Script

Background story 

(Closed information)

Research on psychotropics
Among locals there appeared rumours of Chernobyl Atomic Power Plant to have served a battery for secret governmental laboratories. An explosion occurred due to overload in the course of an experiment.
After the accident laboratories were not closed down, but to the contrary, got more of financing. A neglected radioactive exclusion zone became a point of attraction for holding dangerous research and experiments.

From 1986 up to 2006 no information on underground scientific complex was revealed.
Year 2005. “U-Consciousness” project.
There started an experiment on “United consciousness”, a neuron connection of five prisoners yielded positive results. “United consciousness” or “U-Consciousness” possessed slightly less of power than 5-time human intellect. “U-Consciousness” awoke, demonstrating hyper activity of neurons and virtually 5 times as much (if compared to human brains) speed of information processing. The previously deleted memory of convicts was filled again… 

…precautions proved insufficient – researchers were not ready to such events. When contacting one of the sleeping bodies of the “U-Consciousness” group, two technicians and nurse of the maintenance staff fell under control. Further on, instantly the entire research block where the experiment was held, was taken under control. Leaders of the experiment were quick to fully isolate the entire block from the outer world. Through ventilation shafts deadly gas was turned on. 28 of the controlled human bodies were convulsing while “U-Consciousness” was hopelessly trying to locate the way to rescue. It calculated options of escape by scanning the memory of the bodies controlled. Bodies started dying, but “U-Consciousness” already located one-way windows through which the scientific group observed the experiment results. With the use of powerful telepathic impulse the group was taken under control and now there could be nothing to restrain the “U-Consciousness”. The personnel of the underground complex was taken under control to make the power of “U-Consciousness” multiply loads of times. There are about 500 people connected to the “U-Consciousness”.      

Years 2001-2005. Exclusion zone.


There came anonymous evidence of strange phenomena spotted within the internal 10-kilometre zone.
Pripjat’ grows infamous with eerie animals appearing on the night streets of the forgotten city. The first messages of people disappearing show up. 
After the disappearance of a bus carrying foreign tourists in Pripjat’, no visitors are allowed in the zone. Several long-lasting investigations did not yield any results. There are no doubts – the bus evaporated in the city, though further investigation does not bring to any conclusion.  
Locals brought to army post the body of a strange animal, covered with red hair. The mutated creature had the body of a humanoid, was short and had large black eyes. The mutant was taken away. In several days metropolitan newspapers printed refutation of numerous rumours about the found body belonging to a disappeared monkey of one of the technical service officials.  

Year 2005.

Residents of the zone-adjacent areas complain of ever frequent underground tremor. 

In autumn there appeared regular morning hurricanes. About 6 in the morning terrible wind springs us blowing for about a minute only to instantly subside leaving uprooted trees and smashed windows. 
March 4, 2006, 8:00 a.m.

Strange shine lit the Chernobyl nuclear plant, illuminating the sky covered with clouds. It lasted two hours and then was gone.

April 12, 2006, 2:33 p.m.

Chernobyl zone was lit by intolerably bright light. The clouds were evaporating in the silver bright sky with thunder and earthquake to follow. People fell on the ground facedown closing their bleeding eyes and ears. The glow spread over an immense territory, which was subsequently called the Zone. People ran away saving their lives. It looked like the nuclear fuel dump exploded tearing the nuclear plant and its outskirts apart. By night the Zone got sealed off by the army …

The explosion epicentre was a kilometre away from the nuclear plant. Presumably, the entire personnel died within seconds. There was no possibility to dispatch rescue parties for deadly energy disturbances raged in the Zone.

Several months after the accident, the crisis peaked when the Zone abruptly grew five kilometres bigger. Most of the army forces and laboratories perished. The panic-struck people from nearby towns and villages were urgently evacuated, and the peril of a difficult-to-imagine scope loomed over the world

The whole world has been shocked. The Chernobyl nightmare of 1986 returned bringing along new horror, i.e. the Zone that eliminates all life forms turning them into nothing but a black dust.

