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Introduction

      Fallout 3: The 14th Colony will be a unique zone for Fallout 3. It will include four quests: one overarching storyline along with three side quests. The player can discover the zone in two ways. The first is exploration. The colony is within the world space, and the player has the potential of stumbling upon it. The player can also be introduced to the existence of the zone, as well as start the main quest for the zone, by participating in the quest Stealing Independence which the player receives from Abraham Washington in Rivet City. If you are not familiar with that quest I have included a quick explanation of it in this document. If you are familiar, please proceed to “The 14th Colony and how it ties in to Stealing Independence” section.

Stealing Independence

       NOTE: Stealing Independence is a quest already in Fallout 3. My original zone, The 14th Colony is connected to it, so I have included this quick walkthrough only for those who are unfamiliar with the quest, or as a refresher. If you are familiar with Stealing Independence please proceed to “The 14th Colony and how it ties in to Stealing Independence” section.

      The player obtains the quest Stealing Independence from Abraham Washington in Rivet City. The quest is to retrieve the Declaration of Independence from the National Archives. Upon entering the National Archives the player will meet a woman named Sydney who has also been sent there by Abraham Washington to retrieve the document. She has been cornered by Super Mutants and she and the player must defend themselves. Waves of Super Mutants attack. After the battle the player can team up with Sydney, decline her help, or kill her. Following this choice, the player goes down a secret elevator into the depths of the National Archives, where the Declaration is stored.

      Here the player encounters multiple robotic enemies in what is basically a dungeon crawl. At the end the player enters an office where they find a Protectron that was programmed to think he is Button Gwinnett, a signer of the Declaration. From there the player has multiple choices on how to complete the quest. They can either convince Button to give them the Declaration, they can kill Button and steal it, or they can have Button create a forgery. 

      After obtaining the Declaration the player exits the office into a room where there are multiple empty Protectron stasis chambers. Each of these chambers have the name of a signer of the Declaration of Independence. The only robot that is still in its chamber is Thomas Jefferson. Here is where the player discovers that these Protectrons were originally built to reenact the signing of the Declaration of Independence. They have since gone missing. What happened to them is never explained. This is where my original zone The 14th Colony comes in.


The 14th Colony and how it ties in to Stealing Independence

      At the end of Stealing Independence the player will receive a letter. If they keep Button alive he will give them the letter and ask him for their help and if they kill him they can loot it off of his body. The letter will be from Benjamin Franklin, explaining to Button that the colony has been under attack from the British recently, and asking him for his assistance. Upon reading this letter the player will receive the overarching quest, entitled “The 14th Colony”, and a waypoint marker will be added to their map.

Overview of the Zone



      The 14th Colony is located in the north-eastern corner of the map, in an area that is nestled into the mountains. It was founded in the year 2264 by a group of Protectrons that were originally programmed to reenact the signing of the Declaration of Independence. The first of the Protectrons to awaken from its stasis chamber was Edward Rutledge. A unique error within his programming caused Edward to become sentient. He awoke the other Protectrons, only to be disappointed when he discovered they were still shackled to their programming and not self-aware as he was.

      Edward made it his goal to protect his “people”. He left Button behind to guard the Declaration of Independence and took the rest of the Protectrons north to start a brand new colony which they have named the Province of New Maryland. These Protectrons have lived in peace for the last thirteen years, completely ignorant of the fact that they are not human. Edward upkeeps them and even explores the wasteland to find other Protectrons to reprogram and populate the colony with.

   Recently the colony has been under attack by “Redcoats”. More accurately, they’ve been being attacked by red Protectrons that identify themselves as Redcoats. Coincidentally, these attacks correspond with Edward Rutledge being banished from the colony by Ben Franklin. The Lone Wanderer learns of these attacks from a letter they receive from Button Gwinnett and seek out the Province of New Maryland to investigate these attacks.

General Needs from art team – Redcoat versions of Protectron, Mr. Gutsy, and Sentrybot. These can be red retextures. A Protectron wearing a bonnet will also be needed.

