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a ‘When playing RAGE, take the time to immerse yoursel 
al don't rush through pe g game. Explore the world and use this book 

cover some of the best aspects of the game. 





2004: Scientists detect an asteroid the size of Manhattan spiraling in 

deep space. Excitement turns to concern as predictions have it passing 

dangerously close to Earth’s lunar orbit sometime in 2029. The asteroid is 

dubbed 99942 Apophis—after the Egyptian god of chaos. 

2024: Apophis is privately assigned a Torino rating of 7, the highest ever on 

the scale to measure the likelihood of an object impacting Earth. Publicly, 

the U.S. and other collaborating governments announce a rating of 4. NASA 

and the European Space Agency believe the rating will be increased to 10 

within 12 months. 

2025: The Eden Project project begins. Capsules are buried deep 

underground and designed to burrow out at preset dates several years 

after the disaster. The goal of the project is to preserve knowledge, 

genetic samples and other items essential for human life. Thousands of 

Arks contain groups of “inhabitants” who are injected with Nanotrites, an 

untested new technology allowing them to survive deep-freeze hibernation. 

2025-2027: The government stockpiles massive arsenals of weapons and 

supplies within hardened fortifications deep inside the Earth. 

August 2029: The general population is made aware of the impending strike 

as smaller meteorites impact the Earth ahead of Apophis. The Eden Project 

is initiated. 

December 2029: Apophis strikes the Moon and slams into the Earth carrying the force of 1,000,000 megatons of TNT. Entire countries are devastated, cities 

are erased, and lakes and rivers evaporate. The Earth is cast into a multi-year impact winter as the sun is blocked by dust and debris in the stratosphere. 

e Within one year, 80% of Earth’s life disappears. his 
Ye 
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INTRODUCTION WALKTHROUGH 

2035: The dust starts to settle as survivors crawl out of caves and shelters to a world that is 

nothing like before. Civilization is gone, and little hope remains. People group together in loosely 

formed clans. Small settlements and camps are constructed as many try to find shelter from the 

unknown dangers lurking in the Wasteland that Earth has become. 

Sd LIFE AFTER EDEN: GETTING STARTED 

Welcome back to Earth. . .at least what’s left of it. The planet has undergone some major changes since you were selected for the Eden Project and entered 

a cryogenic slumber. Unfortunately, the remaining cryogenic chambers of your fellow Ark inhabitants were compromised years ago—you're the only survivor. 

Before stepping outside the safe confines of your Ark, there’s a few things you should know. Review the following information to prepare yourself for the 

unforgiving Wasteland that awaits you. 
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con gurations Experiment with different control settings until you find the 

Objective 4 

Text ” Minimap 

Quick Use 

item 

Defibrillator Ammo Crosshair 

Charges 

Ammo Select Weapon Switch 
Menu Nici 

Minimap: The minimap appears when you're in the Wasteland areas. Weapon Switch Menu: Use this menu to quickly swap weapons and 
F rose EP Hart ‘anti ammo types. Weapons appear in the diamond-shaped window on the » The flashing white line 5 the gyection to your selected objective. right. Upon selecting a weapon, the available ammo types appear in the 

» Blue dots are neutral/friendly vehicles. diamond-shaped window to the left. 

» Red dots are enemy vehicles. Crosshair: Your crosshair is located in the middle of the screen. The 
» Awhite diamond shows the location of your next objective. points on each side expand and contract based on how accurate your 

Objective Text: This area of the screen displays updated objectives and equipped weapon is. The crosshdligagiis it 2 PLUS Mita ceo Inf able to interact with people, doors, vehicles, or other objects. While 
eS Ie holding down the quick use button to cook grenades, a small bar appears 
Quick Use Items: This area shows your currently equipped quick use underneath the crosshair to indicate when it will explode. 

item. The number in the upper right corner shows the amount you Defibrillator Charges: These bars indicate how full your defibrillator 
have left. Using the quick use selection menu, you can select from four charges are. When you become incapacitated, you'll be able to revive 

different quick use items. yourself. However, the defibrillator takes time to recharge, so be aware if 
Ammo: This portion of the display shows how much ammo you have you don’t have enough charge before entering a fight. If you die before it 
remaining, as well as the ammo type currently loaded. is fully charged, you will die and must load a saved game. 
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GARAGE MULTIPLAYER 

The Dossier gives you access to all of the items, statistics, and progress you’ve made in RAGE, as well as allowing you to engineer items that help you make 

your way through the campaign. Press the Inventory button to open the Dossier while in-game. Once opened, you can cycle through various menus. 

