B ceENERAL INSTRUCTIONS R

FONLINE: 2238

ISSUED BY VAULT-TEC DOCUMENTATION
DEPARTMENT, FEBRUARY, 2077

SPECULATIONS FOR THE FUTURE

ADDITIONAL NOTES INCLUDED

NOTICE —This document contains information affecti ng the
national defense of the United States within the me  aning of
the New Amended Espionage Act, 50 US.C., 31 and 32 . Its
transmission or the revelation of its contents in a ny manner
to an unauthorized person is prohibited by the law.

B ceENERAL INSTRUCTIONS R



Section I. Welcome to FOnline: 2238

Page
GENERAL 1-1
IMPORTANT NOTES 1-2

Page
Installation Instructions ... 2-1
SimTek Operations . . 2-1

Section Ill. Instrumentation (Interface)

Page
General 3-1
Main Menu 3-1
Game View 3-2
Interface Bar 3-2
Inventory Bar vs. Cursors 3-3
Cursors 3-3
Action Icons 3-3
Inventory 3-5

Section IV. Conflict Resolution (Combat)

Page
General 4-1
Starting Combat
Actions in Combat
Chance to Hit
Ranged Weapons
Hand to Hand Combat _

Section V. Professions-Production-Crafting (PPC)

Page
General 5-1
Production 5-1
Professions 5-2
Profession Table 5-3

Section VI. Factions (How-to)

Page
General 6-1
Headquarter & Hideout . . . 6-1

Page
2238 1-2
Page
Skilldex
Character Screen ...
RobCo PIPBoy & FIXBoy 3-12
Automap 3-14
World Map 3-14
Terrain 3-18
Dialogue 3-18
Barter & Trading ... 3-19
Page
Damage 4-5
Armor 4-7
Ending Combat . 4-8
Experience 4-8
Mercenaries 4-10
Page
Production Table
Crafting 5-5
Crafting Tables . 5-6
Page
Town Control 6-3
Faction Terminal 6-2

Section VII. The Life After (What else you can do)

Page
General 7-1
Brahmintrading . 7-1
Slavery 7-2

Section VIII. Appendices

(1) Hints & Tips
(2) Credits
(3) Technical Support ... .
(4) Cooking for Survivors
(5) Quick Keys

Bounty HUNting ...
Renting Domiciles
Your Bank Account




Section |. Welcome to FOnline: 2238

"4 $ %
$ &$ ( !
!
" #$ %
&
&
&
(
) (
* o+
+ )
!
/01 2
& *
& :
1 2,
3 &
4
&
5
* 2

*

6 2 %%78 1



6 2%%78

3
(
9 #> % +
# I $ %
(
)
+ , !
) -
H /0" 1 + ,
3
% %
, 3 8
+ &'
+l
? " @A+
!
, ?+ B
?5 @A
3 9 9
A
7+ Al B
?+ A&?3 A& ?D
. @A *
E & %

*

6
<
!
&
(
*
2,
19% % %+%4%1
3&! 5 "67

"B "
.+ .5 CA &
( 29
?5 A
CA&?*
?" @A ?+ B

CA & ? +

%



@ / @A "

?+ .4).A+
5B
1 >
" ? @A 1
@A
B
&
1
1
+
?+ @ @D B @A
HH
+
3
9
6
+



Section Il. How to step into the wastes (Tutorial)
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Section Ill. Instrumentation (Interface)
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Activating the target cursor.




EXAMINE

If you want more detail about an object or person, use this action. You will get a longer description
of the item or person, often with important information (like how much ammo is left in a gun, or
how wounded a person appears to be). You can examine virtually anything in the game.

TALK

Talking will attempt to start a dialogue with a living, breathing person (or a high-tech computer).
You cannot talk to the dead, or the unconscious.

This action only works on people, and some computers.

USE ITEM/GET
Performing this action will attempt to pick up an inventory item (like a rock), or use a scenery item
(like a door). You can get inventory items, loot bodies, and use scenery objects.

DROP ITEM
If you no longer want to carry an item around or your inventory is getting a little crowded, then use
this action. It will drop the item at your feet. This only works on inventory items in your inventory.

USE INVENTORY ITEM ON
If you want to use a object on something, use this action.
This action will work on people and on scenery objects.