Area Details

Front Gate



Characters Found Here.
Stephen Hopkins– Originally a signer from Rhode Island, now guards the front gate for the Province of New Maryland. Player speaks to him during step II of “The 14th Colony” quest. Dies if the player destroys him in step II of “The 14th Colony quest or after step IV, The British are Coming, of “The 14th Colony quest”. This character stays in this location 24 hours.
Loot
Protectron Random Loot
William Ellery – Originally a signer from Rhode Island, now guards the front gate for the Province of New Maryland. Dies if the player destroys him in step II of “The 14th Colony quest or after step IV, The British are Coming, of “The 14th Colony quest”. This character stays in this location 24 hours.
Loot
Protectron Random Loot
Quests involved with this area.
The 14th Colony
Player must converse with Stephen and get through the gate to complete step II of this quest.
After passing this conversation the player is free to enter and exit the colony as they please.
If player does not kill Stephen and William they will die at step IV of this quest.
Scripting or AI issues.
Wooden gate must swing open. This is a model unique to this area.
Player must be able to come in and out of the colony as they please after step II of “The 14th Colony” quest.
William and Stephen can agro if the player chooses to attack them in step II of “The 14th Colony” quest. Otherwise, they are peaceful.
William and Stephen must die during step IV of “The 14th Colony” quest if they aren’t already dead.
Items found in this area.
Unique Models
Wooden Gate
Arches to go around the gate with a sign on top that reads “Province of New Maryland.”
Models already found in game.
Dead Shrubbery, Rubble Piles – When creating the colony the colonists discarded the rubble in the area outside the colony gate.







Town Square



Characters Found Here.
John Hancock – Originally a signer from Massachusetts, well known for his infamous signature. John now spends most of his time socializing and generally being the center of attention at the Town Square. Most colonists think he’s gone a little nuts. Player can pick up and turn in the “Barry the Hachet” quest with him. 
Pathing
From 9AM – 9PM John wanders around town square.
From 9PM – 9AM John is in his home.
Loot
200 caps.
Harry the Hatchet
Same model as Barry the Hatchet but does less damage.
Protectron Random Loot
Various Colonists
Pathing
From 9AM – 9PM colonists will wander around the town, including Town Square, Smithy’s shop, and the Colonist’s homes area.
From 9PM – 9AM the colonists will return to their homes.
Loot
Protectron Random Loot
Enemies
Waves of Redcoat Protectrons
Only after the player exits the Town Hall during step IV of “The 14th Colony” quest.
Quests involved with this area.
The 14th Colony
A colonial Protectron stops the player upon exiting the Town Hall after step III of “The 14th Colony” to state, “The British are coming, the British are coming” in a robotic voice.
Player fights waves of Redcoats on the steps of Town Hall during step IV of “The 14th Colony” quest.
Barry the Hatchet
Player receives and turns in this quest here to John Hancock.
Scripting or AI issues.
As the player exits the Town Hall after step II of “The 14th Colony” quest they must be alerted by a colonial Protectron which will state “The British are coming, the British are coming” in a robotic voice. The Protectron will then run away and despawn behind the Town Hall.
The waves of Redcoats that attack the player during step IV of “The 14th Colony” quest.
All colonial Protectron’s must go into flee mode during this attack, and they must not be attacked by the Redcoats. After this step is over they can go back to their normal pathing behaviors.
Items found in this area.
Unique Models
Town Hall – This should be modeled after Independence Hall.
Models already found in game.
Dead shrubbery, dead trees, short walls surrounding the Town Hall (For the player to take cover during the Redcoat attack), benches (NOTE – It would be beneficial to make new animations for the Protectrons so that they can sit on these benches), lampposts, fountain.
Colonists’ Homes
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Characters Found Here.
John Adams – Originally a signer from Massachusetts, was also the second President. John’s daughter Abigail has gone missing, and he is afraid she might have been attacked by a wild animal or been kidnapped by Redcoats. Player can pick up and turn in the “Family Resemblance” quest with him. 
Pathing
From 9AM – 9PM John wanders around the Colonist’s Home area.
From 9PM – 9AM John is in his home.
Loot
200 caps
Protectron Random Loot
Various Colonists
Pathing
From 9AM – 9PM colonists will wander around the town, including Town Square, Smithy’s shop, and the Colonist’s homes area.
From 9PM – 9AM the colonists will return to their homes.
Loot
Protectron Random Loot
Quests involved with this area.
Family Resemblance
This quest is picked up and completed here by talking to John Adams.
Scripting or AI issues.
John Adams will attack the player if the player tells him that they killed his daughter. Otherwise, he is peaceful.
John Adams will self destruct if the player gives him the holotape and tells him his daughter has been reprogrammed. This is due to a logic error in his programming when he realizes he’s not the real John Adams.
Items found in this area.
Models already found in game.
Dead shrubbery, dead trees, colonial style homes, lampposts, picket fences.