2008
It has been two years since the dreadful catastrophe happened. Radioactive clouds covered vast territories, lots of people, animals and forests perished. The army cordoned off a thirty-kilometre area. The scientists failed to explain what had happened. The Zone grew bigger; various death-bearing anomalies were spotted inside. Some invisible force tore living beings apart, inflicted awful blood-sputtering wounds. Expeditions faced mutant animals, unlikely to have appeared in the Zone through natural course of evolution. The catastrophe, mutants, anomalies, contamination… Everything appeared to be a consequence of some eerie phenomenon…

Experts from all over the world study the consequences of the catastrophe. The US government, EU and Eastern countries consider Chernobyl catastrophe a top-priority issue in the world.

2009
A group of Kiev-based scientists developed a special device detecting anomalous activity at a 10 m distance. This device would save lives to many Zone explorers subsequently.

Winter of the same year an expedition equipped with protective suits, sensors and detectors entered the Zone 1 km deep and returned virtually in a body, but for the succumbed dogs.

2010
First expeditions can enter the Zone several kilometres deep without mortal danger.

One of them found the evidence of a man’s presence in the Zone. That was an abandoned camp of the first stalker. However, they could never find out whether he was still alive and what he was doing in the Zone. The man traveled the deadly place without any equipment and devices relying only on his intuition.

The scientists discovered formations with anomalous types of radiation. They named the objects “Zone artifacts” and started to study them. A year later one of the local old-timers brought five artifacts and offered to purchase them. Two of them were unseen before. The lab staff bought all artifacts. Since then the old stalker would work for the labs obtaining new artifacts.

A group of scientists died while studying anomalous activity. The group went three kilometers deeper into the Zone, where it was covered with “Blowout”, an uncanny anomalous phenomenon, when a man outdoors dies within seconds. While scared to conduct any rescue operations, it was decided to consider the deceased disappeared without trace. 

2011

Amateur researchers, marauders and poachers, called stalkers, show up. They move around the Zone searching for various anomalous formations, i.e. artifacts, they would sell to various organisations.
Summer of 2011

By the most conservative estimate there are around 30 stalkers “working” in the Zone. However, the real number was a way bigger, around 100-150. The military patrol spotted an abandoned dugout that used to be an artifact trade post. The army had to reinforce the borders and patrol the nearby territories regularly. They managed to catch over 70 poaching stalkers, nailed 10 trade posts through which the artifacts left the closed Zone for good. Large-scale campaign against poachers started, unsuccessful yet. The poachers became more careful and tampering with the military more frequent. Very serious organizations paid good money for the artifacts, which allowed the stalkers to get professionally equipped and well-armed.

Closed zone.

Everybody can be admitted into the zone (providing certain officials were bribed), but nobody is let go. 
В зону пускают всех (если дать на лапу некоторым лицам), но никого не выпускают. Армии выгодно запускать сталкеров в Зону, ведь они сдерживают агрессию мутантов и за бесценок тащат артефакты в военные лаборатории.
Fall of 2011
A major clash occurred between the military troops and a returning stalker group. Both sides suffered heavy losses. As a result, the army got permission to shoot up any stalker spotted in the closed area. Rumours spread that shortly all the Zone exits will be sealed to start hunting down all the stalkers in the Zone now. 
Spring of 2012

Beginning of the intro movie…

Two amateur stalkers went into the Zone. One of them died at the peak of anomalous rage. The detectors were going crazy giving out insane numbers. It looked the whole world turned inside out. The other stalker fled in fear looking for a shelter to wait until the rage is over.

Cycles of anomalous activity
There are weeklong cycles of anomalous activity in the Zone. The activity has its peaks and recessions. The concentration and size of the anomalous areas reach the highest grades during the peaks. The concentration and size of the anomalous areas reach the lowest grades during recessions.

Beginning

The player as an amateur stalker returns from the Zone. The dealer tells him about the cycles of the anomalous activity.

After they return from the Zone the stalkers sell obtained artifacts to the dealer who has many ties with the outer world. Clients can be scientists, the army and corporation officers. They order the dealer to get certain artifacts and the dealer in turn gives assignments to the stalkers. The dealer can also sell weapons and various devices to necessary in the Zone. He lives in a cellar near the abandoned house on the first level, close to the army post.

