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system’s library was Drag Strip (1977), a
racing game making use of the unique
controller design to simulate a gear stick
and throttle (with an eight-way joystick
and rotary knob, respectively).

The system was discontinued in 1984
when Zircon withdrew from the video
game business in the wake of the indus-
try crash of 1983. In 2004, the system’s
demo videocart, from 1976, was discov-
ered to have one of the earliest Easter
eggs (Whalen 2012, 70).

P. Konrad Budziszewski

See also: Cartridges; Easter Eggs; Genera-
tions of Technology

Further Reading

Dyer, Clinton R., and Chris Webb. “Fair-
child Channel F FAQ.” Digital Press,
May 25, 1997. Available at http:/
www.digitpress.com/fag/channelf. htm.

Edwards, Benj. “Interview with Jerry Law-
son.” Vintage Computing and Gaming,
February 28, 2009. Available at http:/
www.vintagecomputing.com/index.php
/archives/545.

Whalen, Zach. “Channel F for Forgotten:
The Fairchild Video Entertainment Sys-
tem.” In Before the Crash: Early Video
Game History, edited by Mark J. P.
Wolf, 60-80. Detroit, MI: Wayne State
University Press, 2012.

Fallout Series

The Fallout games have always thema-
tized humankind’s inability to evolve
past vital shortcomings in human nature
and the never-ending strife for power
and dominance. As science fiction dysto-
pias, they involve players in desolate
wastelands in which nuclear fallout has
given way to unfamiliar and hostile
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ecosystems, where ideologies aim to real-
ize their own, often blind and miscar-
ried, dreams of Utopia. It is this mixture
of visualizing the “imagination of disas-
ter” (Sontag 1961) and “the potentially
destructive and dystopian nature of
human agency” (Domsch 2015, 407) that
makes the Fallout games an ideal play-
ground to explore “the deepest anxieties
about contemporary existence” (Sontag
1961, 220). This traumatic experience—
caused by the fear of the bomb in the
aftermath of the Hiroshima and Naga-
saki bombings in 1945 (Sontag 1961)—is
wrapped into a playful trial action that
satirically comments on empirical world
issues, to not only exorcise these inner
demons but also help players cope with
them.

To outline this message, the Fallout
games draw inspiration from the Cold
War fears of the 1950s onward and
extrapolate these into retrofuturistic sce-
narios where the bombs have fallen
(Schulzke 2014, 10). They thus grant play-
ers an anarchical escape from their con-
temporary social order but also immerse
them in strange yet somehow familiar
worlds that induce players to critically
rethink the relation between the fictional
game world and their empirical sur-
roundings. Set in a postapocalyptic
United States, the games span over the
years 2102 to 2287 and involve players in
the roles of avatars (player characters) to
explore a world without rules and to act
out their unconscious desires. The main
Fallout games are thereby set within open
worlds and pertain to the role-playing
genre (RPQG): Fallout: A Post Nuclear
Role Playing Game (Interplay Produc-
tions, 1997), Fallout 2: A Post Nuclear
Role Playing Game (Black Isle Studios,
1998), Fallout 3 (Bethesda Game Studies,
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2008), and Fallout 4 (Bethesda Game
Studies, 2015). In addition, several spin-
offs complement the series: the turn-
based real-time RPG Fuallout Tactics:
Brotherhood of Steel (Micro Forté, 2001),
the linear action game Fallout: Brother-
hood of Steel (Interplay Entertainment,
2004), the open-world RPG Fallout: New
Vegas (Obsidian Entertainment, 2010),
the free-to-play (F2P) Vault simulation
Fallout: Shelter (Bethesda Game Stu-
dios, 2015), and the online RPG Fallout
76 (Bethesda Game Studies, 2018). More-
over, there are some analog games worth
mentioning, such as the board game
Monopoly: Fallout Collector’s Edition
(Winning Moves, 2015), Fallout: Pinball
(Zen Studios, 2016), and the tabletop
game Fallout: Wasteland Warfare
(Modiphius Entertainment, 2017).

FALLOUT AND FALLOUT 2

The beginning of the series has its roots
on the PC with the first two Fallout
games from Interplay Productions (1997)
and Black Isle Studios (1998). Inspired
by games such as Interplay Productions’
Wasteland (1988), Fallout 1 and 2 are pre-
sented from an isometric point of view
and pertain to the role-playing genre.
Although they offer players an open
world to discover at their leisure, move-
ment is reduced to a point-and-click
mechanic, and combat is turn based. In
addition, the games introduce elements
that will shape the series, such as branch-
ing dialogs, player choices that move the
story in different directions, and the Pip-
Boy 2000: a mechanical display strapped
around the main character’s arm to
grant him (and players) access to world
maps, objectives, game states, and so on.
What is more, the S.P.E.C.LA.L system

allows players to distribute perks to indi-
vidual points (strength, perception,
endurance, charisma, intelligence, agil-
ity, and luck) to create the character of
their choosing.

