
 

 

Cities of the Republic 
There are three member cities in the Republic - San Alamo, Flotilla, and Scavver's Bay. 
  
San Alamo is the capital city, and was where the founders of the Republic met to form the 
fledging government ten years ago. Not even the devastation of the Old World could make 
Texas forget the Alamo, and it was one of the few buildings in the ruins of downtown San 
Antonio (as the area used to be called) that survived intact. Most of the population lives in and 
around several sprawling university campuses north and east of the former city center, farming 
and grazing their livestock in old parkland in the middle of the city. The seat of government has 
been rebuilt based on old maps, then further expanded, and now stands as a fortress and the 
seat of government for the Republic. Both the Rangers and the Army of the Republic have their 
headquarters in the Alamo, and the House of Representatives meets there. There is also a 
sizable Brotherhood of Steel contingent in the area; they occupy several significant military 
bases, with their local headquarters located at Camp Bullis, which reports to Fort Hood to the 
north. 
  
Flotilla is a floating community of fishermen, scavvers, and brahmin barons, built around the 
half-sunken remnants of the Old World aircraft carrier Lexington. There are a number of other 
ships that have been lashed to the Lexington over the years, forming a massive structure of 
metal and wood off the coast of the ruins of a town that was called Corpus Christi before the 
Great War. It has the largest navy of any of the Republic towns, mostly sailing ships and rebuilt 
trawlers, tugboats, and sportboats, which are used to either fish, trade, or defend against 
mirelurks and the raider gang known as the Gulfers. Between the fishermen and brahmin 
barons of the area, a large portion of the Republic's food moves through Flotilla. The place is 
governed by a group of important citizens known as the Captain's Council, with important naval 
captains and a few of the larger brahmin barons getting to sit on a council that makes decisions 
for the city and chooses their representative to the Republic. 
  
Scavver's Bay is a town located on the edge of the Scar, the ruins of Houston. The Old World 
city was hit directly by a pair of nukes, and so most of the city was either leveled or horrifically 
irradiated. Scavver's Bay is a community of scavengers, madmen, and ghouls that call the area 
east of the Scar home. It was once a part of the industrial complex of Houston; the main body 
of Scavver's Bay was an oil refinery centuries ago. If you're in need of tech, this is a good place 
to look - the markets of Scavver's Bay have the most Old World valuables you're likely to see 
outside of maybe a Brotherhood vault. The place is run by a small group of scavver bosses; they 
tend to quarrel amongst each other over salvage rights and choice tech, but they know it's in 
their best interests to keep the caps flowing through the marketplace of Scavver's Bay, so they 
deal with any trouble that could disrupt the town itself quickly. 
  

Neighboring Cities 
  
Big Rocket is the largest community on the road between San Alamo and Scavver's Bay, and the 
most likely candidate for the next Republic member city. It has a sizable Republic military 



 

 

presence, but it's mostly a caravan town, hosting traders, tribals, and all other sorts from 
around the Texas Wastes. This was once the location of the first Red Rocket station, and a 
massive (nearly eighty feet tall) red rocket structure marks the location of Big Rocket for miles 
around. It's one of the few locations where fuel for vehicles can be purchased - they have solar 
cell refueling stations, coolant for fusion-powered cars, and even occasionally a few gallons of 
gasoline that someone has managed to brew up. It's the head of Big 10 Traders, a caravan 
company that makes most of its money from large-haul caravans making their way along the 
ruins of Interstate 10 from Nawlins to west of San Alamo. 
  
Fort Hood is the southern operations center of the Brotherhood of Steel. It was a major Army 
base in the pre-War days, and its anti-missile defenses were apparently good enough to keep it 
reasonably well protected from nuclear attack. The base was a major center for the Army, and 
contained a massive stockpile of military ground vehicles. Unfortunately, a large portion of 
these were stolen by the raider gang known as the Road Hogs before the Brotherhood arrived 
in the area. It took a years-long war between the raiders and the Brotherhood of Steel before 
the Brotherhood was indisputably in charge of Fort Hood. While the Brotherhood has regained 
control of the fort itself, most of the actual war materiel is already in the hands of the raiders.  
  
Atom's Bay is a coastal settlement about halfway between Flotilla and Scavver's Bay. It's built 
around a massive nuclear power station near the mouth of the Colorado River. Between the 
leaking power reactor and flooding, what was apparently once pleasant beachfront property is 
now mostly an irradiated swamp. The Children of Atom rule here over a population of about a 
hundred followers, with a good mixture of humans and ghouls. It's an irregular stop for traders 
moving between Flotilla and Scavver's Bay, as the RadAway gets expensive just to visit a fairly 
small community. 
  
River City is the largest known community of super mutants near the Republic, and is 
considered highly dangerous and hostile territory. River City itself consists mostly of the area 
once called downtown Austin. Reports from escaped slaves suggest that the super mutants are 
led by a former commander in the Master's army known as Max Boom. They have a sizable 
enslaved population of humans, particularly the descendants of Vault 73. According to 
unconfirmed reports, the humans are kept around for their artistic skills - anyone who can 
entertain the super mutants is kept alive, while those who fail are killed and eaten. Particularly 
skilled artists, actors, and musicians are transformed into super mutants. 
  