INVENTORY 

The inventory contains a list of all items and ingredients you’re carrying, 

as well as descriptions of what they are. You can use items here as well as 

assign quick use items to four different slots. You'll notice that items have 

different icons next to them that tell what purpose they serve. Here’s a 

quick guide for identifying what does what: 

» Exclamation Point: Special items that serve a unique purpose. 

» Hand: A quick use item. It can be mapped to the quick use item select 
menu for fast implementation. 

» Gear: An ingredient that can be combined with other ingredients to 
create usable items. 

» Dollar Sign: This indicates that the item has no significant use other 
than to be sold for cash at a vendor. 

ENGINEERING 

“ a : St ee ed ete, 
i = 7  OETRILS ; 

{Ol in wentery, 

INGREDIENT, 

Grifmance Pack: i 
A chection oF pullers and sEgs 
used CO Cause @ whole Int oF 
carnage. 

BUILD ALL 

euo A 

Here you can construct any item that you have the schematic (or recipe) and 

ingredients for. Both schematics and ingredients can be found throughout 

the Wasteland and at vendors in various towns. If you are missing an 

ingredient, you’ll need to find it somewhere or purchase it from the vendor. If 

an engineering item you’ve constructed becomes damaged, you can salvage 

some parts from it by interacting with the item. This is better than having to 

abandon it completely. For each ingredient, you see the number of that item 

required by the schematic or recipe, followed by the number of that item 

you have in your inventory. Select the Build option to build one object. If you 

want to use up all your ingredients, choose the Build All option. It’s best to 

build one item at a time as needed, otherwise you may tie up ingredients that 

could be used to build other items. 

& 

ARMORY 

f lliny e8t, lead when ues can Fae 
f Com: steal? inner 'ts:served. 

You can access all of your weapons and ammunition you’re carrying in this 

menu. Each weapon is listed along with its ammo types, providing a brief 

description and the quantity for each. This is also where you can assign 

and cycle through up to four weapons to slots for the quick-switch menu. 

lf you want to assign a new weapon to a slot, you must do it through this 

screen. On the PC, you can access any of the weapons at any given time by 

pressing the number kKeys—each weapon is assigned to a key. 

JOBS 

—_ 

>A Proposition 
© Speak with Phallinx about the Job 
Posting 
§& ove over co che Hagar Sectiement. 

I've got 8 business proposition involving a 

rare Engineering Schematic. 

J five West oF Wellspring in the Hagar 
Settlement. Come pay me a visit if you're 
interested. Oh, and you better not be 

afraid of kicking some Gandit butt, 

» Objective: 
Talk with Phaliinx at the Hager Settlement, 

shout his propasition, 

On the jobs screen you can see what missions you’ve completed, which 

missions are active, and what objectives are remaining to complete your 

active jobs. Scroll up and down the left pane to read the full description of 

the job and its objectives. Scroll through the job listings in the right pane 

to see the names of completed and active jobs. Grayed out jobs have been 

completed, and bold ones are incomplete. Choose an incomplete listing to 

set it as the active job. This causes the job text to appear in the left pane as 
re 

well as updates the waypoint information on the minimap, showing where x 

you need to go to complete the job’s objectives. 
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PC Defibrillation Interface 

SRAM TLAD NEES AST 

This screen shows various stats that you’ve accumulated so far in the 

campaign. These include simple statistics such as enemies killed, as well as 

showing the health, armor, and defibrillator upgrades you've acquired. This 

information helps you track your progress toward certain achievements and 

trophies in RAGE. 