Smithy Clyde’s Shop
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Characters Found Here.
Smithy Clyde – Smithy Clyde is the only non-Protectron that lives in the colony. He’s a Ghoul that opened up a Blacksmith Shop in the colony because the colonists treat him better than normal humans do. He’s not a very good blacksmith, but none of the Protectrons know that because they hardly ever need his services. He can fix equipment, and is willing to sell things he’s scavenged in the wastes to the player.
Pathing
From 9AM – 9PM Clyde is working at his anvil.
From 9PM – 9AM Clyde is in his home.
Loot
200 caps
Maintenance Overalls
Chinese Pistol /w Ammunition
Vendor Lists
VendorApparelBasic1List
VendorWeaponBasic1List
Colonial Wig – Differently labeled Button’s wig for players that didn’t take it from Button.
VendorAmmoBasicList 
VendorGenericFoodList
VendorJunk
VendorChemsHealing
Charles Carroll – Originally a signer from Maryland. Now Charles is known as Edward’s right hand man. Charles helps Edward find scrapped Protectrons and brings them to Edward’s “secret study”. He thinks they’re for Edward’s own experiments, and doesn’t realize Edward is reprogramming them and building new colonists since he doesn’t realize that he, himself, is a robot. Player converses with him in step V of “The 14th Colony”. 
Pathing
From 9AM – 9PM Charles wanders around Smithy Clyde’s Shop area.
From 9PM – 9AM Charles is in his home.
Loot
250 caps - NOTE – This is only if the player bribes Charles during step V of “The 14th Colony” quest.
Protectron Random Loot
Various Colonists
Pathing
From 9AM – 9PM colonists will wander around the town, including Town Square, Smithy’s shop, and the Colonist’s homes area.
From 9PM – 9AM the colonists will return to their homes.
Loot
Protectron Random Loot
Quests involved with this area.
The 14th Colony
In step V of this quest the player must find out from Charles Carroll where Edward’s secret study is.
Scripting or AI issues.
If the player bribes Charles that money will be added to the characters loot table so if the player kills him or disables him later they can get it back.
Items found in this area.
Unique Models
Old style anvil.
Models already found in game.
Dead shrubbery, dead trees, ranch house, lampposts, hammer, fire, firewood, campfire, tongs, scrap metal.

Brahmin Field
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Characters Found Here.
James Wilson – Originally a signer from Pennsylvania. James is in charge of taking care of the colonies livestock. Wild dogs have been attacking the Brahmin at night, and James needs the players help to stop them. Player receives and turns in “Battle of Barker Hill” to him. 
Pathing
From 9AM – 9PM James wanders around the Brahmin Field area.
From 9PM – 9AM James is in his home.
Loot
200 caps 
Protectron Random Loot
Enemies
3 waves of 5 wild dogs
Only from 10PM to 4AM and only after the player accepts the “Battle of Barker Hill” quest and if they are in the area.
Quests involved with this area.
Battle of Barker Hill
This quest is picked up, completed, and turned in here.
Scripting or AI issues.
Once the player accepts the “Battle of Barker Hill” if they are in the area between 10PM and 4AM the wild dogs they need to kill will spawn behind the mountain, out of the players line of sight, and attack.
There are three waves of five wild dogs.
Items found in this area.
Models already found in game.
Dead shrubbery, dead trees, Brahmin, dead Brahmin, picket fence, picket fence gate.

Yao Guai Cave Entrance

[image: ]

Quests involved with this area.
Barry the Hatchet
This is the entrance to the cavern that the player must enter to find Barry.
Items found in this area.
Models already found in game.
Dead shrubbery, dead trees, ruined cave door, rocks.


Edward’s Secret Study Entrance
Enemies
Redcoat Protectrons patrol the area.
Quests involved with this area.
The 14th Colony
Player must enter the secret study to complete step VI of this quest.
Items found in this area.
Models already found in game.
Bunker entrance, bunker door, dead trees, dead shrubbery, rocks.

Interiors

Town Hall
Found In – Town Square
Characters Found Here.
Benjamin Franklin – Benjamin Franklin is the oldest signer of the declaration, and a well respected founding father. Ben has been voted of the colony’s governor, and spends most of his time behind his desk at Town Hall. Edward and Ben had a falling out at the last Thanksgiving dinner. Player completes both steps II and IX of “The 14th Colony” quest by talking to him. 
Pathing
From 9AM – 9PM Ben is found behind his desk at Town Hall.
From 9PM – 9AM Ben is in his home.
Loot
500 caps.
Ben’s Electric Musket
Unique Model
This weapon uses Power Cells as ammunition
Fires like a shotgun.
Protectron Random Loot
Quests involved with this area.
The 14th Colony
Player must converse with Ben to complete step II of this quest.
Player must bring Edward’s head to Ben to complete step IX of this quest.
Player must detonate the EMP in the Town Hall to complete step X of this quest.
Scripting or AI issues.
Using the EMP in step X of “The 14th Colony” quest.
Player must be alerted with an “Are you sure” dialog box.
Upon using the EMP all robotic colonists must die.
Items found in this area.
Unique Models
Ben’s Electric Musket
Looks like an old style musket with a Tesla coil on the front.
Kite
Models already found in game.
Benches, wood paneled walls, desk, desk lamp, bookshelves, books, windows, key (hanging from the kite), table, pedestal, stairs, doors, chandeliers, paper, pencils, typewriter, globe.