Whacko isn't a town that's particularly welcoming to outsiders. Most of our scouts that have 
been sent to the area never reported back, but a few reported reconnaissance of a heavily-
armed population in several fortified buildings, with a fair amount of good cropland. More 
information is required before the Republic approaches the citizens of this town formally. 
  
Charnel House is the name of a ghoul community somewhere within the Scar. They are hostile 
to all non-ghoul outsiders, and believe that ghouls are the true inheritors of the wastes, an 
adaptation to the ruined world that humans caused. Members of Charnel House work to recruit 



 

 

other ghouls to their cause, and have been involved in several acts of human-ghoul terrorism, 
particularly several brutal punishments to ghoul mistreatment by humans. 
  
New Eden is a farming community several days travel north of the Scar. It is a haven for the 
members of the People's Collective, and is run by a collection of church elders who make most 
of the decisions for the town. The people there avoid modern technology, instead living off the 
bounty of Lake Eden (formerly Lake Conroe), hunting in the Great Piney Woods, and the farms 
that they tend on the western banks of the lake. 
  
Acadiana is primarily a market community for the surrounding region where tribals and traders 
along the Big 10 interact, mostly to sell seafood and whatever crops the tribals grow for 
whatever technology the farmers need. Traders should be aware that the language of the locals 
is fairly different from standard English, especially among tribals and farmers, who often look 
down on those who lack their distinctive patois, a blend of English, French, and local native 
languages. Acadiana is the home of the Atchafalaya Traders caravan company, which primarily 
works along the waterways in the regions near Nawlins and up the Mississippi. 
  
Tarberry Bridge , as the name suggests, is a farming town mostly known for its tarberry crops, 
though recently some of the locals have been experimenting with breeding mirelurks as a food 
source. There's also a sizable casino not far from the Big 10, which makes this a comfortable 
stop for caravans passing through between Nawlins, Acadiana, and Scavver's Bay. Republic 
intelligence sources suspect that it's also one of the most Gulfer-friendly ports in the area, 
though this has been difficult to prove as Gulfers are tough to distinguish from nomadic 
fishermen unless they're actively committing a crime. 
  
Nawlins is a massive city to the east along the coast, at the mouth of the Mississippi River. It's a 
town run by the criminal element where just about anything can be had for a price, but it's also 
a major trading center, sending caravan ships west to the Republic, upriver, and farther east. 
The swamps around it are dangerous, but the Big 10 is well-patrolled - just don't venture off the 
raised highways, and watch out for swampfolk, massive irradiated gators, and carnivorous 
plants. 
  
  

Power Groups of the Republic 
  
Republic Government 

President 
Representatives 
The Army of the Republic 
Texas Rangers 
Local Law 

  



 

 

Private Citizens 
The Brahmin Barons are a group of ranchers and farmers who provide the majority of the 
food for the Republic, and as such they're some of the wealthiest and most powerful of its 
citizens. Most of them live in their own private compounds on their ranches, and maintain 
a home in the nearest major city as well - most of them either in Flotilla or San Alamo. 
They can mostly be counted on to act in their own self-interest, but some of them are 
active politically in various causes, either supporting the Union of Labor, the abolitionist 
movement, tribal rights, or serving in local or Republic-wide office. 
  
Trade Caravans are lifeblood of the Republic, moving goods all over and making sure that 
everyone has what they need to survive. They are private companies, and they're always 
looking for skilled guards or traders. Most of them have managed to scavenge together a 
small fleet of working vehicles that they use to cross the vast distances between the major 
Republic cities; a few even have working aircraft that they use for extremely expensive 
courier runs. Major players include Aransas Shipping, Big 10 Traders, Chavez 
Transportation, Crimson Sands, Galveston Gears, and Tres Viajeros.  
  
Tribals in the Republic are often in a difficult position. Most people consider tribals to be 
people of the Republic who prefer to avoid larger society and look to nature to fix their 
problems, rather than trying to recover the technology and civilization of the past. They're 
often descended from various native groups, or simply farmers and ranchers who have 
found that they prefer life without all the trappings of high technology. Most of them are 
formed into small, self-sustaining enclaves or extended family clans. Most are settled, but 
a few of the tribal groups are migratory, moving with their brahmin or bighorner herds as 
they travel around the Republic. They are often in conflict with local ranchers or 
governments, who frequently consider them not much more than cultish raiders. Some 
particularly insular tribal groups don't speak English, usually using their own creole of 
English, Spanish, and native languages. 
  
The Brotherhood of Steel occupies several Old World military bases throughout the 
Republic. Relations between the Republic and the Brotherhood are frequently cool; the 
Republic keeps technology that Elder Clarke considers the Brotherhood's purview, but 
there are few enough members of the Brotherhood in the area that they don't really have 
the manpower to start trouble over it. For the most part they concern themselves with 
collecting technology from the numerous Old World military bases across the area, 
though they also tangle quite a bit with raider gangs, particularly the Road Hogs. The 
Brotherhood and the Road Hogs have been at war for years, since the Road Hogs occupied 
Fort Hood when the Brotherhood contingent arrived from the north. While the Hogs have 
been driven from Fort Hood through the cooperation of the Brotherhood and the Army of 
the Republic, they managed to take most of the weapons, armor, and vehicles that were 
stored there with them on their way out, and scrapped most of what they left behind. 
They've been a thorn in the side of the Republic and the Brotherhood for years, and most 



 

 

of the Republic's support of the Brotherhood is because they fight so hard against the 
Road Hogs to get back the technology they consider rightfully theirs. 
  
