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INTRODUCTION

The following is an excerpt from The History of the Desert Ra
Early Years, by Karl Allard, 2087, Allard Press, Ranger Center. Hardl;]ger‘~
pp. 293, $20 gold Ol

Tensions grew with the coming of 1998. The United States’ Citade]
Starstation was slated to be fully operational by March. Soviet chargeg
space station was merely a military launching platform alarmed a num !t
non-aligned nations. The right wing governments in the South and Cem:m
Americas, many of them set up by the U.S. during the Drug Wars (1987.
1993), pledged their support to the U.S.. The NATO nations, including the
new African members, also declared their alliance with the U.S.. That Mote
forced most of the remaining neutral powers to join the Soviet protest he
short weeks, only Switzerland, Sweden, and Ireland continued to declare
themselves neutral nations.

Two weeks before Citadel was due for full operation, the station
transmitted a distress signal. Immediately after the message was sent, mogf
the satellites orbiting the planet were swept clean from the sky, leaving the
great powers blind. In military panic, each sent 90% of their nuclear arsens
skyward. Although the destruction was tremendous, it was not complete.
Pockets of civilization remained, some even oblivious to the military exchag

On the same day that the U.S. and Soviet Union were attempting to
extinguish each other, a company of U.S. Army Engineers were in the
southwestern deserts building transportation bridges over dry riverbeds. They
worked deep in the inhospitable desert valleys, surrounded by a number of
survivalist communities. Located directly south of their position on that d?&'
was a newly-constructed federal prison. In addition to housing the nation’s
criminals condemned to death, the prison contained light industrial
manufacturing facilities.

Shortly after the nuclear attack began, the Engineers, seeking sheltet 0"
over the federal prison and expelled the prisoners into the desert to compeé
their sentences. As the weeks passed, they invited the nearby survivalist
communities to join them and to help them build a new society. Because’
each community’s suspicions toward one another, times were difficult at™"
But as time nurtured trust, this settlement - which came to be known 83
Ranger Center - grew to be one of the strongest outposts. Ranger Cent®"
proved powerful enough to repel the bands of rancorous criminals whlﬂ ;
repeatedly attacked in attempts to claim what was once “rightfully thei*

asteland™

ns of Ranger Center, after first believing that they were the only
e rvived the nuclear maelstrom, soon realized that communities

3 desert’s grip had also survived. Because they had such success in
"he a new community, they felt compelled to help other survivors

li.ue in peace_
this end, the Desert Rangers, in the great tradition of the Texas
Rangers a century before, were born.

OBJECTIVE

asteland is a post-nuclear holocaust adventure. Your party, the famed
Rangers, have been assigned to investigate a series of disturbances in
pot _ After several strategy meetings, you've decided to search for clues
. Highpool. the Agricultural Center, and the Rail Nomads’ Camp, all of which
;elocaied to the west of Ranger Center.

foward
o

The first thing you need to do is read the Command Summary section
It tells you how to get Wasteland up and running on your computer.

4460 contains a summary of the keystroke commands that you'll be using.

fee you load the game, you'll find a party waiting by the Ranger Center.

THE PARTY

Aparty can have up to seven characters, four of whom you can create.
lie four that you can create are called Player Characters (PCs). The other
free spaces are reserved for Non-Player characters (NPCs), whom you'll meet
g the course of your adventure (see “Recruiting Allies” for more details on
). I you don't use all of the four slots for your player characters, you can
Uthem with NPCs.

mgpaﬁy of four awaits your command: Hell Razor, Angela Deth, Thrasher,
. SMake Vargas. This is a well-balanced party quite capable of seeing you
the entire game. You can use them or create your own characters.

pue|alSep

%]here are no special advantages to the characters in the original party - no

%ﬁlszght, no super luck, no outrageous skills. You could easily create

B Who are just as - or even more - effective. If you prefer to make
Characters, enter the Ranger Center to do this. You'll have to delete

NQL“OTE of the existing characters to create your own. But before you

Hh the existing party, take a look at their profiles first by pressing keys
each one.

Atany +
q::i;‘me during the journey you can view your party roster by pressing
r.
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CREATING CHARACTERS

Follow these steps to create a Desert Rap
Enter the Ranger Center. If this is your first time in the :
the Ranger Center.

game, You' r&

If the current party already contains four PCs, press D tq d

el
room for your new character. ®te one ang

Press C to create a character. At the top of the screen yoy)| .
character.” Below are the character’s attributes - the higher th
the better (see “Attributes and Personal Statistics™ for details
satisfied with these values, press the spacebar to “rero
you're satisfied, press <RETURN>.

e “Cm‘
e Bl g
. } [f ygu'mm
" the valuies, Whey
Name your character (up to 13 letters).

Choose a sex.

Select a nationality.

Select the skills you want your character to have (see “Skills” for complete

details). Press <RETURN> when you're done. If you make a mistake whie

allocating skills, press <CONTROL>R to re-allocate them.

Press Y if you want to keep this character. Press N if you don’t want tokees

him or her.

Press S to leave the Ranger Center and start the game.

CHARACTER PROFILE
ssions, 808

To view any character’s profile - personal statistics, POSSEsS o
skills - enter the character’s roster number. When you're done ‘”e“:f,
screen, press the spacebar or <RETURN> to go 0 the next screciest
to return to the previous screen.

Attributes and Personal Statistics mlscM
The first screen lists your character’s attributes an !

personal statistics. it :
Strength (ST): The ability to overpower enemies of 1 ;
break items. This is important in hand-to-hand combat &
such as breaking down doors.

d othe
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well a character thinks and solves problems. This
i 5 most important attribute because it determines which and
ails a character may master. Certain skills can only be mastered

with an IQ of a certain level or above. Characters start _with
equal to their 1Q. During the course of the game, you'll definitely
g your 1Q.

Lucky characters tend to find more things and avoid more
; ones. Luck also improves your odds in hand-to-hand

(1Q): How

than unluckb’

How quickly you move, which helps you escape tight

 (SP):

(AGL): How deftly you move. High agility enhances your
i ability, so you can do things like dodge blows and jump on tables.
higher this value, the better you'll perform in hand-to-hand combat.

: ty (DEX): Ability to master fine movements like picking locks or
weapons. Dexterity is very important in combat, and extremely

in mastering the “thiefly” arts.

ma (CHR): This attribute lets you know how likable or persuasive
er is. Although it may seem like a trivial trait, it might well make
e between life and death as you try to convince someone that

trustworthy. Charisma also affects how an NPC will react to you
you want to hire him or trade equipment.

Points (SKP): When vou first create a character, this value is
t0 IQ. The more skill points you have, the more skills you can
9 can acquire more skill points during the game (see “Skills™ for

details).

Each character starts out as a private. As you acquire experience

MV?U €an radio back to Ranger Center for a field promotion. Each
Fe Promoted, your rank changes, your maximum constitution goes

Points, and you get an additional two points to invest in any

i ec;?;zsl not affect how orders are given or taken since your

L members of a team. A high rank, however, could

enough so you can get into places where regular folks

: Can t.ake before you die. This value is the same as MAX on
Statistics.

£ oo
Onstitution (MAXCON): The higher this is, the more of

puejaISep
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T : i g i : : -an also use this command to drop
: The total cash this character is carry er item. You can a
’ e _ anoth(but keep in mind that broken items can be
Sex: Sex only affects what bathroom he o she has . proken
. aCCesg
Nationality: Choose from U.S., Russian, Mexican. Indi give items to another character. Enter the number of
P)ool: Press P to command all the party members ¢ . 01--_. ienltlaﬂd the trade will be made. NPCs have a mind of
2 Cl we oir i W=\
give it to this character. 9 POol theg may not always want to give their items away.
N (]

1 item so it’s ready to use, press E. If you use this

iv: Press D to have this character evenly dicty : ;
tl}zél;arty members. If you have disb;n(ti;?li?wgsst;tj;: l;:.ijas h amg ?:fr?;lél&? ;quipped. the (.:hc))sten iI(:I!T1a:kiirlllol;‘e§;a;£;}:]};€t D:ZBEJC;US]S"
t}?e- ﬁ}me group 2s the character who s dividing his cash w;l?;‘s?::  you can 0nil\\fe:i\i};;J.n';hgpuie;mm you equip shcs:ivs up in
o k : statisz:;sagglgw WEAPON. When a piece of armor is properly
Items your armor class reflects the change.

The second screen lists what items your character owns. You can
to 30 items that you find or buy during vour travels. Don't immed;

away items that seem useless. It can actually be an important fragment
greater, more powerful item. Many items can be sold for cash at various
stores. ;

screen shows the character’s skills and skill levels. The skills you
heavily in your success. Fach character should have a slightly

> so the whole party benefits from a greater variety of skills.
. e . ) couki specialize in gambling, lockpicking, and forgery, whle

A precaution about picking up items: once you pick something up, lexcel in demolition, brawling, and climbing.
have to keep it or drop it. If you drop it, it will vanish into the depths of
Wasteland. never to be seen again. If you have no intention of picking up

puesISep

kills are something that more than one character should possess.

item to keep (maybe because you're already carrying the maximum é the world don’t amount to anything if a character’s ﬂgt on his
and vyou don't want to drop anything), vou should leave it where itis. i to use them. The more characters who possess medical savwy,
way, .you can come back for it later (and you better remember, t00, or you

may miss out on some loot hidden beneath the item). must have a minimum IQ to be able to learn certain skills, the

To give or show something to someone who is not a party membef, 1Q, the more skills you get to choose from. You simply can't learn
ical skills if you're not smart enough.

and I‘W_Et of your skill. The higher this is, the better you are. You can
al INEs into any skill as many times as you like; each time you
8 Skill, the skill love goes up. Skills also improve as you use them.

the item on the space that you're on by pressing the spacebar.

Press the number that represents the item you'd like to Usé,
the following choices:
. —_— entl
Reload: If you select an ammo clip that fits your curt

€ost of each . f . . . .
' : ol SuUC . Ty .
weapon, you're asked if you want to reload. cessive skill level rises dramatically, improving a

g g it | : - )
ou'll be asked if you 18 a cheap, effective method of gaining skill levels.
Unjam: If you choose a jammed weapon. you -
unjam it. If you successfully unjam the weapon, ¥
in it, leaving you with an unloaded weapon. Don

ou'll lose .

: -acter or when visiting a library. vou'll see the
't fOfget {o - e S g € Y

n. (Your skill point value is

you're ambushed by a bunch of bikers. = ralue,) T ct a skill. enter its number. If you
- ; ’ ist forever: octing over again by pressin
Drop: Drop removes something from your list f . eLang age I g
ad, and I to exit this character profile entirely.

use this command if you're carrying a full lo

something
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nds don't blanket the entire earth. This will come
here you have to swim.

1Q: The minimum [Q you must have to use this skill desert sa
. > dese

PTS: How many skill points it will cost to acquire this ol L ose spots W
can select a skill more than once; in fact, this is b ysl-u]l. it
adept (or advance in levels) at this skill. Once yoy -

sel ; . . .
cost doubles as each successive skill level becomesg meocrza skill, owing (1) A tricky skill that comes in handy when fighting

Don't be stingy with your skill points wh : Costly, You use Up all your ammo and resort to throwing knives.
| ‘ § when you're creatin ' |
- have‘ ; Chance e en o yougm (1): Helps the Cha_rac_t»?r, find concealed items and notice
You'l e the chance (o s hore ol ot 2 v it are out of the ordinary. No one should be without it.
an

skill points). You can save a few, if you'd like, since there gy acCumy,
special places outside of the Ranger Center where you can Ie Several
skills. But keep in mind that picking skills at the Ranger Cenf;mkm
deal; once you leave, you can't come back to pick more.

Rifle (1): If you're using an AK-97 or M1989A1 assault rifle,
helps you fire, load, and unjam it quickly. A skill that ranks up
jmportance with walking and breathing.

Below are descriptions of the skills grouped according to their mj ;
elr ]'m[fum .
: on (1): Helps you recognize and use anti-tank weapons like

ts. A handy skill to have should you encounter something far

requirement. After each skill name is a number in parentheses; this is fi
: than your Ranger instructors ever told you about,

number of skill points needed to buy the first level for that skill. Each :
successive level doubles in cost.

Q3
Brawling (1): Any fighter who can wander through a full-fledged bar

without getting much more than a scratch is either very lucky or highiy
skilled in brawling. The higher your skill in brawling, the more a
get per round in hand-to-hand combat.