UNLOAD AMMO
If you want to remove ammo from a gun, then use this action. It will work in the inventory or loot
screens. Only works on weapons that contain ammo, and only in the inventory and loot screens.

USE SKILL ON
When you use this action on a object, the skilldex will be displayed and you can choose what skill
you want to perform on this item. You can use this icon on any object that a skill can be used on.

ROTATE CHARACTER
Use this action to rotate your character clockwise. Every click will rotate you one hex-facing. There
is no Action Point cost to use this action. This action only works on yourself.

MOVE ITEM UP
Use this action on a item in your inventory and it will be moved to the top of your items list.
This action only works in the inventory.

MOVE ITEM DOWN
Like the Move Item Up action, this can be used on a item in your inventory to move it to the bottom
of your items list. This action only works in the inventory.

FOLLOW
If you want to travel in a group, use this action to mark the leader of your group. When you are the
leader, others need to mark you. You can use this action on every living object.

BARTER

You want to trade with other players? Then this option comes handy for you: Face the other player
and choose the Barter action. The barter interface will pop up and you can offer or buy.

This action only works on other human players.

BARTER HIDDEN

The Barter Hidden Action works like the normal Trade action, with the difference, that your barter
inventory will be invisible for your trading partner. Also you cannot see the inventory of your trading
partner. This action only works on other human players.

PICK UP ITEM

If you see items on the ground and want to pick them up, place your character over the items and
use this action. Your character will now pick it up. This works only while standing over items on the
ground.

CANCEL
If you don’t want to perform any of the above actions on the target, select the cancel action, and it
will be as if nothing happened. Always available, from everywhere on everything.
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How to create your character
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Finishing your Character
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Traveling by car
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Section IV. Conflict Resolution (Combat)
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XP REQUIRED
0

LEVEL
1
2 1,000
3 3,000
4 6,000
5 10,000
6 15,000
7 21,000
8 28,000
9 36,000
10 45,000
11 55,000
12 66,000
13 78,000
14 91,000
15 105,000
16 120,000
17 136,000
18 153,000
19 171,000
20 190,000
21 210,000
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Section V. Professions-Production-Crafting
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Profession Factions supporting [level] NPC/Location
[max level] This profession [max level] Prerequisites To get it [faction]

Armorer [3]

All [2]

[1] Repair 60% + ST >3

Baltas, Modoc [All]

BoS, Enclave [3]

[2] Repair 120% + ST >5

Rondo, NCR [All]

[3] Repair 180% + ST >6

Bronco, SF Bunker [BoS]

Gunsmith (Small
Guns) [3]

All [2]

[1] Repair 60% + Science
50% + Small Guns 70% +
ST >3 +AG >4

Skeeter, Gecko [All]

NCR, Raiders [3]

[2] Repair 90% + Science
70% + Small Guns 110%
+ ST >4 + AG >5

Eldridge, New Reno [All]

[3] Repairl20% + Science
90% + Small Guns 150%
+ ST >4 + AG >6

Miller, Raiders [Raiders]

Gunsmith (Big
Guns) [3]

All [2]

[1] Repair 60% + Science
50% + Big Guns 55% +
ST >4 + AG >4

Jester, Broken Hills [All]

NCR [3]

[2] Repair 90% + Science
70% + Big Guns 95% +
ST>5+AG >5

Eldridge, New Reno [All]

[2] Repair 120% + Science
90% + Big Guns 135% +
ST >6 + AG >6

Jacob, Hub [All]

Energy Expert [3]

Al [1]

[1] Science 60% + Energy
Weapons 80% + IN >6

Hank, Gecko [All]

BoS, Enclave [3]

[2] Science 90% + Energy
Weapons 110% + IN >7

Brian, Broken Hills [All]

[3] Science 120% +
Energy Weapons 140% +
IN >8

Elmer, LA Gunnrunners
[AIN

Demolition Expert

2]

Al 2]

[1] Traps 80% + Science
60% + IN >5 + PE >6

Zaius, Broken Hills [All]

[2] Traps 140% + Science
120% + IN >6 + PE >8

Dan McGrew, Redding
[AIl

Doctor [3]

Al [2]/ VC [3]

[1] First Aid 80% + Doctor
50% + IN >6

Dr. Henry, NCR [All]

[2] First Aid 115% + Doctor
80% + IN >7

Dr. Jubilee, NCR [All]

