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Fallout overview  

ƀDevelopment began in early 1994  

ƀShipping in October 1997  

ƀTeam size: ~30 at ship  

ƀTotal cost: ~$3M  

 



Not your typical Interplay game  

ƀNo license  

ƀNo engine  

ƀNo budget  

ƀNo staff  

ƀNo plan  

 



Fallout postmortem  

ƀOne take -away: AMAZING TEAM  

ƀInfluences  

ƀChallenges  

ƀLegacy  

 



Influences  

ƀComputer games  

ƀPaper & Pencil and board games  

ƀBooks  

ƀMovies  

 



Computer game influences  

ƀXCOM 

ƀCrusader  

ƀWasteland  

ƀUltima  series  

 



Paper and board game influences  

ƀGURPS 

ƀWizWar  

ƀGamma World  

 


