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	Name: Shelter 22
	Theme: Atomic Post-Apocolyptic 
	Lighting: No Power, Reactor damaged
	Ceilings: Low metal, covered in moss
	Walls: Rounded, covered in vines
	Doors: Rusted Open
	Floors: Hidden beneath undergrowth
	Passive Investigation: 14
	Effect Save: 12-15
	Effect Attack Bonus: +6 to +8
	Damage Severity: Tier 2, Dangerous
	Passive Perception: 14
	Factions & Groups: 
	0: Original Shelter Dwellers
	1: 
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 
	9: 
	10: 
	11: 
	12: 
	13: 
	14: 

	Wandering Monster: 
	0: Giant Mantis - Mire Fiend (ToV)
	1: Spore Plant (Venus Fly Trap) - Viiret (ToB2)
	2: Spore Carriers - Bloat Blossom, Sporeborn
	3: Feral Ghouls - Ghouls
	4: 
	5: 
	6: 
	7: 
	8: 
	9: 
	10: 
	11: 

	Random Treasure: 
	0: Tome of a Junktown Jerky Vendor
	1: Irradiated Rations 
	2: Shelter Door Key
	3: Mantis/Mire Fiend Eggs
	4: 
	5: 
	6: 
	7: 
	8: 
	9: 
	10: 
	11: 

	Adventure Notes: 
	0: The year is 2281, set in the Mojave Desert
	1: following a nuclear war that destroyed
	2: humanity 200+ years earlier.
	3: Three core entities are vying for control of
	4: the local area and rumors of man-eating
	5: plant life are spreading quickly.
	6: Find the source of the problem and ensure
	7: the irradiated spore creatures no longer
	8: prey on the local population that calls the
	9: old Las Vegas ruins home.
	10: 
	11: 
	12: 
	13: 
	14: 
	15: 
	16: 
	17: 
	18: 
	19: 
	20: 
	21: 
	22: 
	23: 
	24: 
	25: 
	26: 
	27: 

	Threat Level: 
	0: Yes
	5: Off
	4: Off
	3: Off
	2: Yes
	1: Yes

	Entrances & Exits: 
	0: The entrance is advertised with a sign that reads "Welcome to Vault 22" covered by
	1: 
	0: 
	0: graffiti -- "Stay out! The plants kill!" The Vault door itself is covered with overgrowth and lodged open.



	Notable NPCs: 
	0: Keely, Ghoul - A talented & well-versed scientist, she is a first-generation ghoul
	1: from the beginning of the Great War. Her work in Shelter 22 is focused on researching the unique plants that grow there.

	Notable Treasure: 
	0: AER14 prototype weapon
	1: 

	Notable Secrets: 
	0: In 2096, 118 Vault survivors left and traveled
	1: north to Utah, abandoning Vault 22 to the host fungus.

	Safe Rooms: 
	0: Entrance Hall - Immediately upon entering the Vault,
	1: to the left is a usable mattress & duffle bag with some supplies

	Boss Monsters: 
	0: Spore Plant - Main venus fly trap creature
	1: The first plant to evolve from the original experiments.

	Traps: 
	0: Hungry Hall (D&R Preview PDF):
	1: Instead of 'writhing tentacles', use vicious vines.

	Hazards: 
	0: The vault is extremely irradiated with toxic
	1: barrels & covered in harmful flora.

	Other Notes: Split into 5 levels, floor can be accessed by repairing the main elevator within the Vault.Originally, inhabited by scientists working under the auspice of experimentation with staple crops to combat global hunger prior to the Great War.'Beauveria mordicana' was originally an entomopathogenic fungus designed for pest control: when exposed to the fungal spores, the fungus infests it and begins to colonize the host body.As experiments progressed in Vault 22, it gradually spread throughout the Vault, slowly infecting the Vault dwellers turning them into aggressive spore carriers. 
	Map Key: 
	Scale: 