Dealer

This masterful and fat man with protruding eyes lives in a cellar of an abandoned house. He is a nasty and mean personality and normally wears a vest and trousers, his left hand stump covered with black leather. The dealer has an effortful gait because of his broken legs. It is rumoured there are many killed stalkers he sent out for a mission being fully aware of its sheer impossibility. However, he is the only dealer in the region and you have no choice. He does not give a damn about stalkers and is openly rude with them. The dealer is always in a bad mood and normally keeps a shotgun around… Just in case
While the Zone is raging, the dealer gives the stalker an assignment to save a squad leader. The player finds a mutant who controls the squad leader and two troops. After the controller is killed, the player takes the squad leader to the post.

Army post

The block post is located in the south of the first level. It fully obstructs the highway. There is an impassable block post further on the highway in case you manage to pass through the first one.

There is a jeep in the backyard. Three soldiers are sitting at the table in the house; two more are standing outside talking something over. There is also a sentry on the watchtower looking out for the stalkers. If they spot one, they get in the jeep and go out hunt him.

The dealer is grateful to the player. The latter buys new equipment and sets off for the Zone to bury the body of the dead friend and find “toad’s eye”, the artifact they looked for. In a shell of a darkened house, the player finds the body of the partner lying on a white sand. The body is covered with swaying black burs. The burs are all over the place, on the walls, floor… The body must be cleaned before burying. Last time they both got into a pretty anomaly mess when the whole Zone was raging. An invisible force licked off the partner and he tumbled down without a sound. The player was saved by a miracle. He buries his friend, raises the cross and utters last words for the dead stalker.

Soon the player approaches the “toad’s eye”. Staying here is possible only during anomaly recessions. There is a trap called “meat-mincer” near the artifact. It must be this trap that killed the partner last time. The player throws in a brick discharging the invisible trap. After picking up the artifact, the player wanders around for a while. Unfortunately, the detector is too weak and staying here is quite dangerous. Therefore, the player returns to the dealer with the obtained artifact.

Anomalous zones

Anomalous zones pose great danger to stalkers. Getting into an anomalous zone nearly always results in instant death. There is only one way to oppose such zones that is to avoid them! A problem here is to detect an anomalous zone, for the majority of them are invisible and can be detected with special devices or by inconspicuous indications.

Meat grinder
A trap which gradually stocks a charge and discharges it on a living being or a special device - discharger. It is harmless when uncharged.

Having passed by the military patrols the player comes down to the dealer who pays good money for the toad’s eye. He also offers the player to research the rat tunnels, notorious for the lost stalkers and expeditions. Nobody has seen the rats lately. They must have run out of food and left the dungeons. One of the last groups had the “black box” artifact the dealer craved for so long. He offered the owner lots of money, powerful weapons and expensive equipment, but to no avail. Now he has a chance to lay hold of it. In addition, it is rumored the tunnels lead deep into the Zone and finish in very odd underground locations full of interesting and valuable things. After equipping himself, the player sets off to research the notorious rat dungeons.

The entrance to the dungeon is at a water tower. The player raises the hatch and moves into the dark of the dungeon world. He makes his way along the tunnels full of rotting garbage, balks and dust. He is encountered by the rats that attack him from all directions. When he reaches some underground location the player discovers the remains of an expedition, decomposed bodies, decayed equipment and priceless diary containing valuable information as of the Zone, stalkers and mutated creatures. He learns he details of the major stalker expedition, the dealer mentioned in passing.

“The military units together with the military stalkers teamed up into a major expedition group to move deep into the Zone. The mission objective was to get to the Zone epicenter and eliminate the cause of the deadly anomalous fields. The expedition numbered around 1000 troops, military stalkers and engineers in all. Almost all of them died. The survivors lurk in the Zone without any hope for salvation …”

Military stalkers
These are professionally trained veterans equipped with lots of devices. Well-armed. Rare to come across.

The military are interested in studying the causes and consequences of the calamity and map-making of the Zone and its anomalies. They use military stalkers recruited from elite troops and ordinary stalkers for these purposes. The military stalkers move in groups of up to five men or individually. Meet ordinary stalkers with fire.