Edward’s Home – NOTE – Every major colonial Protectron NPC will have a home in the “colonists’ homes” area. These homes will all be locked when the Protectron is gone. The player can unlock them to rob the home. All of these homes interiors will be slight variations of Edward’s home. There will also be inaccessible homes to despawn the random NPCs in at night.
Found In – Colonists’ Homes
Characters Found Here.
None, however the other Protectron homes will have their owner in them at night.
Quests involved with this area.
The 14th Colony
Player must find the key to Edward’s “Secret Study”.
The key is found under a holotape on Edward’s desk.
The holotape is a recording of Edward complaining about being disrespected at Thanksgiving dinner by Ben, and that he is leaving to correct a mistake he made long ago.
Items found in this area.
Models already found in game.
Wood paneled walls, desk, desk lamp, bookshelves, books, windows, key to Edward’s “Secret Study” (Only found in Edward’s house), table, stairs, doors, chandeliers, paper, pencils, typewriter, chairs, beds (NOTE – Protectrons will need new sleep animations, as they don’t already have them), teddy bears, bottles, knives, cans, glasses, pots, plates, shot glasses, whisky bottles, cabinets, safes (unlockable with random trash and a few credits), ammo boxes (Unlockable), oven, lamps, globe, colonial wig.

Yao Guai Caverns

Found In – Yao Guai Caverns Entrance
Enemies
6 Yao Guai
Boss Yao Guai
Unique Model, has “Barry” the hatchet stuck in his side.
Health and damage on par with a Death Claw.
Quests involved with this area.
“Barry” the Hatchet
Player must make their way to the boss Yao Guai, kill it, and loot “Barry” from its corpse.
Items found in this area.
Unique Models
Boss Yao Guai – A normal Yao Guai with a hatchet sticking out of its side.
“Barry” the hatchet – A hatchet with “Barry” inscribed on the side.
Models already found in game.
Rocks, cavern passages, ammo boxes (unlockable), skeletons, colonial Protectron corpses.

Edward’s Secret Study
Found In – Edward’s secret study entrance.
Characters Found Here.
Edward Rutledge – Edward was originally a signer from South Carolina. He was also the youngest signer of the Declaration. Now Edward is a self-aware Protectron that has been secretly taking care of, and expanding, the colony; as well as keeping the others unaware of the fact that they aren’t human. Edward has always been a bit jealous of the way the others look up to Ben, since he’s just as oblivious to the truth as the rest of them. Last Thanksgiving Ben chastised Edward in front of everyone, and Edward decided he would tolerate it no longer. Character is located here 24 hours a day.
Loot
Edward’s wig
Edward’s head
Random Protectron Loot
Fission Battery
Enemies
Redcoat Protectrons, Mr. Gutsy, and Sentry bots guarding the area
Sentry guns (Can be disabled at a terminal if the player has sufficient science stat.)
Quests involved with this area.
The 14th Colony
The final conversation of this quest occurs in this area. The player decides if they want to side with Edward and EMP the colony, or help the colonists and destroy Edward.
Family Resemblance
Player loots a holotape from a dead Redcoat Protectron. It turns out that Edward kidnapped Abigail and reprogrammed her into a Redcoat. Player must take this evidence to John Adams.
Scripting or AI issues.
As soon as the player enters Edward’s chamber the conversation must begin so the player cannot attack him outright.
Edward will agro if the player chooses to instigate a fight within the conversation.
Player can detonate the EMP in this location. If they choose to do so it will destroy Edward and progress “The 14th Colony” quest to step IX – Bring Edward’s Head to Benjamin.
Items found in this area.
Models already found in game.
Wood paneled walls, desk, desk lamp, bookshelves, books, table, stairs, doors, chandeliers, paper, pencils, typewriter, chairs, teddy bears, safes (unlockable with random trash and a few credits), ammo boxes (Unlockable), lamps, globe, colonial wig, medical supplies (stimpacks/chems), pipes, grating, metal doors, machinery, fission batteries, broken Protectrons.

Quests

       There are four quests in The 14th Colony. The overarching quest is “The 14th Colony”. The three side quests are “Barry the Hatchet”, “Family Resemblance”, and “Battle of Barker Hill”.

