEED THE WARNING SIGNS - BEWARE OF ATTACK COPS !
There are about 20 in each room and they're almost as bad as the Auto Rifle was!

If you kill the cop along side the robo-clerk's desk, the hallways will fill with police when you try to leave the police station ! That first cop set off an alarm as he died.

If you're a wimp- go back to the communications center, press button "0", the Armory Door is open and the trap disabled - YOU COWARD !
THAT'S IT FOR THE POLICE STATION !  Before we leave, rest-up a bit - (press the Esc key).



Head back to the Desert, rest-up to quickly regain full health for all !



Stop for a moment and review the important lessons we just learned !




A) Robots can be brutal !




B) Armor Protection "4" is inadequate !





C) We need medics with higher skill levels !
While we're in the Desert we can practice our Medic skills on the 2 recruits !




TRADE their CANTEENS to one of the Rangers !  Wander around in the hot areas until they

are serious / critical, and HEAL them !
As your skill levels reach "3", you can heal a critical to serious condition, then just walk 5 paces and heal them again !
KEEP REPEATING THE PROCESS, BUT BE CAREFUL NOT TO KILL THEM !
***
Just a note - after the police armory battle, my "2" medic became a "3" healing the serious and critical !
After 10 minutes (real time) in the Desert my "1", "1", & "3" medics ALL REACHED #5 levels!
That's enough for now ! Eventually they all can reach a level "12" when they attain higher I.Q.'s and gain more experience!


S.E. Needles : At the Police Station, the detective indicated that the Bishop was missing a RUBY RING,

HOWEVER, we observed the Bishop nervously twisting a ring on his finger.
WHAT GIVES ?
Back to the Bishop at the Servants' Church to try to learn more! Go to the alter by the Bishop, step back and USE the RUBY RING. (You'll still have the ring.) He asks where the ring was found, says the Bloodstaff was stolen from the Church, promises a generous reward for it's return, and says that last he knew his assistant was heading for "DOWNTOWN" Needles !
While we're here, walk to the alter again - the Bishop asks for the BLOODSTAFF !


Step back and USE the "BLOODSTAFF" !




(see, I told you it was a fake, that would be too easy !)

Okay, from the church go East, then North to the roadway. Next, go West into DOWNTOWN NEEDLES.


DOWNTOWN-EAST :
THIS PLACE IS INFESTED WITH JERKS - WATCH YOUR CON / HEALTH, THAT IT DOESN'T GET TOO LOW .  YOU'VE GOT ENOUGH GOOD MEDICS, JUST HEAL THE RECRUITS AS NECESSARY!
First building to North, PICKLOCK the door, figure (corpse) by wall, walk in trash along North wall to find loot.




(maybe raise PERCEPTION skills.) Continue West ...
**
Concrete blocks and junk block the alley ! Try to CLIMB over, try USEing a CROWBAR, SHOVEL, &

SLEDGE HAMMER to break through.   (still "no go" !)  Continue WEST ...
Rosie's Motel - Members Only,  go through door, PICKLOCK the door to room, loot is Hand Mirror. Continue West ...
Figure outside motel is a 3 legged lady (maybe Rosie). Just ignore her - you're not sailors and you don't need a Wasteland Disease !  Now go South to next figure ... This figure just "invites you to join the Mushroomers" and then runs away.

Enter Leroy's Place, stop at the Bar to the West for a drink, bartender tells you about a weird cult, the Servants of the Mushroom Cloud, and tells you to watch-out for their Bloodstaff!



Go to the Ammo Counter on the South wall. ENTER the store, BUY 3 TNT's.

Exit store  & "SAVE GAME"! 



Rest-up in Leroy's (regain full CON) before continuing.




"SAVE GAME", leave Leroy's.

Figures at the N.E. corner of Leroy's are jerks - kill, but leave the loot. Continue to next figure ...  Figure beside wall of next building is a soldier-type woman.
THIS IS A FRIENDLY CIVILIAN, WAITING TO BE RECRUITED LATER JUST LEAVE HER ALONE FOR NOW! (EVADE).



See the loot behind the building - Snake Squeezin.

Try the door at the last building here. This PRIVATE CLUB will require a password to enter.

Continue East out of the DOWNTOWN area !   (Rest-up if necessary!)


S.W. Needles :(again)

Now it's time to explore the town's WASTE PIT ! If you approach during the night  see the TWO glowing spots !

One is to the S.W., between the wall and railing (AVOID THE AREA TO THE WEST, INSIDE THE WALL!)



The other glowing spot is inside the railing, but you can't reach it, even if you try!

Enter the concrete wall, GO EAST, then to steps into the Waste Pit, continue down stairs. Follow the corridors East, North, then West just walking through Doors or USEing a CROWBAR when necessary. (This is quicker than PICK LOCK.) Down stairs, USE a TNT to open each of the next TWO doors!

As you enter next room, message about old skeletons in the corner and a Pit Ghoul, 

MOVE 2 STEPS WEST (to avoid the barrel - RADIATION!) near center of room! The Pit Ghoul may attack or run away, JUST GO AFTER IT - ATTACKING WITH AXES or KNIVES ! Use everyone for 5 or 6 battle rounds, then just the Rangers !  Killing it for 2000+ points.  AGAIN, AVOID THE BARREL!


The last TWO rooms, ignore the one to the North - it's a waste!

USE a TNT to open the door to the SOUTH ! TAKE THE GOOD LOOT and EQUIP your troops making TRADES as appropriate, to end up with:





Hell Razor       - Bulletproof shirt & Mac SMG





Angela Deth    - Kevlar vest & Uzi SMG





Trasher           - Rad suit & NATO assault rifle





Snake Vargas - Rad suit, NATO assault rifle, & Uzi SMG





Dan Citrine    - Bulletproof shirt





Mayor Pedros- Bullet-Proof shirt  (and 3 Leather Jackets to sell)

THAT'S IT FOR THE WASTE PIT !  Exit the Waste Pit, head East toward the church, then North to the Roadway. Back to the DOWNTOWN area.


DOWNTOWN - EAST (again):

Go to Leroy's Place (by the bus) - go to Arms Counter (Store). SELL the 3 Leather Jackets, IF you 
need any 7.62 mm Ammo, then BUY clips so Thrasher and Snake Vargas HAVE 3 Clips EACH !  BUY "3" TNT's for Angela Deth!
Exit the store, ("SAVE" the game), leave Leroy's and go North to the blocks and junk blocking the alley!
USE "TNT" to blast through. STOP, - SWITCH WEAPONS TO SMG's OR A/R's if you've got 'em !





( 2 SMGs, 2 assault rifles, 2 pistols)




USE "TNT" again to blast through remaining junk!




A gathering place for jerks!



Attack, fire "Full-Auto" at the groups. Each Ranger attacks 1 group!





USE SMG on small groups, A/R on large groups.




4 GROUPS ARE: "1", "2",  "3 & 4", and "5"!



RELOAD BEFORE GOING IN - "MORE JERKS AHEAD"!
After you've killed the Jerk Leader, RELOAD, and Switch Weapons back to AXES or KNIVES!



Most of the loot is junk -knives, clay pot, jug, pistols, & ammo.

TAKE - the AK 97 assault rifle, 7.62mm Ammo, and Bloodstaff (another fake).




LEAVE the Geiger Counter, SOON we'll find another free one!
THAT'S IT FOR DOWNTOWN-EAST !  Back to the street and continue to the West.  Another "DOWNTOWN"!




Enter New Location ...


DOWNTOWN-WEST:

This place is also infested with jerks !  Just watch your "CON" that your health doesn't get too low!

Continue West to the doorway of building to the North. Kill the jerks in the doorway, TAKE the Bloodstaff (don't ask !),  stairs in North wall go to the basement,

"CLICK !" a harmless cinder block trap, by the East wall is a "BLOODSTAFF VERIFICATION TABLE", the loot is some cash, ammo, & robe. - TEST your "Bloodstaffs" –





(CRUNCH, CRUNCH, less junk to carry!)



Exit the building, go toward building South-West, this is -

HOBO DOGS (the local fast-food restaurant), the prices are reasonable, but one look at the menu makes you wonder if this place is connected to the Waste Pit, the Temple of Blood, or what.

NO, I WOULDN'T EAT HERE!
Behind Hobo Dogs, the entrance is on the East side, PICKLOCK the door, "Bill Dugan, Representative, Temple of Blood" appears to be on "vacation". There's just a "Clay Pot" to be found on his desk.

Next building East (by the "truck") contains 3 "shops" and stairs to an "area" in the rear:



Crowley's Occult Shop - figure is asleep, - always!





USE PERCEPTION on crystal ball for laugh.

HollywoodStyleShop – check out the old posters on the walls and the bulletin board on South wall –

pressing "down arrow and space bar".   
(just junk & WASTELAND credits.)

AbandonedArtGallery - now just a shelter for the homeless bums that don't want to be Hobo Dogs!

( see, I told you not to eat there !)

The TWO figures here are "thirsty bums". Go back to Leroy's Place (Downtown-East) and get "three (3) Snake Squeezins".

(only $10 each)

One of the "bums" will drink and "fall asleep", Other "bum" drinks and asks for more, second drink puts him "asleep" too, BUT, FIRST HE "Mumbles the NAME of Club where he lost all of his money".





The "NAME" of the Club is the password !    (ACAPULCO)

The "stairs" between these "shops" lead to a "wooden platform area for the restaurant customers". The figure standing by the East stairway is a "vendor" selling Snake Squeezins for $15 each.

"Sit" at a table and the SECOND figure appears, a "musician" to "entertain" you. As you "change tables", he follows you. Nothing else ! You can CLIMB over the WEST railing.

Okay, now you've got the "password" to the PRIVATE CLUB in the DOWN TOWN-EAST section. Remember, the "bum" said that he lost all of his money there - try, but you won't do any better!

If you walk by the figures at the table, you'll overhear them talking, "The Mushroom Bishop sent out his priest to investigate the murders, but no one has seen him for days."  (You won't learn anything new at the "club"!)

          * 
THE BEST IS SAVED FOR LAST - but ONLY if you're REALLY in a "destructive mood"!

In the North-East corner of DOWNTOWN-WEST there is a "working" Howitzer, but NO "shells" around. If you're so inclined, go back to the Ammo Bunker (by the Police Station) and pick-up the HOWITZER SHELLS!

USE the Howitzer Shells on the Howitzer and "select" a "direction" and "trajectory" to fire.



(your targets are:)




A) west, low   - wall of building to your west.




B) west, high  - wall of building to your west.




C) s.w., low   - road in front of Occult Shop.

**
D) s.w., high  - west wall of Hobo Dogs and northwest area of the office behind.

If YOU DO, check out the "surviving waitress", before she dies!




E) south, low  - wall between the Hollywood Shop and the former Art Gallery.

F) south, high - the south east corner of wooden platform behind the three shops.





(No, you can't kill the musician!)
If you're "lucky" you may raise a skill level, but if you're REALLY unlucky, a shell may explode in your face and destroy the Howitzer ! Also, now you've got to "CLIMB" over the rubble you just created!

If you're only feeling a "little bit destructive", you can USE your AX to "chop down the trees here".

No, George, they're NOT cherry trees. There's NO experience to be gained - you're Rangers, not "lumberjacks" !



ENOUGH NONSENSE!   BACK TO THE GAME!

Exit DOWNTOWN-WEST, along the roadway to the West. You're now on the road that separates Northwest and Southwest Needles! Continue West, just ONE more building to the North.

GAS STATION: This building - formerly a gas station, now just a garage - is "empty", except for a figure in the corner. The "sleeping attendant" wears a hat that says "BUG OFF".



We'll be back here later, after we recruit "Ace" to get the "broken jeep" running!

N.W. Needles : Finally, the last section of Needles. Stand outside the North-West corner of Needles and wait

for night.  (hold the "Esc" key until the "Game Clock" is 18:00)

When you enter, look for the "RADIATION" HAZARD SYMBOLS SOUTH and EAST of the building / Temple!

REMEMBER, WHEN YOU COME OUT THE FRONT DOOR YOU CAN GO WEST or NORTHWEST "SAFELY", otherwise stay along the sides of the building!

We're going in EQUIPPED with KNIVES, there will be many deadly robots hunters & killers) along the way, but we should be able to kill them and retreat back out to regain our "HEALTH" before going back in!

Enter the Temple of Blood, kill the "guards" inside the door, but leave the loot (Carbines & Ammo).



Go to the 3 doors along the West wall, PICKLOCK each!




1) Storage room, leave the Throwing Knives and  jugs there.




2) Empty room, Message on wall is about launch code - "MOTEKIM" !




3) Empty room, Message on wall is that this room is "full of blood" .

Go through door at North end of corridor, then the SECOND door to the East, kill the "executioners", use the "Control Panel" to DEACTIVATE the Laser & free the "hostage" (HOBO). Recruit  (HIRE) the "Hobo", (the info here describes a "chamber of horrors", priests collecting blood from small wounds in the "victims".)



TAKE the Bloodstaff (no, not yet!) and a KNIFE for your new "recruit" (Ralf).



The room to the West is just "ole Sparky", a nice warm seat for "one at a time".

The other room to the East is an "Electric Torture Room", you can PICKLOCK the door, but don't bother entering!

You probably need ANOTHER "rest" by now ! EXIT the Temple, and EXIT Needles.  JUST STAND AT THE OUTSIDE EDGE AND REST (Esc key) SINCE Ralf has no "Canteen"!




When "fully rested", check your "7.62mm" ammo supplies -





EACH RANGER needs "5" (A/R or not - we'll get A/R's!)




Go to Leroy's and BUY the Ammo needed!

RE-ENTER the Temple of Blood, go west to FIRST door to the North, Sit at EACH of the 2 chairs just inside the door - (both repeat a previous launch code message). All other chairs are "occupied".

Go toward the alter, then East and follow corridor to the end.  Enter the "locker room" to the NORTH!



TAKE Kevlar Vest, EQUIP Hell Razor, "TRADE" his Bulletproof shirt to "Ralf".




EQUIP "Ralf" with Bulletproof shirt!

Enter the "locker room" to the SOUTH, just TAKE the 2 Bulletproof shirts. (we'll sell them later.)



Enter the "Holy Game Grid" room to the West. Kill the two  "guards" inside,

TAKE the Mac (SMG) for the Ranger (Thrasher) who still needs a SMG !



PLAY THE GAME - if you MUST know the proper path it's:





(just like reading)





N,  W,  W,  W,  W,





N,   N,   E,   E,   E,





E,   E,   S,   E,   E,





N,   N,   N,   N,   W,





W,  S,   W,  W,  W,





W,  N,   N,    E,   E.




OR You CAN just go straight at the figure to the North.



THE ONLY REQUIREMENT IS THE CORRECT ANSWER AT THE END!





THE ANSWER IS "30" (steps)!

Suddenly you're standing on a small wooden dock. Go to  the "island" to the North. (swim to the island).

Once across, STOP and REST (Esc Key) on the other side!  ("moat scum" and fish may inflict minor damage.)

First, there are 4 "snipers" - ONE at each corner of the "island".  Just go all around the "outside" killing them with AXES or KNIVES !  (your Armor protects you.)

TAKE the NATO A/R for the Ranger who needs it, "the 2 SMG's for Dan Citrine & Mayor Pedros.



TAKE  the 1 M-19 RIFLE for Ralf (and "2" 7.62mm clips)



    "     Any BLOODSTAFFS  - (do you have to ask?)



Second, approach the "door" on the North side of "island".

CHANGE ALL WEAPONS - A/R's for ALL Rangers! SMG's for 2 Recruits!

RIFLE for 1 Recruit!



PICKLOCK the Large Wooden Gate, JUMP across the Pressure Sensitive Plate! 


("STEPPING" on the Plate activates the Auto Turret", a deadly killing machine!)



ATTACK the Patrols you encounter - FIRE "FULL AUTOMATIC"




(just "fire at" ODD numbered groups - 1, 3, & 5)



RELOAD the "EMPTY" WEAPONS!



Continue all around the outside of the smaller room and kill all of the Patrols as you encounter them - 





AGAIN - FIRE "FULL AUTOMATIC"



Just TAKE all of the Cash, 7.62mm clips, M-19 Rifles, and any Bloodstaffs you find in this area!

LEAVE the "Rockets", "Power Packs" and other "Ammo" behind for now ! (We can come back for them!)



RELOAD the "EMPTY" WEAPONS!



PICKLOCK the wooden door to the last room.

Enter the room, Rangers FIRE "FULL AUTOMATIC", each Ranger selects a different ONE of the

eight groups - fire on largest (number in) groups First !    Recruits fire at "random".




Rangers RELOAD while "recruits" attack again!




ATTACK AGAIN, whatever's left!  This should finish the job!



Somewhere in the back of the crowd was the Blood Priest with the real Bloodstaff we're looking for!





TAKE THE BLOODSTAFF !  (YES, the real one!)



RELOAD "empty" Weapons, SWITCH all weapons to AXES or KNIVES.



JUMP over the "Pressure Sensitive Plate"  AGAIN  to exit.

(stepping on the "plate" will "activate the auto turret, a deadly killing machine" - this should be       no problem if you want another robot to kill now.)



EXIT the "Island" -- Go back to the wooden dock we first arrived on. (swim back to the dock.)



Exit the "dock" to the South (enter New Location).

Go up the stairs and continue East to the figure by the "Control Panel". Look around, you're standing

inside the "empty shell" of an I.C.B.M.!

This "guy" wants the "LAUNCH CODE", If you remember, (MOTEKIM) - Tell him, the TOP of the

"missile" opens 
and the figure runs off!




(WARNING-guessing will cause the figure to say "No, that's not it!"

BUT there are  WRONG "codes" that will cause the "Control Panel" to self-destruct, 

"trapping" you here forever!)

***
If you've forgotten the "code", there's still another chance to find it ! There's only one way "out of here" now. Return to the "wooden dock", "swim" around the "moat", try to find another way out! Find four small platforms, one in each corner of the "moat", and the  "launch code" is written on the wall at one of them, as well as several cute "messages" about your "current situation"  -





("You've--got--your--balls--to--the--wall!").  Did I mention the Glowing Slime?

 Just some worms in the "moat scum"!



Continue East, out the "top" of the missile, and to the North-East corner of the room.



EXIT the "Temple of Blood". Go North out of NEEDLES!





(the entrance to the East is just to the Temple's Garage Area - an "old bus" -





THERE'S NOTHING OF INTEREST THERE!)



Just stand outside the border and REST to regain full HEALTH !


DOWNTOWN-EAST:




Return to Leroy's Place (by the "bus")





SELL "ALL BUT 1" of the M-19 Rifles, and sell the 2 "extra" Bullet proof shirts.





BUY 1 "Canteen" for "Ralf"


DOWNTOWN-WEST:




Return to the "Bloodstaff Verification Table" in the building to the North.





More "Crunch, Crunch" and a few less "junk" items to carry around!





BUT FINALLY - "VERIFICATION O.K."





"Please remove Bloodstaff."





Before you "pick-up" the Bloodstaff, check your First Ranger –

verify “No Bloodstaffs”, then Pick-up the "real" Bloodstaff !





Make sure there are no more "fakes" in anyone's "inventory" while we're here!


S.E. Needles:



Return to the "Servants' Church", approach the Bishop on the alter, USE the "Bloodstaff" to return it

to him!



Here's your "generous reward" / more loot!




Just TAKE the KEVLAR SUIT for Thrasher!




LEAVE the A/R's, Ammo, TNT, and ENGINE here!



(NOTE:) now, when you approach the Bishop he asks - "What can I do for you, my child?" –






JUST IGNORE HIM  (Esc) and MOVE AWAY!



EQUIP Thrasher with the Kevlar Suit, "TRADE" his Rad Suit to Angela Deth and EQUIP her with it!




Trade her Kevlar Vest to the best "recruit".