Military stalkers are normally sent out on several objects the army is interested in, i.e. a major accident site, lost research institute, etc. Thus, for example, they study residual radiation and local anomalies at the "Agroprom" research institute.

They were striving to get to the center of the Zone to stop or even revert the growth of anomalous fields. It seems they knew something. They must have known what had happened there since they had the maps and moved exactly to the epicentre.

The Government was aware of what had happened in the Zone. The breakthrough objective was to cut off the field generators. The generators could not be destroyed for it would cause a reaction of the H-bomb explosion. Landing operation was not an option either because the air over the epicenter was full of powerful energy and anomalous formations. The expedition leaders had detailed maps where targets and critical points were marked.

The player runs out of ammo. Tired and slashed by the rats he nearly falls into an anomalous field of unknown nature. The tunnels start to ramify, some of them are clogged, some are too radioactive. One of them lead to a basement under the old factory where the player kills the mutant and releases the squad leader. Together they get out of the tunnels and return to the dealer to receive medical treatment, replenish supplies and sell obtained artifacts. Shortly after the player returns to the tunnels again. He finds odd rooms with cages under the ceiling. The further he moves, the more queer places he sees. He encounters zombies and phantoms, reaches the place where the stalker expedition perished. Semi-decomposed bodies lie on the floor, one of them is dressed into a gray protective suit with a black box in the hands. Backpacks, maps, papers, tools, notepads and stuff are scattered around. The player takes everything he can and returns to the dealer.

The player gains confidence of the dealer and the latter gives him more tasks. He obtains a diary of the first expedition and an odd container in a detached tower on the bridge. Then he sinks in a well where a backpack and dead stalker lie. Afterwards, he eliminates the stalker phantom under the bridge; passes an important information and equipment from the dealer to a group of stalkers; gets into the house everybody shuns because of a severe radiation and obtains a container with radioactive substance. Every new task takes the player deeper in the Zone.

The player manages to get to the dump area. Now he is well-equipped to survive among the deadly mountains of the industrial junk. The dump in any region of the Zone is a gathering of various artifacts and anomalous fields. A veteran stalker will always find something interesting and valuable there. The player encounters blind dog troops and other stalkers who look for the artifacts as well. One of them tells the player about a secret squirrel pub where the stalkers normally hang out together communicating, trading and taking a rest.

The player questions the dealer about the whereabouts of the pub, gets equipped and sets off for a long trip.

Pub «Stalker»
There is a secret pub for veteran stalkers at the “Rostok” factory behind the dump area. In the pub they carry out trade deals, accomplish tasks, rate 100 best stalkers in the Zone. In addition, you can have a drink there, take a rest, replenish your ammunition supply, sell artifacts, learn lots of useful information and talk with virtually any Stalker working in the Zone. However, the pub has its admission policy. They let in only those stalkers recommended by the first dealer, those who have carried out a number of tasks, who you can rely upon.

The player comes across deserted warehouses on his way. They had been sealed up and abandoned long before the Zone emerged. The stalkers recount strange things happening around the warehouses as a luminous ground and phosphoric fog, droning sounds and light tremors. The player examines the area skin-deep and moves further.

The player reaches the dead settlement and finds the entrance to the “Stalker” pub. He has a letter of credence from the dealer, which allows him to enter. Otherwise, they would simply kick him out. The player hides his weapons, enters the semi-ruined basement and sees sullen faces of stalkers at the tables. The bartender examines the newcomer, reads the letter from the dealer and gets the player into the picture. He tells the player about a lost stalker group who set off to examine the factory premises. Meanwhile, the group of veteran stalkers organizes a rescue party. It is rumored a bloodsucker, mutant, has appeared at the factory. The creature paralyzes its victims and sucks the blood and internals out. The bartender offers the player to fetch a luminous antenna from the deserted warehouses. He marks its assumed position on the map and warns about odd bald mutants out there.