Climb (1): Gives you the ability to climb over fences, up sheer cliff
and out of pits.
Clip Pistol (1): A must-have skill since your initi .
cither the M1911A1 .45 caliber or a VP91Z 9 mm automa :;
Without this skill, you won't be very accurate with the weapo
much luck fixing it if it breaks.

jves an M

Knife Fighting (1): When fighting with knives, this 8
a skilled fighter over an unskilled one. j
hes yo!

I : C
Pugilism (1): One of the oldest forms of fighting, It fead up

dish out punches as well as avoid them. Handy for th¢
where the fists start flying.

Rifle (1): A good basic skill to have since
raiders are serviceable M19 rifles. You'll rue ibe
skill as you look helplessly at the rifle you can't s

): Lets a character control basic submachine guns like the Uzi or
May l'{lake a big difference when you're outnumbered three to one
s who've decided that they want the gold from your teeth.

Wasteland
pue|eIsep

i ﬂo){.}T%flig skill for the agile can get you out of a tough situation -
Ol bar counters while you're surrounded by a hostile crowd.
;o?ﬁe slkill that built Vegas, you'll do well in all games of
also be able to spot a crooked game from a mile away.

k (1): This c
i an get you into places where you want t
/ > o0 go, b
don’t want you to go. Y go, but

e i
al weapon issu€ ¥E
clip P#
or ha¥®

Move
Mmen ’ :
ort (1) ‘ThIS helps you move unnoticed past a guard post,
enemies to catch up with you.

(1)
= FOr an . et
already charismatic person, good confidence can

@ Mmise ok g .
a I out of his fortune. It's particularly useful for

& N from
people who are suspicious of you.

many of th

day 90“ Ii_l
oot acc
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NSCREEN STATISTICS

the information that you can call up by entering the
the following character statistics are always displayed on
*

IQ 12
Sleight of Hand (1): A thieving skill that lets
hand tricks - perfect when you need to amagze thgg; o
voy

IQ 13
Demolition (1): Teaches you how

much of an expjac :
can use without blowing yourself up. Plosive gy

(AC): The level of protection a character has against

: 'caf attack, and other forms of damage. The higher the

< the better.

sion (AMM): The amount of ammunition you have left in your
weapon. When it's down to zero, it’s time to reload. Reloading
combat round, so establish a healthy habit of reloading after

Forgery (1): Helps you recognize or create a for
you may just need to whip up security

IQ 14
Alarm Disarm (1): Trains you to recognize and disabje alarms
want to get into a place without getting caught, this js a 900d skif ts

nass ¢ ged doc
255 10 get by some gl

Bureaucracy (1)_- Even though most of Civiﬁzation endm‘#jﬂ]ﬁn 1 Constituﬁon (MAX).‘ The maximum “health” poinl‘s that

an inordinate amount of petty bureaucrats managed to survive. This gf can have (see‘ "Constitutlion:' bglow for more details). This is =
you deal with them so you can get what you want. MAXCON. If thAls n%lmber is highlighted, then your character g
up a life-threatening illness, like radiation poisoning. This illness gg
IQ 15 away with the passing of time, so get this character medical help =}
o
Bomb Disarm (2): Allows you to defuse most explosive devices. oAl can, o
Medic (2): A vital skill that lets a character stabilize a badly-wounded ution (CON): This shows the character’s current condition.
e thls value t(? MAX to determine your character's relative health.
‘ N . : i this value is to MAX, the closer your character is to full strength.
Safecrack (2): An experienced practitioner of this art can open = drops below 1, the character becomes UNConscious. If the
sealed even before the holocaust. S Cﬂﬂqlthn becomes SERious, constitution continues to drop and
IQ 16 : er will die unless he gets medical assistance soon. ;
Cryptology (2): Gives you the talent to encode and decode messe ';lnhe’:nshtohws the weapon that your character is currently armed ‘
Useful in helping you determine what a password might be- $ the character is unarmed.
IQ 17 - and work¥® GETT
Metallurgy (2): Increases your ability to spot, identify. lN(; PROMOTED
some basic metals. : : aWarded ,
. ~CONTROL>R' Entéf diffcyl; |, €Xperience points each time you accomplish a difficult
55 < -

To reorder your skills, view them and pre
number of the skill that you want to be at
you want second, and so on until you've seln
won't appear until you've selected all the skills.

o o of the list, s b w:ftr}:r‘“When you_think you've accun_mlai'ed enough

octed al the : . You, inStl’uctoa DTO!‘IIIOUOH. you shou%d radio back to Ranger .
E IS review your acc:‘_)mphshmenl;. Since it ‘doesn t

! » ¥ou can do it as often as you like. If you've

' only your instructors know when this is), you're given
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As a promotion reward, two ;'Jt;i1';-1‘~; are "“'H””lr"lﬁ(,"a[lb
. . . A - ) L SLildlly 5
maximum constitution (MAX, MAXCON). You're also aw; ddeg to
. 1.1 . R ar
two points that you can add to any attribute you ¢} ded o

1008e P a{kj' i
) . S . 2. Py ih%f ;
the same attribute. If you d like, add them to maximym c " 20th

s . : Onst :

that value even higher. If you wish to use these twe tution to o
Sly them to [Q. Remember, 1Q POINtS tranglate . ¢ & ey
increase your skill points via IQ no : '

skill, you must aj
points. If you don't

to add new skills.

RECRUITING ALLIES

wc}siulmld is populated with people who have.

nl}{flnﬂ’\en' holocaust. From time to time you'll run z..ﬂ:,- non-player Characters
(NPCs) whom v h to enlist their services to add skif
strength, or intelligence to your party. Refer to the Encounter COmmandba&
on how to hire an NPC. NPCs are not robots who obey your every commang
They don't always do as told in combat. They don't always trade something.
when you ask them to. While you may not like their autonomy, and think
they're more trouble than theyre worth, remember that they may be able
get you things that you can't get for yourself or get you into places where y&
can't normally go.

Iike you, SUMM&%

u can hire. You may wi

To dismiss an NPC, use the Disband command.

COMMANDS

Duz'i:'-.c_.)s normal play, a menu of comme

of the screen:

are listed across the bofior

ribute. Ente :
| enter a direction in
cs the spacebar ! "
Certain skills oifef
ical skill, vou :

Use: This lets a character use an ltem, Skill, or
number and select an Item, Skill, or Attribute. T}
the character will use the Item, Skill, or Attri

want to use something right where you're

g)
additional prompts. For example. when you use a med

asked which character you want to heal

't the message
v method do€
| it doest
es pers®

After you use something, you may g

sn't WO

a2

Ifcll item
yr attribute ar
rying. Sometim

sts that

ork.” This sugg
sther might. Also, if yot

5 partict

'l Lse a sk

but I u're really sure it should l‘.l'k’}] t

: w?
“That doesr;i ¥

TWasteland™

calls up the same commat ids that are available to the party
T e o )
';e You may want to use Encounter to attract someone’s

et information or try to hire them,
oLl can g
e this command as a shot cut to perform certain actions on

You 27 cters. For instance, you c ld have a couple characters reload,
Chamr uses an item. In this case, using Encounter would be faster

ach character individually.

This changes the marching order of your party. There are times
~'ll want to change the order to maximize your party’s talents. For
if you're traveling through a dangerous area, a character with high
tion or silent movement would make an excellent point man. In
situation, a character carrying an item that could forestall an attack

sould be in the lead.

select Order. you're shown the current marching order.
imber of the character you want in front, then second. then
<o on until the whole party has been reordered. Being placed in
the ranks does not shield a character from combat.

puejaISEA

Bisband: Disband lets you break your party into separate, smaller parties

%tlpilo four). This enables each party to travel independently of the other

parties. The parties can be spread apart as far as you'd like. Disband also
hany factical advantages in combat.

i% E:isla number of important uses. If you have dead party members,

: O 0 bury them. You could also use disband when you re under

y * € person could split off t

o Passed throygt
0

Split off inte

o distract the attackers. Some places can
1 by one character at a time. so each person will
heir own party.

you can disband NPCs, you're asked if you want
ssed. If you answer “yes”, then they are gone

* €Ver see them again. If you want them disbanded
answer “no’”

Select 1y
ish b 4] o )
fr, o n?ﬁd‘ enter the numbers for those characters who wish
that e dish an} Party, and press <SRETURN>. Next, indicate the
es, Nded party will move. Use View to shift control




©
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hody You meet has turned hostile under the hot desert sun.
t, and may even offer you valuable services. If you
like to try to hire, enter the number of the

To reunite separate parties into a single band, move th
spot and they will automatically regroup. em g il

fhat vou WOUld

View: View lets you shift control between parties. v
parties and you're not in control of the party yoy wamlme T
until you reach the right one. If the other party is on ar,1

) other s you much harder to hit in combat. Use this command
asked to confirm if you want to shift to them. Map,

rades initiate a firefight, and you don't have a missile

o injured and wish to minimize the ri >
Save: Saves the game. when you're injure imize the risk of further
Use this command anytime you find something you don't want ;
Even before the great nuclear war, computers were known to siah&
inopportune moments. See the Command Summary section fo
details on the Save command. More

. pattle-ridden wastelands, this is a command you'll often use.
select it, you're given a choice of targets. If your weapon is an

weapon capable of selective fire, you're asked if you want to fire
or Autofire. If the encounter is at an extended range, and you
weapons, you re told that there are no attackers within your

Radio: Contacts your instructors at Ranger Center so they can evalg
s only one group of attackers, they're targeted automatically.

your performance. If you've done well, you're given a field promefis
When you select Radio, you're asked to confirm your choice. If you
to continue, all your characters are evaluated at the same time and
apprised of any changes in rank. Because a Ranger once slept througs
promotion, the instructors now require that all characters be conscios
this procedure: consequently, any injured, unconscious Rangers willte
passed over. Promoted characters get a chance to modify attributes ai¥s B § 0ads or unjams a weapon. This command takes a ful
point (see “Getting Promoted” for more details). d, 50 it's a good idea to keep your weapon loaded at all times,
MBAT you'll have to reload in the first round of a firefight. (You can load
CcO

any time by selecting the Enc from the Main Menu, or by
: the weapon or appropriate ammo.) When a weapon jams, you

Oﬁen, when somebody or something comes into Your ra;g:; f
enter the Encounter mode. An encounter is frequently the pree

mo that was in the weapon at the time. Unjamming a weapon
: ‘ v The indow
Your party roster and a text window will appear. The text W

bat automatically reloads it.
e
a short description of the encounter; press <RETURN> Whe and et

¢ : e the party roster
reading it. (If you want to temporarily namo\-cnﬂjt Pdfl‘gar 0
to see where the encounter is located, press the spacebdt:

party roster and text window, press any key.)

Lets you ready a new weapon, which is useful when your gun
heat of the battle and you don't want to fix it. Or, once you
current battle situation, you may want to use a weapon that's

: agyou wish to return to a previous character's options. Once
# yy;:,;u}; }:ombat selections you're asked if you want to execute
B f;)se, Pregs N to abar_ngn your f:hoices and start the
Bt e éncress Y lf you're sahsﬁed. You' Il then see a rundown
; ounter in the text window. Use <CONTROL> K or

to
slow *Peed up text scrolling. Use <CONTROL>J or the down
text scrolling.

character T !

Run: This lets the entire party or a single the tan dj

. . e ant isba B ' ‘
from an encounter. Enter the direction that you b:uay. the is lockeng :‘:md move to different maps, there will be times
to move. If a single character successfully runs @ cepar In combat while another party is on an entirely

if there are four

ipute 10

_ Attributé =

Use: This lets a character use an ltem. Eabl_ll. ,f:lrl appea” :
task. Depending on which you choose, @ list v

. . . _ Clill., of
to enter a direction in which the Iltem, Skill

1 these | o

3 Dstances, the game asks if you want the other
"~ 91 encounter,

€ach

from the party. (This is impossible

e If you answer “yes.” you'll get one
is| ‘s _ :
o anded party. This is a slow and time consuming
Y run combats on multiple maps in emergencies.

=
)
o
—
®
o
3
B
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If you decline the invitation to have combat on multiple .
. 5 iewi ill execute their comt )

are curra,mlg \.-ilef-'u]ﬂg will exe ombat round before o a great deal of damage over a wide area, go with

the other parties. more impact per target area, which can be a lifesaver

hungrily by a pack of nuke pooches. Remember, ammo

heavens. Running your gun on full auto all the time may

in a hurry, but you're likely to run out of ammo just as the last

¢ for your throat.