The Bishop informs you "that he's heard that there's trouble in Las Vegas. Here are some supplies to help you."




====================================




====================================



Before we head for Las Vegas, let's "review" our "recruits" first:





-------------------------------------------






        (MAX)  (STrength)





Dan Citrine -
20
13
/ 4 fight skills





Mayor Pedros-
24
16
/ 5   "     "





Ralf    -

18
12
/ 3   "     "





-------------------------------------------




Dan's been with us for a while (his "MAX" started at "16"),  his "real" purpose was to get the





"loot" ($1,000) for "freeing" his father from the Court House jail cell!.

Ralf just joined us when we rescued him from the Temple of Blood. The "hobo" doesn't

appear 
to have any "special function" at this point. This is the other "missing" hobo that the "engineer" in Desert Nomads told us about.




Dan & Ralf are the "weakest" of our "recruits" ! We have already seen "Felicia" and "Ace" at

the "Hide-Out" in Quartz. Also, the "Woman" and "City Slicker" here in Needles!

Select any Ranger (use the first, Hell Razor) from the "Roster" menu  (press the space bar, then "1").  Press "P" to "pool" all the CASH  with ONE Ranger.




Press the "space bar" to return to the "Roster"




TRADE ALL OF DAN's and RALF's "stuff" to Mayor Pedros!  (do them one-at-a-time !)




     **
Use the "Roster" to verify that they have NO CASH and NO SUPPLIES !




Use the "Roster" (like we did with Jackie) to dismiss Dan and Ralf.





Press "D" (disband),





SELECT "Dan Citrine" (5), answer "YES" to dismiss!





Press "D" (disband),





SELECT "Ralf"   (now 6), answer "YES" to dismiss!




====================================




====================================



THAT'S IT FOR NEEDLES! Finished! (for now anyway.)

***BEFORE WE HEAD FOR LAS VEGAS, let's go back and get some more recruits and see what they have to offer !


QUARTZ: Go to the "Hide-Out", "HIRE" Felicia and Ace (in the cellar) ! When you "recruit" Ace, the message

informs you "that Ace was sent down from Vegas to recruit some real fighters. There's more than just "bandits" roaming the desert ! Will you join him and go back to Vegas?"



Well, why not?  We're suppose to be "good Rangers"!



Review your "recruits" - let's see what we've got now:




-----------------------------------------------





         (MAX)  (STrength)




Mayor Pedros
24
16
/ 5 fight skills




Felicia

16
12
/ 2   "     "




Ace

30
17
/ 5   "     "




-----------------------------------------------



The only "unusual" skill here is with Felicia - "FORGERY" Make a note to accquire "FORGERY" skill

for a Ranger soon.



Since "ACE" is the BEST of our "recruits" at this point:




Just "TRADE" ALL of the "stuff" from Mayor Pedros to Ace!  (I hope you didn't "waste" time 






equipping Felicia & Ace)




EQUIP Ace with Bullet proof shirt & Ax!




Verify - Mayor Pedros & Felicia have NO Cash/Equipment!




Use the "Roster" to Disband/dismiss the Mayor & Felicia!




----------------------------------



EXIT Quartz to the North and find the "broken jeep"!




Only ACE can operate the Jeep! He sees what's "broken" and "fixes" it!




His "destination" is Las Vegas, but along the way, the jeep "sputters and dies!"

(suddenly you're back in Needles -)
There's No "triple A" to call for help,  but fortunately you're at a "garage".

The "sleeping mechanic" hears your Jeep "sputtering" and wakes-up just as you arrive.

The "mechanic" determines your "problem" is a "blown engine". He "offers to "fix-it" for you,

but ENGINES are "scarce" these days. You'll have to get a NEW ENGINE first!
(you'll also have to "pay" for his "labor",  HA ! HA !)




The "mechanic" offers to hold the Jeep for you until you want it fixed. Don't worry, the "jeep"






isn't going anywhere without an ENGINE.




-------------------------------------------


Remember, we "BOUGHT" an ENGINE at the Desert Nomads to "fix" Highpool's "broken" water pump!

Since we've already "solved" the "problem" in Needles, there's a "free" ENGINE waiting for us by the

Bishop in the Servant's Church!



Don't Bother, IT'S A "RIP-OFF"! The Jeep just gets stolen from us by a "band of outlaws" as we arrive

in Las Vegas.



JUST LEAVE THE JEEP WHERE IT IS - IN THE GARAGE / GAS STATION!




-------------------------------------------


NEEDLES: Exit the "Gas Station" (garage), follow the Roadway east, enter DOWNTOWN (WEST) and

continue East along the Roadway, enter DOWNTOWN (EAST) and go to the figure between Leroy's and the Private Club.

HIRE the "Woman" (Christina) - Look, this "civilian" comes pretty well equipped: Rad Suit, Canteen,

pistol, SMG, Mangler, even a Geiger Counter, throwing knife, and Snake Squeezin!






DON'T "miss" the $ 200 in Cash!



Exit DOWNTOWN-EAST through the East, go to the "jail cells" in the Police Station.



HIRE the "City Slicker" (Mort) sorry, "hostages" have lost anything they had to their "captors"!




------------------------------------



IT'S TIME FOR A "FINAL" REVIEW OF OUR "RECRUITS":




------------------------------------


      "free skill points"



(SKP)

         (MAX)
(STrength)



    6      Ace

30
     17
   / 5 fight skills



    3      Christina
30
     17
   / 7   "     "



    5      Mort

31
     14
   / 1   "     "




----------------------------



Sorry, Mort's not going to be much of a "fighter" for awhile, he'll acquire some basic fight skills, and

Improve with experience, but he'll be the next one we dismiss.  At least his higher "MAX" is some improvement!



Since Mort came to us "unequipped", just "TRADE" the "extra" supplies he needs from Ace!



Give Mort – Bulletproof shirt, Canteen, Ax, Knife, Crowbar, pistol & submachine gun, 4 clips of

ammo.



Give Christina - supplies she lacks - Ax, Knife, Crowbar, and  3 Ammo clips! CHANGE her weapon to

a Knife or an Ax!



TRADE Christina's Geiger Counter to Angela Deth and her Rad Suit to Hell Razor. TRADE his Kevlar

Vest back to Christina. EQUIP each with their new Armor!



Angela Deth should have an "extra" Kevlar Vest (since we used the Rad Suit from Thrasher for her

Armor)!



TRADE  the Kevlar Vest to "ACE" and EQUIP him with it!




------------------------------------



REORGANIZE ALL RANGERS & RECRUITS SUPPLIES:




Armor
(Rad or Kevlar Suits. Best Recruits-Kevlar Vests)




Canteen




Ax




Knife




Crowbar




any tool  (Shovel, Geiger Counter, Sledge Hammer OR Rope)




Pistol




SMG
(submachine gun)



      
A/R
(assault rifle) if they have one !




Ammo
for their weapons !



TRADE ALL OF THE "EXTRA" SUPPLIES TO ONE RECRUIT!  (Mort!)




------------------------------------



HAVE YOU NOTICED OCCASIONAL MESSAGES WHEN TRADING?




"... doesn't want to trade."   But, tried again and completed the TRADE!




It gets worse, especially with better "recruits" and better equipment!




You'll also see messages "... disobeys." instructions. These "traits" can be very

frustrating as you may have to TRY several times!


--------------------------------------




The "extras" should be :  (at least)





   2 Bulletproof shirts





   1 Canteen





   1 Throwing Knife





   1 Snake Squeezin



Go to Leroy's Place ("store") and SELL these supplies! but, DON'T  BUY  ANYTHING!



Go to the "LIBRARY" in Needles and ACQUIRE the basic SKILLS the "new recruits" lack / need!




Ace      - Knife Fight, Assault Rifle, & Perception.




Christina- Knife Fight & Swim.




Mort     - Knife Fight, Assault Rifle, SMG, & Swim.





       (but NO CLIMB skill!)




-----------------------------------

*** I haven't forgotton Las Vegas!     Have you?



BUT FIRST, there's ONE location in the Desert that seems to be there just waiting for our "curiosity"

to get the "best of us”!



It's there, in the mountains South of Quartz, by one of the bridges across the river...

impossible to "miss"!

MINE SHAFT: This place is "deceptively" simple. Meant to be "explored" early in the game by "weaker" Rangers /

recruits protected only by very "weak Armor"- Leather Jackets. NOW, it's a "piece of cake".



There are FOUR subtle "features" to the Mine Shaft:

1) The "visible creature figures" - kill them and be tempted to leave the "junk loot" (clay pots

    & hand mirrors) behind. DON'T, - take it and more creatures appear. Kill these to get

    pistols, ammo, and cash!




2) The "half eaten remains of humans. Gear is scattered all around." Use PERCEPTION on

the "remains/gear" to find more loot !  There's loot at all "5" figures, however, in the

beginning - you may get some "nothing of value here" messages IF using Ranger with a

"1" PERCEPTION skill.




3) TWO places in the Mine have "rubble on the floor...someone has been chipping at the wall.

    Rocks look strange."

Just step back, USE METALLURGY skill to discover a "vein of silver". Step back again

and USE a PICKAX to chip off a bit of silver and get some cash. (The N.W. corner & East,

by "remains" near the Mine entrance.)




4) The passageway along the East wall is completely safe. The roof of the "tunnel" to the

    West collapses" as you go through. A Ranger with DEMOLITION skill can USE a "TNT" to

    blast away the rubble and "reopen" the tunnel!  Someone without DEMOLITION skill will

    usually cause more of the ceiling to fall, permanently sealing the tunnel "closed"!




====================================

Enter the Mine Shaft, PICKLOCK the door to the small room inside, kill the "scavs" that appear, just

TAKE 1 "PICK AX", use PICKLOCK to open the locked chest, leave everything (we NEVER

NEED Gas Masks), find a rope in the S.E. corner, leave it there!



Proceed into the Mine along the East wall, stay out of the other passage for now. Just explore the

Mine to find and kill all of the "Visible Creature Figures", TAKE ALL THE LOOT (even the "junk"!), kill the creatures that immediately appear, but NOW JUST LEAVE THE LOOT !  After you've been through the entire Mine and they're all dead –



Go to the FIVE "Human Figures", USE "PERCEPTION" skill on the "remains/gear" to find loot! JUST

TAKE 1 "AX" (for Mort)  and 1 "TNT" for Angela Deth when you find them!






LEAVE ALL OTHER LOOT BEHIND!



Find TWO places where "the Rocks look strange" (in the N.W. corner and East by the "remains just

north of entrance). USE "METALLURGY" skill to discover a vein of silver, then USE a PICK AX  to get loot (cash, but not much).



Finally, go through the tunnel / passageway to the West. The ceiling "collapses" on you. Walk into

"rubble" to learn that you need "explosives" to clear away the rubble. Ranger with "DEMOLITION" skill USES "TNT" to reopen the tunnel / passage!



THAT'S IT FOR THE MINE SHAFT!   COMPLETE!   (NOW WASN’T THAT EASY?)

LAS VEGAS:  I really hate to say anything about this place. Remember what Ace said when we rescued him –

"There's more than just outlaws roaming the desert."  From our experience at the "Temple of Blood" we know that "Robots" exist, too.



At the beginning of the game, we came to the Las Vegas "library" for Knife Fight skills. At that time

we didn't even have Leather Jackets for protection. Look at your Armor now!



WOULD YOU BELIEVE THAT WE'RE GOING TO TRY TO CONQUER MOST OF THIS PLACE

WITH AXES & KNIVES, SAVING THE ASSAULT RIFLES ONLY FOR THE ABSOLUTE WORST "THINGS" HERE?



Anyway, the Bishop at the Servants' Church in Needles thanked us for returning the Bloodstaff and

told us that there was trouble in Las Vegas, so here we go .......


     ***
On our way to Las Vegas, from the Mine Shaft, stop by a "store" in Quartz OR Needles and SELL the

"junk" (hand mirrors, clay pots) we just picked-up in the Mine Shaft!

        **
Arrive at the S.E. corner of Las Vegas. First, enter the "library" and ACQUIRE "ENERGY WEAPON" skill for

each of the Rangers - this skill requires 3 "skill points" AND an I.Q. of at least "23"!




(ALL RANGERS SHOULD BE READY FOR THIS NOW, or come back later!)



Also, acquire DOCTOR skill for Thrasher (if he doesn't have it yet) and FORGERY skill for Angela

 Deth.


Exit the "library" (you're standing on Tropicana Avenue) JUST GO EAST and WEST, from one end of town to

the other a few times, to "get a feel" for what's in store for us here!


Okay, we've encountered small bands of Scavengers and Thugs, but these people pose no threat. We've also

 

encountered some "robots" on the street and can see more "deeper" in the town.

The Chopters, Sniperdroids, and Slicerdicers are progressively tougher. They all appear, seemingly "out of nowhere", quite unexpectedly , but again we have been able to handle these small groups quite easily.

(Groups of 10 inflict much damage.)

So far there have also been Warriod Mark I's and even a Warroid Mark II. These "robots" appear in the distance, and we're taking some "hits" just getting close enough to fight them. The Mark II. was a bit tougher than the Mark I's !


Step out of town and "REST-UP" before we do any further exploring!


Re-enter Las Vegas again in the Southeast!   Start exploring the buildings with doors along the street from

East to 
West!



1 st. building West of library - "...not fit for rats" - Just explore for fun and experience. Messages 

indicate the presence of various insects and rodents. Graffiti on walls is meaningless.

If you walk North and South enough in the hallway just East of the entrance –

"desert fuzzies" will "hurt you for 1 point of damage".




      ***
WARNING - SOME of the "abandoned" buildings contain spiders, snakes, and other

"critters" that can  "POISON" YOU !  LEARN TO RECOGNIZE THEM FROM THEIR INSIDE APPEARANCE AND DON'T WANDER ABOUT IN THEM.





         (you can "REST" inside the door, BUT DON'T GO WANDERING ABOUT!)



2 nd. building West of library - "...a small beat-up building"  You're lucky, already a building that's a bit

different! "Blockhouse" and "Freddy's Men" are mentioned in first room. As you enter 
the next room to the North, there is a "figure" there!






STOP and "pool your cash" on the FIRST RANGER!





APPROACH THE "OLD BEGGAR" and a message appears to "select a choice":







A) Chat







B) Give Money







C) Attack







D) Ignore





* SELECT CHAT - beggar says he'll give you info you need, for money.





* SELECT GIVE MONEY - "screen" let's you ask questions for answers!





   (Note: IF YOU "ATTACK" or "IGNORE", the old beggar turns "hostile" and your

source of info is GONE !)




YOU CAN START BY ASKING HIM ANYTHING !   (time, weather, your name etc.)





His responses are your info & "clues":     *** So, ask about:




FAT FREDDIE - location, at Vegas & Center.






never say "NO" to him.






"BIRD" is the (pass)word.




FARAN BRYGO - defense against the Robots.






"Covenant" sent out for help.






"MAX"- his "main man"- missing.






Brygo may "bump you off if you're not on his payroll !"




MAX    ---------
Sonic Key






there's something "hidden" on the golf course.






went to see "Charmaine" for help against Robots !




ROBOTS  -----
come from an "underground" base to the West, and are getting worse !





Okay, we know more than we did before - that's all I could find out!



While we're here, check out the rest of the building, there's a single "slicerdicer" waiting to ambush us 

in the room East of the "old beggar". A note on the wall (S.E.corner), "When you're cool, the sun 


always shines."      (any significance ? )


THAT'S ENOUGH "BUILDING" EXPLORATION - AT LEAST BY "CHANCE"


If you weren't watching the "street signs" before, no problem, but now watch for "VEGAS" or "CENTER"

(probably the center of town).


Exit the building and check the "street sign" to your East, that's not it, go West checking the signs at the

intersections!  Finally,


in the S.W. corner - "Las Vegas Blvd." Go North on "Vegas".


At the next intersection, "Flamingo Road", - "Vegas" begins going deeper into town.  Follow "Vegas", but keep

 to its WEST side, in case we have to "run out of town", the border will be a few steps closer!


At the next intersection, "Desert Inn Road", - "Vegas" begins going due North again. BUT WAIT - WHAT'S

THAT WEST OF THIS BUILDING? –


A LITTLE RED FLAG! - MOVE CLOSER - A POND and MORE FLAGS! - COULD IT BE?



EXPLORE! -- "Many errant golf balls have been hit into the pond."





Was there any doubt ?



First, check out all the near-by buildings ! Just "poke your head" through the door and see if

they're worth any further effort!


SPADE'S CASINO: "Thugs" greet us at the door! (People with money are always welcome.) This place is 

"friendlier" than it appears - just Casino Workers, Card Sharks, Women, Men, Rich Dandies, Ladies, and Drunks around the Bar and Casino areas. Also, "Gus the happy Barkeep who wouldn't hurt a fly".


      ***
VERY IMPORTANT NOTE : If you EVER want to GAMBLE at the TWO GAMING TABLES / "THREE

SPOTS" HERE -
NEVER TAKE THE LAST ITEM FROM ANY "LOOT" BAG!








(the "Tables" close when any "loot bag" is gone !)




Really, DON'T waste your time and money GAMBLING here - the "slot machines" can't be 

beat, and the most you can win at the "tables" is $ 15 at High/Low and $ 20 at 3 Card Monty!



         *
Go to the "vacant spot" at the corner of the bar!



       ***
A "pit boss" takes you to a small room where you meet Crumb, the manager. "Crumb" tells

you to see his boss, Faran Brygo, the password is "KESTREL" and "tell him I sent you." -- Then you're escorted back to the Casino!

(NOTE, There's NOW a "new" figure (Card Shark) at the previously "vacant" spot we found at the Bar!)

Okay, that's more of the information we need, but we still don't know where to find Faran Brygo!




There's no need to kill the workers and patrons, but there's still plenty here!

PICKLOCK the door East of the Bar, kill the guard at next door, SWITCH Weapons to SMG's,

Enter the room,
Fire FULL-AUTO to kill guards & guard leader.




TAKE the KEVLAR SUIT for Snake Vargas, TRADE his RAD SUIT to Hell Razor, TRADE his 


KEVLAR VEST to Mort!




EQUIP ALL WITH THEIR NEW ARMOR!




Ranger with the AK97 A/R TRADES it to Ace and TAKES the NATO A/R!




LEAVE ALL OTHER LOOT BEHIND for now!  (Leave Laser Pistols behind, also!)




Go upstairs, (Rangers avoid a squeaky board here), Use PICKLOCK on both doors to the

North. Enter the first door - CHANGE WEAPONS to PISTOLS - continue into room, kill "KUTIE"! (She's too "hard" to kill with Ax/Knife at your present "skill" levels!)  LEAVE THE LOOT.  -  CHANGE WEAPONS TO AXES!

(you can use SMGs & A/Rs if you're cowardly ) - go back to that “squeaky board” by stairs!




(TRUST ME !) USE any "dumb skill" on the "squeaky board" (GAMBLE OR METALLURGY)!





The door "opens" and 11 guards appear!

Attack the First group of 5 until killed, then the Second group of 5 until killed, last the Guard Leader!







(EXTRA LOOT & EXPERIENCE)

(you'll suffer a lot of damage, but it's worth it !  USE MEDIC skills to Heal the WOUNDED!





REST! YOU'VE EARNED IT! (When full HEALTH)-





PICKLOCK all other doors to rooms on floor!





Enter the office area and kill "BIG AL", find more loot on his desk!





Go back to "Little Al's"/"Kutie's" bedroom, try to PICKLOCK door to closet!

KEEP TRYING! ...KEEP TRYING!...TRY AGAIN ! but, after 5 minutes, USE a "TNT" on the door!

**
(ALMOST SURE that it really can be done, but it takes about 15 to 30 minutes. When you succeed you'll get a higher skill level and about three promotions !)




       **
ELECTRONICS skill works too, and opens the closet door with a few tries!)





Stand on trap door, "boarded over shaft goes down into the darkness".





