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Revision Notes  
2/18/10 -  Initial version of document  

Quick Summary  
ñFriends Are Foreverò is a defense / hold the fort style quest  series  for 
the game Fallout 3  set  in a post apocalyptic mid twentieth century 

Washington D.C. and surrounding area . The ñFriends Are Foreverò quest 
series begins at the  former Bradbury Hotel. Once a lavi sh city hotel, the 

Bradbury is now home to J.F. and his robot friends. The Bradbury is 

under attack from a large Talon Mercenary  party who want J.F.ôs robots 
for themselves. The player must enter the Bradbury by sneaking in 

through a less guarded entrance.   
 

Once inside, the player learns that J.F.ôs best friend, a Robobrain model 
robot named Roy, incurred damages from the fight and needs a very 

specific part for repair. Without the part, Royôs machinery fails, his brain 
dies and J.F. loses his best friend forever.   

 
Once the player returns with the part and J.F. repairs Roy, the raider 

party launches another assault. The player must help J.F. defend the 
Bradbury, if not to save J.F. and his robot friends, to save himself.  
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Gameplay Overview  

General  Game Flow  
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Major E lements  

¶ The lighting style of the Bradbury hotel  
¶ References in the ñFriends are Foreverò storyline to the movie Blade 

Runner  
¶ Everyone love robots  

¶ Wow moment -player can use a variety of heavy weapons to take out 
the Talon merc forces from the roof of the Bradbury hotel  

 

Major Objectives  

 
¶ Major quest objective:  

 
o Help J.F. retrieve a flux capacitor  from for his best friend, a 

Robobrain model robot named Roy  

 
Figure 1  A Flux Capacitor  

¶ Minor quest objective:  

 
o Help J.F.ôs robot defense force defend their home, the form er 

Bradbury Hotel, from a the Talon Mercenary onslaught   
 

o Find  ñNaughty Nightwear ò for Pricilla  
 

o Find information that might include Leonôs birth date so he can 
plan a birthday party  

 
o Player fail s if they do not retrieve the flux capacitor  

 
o Playerôs chance of success increases if they choose to elude the 

Talon merc forces until the player reaches the roof of the 

Bradbury.  
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Technical Overview  

Campaign  

 

¶ Fallout 3 :  An inhabitant of Vault 101 flees the relative safety of 
their vault in search of their  father who mysteriously left the vault 

the night before. Their quest to find their father takes them 
through many dangers and advances their characters in a variety 

of ways.  
 

¶ Level Position in Campaign : ñFriends are Foreverò engages level 
10 to 14 players favoring player characters with moderate to high 

sneak skill, moderate to high science skill and big guns skill. After 
this quest series, the player perceives survivo rs and robots with 

more compassion.  

Mission Location  

¶ Setting : Post Apocalyptic Washington D.C. and surrounding area  

¶ Time : Player dependant  
¶ Season : Post nuclear - fallout Summer  

¶ Weather :  Hot, dry, dusty , windy  

Mission Difficulty  (Scale: 1 - 10)  

¶ Starting  -  Retr ieval quest begins at ~4  
¶ Middle  ï RoboCo Facility ~6  

¶ Ending  defense/hold the fort quest at ~8  

Mission Metrics  

¶ Play Time  ï 1 to 2 hours  
¶ Physical Area  ï 3948 units ~185 sq ft  

¶ Critical Path Length ï Include units  
¶ New Characters  ï See Major Characters  

¶ Visual Themes  :   
1.  Our Lady of Hope Building Exterior  

2.  Office Pit / Statesman Hotel / Tenpenny / Industrial  / Forge  

Interior  
3.  Destroyed buildings  

4.  Rubble / Sidewalks / Destroyed highways  
5.  Destroyed Metro station  

6.  Destroyed cars  
7.  Computer terminals / server stacks  

8.  Tools clutter / street clutter/ office clutter  
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Details  

Theme/Mood  

The theme /mood  of ñFriends are Foreverò communicates a solitary 

existence and a general loneliness for J.F. The lighting in ñFriends are 
Forever streaks through large windows onto the open c ourtyard in the 

middle of the Bradbury. Dust  hangs in the air. The buildingôs structure is 
mostly intact, but many of the wall show exposed steel beams and some 

of the walls on the top two floors have fallen way, exposed to the 
outside. The structure commu nicates the deterioration of what was once 

a beautiful space and the feeling that the building itself is lonely, 
lamenting what it once was.  