Hand-to-Hand Combat

Because the Rangers are trained soldiers, they have an advany
citizens in hand-to-hand combat. In genelral, band—to—hand comba s
deadly as a firefight, but you can still easily die from a good thyek not
a dead-on punch. Hand-to hand combat can only take place at ad'&am‘ea
14 feet or less.

WEAPONS LIST
Missile Weapon Combat

Missile weapon combat is combat that takes place with weapong
of ranged fire. From guns to grenade_s. there are numerous Tnissile ar
your disposal. Area-effect weapons, like T[I\IT\ plastic explosives, and gre
are auto-loading, which means that each time you use one, you auto
get another until your supply runs out, so '_«,I'ou won't be unarmed lnthe
of a fight. Anti-tank weapons such as LAW rou_tketss m;l:‘st be re-equipped
firmg_hAutc'm'laﬂc weapons - assault rifles _arld s‘u_brrcia(? ine gun4ss- c;nmw
Single, Burst, or Autofire. All guns are clip fed an L?,me lsu.wa,mmﬁ
7.62mm calibers. Always carry the proper ammo uniess y

, weapons come in three range varieties: short. medium. and
that using a clip pistol to hit a target 80 feet away is not too
are to choose the appropriate weapon for the appropriate

s are some of the more common weapons and their

Weapons

issault Rifle: Created in the image of the legendary AK-47. the
the latest in the assault rifle line. It was created for the Comintern
nations of Europe and Africa, but saw large distribution

k the world before the war. It is chambered for 7.62mm ammo

a 30-bullet clip. This highly-respected weapon is fairly

Wasteland
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whip your enemies. .

Keep in mind that all missile comha?t is simultan?}gl:]s. ﬁg:g:ofmm
when you burn a clip of AK-97 ammo into an.osl;r.uf»;hgn 5
bikers: but your excitement may diminish som?uu 1{: e A
mutants are returning fire with equal fervor. You shoot,

]
GEIAT;? Assault Rifle: The M1989A1 is big brother to the |
. Wa§ rechambered to accept the same 7.62mm ammo
mﬁﬁigf rifles uses so troops could use captured Soviet ammo.
: € users greatly preferred the American ammo for its

tive Fire : bilities, the mjlitary ; 1tk B
Selec e e offedts. Single usesff: . shortae ;mhta‘ry tmplemented this change in anticipation of
Single, Burst, and Al.l’[‘(__) ire ‘kw;, " ! o, but not 50 gyeapa & i h'g s. With this arrangement, a soldier could kill an
per round, which is great if youre Iow © t consumes three bullets S supply at the same time.
: COnSuMes

to hit your target with the first shot. Blll‘i&_. R
and gilfes the shooter a slight advantagg in -}l]'ﬂ-lh _Z iy in
Autofire uses up all the bullets in the C]l[‘), \.ix.' 11_(. £4

of hitting a particular target and others in do{;e{ ;()d
if you really need to kill somebody, but not g

ating his ’
d kﬂiizfeh The M19 rifle is 4 single-shot weapon firing an 8-shot clip of
€ states, S;:ﬁiuarlliis?rsdof a Soviet invasion of the U.S. spread
el ‘;US ‘em.andc‘sd a weapon that could use Soviet
0 inuas}omlua]|518' if Americans were to be ale to use
1 never too place, but the M19 remains a

on. Th .
+Tho oo
T ugh it can't fire more than one bullet at a time. it

ahge than pistols

ximity- i
if you' re 9

last clip.
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INJURIES AND DEATH

t. If your characters get seriously injured, get them
kiss them goodbuye.

M17 Carbine: The M17 carbine is a lighter, short-ba

M19 rifle. Its 10-shot clip of 7.62mm ammo gives it al'frel

its big brother, but the barrel length makes it slightly Eessaa T fire
Ccura!!

. . nen
maximum range. rma

quickly or
LAW Rogket: Tlrle LAW .K.)Cket is a s:;ma!l. Armor-piercing gy : is lightly wounded, they've taken a few hits, but are still wide
contained in a disposable firing tube. It was first developed to d < .onal. A few points have been knocked off his constitution.
The mass of the top (made from depleted uranium) enab| functiona': ‘ _

es the ove become unconscious when their constitution dips below 1.

blast through the armor so the explosive shell can burst once m
) TR . . nsi 5 ; Mo - n -
knowledge or skill in anti-tank weaponry is useful when emp| nside, s, they are unable to move. Over time, an unconscious
Ploying ain consciousness and heal to full health. An alternative to

Medium Range Weapons o find a hospital and pay for a quick heal.

MAC 17 SMG: The Mac 17 is the sturdiest of the compact g : sunded characters are in a whole different class of medical
guns developed in the early 1990s. It shoots .45 caliber slugs fromads unconscious characters, they can do nothing. but unlike

shot clip and is known for its man-stopping capabilities. This small characters, they don't heal with time - they worsen. Without
is well-suited for close-up firefights. v , seriously-wounded characters deteriorate to critical, to mortal, to

o and then to dead. Another character with medical skills may be able
UZI 27 SMG: The Uzi comes from the highly-skilled gunsmiths of T the wounded character enough so that he can improve to the
Palestine. Its magazine holds 40 9mm bullets and is capable of burning sness category. If this happens, the character will recover with time
full clip in five seconds. This weapon was built specifically for fighting ' '
terrorists and has proven very effective on mutant bikers or religious
fanatics.
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that time waits for no one. Disbanding one character and
off across the desert to find a doctor will not freeze time for a
character. When that character finally returns with a doctor,

Short Range Weapons : be back in time to bury the body. (This is why your party should
somebody - preferably two - with medical skills.) Should the worst

. y . ; the i
1911A1 .45 Pistol: The 1911A1 was the standard sidearm of 4 U can bury a dead ch b _

: : aracter by using the Disband command.
previous two world wars. The .45 slug, held in an 8-shot chp,twas ; : 8 and comran
developed to stop Moro rebels in the Philippines. In its curren
no trouble slowing down desert raiders or the occasional r!‘ftli:a:]’:mcxﬂ TIME AND DISTANCE
Many Desert Rangers find this a perfect weapon to take wi
they first head into the wastelands.

VP91Z 9mm Pistol: As well liked as the .45 pisto
the VP91Z is a variation on the West German design, Tea larity @
clip. A reliable weapon, it's widely available due to its popY ;
survivalists. While the 9mm bullet is not as powerrul as ti? 3 M@
capacity of this weapon reduces the need to reload, making

extended firefights. .
= . ive devicss
Grenades: Grenades are small, hand-tossed exptoi-me o)
inflicting damage on an entire group of foes at oneé .
wide area of effect, so be sure your character hasag

::pssmw"ga;@and vary in Sc;ale, The large desert map contains the
| by Desert "'_‘ a.;ld hl(c:] » In turn, contain building maps or whole underground
turing 27 2 on, byt th] eouts. In (‘Tombat\ distances may seem a bit off for the

€se are tactical distances and are valid for combat only.

® of the |
i Smd]lffirence in scale of the maps, time passes differently on
the egssn eystroke on the computer will move you one space
and in a building, the amount of time that each move

Pass without moving, press <ESC>.
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SPECIAL PLACES

You begin your adventure in the desert along the Cali
border. The area you'll cover extends from the Ranger Ceahfo
to the Grand Canyon in the north. The towns of Quaity Qter in the
Vegas are three places you'll surely want to visit * "\eadiey

Wasteland™

¢ as formidable as it was before the holocaust. In addition
3 d the fierce heat, there are reports of radiation zones
8;;25}1 off of unwary travelers. Along with the irradiated

r biker gangs. rabid survivalists, crazed religious

nt animals make their home in the desert. Some say

. left-ove
ta
Little Old Quartz " ?;sert nowadays without an experienced guide is plain

Quartz is a Smalil town that suffered extensive damage from
attacks, yet managed to survive. Although located far fy. Mg :
targets, this tiny community was affected by e.arrllquake:r:n??olﬁgen% ' PARAGRAPHS
fallout. But in its feisty, small town way, Quartz quickly resumed o : _

About the only trouble Quartz has these days is with bandits. you're playing Wastelar;ad‘ you'll k})e referringhtotparagfraphs in

that as a Desert Ranger who enjoys the best o
'mw(::,wu}dn't randomly read these paragraphs in search of clues.
radiation, coupled with the blazing sun, can impair your good
ing you totally unable to resist. Fight your best fight here - try
paragraph until you're instructed to. You'll get a lot more out of
way. Once you successfully complete Wasteland, you can then
your best lounge chair under a shady cactus and read the rest of

Xenophobic Needles

Needles is bigger than Quartz. Aside from the flood that resulted
Hoover Dam was hit, life has not changed much in Needles. Needles is
enough to defend itself from roving bandits. However, it has become he
to couple of odd cults. The folks in Needles don't really like strangers
much, but they've welcomed Desert Rangers in the past and are always
to trade goods with them.

=3
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treep up to the window and, in the soft. muted lights, you see a tall
With long, blond hair. She sits before a mirror and brushes her hair,
and walks over to the sunken tub off to her left. She kneels and

silken robe drops to the floor. She turns the water on and steam
air,

Lovely Vegas

Vegas is the city of Las Vegas. No one is quite sure how the Sovet =
missiles managed to miss the city, but most folks figure it was becatmﬁz
“house” was betting against a missile landing - and no one wins ag&ifiiit
house. There was an international rumor about some Russian generals
markers being torn up after the attack, but that has vet to be col -

in fascination as she reaches down into the tub, whirls, and
2 in your direction. “Stop reading paragraphs you're not

psings® 4 {0 re . A - . . p
Undaunted by its brush with perdition. Vegas is still open forsg ; pif'r;re?p- She sighs deeply. .]\'Jext.tlme I'm going to
does very well for itself. The city is large enough to avoid con?;-l:mvas i € in a Bard's Tale game; this Wasteland duty is
elements of the desert rabble have even found gainful employ i

¥
enforcers or casino employees. Despite the relative success ofl;w
however, there are dark rumors about horrors descending from in e
take up residence in the city sewers. All may not be extremel
Jewel of the Desert.

¥oMe upon the rail-nomad’s camp. Ornery looking longhorn
aa:nong dusty tents, from which sullen faces peer. In the
al'n_shackle collection of railroad cars patched with wood.

pl@fl.e of corrugated aluminum sits on a rail siding. Two of

: Ofive at the front end and the caboose at the rear,

= Petter condition than the others. As you approach, a

S Over the camp and you grow uncomfortable under the

€ assembled nomads. Finally, one of the nomads steps

0o
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forward. “Welcome, Rangers. I am the Brakeman f thi

honored if you would visit with me in the cabooge befg S tra
In the meantime, please accept our hospitality_" The ];e] 3
strides back into the camp. Take

the whole town will probably be overrun by these damn
thi;t have started to appear, because he's the only one in
entific know-how to fight them. He's the one who thought
3 L ond they've destroyed more robots than anything else in

3) The Hobo nods to you, and then drains the bottle o S
“Twins born by the same hands,” he intones solemnly, «
Wake the sleeper to cure the sick.” » are e

e into his desk and brings out a drawing of a rather ordinary

; “This is Max,” he explains. “"He came to us about a year ago

4) “We have four clans here: the Chattancogas, the A : Waste]aﬂd to the east. He was the greatest hand-to-hand fighter
aks and he also seemed to know a lot about the science from

and the Hiders. You may acquire provisions for yoy ;

. . - I party 3 Sy .
car or amuse yourselves in the casino car. You may, of Cour;_mk o War. He didn't remem'her whgre he came fro[rl - at least, that's
yourselves of the services of our Hobo oracle. If you dare yoV told us. | quickly made him my right hand man.

4 + YOU cap {

reason with the Hiders, though trving to reason with them is gt &
told that you have already met our Brakeman.” At the Mention of gy
Brakeman, a brief scowl crosses the Engineer’s face, byt his smile
returns and he adds, “We feel safer with Rangers here, so stay as o
you like!”