Step back, Use a ROPE on the trap door!





You've got "A rope tied overhead goes down in to the hole...stretches out of sight."





CLIMB down rope into cellar (or whatever).





 ===========================================





 ===========================================

See the note on wall to the west, "Tin-Man was here". If I remember right, the "Tin-Man" wanted a "heart", anyway WE WANT "experience"!

If you liked the "skylight" trick in Quartz for PERCEPTION skill, and the "sand dunes" trick in Needles for CLIMB skill,   YOU'RE IN FOR A GREAT SURPRISE !





LOOK CLOSELY AT EVERYTHING HERE - it looks like a total waste of time!






     --------------------






Rubble blocks an exit in N.E. corner, perhaps we can dig our way out.






The Rope we used to climb down here.






A small room with an aluminum and steel door. (Nothing in the room!)





      ***
Pile of loose rocks and rubble blocks your path in N.W. corner.






Rubble, junk and trash is scattered about the floor.






Your way is blocked by old rock fall as hard as cement in the S.E. corner.






     --------------------





THE LOOSE ROCKS are just like the "shifting sand" and the "skylight"!





Just walk INTO THE "LOOSE ROCKS and Rubble" IN THE CORNER, North of door,

just keep HOLDING the UP ARROW,  ALL OF YOUR CLIMB SKILL levels

   *
quickly reach "4's"!




  ***



 *****
DON'T RELEASE THAT "UP ARROW" YET!




*******
You're NOT going anywhere! I know!




 *****
(Mort is "holding you back",




  ***
he doesn't have climb skill!)




   *




But the others are gaining a TON of EXPERIENCE TRYING!




NOTE - (You'll need the "4" CLIMB skills for "DARWIN" and "BASE COCHISE" anyway!)






"Radio Base" for your "promotions"!





IMPORTANT: NOW, MOVE AWAY FROM THE CORNER,

EXECUTE A BATTLE ROUND TO SEPARATE "Ace & Christina" from the "Main" group!

(many of their basic Attributes are already stronger/better than our Rangers' attributes.)

*
Now, just the RANGERS & MORT (!) go back into the "loose rocks and rubble" in the

   ***
 corner for MORE EXPERIENCE!




  *****
(In the corner, past the "loose rocks", "your way is blocked by old rock fall".)




   ***
You NEED someone without CLIMB skill (like Mort) to STAY in the "loose rocks", to  

    *
gain the "experience"!






------------------------------------------

Raise Thrasher's & Snake Vargas' "I.Q." level to around "30" - so that EACH has 6 or 7 "SKP’s"  (skill points) to use when needed!







----------------------





Use the experience points to improve your Rangers' basic ATTRIBUTES !







Strength
20 *







Agility

18 *







Dexterity
18 *







Speed

18 *







Charisma
16 *







Luck

16 * ,  **




         *
These are just approximate numbers.




        **
Raise Thrasher's LUCK to "26", don't bother with his Charisma !






------------------------------------------




Okay, enough "experience" already - "REGROUP", go to the N.E. corner, USE a SHOVEL to 



clear away the "rubble" and open the exit to the outside.

DON'T EXIT HERE, go back to our ROPE and CLIMB back to the "upstairs" area of the

Casino!




Go "downstairs" to the corner of the Bar!




THERE IS A "Card Shark" standing at the corner that was "vacant" when we first arrived!

JUST KILL ONE of the figures along the East side of the "bar" - BUT, LEAVE THE "LOOT"!




USE your CLIMB skill to get over/behind the oak Bar by "Gus, the happy Barkeep".




Walk on the "trap door" to enter the "Wine Cellar" below the Bar! Find loot on the shelves and

in the N.E. corner. A door "appears" as you approach the N.W. corner - PICKLOCK the door to open it, BUT DON'T EXIT YET!





Shelves to the North block you from Doors!

DON'T WASTE EXPLOSIVES ON THESE - the room behind is an old, abandoned  "fall-out shelter"! Everything "turns to dust" when you "touch" it!





IF you REALLY want to see this - WAIT! - soon we'll acquire a Weapon/Tool that will





Breakdown the shelves and doors! 



THAT'S IT FOR SPADE'S CASINO - All of the important features are complete!

Exit the Casino, either go back up the stairs and CLIMB over the Bar OR take the quicker, easier way -  the door in the Northwest corner we just "opened"!

GOLF COURSE: This is West and N.W. of Spade's Casino, the "flags" on the Golf Course are what drew us here.

The "old beggar" said "Max was going to hide a 'Sonic Key' on the Golf Course". Let's explore it.

Strange, this was a "10 hole" golf course !  I say "was" a 10-hole course for a reason. We "found" TWO land mines the "hard way" - somebody stepped on them, but there was something buried in the N.E. area – NO KEY, but we were happy to find some "rockets"!   (LEAVE THEM HERE!)

We're heading back toward the Casino to resume our search for that "Center" street or something. But we're going through the "pond" because there may be more land mines!

**
We check the building East of the Casino and are attacked by a "swarm of insects", but find nothing in this tiny room!

Continuing North on Las Vegas Blvd. our "good luck" is holding out! Just North of the Casino, the next

       **
inter-section is Las Vegas & Center Drive.



Unfortunately, the building here is just an old abandoned building!

FAT FREDDIE'S PLACE: Just as we approach the door of the next building  to the North, a couple of Freddie's men 

attack. No  problem, at least they've got some decent Cash and Grenades for us.




(LEAVE THE GRENADES !)

Inside we find Fat Freddie's office surrounded by a narrow corridor. There's just 5 Roulette Wheels, with a figure at each. As we approach the office door, we try to remember the "beggar's" advice : 


"Never say 'NO' to him."






"BIRD is the word."




Okay, try "BIRD" as the password at the door. Success!




First, "CHAT" with Freddie when you enter his office!

The message reveals that Freddie wants to "control" Las Vegas. He talks about his "competition" and offers us  $25,000. to "kill Faran Brygo" and bring back the "ONYX RING" Brygo always wears. HE ASKS US "IS IT A DEAL?"   (remember - Never say NO to Freddie!)



We say YES and he gives us " $ 1,000 on account"!






(TAKE the Cash !)

We are escorted out of his office, back into the "Casino" area ! If you try the door again, you're just thrown out and told not to come back until you have the ring.





------------------------------------



 Note :
If you say "NO" to his offer, he releases a "knock-out gas"!

If you have ANY "Gas Masks" (even 1) you'll be okay. Those knocked-out will quickly recover. You’ll have to kill Freddie and a couple of "bodyguards" for loot, BUT YOU WON'T GET THE $1,OOO!.

If you DON'T have ANY "Gas Masks", everyone is "knocked-out". As you recover a few moments later, you find yourselves tied to the wall in the Las Vegas Jail cell.

The ONLY solution I've found to this is, IF TWO RANGERS STAYED BEHIND (Didn't go into Freddie's Office with you) - They can GO TO THE JAIL and "free those tied to the wall"!

(use 2 Rangers with the best Armor to be sure they will arrive safely at the JAIL!) Everyone can then return and kill Freddie & his "bodyguards"!




ALL THIS IS SENSELESS - JUST SAY YES TO FREDDY'S OFFER!

IF, and WHEN WE RETURN WITH THE "ONYX RING", Fat Freddie is going to decide that we're too dangerous to be left alive. He'll "double-cross us"! We'll kill him and a lot more guards FOR MORE LOOT than the other way, PLUS we've received $ 1000 for accepting his original offer!







------------------------------------


     ***
Okay, if you really want to GAMBLE, the Roulette Wheels here are just what you're looking for!

Thrasher has the GAMBLE skill, but wait until his LUCK attribute is AT LEAST A "20"  (a "30" is even better)!  Expect to loose a thousand dollars at first, but as your GAMBLE skill quickly increases to a level "8", your "winnings" improve, too !  I've reached a level "12" GAMBLE skill, and consistently won money when needing a "break from Wasteland's robots"!

     ***
At the game's finish, come back with VAX (his LUCK attribute is "40", just acquire basic GAMBLE skill



for him) and try the "wheels!

From Fat Freddy's, we continue North on Las Vegas Blvd. Again the road is going deeper into the town at an angle.


SUDDENLY WE'RE ATTACKED BY A "SCORPITRON"! It's about 50 feet away at an intersection of several 


roads! We can see 3 roads intersecting, it appears to just be defending the area, and IT’S NOT MOVING!

WE HAVE TO BACK OFF ! It's too damaging, even from this range !  We're heading East to determine the name of the North-South road that goes into this "dangerous" intersection!  Then South on the next roadway. We pass an area to our East that looks like some sort of RACE TRACK!

We're on Paradise Road, still going South. There were a few MARK I's at the intersection of Paradise and Flamingo Road (Rockets & Grenades when we killed them).

We saw more "robots" on both sides of Paradise Road, just North of Tropicana Ave. before exiting Las Vegas.



REVIEWING WHAT WE LEARNED ABOUT LAS VEGAS THUS FAR:




TROPICANA AVE. runs E-W along the Southern border.




3 roads run North - South into town:





Las Vegas Blvd. on the West side which "angles in" toward the center of town.





Paradise Road, in the center, which seems to go straight thru town.





Maryland Pkwy. on the East side which we really haven't seen much of.




LET'S SET UP Las Vegas as a GRID for reference :




N.W.
  N.
 N.E.





 W.
  C.
  E.





S.W.
  S.
 S.E.




So far all the "good stuff" was in or near the West section - Spade's Casino, Golf Course, and





Fat Freddie's (just before we approached the "center" of town.)




The "library" is in the S.E. corner, and we found the "beggar" in the South section.




There is something like a "race track" between the South and Center sections !




There's a "real mean" tank-like robot (Scorpitron) defending (?) the "center" of the town.



There are TWO "rival" gangs in town:

Faran Brygo, apparently the stronger gang judging by Spade's Casino. Remember, "Crumb, the manager works for Brygo.  Brygo must be in trouble, he's "lost" his main man ("MAX") and sent out "Covenant" for Help !




Fat Freddy, thinks he should be #1, but wants our help in eliminating "Brygo".(he can't do it 


alone.)

Another element of this puzzle is High Priestess Charmaine. This "MAX" was going to her for help against the robots! 
The robots are coming from an "underground base" in the West, but is this Western Vegas OR someplace West of Las Vegas?

Our "recruit" (Ace) had gone to Quartz to recruit some good fighters for Vegas, but was captured by Ugly's gang.  I suspect that Ace was another of Brygo's key men.





===================================

We know a lot more than we did a little while ago, but don't know where Brygo is OR much about Charmaine!

Let's do a little more exploring - enter Las Vegas from the Northeast corner, see if these N-S streets run all way through Vegas, stay near the Northern border in case the robots get worse as we go west!





-----------------------------------

We reenter the N.E. corner of Las Vegas, there's another road running E-W.  As we proceed west, there's a small group of Warroid Mark I's and Mark II's at the second intersection.



We kill these with no problem and "rest" again in the Desert.



Charleston Blvd. is the road running E-W along the North border of Las Vegas.



The North - South roads are :




Boulder Highway - a short road, running diagonally S.E. out of town.




Maryland Pkwy.  - here's where we killed the Mark I's and Mark II's. We saw this street on the




south side - it must run straight through town.




Las Vegas Blvd. -  there's that road again, running diagonally S.W. into town.

Paradise Road   -  We saw this street in the south, -  it must run straight through the center of 

town.




Old Freeway     -   a short road. running diagonally S.W. out of town.

As we approach the N.W. corner, some Warroid Mark III's attack us, inflicting considerable damage!  We head North out of town to escape from them!

JUST BEFORE THE ATTACK, the last building to the West caught our eye. It has doors on both the North & South sides!



After "resting", we reenter the center of Northern Vegas. We want to avoid those Mark III's for now!



We head West to check out that building with 2 doors. Just a "Doctor's Office" (the L.V. Hospital) from



the North side.  
Out of curiousity we check the South side. As we approach, -

Mark I's, Mark II's & a Mark III. We kill them with our Axes! The Mark II's are a bit tougher than the I's, but the Mark III's are really brutal. Killing the Mark I's and Mark II's first, exposes us to "less damage" while fighting the Mark III !


We try the door on the south side of the building - just the "hospital" again.



Out of Las Vegas to the North to "rest" after our battle with those Warroid Mark s' robots!



Returning to the "hospital" area, we want to checkout the other buildings along Charleston Blvd.

Just "old, abandoned buildings". There's another group of those Mark III's to the South on Paradise Road, retreat North and avoid them for now. (size of the group may be from 1 to 5 Warroid Mark III's.)


THE JAIL:  The last building we find here, in the N.E. corner is the Las Vegas "JAIL"!




There's another "hostage" figure here, locked in a jail cell. Approach the cell door and use




the "control panel" to OPEN the cell door. It's "Covenant", he has been captured by Fat




Freddie's men, and he's "chained to the wall" inside!  PICKLOCK the chains to "free" him!




This "Covenant" MUST be good, he's ONE of the main men of Faran Brygo!





IT'S TIME TO DISMISS "MORT"!





TRADE ALL OF MORT's "stuff" to Ace!






(check Mort - verify Any Cash & All supplies are gone !)





Disband / DISMISS "Mort"!






(thanks Mort, it's been fun !)





Recruit/HIRE "Covenant"!






(there, that's better, a Medic too !)





TRADE the "extra" supplies (Mort's stuff)






from "Ace" to "Covenant"!





EQUIP Covenant with the Armor and Ax!





Head for the Desert to "rest" Covenant back to "full" health.





Return to the "Jail" to check-it-out!






To the East - 2 rooms with beds,






To the N.W.- A "LOCKED STEEL CELL DOOR" and Loot!





USE a "TNT" to blast open the steel door !





Whoops !!!  We've set off an "alarm" that alerts the guards!!







(GOOD ! )





SWITCH ALL WEAPONS TO "SMG's"!






STEP BACK OUT OF THE "CELL" AREA!





There are the guards - 10 of them, FIRE "FULL AUTOMATIC",  just to kill quickly!







Rangers fire at groups 1 and 2, that should kill them all!






MORE "extra" loot - pistols, ammo, grenades, jewelry, cash!







(LEAVE IT ALL!)





Check the loot in the "cell" - note the "plates" around it!






Just more pistols, ammo, grenades, jewelry, and Cash -







(LEAVE IT!)





Check the other rooms - FIND LOOT UNDER BED!


  *******
A BOOK !   TAKE IT !   There's an important message !
"Dave Dawkins", one of Freddie's guards found an empty book and began keeping a "diary" of his

"secrets".

The diary says that Freddy is #2 and wants to be #1 - he is offering a big reward for anyone who kills Brygo, #1, but Brygo stays hidden most of time.



Dave has joined the Servants of the Mushroom Cloud "TEMPLE", their secret password is simple –

just "NRC"!

Dave talks about the "death machines" (robots) being hard to kill and that Freddie is also looking for this "MAX" for help!

Dave writes that his friends at the "TEMPLE" say that "Max" has been captured by some "siborgs" (Cyborgs), but he's afraid to tell Freddy this.

Dave plans to write more later, but the diary ends here. The writing is just a few weeks old. Apparently, Dave didn't return to finish it.







----------------------------------------



There, MORE important information:

There's a TEMPLE of Servants of Mushroom Cloud. (connection to the Needles CHURCH"?)




The secret password is "NRC"




People at the TEMPLE might know where Max is.

There's some "CYBORGS" around - They must be VERY BAD! Freddie has been fighting the robots in the streets - and Dave was afraid to tell him that the CYBORGS have Max!




We've had the password for Brygo's place, but still don't know where to find him !







----------------------------------------

RETURN to the "desert", TRADE the CANTEEN from ONE of the "recruits" (either Christina or Ace) to one of the Rangers. Again, wander around the "hot" areas to "wound" the "recruit".  Use your Rangers' MEDIC / DOCTOR skills to HEAL the "recruit". Keep REPEATING until your MEDICS reach level "8" or "9" and your DOCTOR reaches level "4" or "5"! JUST BE CAREFUL NOT TO KILL YOUR "RECRUIT"! You may raise "Covenant's" MEDIC skill level to a "5" or "6", also.

We're feeling braver (maybe just crazy), we decide to take a wack at the 3 Mark III's in the N.W. corner. We exit 
Vegas and come back in at the N.W. Corner. We manage to kill ONE of the Mark III's before we have to "rest-up"! We return and finish off the remaining two.

We try again on the Mark III's we saw on Paradise Road. The secret of success is to get in close and kill one (two if we're lucky) retreat and rest-up, then come back and finish the job. The first approach is the worst, that's when the most adversaries are firing at us. Focusing our attack on one at a time helps assure at least one rather quick kill. This is better than trying to inflict damage on all of them at once!

(Note - if there are 4 or 5 Mark III's here, it's better to "full auto" with Assault Rifles

first to “SOFTEN ‘EM UP A BIT” and maybe kill 1 or 2 of them !)




It's also great to have so many skilled Medics and a Doctor.





THEY'RE REALLY EARNING THEIR KEEP AROUND HERE!



Feeling more confident now, we're sure we can handle everything, EVEN THAT SCORPITRON!



We begin exploring the streets and stumble upon 10 CYBORG COMMANDOS behind the "Jail".



Coming down along the buildings to the West, we were practically on top of them when they

appeared.



      ***
FORTUNATELY OUR A/R's and SMG's WERE READY and FULL-AUTO FIRE killed them

quickly!

This was great, we picked up a Kevlar Suit for a Ranger and traded a Rad Suit to Covenant to 

improve his armor. We also acquired 2 assault rifles for our "recruits !  These "commandos" had a "SONIC KEY" (which we left behind for now) thankfully. (We won't have to go back to Quartz for the Sonic Key we left there.)




The "beggar" said that Max had 2 "Sonic Keys" and was going to hide one of them on the old 

golf course.




Well, we've searched the golf course and didn't find it. Also, that Max was going to see 

Charmaine. Did he leave a "key" with her ?



We've found that by approaching the SCORPITRON from the North or South we can get within 40 

Feet before drawing its fire. The shorter distance exposes us to fewer "hits" during our approach.

IT'S NOT EASY, we attacked with AXES about 5 times, and then with KNIVES. As our Skill levels increased, we were able to inflict more damage. We had to "retreat" several times, to "heal" the wounded and "rest in the desert" when fighting this monster.



It's NO EASY BATTLE, taking a total of about EIGHT encounters to finally kill the SCORITRON,




the whole experience raised our Brawling and Knife Fighting skills to 5's and many 6's.




It's really just a matter of "chipping" away at it until it finally falls!


       * (NOTE:)
near the SCORPITRON there's a good supply of ROCKETS, in Faran Brygo's "hideout",




and one "SUPER WEAPON" in another of the "buildings". - this is explained later !)

We've explored the town and found a SECOND "hospital" (Doctor's Office) on Flamingo Road (far West of the Raceway), but there's NO "STORE" here for "supplies".  Going North on Maryland Pkwy.

we pass between the Raceway (only a couple of humanoids/"junk" loot) and Airport (nothing there).  Just West of the Raceway (near the intersection of Paradise & Desert Inn Roads)

we "cornered" some Slicerdicers and found a supply of Rockets & Explosives when we killed them.



Continuing North on Maryland, there's a short "unnamed" street, leading to a building with a




"mushroom cloud" shaped object atop it. As we approach a "humanoid"/Rad Angel appears,

it runs as we approach, so switching to SMG's, we approach again and quickly dispatch in with a couple of "bursts".  We approach and sure enough, here's the TEMPLE of the Servants of the Mushroom Cloud !  BUT FIRST - WE WANT TO FIND BRYGO'S PLACE,  he may have more info!

North again on Maryland, and soon we are attacked by a couple of GUNDROIDS – switching to A/R’s 

or SMG's, we finish them off with "full-auto" fire.  There's loot too, an assault rifle, ammo, and 


another "Sonic Key" ! ! !.