 
¶ FX lighting to create a blue/black tone with  smoky white lights  on 

key architecture points and cues toward critica l pathways  
¶ Textures from the Office Pit/ Industrial/ Forge/ and Hotel item sets 

to create the Bradbury hotel interior  

¶ Textures from the Our Lady of Peace hospital item set along with 
general sidewalk, streets and generic building sets to create the 

exteri or  
¶ Clutter items to create life points in exterior and interior areas  

¶ Sound effects for muffled gunfire and explosions while inside the 
Bradbury to communicate the Talon merc assault  outside  

¶ Ambient sound for the interior of the Bradbury to communicate the  
vast open space and the age of the buildingôs structure 
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Major Characters/Vehicles  

 

J.F.  ï The once beautiful Bradbury hotel is 
deteriorating. Similarly, J.F. is aging. For a very 

long time J.F. and his friend Roy were each 
otherôs only family and the Bradbury was their 

home. They made robots to protect and provide 
for them. Then one day, Roy ha d a pain in his 

chest. J.F. tried stimpaks, but he couldnôt save 
Royôs body; but he could save his mind. So J.F. 

put his friendôs brain in a Robobrain model 
robot.  

 
Since then, J.F. has been alone with his robots. 

He was able to save Royôs memories, but 
sometimes Roy gets confused. J.F. continued to 

make robots and repair the ones damaged by 

the Super Mutant, Raider, or Talon merc 
attacks, but his loneliness grows and as he 

ages, his mind slips. He has prepared a 
Robobrain model robot for his brain and is 

programming Pricilla to perform the transfer.  
o  

 

 

Roy  ï J.F.ôs childhood friend saved from death 

by having his brain supplanted in to  a Robobrain 
robot . Sometimes Roy gets confused and 

spends hours looking for his shoes. Otherwise, 

Roy spends most of the time talking about the 
good old days.  
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Pricilla  ïJ.F.ôs companion is worried that J.F. is 

loosing interest in her . J.F. programmed Pricilla 
to be the woman of his dreams, but lately J.F. 

has been distant. If Pricilla asks if she looks fat, 
donôt answer.  

 

 

Leon  ï The leader of J.F.ôs robot defense force 
wants to have birthday party, but he doesnôt 

know his birth date.  
 

 

J.F.ôs defense force ï The soldiers of J.F. 
defense force. The player encounters these 

soldiers when he first enters the Bradbury. 
Later, the player assist s these soldiers in 

defeating  the Talon merc assault outside.  
 

Gameplay Mechanics  

¶ Movement / Shooting/ Sneaking  

¶ Skills Learned :+1 Repair  (Repair book available in J.F.ôs workroom) 
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Story  

Intro ï The lone wanderer (player) enters the play space via a metro 
tunnel.  After exiting , the lone wanderer encounters a large building 

amongst smaller, ruined adjacent buildings under attack from a Talon 
merc assault  party. E xplosions blast in the distance. S entry guns 

mounted to the exterior of the hotel fire into the Talon merc assault  
par ty  taking cover among the rubble . As the player approaches, they see 

a door at the rear of the building. A MK -1 turret guards the door. The 
lone wanderer disables or destroys the sentry gun, and gains access into 

the building  by hacking the terminal .  
 