_: to hear rumors of death machines coming out of the
| especially when the first of them reached the Vegas borders
seks ago, Max grew frantic. He began to talk crazy, about how all
y peril, and how only he could save us. He said he needed special
t, and that someone near Vegas should have it. I should have put
n him then, but instead, [ decided to send Ace out to look for
night Max disappeared. We've been looking for him ever since
success. Now I've lost my best man, and things are getting worse.
d stronger robotic death machines are appearing all the time. If
find Max soon, even a fortress like this may not be able to hold
the death machines. Go see Charmaine in the Mushroom
ell her | sent you and she may be able to help.”

5) You study the torn piece of paper in your hand. Originally w,m
ink, the text has turn into large fuzzy blotches of pink. Though mes§
unreadable, you make out the word MORTAL followed by HIDEOUE
TYRANNOSAURUS, but TYRANNOSAURUS has been scratched o
AZRAEL has been written under it.

6) The diary talks about the last days during which the satellite f2
operating. “Las Vegas is still intact. Needles wasn't damaged by bom:
some flooding occurred when the river level rose. Quartz S:uff
damage.” In hurried script, the last diary entry reads, “We're &
the satellite installation so we can join the farmer out at the Ag
We 've deactivated the alarms and electronic countermeasures
this place.”

Wasteland
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your head.” Yeah. We've tangled with some of these death
ore, and we gotta stop whoever's making them. Any clues?”

__ Otl?er' Power groups here in Vegas that we know of. Fat
mecsr;mlnal element. He'd like to take over my position.
happy rvants of the Mushroom Cloud - religious fanatics who

, ulls out unti| ; .
7) Once the introductions have been made, the Big 1_3055 P o b ; feligioive"? person in Vegas has been converted to their
cigars and passes them around. explaining that it 1;3 htlsbsigezf‘dﬂ” the ones 4 s.u heria may be others. Vegas is a big town. But
somewhere - / seryone is comforiatie Spect most. | need you to go fin at dc
somewhere further north. When everyone 1s ¢ ohind gou. hé You do it?" Y go find Max. What do

bodyguards have taken up unobtrusive positions
talk.

_Rﬂngers huddle for 3 few

: minutes. You decide that taking on
b e?uugf an adventure and decide to go for it. Besides.
ok Ifoused, You are sure that Max knows a lot more

* ¥ You want explanations, he’s the man you'll need

“You must be the Rangers sent to help.”

“What do you mean?” you cautiously ask. d
; he

on't think he s dead,

town

“One of my men is missing. We d _
valuable to kill. We think some other group i
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“All right,” you tell the Boss, "we'll find him f he’s fip, t yet finished chewing the leather to make soft moccasins
= 1 1 (1; "

meantime, you try to hold out here. L needs.

The Big Boss stands up, shakes your hands, ang Wishes : in shame. “Forgive me, beloved Red Hawk. but | am the

jves. How can you even think of me when you have so
he shows you the way out. wives.

more beautiful than me?”

8) Fat Freddy has long since forgotten the concept of Pe _

dirty black hair clings to his face like dead ebony vines, A prul ' “Yps, | have 30 wives, gacll more beautiful than the last.
beard barelu conceals deep red pock marks. Effluvium thatﬂm' them is insatiable. If I could find other men to help me take
nasal passa;ges raw seeps from every one of the fat man’ . , 1 would, but no one except for the bravest warriors of

. i 1. You, my newest wife, are the only comfort |
“I'am so glad to meet you. I've always admired the Rangersanﬁ could Eatlsfy therr y _ y T
you the only people | can trust with some secret informatign_" v life. .- |
man’s yellow eyes slip side to side in his obese face, “Faran t ends abruptly here, the last few pages of the book torn out by
to get $100,000,000 in diamonds to York Isle on the cast coag g e ader.
continent, and he needs someone like you to make the Journey, I Dkector a handsome slender man, waves you to chairs that face
succeeds, he will destroy the economy of the world and We will al b Beyond }1}5 desk you see a window into an alien landscape.
in his new empire.”

and you will save the world.’

window you see a red world with strangely-shaped plants. You §
Freddy produces a handkerchief and wipes the sweat from his brow, s slinking through the shadou{s and crawling across massive rock A
let yoﬁ keep the diamonds if you can stop his mad plan. Find him, s. You shudder. It just doesn't feel right. §-

gtor, Irwin John Finster, notices vour stare and smi

les like a snake
. ‘I see you've noticed my pet project. This is ho

9) The battered pewter ID bracelet on Dewey's wrist has had severl w the world will

legends engraved and scratched out, but one remains clgar. It reads ﬂmen are gone. It will once agém‘ return to the pristine paradise
and, judging from the lack of corrosion on the number, it was reces man rose up and destroyed it.

inscribed. aWay from the window and smiles at you. “By the very fact that
10) “Everyone is worried about Mayor Pedros L?th others ar;f 2 t,eLeknow that you have rfacoverec“l certain items‘ of a technical
too. Felicia Pedros, his wife, is our friend. We think she 1':; . o ‘:df?rompted you to }’IOIQT? this base’s security, I do not

the outlaw hideout. We hope you will try to rescue lj'}e”lr"-h I }ng}to fO_I’QWG it.” He sits, leans back and steeples his
what Ellen said when you go to the Stagecoach Inn.” 1hey Ol the delicate nature of our work here - all very hush-

ik Mad IX - I must ask leave "
S BT ck. ; SK you to leave.
11) “Yeah, some of the guys working in the base took si .

o dogs- he | . .
and Metal Maniac are still in the back rooms. sicker than ogsz ea':jefomard and S,COW[S' If you do not want to go, well, we
his cell and stretches. “Rangers - greal. } 57 ans to deal with even the likes of dreaded Desert
12) A man sits up in his cell and stretches. .~ the head.
known. I need you guys here like I need a hole in t

our he? * eachos . ) .

u for a second, then sighs. “Look. I guess | could usihiip SmilesUI‘)‘[and gives his head a bit of a twist. You hear
0 8 sec X E 3. LOC E _ .
zome capable fighters in Las Vegas to help me with a €ame down here to ne

a click and

t do th q gotiate a peace with the
tos €Y do? They rip me up and start usi » for share
Are you guys up for it? o ! Y Tp me up and start using me for spare
you ¢ n
£ I e written 1n @
13) The book you find is a slim volume writ i Beng. ., | |
Thg work is titled, “Love Slave in Santa Fe.” It rea ult, by VI have to get hdckn up to _Vegas and help prepare
] Il the first time the invader chieftain called MY nameé: € 8Ot & mission of great importance for you.
reca 12 nrst an > - 3 g

€re and, across the

-

bridge. you'll find a hidden base.
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It is a journey you must succeed at. There, yoy will

information that you can use to stop Cochise bef,, records all human history in one vast display of gaudy

Jqinning of the display you see the image of Charles
_in-arm with an ape in a wedding dress. Next to that
h Egyptian pharaoh in mummy wrappings and a gold
on the stage of a place called (according to the neon lights
o City Museum of Unnatural History. Proceeding alc-mq
od man brandishing silver six-shooters on the back of a -
qurus, hot on the trail of a mustachioed man wearing a

find |,
Te it's '
A secret passage slides open in the room'’s south wa i
blast-proof security door slides down in front of the L
short-circuits, preventing exit. “Go through the secr:tn :
here. One thing,” Max adds. "It is possible you'll pe, é’“%e
equipment from Project Darwin before you can coni3 l b
the sleeper base. Be careful, though, and rebuild ag r?»,ziit{l:
the

you can before you venture off to Darwin. [ don't Jik
S i e the thj
about it at all. 0 ﬁ“"@f‘g

16) The old man stands in the shadow of the satellite digh

“Rangers, thank the gods that you have come here.” He thand
finger at the red planet hanging over the horizon, “The Smnm :
Phobos come daily to steal our food. They carry it off to their
harsh. cruel woman who has no appreciation for artwork
no illumination or visual symbols in her edicts to her subjects. You 1:
the rocket ship and travel to that malevolent start. Trail the death
its lair and you will save the earth from this horrid invasion.”

by eight F-19 Stealth bombers. He has bags full of guns

4 bombs, which he is freely dropping down to King Arthur aﬁd
- ¢0 they can battle Genghis Khan and the Yellow Peril. Yet

5 man in a green and gold uniform (with the number 12.

don it and a G on the helmet) has just thrown a missi!é to a
bing in the white glow of an atomic mushroom cloud. Finally, at
1 of the wall, you see the ape in its tattered wedding dress :
and studying the fire-blackened helmet. h B

eddy is a genetic nightmare - a squamous mass of slimy flesh
and twitching before you like some animated blob of flesh-

He smells like a swamp. a foul, choking miasrﬁa of r(;;tin
flesh left to putrefy. His presence is overwhelming - perhg ]
e mutant ability to control men’s minds. While in his presen 13,5
sternly control an urge to salute or kneel. There is‘no douh(f”

leader of men.

_:_mglsltvglzgﬁslounds like bubbles of carbon dioxide burbling
_htoduciio ifficult ‘to understand him, but after the first few
: i N, you begin to get the hang of it. Fat Freddy is a

m e hiding on, and he has an offer to make.

where, th e TiL’t:?;:!()rltrols Vegas,” burbles Freddy, “but he isn't half th
before he B “;at;\:; Ha\{u! This should be my town, an(-'f ;t will betl'ie
N iil?;—lzgyou g-.:)t toFVegas. They tell me your are the
B ;parts. Well, then, it shouldn’t be too tough
- Kill Faran Brygo, and bring me the onyx ring he

17) We have three clans here: the Atchisons, the Topekas, and the
Fes. You may acquire provisions for your party at our trading care
yourselves in the casino car. You may. of course, avail yourselyes ofiie
services of our Hobo oracle. I am told that you have already met
Brakeman.” At the mention of the Brakeman a brief scowl crosses
Engineer's face, but his smile quickly returns and he adds,
with Rangers here, so stay as long as you like.”

for Max. Last | knew he

18) Faran must have sent you to look :
t down there. Its

for the sewers. He built a special key to ge
Key. Max made a few of them and told me tha
somewhere in the old golf course. Didn't tell me
him any good, either. The Newmen grabbed him
anything. If you return to me the Bloodstaff from the Mush
Needles. I can show you the way. Tell the bishop BUZ

19) The screen flashes to life with Capt. Phil Thomas's PE= g : 3 .
v ant, Thom® Sy in th you do that I'll gi = .
from test scores and other nonsense. you reac. Ca&z AH N thig town " I'll give you $25,000 and anything else
admiradie

thai you ﬁeed d fJ ] 3
2 among ew minutes to think things over, and go into a
ot (o hiourselves. You have a very strong feeling that
ar any negatives out of you.

performance in the village strafing runs was _
attack helicopter performed at the height of technical 3 geﬁ‘a
two small Mexican villages before having 10 return t0
AH-6503 is the ultimate weapon.”

20) The Premacorin Mural is a work of

you b8

art which

in a red uniform with white trim flies through the sky in

pue|aisep
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22) If you read any further, Wasteland Thought Police
door within three hours to conduct you to a cel| in Ne,
fingernails will be systematically removed. YOU have neg
read this paragraph anywhere, hence so dire a Punish

her neck. She said once, when she was little. a priest
f?:)n her after she got snakebit. | think the Bloodstaff is
means trouble. '

Master speaks and tells you how to find Base Cochise, home

23) “Things have been rather nasty in Quartz,” yoy are ‘Robots. He sniffs and takes a pull on a small bottle of Snake

larger desert bands, led by a guy called Ugly, hag taken an s :
i ah. civic affairs. Normally a town of our size coyld drive

«Out in the middle of nowhere, that's where it is. Way up in the
; : > things out there, but the robots are
i ' that hard when attack; thery e tried to scavenge C ,
.ause the bandits don't try all ttacking, byt We : b o “
Ei(-jgt'iih a vengeance. It's almost like they don't want to rﬂnﬁ?i we bhacked off.” He looks at you rather strangely. “If you want to
desert.”

into those mountains up there, fine, but don't expect any of our
; t more sense than you Rangers.”
“Whic . : ; with you. We go
24) The bartender smiles at you. Which one,” he asks, “Hotipges
Falstaff?” |
25) Charmaine takes the Bloodstaff and smiles. She beging to g
jou h;)ar the acolytes hidden in the shadows Lraehmd her bbegjn o b
i\f‘iﬁ,cor‘min“ as she marches back and forth. “Now we'll win the big
E o !‘p Faran Brygo get his diamonds to Yorktown back east, wef$
Jjou he ey ;
?leace some big bets there on the ngxt Wuric.!I Series. We have a
';rrr\mt:l pihtcher who's guaranteed to win for us. !%ha:r:aug! smiles and
-1 2 J i - ) 0 3
‘ au v You must travel back to Coo
ints back the way you came. s j
pot”txtj t;ue blessed Bat of the Sultan of Swat. Then you will be ready
get us S

trip with Faran.”