       ***
These SONIC KEYS are driving me crazy !




How did a "Sonic Key" find it's way to the Court House in Quartz ?  Did Ace have one when




he was captured ?   Why ?   (Ace was leaving Vegas to "recruit some good fighters to help




defeat the "robots" there.)   But, Ace was in Ugly's Hideout!




Not to worry, that's TWO Sonic Keys we found here!
Here's the intersection of Maryland Pkwy. and Sahara Ave. We're heading West on Sahara thinking how much safer this is since the Scorpitron is no longer a problem.


Faran Brygo's Hideout - As we enter a SMALL BEAT UP BUILDING, a "voice" asks for the "password"!

We remember that "Crumb" told us to see Brygo, use the password "KESTREL" and tell him that "I sent you."     (a "WRONG" password will get you  "POISONED" as you enter!)

We say "KESTREL" and are admitted. Three long corridors lead toward two guards and an office door. Other rooms to the East and West appear to be inaccessible.



The guards ask if we want to see Mr. Brygo.  We answer "YES", and say that "CRUMB" sent us.



The guards say that Mr. Brygo is expecting us.  As we enter, the door closes behind us.

We "tell Faran Brygo what he can do for us" and he gets angry, warns we'll never get out alive, and then disappears into a "secret passage" behind his desk.  (remember, old beggar warned us Faran might "bump us off if we weren't on his payroll." BUT, WE'RE INDEPENDENTS !



Kill the TWO guards and follow him through the "secret passage" behind his desk.



Check out the Computer Screen and the note beside it about your "game progress" in the first room !

In the room to the North, just kill everyone you see, pull the "LEVER" on a smashed control panel. As you "pull the lever", the second passageway (to the N.E.) opens and the lever breaks. Check all the rooms (empty) and go to the North end of corridor. The FIRST passageway OPENS when you walk into it. Kill the TWO guards who were standing outside of Brygo's office.

***
NOTICE THAT THE SOUTH END OF THE CORRIDORS (WE ENTERED) ARE NOW PERMANENTLY BLOCKED, THERE'S NO WAY BACK IN WHEN WE LEAVE !



Continue East, then South toward the front -    (DON'T USE THE "SLIDE" EXIT TO THE NORTH !)

**
Remember the Door to Brygo's Jacuzzi Room as you pass by it ! - continue South, kill the guards at door, PICKLOCK DOOR (it will explode, but I've NOT gotten through using Bomb Disarm), kill the guards and finally kill Brygo  -  TAKE his ONYX RING!

GO BACK TO THE JACUZZI ROOM - PICKLOCK the door. (IT REALLY CAN BE DONE, BUT IT TAKES MANY TRIES!  (I was in a hurry, I used a Plastic Explosive since all my "TNT" was gone !)



USE your CRYPTOLOGY skill on the South Wall to find and open passageway to Brygo's Vault!



TAKE ALL THE CASH, NATO assault rifles, Ammo, and ROCKETS!  (there's NO COMING BACK !)


(the Hideout is done !)
Really the ONLY "mistake" you can make here is to select - "Ask what you can do for him" when you first meet Brygo ! If you do, the message you get continues the  "GOOD Rangers" story line that we're SUPPOSE to be playing:




Brygo is organizing defenses against "robots".




Find "Max" (Brygo's best man) who is missing.




Max came from the East of the Wasteland about a year ago, he had much scientific

knowledge, but 
never said very much.




Death Machines (robots) have invaded Las Vegas, it was Max's idea to use the "landmines"

to destroy them.




As newer and stronger Death Machines began appearing from the West of the Wasteland,

Max became frantic and seemed to "talk crazy" about how all life was in peril.




Brygo sent "Ace" out to get help.  Then, one night "Max" disappeared!

See Charmaine in the Mushroom Church  -  ("church"? - the Las Vegas location is a 

“TEMPLE"?) Anyway, tell her that Brygo sent you, she may be able to help you!




Brygo tells you of two power elements in Vegas –

Fat Freddie's group (criminal) and the Servants of Mushroom Cloud (religious fanatics who want to "convert" everyone).





Says that there may be other groups.

When you go to Temple, see Charmaine at the Alter, she WARNS you - "STOP THERE!

DO NOT COME ANY CLOSER !" and asks - "DO YOU SEEK THE GREAT GLOW ?"

Answer YES,  she asks "WHO SENT YOU?"  answer FARAN BRYGO!




The "message" you get continues the story line - Faran must have sent you to find Max.

Max was headed for Sewers. Need a Sonic Key to get to Sewers, Max buried a Sonic Key in Golf Course ! Don't confuse Sonic Key with '4 Keys of the Citadel'!

Bring Charmaine the BLOODSTAFF from the Mushroom Church in NEEDLES and she'll show you the way (open doors in walls)!  Tell the Bishop - "DIPSTICK" ! ! !




Either way, you've got to open the "high security doors" and the "Lab Door" in the "sewers"!



       **
WARNING - DANGER HERE !




If you approach Charmaine OR use a "fake" Bloodstaff, EVERYONE TURNS HOSTILE - it's





     a heck of a fight, especially all the Temple Guardians.

EVEN WORSE - after killing the Rad Angels, there's just piles of GLOWING DUST on the 

floor! 

(RADIATION HAZARDS you can't see during "daylight hours"!)

*** IF you're going to kill everyone here, do it the "easy" way, (like the outlaws' hideout - Quartz.)!

 
FIRST, kill all of the "worshipers" and "guardians", - THEN kill the "RAD ANGELS" (just remember where the "RADIOACTIVE DUST" is !)   Finally, kill "Charmaine".

The ONLY "extra" loot is a Laser Pistol and 2 Power Packs.




From this you've determined that you must find Max for the answers you need!



GOOD Rangers wouldn't be breaking into Brygo's vault to "rob" him of his Cash and Weapons!






------------------------------------------------------


The "Hide-Out" is Done - (NO RETURNING HERE !) EXIT THE HIDEOUT WHERE YOU KILLED BRYGO!


A SMALL BEAT UP BUILDING - (just S.E. of Brygo's Hide-Out): You're in the right place if you're attacked 

by a swarm of insects as you enter.  Just a few "bad guys" and robots here. Some basic supplies-rifles, ammo, canteen, crowbar,  etc.




      ***
BUT ALSO 1 GREAT WEAPON -  A "PROTON AX"!




TAKE THIS FOR YOUR "BEST" RANGER !



(Trust me, this is one SUPER weapon !) If you were using this, that SCORPITRON would have

  dropped in about TWO attacks (not 8), but you wouldn't have level 6 Brawling skills!
This was a great way to develop a "feeling" for those "hit & run" attacks we'll be using again in the game. Learn to fight as long as you can, and still be able to "break-off" the fight and escape to regain health.  Breaking-off too soon just means less damage inflicted in the attack, and more attacks needed to complete the kill !


FAT FREDDIE'S PLACE (again) - Okay, for better or worse, we killed Brygo, and have his "ONYX RING".

Now it's back to see Freddy at his place on Las Vegas Blvd. (just N.E. of the golf course !)



Use the password (BIRD) and enter his office  Freddie takes the ring and says "Thanks, nice job, 

obviously you Rangers are too dangerous to be alive !"



30-guards/gunmen attack - Killing them all is no problem! Now there's a lot of "extra loot"!



Kill Fat Freddy and his bodyguards more for loot!


Killing the "gamblers" at tables is Not worth the effort, "loot" is just a knife and cash .



Fat Freddy's is DONE! (unless you care to try your luck / spend some money!



YOU PROBABLY NEED A REST BEFORE WE HEAD FOR "TEMPLE"!


TEMPLE - SERVANTS OF THE MUSH-ROOM CLOUD - Stop and pick-up a SONIC KEY on your way to the 

TEMPLE!

There's a key just West of the Temple where we killed the GUNDROIDS or a key just S.W. of the Jail 

where we killed the Cyborg Commandos.  We already killed the Humanoid (Rad Angel) outside the Temple when we first approached this place. Temple is in EAST Las Vegas.



As you enter the Temple,  don't be in too much of a hurry to rush to the doors.  STOP AND SEE THE 


POSTERS ON THE WALLS FIRST - NOTE THE "2" FADED POSTERS!



As you approach the doors, you're asked to step to the left and speak the name of the Holy One.

From the diary we found in the Jail, "NRC" is suppose to be a "secret password". However, the message asks for a "name"  -  USE ONE OF THE NAMES WE FOUND HERE –



      ***
"Einstein" or "Oppenheimer"!


THE DOORS OPEN and we're invited in!



Inside, you'll discover that the names of the Holy Ones are repeated in the Meditation Rooms (in case 

you missed them outside).

**
Any other response draws a second question, (this location is so VITAL to the game, you're given every opportunity to enter !) so try saying:




NRC,  or  CHARMAINE,  or  anything you want.




YES  (to "Did you bring a gift ?")

BLOODSTAFF  (to What is your gift ?)    You've got to "guess" the Bloodstaff, but a hint is 



remembering the Church in Needles with the SAME NAME and the fact that 

after we completed our task, the Bishop then asked "What can I do for you ?" 
indicating there's more involved there!




Also remember (for future use) that a "gift" may be "substituted" for the "proper thing" we 

should use or bring.




Any attempt to force our way in will "open the walls" on both sides and a mass of Temple 

Guardians will attack!

( NOT A SMART IDEA! )



Once inside the Temple, DON'T KILL ANYONE - TRAPS WILL POISON YOU AND "PLAYING"

WITH EQUIPMENT WILL RELEASE RADIATION FROM THE REACTOR'S CORE!


Go North to doors. LOCKED STEEL DOORS open by PICKLOCK, the other HIGH SECURITY

DOORS can be opened with "STRENGTH" OR with explosives!



PICKLOCK the doors to the East & West. TAKE the (3) Rad Suits (upgrade the Kevlar Vest armor) as

needed! Find "hidden" doors in Clothing Storage room and open them. (1 spot-2 doors!)




Room to West contains Weapons, Ammo, & Plastic Explosive.



PICKLOCK the doors along the corridors running E-W.  There's "Doctor's Office" and "library" here !






 ("mess up" and you'll need the "doctor's office" for exam & cure!)




The "Doctor" who "stands to greet you" is a "recruit". (DON'T BOTHER WITH HIM NOW - 




basically, he's got good "Doctor" skills, but he's NO Fighter.)





Dr. Michael Scott only has a Knife, a Robe, and $20. His "max" is just a "35".






We've got 4 Medics and a Doctor now - that's more than enough !


       ***
STOP FOR A MOMENT *** You should have plenty of 
7.62mm Ammo and extra assault rifles from 


Brygo's "hidden" vault. The Rockets are a "ONE SHOT" item, MORE POWERFUL than 

anything we'll need here.




MAKE SURE EACH RANGER'S A/R is loaded and each HAS 7 CLIPS of 7.62mm ammo!




MAKE SURE EACH RECRUIT'S A/R is loaded and each has 3 CLIPS of 7.62mm ammo  OR  



"extra A/R's !




Plastic Explosive is "more" than we need to open the doors here. "TNT" is good enough.






---------------------------------------------



       ***
Note: using ELECTRONICS skill is a "secret" way to open the High Security Doors quickly

 
without 
using any explosives!






---------------------------------------------




I know you're anxious, but DON'T HURRY! Like rushing to the doors and missing the 

“names" outside.



Exit the Temple and go to a "store" - either Needles or Quartz. BUY 3 "TNT" and whatever 7.62mm





clips you still need. Make sure each Ranger has 1 Rope !






---------------------------------------------



Okay, we're back in the TEMPLE with 1 SONIC KEY, All of the above "supplies", and FULL HEALTH

to start!
Just like the Scorpitron and Mark III's, we're going to "fight & rest", but we'll be "resting" in here (not going back to the Desert - resting will just take longer!)






------------------------------------------

A few of the "robots" here are as tough as those "Warroid Mark III's", a couple even worse, but nothing like that "Scorpitron"!


The only real "PROBLEM" here are a few "groups" of the CENTRON DELUXE models - they attack

from 50 to 90 feet away and their fire is deadly, THERE'S NO CHANCE OF EVER GETTING CLOSE with the armor we have!


If you have to "SWITCH" to assault rifles when you encounter them, you're already at a great



disadvantage, taking "hits" just getting ready to fight them!


If your Assault Rifles are ready, RANGERS fire "full automatic" first round (recruits should be firing 

"bursts" themselves).



RANGERS reload while recruits attack again in your second round.



RANGERS fire "full automatic" again in your third round while recruits fire bursts (we hope they're 

still fighting).



THAT SHOULD DO IT and FINISH THEM OFF !  Maybe another round is needed, but there's fewer 

of them attacking.



Your problems are - "missing", weapons "jamming", and "wounded" troops !


I know that you're wondering what the ROCKETS are for, but this isn't it !






------------------------------------------




ENOUGH OF THE PREVIEW, -- LET'S GO ! ! !


TEMPLE - SERVANTS of the MUSHROOM CLOUD (to finish it ):

Approach the strong, "High Security Doors" north of the main entrance. "USE - ATTRIBUTE -STRENGTH" to try to "open" them - it works, but takes forever ! Use ELECTRONICS skill to open them with just a few tries - a "secret" way. OR –

USE a "TNT" to blast through door !  NOTICE that the walls of the "REACTOR CORE" are warm to the touch. IF IT'S NIGHT - NOTICE THE RADIATION HAZARD SYMBOLS THERE AND IN THE ROOM to the N.E.!





You're safe enough here, now!






----------------------------


     ** 
Note, just go to the doors North of the reactor core. See TWO "loot bags" farther to the N.E. -

JUST "JUNK", BUT REMEMBER MY PREVIOUS "INFO" (from Brygo's Hideout) ABOUT THIS PLACE!





----------------------------

Approach the strong, "High Security" door to your west, USE a "TNT" to blast through door !  Ignore the "Nuclear Techs" for now.






----------------------------

** 
Note, if you go through the TWO doors to the north, the High Security doors can be opened as already noted. There's just some more "Nuclear Techs" 
- ONE of them DOESN'T WANT TO "JOIN YOU" AND SAYS "STAY AWAY"! - Get too close and get "NUKED" for an "Uzi", Grenades and Ammo - ANYONE NOT WEARING A "RAD SUIT" SHOULD SEE THE DOCTOR FOR A "RADIATION POISONING CURE" !   There, you've been "warned"!





----------------------------



Find the "hidden" door with a "weird keyhole" in the S.W. corner of room. USE "Sonic Key" to open.



Go through, follow long, dusty hallway (a mention of "Stance, the great map maker") to room at end.



Find another "hidden" door with a "weird keyhole" in N.W. corner. USE "Sonic Key" to open it.



A sign drops down - "this way out!"




ENTER NEW LOCATION!

THE LAS VEGAS SEWERS: This is really just the Western half of the Las Vegas underground "SEWERS" complex.

STARTING WITH AXES, enter the rooms to the west and east, and kill the robots. TAKE the "Servo Motor" and "Power Converter". Use 1 Ranger to pick-up/carry the "parts"!


Go back to the west and south toward door/water, kill another robot.  THE WATER IS DANGEROUS – 



THE CURRENT WILL SWEEP YOU UNDER THE WALL, "POISONING" YOU, AND OUT OF



LAS VEGAS, INTO THE RIVER IN THE DESERT! ! !

      ***
(the water can be crossed, if your SWIM skills are at levels 5-6, the current won't immediately 


sweep you into the "pollution", but this can be too dangerous to try!)
***
USE a ROPE to "cross" the water/river here, it becomes sewage somewhere east in the narrow passage !




DON'T STEP OFF THE ROPE (sideways) INTO THE WATER/RIVER!
Once across the water, continue south toward wall (ignore the "Tazel" to the west for now). At wall, kill robots in room to west. Go back around wall to east, check out next 2 rooms on east. Kill robots - TAKE "Fusion Cell", LEAVE the "Hand Mirror" - NOTE: that the "wall sounds hollow" by the doorway!


USE a "SHOVEL, SLEDGE HAMMER, or PICK AX" 5 times / places to "make a tunnel" / "break

through wall"!



BUT DON'T ENTER NEXT ROOM!  (This tunnel is a "safe" resting place!)

Go back to the west toward the Tazel, as you "chase" it, more robots appear to the East. Go after the "Cybertrikes" first, then the "Centron/Cyclon" that appear. Use a "recruit" to pick-up ANY loot from the Cybertrikes!


        **
MORE LOOT APPEARS!  A "Rom Board"! TAKE the Rom Board! 



Go back west after that Tazel, chase it to the wall. Kill it and find AMMO, but leave the ammo!



USE another ROPE to cross the "deep, wide chasm" to south. If you fall in, you'll have to get out 

"One-at-a-time, using CLIMB for the "last step"!   (JUST DON'T FALL IN!)

STAY OUT OF NEXT ROOM TO SOUTH! - kill all robots in areas to your East and West (Leave Any Loot!)



"REST UP" in your "tunnel" or on "rope" for FULL HEALTH ! ! !!



Go back to doorway of that room (South) we "just avoided"!

                   *** 
CHANGE ALL WEAPONS TO ASSAULT RIFLES!  ENTER ROOM!



FIRE "FULL-AUTO" AT LARGEST GROUP OF CENTRON DELUXE models, about 50-60 feet away!

Attack again as necessary!


RE-LOAD ANY EMPTY WEAPONS!  IF "damage" you suffered is low, (your CON's still high!)

SWITCH WEAPONS back to AXES!

APPROACH "LOOT" moving along south wall, MORE ROBOTS appear in room to south. Go after them, kill with AXES, more CENTRON DELUXE appear CLOSE-BY, kill them FIRST, then robots with them!



BACK TO "ROPE" or "TUNNEL" to "REST TO FULL HEALTH"!  Then go back for the "loot"



TAKE the "Servo Motor" and TAKE the "Laser Pistol" for a Ranger!

          * NOTE - (we just want 2 Laser Pistols from the “Sewers”, the Laser Carbine is optional!)



Find Ammo in the room to your East, NOTICE - Wall to your East "sounds hollow here" –




 (USE shovel, sledge, pick ax) to "break through" wall here!  Continue east, kill "robot",



RETURN TO ROPE for "REST!

This will be fun - Go back where we killed that last "robot", then around corner. More robots (may stay OR run) just continue north,  kill "robots" as they appear and continue north. At doorway to west - CENTRON DELUXE appear in the room 40 feet away ! If only 2 or 3, just kill the "robots" near you First. Then go after the Centron Deluxe with AXES!

If 4 or more, SWITCH to ASSAULT RIFLES and OPEN FIRE on them!



USING AXES, checkout the room west and area east by doorway for any remaining "robots".



TAKE the Laser Pistol for another Ranger. (that should be the SECOND one, leave the rest behind!)



CONTINUE EAST to that "first tunnel" we made and "REST"!

(If we came "out" the tunnel when we made it, the "robots" would have been about 60 feet away, and the Centron Deluxe about 90 feet, approaching that way!)



WHEN FULL HEALTH, continue south into next room, kill the one "robot" in room to S.E. (wow !

those HEXBORGS can be brutal!)  HEAL THE WOUNDED!  BACK to the "tunnel" to "REST" again! (GOOD NEWS ! We're almost done with the western side of the "sewers"!)



WHEN FULL HEALTH AGAIN, GO south, then east, Kill about THREE CYBORGS,



TAKE (this is OPTIONAL!) THE "Laser Carbine" (for Thrasher).

IF "CON" (health) pretty good (it's a judgment call), CONTINUE NORTH (more Cyborgs ahead – the number varies!)



Kill the "robots", "HEAL THE WOUNDED", DEFINITELY RETURN TO "tunnel" for a "REST"!



From the "tunnel", go south, then east, then north. At the N.E. corner - "ENTER NEW LOCATION!