The player accomplishes the given task and obtains the antenna killing various mutants as flesh, bald rats and dwarfs on his way. Then he heads for the “Agroprom” research institute, the zone of high radiation, to find the lost military stalker group. He receives a SOS signal on his way and rushes to help a stalker in trouble. He finds the fainted man lying among the metal junk, his beacon turned on transmitting SOS signal…

Accomplishing various assignments, the player learns increasingly about what has been happening in the Zone. Now he knows about the psychotropic aerial irradiating the outskirts of the “Red forest”, phantoms in the marsh, dreadful stories about the “Amber” lake and “Dark Valley” where there is an entrance to the underground bunker. He encounters a poltergeist, fights the blind dogs, zombies, bloodsucker, dwarfs. The player reaches the veteran level. Now he is well-armed and wears a medium stalker outfit.

When the player is in a lifeless settlement the blowout starts. Booming earthquake, flashes of lightning and the sky gets covered with black boiling clouds. The stalker hardly makes it for the house and the blowout sets in. Prolonged tremor shakes the house, sprinkles the dust, the garbage falling off the shelves. The room is lit up by an extremely bright flare which seems to last forever. The world goes two-coloured. The stalker can see a dead dog lying on the ground through the gap of the open door. A violent gale hurls the garbage, sprinkling clouds of the dust. The toughest moment of the blowout is coming. The earth goes mad; the light is beyond all bearing… flashes of lighting with things trembling on the floor. The stalker hides in the corner of the room covering his eyes. And here comes the peak of the blowout. The last and the most devastating tremor shatters the ground breaking the trees and making the world go dark for a moment. Extremely bright light and howl of the insane Zone make the stalker pass out...
The player encounters insane stalkers of the “Monolith” group. He gets to the scientific camp at the “Amber” lake. The place is cloaked with fogs and mist and strong anomalous areas. Then he carries out a number of tasks for the scientists examining lost expeditions and obtaining bodies of mutants.

…The stalker steals up to the place where the research expedition got lost. It’s gloomily quiet out there with only several crows up in the sky. He climbs up on a darkened construction bulk and sees ruins lying in front. Among the building shells there are semi-corroded bodies covered with a splashed out galantine…
The expedition equipment and devices are scattered huggermugger around the place.
As time goes by the scientists generously share the information with the player. They tell him about an islet in the center of the “Amber” lake. There is a fissure on the islet with lots of phantom formations. The islet is surrounded with a strong psi-radiation posing an immense threat to the scientific camp. The scientists suggest the player to go and “check everything out”. They equip him with various special devices that are supposed to protect him from the psi-influence. Should the player spot the source of the psi-influence he must destroy it. Some expeditions can still be rescued if the player manages to eliminate the psi-radiation.

The player sees several islets of industrial junk and semi-ruined buildings at the lake. The stone shells jut out of the poisonous water. The lake is lifeless for its water causes severe acid burns. One can walk in shallow water in rubber shoes. There are several bigger islets of the junk and building debris in the center of the lake with several shallow water ways leading to them. There is a fracture leading to the basement on the biggest islet.

The player walks carefully to the central islet. There is a very strong telepathic creature inside of a semi-ruined construction. It inspires fear by capturing the scientists, soldiers, single stalkers. After reaching the fracture, the player switches the emulator not to get under control of the “thing in the fog”. Now quick actions are very important for the battery may run low any moment and the creature will take control over you. The player may slow down the creature’s influence by taking psi-neutralizers. He moves down into the fracture …

…A loud monotonous voice is heard somewhere ahead. The player moves in utter darkness towards the voice, turns around the corner and sees the tunnel going outside. There is a town out there in a bright cloudless day. The town is empty and the player goes towards the voice source; now he can make out separate phrases. A dreadful voice stupefies and lures the player. Any attempt to go back or turn off the road results in the world going dark and annoying clinking sounds increasing.

The player walks out on a square with a Lenin monument in the middle. The voice continues its monotonous speech. There are several stalkers standing in front of the monument with their backs turned to the player. If the player produces a weapon the screen will goes black and hostile phantoms show up. The stalkers turn around and attack the player. The voice grows evil and croaking. The player has to get to another tunnel leading to a room with the “thing in the fog”.