Once inside, the player meets J.F., an aged man surrounded by robots, 
tools, miscellaneous parts and machinery. J.F. explains that he is all 

alone in the Bradbury except for the robots he makes and his friend , a 
Robobrain robot named Roy. Roy, J.F.ôs best friend from childhood, 

suffered a heart attack  five years ago. J.F. managed to save him from 

death by placing his br ain in a Robobrain model robot . But now Roy is 
facing death again. He  needs a replacement part or his brain dies and 

J.F. loses his friend and all their shared memories forever. Unable to 
leave due to the Talon merc assault onslaught, J.F. pleads with the 

player to retrieve the part from the RoboCorp facility and bring it back as 
soon as possible. As a reward, J.F. promises to give the lone wande rer 

an eyebot robot companion.  
 

The player goes to the RoboCorp building  and a fter a moderate search, 
finds the part. When the player returns to the Bradbury, the Talon merc 

onslaught continues. Explosions and gunfire rumble and ring out from 
the battle outside. The player gives J.F. the part retrieved from the 

RoboCorp facility. J.F. announces that he must immediately begin his 
repairs on Roy. The player inquires about the ro bot J.F. promised to 

provide as reward for retrieving the part for him. J.F. replies that the 

player must defeat the Talon merc assault so he can complete his repairs 
on Roy and program the eyebot companion he promised to give the 

player. J.F. goes on to i nstruct the player t hat a locker on the roof has 
weapons the player can use  to aid J.F.ôs robot defense force destroy the 

attacking Talon mercs . T he player proceeds to the roof and defeat s the 
Talon mercs f rom the roof, or on the ground.  

 
Extro ï After th e last raider succumbs to the lone wanderers attacks, the 

player returns to J.F.ôs workroom to find Roy in full recovery and J.F. 
very happy. J.F. thanks the player for all their assistance and rewards 

the lone wanderer with their own eyebot companion.  
When the Talon mercs are defeated, a quest update signals the end of 

the quest series.  
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Visual References  

Terrain /Vegetation  

 

 
Figure 2  City Debris  

 
Figure 3  City Street View  
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Figure 4  City Street View  

Models/Architecture  

 
Figure 5  The Bradbury Hotel in Los Angeles  
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Figure 6  Our Lady of Hope Exterior  

 

 
Figure 7  Robot Pads  
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Figure 8  Robot Terminals  

 

 
Figure 9  Tools clutter  
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Figure 10  Robot Repair Table  

 

 
Figure 11  Robot clutter  
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Figure 12  Robot Repair Pads and Computers  

 

Textures /Lighting  

 
Figure 13  Interior of the Bradbury hotel from Blade Runner  
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Figure 14  Interior of the Bradbury hotel from Blade Runner  

 

 
Figure 15  Interior of the Our Lady of Peace hospital  
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Figure 16  Interior of the Our Lady of Peace hospital  

 

 
Figure 17  Interior of J.F.'s apartment in Blade Runner  
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Figure 18  Robot Repair Facility -  Forge interior  

 

 
Figure 19  Robot Repair Facility -  Forge interior  
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Characters  

 
 

 

Figure 20  J.F. Sebastian from Blade Runner  

 

 
Figure 21  Potential Model for J.F. in Fallout 3  
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Figure 24  Robobrain model -  Roy  

 
Figure 25  Protectron model -  Pricilla  

 
 

 
Figure 22  Mr. Gutsy model -  Leon  

 
Figure 23  Mister Handy model -  Taffy  
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Figure 26  Sentry bot  

 
Figure 27  Eyebot  

 

 
Figure 28  Talon Merc Soldier  
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Rough Map  
General layout with legend and map scale . Scale must be present in each 
map  and make sure to include the player start, mission end, and critical 

path . Highlight key moments and story beats.   
 

 
Figure 29  1st floor rough layout -  Rubble blocks some areas  

1.  Player enter s the Bradbury via a backdoor guarded by a MK II 

turret  
 

2.  Player begins exploration of the Bradbury in the former office area  
 

3.  After investigation of the first floor, the player uses the stairs to 

move to the 2 nd  floor  