  ------------------

THE LAS VEGAS SEWERS (more) - This is the Eastern half of the "underground" Las Vegas sewers complex.

There's another area to "make a tunnel" where "The wall sounds hollow here." and simply "break through" the wall in another place.


At next doorway, kill "robots", TAKE & EQUIP the Kevlar Suit for a Ranger.


Approach the N.E. corner from the south (shortest distance) and kill "robots" there.


Go south, find loot "hidden" in wall (Power Packs), "the wall sounds hollow here" so BREAK THROUGH!

Approach the S.W. corner from the north and kill the "robots" there.  Go back through "hole" we made in wall and go to N.W. corner.


Enter next room /area, kill "robot" in N.E. corner, LEAVE the Laser Pistol BEHIND!


Next room to the East, in the North wall - "The wall sounds hollow here." USE a Shovel, a Sledge Hammer, 
OR a Pick Ax to "dig another tunnel"!   (this “tunnel requires 7 “digs”)


"REST-UP" in your "new" tunnel!  Go N.W. out of tunnel, kill the "robots" in N.W. corner, 


TAKE the "Android Head."  Go to the N.E. corner, kill "robots", recruit TAKES the Rockets!

Return to the "tunnel" to REST!  Then, south out of "tunnel" to room S.W., kill "robots", go back toward "tunnel", kill "robot in small area just S.E. of "tunnel".

Return to "tunnel" to REST again ! Exit tunnel, go East, then South.  Go after the "robots" that appear to the East. Kill ALL "robots" that appear, TAKE the "Servo Motor"!


Kill "robot" in N.E. corner by "trap" door.


Go back to that last room to the S.W., kill the "robots" and TAKE the "CHAINSAW" for a Ranger!


Return to "tunnel" to REST again!


Exit "tunnel", go to far S.E. corner, into the next room/area.


Kill first "robot" there. TAKE the "ROM BOARD" and TAKE the Kevlar Suit (for Covenant).

       ***
STOP AT DOORWAY at the S.W. corner! SWITCH ALL WEAPONS to Assault Rifles! ! !
Go through doorway and step South - FIRE "FULL AUTOMATIC at the FIRST (#1) group of "NEW and IMPROVED CENTRONS" about 40 feet away!


Rangers reload, while the recruits attack again!


Rangers fire "full auto" again at the FIRST (#1) group.



If necessary, reload and attack again !

"HEAL" the wounded, Reload any "empty" weapons. SWITCH ALL WEAPONS back to AXES OR the Proton Ax and Chainsaw!


Return to "tunnel" to REST back to FULL HEALTH!     (more good news! we're almost done!)


Return to last area where we killed the "NEW & IMPROVED CENTRONS", - TAKE the "SERVO MOTOR"!


Enter room to S.W., kill the "robots", and go back out to the east, north, then west and north.


Kill "robots" in both rooms here before continuing on.


Continue west, "robots" appear in rooms to the N.W. and S.W. both - Go after "robots" S.W. FIRST!




Kill them, then the "Tazel" in room to the north.  Recruit TAKES the Rockets.


Return to the "tunnel" and "REST" back to FULL HEALTH!  (at this point your "CON's" are REALLY LOW!)

      ***
Check the Ranger who's been picking up the "equipment/parts" we need. Ranger should now have:  ( 9 parts)




1 Android Head




1 Power Converter
2 Rom Boards




1 Fusion Cell

4 Servo Motors


Okay, fully "RESTED", return to where we killed the "robots" outside the "last" room to the south!


LOCKED door says "LAB" on the outside!


USE "SONIC KEY" to unlock / open the LAB door!


STEP INSIDE - "last robot" to the south, EQUIPMENT along the East wall still appears functional!


Kill the "robot" to the south, TAKE the "ROM BOARD"!




----------------------------------------


Start in the S.E. corner of room. JUST FOLLOW INSTRUCTIONS/DIRECTIONS:



Step in corner, press 1, then 2, step back & USE the "parts" we've collected !





(first, Servo Motors)



press 1,  then 2,  USE "parts",  press 3 when "repairs complete" to assemble!



KEEP "repeating" on sections, moving to north.





(using Fusion Cell, Power Converter,





Servo Motor, Rom BOARD, Android Head, and Rom BOARD.





Finally, press 3 to complete assembly!



The "LAB Door" locks again forever!


Here's "MAX" (an android), he gives us instructions:



"He has to get back to Vegas and help prepare for the next assault. He has a special mission for 


us - Go to the north-east, across bridge, find the "hidden base".  There find "lost technology" and 


info to stop Cochise before it's too late.


         * 
We may need to recover some equipment from Project Darwin to complete the rebuilding of Sleeper 

Base, but rebuild as much of the base as possible first.



Max finally warns us to be careful, that he doesn't like things he's been hearing about Project Darwin!



We exit through a "new, secret passage" (one-way) and are back in the Desert, east of Las Vegas!



 ====================================

THE REAL FUNCTION (PURPOSE) of the SEWERS is that when MAX has been assembled, the FINAL TWO 

LOCATIONS APPEAR on the DESERT MAP, necessary to complete the game!



 ------------------------------------

(There are several "secrets" to completing the "SEWERS" the way we just did! (brawling to get "maximum" points.)


First, is just being "ready to fire" when we encounter those distant "CENTRONS".

Being "FULLY RESTED"/FULL HEALTH, is JUST AS IMPORTANT before encountering any new groups of "robots". Wounded troops aren't fighting (less damage is inflicted) AND the "fighting troops" are taking more hits (suffer more damage) when this happens!


Second, having those high BRAWLING skill levels, we got fighting the Scorpitron.


Third, having those high STRENGTH attributes, we gained "climbing" in loose rocks!

NOT using the PROTON AX! (the Ranger using it would get "too far ahead" of the others in "experience" & "promotions")



    ========================================================

THAT'S IT !  WE'RE FINISHED HERE !  (Las Vegas is Done!)



   =========================================================

SLEEPER BASE - Following Max's instructions, go North and East through the Desert, and across the bridge in the 

N.E. corner. Sleeper Base has appeared in the mountains just south of the bridge.

Level 1 - Enter the base. There are 3 large rooms (1 west &  2 east);  2 rows (8 small open rooms in each);

and finally 1 large open room and 1 large closed room to the South.

PICKLOCK door on room to the West, SWITCH WEAPONS to Assault Rifles !, enter room kill animals (wolves) with "FULL-AUTOMATIC" fire. FIND LOOT (2 bags) 7.62mm Ammo, but leave it;

FIND & TAKE "SECPASS 1"!



USE the "Secpass 1" to open door to room East (it only opens the first door).

Explore the 2 rows of small rooms. Nothing in first row, FIND and TAKE "SECPASS 3"! from the small room in second row. Kill the animals (wolves) with "FULL-AUTO" fire!

Enter the open room in the S.W. corner. Kill the robot with "FULL-AUTO" fire. RELOAD the EMPTY Assault Rifles,
SWITCH ALL WEAPONS to AXES!  (Just TAKE the Laser Rifle!)

USE "Secpass 3" to open door of room to East. Kill the animals in S.E. area of room, leave the loot (books), Thrasher enters the "library" here and acquires "CLONE TECH" skill!
Go back to room in N.E. area - USE "Secpass 3" to open the second door there. Find loot (Power Packs, and a Laser Pistol IF you're lucky) where the wall is "cracked" in the S.W. corner.  Also, PICKLOCK the arms locker in the N.W. corner for 2 A/R's.



Go back to room in S.W. corner --- go to "ladder" in S.W. corner --- SELECT LEVEL 2!


Level 2 - USE "Secpass 3" to open doors on this level. USE PERCEPTION to find "SECPASS A" on the desk 

in the "Chief Medical Officer's office along North wall.

Note - 2 "libraries" and 2 "Doctor's Offices" in the rooms to the west. Enter one of the "libraries" and Thrasher acquires "CYBORG TECH" skills!



USE "Secpass A" to open door to room East of morgue, South of Main Vault (loot bags). The "Control 


Panel"  will be used to make "Clone Fluid"!



USE "Secpass A" to open door in the S.E. corner, this is the "Clone Pod" room!


Go back to room in S.W. corner --- go to "ladder" in S.W. corner --- SELECT LEVEL 3!

Level 3 - USE "Secpass 3" to open doors. Open door in the N.E. corner, at the "Power Control Panel" turn the

power "ON"!




Note - you can turn power "ON/OFF" here!
USE "Secpass A" to open door to "smaller room" East of where the first corridor ends. PICKLOCK the old steel desk of the "Base Commander" and TAKE "SECPASS 7" and the "Power Converter"!

USE "Secpass A" to open the "hidden" door in the South wall here. At the end of the N-S corridor

       ***
SEE that the floor in the E-W corridor is ELECTRIFIED! (gray color)

                     * 
Remember "Electric Torture Room" at "Temple of Blood"?

DON'T BOTHER "TRYING", THE ELECTRIC SHOCKS WILL JUST KEEP GETTING STRONGER - EVEN WITH A "CON" of "100" - MOST OF YOUR TROOPS WILL BE "RIPPED TO SHREDS"  and  ANY "SURVIVORS" NEAR DEATH!



Standing in the N-S corridor, EXECUTE a battle round, (or "disband", BUT BE CAREFUL NOT TO



"DISMISS"). ONE MEMBER (like Ace) "RUNS" to the North, ALL OTHERS JUST "EVADE"!




Now press the "V" key to "view" the single "member" -  (Ace).

The "Lone Ranger"  (I just HAD to say that!) goes back to the "Power Control Panel" in the room to the N.E. and turns the power "OFF"!

Press the "V" key to return to the main group of Rangers. (Notice that the "hidden door" is "closed" again !) NOW YOU CAN "SAFELY" WALK ACROSS THE E-W CORRIDOR!

Just keep "toggling" back-and-forth to turn the power "ON/OFF" to "cross the floors" and "open the doors"! USE "Secpass 3" to open doors!


                  ***
SWITCH ALL WEAPONS TO ASSAULT RIFLES BEFORE YOU OPEN LAST DOOR - 




DANGEROUS ROBOTS AHEAD!

When you open last door, all FIRE "FULL-AUTO" at the "robot" 90 feet away! (Another

       **
OPTION is to take a step or two North, then move closer along the North wall! The method

I prefer, BUT you’ll “in range of” / attacked by a couple other GROUPS of ROBOTS!)

RELOAD ALL EMPTY WEAPONS - as you approach loot, more "robots" appear, again everyone FIRES "FULL-AUTO"!




RELOAD ALL EMPTY WEAPONS - again as you still are approaching loot, more "robots" will 


appear, all FIRE "FULL AUTO"!  That's it for the "robots" here!




RELOAD EMPTY WEAPONS, then SWITCH WEAPONS to Axes!  USE "SAFE CRACK"

 


skill to open the vault door in the N.W. corner!




SORRY, just LEAVE the "Fusion Cell" and the "Plasma Coupler" behind for now!  We know




where to find them and how to get them!

REMEMBER TO TURN THE POWER "ON/OFF" AGAIN AS YOU "cross the floors" and "open the doors"  WHEN YOU LEAVE HERE!







----------------------------------------------



         *
(just a note - if your Rangers get seriously injured in here you're REALLY DEAD !  -

THEY'VE GOT THE ONLY "KEYS" TO GET IN, so you'd ALSO LOSE ALL THE WEAPONS and EQUIPMENT THEY'VE GOT!






Not a pleasant thought, is it?






----------------------------------------------

Re-group your troops when you get back in the room by the "Base Commander's" old steel desk. Just "V" and bring the "single" recruit (did you think I was going to use "lone" again?) back down here.

Go to the next room to the East. Here's the "Chopper Simulator", but one of the "computer parts" is "missing"! USE a "ROM BOARD" to repair the simulator. Next USE the "Secpass A" key to unlock the door. Move away from machine.




Snake Vargas should have 3 skill points (SKP) all ready to use!

"DISBAND" Snake Vargas OR "execute battle round", Snake Vargas "RUNS" toward the machine,  (ALL OTHERS CAN JUST EVADE!)




Just walk into (enter) the machine with THIS ONE Ranger. KEEP TRYING! You'll probably be




successful on your 5 th. OR 6 th. try!




Only ONE SKILL is offered and this is the ONLY PLACE to get it!

HELICOPTER PILOT!




Exit the machine and re-group!

(Note -
The "ROM Board" for the "Chopper Simulator" came from the Vegas "Sewers". It was the "EXTRA" loot that "appeared" when we picked-up the ammo prior to crossing the chasm! Also, that we didn't leave a "ROM Board" behind in the Lab after we had reassembled "Max"!)



Check all of the other rooms on Level 3, the FOUR keys we have should open them all.

*
Room in the N.W. corner (use Secpass 7 & Secpass A)  has a "Computer Terminal" to access "Personnel Records or Files" for the base's personnel.(more "game" info.)





1) Smith -    #  52  (there's also a second Base -  Darwin or Cochise?)





2) Edsel -    #  40  (experiments with Computer Intelligence at Cochise!)





3) Cite  -     # 100  (security measures to protect the storage area here!)





4) Thomas- #  63  (Finster's Experiments.Trap?)





5) Mills -     #  70  (Nobel Prize, Clone Pods work!)





6) Beams - #  91  (Edsel & fully aware Computer.)





7) Heller-    # 101  (the Computer is finishing Cochise "all by itself"!)




PICKLOCK the cabinet/locker in another room for loot - a Power Pack.




THAT'S IT FOR LEVEL - 3 !



Go to the South-west corner "ladder" --- SELECT LEVEL 2 !

Level 2 (again) - Okay, now we've got another "key" and a "piece of equipment", so MAYBE we can "finish" 

this floor also!



Go to the room in the N.E. corner, the "Power Controller" is missing a part ! USE a "POWER

CONVERTER" to repair  the "equipment" -




NOW the Clone Fluid "Control Panel" is operational!

Check the base's "Nuclear Medicine" facility (room) along the North wall - PICKLOCK the cabinet /

locker -




"Rad Suits"  (maybe 10 to 14, if you're lucky)!

Go back to the east and check room just south of the "Power Controller" we repaired. This is a weapons "vault" or "storeroom" or something. WOW! Pistols, Rifles, even Assault Rifles, Submachine Guns, and plenty of Ammo for ALL of them.  Even a few Power Packs!

Try the "Main Vault" where 7 loot bags are visible! Sorry, there seems to be another key (Secpass) that we're still missing!



Just ONE final task while we're here. BUT THIS IS THE MOST IMPORTANT OF ALL!



GO TO THE ROOM SOUTH OF THE "MAIN VAULT"!


      ****
CLONING 101  -  To make a "CLONE" all you need is a little bit of the "right stuff" (clone fluid!).





  The "machines" (pods) do all the work!

Since we've repaired the "Power Controller" in the N.E. corner, the "Control Panel" here should be functional-




Approach the "Control Panel" a "Chemical Synthesizer" message screen appears:




1) Prepare mix on clone fluid.  (lights flicker...chemical levels need adjusting.)




2) Run system diagnostic.  (chemical imbalance and blocked outflow system.)



       *** 
STEP BACK. - USE "CLONE TECH" skill on Control Panel.   You succeed in adjusting them!)




1) Prepare mix on clone fluid. (chemical levels are perfectly set.)




2) Run system diagnostic.  (trouble with outflow system. Use manual back up)




3) Install Manual Outflow Device.  (a panel slides open in the machine)



      ***  
STEP BACK. - USE a "JUG" on the Control Panel.  (it fits perfectly and the panel slides shut.)


       (NOW)  **  
3) Create the Clone Fluid!  and TAKE your LOOT!



===================================================




I STRONGLY RECOMMEND THAT YOU CLONE YOUR FOUR RANGERS!  (one at a time!)

Hell Razor takes the Clone Fluid to the Pod room to the south, enters "Pod" to far West (left)

and returns with the "empty JUG".




Create more Clone Fluid - reuse "JUG".




Angela Deth takes the Clone Fluid to the Pod room (etc.)



          *
You'll know which Ranger/Clone is in each Pod.




(the "last" Ranger can just "leave" the empty JUG behind at the "Pod" after "Cloning" --





it'll still be there if you need it again!)

WHY BOTHER CLONING AT ALL?  Well, the obvious answer is that if any get "killed", at least 

you've got a fairly recent "copy" of your "experienced" Rangers.




Better still, at this point your RANGERS are at least as good as any "recruits" you're going to

find! 
(They're probably BETTER, overall anyway.)



YOU CAN ALWAYS "DISMISS" THE "RECRUITS" and ADD THE "CLONES" to your Roster! (one-


at-a-time naturally!)




Then make "new" Clones of those Rangers to "hold in reserve!"



THE CLONE INCUBATION PROCESS TAKES TIME -- I CAN'T TELL YOU EXACTLY HOW LONG, 

BUT I SUSPECT AT LEAST 2 DAYS (48 HOURS) IN "GAME TIME", BUT THAT REALLY I
ISN’T MUCH IF YOU'RE JUST "RUNNING AROUND IN THE DESERT"!
As your Rangers improve SIGNIFICANTLY, (i.e.: their "MAX" is 10+points higher, many skills have 

Improved 2 or more points, OR new skills acquired, etc.) YOU CAN COME BACK, simply "ABORT the cloning process" ("RIGHT-TO-LIFE" won't mind, they're "just clones" in a game) and START THE CLONE PROCESS ALL OVER AGAIN (you can even raise your "CLONE TECH" skill level to a "2" the second or third time you complete the whole process!)




===================================================


THAT'S IT FOR SLEEPER BASE UNTIL WE FIND THE KEY FOR THE MAIN VAULT!



-------------------------------------------------------------------


Go to the South-west corner "ladder" --- SELECT LEVEL 1!



EXIT SLEEPER BASE .


Remember the instructions Max gave us in Las Vegas, he added at the end, "It is *possible* you need to



recover some equipment from Project Darwin before you can complete the rebuilding of Sleeper 


Base. Be careful and complete as much of the base as you can before you venture off to Darwin."


         *
A "hidden" message here may be that the "missing equipment" to be found in Darwin is ALSO



somewhere else in the "game", and maybe we've found it, maybe we haven't!
=======================================

***
STOP AT the Outlaws' Hideout in Quartz FIRST!   Pick-up 2 "CHEMICAL" from the Bunk House room. Pick-up 2 "FRUIT" from the Bunk House room.

=======================================

DARWIN VILLAGE - Okay, Darwin is located in the N.E. Desert, but surrounded on THREE sides by Radioactive

Waste. The ONLY SAFE APPROACH IS FROM THE NORTH, coming down through the mountains!
From Quartz, exit the settlement and go North to the river, then just follow the river to the East. Go South along the edge of the Desert through the mountains there.


STORE - The Darwin General Store is in the N.W. corner - you can BUY tools and equipment (NO Weapons 

or Ammo) here, but you don't need anything. Corner of Grand Ave. & Charles Ave.

BLACK-MARKET - The "password" is "CRETIAN", BUT YOU DON'T REALLY NEED IT! You're admitted the 

SECOND time you try to enter, just kill the TWO guards inside the door for their Cash, SMG's, and Ammo! If you used the password to enter, walk into them again. When they ask for the password, say "anything you want" and then kill them.

The "MARKET" is in the S.W. corner at Darwin Trail & Charles Ave. This is the ONLY "store" that sells the really good "stuff" Kevlar & Rad armor, Automatic Weapons (A/R & SMG), Howitzer Shells, Rockets, Grenades, and Plastic Explosive, (but nothing you can't find for "free" in the game! )

       ** 
BEST OF ALL – CHAINSAWS!  (there are only 2 Proton Axes and  2 "free" Chainsaws.)  If you want 

something better than Axes for your "recruits" you can pick-up three Chainsaws here! (The Rangers can use them till the other Proton Ax & Chainsaw are found!)