[3] First Aid 150% +
Doctor 110% + IN >8

Dr. Fung, SF [All]




Resource Facility Method Resource / Skill / Item  Timeou t
Brahmin Hide Take off the dead Pick up -/-1- -
brahmin
Meat Take off the dead Pick up -/-1- -
brahmin
Metal Parts Workbench Use workbench Ore x2 / Science 40% / - -
Iron Ore Rockpile in old mines, |Use any hammer on | -/ Science 40% / Sledge 1h
caves rockpile Hammer or Super Sledge
Minerals Rockpile in old mines, |Use any hammer on | -/ Science 40% / Sledge 1h
caves rockpile Hammer or Super Sledge
Fiber Plants in some towns, |[Use any knife on - / Outdoorsman 40% / Any 1h
encounters plant knife
Firewood Trees in some towns, Use hatchet on - / Outdoorsman 20% / 1h
encounters trees Hatchet
Flint In towns, encounters Pick up -/ Science 30% / - -
Gunpowder Workbench Use workbench Minerals x1 / Science 80% / -
Alloys Workbench Use workbench Minerals x1 / Science 60% / -
Rot Gut Stills in towns Use item on still Firewood x1, Fruit x2 / 1h
Science 40% / -
Fruit Plants in some towns, |Pick up -/ Outdoorsman 40% / - 1h
encounters
Junk Barrel with trash in Use Barrel -/ - I Repair 40% 1h
towns
Junk, Electronic Barrel with trash in Use Barrel -/ - I Repair 80% 1h
Parts towns
Broc Flower In towns, encounters Pick up -/ -/ First Aid 60% or 1h
S*Doctor 40%
Xander Root In towns, encounters Pick up -/ -/ First Aid 60% or 1h
S*Doctor 40%
Gecko Pelt Take off the dead Pick up -/-1- -
gecko
Golden gecko Pelt | Take off the dead Pick up -/-1- -
golden gecko
Uranium Ore Broken Hills Mine Buy from Zaius -/-1- -
Refined Uranium | Broken Hills Refinery | Talk to refinery -/-1- -

Ore

supervisor
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$ 0+ 2

ltem Stat / Skill / Profession Facility
[min level]
Leather Jacket Repair 60% or Armorer Fixboy
Combat Leather Jacket Armorer [1] Fixboy
Leather Armor Repair 90% or Armorer Fixboy
Leather Armor Mark Il Armorer [1] Fixboy
Metal Armor Armorer [2] Workbench
Metal Armor Mark Il Repair 150% and Armorer [2] Workbench
Tesla Armor Armorer [3] Workbench
Combat Armor Mark Il Armorer [3] Workbench
Brotherhood Armor Armorer [3] Workbench
$0+2 .
ltem Stat / Skill / Profession Facility
[min level]
10mm Pistol Repair 50% + Science 25% + Workbench
Small Guns 50%
Desert Eagle (Exp. Mag.) Gunsmith Small Guns [1] Workbench
.44 Magnum (Speed Load) Gunsmith Small Guns [2] Workbench
.223 Pistol Gunsmith Small Guns [3] Workbench
Shotgun Repair 50% + Science 25% + Workbench
Small Guns 80%
Sawed-Off Shotgun Gunsmith Small Guns [1] Workbench
Assault Rifle(Exp. Mag.) Gunsmith Small Guns [2] Workbench
Hunting Rifle Gunsmith Small Guns [1] Workbench
Scoped Hunting Rifle Gunsmith Small Guns [2] Workbench

FN FAL (Night Sight)

Gunsmith Small Guns [3]

Sierra Army Depot

FN FAL HPFA Gunsmith Small Guns [3] Sierra Army Depot
$ 0+ 2 0.!
ltem Stat / Skill / Profession Facility
[min level]
Flamer Repair 45% + Big guns 50% Workbench
Improved Flamer Gunsmith Big [3] Workbench
Avenger Minigun Gunsmith Big [2] Workbench




$0+ 2 0&.'!

ltem Stat / Skill / Profession Facility
[min level]