Guardians, as you have heard, are very friendly people who are
orc of the Rangers. They have planted fluorescent orange flags
outer edges of their mine fields. You've been told by a

that that only safe passage is to walk with feet straight and breath
the flags and the Citadel wall.

bartender smiles at your question. “Which cne, Cretian or

Wasteland
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They call me Crumb,” he purrs as he moves close to vou and
stroke your nametag. You jerk him viclently by the collars, and he
delight at your show of might. “See Faran Brygo! He's my
you throw him down onto a table and head for the door, he

password PHOENIX." Before you can get out the door, he
lips and blows a kiss your way.

; uneasy as staring down i
26) Ugly's smile makes you uneasy, as unu:;\.g,n?rshsétir;r;?b‘s ‘
his weapon. “It’s really very simple,” he laugh. disarm
11-27-57-04-30." o
27) You unsnap the ID bracelet from l_,ouuad :,3(1)1!“](1 ik 8
over the worn silver surface. The pnumber “99° 18

yells,

Was a science base a long time ago. Supposed to be hush-
8rew up in its shadow. so..."

an sits up i the cell and stre
er than the desert sun. a

face.

i ot by a short, but
28) As you board (e lf)CO?TlOti\ie koil!ifiJeTrI;;li a?yd wears 8 i red face. “‘Rangers. |
fellow. He is dressed in ganshiy ﬁrq{a(.f e T am e . “Rangers
and much patched engineer s cap. ©ree e R - ok
train.” The Engineer makes a swgepmqg gl),m. o -
whole camp. “I hope your stay with us w

. ] euppose you -

29) Going back to his worlf. Sam says, ! riﬂi rag and S

the Bloodstaff.” He wipes his hands fC)l:ki ?uofri;?d- people’

telling you the murders have lots O_f 0 = they've been .

anish. Then, when we find them dgé‘—”'l___‘ , drops fo @ i
‘:\Jet-u drop.” He squints at you and his voice . just

: , neck
i it had « in the
seen one of the bodies and it had a cut

tches his arms. He squints at you as if
nd then allows a small smile to grace

should have known. Listen, I've been

who know the right end of a gun from

hing crawling out of the desert, and

N our hands. Interested in heading back with me?”

Mill’s pPersonnel file flashes up onto the screen. Aside
t of test scores and other data, an occasional paragraph
- One that catches y

Nobe” e reads, in part, “Despite her
is ast year, Andrea’s been unable to finish work on the
 sure they are safe, and the chances of a clone

are not thought to be that great.”
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37) You appear on what seems to be the lower L
A booming voice echoes through the game grid.
path if you value your health.” Spectators fill the dark e

derisive jeers at you and wager against your success Jalle

38) “Everyone is worried about Mayor Pedros but o
too. Felicia Pedros, his wife. is our friend. We think g, o
the Temple of Blood in Needles. We hope you will try t
Remember what Matilda said when you go to the Wh; o
smile and leave laughing.

39) The guard looks you over closely and then tells you to

he disappears into the tent. You hear a brief muffled conuem .
guard returns with another man. The newcomer introduces s
headman of the Atchison clan. He understands that yoy have done
favor for his brother. He dismisses the guard and motions Uoucku:
explains that they keep no treasure here, but he will give you d;
secret cache. “Here, take this shovel,” he instructs you. “Stand g
south rail. west end. Take twelve paces to the south. Dig and you
rewarded.” The guard returns and the headman bids you good day

40) Maj. Harrison Edsel's personnel file flashes up onto the screen.
from a large amount of test scores and other data, an occasional

of interest slides by. _
m with Edsel has resolved itself. Once he learned that he wouk %

transferred to Base Cochise to program that computer with his
artificial intelligence routines. he stopped comp
rules restricting his creativity on this project.”

41) “I think Finster has something to do with
hereabouts.”

42) The Director. a slender, handsome man, stands as you entét
“Rangers, thank the heavens.” He follows your gaze as you
window behind his desk and study the
smiles. “As you can see, that lurid, red
approximation we have to the surface o
coming to our world here and stealing anima
breeding hunter-killer animals we can take the
a counter offensive against the extra-terrestrial ra
Rangers join our effort?”

Ifi ! ; ™
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< the open doorway of this car, you are almost overcome by
o fermented cactus fruit. As your eyes become actcusrmﬁed
: of the car you can make out a straw-covered floor littered
pottles of Dr. B. Bilious Balfour's Snake Squeezins. At 'th >
lolls a rotund bearded figure rocking back and fort[z{ac; if t}t.:
.o offered a difficult feat of balance. Finally, seen'ning; to “
u, the shadowy figure issues an invitation: “Welcome to n
e, gentiefolk. Step on in.” ny

alf of ak
Do ne 5

e has b%
pla 5
S fetid, musky scent of a dead animal oozed from the car in a

' Within, mummified by the overpowering heat you see th
of a flower-strewn old bum. This is the oracle i}‘1e rai]rc.)'cﬂ e‘
to, and he’s obviously long been dead. You notice a lar (191‘5
empty Snake Squeezins bottles. and you suspect rhai the ?:il
the author of many of the oracle’s pronouncements. ’

faded map on the wall shows the world well before the war. Y.
star that roughly corresponds to your current location On a-l()OU
diagonal you see another star. A third star, to the wést and .ntg
dies, forms a shallow triangle out of the three stars. Obvi -0%1
are hidden at these sites. wars. Qbviously

puejaISBA

w%: with utter .disbelief as the Snake Squeezins dis
e Hgbo smiles, his eves glaze over, and he
m?lo has lived longer than the Wastel
smiles drunkenly.

scan ove Y
pig-sty.” Pilfretsheflzrvge‘ messy room you think to yourself, “Early
ol dirt cover the long-lost floor. The earthen smell

* hangs heavy in the air. In the fz |
Square-shaped room . I the far corner of this indoor barnyard

appears down
burps, “Beware
and.” Your oracle’s eyes clear

One that catches your eye reads, in part, “Thegss

Jaining about the

the strange creatures

eﬂer s| fi A
$ personnel file ﬂan'l(’.S up onto the screen. side from

t of test
slides o ?E;J:'BS and other data, an occasional paragraph of
. 4 disciphnecardgfs your eye reads, in part, “I thought
: i
He S Not get a]EnO em but I grossly underestimated the
One in Prg; g with the other workers and considers the
the moye to N Ject Haskell the ultimate work. He even '
Y th eedles to finish Haskell a blessing. "
€ torn piece f ; e
fext has turned i Ol paper in your hand. Originally written i
: into large fuzzy bl TS ! en in
\ YOU make uzzy blotches of pink. Though
ATOS, but Tﬁ:;\tgawmﬁ MUERTE followed by
itten ynder it. TOS has been scratched out

alien landscape below:
landscape is the €
{ Mars. We have
ls and slaves: =

Martian stars
iders.

and




Wasteland

TWastelany™ o WWasteland”™

50) Carved into the weathered hardwood you seq “The . : jan atmosphere saps your strength. but you dash across
MORTAR. ape and dive at the Slavemaster. He raises a pseudo-pod
51) The game High/Low is played with two hiclas : ypon your head. A sucker tears into your flesh, but you

his writing purple lips into his needle-sharp teeth. The

back, but you give him no pause, no chance to recover.
hands around a rock and, as your tortured lungs labor to

of the oxygen-poor air to keep you conscious, you crush the

players toss a nuclear warhead into the air, and the on
explodes higher in the air wins. This game is usually pie !
low intelligence, hence the name High/Low. aved

52) Col. John Smith’s personnel file flashes up ontg ¢

he s ead
A larein - e - . s head.
a large dl"{‘lOUI‘li of test scores and other data. an OCCasiOnar;am _ ! ored rock asde and
interest slides by. One that catches your ee reads. in e een, gore-spatte (. rock aside anc ook at the other slaves.
confrontation with Finster concerning the shift of Darwin‘g: fﬂﬁa : }ougm“’l breathlessly, “Now we fight for our freedom and for our

s oy
: - .mjght expect from his surroundings, the demon-priest is an
53) “Finster forced all the sick ones out, to prevent the Spreaéhew;- rupt individual. A flowing blue robe covers his diseased body, and
it just leaves them to die without help.” ; k twists his face askew. He smiles and teeth blacker than ebon
: p half-light. Palsy-wracked hands grasp the Bloodstaff tightly an§
with it. “You will not have it,” he whispers harshly. “You
e my life!”

requested and got a transfer to the Base 2 operation, He
commander until the project’'s completion in 1995

54) The Brakeman tells you, “Take this visa card and give it to Head

Crusher in Quartz.” As the Brakeman passes you the card, the

catches the dove hologram and glints brightly. You slide it intcym&

pocket as he turns and leaves without another word. :_ietective reminds you of Humphrey Bogart. As you approach, he
with his thumbnail and lights a cigarette. An overflowing

s on his desk beside an open bottle of Scotch. His eyes are cold

as he watches you. You note the lump of a roscoe in a shoulder

puejaIsepy

55) After years of searching you ve finally found it. You unfold the
parchment paper and read, “When you reach the Martian Base, quicky
access lh\e Navigational Laser Center on the left of the entryway and B S it coat, He introduuces himsl o G e
GWCD. | - that he will not play the sap for you or anybody else. That

56) Closer now, you can hear the conversation of the men you asks what you want.

_ . S oo after each man voices his
you came in. There is a short silence after each man ! id ba _ _
They speak of varmints who are impossible to kill. The varmints até ftered, your party drags itself through the subterranean

. ium mij A .
stealing their food faster than ever before and they seem 0 ?@ s (o tl)r;e[i‘ \‘;:)UT lungs burn from the thin air, and you'd give
a major attack. The simple weapons of the farms are not enhe 2 2 OaC on earth. Then, suddenly, a vision of female
them. They have no idea what to do. One of them }{1‘“;19;::} appreé g
and the ace y tocky man they call M Slender, it ir cascading o n
and they all turn to face you. A stocky mar . tentﬂﬂl shi golden hair cascading down over her diaphanous

: erin : i
57) Head Crusher says, “Thank you. Go to the Atchison ¥ egsgl’egn. and gray, she smiles and your heart quickens.
erpioids are the Martians because they are not. They

LR S . "5 a centyry ago to turn our beloved w
'58) The Martian Commander slithers forward on hi$ izgrt.’ His 2 #t of your home. Please I beloved w
stomach. “So, Rangers, you have found our secret sta r on b8 S
hissed quietly and malevolently, crackles through the sP€ world-

ur orld into a staging are for
join with us and help repulse these

r and
L ue conquered you a secr, P .
“It matters not. Our robot warriors have conque a0t b et opening appears in the south wall of the tunnel.
now come and be our slaves...” : : lhomas' . )
t dims and i : S Personnel file flashes up onto the screen. Aside

You smell the sweet odor of flowers as your Si3 of test scores and ot
unconscious. " Mne that catches y

L

her data, an occasional paragraph
our eye reads, in part, “Thomas, a
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recent transfer from Project Darwin, has eXpressed o
Finster's experiments. He voiced some of the Same g :
prompted me to leave Darwin. | don’t know if he's ontg
some trap set up by Finster....

words in this book and I am proud. I dint no I cud rite so
4t | will rite again later.”

preaks off. From what you know of the Vegas situation.

be more than a week or two old, but Dave apparently didn't
64) Your Martian guide leads you ih'rough a twisting pathwm)
abandoned tunnels that finally leads 1|.‘|t0 a beautifully-s(zmm._
artistry, though alien, makes halrm‘omous symbols that i
feeling when you look at the buildings. The architectyre aley
you hear a pleasant symphony of echoes as your booteq feet e

the city streets. W

u do not recognize it at first, the object before you is
ds shivers up your spine. You study it, splitting up to

; s;lges at the same time. From the other side someone vells,

it

o - but the insides have been removed!”