LIBRARY - Is in the N.E. corner at Grand Ave. & Old Nick Drive. Library offers "Clone Tech" skill that you 

should have already acquired!


DOCTOR'S OFFICE - Is in the S.E. corner at Darwin Trail & Old Nick Drive. At this point, you should have

learned how to "avoid" things that would require his services !  This "body shop" is the most 

expensive doctor in the 
game. Just the "exam" is $250 to find out what's wrong!



(NOW THE IMPORTANT BUILDINGS!)


TAVERN - Enter Darwin Village from the N.E. corner. The "library" is in the N.E. corner. Go West on Grand 

Ave., to the next intersection - Base Road. Here's the Black Gilva Tavern.



Stop at the “bar”, Buy a drink for $75, "Cecil", just "lingers"!




ASK :






CHAT    -   # 121






PLAGUE - #   11






FINSTER - #  80






BASE    -   # 146






DRINK   (note a "new" price list)




Buy another drink for $10, "Cecil" says "Look, into these problems at the base.

How can I help ?"





ASK :






CHAT          -       #   41






PLAGUE     -        # 114






FINSTER     -       #   69






BASE         -         #   34






METAL MANIAC - # 137






PASSWORD    -    #  32




When you stop, so does Cecil. You have to buy another drink to get him started again once

You stop!
As you enter a "back room" at the tavern, you see two figures and realize that they're not really "sick", just "poisoned"!

 NOTE: Entering this "back room" MAY raise a MEDIC skill when you realize that they're not really "sick"!


LAB - Go to the building to the West (a "lab") and to the workbench in the second room. Directions suggest 

that you can "mix some chemicals and fruit here to make Antitoxin".




USE the FRUIT on the Workbench!



USE the CHEMICAL on the Workbench!



Congratulations, you genius!  There's your loot!

TAKE the ANTITOXIN you just made and repeat the process - you need TWO don't you?


         *
Take the TWO "Antitoxins" back to the Tavern and USE them on the TWO figures there.

Wonderful, you've saved their lives and now you got TWO more "recruits" anxious to help you.




Just leave them here for awhile, you saved them and didn't even "screw-up" the mixing at the

workbench.




------------------------------------


PROJECT DARWIN - Is on the Southern border of Darwin, at the corner of Base Road and Darwin Trail, 

naturally!    (let's not play the, -"Who's on First?"- routine!)



Ground Floor - USE "Secpass 7" to Open all the doors on the First (Ground Floor) level. Start on the 

East side (there are about 15 doors) exploring the "mess hall" and "kitchen" - (Clean and Never been used)!

Next try the "living quarters" (small rooms) to the West - (It appears no one lives here. Just 100 year-old pictures on the walls.)

Open the door to the West, go to the "elevator" in the N.W. corner.  SELECT the "Upper Level"!

Upper Level - USE "Secpass 7" to open the two doors on this level. The room to the East contains a 

"Mind link" machine that requires an "Android Head" to link to it.




Enter the room to the West, a game message appears and Finster runs off. From the steel 

balcony by his desk, see "Finster's mad vision of Earth transformed."




The game message - "Finger" (?) greets us and invites us to sit at his desk. From the window 

we see strange shaped plants, animals slinking through the shadows, and massive rock outcroppings. His "pet project", he explains, "the world when all men are gone. A pristine paradise, like it was before man rose up and destroyed it."  He states all the work here is very "secret" and asks us to leave, then "warns" he has ways to deal with us if we don't go!



At this point there's nothing more on the Upper Level.




Go back to the "elevator". SELECT "GROUND" LEVEL!




Notice that from the Upper Level, three floors are shown:

- Upper  (we're there)






- Ground (we've been there)






- Lower  (we need a password)





(the password was written on the wall in the Court House's empty jail cell,








"DARWIN = PROTEUS")




if you choose the "direct route" you pass up 1 better Armor,  2 Laser Carbines,  Ammo and an 

"extra" Fusion Cell !


Ground Level (again) - From the "elevator", go to the S.W. corner.



        **
SWITCH WEAPONS TO PROTON AX, CHAINSAW, and Axes.



Lower Level - We're entering the Lower Level the other way, NOT COMING IN THROUGH THE 

"ELEVATOR"!



Enter the "Project's TEST AREA", a steel one-way gate "closes" behind you!

Go to the East (NO EXTRA EXPLORING NOW!) to the first wall, go south, then East again, Go  5 steps  along wall until you see 3 rocks, START to go South to walk along the EAST side of TWO rocks. STOP BEFORE REACHING THE SECOND ROCK, !



     ** 
SWITCH ALL WEAPONS TO ASSAULT RIFLES! Continue past the last rock (southern 

most). JUST PAST THIS ROCK MORE ENEMIES APPEAR!

          *
NOTE: Walking around "rocks" MAY raise your SILENT MOVE skill level BEFORE enemy appears!



FIRE "FULL-AUTO" at the "Spawnmasters" about 40 feet away!  (for the "loot"!)

With loaded weapons, FIRE "FULL-AUTO" at "Spawnwolves" about 60 feet away (recruits 

attack, too !) while other Rangers are "reloading"!


         *
RELOAD ALL EMPTY WEAPONS BEFORE MOVING TOWARD THE LOOT!

More "Spawnmasters" appear to the N.W. about 60 feet away!  FIRE "FULL-AUTO" to kill 

them!




GO TO THE LOOT! USE "CLIMB" skill to get up the slope of the hill, to the loot!






==============================


                     *
TAKE & EQUIP Thrasher with the "Pseudo-chitin armor"!  Take the Power Packs, but





LEAVE the Laser Carbines and Fusion Cell behind! 





3 Rangers take 2 Power Packs EACH!






=============================




USE your CLIMB skill to get back down the slope of the hill. SWITCH WEAPONS BACK TO 

PROTON AX,  CHAINSAW,  and/OR  AXES!



Continue going EAST to end, then South, - There's a big, wide door to your East, BUT you've 

got to CLIMB the slope of the hill to get to it, to EXIT this area!


     * (optional) *
(Return here later, when all have better ARMOR - climb the hills, "pry open" hatches, kill the

"Spawnmasters" and "Spawnwolves", seal hatches closed with TNT!)




USE "Secpass 7" to open the door in the next area.




A prisoner runs out crying "Finster's a heartless android.  He'll kill us if we try to leave !"




Back to the "elevator" to your North. That's it for the "Lower Level" (for now anyway !)




SELECT the "UPPER LEVEL" again !


Upper Level (again) - Return to Finster's Office (room to West), as you enter his office, he returns. Finster 

shouts at you, "No. You meddlers! You freed them." - Just kill Finster, TAKE his "head"!

Go to the "Mind link" machine in 
the room to the East!




Thrasher with (CYBORG TECH skill) - USE "Finster's Head" on the Mind link Machine to enter 

Finster's Mind Maze.

                    **
SORRY! I can ONLY get you started, I HAVEN'T SOLVED IT!



As you enter the "Mind Maze", answer questions - "What's the Next Number ?" to proceed to the next 


section -



the answers are "32",

                then   "512"  (in this section a "Night Terror" appears - just ignore it, you can NEVER kill it!),




   then    "20" and you enter an area with arrows on the floor pointing in all directions,

**  HERE'S WHERE I GET STUCK !  The NEXT "gateway" is the S.E. Corner, but I get stuck



"trapped") in N.W. Corner, unable to move !  Since I haven't solved this problem,

I can't tell you what's ahead, but I suspect that somewhere there's the "missing key" for the Vault in "Sleeper Base"!  (Max said that we MAY need to recover some equipment from Darwin to complete the 
Sleeper Base repairs !)





If you're stuck here too, just "EXIT the game WITHOUT SAVING" !





When you restart the game, just exit the Mind Maze and regroup with the other 

Rangers/Recruits.



Take the elevator to the Ground Floor, exit Project Darwin and head North out of Darwin Village!


Go through the mountains, West to the river, then South to Quartz.



Stop at the "store" in Quartz and "buy" TNT for Angela Deth,  you'll need 4 TNT at the next location!

Okay, the end is near. Only THREE places remain!

GUARDIANS CITADEL - From Quartz exit south and go through the mountains to the south-east. There's the Citadel!
There's GOLIATH standing in a passage that leads to the Main Gates. He can't harm you if you don't get too close!

Getting into the CITADEL itself: (the Grand Hallway - the smart/easy way!)


Approach the White Walls, East of GOLIATH, walking over the TWO BLACK SQUARES.  STOP BEFORE 



PASSING THE FLAGS!

SWITCH ALL WEAPONS TO A/R's.  Continue north toward the wall.


DAVID appears at about 40 feet and Goliath at about 60 feet! ALL Rangers fire Full Auto at DAVID, ignoring 

GOLIATH  (the Recruits evade), reload empty weapons and switch ALL WEAPONS back to AXES. Continue toward the wall. Notice that "the walls appear somewhat weak and that it will take a great force to knock them down."



Use "TNT" twice to blast a hole through the wall here!



As you enter through the "hole", STOP BEFORE GOING IN!


Grand Hallway - Switch Weapons to A/R's and continue in. Brother Akira appears at about 90 feet - continue 

going to the east. When AKIRA is visible, fire Full Auto to kill him quickly!



HEAL any serious injuries and REST to FULL HEALTH!



Reload empty weapons and switch weapons back to AXES.

Go back toward the west side of this area, past the hole in the wall and the Main Gate, toward the visible "loot bags" in another room. STOP BEFORE ENTERING, Rangers' SWITCH WEAPONS TO LAW ROCKETS  (or SABOT Rockets)!

As you step into the doorway 4 Guardians appear. TWO Rangers fire at ONE GUARDIAN (30 feet) the other TWO Rangers fire at ONE OTHER GUARDIAN (either at 30 or 40 feet).

IF YOU WERE REALLY LUCKY, THE FIRST SHOT KILLED THE GUARDIAN and the SECOND SHOT was NOT fired - in which case you still have 2 rockets ready to attack ONE of the remaining GUARDIANS.



Otherwise, retreat back, HEAL the wounded, and REST to regain full Health!

Approach the room again, if only ONE or TWO GUARDIANS remain you can use ROCKETS (to improve AT Weapon skills) or you can try with Axes/Knives, BUT THRASHER (with "10" armor) uses the PROTON AX!

When the first room is clear, use SAFE CRACK skill to open the small Armory Vault. There's 50 clips of 7.62mm ammo & 12 A/Rs,

BUT BETTER STILL - 2 Laser Rifles, Meson Cannon & 12 Power Ammo Packs!

         *
NOTICE SOMETHING STRANGE UNDER THIS LOOT BAG?  A BOOBY TRAP!


When you take the LAST ITEM , it explodes, destroying the room and any remaining loot!


LEAVE 1 POWER PACK BEHIND ! ! !

First 2 Rangers each take a Laser Rifle & 3 Power Packs. Thrasher takes the Meson Cannon & 3 Power Packs.  Snake Vargas takes JUST 2 Power Packs (leaving 1 behind).

Okay, we've got some great weapons & ammo, but many more rooms remain. From this small vault go to the next room to the north. 



Using Rockets OR Axes (PROTON AX) step into next doorway and kill the GUARDIAN that appears. 

Continue north and around the corner. After the "explosion", continue around corner and kill the next GUARDIAN for Ion Beamer (for Snake Vargas) & Power Packs.  (The "Ion Beamer" is like a "Laser Rifle", but slightly "better"!)

That's enough of the GRAND HALLWAY area for now!  Leave this area and head toward the large doorway/opening to the north.


OUTER SANCTUM - Go through the doorway's western edge. Take 2 or 3 steps toward the west wall and 



SWITCH RANGERS' WEAPONS TO LASER RIFLES, MESON CANNON, & ION BEAMER!

Go to the north, STAYING ALONG THE WALL. As first group of 3 GUARDIANS appear, fire FULL AUTO with the LASER RIFLES, BURSTS with the CANNON & BEAMER!  RELOAD the EMPTY WEAPONS!

As second group of 3 GUARDIANS appear, fire FULL AUTO with the LASER RIFLES, BURSTS with the CANNON & BEAMER!

RELOAD the EMPTY WEAPONS!



Continue north to the door in the N.W. Corner of the OUTER SANCTUM.

Through the door there are 3 more GUARDIANS.  Fire Full Auto with the CANNON & BEAMER (save the Ammo in RIFLES, they're fully loaded, the CANNON & BEAMER aren't!)



RELOAD any empty weapons,



SWITCH ALL WEAPONS TO AXES!



PICKLOCK the door to the small room to the east. There's the wheel to raise the PORTCULLIS.

Execute a "battle round", each Ranger/Recruit "USE" "ATTRIBUTE" "1" (STRENGTH) on the wheel.

The wheel should turn, raising the PORTCULLIS, which opens the way to the INNER SANCTUM (at the top of the stairway).



Keep trying if your first attempt at turning the wheel is NOT successful!





-------------------------------------------------------



Exit these small rooms and go up the stairway beside the door.

The INNER SANCTUM contains a large vault with 5 loot bags and a keyboard to enter a PASSWORD to open the vault!



Oh well, back to the OUTER SANCTUM.

Go back down the stairway and south along the WEST wall. Go into the corridor to the west and south in the next corridor.





-------------------------------------------------------

Enter larger room with 8 BROWN SQUARES (beds/cots) and 1 BLACK SQUARE (booby-trap). Find "LOOT" (Power Packs & Cash) as you walk over the brown squares. You'll also see the word ROSEBUD written on a piece of paper you find beneath a mattress!


Can this be it, (the code/password) what we're looking for?

INNER SANCTUM - Go back to the stairway and into the Inner SANCTUM. Go over to the keyboard, type 

"ROSEBUD", and press "ENTER".



Success - the vault doors open!  POWER ARMOR & Power Packs!


Each RANGER takes a POWER ARMOR and your BEST RECRUIT takes a POWER ARMOR !

(now, Thrasher trades the Pseudo-chitin Armor to the second best recruit, any Ranger trades a KEVLAR SUIT to the other recruit.) The POWER ARMOR offers the BEST PROTECTION available in the game. You can battle the GUARDIANS long and hard with Axes/Knives, just watch the "CON" of your Recruits with weaker Armor!



Go back to finish the Outer Sanctum & Grand Hallway areas.


OUTER SANCTUM (again) - Down the stairway and south along the EAST WALL for a change. Enter the 

corridor to the East. Just ignore any GUARDIANS who attack from the room to your south! Continue in and go North.

Change Thrasher's Weapon to PROTON AX!  Enter the rooms in the N.E. CORNER (PICK LOCK as 

necessary) kill the 4 Jailers/Wardens.

***
Here's a PROTON AX (for Snake Vargas). PICK LOCK remaining doors. In one of the cells is RED HAWK, waiting to be rescued. 
Just leave RED HAWK here for now.

Exit the Jail Cell area, proceed south in the corridor, and check the nearby rooms on both sides. Kill 

the GUARDIANS for Cash, Power Packs and LEAVE the Laser Carbine.



One room has "DO NOT DISTURB" sign. Explosion as you PICKLOCK. HEAL any wounded! REST if 

necessary. Kill the guardian, TAKE the CHAINSAW. (now your first 2 RANGERS have Chainsaws, other 2 RANGERS have Proton Axes!)



Continue south, just check rooms along EAST wall (ignore any GUARDIANS in larger room to west).




Kill GUARDIANS for some "junk" loot, and Power Packs, LEAVE the Laser Carbine.



Last room to east (before door), enter and walk around. Hidden GUARDIAN attacks you. Kill and 

TAKE LOOT (2 Laser Pistols and 4 Power Packs). "Notice something strange about the body",



USE PERCEPTION skill to detect a bomb,



USE BOMB-DISARM skill to disarm bomb for more loot (Plastic Explosives & Onyx Ring).


   Note:
You MAY be more successful with a BOMB DISARM "3" level or better!



Okay, continue through the door to the south. ENTERING the GRAND HALLWAY - MESS HALL.


GRAND HALLWAY (again) - As you enter the GUARDIANS' MESS HALL, 3 GUARDIANS appear to the 

south.

Take a step or two to the EAST, another GUARDIAN appears beside you. Kill him, leave the loot 

(knives).

Go back after the other 3 GUARDIANS. Kill them and find 3 more GUARDIANS who attack/were 

hiding behind overturned tables. Kill these GUARDIANS.



HEAL the Wounded!  REST back to Full Health!



Enter the GUARDIANS' MUSEUM (just South of the MESS HALL). Chase down and kill the 

GUARDIAN there!


       ***
PICK LOCK the 5 Display Cases for LOOT - 4 Clay Pots & 2 Gas Masks (no real value) BUT there 

are some REALLY IMPORTANT THINGS HERE !




BROKEN TOASTER (the 3 rd. we've seen)




Grazer Bat Fetish (rescue RED HAWK OR get this)



        **
QUASAR KEY - VERY IMPORTANT, TAKE IT NOW!






     ----------------------------



That's it for the Museum.



Exit Museum and continue south to last door on East side.



PICKLOCK and enter room. Kill the 3 Guardians there.



Exit room and go West (past the "hole" and Main Gate) to the S.W. Corner.  PICKLOCK the door, 

enter and kill 3 GUARDIANS.



Exit room, go back East, PICKLOCK door before the Main Gate. Enter room, go after 2 GUARDIANS 

there and kill. NOTICE THAT THE RED WALL HERE (toward the Main Gate) appears weaker and that it will take a great force to knock it down! USE a TNT to blast a hole in the wall here!  Approach the Main Gate -



USE a TNT to try to blast through. Although the gate doors are "blackened, dented, and torn by the

blast" you didn't get through. The blast did alert more GUARDIANS who come running.

Another GUARDIAN appears where you killed the last two. Go back through the hole in the wall and kill him. The loot is a Laser Carbine and Power Packs.  (Sorry, LEAVE the Laser Carbine behind!)



Exit this room through the door. STOP BEFORE APPROACHING DOOR!



SWITCH WEAPONS to Laser Rifles/Carbines OR ROCKETS (for more AT WEAPON experience). 

Continue north toward doorway. Fire FULL AUTO (with Lasers) at 3 GUARDIANS who appear.

Continue north and 3 more GUARDIANS appear. Again fire Full Auto (with Lasers) and get the loot 

(Power Packs).



The GRAND HALLWAY is DONE - except for GOLIATH and 3 GUARDIANS who will appear when 

we take that last "booby-trapped" Power Pack from the Armory vault!



HEAL the wounded and REST back to full Health!


OUTER SANCTUM (again) - Go back through the Mess Hall, and through the door to north.

USE CHAINSAWS / PROTON AXES (or ROCKETS for more AT WEAPON experience).



PICKLOCK the door of the larger room to the west. Enter and either attack with Rockets or move 

toward the GUARDIANS and kill them. Continue south in room, toward wall/alter. Kill GUARDIAN there (there's 4 GUARDIANS in room).



Use PERCEPTION on the bronze triptych on the alter! Find more "loot"!


        **
VERY IMPORTANT  - BLACKSTONE KEY - TAKE the KEY NOW !


HEAL the wounded and REST back to Full Health !



Exit room, go west through corridor. Use CHAINSAWS/PROTON AX, enter the small rooms from the 

WEST corridor, PICKLOCK doors. Loot is mostly "junk" EXCEPT for some Power Packs & Rockets!



Go north, PICKLOCK next door, enter and kill GUARDIAN just inside door. HEAL any wounded and 

REST! In the N.E. part of this room is another "library".  Press "R" to radio base for any "promotions". Here's a handy opportunity to get the Toaster Repair skills for Snake Vargas and the Electronics, Clone Tech, and Cyborg Tech skills for Thrasher if you haven't done so yet!



Go into next room (with 10 brown squares) to the West. Find loot by walking over "beds/cots" (Cash, 

Power Packs, Gas Mask, and some "junk").