The 14th Colony

Investigate the Colony - NOTE: This step will only be activated if the player reads the letter they took from Button. If they stumble upon the colony while exploring this step will be skipped.
Upon reading the letter the player either received or looted from Button a marker is added to the map. Player’s goal is to travel to the indicated area.
Upon reaching the area, this section is completed.
Gain Access to the Colony – NOTE: This is the first step in the quest if the player discovers the colony through exploration and not by receiving the letter from Button.
Upon reaching the colony the player is stopped by Stephen Hopkins and William Ellery, the two Protectrons guarding the gate. Stephen questions the player’s credentials to enter the colony. There are four possible solutions to this conversation.
Player presents the letter they received from Button.
Player passes a speech check and convinces the guards that they are the reinforcements they have sent for.
Results in positive karma.
If the player has the “Robotics Expert” perk he can disable them.
Player antagonizes them into a fight and destroys them.
Results in negative karma.
Meet with Benjamin Franklin – NOTE: Upon entering the colony the player will be able to continue with “The 14th Colony” quest or they can explore and find multiple secondary activities to complete, such as the three side quests or shopping at the Blacksmith.
Benjamin Franklin is located in the Town Hall at the north end of the colony. Player must enter the Town Hall and speak with Benjamin. Ben tells the player about the recent attacks. There are three possible solutions to this conversation.
Player agrees to help the Colonists.
Player coerces Ben into paying them in advance for their services.
This can be done by either passing a speech test or if the player has the “Robotics Expert” perk.
Player receives 500 caps.
Player refuses to help.
If the player chooses this option the quest will not progress any further. Upon returning to Benjamin the player will be asked if they are ready to help, and given the same three choices.
Upon accepting the quest Ben tells the player that he banished Edward from the colony shortly before the attacks began. He feels that Edward may now be a spy for the Redcoat army to exact his revenge. He tells the player they should start by investigating Edward’s home or speaking to Rutledge’s colleague, Charles Carroll. Ben gives the player the key to Edward’s home.
The British are Coming!
Upon accepting Ben’s quest and leaving the Town Hall the player is forced into conversation with a colonist. The colonist states, “The British are coming, the British are coming.” In a robotic voice. The conversation is ended, and the Protectron colonist runs away.
After breaking from the conversation the player is attacked by three waves of four Redcoat Protectrons, and a wave of two Redcoat Mr. Gutsys. The colonists won’t help the player in the attack, they will only flee. The Redcoats should only attack the player, not the fleeing colonists.
Find Clues to the Attacks and Edward Rutledge’s Disappearance.
There are two clues that the player must discover to continue to the next part of this quest.
The key to Edward’s “Secret Study”.
The key is found in Edward’s house, under a holotape on his desk.
The holotape is a recording of Edward complaining about an argument he had with Ben at the colonies Thanksgiving celebration, and he cryptically suggests that he’s going to leave and “correct a mistake he made long ago.”
The location of Edward’s “Secret Study”.
Player must speak to Charles Carroll, who is by Smithy Clyde’s shop.
There are four ways for the player to pass this conversation.
Player passes a speech check and convinces Charles that they have an extremely important message to get to Edward and they must see him immediately.
Player bribes Charles with 250 caps.
Player passes an intimidation check and bullies Charles into giving him the information.
Player can access Charles’ memory banks if they have the “Robotics Expert” perk.
Player will learn that Edward’s “Secret Study” is located in an abandoned bunker to the south.
Gain Entrance to Edward’s “Secret Study”.
A new marker is added to the south where the bunker is.
There are five Redcoat Protectrons guarding the Secret Study. NOTE – The Secret Study is in the world space. These Protectron guards will not spawn unless the player is in this portion of the quest. They also cannot access the bunker unless they are in this portion of the quest because they will not have the key.
After defeating the Redcoats the player can enter the bunker. The key is used.
Find Edward.
Edward’s Secret Study is an old abandoned bunker. It has four rooms that the player must fight through in order to reach Edward.
In the first room the player must face three Redcoat Protectrons. NOTE – One of these Protectrons has a holotape on it. This is the quest item needed to complete the side quest “Family Resemblance”. If the player has not picked up that quest yet it will automatically show up on their quest list.
The second room has two Redcoat Mr. Gutsys. 
The third room has a Sentry Bot.
The fourth room has two turrets which the player can disable if their science skill is high enough by hacking a terminal in the third room.
Confront Edward.
Player enters Edward’s’s office. It is a stark contrast to the rest of the dark, dingy bunker. Edward’s office looks like a colonial era study.
The player must begin a conversation with Edward. This conversation is very important as it will determine the ending of this quest. Edward explains to the player that he’s building the Redcoats and sending them to attack the town because he wants to start over. He’s realized he can program other robots to follow him, and he doesn’t need to settle for being treated like a second class citizen when he’s the only one that’s really aware of whats going on. Edward tries to convince the player that he’s more important than any of the Protectrons back at the colony because he is self-aware and they are all just metal, energy, and protocol. Edward explains that he’s been attacking the town with his Redcoat Protectrons in an attempt to weaken the colony’s defenses because he’s developed a crude EMP that he needs to detonate within the Town Hall. He only has enough parts for one EMP so he needs to be positively sure his army can reach the Town Hall. He suggests that the player is the perfect person to help him because for one, the EMP cannot hurt them, and two the colony already trusts them. At this point the player gets four options.
Player can decline to help Edward and kill him. Upon killing him they can loot his head from his corpse, which is an important quest item. If the player chooses this path they will proceed to part IX – Bring Benjamin Edward’s Head.
Player can agree to help Edward and receive the EMP. If the player chooses this path they will proceed to part X – Destroy the People of New Maryland.
Player can pass a speech check and convince Edward to pay them for their help. At this point they will receive the EMP. If the player chooses this path they will proceed to part X – Destroy the people of New Maryland.
Player receives 500 caps.
For fun the player will be able to attempt to shut down Edward if they have the “Robotics Expert” perk. Edward will just laugh at their attempt, saying that he’s prepared himself for an overzealous technician and moved all of his vital systems.
NOTE – After receiving the EMP the player can detonate it in Edward’s office. This will destroy Edward and cause the new quest goal for the player to be step IX, bring Edward’s head to Benjamin.
Bring Edward’s Head to Benjamin.
Player makes their way back to the Town Hall and begins a conversation with Benjamin Franklin.
Player gives Edward’s head to Ben.
Benjamin rewards the player with 500 caps and “Ben’s Electric Musket”.
Player can double the caps earned by passing a speech check.
Player earns positive karma
Quest Completed
Destroy the People of New Maryland.
Player makes their way back to the Town Hall. NOTE – This is also a perfect time for the player to turn in any side quests they may have completed for this zone or shop with Smithy Clyde. If they do not do this before activating the EMP they will automatically fail any quests they may have picked up in the colony.
Once inside, they have the option to activate the EMP. NOTE -  The player will be prompted with an “are you sure” dialog box.
Player receives negative karma.
When the player activates the EMP all of the Protectrons in the colony shut down. 
NOTE – If the player has not yet completed the three side quests but they have started them they will all automatically fail. If they have not started them they will not be able to pick them up any longer.
When the player exits the town Edward meets them at the gate. He gives them his wig, saying that he no longer needs it and thinks he’ll replace it with a crown.
Quest Completed