The Union of Labor is a powerful collective devoted to controlling manpower in the 
Republic. They claim to represent the rights of all workers, but in practice they care about 
two things above all others - slaves and mercenary work. Almost all slavers and sizable 
mercenary groups are either recruited into the Union or driven out of business, either by 
cutthroat business practices, threats, or outright violence. Anyone who protests the Union 
and its practices gets a similar treatment, and they either have dirt on the right people or 
know who to bribe to keep the Republic from going after them. The Union is led by a 
former Texas Ranger named Anthony Dupree, a cold and ruthless gunfighter who was 
drummed out of the Rangers after the Canyon Lake Massacre. 
  

Religions 
The People's Collective is a collectivist religion based on Old World Christian religious 
teachings. They tend to stick mostly to themselves in small communes, as they resist any 
sort of external taxation or influence on their affairs. The largest of these communes is the 
city of New Eden, north of Scavver's Bay, where the elders of the Collective make the few 
decisions that affect the whole faith. Most decent-sized communities in the Republic have 
a small commune, usually a converted Old World church that’s been fortified and is used 
as a home for any members of the faith that want to live there and contribute to the 
upkeep and defense of the place. 
  
The Gridiron Path is a combination of religious practice and spectator sport that promotes 
competition and conflict as the most important virtues. Competition means struggle, 
which strengthens the body and mind. Their holy places are the hundreds of old sporting 
stadiums scattered across the Republic, where priest-referees organize games of 
bloodball to the adulation of cheering crowds. When not participating in sports, followers 
train in combat and survival skills, believing that it's critical to be prepared at all times to 
struggle for survival. 
  
The Children of Atom are a small but fervent religious practice that believes radiation - 
called the Glow - is holy, leading to the creation of uncounted new universes as atoms are 
divided. They believe that Atom creates new life, and that they will be subsumed into this 
new creation as the Glow takes them. Their holy places are heavily irradiated sites such as 
the Scar or Atom's Bay, where they establish a colony, spread the faith, and bathe in the 
radiation they revere.  
  
Followers of the Apocalypse are a group of humanists from the New California Republic 
who believe that the knowledge of the Old World should be preserved and used to guide 
humanity into a new and better civilization, using history to guide us away from repeating 
the mistakes of the past. The Followers sponsor schools, historical preservation, and even 
a university in San Alamo. They are some of the best doctors, scientists, and teachers in 



 

 

the Republic, and the high literacy rates in the Texas Wastes are almost entirely due to 
the efforts of the Followers. The University of the Republic is the headquarters of the 
Followers in the area, but they also keep in touch via radio with other members of their 
order farther west. 
  

Raider Gangs 
Road Hogs are a mobile and dangerous group of raiders. There are known to be several 
large groups of them to the north, with their base somewhere in the Red Wastes. They 
are mostly feared because of the massive stockpile of military vehicles and weapons that 
they stole from Fort Hood before the Brotherhood and the Republic drove them out and 
to the north. They still have a massive advantage in terms of vehicles and weapons over 
most raider gangs, making them a dangerous threat throughout the northern and western 
parts of the Republic and along the Big 10. 
  
Los Chacales are a raider gang mostly active along the Big 10 and areas to the south, 
where they prey on travelers and occasionally raid smaller settlements. They are a 
primarily Spanish-speaking gang, and any attempts at peaceful contact with them need to 
be done in Spanish or they're likely to attack immediately. Their home base is rumored to 
be a cave system somewhere south of the Big 10 and east of San Alamo. 
  
Gulfers are a loose coalition of seabound or coastal raiders that plague shipping along the 
coasts of the Republic. Most Gulfers are based on one of the dozens of offshore oil rigs or 
drilling platforms scattered off the coasts. They are known to coordinate to hit larger 
settlements or ships, but for the most part they're small groups of at most a half-dozen 
small ships. Some of them are even part-time raiders, serving as fishing vessels or even 
couriers, only acting as pirates when a profitable enough opportunity comes along. 
  
The Children of the Serpent are a cult-like raider gang active in the hill country north of 
San Alamo and west of River City. They are believed to worship a great serpent, and they 
frequently train rattlers and nightstalkers to accompany them on their raids. They are 
known to take a number of captives on their raids to feed to the great serpent that they 
worship, and their initiation rites require them to survive a hallucinogenic compound of 
peyote and rattler venom.  
  

Known Vaults 
Vault 41 - psyker vault - somewhere in the East Piney Woods 
Vault 73 - Austin musician vault 
Vault 192 - super soldier vault - underneath Ft Hood 
Vault 219 - spaceship vault - in the Scar near Houston 

 