The plot of Fallout begins in 2161 and
places players in the role of the Vault
Dweller whose mission is to restore Vault
13’s water purification system. However,
additional threats soon emerge, includ-
ing the Super Mutants, who are geneti-
cally modified beings that resemble
Frankenstein’s monster. Players dealing
with the threat will be aided by the
Brotherhood of Steel, a faction that is
eager to accumulate technology and
cleanse the wasteland of hostile crea-
tures. As such, the game introduces a
fundamental (ecological) theme to the
series: the purification of nuclear pollu-
tion but also of humankind’s uncon-
scious urge to violence and the fear of
the Other (with the Super Mutants repre-
senting the Brotherhood’s darkest
selves).

Fallout 2 proceeds in a similar manner.
Set in 2241, the game has players obtain
the Garden of Eden Creation Kit
(GECK), a terraforming device to restore
withered parts of the wasteland. The
Enclave are the major faction here. They
claim to be the members of the former
U.S. government and aim to restore
order in a desolate world. In addition,
they are involved in the Vault-Tec experi-
ments; the vaults were not created to pro-
vide survivors with safe havens but to
conduct social experiments on them: to
design intentional flaws (e.g., having
radiation leak in, which led to the society
of Ghouls in Vault 12), to examine the
effects of isolation or mixed-race ten-
sions, and so on. Moreover, with Fallout
2, the series begins to ingrain culture
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references into the game world (such as
allusions to George Orwell’s Nineteen
Eight-Four [1949] or Robert Wise’s film
The Day the Earth Stood Still [1951]) and
steadily sets its satirical tone.

FALLOUT 3 AND FALLOUT: NEW
VEGAS

With Bethesda Game Studios acquiring
the Fallout trademark, the transition to
the third dimension was a natural step
for the series (employing the Gamebryo
Engine, which was used for Bethesda
Game Studios’ The Elders Scrolls: Obliv-
ion [2006]). Fallout 3 (2008), released for
PC and on Xbox 360 and PlayStation 3,
still belongs to the genre of open-world
RPGs, but it is shown from a first-person
or third-person point of view. In addi-
tion, turn-based combat has given way to
real-time shooting mechanics—although
with the Vault-Tec Assisted Targeting
System (V.A.T.S.), the original mechanics
are retained but in adjusted form. Acti-
vated time slows down so that players
can target individual body parts of
opponents.

Notwithstanding these changes, Fall-
out 3 confronts players with themes simi-
lar to those of its predecessors. Set in
2277, the main plot revolves around the
Lone Wanderer who becomes involved in
his father’s work on water purification in
the Washington, DC, area. The Enclave
follow a different agenda with Project
Purity, however. To cleanse the waste-
land of mutated life-forms, they aim to
poison its water reserves so that they may
take power. Again, the fear of Otherness
and the desire for dominance and power
are foregrounded, which is comple-
mented by a satirical tone that familiar-
izes players with nuclear fears.
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In fact, Fallout 3’s central ethical
problem revolves around an undeto-
nated nuclear warhead situated in the
midst of one of its major cities, Mega-
ton. Opinions on the bomb differ, and
one faction—called the Children of the
Atom—even builds a religious cult
around it. Fallout 3 thus stands in the
tradition of science fiction, such as
Stanley Kubrick’s Dr. Strangelove or:
How I Learned to Stop Worrying and
Love the Bomb (1964), which comments
on Cold War anxieties by satirizing the
treatment of the bomb: why fear it,
when you can worship it. In contrast to
the movie, players of Fallout 3 may
choose for themselves how to deal with
the bomb (and other issues) and explore
the gray moral outcomes of their
choices.

It is easy to discern that player agency
is of great importance to the Fallout
games, and Fallout 3 is probably the
series’ darkest game in this respect
because players can freely determine
their characters’ ethical inclination. Sim-
ilarly, Obsidian Entertainment’s Fallout:
New Vegas (2010), released on PC, Xbox
360, and PlayStation 3, is set in 2281 in
the Mojave Desert and confronts players
with four factions: the New California
Republic, Caesar’s Legion, Robert
House, and Yes Man. Each of these
groups pursues its own agenda, and play-
ers may choose with whom to side, whom
to play, or whom to simply ignore all
along. As a consequence, player choices
move the story in ethically gray direc-
tions, with no good ending to the game.
Fallout: New Vegas thus paints an utterly
bleak and pessimistic picture of human
nature by involving players in a game
world that is governed by the survival of
the fittest, thus foregrounding our
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selfishness, natural greed, and desire for
power.