Jooks you over briefly, and then disappears into the tent.
brief muffled conversation and the guard returns with another
newcomer introduces himself as the headman of the Atchison
understand that you have done a great favor for his brother. He
the guard and motions you closer. He explains that they keep no
but he will give you directions to a secret cache. “Here. take

* he instructs you. “Stand on the north rail, west end. Take four
the east and seven south. Dig and you shall be rewarded.” The
and the headman bids you good day.

Your guide, her golden hair riding unfelt breezes, leads y
door. You feel the power and you c.j:}uld swear the patter
cannot put your finger on any partlculgr‘ chi:mge
the time it hits you, the door speaks - it's alive!

OUto 3 Masg
ns Chﬁngg,
atany one time g
“Welcome, Earthmen,” it booms, “Speak the name of your beloyed
enter as friends.”

65) The binding threatens to splinter.apaﬁ' as you take the book in g
hands. The pages have warped into stiff vellow curves thr(:;gh contact
liquids. Some pages at the beginning have been torp Olzlg here the
begins, it is a crude scrawl, with some Qflthell_(]ene}rs in enobadmu
Deciphering it is no easy task. Luckily it is fairly short, so you perseie

go
&
s
&
w
©
-
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now, you can hear the conversation of the men vou saw when
2 in. There is a short silence after each man voices his thoughts.

ak of Martians who are impossible to kill. The Martians are

their food faster than ever before and they seem to be massing for
alfack. The simple weapons of the farmers are not enc

bugh to stop
2y have no idea what to do about it. One of them jumps as he
You and they a

I turn to face you. A stocky man they call Miguel

“The Secrits of Las Vegas.

is old e ; _and 'm gon
My name is Dave Dawkins. I found this old empty book,
down all my secrits in case | fegit them.

to be #L. . | |
I'ma gard for Fat Freddy. He is #2 Vegas and e WflgsBig Boss a-P inhuman monster. Just cuz he don't get sick he figures no one
is a big reward for anywun who can kill Faran Brygo, : ‘

staus hidden most of the time.

Andrea Mills's personnel file flash

sﬁdagol.:mt of test scores and other data, an occasional paragraph
Won the Ngb?ne that catches your eye reads, in part, “Despite her
Mermbers hae last year, Andriaa s relationships with the other ‘

: ol Ve not changed. She's still her affable self, and she's

m C ' th O‘igh thell‘ W(JI‘}( 8] E i 5 ’
f n the (]Oﬂe I)Odb. Ihey ve each

I joind the es up onto the screen. Aside
or if its becuz 1 join
My hare is starting to fall out. I wunner if its becuz 1]

: new
4 feelin to be with m¥
the Mushrum Cloud. It gives me a goud f(,e.hr‘; Iﬂ "3 letiers - NRG
the Temple. They tole me the secrit password. ==

~ . . n l 2 2-.
A lot of the Servants are bald. Maybe | will be g ii

. . fe ide but wa
Lately there has bin a lot of fitin. I try to had_Li- s il e
Deth Masheens are the wurst. Are guns dfm_ u:hy we gotta ¥ ;
Freddy sex we need better wepuns and thats

call me Crumb,” he says with

13

a nod of his head. After he

i e Be &8 With everybody, he tells you, “See Faran Brygo
{int say ' aid to tell him that W >y, he tells you, "¢ an Brygo.
guy. | dint say nc){i_1|11. Im afraid to te zs;ure to use the password KESTREL " As vou leave. he
kapchurd by the Siborgs. B
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72) You bow deeply out of respect for the Martiap E
graciously. He nods toward your guide and lookg " Mp
eyes. “1 thank you, Alandriana. Once again, my belpon
served me well.” Oved d

into a secret compartment and turns it. You hear
if some new doors were opening up. “The way is now clear
rmaine. “If you survive your encounter with the C

me up in 2 couple of months. [ might have anothe-r mission

He turns back to you. "I need your help to rid oyr W
We need to destroy their base on Phobos and can mﬁ;ﬁdof&*
o it i

you call a ‘plasma decoupler.” Your scientists developed it . eave
i

Blood Guardians flank a complex control panel, the likes of

therg telepathic transmissions [that instructed them in jtg co e f h
need to get it into the heart of the Serpioid base, th 'Struction t seen before in the Wasteland. O
: . then 'ye no’ aye th T 2 . One of the guards lo
problem is that none of us Martians can withstand the ?:;%'&tk .r him mutter “infidels” under his breath Beuonc?them &c()if(ss .
iation the - DEY M Yyou see

of painted floor that loolfs very much like a giant chessboard
't begin to guess at what it might be for, or what it's domé in ‘
of a temple.

jan Warlord hands you a Firelance and some Verchitin arrr
ou'd much prefer a Red Ryder Ranger Model Air Rifle with a .
the stock, but this is the best we can do.” He waves you toward
opter and says. “Wodpre rashi Karna das.” o

 “What?”

s purple. “It's an old Martian wish frc .
= T One we I
p your powder dry.’ arrior to another. It

Serpioids need to live.” His voice drops. "You, on th
U, e :
for a while in that radiation bath. Will you help us?” Dtherh‘md-!&?

73) “Faran must have sent you to look for Max. Last | knew he
for the sewers. He built a special key to get down there, lt’m@'
Key. Max made a couple of them and told me he was hiding one i
somewhere near the old golf course. Didn't tell me where, th
do him any good, either. The Newmen grabbed him before he coud &
anything. If your return to me the Bloodstaff from the Mushroom
Needles 1 can show you the way. Tell the bishop PASTEL.”

74) The Martian Warlord hands vou a Firelance and some Verchiti
“I realize this is not as good as having a Red Ryder Ranger Model
with a compass in the stock, but it’s the best we can do.” He leads
to the Ornijetcopter and you board the strange craft. “Good luck:
“Alwa nasci korliri das.”

You frown and ask him what that last bit means.

He smiles. “It's an old Martian warning. It means, ‘Keep your p¢

75) Head Crusher says, “Thank you. Go to the Atchison’s tent

entered a ] i
< B|uer§0gl L;!’.lter(, dozens of drills and saws are singing an
g ; nd white sparks jump from w
e s jump from welders and cutters,
e imb d ft:J bounce out their brief lives. A robot torso passes
i ?}25 its tx)gay across the room on one of the Cf_)untlmts.
€ Tobot repair area looks in need of repair, with the

Supports layin
e N
N oo ying exposed. In the far corner you notice a

JOh]"I i
Finst Proj H
er, he runs roject Darwin. He still thinks the world's

them LADYBUG."
I@ s | O
76) Charmaine takes the Bloodstaff from you and her face . Te, you know?
1 clez throat. “We've done our part,” you $a¥: N opter tak o
You clear your throa e've done our | i overrun ¥ B0S. Sudden, es off on an azure tongue of flame and shoots

hts Stoop on]y‘ out of the brown shadow of Deimos. three
Under theo impagfu-;lfra“ and fire their missiles. You crafter
d any Chancé o Ii b]c«?st I‘l[?S the cockpit away and shreds the
Dit, the Ohrijeic epair. Wlth _b]ack. choking smoke pouring
of craft hittin;jptfr S]JITa]S into the dense Phobosian junéle!
or all of v I‘i‘én;et Jars everyone aboard and. if not for
ftopens. 5y ould surely have perished. Suddenly the
ing there, dressed in a spotless while suit, is

need to find this character Max before all of Vegas
robots.” .
“Ah, ves, Max," she croons, “that strange flunky for
probably don’t know that he is a robot.”
The news hits you hard. “Things keep goin
mutter. “Outlaws. Blood Cultists, Killer Robots, BO
now Cyborg Robotnappers! What next?

Faran Bryg®

g from bad tO

pue|aISep
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sick ones out, to prevent the spread he said, but
. na co ™ o care e sick ones ou .
Irwin John Finster. “I suppose,” he says, ~ed all th

I owe You an . ., without help.” grumbles the bartender.
an gy, 1o die with p. g

83) The pit boss sends a stream of brown saljys from b .
teeth to the tip of your boots. He slowly sucks On the tg
between his cheek and gum as he continues tg eye yoy :
into his mouth, he scoots the chew around and ﬁnally b'r
“See Crumb, the manager,” he says with a long draw]. -

2 on a Phobosian tree. “At birth the Serpioids captured
s d ¢ to be a spy against my fellow humans. I rebelled, but |
mdirectly- " His hands shake. “You have to understand.

is my sister!

visible, you see a map tacked on the wall of the area before

Y i normous satellite tracks !
84) In the shadow of an e ° rackin a small star that roughly corresponds, as nearly as you can
see

o g dish .
man. Over 100 years old, he is still vigorous and brig %h

i ' armers dlthy v stand inside. Almost directly south you see a
¢ inc | ¢ es, The farmers re ; 1 il oL NOV . : .
rambles m(,ohererjﬂg ! pmaa ke IR move their halsas andsiiirectly west, at the map’s far edge. you see a third star.
approach and wait for him to speak. Frowning, deep in th they

at what appear to be the remains of a 15-foot tall carpot. He h‘
shaft of broken metal in one hand and mumbles something shoig
wabbits that he had beat away with his best rake,

Franklin Beams's personnel file flashes up onto the screen. Aside
amount of test scores and other data, an occasional paragraph

“ by. One that catches your eye reads, in part, "Dr. Beams's

of Edsel’s obsessive behavior concerning the computer and Al

as another nail in Edsel’s coffin. The faster | can get him out

ﬁ’!e petter. Let Cochise’s boss deal with a fully-aware computer.”

Miguel explains that you have come to ]'u_flp. The old man studjas
weapons, and tells you that he doesn't think your Peashooters wi gy,
good against your armored varmints. but that you're WelCOmetoi;y;_
succeed, he wants you to come back and see him, There is something

Crusher says, “Thank you. Go to the Atchison's tent and tell
would like to show vou.

P’

pue|eISEA)

Free to roam the veggie field, you head towards the carrot patch. fre
distance. you hear the old man warn you. “Watch out for Hany, the
Master!”

85) You know the Guardians to be strange colk,r,.tors of olcf items
xenophobic fools who would not hesitate to kill ssrangeﬁs ?Mmg.
seeing the whites of their eyes. You've learned thatl{he it?l% g
mark the closest an outsider may approach the walls W being
attacked. -
- : : miles.
86) “The Head Crusher likes visa cards.” The man s 7
) e 2 : . " He shakes his head.
peanut butter on them and eats them.  He she i« i
1 : ~resent cC
then most everything is weird out here - present ¢
course.”

2 diary talks about the last days during which the satellite facility was
“Las Vegas is still intact. Needles wasn't damage by bombs, but
Bding occurred when the river level rose. Quartz suffered some
« In hurried script, the last diary entry reads, “We're abandoning
€ installation so we can join the farmers out at the Ag Station
the world against the newest threat ... the invasion from Mars!”

speaker crackles. After a flourish of trumpets you hear: “You have
€ of an audience with His Brightness. the Supreme Commander
90m Forces, Western Sector. Unfortunately, our Great |eader
murggnt business. Aware that you will require aid in your holy
“ infide] Temple of Blood to steal the Blood Staff, he has
armory for your use. Take all you need. If you fail in your
M8y return here to commit ritual suicide.

have beor, rather nas

87) The room is empty except for a _w]nf:alé...sr.‘l_r 1s vl
There is an oval pattern on the floor that 1IL‘11.1.1"-.K[.]--18.U ol
waiting for you to examine them too closely _N)-[le‘:' the patter®
face. You hesitate, but then get on all fours to St

closely.

ty in Quartz,” you are told. “One of the

ﬁffaifss‘;?: by é.l quy t.‘al_f(_’d P_e‘ac'_'ir{.'.:s ha.s taken an intense interest
: even calls himself ‘Mayor ', Normally a town of our

°m off because the bandits don't try all that hard when

Is ti i i - |
‘Me they hit us with & vengeance. It's almost like they
M in the desert,”
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96) Three Card Monty is played with three ‘
: o € cards; ; i oxplains t “I g L

others are 10’s. The dealer shuffles the cards ang‘ OIne ; om BIShC;I;:Oanurde(;quL\l;' I sent out my second-in-

on the table. The player then has one guess to Places k into a series ers.” You notice the bishop

is $10. pick out the a ruby ring around his finger.