One GUARDIAN appears, kill him and walk over him. As you listen to his last words, he tries to choke 

you, but dies trying, any good Armor saves you. Now there's more Loot (Cash, Power Packs, and a  NOVA KEY)

     
        ** 
The NOVA KEY is VERY IMPORTANT, but LEAVE this key here for now!


   Note:  I always save this for last/end of the OUTER SANCTUM. If trying too early in the CITADEL, 

sometimes there's NO NOVA KEY or Power Packs here. (have no idea why.)



Exit room and go north, up stairway to Inner Sanctum.


INNER SANCTUM (again) - We're finally ready to finish the last rooms here, but these are going to be 

REALLY BRUTAL!



Either SWITCH Weapons to Laser Rifles/Meson Cannon/Ion Beamer and stock up on Power Packs 

(each Ranger should have 5 or 6 Power Packs)  OR try with ROCKETS if you have about 4 or 5 for each Ranger.



Enter the INNER SANCTUM, go west and then south to doorway.



As you enter the door, there are 4 GUARDIANS at about 90 feet. DON'T WASTE AMMO or 

ROCKETS! JUST KEEP MOVING CLOSER - TRY TO GET TO 30 (maybe 40) feet!



Then fire Full Auto with the Laser Rifles/Beamer,  Bursts with the Cannon.




Each Ranger attacks a different GUARDIAN!




OPEN FIRE SOONER IF Rangers' "CON" is getting low - (around 25 or so)!




Kill the GUARDIANS, HEAL the Wounded, and REST back to Full Health !



When ready, SWITCH WEAPONS TO Chainsaws/Proton Axes (this is another good place to try 

Rockets if you want).



Enter next room to the West - 4 more GUARDIANS  (2 at 30 feet 2 at 60 feet). Get closer, attacking 

the first group, then the second group. Kill the GUARDIANS, HEAL the Wounded and REST.



RELOAD any Empty Weapons and SWITCH ALL WEAPONS TO AXES!



Go through doorway to South, PICK LOCK next door to enter, see "loot" bag (robes) in closet, walk 

over the desks/tables ("stuff" on them) ! ! !  USE PERCEPTION ON EACH DESK/TABLE!




FIND "a Sled with the word 'ROSEBUD' written on it"  (just a second chance to get "Vault 

password"!)




   "     a ROPE


                   ***
   "     SECPASS B   (VERY IMPORTANT KEY!) TAKE the KEY!



The GUARDIANS' CITADEL IS NEARLY FINISHED !



Before we continue, let's see IF this is the missing Key for the remaining door (vault) at SLEEPER 

BASE!

EXIT the CITADEL, go West & North (through mountains) back to QUARTZ.


Stop in "Store" there and buy 5 TNT's  ! ! !
SLEEPER BASE (again) - From QUARTZ, go to the North and East, enter the base, go to the "ladder", select

 "LEVEL 2", go to the remaining "locked" door (just North of the "Clone Fluid" equipment).


USE the SECPASS B KEY to open the door. Success! But now there's a "Crystalline Wall" blocking our

access to the 7 "loot" bags.



USE a TNT on the wall. - To your surprise, a crack appears!


USE a TNT on the wall. - More cracks appear!


USE a TNT on the wall. - A major dent is formed!


USE a TNT on the wall. - The wall shatters! You have breached the wall!



       (success with just 4 TNT's!)



CHECK the LOOT BAGS!  25 Power Packs, 1 Meson Cannon, many Rockets,

      and Pseudo-chitin Armor.



Take the Meson Cannon (for Snake Vargas.  TRADE his "Ion Beamer" to Hell Razor)!



LEAVE the Pseudo-chitin Armor here ! - We'll get more, better armor very soon!

Note:
If we were able to complete "Finster's Mind Maze" back at Project Darwin (in DARWIN VILLAGE) we probably would have found the SECPASS B KEY. We would have been able to obtain this Armor and Weapons BEFORE our assault on the GUARDIANS CITADEL.



The CITADEL would have been easier with the stronger armor, but NOT IMPOSSIBLE without it!


That's it for SLEEPER BASE - Complete. BUT REMEMBER WHAT I SAID BEFORE ABOUT CLONES!


After the CITADEL, the RANGERS are vastly improved since we first Cloned them.



Go to the Clone Pods/Machines here and simply select #1 to "ABORT" the incubation process.

PICK-UP the JUG that we left behind.


      ***
MAKE NEW CLONES of your 4 RANGERS!   (or do it later !)


Return to the GUARDIANS' CITADEL to finish the last room!

GUARDIANS' CITADEL (again) - No need for any stops along the way, we should have all we need. Go directly to 

the INNER SANCTUM (by the large vault that contained the Power Armor).



From the Keyboard that opened the vault, go South to the door to the East.  STOP OUTSIDE THE 

DOOR!

SWITCH WEAPONS to Laser Rifles, Ion Beamer, Meson Cannons!  (again, you can use Rockets if 

you so desire.)



Enter the room, there are 4 GUARDIANS at 90 feet (again), DON'T WASTE AMMO YET! MOVE

CLOSER!



Open fire when you get within 30 or 40  feet!  (if you forgot, fire Full Auto with the Rifles and Beamer,

Bursts with the Cannons.) Each Ranger attacks a different GUARDIAN !



Kill the GUARDIANS, HEAL the wounded, and REST back to Full Health!

SWITCH WEAPONS to Chainsaws or Proton Axes (Recruits/Axes), enter the doorway to the East. 

Go to the N.E. Corner.

    
      ***
A WORKBENCH FOR FIXING APPLIANCES (like Broken Toasters)!


Go toward the Fence/Helicopter to the South.



TWO GUARDIANS appear in there.  Keep moving toward the fence,



USE a Proton Ax or a Pick Ax to break through fence (can't be climbed, don't waste explosives) and



Kill the 2 GUARDIANS here!



If necessary, HEAL the Wounded and REST!


       ***
Aren't you curious? Here's a Work Bench for fixing broken appliances, like "Toasters"!


We've seen 3 "Broken Toasters" already!



They're in QUARTZ –the Cemetery; DESERT NOMADS –the Tent, and the CITADEL –the Museum!



SO GO GET THEM! WE'VE GOT A RANGER WITH TOASTER REPAIR SKILL, haven't we?


When you return with the Broken Toasters – it’s really simple!



"USE" the "ITEM" (Broken Toaster) on Work Bench. (result - It fits. There's something stuck inside.)



"USE"  "SKILL" (Toaster Repair) on Work Bench.      (result - You "fix" the Toaster, get “LOOT” out!)





take the LOOT ! ! !



REPEAT THE "REPAIR PROCESS" ON THE OTHER TWO BROKEN TOASTERS!



THE LOOT YOU GET FROM THE "BROKEN TOASTERS" is:




#1) PLASMA COUPLER, Fruit, Visa Cards, & TOASTER.




#2) NOVA KEY, Power Packs, & TOASTER.




#3) PULSAR KEY, Power Packs, Sledge Hammer, & TOASTER.



Note: the Work Bench is still functional, indicating the "possibility" of another Broken Toaster,





maybe in "FINSTER'S MIND MAZE" in DARWIN !




===================================




(Okay, I "cheated" to find out !)



#4) Engine, Plastic Explosives, Snake Squeezin, & TOASTER.



After "fixing" the FOURTH "Broken Toaster", the Work Bench "message" is: "You can't fix anything 

else. The Work Bench is clogged with toast crumbs.




===================================

 ***

***** THIS IS REALLY IMPORTANT - MAKE SURE THAT 1 RANGER HAS THESE 4 KEYS !

 ***





BLACKSTONE KEY




NOVA KEY




PULSAR KEY




QUASAR KEY

  and that ANOTHER RANGER HAS THE SECPASS B KEY and a PLASMA COUPLER !




 GET THEM NOW IF YOU DON'T ! ! !




 =========================




 =========================

The GUARDIAN'S CITADEL is essentially complete. Here's the Helicopter, one of our Rangers (Snake Vargas) has Helicopter Pilot Skills.


Remember the message/note we saw at the top of the sand dunes/hills in S.E.NEEDLES? - Please help find


and return RED HAWK to his home in SAVAGE VILLAGE.


I wouldn't bother. Drop a "Recruit" to make room in the Roster for RED HAWK? RED HAWK has a 60 "MAX",


BUT NO USEFUL SKILLS. Even worse, he refuses to EVER "TRADE" HIS EQUIPMENT TO OTHERS!



To "TRADE" his "stuff", UN-EQUIP his Armor and battle adversaries until he's unconscious!



If you really want to go to SAVAGE VILLAGE, just pick up the GRAZER BAT FETISH from the




GUARDIANS Museum and take it (as a "gift") to the JUNK-MASTER there!




====================================




====================================

SAVAGE VILLAGE - THIS IS FOR INFORMATION ONLY - GOING HERE NOW IS JUST A WASTE OF TIME!




=====================================


At the front gate the "password" is "RED HAWK" !  As you enter the "guards" ask you to "drop your weapons",



say "YES"/agree and they laugh and return your weapons !



If you say "NO", or blast through the gate, they are "hostile" and although they pose no threat it's a 

"pain" chasing them to avoid using ammo.



Go to the JUNK MASTER'S HUT in the North of the settlement.



He asks "Who's there ?" ... answer ... (anything you wish)...




  "Did you bring a gift ?" ... answer ... "YES"





(you're invited in)


       ***
OR, when he asks "Who's there ?" ... answer ... "RED HAWK"





(you're invited in)



EITHER WAY, YOU MUST BRING RED HAWK or the GRAZER BAT FETISH to get inside his "hut" 

to receive his info...




"The home of the deadly robots is way up in the North-West, but don't expect any help from





him or his people."

If you're curious about the "loot" here, go around and kill all the "figures" while they're still passive, but 

SPARE THE WOMEN, CHILDREN & their DOGS!   
(be GOOD Rangers !)



IF YOU PICKLOCK THE DOORS/GATES and ENTER FOR the LOOT, THE VILLAGERS BECOME 

ACTIVE - "HOSTILE" and you'll end-up chasing them to corner them or wasting ammo!



The "loot" is worthless, except a couple of Rockets.



DON'T GET TOO CLOSE TO THE VILLAGE WELL - If you fall in, just CLIMB back out!



BEWARE of the "Chest" in the N.W. area.    WALK ON IT for a WARNING,



"USE"  "PERCEPTION" 
to find a "booby-trap"!




"USE"  "BOMB DISARM" skill to deactivate the "booby-trap" and open chest!



There's a "hidden"/ secret gate in the N.W. Corner (this can be opened with a PROTON AX -




it's just another way out of the "settlement".



The "loot" is just a few A/R's, SMG's, Axes, Clubs, Knives, Spears, Throwing Knives, Grenades, 

Ammo, Cash, and a few Rockets.




====================================




====================================

BACK TO THE GAME AT HAND –  WE'RE STILL STANDING IN THE GUARDIANS' CITADEL, by the Helicopter, 

trying to figure-out/decide our next move!



IF you want to "fly", it's ONLY BENEFICIAL TO FLY TO ONE LOCATION –





choose   A) BASE COCHISE!



Go to the Helicopter, "USE"  "HELICOPTER PILOT" skill to unlock the Pilot's seat and you're ready to 

go!



If you chose Base Cochise, the Helicopter crash-lands on the roof of the base AFTER killing all the 

Robots around the outside of the base !

ALTHOUGH THIS MAKES THE INITIAL APPROACH TO THE BASE EASIER, MORE ROBOTS WILL BE APPEARING. You DON'T gain any "experience" points this way either.

There's also a "slight chance" that the Helicopter may "get away from you" in the CITADEL 

and "crash" there.    (if so, just EXIT game, BUT DON'T SAVE, and TRY AGAIN!)




====================================




====================================


BEFORE ATTEMPTING "BASE COCHISE", REMEMBER MY ADVICE ABOUT "CLONING" RANGERS !


You can "DISMISS" your RECRUITS and replace them with RANGER "CLONES"!


So FIRST go back to SLEEPER BASE,  go to the Clone Pods on Level 2,


SELECT  2) - RELEASE CLONE - (you'll get a message "NO ROOM IN ROSTER FOR CLONE"!)





OKAY, YOUR CLONES ARE READY!



1)  TRADE ALL EQUIPMENT/WEAPONS FROM 2 RECRUITS TO THIRD RECRUIT!


2)  MAKE SURE THAT FIRST TWO RECRUITS HAVE NO CASH OR EQUIPMENT!


3)  DISMISS THESE 2 RECRUITS TO MAKE ROOM FOR CLONES!


4)  GO TO CLONE PODS (Angela Deth's & Thrasher's) - RELEASE CLONES!



(You'll have to give them "new" names - anything you want.)



5)  TRADE THE EQUIPMENT / WEAPONS FROM THE REMAINING RECRUIT TO YOUR





2 NEW RANGERS (CLONES) TO PROPERLY EQUIP THEM.




    Continue trading the Recruit's "stuff" to ONE of the "Clones" until it's gone!


6)  DISMISS THIS LAST RECRUIT TO MAKE ROOM FOR YOUR "THIRD" CLONE!


7)  GO TO CLONE POD (Snake Vargas') - RELEASE CLONE !



(You'll have to give him "new" name - anything you want.)



8)  REMEMBER TO "EQUIP" YOUR NEW "CLONES" WITH THEIR ARMOR / WEAPONS!


9)  Since 3 Clone Pods are now "empty",



     GO TO THE REMAINING POD AND SELECT  1) Abort Clone Incubation!


           10)  CLONE the RANGERS again ! You'll have more "Clones" available should the "need" arise!



====================================

Your 4 RANGERS each have either a Chainsaw or a Proton Ax !  ("free" weapons found in loot.)


STOP AT THE "Black Market" (store) in DARWIN VILLAGE and BUY 3 CHAINSAWS (for your Clones).



NOW ALL YOUR RANGERS / CLONES SHOULD HAVE:



==========================================



Power Armor  (2 Clones just have Pseudo-chitin or Kevlar Armor)



Rad Suit        (Radiation Suit)



Canteen



Crowbar



Chainsaw      (Proton Ax for Thrasher & Snake Vargas)



Laser Weapon (Laser Rifle or Ion Beamer or Meson Cannon)



Power Packs  (6 or 7 each)



other TOOLS/EQUIPMENT and KEYS carried by RANGERS:



============================================



Hell Razor:     Angela Deth:    Thrasher:           Snake Vargas:



Shovel
          Geiger Counter    Sledge Hammer   Pick Ax



3 Ropes           2 TNT                                           5 Plastic




           Blackstone key   Secpass 1               Explosives


        Plasma Coupler    Nova key           Secpass 3




           Pulsar key           Secpass 7




           Quasar key         Secpass A







 Secpass B




------------------------------------




------------------------------------

BASE COCHISE - Here it is, the LAST STOP in our "Mission to Save the World"!


BE SURE YOU HAVE 2 TNT, 5 PLASTIC EXPLOSIVES, 1 PLASMA COUPLER, and the


BLACKSTONE, NOVA, PULSAR, QUASAR, and SECPASS B KEYS!


Otherwise, you'll have to get them and return to Cochise!

For "easy reference" this location is divided into FOUR parts or Areas -


the "Outside", then (inside) Level 1, Level 2 and  finally Level 3.


Follow these directions to kill the ROBOTS outside, if you did NOT use the Helicopter to get here!


All the Robots (except "CHOPTERS") can be killed with the Chainsaws and Proton Axes!



Laser Rifle/Carbine, Beamer, & Cannon fire is BEST against the "CHOPTERS" -




(any Rockets is over-kill!)

Many of the initial "groups" of Robots (usually 3 or 4 in a "group") will appear at some distance 40-90 feet.  Although the use of Laser Rifles, Meson Cannon, and Ion Beamer is the safest way to handle these, you MAY be able to find another approach route to shorten the distance and USE the other weapons!


There also are 4 "groups" of Robots on the roof of the Base!

The "CHOPTERS" appear at a distance and come running after you - they DON'T inflict any damage UNTIL they get beside you. Fire in BURSTS (Laser Rifles/Carbines) at small groups (5 or less), fire Full Auto at large groups (6 or more). JUST FIRE THE MESON CANNONS SINGLE SHOTS or BURSTS at them!


Even as the "original" groups of Robots are killed, more will appear!

The additional Robots are not as "brutal" as the originals, but they'll inflict a lot of damage, especially any groups of 7 or more! After the area "outside" the Base has been cleared, you can always "lead" groups of "CHOPTERS" into one of the corners (N.W., N.E., S.W. or S.E.) and JUST step back into the "Desert" when they reach you (leaving them "stranded" and "out-of-your-way") to conserve Ammo/Power Packs !

The "Pseudo-chitin Armor" isn't going to protect your 2 Recruits very much (more like a Bullet-proof shirt in Las Vegas), so you'll have to watch their "CON" more closely for a while.




===================================




===================================

Whenever you "enter" the "location", you'll be at the center of the Southern border - the Main Gates are due North, straight ahead.

BASE COCHISE OUTSIDE AREA - 


FIRST, you have to kill the robots around the outside of the Base. The safest approach is just move East 

along the border, then North along the Eastern border!  Approach and Kill smaller groups of Robots you encounter, BUT return toward the border quickly!

When you reach the N.E. Corner, continue West, along the Northern border. Soon you'll encounter a few distant robots (including a Chopter or two) at about 90 feet to the West.

Just SWITCH Weapons to Laser Rifles OR BETTER, and kill them with Full Auto BEAMER/RIFLE and SINGLE CANNON SHOTS!

SWITCH Weapons back to Chainsaws OR Proton Axes. RETURN TO THE "DESERT" TO REST WHENEVER YOUR "CON"/HEALTH IS RUNNING "LOW"!



Now enter the Location and go West along the Southern border, then North along the Western border.



Approach and Kill smaller groups of Robots you encounter, BUT stay close to the Western 


border.



In the N.W. corner there's a tough group of Robots, but you should be able to handle them okay.



Once you've been all around the border (not venturing more than 5 or 6 steps inside to kill Robots)



AND ARE FULLY RESTED!

It's time to Approach the Main Gate. As you approach, a first group of Robots appear. More Robots appear farther N.E. and N.W. as you go after the first group, BUT concentrate on the first group and get back to the Desert for REST as needed!

Next, enter the location AND move 2 or 3 steps EAST. Move to the North and kill the groups of Robots you encounter. USE Chainsaws/Proton Axes on the Robots, your Clones can SWITCH to Laser Rifles/Carbines for any "CHOPTERS" encountered ! TRY to clear out the East side of the building (if possible) before RESTING!

Now, enter the location AND move 2 or 3 steps WEST. Move to the North for the group west of the Main Gate.

IF YOUR HEALTH isn't too low, head for the Main Gate - ONLY TO BE AMBUSHED AT THE GATE BY MORE ROBOTS! Kill them and retreat back to the Desert for HEALTH!

Enter the location and try to clear out the West side of the building, trees and walls require maneuvering around. When the West side has been cleared, return to the Main Gate.

PICKLOCK the Outer Gate, USE SECPASS B to OPEN the Inner Gate, BUT DON'T ENTER THE BASE YET!  First, return to the Desert for Full Health!
SECOND, you have to kill the Robots on the roof of the Base. Although there are only 4 groups of them, as you're 
attacking one group you come in range/under attack from another group of Robots!



Enter the location and proceed to the front wall JUST EAST of the Main Gate!

USE CLIMB skill to get up/over the wall, to the roof. (level "4" skills MAY require a couple tries to be successful, level "3" skills would require MANY tries!)

As you approach the "Dome" near the center of the roof, the first group of Robots attack. Concentrate on the nearest group (the S.E. Area of Dome) disregarding ALL others! When these Robots are killed retreat EAST to avoid further attacks. CLIMB back over wall and go to Desert for REST!

This time, enter the location and proceed past the EAST side of the Main Gate, CLIMB over the East wall along the BACK SIDE of the Base. Move south toward the Dome, concentrating on the first group to appear (either N.E. or N.W. Area of Dome). If you're really "lucky" you can finish both of these groups, otherwise JUST ONE, then retreat North, CLIMB over the back (North) wall and go NORTH back to the Desert to REST!