FALLOUT 4

Given the dystopian nature of its prede-
cessors, it may come as a surprise that
Fallout 4 (Bethesda Game Studios, 2015)
embarks on a more utopian route. The
game was released on PC, Xbox One,
and PlayStation 4 and is set in the Boston
metropolitan area and surrounding Mas-
sachusetts, referred to as the Common-
wealth. The game world is densely
polluted, and vibrant colors and weather
phenomena (such as radiations storms or
deep mist) depict the Commonwealth as
a destroyed yet picturesque environment
where a fresh start seems imaginable.
This regenerative appeal was never real-
ized in previous games (probably inten-
tionally) and transforms Fallout 4 not
simply into a warning of nuclear disaster
but also into an experience that suggests
ways to cope with it and move forward in
different directions.

The game is set in 2287 (210 years after
the Great War) and involves players in
the role of the Sole Survivor, who
embarks on a mission to search for his
lost son. Players may choose a female or
male character (mother or father), but the
main focus soon shifts from the private
sphere of the family to a societal struggle
for Utopia. On their journey through the
Commonwealth, players encounter mem-
orable locations such as Diamond City
(where people have found refuge form the
surrounding dystopia), Abernathy Farm
(a small, peaceful agricultural society),
and Goodneighbor (a community of
ghouls and criminals exiled from Dia-
mond City). All of these seek help in dif-
ferent ways, and players may choose to

intervene. In Diamond City, for example,
a strange paranoia infests people’s mind,
making them believe they are being
swapped by identical-looking Synths
(artificial beings that are created by the
ominous Institute). This thematic links
Fallout 4 to American science fiction
films such as Don Siegel’s Invasion of the
Body Snatchers (1956) and foregrounds
the game’s satirical tone in conveying
Cold War anxieties (particularly the fear
of a hidden Communist invasion).

The Synth issue and fear of the Insti-
tute are widespread in the Common-
wealth, and several factions have their
own ideas of how to deal with the sup-
posed threat and chart ways into the
future. Whereas the nationalist Brother-
hood of Steel regard them as dangerous
(as things that do not deserve to live), the
Railroad functions as the humanitarian
opposite. In their attempt to save the
Synths and hide them in safe houses until
they are integrated into society, a clear
connection to the real-world Under-
ground Railroad (that helped African
American slaves to escape to the North)
from the mid-nineteenth century can be
established. The Institute, on the other
hand, pursues a different agenda. They
are the underground boogeyman of the
Commonwealth and aim to replace the
anarchical filth from above with artificial
beings so that they can establish a society
of scientists. Lastly, there are the Min-
utemen, a faction with clear references to
the independently formed, eponymous
militia in the American Revolutionary
War. Their agenda is to restore order to
the Commonwealth by establishing a
network of egalitarian communities and
dealing with the Raider threat.

All of these factions take inspiration
from American history (but also create
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allusions to contemporary trends, such
as the refugee crises in Europe) and urge
players to create imaginative connections
between both worlds. This also manifests
itself in how players may deal with the
factions, for whom they will conduct
missions, with whom they will side, and
eventually how they will decide which of
these ideologies they deem best to con-
trol the Commonwealth. A particular
utopian (or dystopian) energy is thereby
placed on the creational aspects of the
game. Players may choose to build a net-
work of egalitarian settlements dispersed
throughout the Commonwealth where
people of all races and ethnicities are
welcome. However, they may also choose
to do nothing or spend the resources they
encounter to create phallic symbols of
power to fuel their selfish desires.

Gerald Farca

See also: apocalypse
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Sontag, Susan. Against Interpretation and
Other Essays. New York: Picador, 1961.

Famicom. See Nintendo
Entertainment System/Nintendo
Famicom

Fandom

As an analytical term, fandom refers to
the cultural domain of audiences that
actively group around certain fiction,
such as a game, novel, television series,
or popular music and the products
derived from them. Fandom based on
such sources consists of various online
and off-line communities, which have
three defining features. First, fandom
involves a highly interpretive community
in which media products are analyzed
and discussed. Second, these communi-
ties are also social communities in which
individuals can establish relations with
other aficionados. And third, fandom
often involves a considerable creative
function. Within fan communities, it is
quite common for individuals to create
their own stories (fan fiction) and art-
work based on the sources they love.
Other fans, in turn, read and evaluate
these fan products.

The origin of the term fandom is rather
unclear. Its earliest media citing appears
in a sports column of the Washington
Post on October 10, 1896. The word fan,
in turn, is an abbreviation of fanaticus or
fanatic, which has connotations of fancy,
religious zeal, and overactive engage-
ment. The popular imagery surrounding
fans tends to depict the fan as deviant,
tragic, narrow-minded, or violent (Bailey
2005; Jenkins 2006). Such negative
images of fans have been circulating for
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book, One Switch 100, is in the works. [bar
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