97) You leave the weeping Finster behind at the ¢y, ' phlet C?ﬂtams two TDS fQF the wise: “(1) Buy an AK-97
sympathize with him, and would have preferred tq E:h s;:e‘ & (2) If there s SOmeone HAnging around your neighborhood you
- ve him 1 him.
im shoot N

but you can understand his reluctance to face hig own flesh
e . .
Finster shouts. “We can't take any more time to skulk around.

his heart is in the right place. Onward you tre
go straight in. Don't worry, I know the password. It is

k to d
: est .
base, and try to redeem Finster’s soul. T the Som:

98) The Brakeman tells you, "Take this visa card

) . ol s 5 and give it tQ
Cle‘SheqT in Quartf. 1!\\s 1hel B]al\(_er"nim Im:«:ﬁ_:vs you the card, the Heag savage attack blasts away the enemy pillbox and you pour into
catches the skull and crossbone hologram and glints brightl YW of the Phobos defense. Finster blasts a control panel. “Perhaps
into your breast pockets as he turns and leaves without an:. O defense system down, the Emperor can aid us Pahiel. - erhaps,

ther Word

99) Faran Brygo's office is mF’d(-’-HL vet clean and pleasant, Two lift up Louie’s lifeless wrist to look at his gold ID bracelet

one tall, blond, and stern looking, the other shorter and stockier, § over to view the underbelly. you see “27" etched on fi ‘d lled
¥ 2t o 2! ne dulle

desk. Brygo. a dark, handsome man, smiles at you. “1 understand s
to speak with me, gentlemen?” i e
100) Maj. Peregrine Cite's personnel file flashes up onto the screen E Igf;z:?cljs t;i;it :mg a}u-'ay and Serpioid snipers open up :11:
i : mbus ts wi S —
from a large amount of test scores and other data, an occasional flames and you hear the ‘;cre’iml rz:;:gs WI_J[h_de’de}mU“ sheet after 2
scream erpioids as they reel away in

of interest slides by. One that catches your eye reads, in part,
accurately assessed the security problems with the storage area.
base is not meant to be an armed camp, his precautions are well no look out!” one of you screams, but it is in vain. A pit ope
should provide a surprise for unauthorized personnel operating in His feet, and he vanishes. ' - £ Pit opens

base.” | i

" ice fills the corridor. “Lez

| o . Leave now, earthmen. You ¢
101) Lt. Russell Heller's personnel file flashes up onto the scet § planet. At least save s o

from a large amount of test scores and other data, an occasi L ‘
ds. in part. | b P 1s covered with scribbled remarks that are virtually

of interest slides by. One that catches your eye rea A star over one build:
T Tt Hisi e i ' ) .

Heller would be a discipline problem, but he's not. His ]Oke;w gend “Bar - troyb o d”jg in the southeastern section of town

tension as we work to finish this base. Others worry about hﬁtng in e spot - scrawled over it. A skull decorates

th B .
: ;r:‘entral eastern portion of the town. The word
+ A\ arrow leading from the word draws attention to

agonally to the southwes i
< jest, thougl 2 W
takingly Written beside it. e the word

Edsel's new computer helping to finish Cochise all by itself, covers j

. T . o 1R on't sit

shrugs it off. ‘Who wants to work with someone who “i?nd : hﬂding di
r . - R | ;

cold beer after the work’s done anyway? Perhaps man :

chance against superior machines.”

L rice. T Quzzle .
102) The Serpioid ambush almost takes you b5 bllrl’?r;ﬁmelaﬂ@ &Yes glae OiSnake Squeezins the way an assault rifle gobbles
up from the underbrush. which you ignite with yout » evapl secret fo ‘er and his voice deepens. “Those who quard mé
tactical advantage spells doom for you. Their advantag Immortality, -

. « himself at
however. when Finster appears and launches hmsé&i o .
Finster's kick snaps the Serpioid's head back and IPto life
- g 1o B > he 5 arn '] ne ; weapons bur
stands. The battle begins and energy weal Murders>"

8et your h
OPes up. We have to deal with the Bloodstaff
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The robot clerk squints at you. “You mean vou're p,
murders? People are found dead, drained of blogg
mutant vampire or something from the desert.” Hé
“How do | know you're really Rangers? Just yoy ke
my town, hear?”

1o kil him.” He stares at vou with piggish eyes. “You are
| gerous to live.
ints out the window. “Dive for cover!” he screams. You look

; tile as @ kamikaze Serpioid in a fighter corkscrews down into
here you have taken cover!

ot here :
We

looks af
€D Your

112) The glowing torchlight flickers across a horrid scen

blood-spattered robes struggle against the ropes bindp, et_h
steel tables. The tables slope down at the head and 3 c?a -
lowest corner is used to collect the dark flow of blood drinme. | il
small wounds cut into each writhing victim. Pping fmm&

ender frowns. “Now much news since the plague forced
solate the base.”

, Card Monty is played with three WWII generals. One pretends
tqomery, while the other two are Bradley and Patton. A German
- tries to figure out which one will lead the invasion. If he guesses
, Fourth Reich gets to start with bases in Germany, France, and.

Priests rush from one table to another. gathering buckets the
farmer gathers the bucket of milk from his cows, They pour t::’“%
quantities of blood into a hole in the floor, but vou cannot t

’ ell where g,

dark fluid drains away to in this dim chamber of horrors, . peer at him over the top of your sunglasses. As you k fi
¢ S, COCK your fist

ol him on the error of his reticent ways, he blurts, “The password

{ODYNAMISM!”
’jbu see written here: “The launch code is MOTEKIM. "

113) “Where did you find that? Oh my god. you've found the thief
is he? Tell me. | must know!” - Wie

114) “Well, victims get red-faced and all delirious.” The bartender sale
his head. “It's really odd.”

°
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’fhe explosion rips the hangar apart, but a force shield projected from
ibelt holds off the ocean of fire washing through the ha-nqar.
" he yells, “get to the fighter over there. We've got no time to

115) Without Finster and his knowledge of the Phobosian Citadel yoss
only stumble around blindly. You slink through corridors and around

corners, easily avoiding the inattentive Serpioid sentries. Then you e
flash of white from a window and, for a half second, you see Finster
“Ministry of Genes

MC?zsmiles as you cut !?er bonds. She nearly falls as she makes her
Pt to stand up. “Don’t worry about me.” she says. “Ace is being

the cells.”

You blanch. The building he’s in bears the legend
Rehabilitation.”

‘ou slit Finsters ba!k

You un mes
ravel the essage from the leg of this massively
begins in an hour

Mab:;t:lizzglgizd ve tracked the bum to Needles. There’s lots of
- iy anld iln}gs here, so Fhe search is not easy. I know he's
. ot }ofpe. I can find him before someone else does.
y L is 1r{ o'rmahon _to fall into the wrong hands. Oh
about, so it looks like things actually can go from bad

The Hobe, £

; 0 finishes ‘ : e

'&‘9011‘ e '"t?)e bnake‘ Squeezins in record time and smiles

'S i ne man's dream is another’s nightmare, but a

everyone’s nightmare.”

MUst have sent y

:}ewers, He buil
t confuse it

116) Gunfire rips the Master Geneticist in half. strong pigeon
“We must hurry,” he urges. “The final invasion

S ins and GOR*
117) The Hobo quickly drains the bottle of Snake Squeezins aﬂd
Tnically, he says:

a trance. Then. uttering each word metrono:
threatens the City of Gold.”

. . e in the @
118) You see an empty room with a small square room

pifuif8*
the floor is an intricate diamond pattern. You remove | =
| begin t0

from you back pocket, get down on all fours, anc
the pattern of dots. i@
119) Fat Freddy turns the ring over in his thick l'léﬂds'_‘q
his face like scum over stagnant water. "l don't believe it.

ou to look for Max. Last | knew he was
.t a special key to get down there. It's called a
ith the four keys of the Citadel. Max made a
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» Yeah. We've tangled with some of these death
and whoever's making them has gotta be stopped. Got

tastelany™

couple of them and told me that he was hiding one g
golf course. Didn't tell me where, though. Didn'¢ do}?‘
The Newmen grabbed him before he could do anythj .
the Bloodstaff from the Mushroom Church in N ng. If

' Z eed| ower groups that we know of here in Vegas. Fat
way. Tell the bishop DIPSTICK. es | can other P

m’miﬂal element. He'd like to take over my position.
Servants of the Mushroom Cloud - religious fanatics who
« until everv person in Vegas has been converted to their
religion. There may be others. Vegas i’s a big town. But

. ones we most suspect. I need you to go find Finster. What do

you do it?”

130) You're drawn into a large room filled from floor ¢ :
countless computers. The flashing lights and videg Screeon% ;
to an eerie life. Through the glow of colors, yoy spot a Ss b'ﬁ"& :
in the far corner. maﬂsqm

131) Once the introductions have been made, the B; Boat S |
of grenades and passes them around, all the while eXplaining thgmg  Rangers hL.‘ddle f_OT a'lff‘f “I]_”““E“’- I""f”f“ ‘i“'-"‘ _'”"etl?-t_'l ]‘_)f-’_ks al?d
special blend, made somewhere further north. When eVeryone t re yc:u ve 1r1terce_?p}t’jti .).t.m.eef.l[ n,.ng[_.J (_1_]]([ }1.]? me_n_ it's obvious
ol andhe bt e e o % ot o e

ehi I °gi . Y 15 Dee U are sure :
behind you. he begins to talk. : & as101 f 6 than he has told Brygo, If you want explanations,
an you'll need to see.

“One of my men is missing. We don't think he's dead, becayse hz’§
valuable to kill. We think some other group in town has grabbed
we don't get him back, the whole town will probably be overnun by
damn death machines that have started to appear. He's the only one
town with the scientific know-how to fight them. For example, hes
who thought of the landmines, and they've destroyed more robots
anything else in town.”

tyou tell the Boss, “we'll find him if he’s findable. We may have
to do it. In the meantime. vou try to hold out here.”

pueaIsep
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pss stands up, shakes your hands, and wishes you all luck. Then
you the way out.

rumbles from the bartender’s throat. “The Martians forced all
out, to prevent the spread they said, but it just leaves them to

help.”

Brygo reaches into his desk and brings out a drawing of a rather :
looking man. “This is Finster,” he explains. “He came to us ab(:tt&
ago from the Wasteland to the east. He was the greatest hand

) bout the of you ctatinm ae e Fad e T sk ) .
fighter we'd ever seen and he also seemed to know a lot @ YOU mans a gun station as the fighter bursts from the flaming

-t 1s tight PSRRI SN
from before the War. He didn't remember where he came fmﬂ: : il g Ie“_O” triggers cil{d massive energy pulses coax sour,
o : .kl made him my right hand maf: 8 M the atmosphere. You blaze away at the swarm of enemy
that's what he told us. I quickly made him my ¢ B ¢ around _ y at th v
hines coming outof Nnd you. Your shots blast the Serpioid ships apart. but

“When we began to hear rumors of death mac

) ) - o hed the Vedas B
e cially when the first of them reached
west, and especially when the first of the qan to talk crazy

them looks too gre
'the fighter |

at for even you to defeat.

N ti~ He be urches to a stop as & >-green li athes it The
several weeks ago. Finster grew frantic. He be 1o sald fate and Fino > @ stop as a blue-green light bathes it. The
- 11l eave us. SIET SCree s “Tractc =T Thoir cAr .
all life was in peril, and how only he could save us e have it r screams, “Tractor beam. Their command
v Veqas S
special equipment. and that someone near \’]( ?m{ded to send a bril
L - = instead. 1dec riilj R . T
have put a guard on him lirhm_ bL? inste 1(1 4 We've bezr;lcll ant plan!” Finster exclaims. “You'l get a promotion for
look for help. One night Finster disappeared. #¥=
et mu best mar ;
ever since without success. Now ['ve lost mY .htth machinesaw VIR Your plan. he et he enair
getting worse. Newer and stronger robotic dea e toward the f| ¢ :-I'“l-“ the engine back and the tractor beam
= " -~ enpn. even a 2 Hloating Citade t is the Sernioid flaashir
all the time. If we don't find Finster soon, even Go see Close, Finst o T itadel that is the Serpioid flagship.
. b s ~hines. i ster punches the srhurners entichir
be able to hold out against the death ”mdnn;,e i ab ives in af (. ]f] lrltll_&.\. the afterburners and vour ship, a
< . . sh 2 flagship.
Mushroom Church. Tell her [ sent you and s gship

Exo}

b r

"

€
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aph can be reached from no place in the whole adventure.
u are, and we will get you for reading this paragraph.

en you expect it least. )

“Hope your force field holds, Irwin.” you laugh

He swallows hard. "My power level is too |ow

We’re o :
135) Finster huddles with the rest of you in the corrid B
not for your quick thinking and linking my power bt Ors of
on the ship. we would have died. Now we've crippled 1;'::

won!”

der leans forward. “Darwin was a science base a long time
to be hush-hush, but [ grew up in its shadow, so...”

the lifeless Hewey onto his back with the toe of your boot.
age through his pockets, you start removing his jewelry
arly hard time working the ID bracelet over his swof]en.
finally separate it from the dearly departed that pops the bracelet
.q over the bracelet, you read only the etching of “11".