Barry the Hatchet

How to start the quest.
Player must speak to John Hancock who is located in front of Town Hall.
John lost his hatchet, which he named Barry, when a Yao Guai wandered down into the town from the caverns on the cliff. He threw Barry at the Yao Guai and impaled him with it. The Yao Guai retreated back into the caverns with Barry stuck in his back. John would like the player to retrieve Barry for him, because it’s his favorite hatchet.
Player has two options.
Accept the quest
Proceed to step II
Decline the quest
Every time the player speaks with John he asks the player if they are ready to accept the quest.
Find “Barry”
A marker is added to the players map leading them to the Yao Guai caverns overlooking the colony.
The cavern is small, only three rooms each populated with one or two Yao Guai.
In the final room the player faces the boss Yao Guai. It has Barry embedded in its back.
This is a unique Yao Guai model with a hatchet stuck in its back.
This Yao Guai is tougher than most Yao Guai. Its health and damage are on par with a Deathclaw.
After defeating the boss Yao Guai the player can loot Barry from its corpse. NOTE – The player can start the quest here if they never talk to John Hancock and wander into the cavern. Upon looting Barry they will receive the quest.
Return “Barry” to John Hancock.
Player returns to John Hancock with Barry.
John thought the player wouldn’t be able to kill the Yao Guai, and has already replaced Barry. He says the player can keep Barry. Player gets four options.
Player can get upset since John sent them on what he thought was a suicide mission for no reason. If player passes an intimidation check John will pay them 200 caps for their trouble.
Results in negative Karma.
Player can graciously accept Barry.
Results in positive Karma.
If the player can pass a speech check they can convince John to pay them 500 caps for their trouble.
If the player has the “Robotics Expert” perk they can force John to give them 200 caps.
Quest Completed.

Family Resemblance

How to start the quest.
Player must speak to John Adams, who is located at the entrance of the Colonist’s Home Area.
John’s daughter Abigail was in love with Edward Rutledge, and when Edward was banished Abigail went after him. John is afraid she may have been attacked by a wild animal and wants the players help. John realizes that Abigail will never be allowed to return to the colony after siding with Edward, but he just wants to know she’s safe. John tells the player that his daughter looks just like him.
Find Abigail Adams.
The player finds Abigail in Edward’s Secret Study.  NOTE – This means that the player must complete parts I-VI of “The 14th Colony” quest so they can gain access to the Secret Study.
Player can loot a holotape off of a Redcoat Protectron they kill in the first room.
Upon listening to this holotape the player discovers that Abigail did find Edward after all. Edward reprogrammed her and turned her into a Redcoat. More specifically, the Redcoat that the player had just destroyed.
Tell John of his daughter’s fate.
The player has four options to complete this conversation.
Player can tell John that his daughter was killed by Redcoats.
John will grieve, and pay the player 100 caps.
Player can pass a speech check, or have the “Robotics Expert” perk, to convince John to pay them double the caps.
Player can tell John that they killed his daughter.
John will attack the player.
After killing John the player can loot 200 caps off of him.
Player gets negative karma.
Player can tell John that his daughter joined the Redcoat Army.
John will grieve, and pay the player 100 caps.
Player can pass a speech check, or have the “Robotics Expert” perk, to convince John to pay them double the caps.
Player can present John with the holotape and tell John his daughter was reprogrammed by Edward.
John will malfunction, blowing up.
Player can loot 200 caps off of him.
Quest Completed.