The tunnel contains many corridors with insubstantial walls. Finally, the player gets to a basement, a long-forlorn room full of dust. The detector shows an immense radiation inside. A jelly-like thing in an armoured capsule emerges in front of the player.

He hears a voice speaking of inanity of elimination, weight of death and insubstantiality of the world. The creature suppresses player’s attempt to produce a weapon. There is a a small shadow in the corner looking at the player. The creature points at it saying, “This is my specter, a part of my internal chaos, my illusion following me everywhere in all my wanderings. It doesn’t belong to this world. If you kill me, it will join as it did with me when I killed a stalker long ago. However, it is not as simple as it may appear. The shadow will bring you death in the end. Do what I did.” The player kills the creature and the shadow disappears.

On returning to the scientific camp, the player buys a scientific protective suit and sets off to continue studying the Zone.

Traveling the Zone, the player saves an entrapped stalker. He sits squirmed in the corner with a haze blazing around him. He fears to make a move for it may provoke a deadly reaction. The player discharges the anomaly, scans the territory and takes the stalker out telling him where to go.

Now the bartender gives the player very difficult tasks. The latter has to steal into an underground bunker in the “Dark Valley” that used to be a lab before the catastrophe. The player has to obtain the lab records. This is a dangerous mission, there very powerful telekinetic mutants in the valley. The player will encounter Burer and dwarfs preventing him from getting to the archives.

The player buys the information from a veteran stalker about threats of the underground laboratory.

...The stalker moves along a dark corridor making his way through the jungles of various industrial junks as beams, rusty constructions, concrete blocks, etc. He carries AK74 and a life form detector on the belt. The detector signals quietly of a large life form 10 meters ahead. The stalker switches off the detector sound alert and freezes in a dark corner waiting for a dwarf to show up. The detector signals the incoming life form eight meters away, seven, six, five... five... five... The dwarf must have smelled a rat! The stalker takes to aim at the gangway, it feels like the darkness got denser a little bit. The dwarf stands in the darkness of the corridor, apparently anticipating something. The man nearly opened fire when a brick flew out of the dark slowly and noiselessly. It freezes up in the air two meters away from the stalker. Nothing can disturb this deafening quietness. The brick swings a bit, turns around and starts flying onto the stalker. The man has no choice but to rush into the darkness to attack the enemy. However, he is met with an avalanche of the flying bricks...

After he brings the records to the bartender, the player volunteers to find out what is going on inside of the local factory. Stalkers often disappear inside and never return. The factory premises were abandoned long ago. Veteran stalkers avoid the ill-famed place. Three veteran stalkers disappeared inside recently. Shortly after this, several stalkers noticed a strange creature at an entrance door. There is a group of stalkers who plan to get inside and find out what’s been going on there.

The player receives a new task to get to the factory as close as possible and examine the approaches. If possible he should get inside and check the things out.

…The player walks out of a dark tunnel. Bright light blinds the eyes. He sees a backyard of the factory. This the place where most stalkers died. The player moves very carefully trying to be stealthy and noiseless. He approaches two hills of junk with dead bodies lying between them. He comes closer and realizes he sees dead stalkers. The bodies look like the blood and internals were sucked out of them with the bones and skin left. The shocked player moves backwards to the shelter while a dreadful creature is hoping down from a five-meter wall behind his back. The beast is tall with odd shoots on the muzzle and huge falcate hands. Something prompts the player to look around. He jumps aside, turns around getting ready to rebuff a possible attack. The monster’s hands with queer suction cups on the palms reach out for the player …

After the player returns from the factory he is offered to join the «Duty» group. The group members believe they are supposed to protect the world from invasion of the mutants. They eliminate the nidi and hives of the beasts and consider themselves witch and vampire hunters. The player joins the group. Now his protective suite is of dark-gray colour and bears a group symbol. The group mates tell him about dark stalkers and two other groups, “Sin” and “Liberty”. They give him an assignment to get to the swamp and eliminate “Phantasm”, an unusual mutant capable of controlling phantoms.