Laser Pistol Repair 40% + Science 45% + Workbench
Energy Weapons 50%

Magneto-Laser Pistol Repair 50% + Science 60% + Workbench
Energy Weapons 80%

Plasma Pistol (Ext. Cap) Energy Expert [1] Workbench

Laser Rifle (Ext. Cap) Energy Expert [2] Workbench

Turbo Plasma Rifle Energy Expert [3] Workbench

$0+ 2 * . |
Item Stat / Skill / Profession Facility
[min level]

Mega Power Fist Energy Expert [2] Workbench

Knife Strength 4 Fixboy

Throwing Knife Strength 5 + Throwing 40% Fixboy

Sharpened Pole Strength 4 Fixboy

Spear Strength 5 + Melee Weapons 40% | Fixboy

Sharpened Spear Strength 5 + Melee Weapons 50% | Fixboy

Super Cattle Prod Strength 5 + Science 50% + Melee | Workbench
Weapons 50%

Brass Knuckles Unarmed 40% Fixboy

Spiked Knuckles Unarmed 60% Fixboy

Molotov Cocktail (x4) Traps 30% Fixboy

Grenade (Frag) (x4) Traps 60% + Science 50% + Workbench
Repair 50%

Grenade (Plasma) (x4) Demolition Expert [2] Workbench

Dynacord Stick Demolition Expert [2] + Traps Workbench
150% + Science 160%

Sledgehammer Strength 7 Workbench




$ 0+ 2

ltem Stat / Skill / Profession Facility
[min level]

9mm Ball (20) Repair 60% + Science 50% + Workbench
Small Guns 70%

10mm JHP (20) Repair 60% + Science 50% + Workbench
Small Guns 70%

10mm AP (20) Gunsmith Small Guns [1] Workbench

.45 Caliber (30) Repair 60% + Science 50% + Workbench
Small Guns 70%

.44 Magnum JHP (20) Repair 60% + Science 50% + Workbench
Small Guns 70%

.44 Magnum FMJ (20) Gunsmith Small Guns [1] Workbench

HN Needler Cartridge(20) Gunsmith Small Guns [2] Workbench

HN AP Needler Cartridge(20) Gunsmith Small Guns [2] Workbench

14mm AP (15) Repair 90% + Science 70% + Workbench
Small Guns 110%

223 FMJ (20) Gunsmith Small Guns [2] Workbench

5mm JHP (50) Repair 70% + Science 60% + Workbench
Small Guns 80% or Big Guns 65%

5mm AP (50) Repair 90% + Science 70% + Workbench
Small Guns 110% or Big Guns
95%

12ga. Shotgun Shells (20) Repair 70% + Science 60% + Workbench

Small Guns 80%

7.62mm (20)

Gunsmith Small Guns or Gunsmith
Big Guns [3]

Sierra Army Depot

Explosive Rocket (2)

Gunsmith Big[2]

Sierra Army Depot

Rocket AP (2)

Gunsmith Big[3]

Sierra Army Depot

Flamethrower Fuel (5) Repair 60% + Science 50% + Big |Workbench
Guns 55%

Flamethrower Fuel Mark 11 (5) Gunsmith Big[2] Workbench

Small Energy Cell (20) Science 60% + S*Repair 50% Workbench

Micro Fusion Cell (20)

Energy Expert [3]

Mariposa Military Base




$ 0+ 2 *

ltem Stat / Skill / Profession Facility
[min level]

Dynamite Traps 80% + S*Science 60% Workbench
Plastic Explosives Demolition Expert [2] Workbench

Rope Outdoorsman 40% Fixboy

Lockpicks Lockpick 50% Fixboy

Expanded Lockpick set Lockpick 90% Fixboy

Electronic Lockpick Lockpick 130% Workbench
Electronic Lockpick Mark I Lockpick 170% Workbench
Healing Powder First Aid 80% + Doctor 50% Fixboy

Antidote First Aid 90% + Doctor 60% Fixboy

Stimpak First Aid 80% + Doctor 50% or Fixboy

Doctor [1]

Super Stimpak Doctor [2] Fixboy

Psycho Doctor [3] Sierra Army Depot
Mentats Doctor [3] Sierra Army Depot
Buffout Doctor [3] Sierra Army Depot
RadAway Doctor [3] Sierra Army Depot
Rad-X Doctor [2] Sierra Army Depot
Radio Repair 90% Workbench
Hatchet Strength 4 Workbench
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The Terminal Menu
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Section VII. The Life After
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