Battle of Barker Hill

How to start the quest.
Player must speak to James Wilson, who is located outside the Brahmin field.
James tells the player that the Brahmin have been being attacked by wild dogs at night. He tells the player that he’ll pay them if they take care of the dogs for him. 
Player gets two choices.
Accept the quest
Proceed to step II
Decline the quest
Every time the player speaks with James he asks the player if they are ready to accept the quest.
Defeat the Dogs Attacking the Brahmin.
Player must wait until nightfall.
If the player is in the Brahmin field between 10 PM and 4AM the dogs will spawn.
The dogs spawn behind the mountain on the eastern side of the Brahmin field and run down the path to attack the player.
After defeating three waves of five wild dogs the player completes this step.
Return to James.
Player must speak with James to complete the quest.
Player gets three choices.
Player turns in the quest and receives 100 caps
If the player can pass a speech check, or has the “Robotics Expert” perk they can convince James to double the caps
Quest Completed.

Character Detail

Edward Rutledge

      In 1777 Edward Rutledge was the youngest signer of the Declaration of Independence. He hailed from South Carolina, and later went on to be the governor of that state. Edward was a staunch supporter of the right to own slaves, and is even credited with getting the Continental Congress to remove wording in the Declaration of Independence that condemned slavery. He died in 1800, by what was reported to be a stroke after hearing news of the death of George Washington.

      Five hundred years later, in 2277, Edward Rutledge is a self-aware Protectron trying his best to create a race of robots like himself.

      Protectron Rutledge was originally built to reenact the signing of the Declaration of Independence at the National Archives. His programming dictates that he is, in fact, Edward Rutledge. He has all the memories of Edward Rutledge at the time of the signing. He, like the other reenactment robots, reacts as if he were Edward Rutledge. At the time that the bombs dropped Edward was turned off in his stasis pod along with the other reenactment robots.

      In 2264, 187 years after being shut down, Edward awoke. However, something was different. Instead of being shackled to his protocol, Edward was able to think for himself. He still has the memories of Edward Rutledge, and still behaves a bit like him, but Edward is able to recognize that he does not live in the time of the Revolutionary War and the fact that he is not really Edward Rutledge.

      After his awakening he powered up the others, hoping that they too experienced this glitch in their protocols. Sadly, they had not. Edward knew he could not tell them they were robots, he couldn’t open their eyes to the truth of the world around them, because it would cause a critical error in their operating systems. He had to hope that one day they would figure it out for themselves or that he could figure out some way to purposefully bring about this sentience.

      The only one Edward could not wake up was Thomas Jefferson. There was a glitch in his pod, and it would not respond to the terminal commands.

      Edward knew that he needed to get everyone out of the National Archives. However, the other Protectrons were still enslaved to their protocol and did not see Edward as their leader; they just saw him as the youngest signer of the declaration. They all looked up to their elder, Benjamin Franklin.

      Edward convinced Ben that the Super Mutants were Redcoats, and that they were under attack from the British army. Ben decided it would be safer to escape the city and start a new colony, where they would stage a counter attack. The others agreed with Ben, even though they wouldn’t give Edward the time of day. This was the beginning of Edward’s bitterness towards Ben. In Edward’s mind he was the superior. He was the only one that actually knew what was going on. But, in the mind of the rest of the colony, Ben was the fearless leader. It was only Edward that knew Ben was just as ignorant and oblivious as everyone else. The colony left the national archives, and left Button Gwinnet behind to protect the Declaration of Independence.

      After finding a secluded place to start the colony, Edward started to work on finding a way to make the other self-aware as well. He found an abandoned bunker south of the colony, and made it his secret study. It’s the only safe place he has to conduct his experiments away from the prying eyes of the colonists.

      Edward only has one real friend: Charles Carroll. Charles helps Edward wander the wastes; looking for broken down Protectrons for Edward to experiment on and helping him bring them to his “secret study”. Edward tells Charles that he’s looking for metal to melt into horseshoes and rapiers, so Charles won’t become suspicious. Edward reprograms his failed experiments to believe that they are colonists, and bolsters the colonies population that way. However, no one in the colony knows this.