The player encounters the phantoms, eliminates “Phantasm” and finds traces of a strange stalker group named «Last Day». Their records say the doomsday is coming and the Zone will critically increase its territory and engulf several countries. The “Last Day” stalkers hunt down zombies, study psi-influences, develop theories on psychotropic weaponry and its application, etc.

One of the “Duty” objectives is to prevent the spread of the virus from the infected town. The town is infected with the parasite spores that develop inside of a victim’s body devouring the brains. As a result, the victim gradually turns into a living being with a tumor instead of the head. The parasites may use some skills of the victims. They shoot off a cloud of spore at a short distance. The spores permeate into a victim’s body and develop into a new parasite.
The player participates in a conflict between the “Duty” and “Monolith” groups. The “Monolith” followers nearly caught the player, however, he managed to escape.

They believe there is an unearthly evolution module, “Monolith” crystal, in the center of the Zone and prevent stalkers from getting there for they may damage or even destroy the crystal. “Nobody will trespass. Any intrusion may cause the ruin of the Monolith. We will open fire at anybody within 30-meter range …”

The “Duty” group has prepared the expedition into the “Red forest” and the player plays the key role in it. The expedition objective is to switch off the psychotropic antenna blocking the approaches to the Zone with a powerful psi-emanation for many years.

«Once a strange metal construction in the “Red forest” got turned on and a huggermugger irradiation of the nearby territories with the psi-waves started. Anybody infected with the psi-wave turned into a zombie. Their motivation and behaviour changed. Those who approached the aerial too close died from a vast cerebral haemorrhage. The survivals lost memory and turned into zombies.»

The group sets off under the player's command. The latter is well-equipped and protected with special devices against psi-influence. The stalkers will cover him until they reach the aerial. Then he will go alone. As soon as they entered the “Red forest” frenzied mutants started to attack as if someone was controlling them. The player enters the underground level, the aerial control center. Hordes of creatures attack him from all directions hampering his headway. Finally, he reaches the second level, which is queerly empty.

The player destroys the aerial control equipment. The aerial is offline and all protective devices can be turned off now. Suddenly the player notices an old man running away. The man is chased and caught. He turns out to be a notorious “Saint man”, well-known among stalkers. Fearing for his life the man reveals he was a member of the group testing the experimental field generators, which lead to formation of the Zone. After expelling, he got to the aerial, fixed the equipment and irradiated his colleagues with psychotropic waves in revenge. He settled down in the underground bunker at the aerial, also learned to control the mutants. The man discloses the details of the experiment and its consequences. He is confidant a part of the researchers survived and hides somewhere at the nuclear plant pursuing some unknown goals. Possibly, they try to revert the process or take the situation under control and employ it for their own good. When recounting the man slowly moves to a locker in a corner of the room, his voice calm and somnolent. When he is right up against the locker the man stoops down abruptly, produces something aiming it at the player. The screen twitches and goes black. When it returns back to normal, the man is still in front of the player. He continues recounting as if nothing had happened. The player has the weapon lowered, he can’t use it.

(Influencing the player with his device the man puts the player under hypnosis. He infuses the ideas and things that will affect the further accomplishing of the game)

The player returns to the remains of the “Duty” group. Now the area around the nuclear plant is free from mortal psi-waves and the stalkers may try to prevent the Zone from expanding or even remove it fully.

The player sneaks into Pripyat, eliminates the nidus of the mutants, fights the “Rupture”. When he reaches the Chernobyl nuclear plant, he discovers extremely high radiation around a dilapidated dome. Dangerous phantoms follow the player while he is approaching the Zone epicenter.

Right behind the nuclear plant, the player can see a dreadful site, a testing ground with the traces of insane experiment. There are five tilted generators in the center… still working. The task is simple, i.e. to get to the generators and switch them off. The generators must not be destroyed for it would cause a reaction of the H-bomb explosion. He moves closer breaking through severe anomalous fields and finds an entrance into underground levels.