If there's still some Robots on the North side of the Dome, go back after them FIRST!  Then the Robots at the S.W. Area of the Dome - Use Laser Rifles/Carbines on these CHOPTERS!

When all the Robots on the roof have been killed, retreat to the North, CLIMB over the North wall, continue North back to the Desert for REST!



THIRD, we're FINALLY ready to go INTO Base Cochise itself! We're going in through the roof FIRST!


JUST to create a "second" escape route for any "emergency" in the future!

Enter the location, CLIMB over the wall to the Roof. Walk on the Weapons Pod Covers where you killed the Robots!

Note that the Pod Covers are "jammed by the broken Robots and cannot retract fully."  Use a "TNT" to open a "Pod Cover" and make a "hole" in the "Dome"!  USE a ROPE on the "Pod Cover" to facilitate your descent - it's a long way down!
(ENTER NEW LOCATION!)

There, we're in AND there's that ROPE hanging there! In any emergency, we can CLIMB the rope to get back to the Roof OR GO OUT the Main Gate, whichever is safer or closer!

BASE COCHISE  - LEVEL 1 -
There's nothing here to interest you yet! To the South there is an "escalator" (stairs) to/from the Main Gate. To the North a large "computer screen" AND KEYBOARD waiting to "spring another trap"!

So, just go to EITHER the East OR West end of the corridor. Walk along the end and "discover" a “3-foot by 6 foot panel" in the wall!  USE a CROWBAR to pry the panel open!



There it is - the "safe" entrance to Level 2!

BASE COCHISE - LEVEL 2 -



There's going to be plenty of "action" so be prepared!



After "falling through that long, slippery tunnel", you're in another room.



First, PICKLOCK the door to the North.

In this next room are your "doorways" to EXIT the base, to the West, and to the next level, LEVEL 3,

to the EAST!



BUT, our attention is drawn to the "LOOT" in the room further to the EAST!



So, back to the South to find the "route" to the "loot". As you go around the corner, 3 Robots attack – 




CONCENTRATE ON ONE-AT-A-TIME!   When all 3 killed, go to the "control panel" and

"EXTEND THE DRAW-BRIDGE"! 

(IF IT'S NIGHT-TIME, YOU CAN SEE THE "RADIOACTIVE WASTE" - ONLY THE BRIDGE 

OFFERS "SAFE PASSAGE" - your Rad Suits WON'T protect you from the Robots!



After the Bridge is in place, go back North to begin the next level. There are FOUR "Training Areas"

here. At the end of each, there is a Control Panel to open the next doorway. The first THREE Training Areas offer you a safe place to 
REST whenever necessary!



Also, "Radio Base" for your Promotions, you've earned 'em! 



Fully RESTED? Back to the drawbridge and across it. Just FOLLOW THE CORRIDOR EAST, THEN

NORTH, TO THE "LOCKED" DOOR to the "LOOT"!



SWITCH WEAPONS TO ION BEAMER, MESON CANNONS, LASER RIFLES or LASER CARBINES 

(if nothing better)! "PICKLOCK" the door and "open fire" (FULL AUTO, EXCEPT CANNONS FIRE BURSTS !) on the Robots there! RELOAD while ATTACKING with CANNON BURSTS again,  if necessary!



As you step into the doorway, MORE ROBOTS APPEAR!



Fire FULL-AUTO (even with CANNONS when only 4 shots remain)!



RELOAD (while anyone with a loaded weapon attacks.)



Here's hoping MOST of your RANGERS are still fairly HEALTHY!



As you step THROUGH the doorway, STILL MORE ROBOTS APPEAR - inside to the East and West!

Fire FULL-AUTO with ION BEAMER, LASER RIFLES/CARBINES at the LARGER GROUP, FULL AUTO with the CANNONS at the SMALLER GROUP!



When Robots killed, RELOAD EMPTY WEAPONS and SWITCH WEAPONS to PROTON AXES or

CHAINSAWS!

The "worst" is over for now!


        ** 
GO GET YOUR REWARD!



TWO Power Armor for your Clones with the Pseudo-chitin Armor/Kevlar Suit!



If they've been "wounded", HEAL THEM. Have someone else "pick-up" the Armor AND "TRADE" IT

to them. Then just "EQUIP" them with the Power Armor!



Power Packs to replace the Ammo you just used!



TAKE ALL THE ROCKETS YOU CAN CARRY!



NOW JUST GET OUT!   BACK TO THE DESERT FOR REST!

Go to a "store", ANY WEAPONS STORE! SELL ALL OF THE ROCKETS AND THE Pseudo-chitin/ 

Kevlar Armor!


    ***** 
SOON WE WILL BE DROPPING THE "CLONE" WE MADE OF Angela Deth, SO, CHECK YOUR

TWO OTHER CLONES!  IS THERE ENOUGH ROOM FOR THEM TO "TAKE" ALL OF HER EQUIPMENT as we "TRADE" it to them?




IF NOT, SELL HER  Crowbar, and anything we can pick-up again later in the game!





TRADE ANY "POWER PACKS" to the RANGERS and "CLONES"!



       ***
BE SURE SHE JUST KEEPS HER POWER ARMOR, CANTEEN, Laser Carbine, Chainsaw, 

and about 3 or 4 Power Packs!




===================================


Okay, we're READY TO FINISH MOST OF LEVEL 2 and get moving toward the Entrance to Level 3!
Back to BASE COCHISE - LEVEL 2 - Remember the way in? Just through the "Main Gate", up the escalator (stairs) 

etc. and back to Level 2. and across the Bridge!



IF YOU WANT TO DESTROY THIS PLACE "Piece-by-Piece" to satisfy your aggression, start with 

the "Security Monitors"/Cameras mounted in the walls - USE CROWBARS TO SMASH THEM!

The "large room" just East of the bridge is a Robot Assembly Station. ONE of these Machines is 

Controlled by a small "CRT" with a "message flashing" on its screen!  JUST LEAVE IT ALONE FOR NOW!





  ---------------------------



PICKLOCK the "cages" over the other "control panels".  "Smash the control panels" with 

CROWBARS, to destroy the "nearly complete Robots"!



Continue "smashing" the "Security Monitors"/Cameras in the walls!  Stop and PICK-UP ANY

"LOOT/ROCKETS" that might have been left behind before! Continuing down the corridor 

(going south) there's just a couple of those "brutal" Robots ahead - Chainsaws will kill them easily! Continue "smashing" the "Cameras" and open the remaining doors with PICKLOCK. Sorry, nothing very exciting in here.



Just turn around and head back out, across the Bridge.



How's your "CON"/HEALTH? IF "running low", GO BACK TO THE TRAINING AREAS for REST!




OTHERWISE, just finish the FOUR Training Areas that lead to the next level!


"Training Areas" -



Room 1 - ONE "CLONE" walks across the Pipes, to "Platform" at other end.





Activate "Control Panel" to OPEN DOOR, and return.



Room 2 - EASY,  just move slowly, PERCEPTION will "reveal" the locations of the "land mines", just 

walk around them. Activate the "Control Panel" to OPEN next DOOR, and return.



Room 3 - Surprise! NOT SO EASY - "CLONE" with best/highest "CON"/HEALTH walks over the

Lightning/Electric", Wind/Fans, and "Freezing/Cold" areas!  Activate the "Control Panel" to OPEN the next DOOR, and return.  NOTE - the "electric" area may be the worst. "REST" a little, before returning!




DEFINITELY REST to FULL HEALTH before the last room!



Room 4 - Another surprise! Four Groups of Robots (3 Robots per group) in the Walls!

Move along either the North or South wall (you can reach the Control Panel by Only KILLING 2 of the 4 Groups). REST in one of the other "training rooms" as necessary.

KILL the last 2 groups of Robots in Room 4 if you want to.


Go through the "open doorway" to the South, - “ENTER NEW LOCATION"!

BASE COCHISE - LEVEL 3 - 


You'll arrive in a small room with a locked door to the North.  This room offers another place to REST 

as necessary!



First, SWITCH Weapons to Beamer, Cannons, Laser Rifles, and Laser Carbines!



Use "SECPASS B" to unlock the door.



There's FOUR Robots ahead, one in each corner of the room!



TWO Robots appear as you go through the door, Open Fire - "FULL-AUTO" with ALL weapons! FIRE

AT BOTH ROBOTS IN THE FIRST ROUND (one Cannon at each Robot)!  You may kill both and suffer little damage.



SWITCH Weapons to Chainsaws and Proton Axes!  Go to the West wall and then move South, 

within 40 feet of the next Robot, move closer and KILL it.  REPEAT BY going back North, then East, to East wall, then go South again to KILL the last of the FOUR Robots.



Go back into that small room, in the middle, where we arrived. REST to regain FULL HEALTH!



============================================

     
       **
This phase is COMPLETELY OPTIONAL, and not really very dangerous now!
North of the top of the "escalator" is a "control panel" for the "computer screen" there. When you approach the "panel", it displays: "You may communicate with me if you wish, but understand, my mission will not fail."



Ask it: CHAT, MISSION, FINSTER, BASE COCHISE.



After you ask about "Base Cochise", the display changes to: 



"You know you cannot stop me. There is no way to break me. My mission will be completed."



Ask it: MISSION  and  BASE COCHISE.


         * 
The "trap" here is asking it: BREAK (which appears in the Finster response and final display)!


         * 
When you do, another "chute" opens (through the computer) and you're back on Level 2 at the end of

the long, winding corridor to the East. Only now the "drawbridge" is already extended and many of the "robots" have been destroyed.

IF YOU FALL INTO THIS TRAP TOO EARLY, YOU'LL HAVE TO BATTLE YOUR WAY TO THE 

"DRAWBRIDGE", USE LASER FIRE ON THE ROBOTS AT THE "DRAWBRIDGE CONTROL PANEL", and FINALLY USE "RAD SUITS" TO CROSS THE RADIATION HAZARD and reach the "control panel"!



VERY DANGEROUS IF YOU ENCOUNTER ROBOTS WHILE USING RAD SUITS INSTEAD OF 

POWER ARMOR!


         * 
NOW, ANOTHER SURPRISE AWAITS AT THE TOP OF THE "ESCALATOR"!

First, TWO more "robots" (one East, one West) for more "loot" (a few Power Packs and Rockets).



DEFINITELY KILL THESE TWO BEFORE YOU FINISH LEVEL 3!



YOU DON'T WANT ANY UNNECESSARY DELAYS AS YOU MAKE YOUR FINAL ESCAPE!
Second, the two "hollow panels" at the ends of the East-West corridor are now blocked by 

THREE robots at each. You can kill these "robots" and use TNT to open ONE of the "Weapons Pod Covers".



IF you use the "new entrance" through the computer screen "control panel" you'll be farther from the

"drawbridge" when you reenter the base!



============================================

BEFORE OUR "FINAL ASSAULT" TO DESTROY BASE COCHISE -

WHILE IN THE "DESERT", TRADE ALL OF "Angela Deth's CLONE's" Equipment to ANOTHER CLONE or 

RANGER! While EVERYONE ELSE IS GETTING BACK TO "FULL-HEALTH", JUST WANDER AROUND AND LET THE "HEAT" KILL "Angela Deth's CLONE"!

Press "D" (disband), Select the "Clone", and answer "YES" to "bury the Clone"!  Now there's "room" 

for the "last recruit".

Return to Base Cochise - JUST STAND OUTSIDE THE LOCATION, in the "desert", AND HOLD THE 

"Esc" Key until "Game Clock" shows "16:00" hours!





   ===============================

Enter through the Main Gate, up the "escalator", IF you've "opened" the "entrance" to the North, kill the additional "robots" and get the "loot", OTHERWISE use the "tunnel" (East or West) previously opened.

          * 
Go to the "small CRT" in the large room (Robot Assembly Station) just East of the "drawbridge".

Type RUN,  then  SELECT  "C) ADMIN"!


(NOTE: Selecting "A) HUNTER or B) KILLER" gets you another "hostile robot" to kill, nothing else !)

         * 
Step back and there's your final "recruit" (VAX) to the South!

HIRE the "recruit", he's the best there is, and he's got Extra Armor, Laser Rifle, and plenty of Power Packs!



 ====================================


     "VAX":



  Strength  30       I.Q.     30           Luck         40



  Speed     20       Agility  24          Dexterity   25




Charisma  20          SKP (skill points)  0


     (skills:)



  Energy Weapon  5          Toaster Repair   10



  Electronics          5          Clone Tech          3



  Doctor                 4          Cyborg Tech        3



=======================================================

Continue over the "drawbridge", past the four "training facilities" 
rooms, to the final area with FOUR large rooms.


The final FOUR rooms are the:


     REACTOR CORE (*radiation here)

ROBOT MAINTENANCE


     O.S.H.A.                           


SECURITY ELECTRONICS


There are NO keys for these doors!  Use PLASTIC EXPLOSIVE to open the doors!  Start with the room to the 

North-east.


Robot Maintenance - find a control panel (delicate equipment) in the N.W. corner. Use  CROWBAR to smash 

it and "stop the assembly line".

        **
BEWARE of the "Assembly Line", it'll "hammer out your 
dents" and maybe "kill you in the process", if 

you have anything less than the Power Armor!

Go to room to the South.

Security Electronics - 3 control panels here.  Just S.W. of door, "Eleven light plates on the panel..." just keep 

using your ELECTRONICS skill to turn the lights off! (all this does is raise your skill level to a "5".)

Then, the control panel at South wall, just walk by or REST there (Cylinder Closing System is NOT 

working yet!) and MAYBE raise your PERCEPTION and/or CRYPTOLOGY skill one level.

Finally, just S.E. of door there's a "Security Check Interval" control panel. USE ELECTRONICS on 

the panel to REDUCE the interval two or three times!  *This delay mechanism will give you some


"extra" time to escape!

Go to room to the West.


O.S.H.A. Room - Just a few robots along the way (maybe raise Brawling skill one level) but finally,

ONE brutal robot in the S.W. corner! (PROTON AXES should “do the trick on this one!)
Just go TOWARD the room to the North!

        ** 
CHECK THE "GAME CLOCK" (time) and your supplies!  You've got the PLASMA COUPLER and TWO 

PLASTIC EXPLOSIVES, also that the RADIATION is "visible" and time ISN'T later than 3:00 A.M. (03:00)!

Reactor Core Room - Open the door, CAREFULLY WALK AROUND THE RADIATION 
TO THE 

ROOM/WALL TO THE EAST!  Use PLASTIC EXPLOSIVE to open (shatter) the wall there. Use the

PLASMA COUPLER to "fix" the control panel (fail-safe mechanism), then "ALL STATIONS ARE POWERED" (the small room in each large room is NOW open).

CAREFULLY WALK AROUND THE RADIATION to the small room in the N.W. corner. Use the BLACKSTONE KEY on the "cylinder" there.


          * 
Disband, leave ONE RANGER HERE (NOT the one with the keys!)




all others proceed CAREFULLY (Radiation) to room to the East.



Use the NOVA KEY in the small room in Robot Maintenance.


          * 
Disband, leave ONE RANGER HERE (NOT the one with the keys!)

all others proceed to room to the South.



Use the PULSAR KEY in the small room in Security Electronics.


          * 
Disband, leave ONE RANGER HERE (NOT the one with the keys!)

all others proceed to room to the West.

Check the control panel along the South wall first, if you wish, Now it's working,

All four corners are lit since you "repaired the fail-safe mechanism".



Use the QUASAR KEY in the small room in the O.S.H.A. area.


The doors to ALL the small rooms close, press the "spacebar" and use the "V" key (to view) to 

toggle between the 4 rooms!



Just walk on the "cylinders" if necessary.  The sequence is:




REACTOR CORE
       (N.W.) 
"RED"




SECURITY ELECTRONICS  (S.E.)
"YELLOW"




O.S.H.A.

       (S.W.)
"GREEN"




ROBOT MAINTENANCE       (N.E.)
"BLUE"



SUCCESS !  Base Cochise is beginning to "self-destruct" !


     ** RE-GROUP YOUR RANGERS and use the new "ESCAPE POD" in the wall just north of the entrance 

to this area.




The "escape pod" is a "short-cut", it takes you out through the "computer screen", just North 

of the escalator on the first level.

Just RUN South, down the escalator, out the Main Gate, and back into the "desert"!



Watch the closing graphics as the Base explodes and read the final messages about your "mission".  

IF NECESSARY,  "REST" ("Esc" key) for a while until everyone is Healthy.



Then "R" (radio) for your SPECIAL promotions (10 points, not the usual 2) for successfully completing

the "mission" and any Regular promotions you've earned.


        ** 
Okay, one last "secret", I've been able to activate the Base Cochise self-destruct mechanism

WITHOUT the "delay" mechanism and safely escape from the base through the "escape pod". This

was done by regrouping the Rangers at the "pod" and leaving in one group.  Also, no robots were encountered during the run for the desert. The "delay mechanism" apparently just provides you with an extra margin of safety!

THAT'S IT !
"The GAME IS OVER" !



==============================================================


If you "recruited" VAX, and want to "continue", use the 10 "experience points" (from the SPECIAL promotions) 

for I.Q./skills.  Visit any library and acquire the "basic" skills he needs - BRAWLING, KNIFE FIGHT, PERCEPTION, SWIM, ASSAULT RIFLE, and maybe SMG.  Definitely acquire GAMBLE


skill since his "LUCK" attribute is already a "40"!


If you want to "finish" killing the characters, there's still Charmaine, the worshipers and guardians at the 

"Temple" in Vegas (just be careful of the RADIOACTIVE "dust" from the 
Rad Angels !)  If you want, FIRST return the "Bloodstaff" to her and Finally "play with the equipment" (cooling pump controls) and see what happens to the "reactor core"!

Kill the "customers" at the TWO casinos in Vegas. Check-out the "old fall-out shelter" in the "Wine Cellar" (use a Proton Ax) at Spade's and let "VAX" GAMBLE at Fat Freddie's, see how quickly his skill level improves and how much he can "win" at "roulette"!



Walk around Las Vegas and try to "find" all the "land mines", there's about 30 of them!



Kill the "Attack Cops" and the "policeman by the front desk" in the NEEDLES Police Station.

Return to Highpool, get any remaining "loot", walk in the "stream" and kill the "juvies" that appear. Finally, kill "Red Ryder" and watch Highpool "dry up"!



There will always be more Animals, Outlaws, and Robots at most locations, but none are challenging.

You'll see that "VAX" earns his promotions quickly and soon is better than your Rangers. Eventually you'll want to "dismiss" Vax and pick-up the other "recruits" we left behind OR "CLONE" your Rangers again!

        **
IF you should want to "restore" BASE COCHISE for more fighting, use the HELICOPTER at the CITADEL. 

Just "fly" to COCHISE and the location is "restored". The "self-destruct" process will not happen 

again, so stay and fight as long as you want and collect any "loot" you may have left behind!


Several skills have no apparent "special" uses, i.e.: Acrobat, Sleight of Hand, and Forgery.

The CONFIDENCE or BUREAUCRACY skill level MAY increase at the Court House jail cell entrance, but we 

DIDN'T want that to happen!


Many "items" (the Jewelry, Clay Pots, Books, Maps, Hand Mirrors, and Matches) serve no purpose other than 

"extra junk" to be carried around and finally just sold for "cash".


There's a way to get "Super Loot" bags by "GAMBLING" (apparently some sort of "programming" error) – 

these offer "super" armor and "air rifles" - the game is better without this, but see my "CHEAT" Sheet for details!


That's it, all the "dirty little secrets" of the Wasteland Game that come to mind.  There may be more, either 

something that just slipped by OR something I may have missed completely.   Who knows ?   Just enjoy !






      - Wild Bill -
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