      At the last Thanksgiving feast, Edward was chastised by Benjamin. Ben complained, in front of the whole colony, that Edward doesn’t do enough work. This was the last straw for Edward. He lunged at Ben, ready the rip out his inner workings with his mandible clawed hand. Edward was stopped by the other colonists, and Ben had him banished from the colony. Since then the colony has been shut off, and they don’t allow anyone in or out.

      Abigail Adams was in love with Edward at the time of his banishment, and left to find him. When she did discover his “secret study”, Edward shut her down and reprogrammed her into one of his Redcoat robots. Doing this severed all ties he had with the colony.

      Since then Edward has built an EMP, with the intent of detonating it in the middle of the colony, shutting down all the colonists, and starting over. He wants to reprogram them all to worship him and be his slaves. This way he can work on finding a way to make them self-aware without having to deal with being treated like a second class citizen.

      Edward only has enough parts for one EMP, so he has to make absolutely sure that he can get the EMP into the Town Hall, which is in the center of the colony, to detonate it. He’s building his Redcoat robot army and attacking the colony with it in an attempt to ensure proper detonation of the EMP.

      When the Lone Wanderer discovers Edward, Edward thinks this is the perfect opportunity to exact his revenge. The Wanderer is a neutral party, so Edward tries to convince them that he is the only robot that truly matters. He is self-aware, the others are just metal, energy, and protocol. He tries to convince the Wanderer to bring the EMP to Town Hall and detonate it for him, that way this conflict can be resolved without any more fighting.

      Edward has two possible fates, depending on what the Lone Wanderer chooses. Edward can either be destroyed, or succeed in his plan to EMP the colony. If successful, Edward begins reprogramming the colonists to worship him.

      Who knows what the future holds for Edward. Perhaps this is the start of a superior Protectron race that wipes out humanity once and for all. Perhaps he’ll just be content with being worshipped for the rest of his days. Whatever ends up happening, one thing is for certain: Edward is the craftiest, smartest, and most capable Protectron in all the Capitol Wasteland.

Statistics:
	Strength: 7
	Combat Skill: 75

	Perception: 6
	Health: 100

	Endurance: 7
	Attack Damage: 5

	Charisma: 7
	Attack Reach: 100

	Intelligence: 7
	Turning Speed: 50

	Agility: 7
	Foot Weight: 20

	Luck: 7
	Base Scale: 1

	Critical Chance: 10
	Fatigue: 100

	Melee Damage: 5
	Poison Resist: 50

	
	Radiation Resist: 20



Equipment: Normal Protectron Weaponry

Loot: Edward’s wig, Edward’s head (Quest Item), Random Protectron Loot, Fission Battery

Weapon Detail

Ben’s Electric Musket

      Ben’s Electric Musket is a weapon Ben Franklin has been working on perfecting for the last ten years. When the colony was in the process of escaping the mall and travelling north, Ben stumbled upon a tesla coil. This was both confusing and fascinating to him. Ben couldn’t figure out who had harnessed the power of electricity so flawlessly, but he knew he needed to study it and take this power for himself.

      Ben’s experiments have resulted in a musket that uses a tesla coil to fire electricity. It is his proudest accomplishment. It’s basically just a tesla coil stuffed in a gun barrel. There are two wires on the hammer part of the weapon, and when fired these wires connect, creating a powerful discharge. He gives the weapon to the Wanderer as a token of his gratitude.

Appearance

      A classic, Revolutionary War style musket with a tesla coil coming out of the barrel, and wires leading to the hammer.

Photoshop Mockup
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Statistics

	Ammo: Energy Cell
	Projectile: Tesla burst (Needs to be created)

	Clip Rounds: 10
	Impact: Energy Impact Set

	Skill: Small Guns
	Reload Anim: ReloadC

	Weight: 10
	Hand Grip: Hand Grip2

	Value: 500
	Attack Anim: Attack5

	Health: 240
	Animation Type: Two Hand Rifle

	Damage: 60
	Attack Sound: Tesla burst (Needs creating)

	Reach: 1
	

	Ammo Use: 1
	

	Fire Rate: 1
	

	# Projectiles: 9
	

	Spread: 5
	

	Limb Damage Multiplier: 1
	

	Min Spread: 3
	

	Sight FOV: 70
	

	Base VATS To-Hit Chance: 40
	

	Sight Usage: 1
	

	Crit % Multiplier: 1
	

	Crit Dmg: 30
	

	Crit Effect: Electric Shock (Needs to be created)
	

	On Hit: Explode Only
	

	Range: Min: 192, Max: 640
	

	Action Points: 27
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