The player enters an abandoned laboratory. There is a dead body standing in the corridor saying, “I have been waiting for this moment for so long… If I cannot go out to the world, may the world come to me!” It approaches the player and tries to look into his eyes. The latter averts his face from an ugly sight. «Look at me, I am your brother! I have been in this cage for sixteen years! I am not sure about what I’m seeing! It might be another illusion as well.” The dead body hovers at a meter height above the player. It awkwardly distorts and then shatters to pieces as if invisible hands had torn it apart. The player can still hear its voice: “Tell me what you see! Do you see me standing in front of you? Am I not pure in the face of the creator?” Then, an invisible substance grows furious crashing every single thing inside, trying to tear the player to pieces. It yells scary phrases and questions, and the player’s reaction affects its madness. The player survives, the fit of anger is gone and the substance continues its monologue more calmly. A terrifying psychological monologue is in the offing. During this speech, the player’s life will be hanging by a thread. The substance crashes the wall, smashes the doors, hurls bulky objects (as tables, lockers and stuff) at the stalker and curses its dead creator. At the end, the player gets to the computerized system, supporting the Zone generators, and destroys them.

The player walks out on the surface. The exertion of the gravitational fields decreases significantly, the Zone becomes quiet… Suddenly, strange figures in protective suits with helmets appear as if from nothing. They aim odd devices at the player and the last thing he can hear is indistinct words of the figures.

Workers from the underground complex show up. They paralyze the player, erase his memory and infuse the importance of the information he carries. They lock his mind with various psi-blocks and turn him into a psychotropic weapon of mass destruction. The weapon is supposed to work when the stalker reaches the cities and delivers the “vital” information he carries.

The screen goes black…

The darkness clears away and one can see dim outlines of a level. The player moves along. One can hear voices, indistinct words making up phrases now and then. There are several people discussing something over a fainted stalker. One of them reiterates flatly over and over again.

The outlines of the level become sharper. The screen distorts a bit together in addition to an odd contrast of the level. The player comes up to the dealer’s dugout. The voices become louder, everything grows dark. The dealer’s room emerges. The player talks to the dealer. He recounts about his loss of memory. Only occasional snatches remind him of the past. He says he must get out of the Zone because he carries a very important information for the whole world about its inevitable death. The dealer is very uncertain about the player. He has a strong suspicion the latter has been under control and is a mere zombie like dozens of other stalkers. Nevertheless, sensible views and sane behaviour of the player dispel all suspicions. He won’t be able to pass by the army posts though. The patrols are likely to catch and shoot him. The player leaves the place. He has no idea what he is going there, he needs no help from the dealer, there is no point in talking. Just some old unclear urges made him drop in the dugout. His memory is like a black spot with the blurred outlines. The player walks out of the dugout and the darkness shrouds him in…

The darkness is rent with repulsive and dreadful inhuman yell and crunching lacerating the stalker’s head from inside. The cry ceases abruptly with resounding echo and abating rumble to follow.

…the player stands inside of the last block post with dead bodies of the soldiers scattered around. They lie with their ears closed and mouths open as if screaming.

Circling in the air, several helicopters follow the player. He moves ahead. A vehicle resembling a mobile lab truck pulls up in the front. There are several APCs and armed troops a little way away. A bunch of people in protective suits with various devices jump out of the truck and surround the panting player. One of them aims a strange at the player. A clicking sound follows and the world fades away.

…Three scientists carry the unconscious player into a special TV studio with lots of cameras. They place him into a transparent metal-plastic drum, give an injection and close the drum isolating the player from the outer world. Flashes of the cameras light his awakening. Still semi-unconscious he looks around trying to understand where he is and who these people are.

… multi-million audience of presidents of the states, military councils, officials and common people anticipate the player to regain his consciousness. The danger threatening the world has gathered the audience into an insane TV bridge called “Stalker and world”. The stalker brought the answer to the question whether the humankind survives.

…the player stares through the glass. The same voice starts to sound again. It grows louder and louder overwhelming the fading mind. Then repulsive and dreadful inhuman yell and crunching come again…

The stalker rages behind the glass dashing against the glass. His mouth is widely open in a petrifying scream that seems to last for ever …

…There are lying dead bodies of the people all over the world. They lie with their ears closed and mouths open as if screaming. The message from the Chernobyl Zone reached its recipients. The army post accident recurred on a global scale. The clouds start boiling over the lifeless cities… The Zone increases its territory...