“No,” you remind him. “It won't be over until yoyr sist
er is d%

136) The darkened cell reeks of decay. You take a step 1a '
something slick on the cell’s floor. You stoop and touahpi;nstﬁ:nw&i

burned. The empty cell is full of blood!
Hobo lowers the now empty bottle of Snake Squeezins and stares

 glassy eyes. “Destroy the wombs and destroy the threat.” He

They call me Crumb,” he says with a nod of his head. After he
handshakes with everybody, he tells you, “See Faran Brygo.
hoss. Be sure to use the password CLOVER.” As vyou leave, he
him | sent you!” ‘

137) The bartender sighs. "He was working in the ba g
{ * hase i
he's real sick.” o m‘,.
138) A squad of Serpioids fills the hallway. “"Come, Rangere* 4.t
o : ' gers,
invites. “Come and die. the lexp

139) High/Low is a game played with two dice. The player roll a de,
the dealer rolls a die. If the player rolled higher than the dealer, he s
The bet is $10 per roll. :
140) “He wandered in from the desert to study here. He talked with
but got sick before he got a job.”

o
g s
7 o
] @
& 2

t:li(:‘lg,fouf find that? Oh my god. he must be dead. The

it was stolen from here and I'll generously reward i ind i
: ard you if you find it

it back. Last [ knew he was going back to downtown Needles "

mouth dries instantly. Perched within a weightless bubble of

ister’s sister laughs derisively. “C . e ) .
r world is lost_"g erisively. “Come so far just to die. Poor little

141) Snake Squeezins drip off the Hobo's chin as he drains the botie
eves grow distant and his voice drops an octave. “To the mothe:d;&
speaks in riddles comes a child of promise. Aid her and aid justice
our African Throwing Knives from the
“I'm going to skin oné of

i:el[}llslnhaleij Snake Squeezms dull the Hobo's eyes and deepen
you, “A body is only a box to keep your mind in."

byalo
needle ﬁﬂesf;%ihfot, you scream at her. You flick the charging level
B of o ound earlier. “Eat hot slivers of death, witch.” The
assault swallows any comment she tries to offer.

¥0u gentl

i g i];l:;iénb through the brittle pages of the little black book.

m, At th; gntt:: Dhor;e numbers, some of which have four
launc otto _ ‘

h code is ATOP\:[T?"O the last page you notice some unusual
ﬂmerem :

e, oniously ri ‘ _
your Chgstnp the. brgc.elet from Dewey’s limp wrist.

onit several times to remove the blood, you see

142) You stoop and recover y
Serpioid bodies. You grin at Finster.
someday, and make me a pair of boots.”

: . e owey's limp WS
143) You unceremoniously rip the bracelet from | Iew\? sb}i ¥
Rubbing it against your chest several times 1o remove the

“13" engraved on it.

5
144) You can hardly believe your eyes. Here. in the n'.nddkae:ri_f‘e
Citadel's fourth level, you stand before the object of fivebgi
remove your gloves and gently run your hand over her : :
temptation to throw yourself entirely against her. blo‘f"lp'
steps back. Unable to resist it any longer, you blurt triumP
crew, “The Titanic! What a find!”

©
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_ OMMAND SUMMARY

156) The Snake Squeezins vanish into the Hg
evaporates in the desert. The Hobo smiles quiz
look. and he burps. “Trust the one born bere

bo fast !_
Zi(lal}y‘ his
ath the gy
157) Finster and his sister stand over your deaqd bodi
have realized,” she says, “those were my wea s,
when used against me is easy.”

PONS. Hayin ; _ lay and updates ¢ to the disk
item, it won't be resurrected just because
Finster smiles. “They were more foolish than that

. : Lucrej
trusted me.” The twins’ laughter echoes in youyr dy elia.

) Ing €ars fm
158) “Where'd you get that ring?” the detective demands

: place in many locations. As you explore, you'll often be
Holiness is looking for that thing.” 1 think

Location (Y/N)?" If you answer “ves” the game will save
t location, your party’s status, and become your new saved
Jf you switch to another location to view a disbanded party,
all parties are saved. You should Save the game before ending
of play. Then when you go to play again you can pick up where
owever, if your computer has somehow shut down before you
computer will search for the last place it saved. This way,

to lose any important recent acquisitions. What can you do if a
9 DO NOT ENTER A NEW LOCATION OR SAVE THE GAME!
gomputer and reboot, and your character will live again, but

ing they acquired since you last saved. If all the characters die in
general carnage and mayhem, your computer will state the

t life in Wasteland is over.” Don't get depressed. Just reboot and
return your characters to either the last time you saved or the
game map changed. (This assumes, of course, that there's

159) She beckons you to come closer, the shining three-inch

her index finger mesmerizing you closer and closer. Pushing ﬂlered '
from your ear, she whispers. “Ugly's bomb disarm code i 31-172*
99.” :

160) Snake Squeezins lubricate the Hobo's throat and loosen hign
travel places unknown to the sane. “Man before wife, save a life

pUB|SISBAA

161) You study the torn piece of paper in your hand. Originally s
red ink, the text has turned into large fuzzy blotches of pink. Though
mostly unreadable, you make out the word MUERTE followed by
HIDEOQUT: THANATOS, but THANATOS has been scratched out
MORS has been written under it.

162) The coppery-skinned youth smiles. “I come from the Junkyard!
My father is the Junkmaster and he'd be very grateful if you would s
me to my home.” He looks down at his feet. “1 understand,
do not want to take me home. You are the mighty Desert Rafe®
have destroved the Guardians of the Old Order, so you don't
help. Still, my father knows where your enemy lairs.

*Maps vary in scale. The desert map contains the city maps
fontain maps of buildings and underground locations. In combat,

mf M a bit off for the map you're n, but these are tactical
OF combat only,

&mps differ in scale, time passes differently on them. A single
%ﬂeeac YOu one space both in the desert and in a building, but the
_ChmO'v'e takes is different. Time passes more quickly during
b S(est}: (gjame takes into account for healing and
p C}ltar: t remember that time passes for both the main
. cters. If you send a disbanded character off to find a
Mrade, that comrade will keep on bleeding.
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If you want time to pass without moving yoyy pat
the mouse icon directly on your party and press thé o
time to pass more quickly, hold down the <ESC-, key
button depressed.

TWasteland”

mma“ds
bat, you can use the following commands by pressing

~Omm! e .
cocommand or clicking on it with your mouse.

Reviewing Messages

Wasteland involves a great deal of text. This text includ
of your surroundings, descriptions of non-player Chafacterses| des
references to the Wasteland paragraph section included in {h;ues'
wish to refer back to or review a previous message, press thpjspm o
keep it depressed until the desired message appears. Tq return : Uph’“x
recent message, press the Pg Down key and keep it de 10 the oy
message reappears.

Pressed ypg that

Selecting Options

Whenever you need to select an option, press the first letter in that
(unEquip is the exception: in this case, press E} or click on it with your

Whenever you need to select an item, skill, or attribute from a list, press
number or click on it with your mouse. To scroll through a list, use theup
down arrows, the left or right arrow, the I key to scroll up or the K keyfs
scroll down, or use the mouse to click on the next option or click on the &
down arrows on the right side of the option window. '

Movement Commands

There are three ways to move your party: Use the cursor keys,the.?ﬂm
or type | to move up, J to move left, K to move down, or L to move right
When you use a mouse, a directional arrow will appear on the screen .
forward, left, right, or backward. Move the mouse in the direction you 882
go until the directional arrow points in that direction. Then hold da“"’“
mouse button to move in that direction. The Spacebar toggles the 83
party roster on and off.

Ranger Center :
) s o when ¥ =
The following options appear at the bottom of the screen

Ranger Center.

Create Creates a character
Delete Deletes a character
Play Begins play outside Ranger Center

©

Reorde, items
Menus are dis

Serolls througt

" or att ri bute

eiilate an encounter. This calls up combat commands,

use to initiate combat or use the Hire command to

can '
r character into your party.

hire a non-plave
Establish a new party marching Order.

Disband the party into two or maore groups. This command

also be used to permanently dismiss a Non-Player Character
from your party.
Alternate the View between two or more groups.

Save the game. When vou use the Save command, the
computer will ask “Save Game (Y/N)?" If you answer “yes”

computer will save the game at that point and ask “Quit

fY/N)?" If you answer “yes” the computer will return you to
the DOS screen, and if you answer “no” the L'.'{'JIT']])l.i[i:.’T' will
continue the game. If you answer “no” to “Save Game
{Y/N)?", the computer will still ask “Quit Game (Y/N)?" If you
answer ‘no” the computer will continue the game. If you
answer “yes” the computer will return you to the DOS screen.,
am_i the next time you reboot the gam{;_ it will start at the last
Point you saved.

Radio Rancor (s . .
0 Ranger Center to see if any party members have

Promotion,

Prints S .
party information when the roster is displayed.

Call o :
P the Use command for a specific character.

and skills for a selected character when those

played.

1 the messages at the bottom of the screen.

puelaisepy
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Combat Commands { screen

what items the character has. Enter an item number
ons will appear:

Note: Some weapons have a limited range in comb
weapons, such as knives, axes, fists. etc., are ineffo at\t si
more el 1.4 ﬁet away. {\tid(.k;l]_q (_Jifpf_)ﬂ(?ﬂt&i mMore thap 14
requires projectile weapons, such as throwing kn; - |
j g Knives, it ~ad weapon. (Only appears if you choose an ammo clip
3

When you engage in battle, choose from the foilowing
opti

the command'’s first letter or clicking on the command g, by the currently Equipped weapon.)
Vour

Unjam weapon. (Only appears if your currently equipped
weapon is jammed.)

. Drop an item.

: Trade an item.

- Equip or unequip an item.

g Reorder items.

Cancels commands.

Run Move party or individual charactey one s
Use Use a skill, item, or attribute. e
Hire Hire a Non-Player Character to join youyr party,
Evade Evade an enemy.

Attack Attack an enemy.

Weapon Change Weapons

Load/Unjam 1oad and/or Unjam a weapon. Y/N, press Y or <enter> to accept the option.

to go to the next screen.)
third screen

shows the character’s skills.

Reorder skills

Cancel commands.

puelsIsep

go
=
o
2
7}
©
=

<SPACEBAR> Show map of immediate area during combat.

<CONTROL> A Show list of enemy groups and their distance from the
This will only work with player characters, not hired
only when your foes are within range of your weapons.

<ESC> Cancels commands.

To speed the combat scrolling rate. press the up arrow key on the
keyboard or click on the “fast” command on the screen with themd; inctions
make it slow, press the down arrow key on the keyboard or click on
“slow” command on the screen with the mouse.

HONs condense the s

everal key strokes needed to agiv i
e v 0 give certain

i ‘ create a macro function, press <control>
: m:métsgloka:S. F1 to F10, silr_lultaneous]y. A message,

el 0‘1110 corres.pondmg to the number of the

, r€leasegt.hw1 appear in the upper left corner of the
i e cfcontrob and the function key again; the
e Createderpo tf\l‘e screen will vanish and the macro
S ressing the appropriate function key

Ire command or series of commands. (Example: If

Viewing Characters
The Options ym

Enter a character's number to view their statistics.
use in this mode are:

the

From the first screen ot 19
y the Chardc

Pool Pool all the party’s cash and give it 1€ Ma mtlJre Quickly, press <control> and F1 and then release
i ﬁmesagﬁﬁar}i in the upper left corner of the screen. Now
Div Cash Divide cash evenly among party Press ijl ti;:n _ilalres;s <conflro]> S
‘ L, > Will pass as if you had pressed <ESC=
<ESC> Cancels commands g, Unctio ’ ing and holdh g
. _ N can be erased by pressing and holding down

J
€ appropriate function key twice.

(Press <enter> to go to the next screen.)

)
2
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