Console Defibrillation Interface 

SCNT NEIA 

The Nanotrites inside your body do an amazing job of healing you, but when the periphery of the screen turns red, you're seriously injured. Seek cover and let 

your Nanotrites do their job. When your vision returns to normal, you are fully healed and ready to return to action. However, the Nanotrites can only work so 

fast. If they’re overwhelmed by injuries you’ve sustained, you'll lose consciousness. At this time you're given the option to revive yourself through the use of 

an internal defibrillation unit. This initiates a minigame that determines how much health you receive when you’re revived. 

The defibrillation process differs slightly between the console and PC 

versions. In the PC version, two white diamond icons appear on each side 

of the screen, sliding toward each other. Press the activation key when the 

white diamonds are lined up with the vertical yellow line in the center of 

the screen to maximize your health. In the console versions you must first 

maich inputs with the control sticks before the actual defibrillation process 

begins. At that point, you must match a pair of sliding button icons with a 

pair of stationary diamond icons to maximize the defibrillator’s electrical 

output. Regardless of platform, a successful defibrillation can restore your 

health by as much as 100%. During defibrillation, electricity leaks out of 

your body and electrocutes anyone standing within a small radius—this 

gives you a fighting chance once you get back on your feet. It takes several 

minutes for your defibrillator to recharge, so avoid getting injured in that 

time. If you become incapacitated while your defibrillator is still charging, 

you die and must restart from your last save. Bandages can heal you 

instantly, so Keep some selected as a quick use item, at least until your 

defibrillator is fully recharged. 

Teac 

LUN 
ental 

Even if a. defibrillation stuns'nearby enemies, it may not kill them, so 

take the steps to finish off any stunned enemies before they regain 

their. composure. 



wy: LIFE AFTER EDEN: GETTING STARTED 

YINTRODUCTION ~WALKTHROUGH ~ ex’ EN ARMORY GARAGE MULTIPLAYER 

WEAPONS 

Throughout RAGE you will come across several weapons to use against your enemies in the Wasteland. Using weapons are simple. Place the crosshair over 

your target and squeeze the trigger. Most weapons also have different ammo types and some upgrades that will be more effective against certain enemies. 

Here’s a mere sampling of the weapons you'll find during your Wasteland adventures. . . 

COMMON WEAPONS 

IMAGE NAME DESCRIPTION 

This standard Wasteland weapon will get you started, but not much further. Later on you'll come 
5 i ; 3 F ; 
Ber eee! across improved ammo for this weapon, including Fatboys and Fat Mammas. 

Combat 
Shotgun 

This shotgun has a lot more camph than most weapons and is excellent for taking down 

enemies at close range. 

This automatic rifle has a high rate of fire, but is feirly inaccurate. See vendors in the Wasteland 

eee Ng to purchase upgrades as well as armor-piercing Feltrite AR Rounds. 

This crossbow was made with stealth, damage. and accuracy in mind. It is also one of the most 

versatile weapons in the Wasteland. capable of firing four different ammo types, each with 

devastating potential. < 

VENDORS ee 

Striker 

Crossbow 

QUICK USE ITEMS 

Quick use items are weapons or tools that can be purchased or built using 

ingredients from vendors throughout the game. Many of these items (and 

their ingredients) can also be found as pick-ups in the Wasteland. Quick use - : tg ea 

items serve different purposes, from healing to attacking. Survival in RAGE Bo 9) (¥) (a) ae 

depends on effective deployment of your quick use items. Knowing what to a SNES) Ee | Ws 

use and when to use it can mean the difference between victory and defeat. i 
| (Spates =e 

COMMON QUICK USE ITEMS a. 

NAME DESCRIPTION 

Use these to instantly heal 
Bandages 

yourself. 

These boomerang-like weapons are 
excellent at decapitating stronger 

enemies that you encounter. 
Wingsticks 

As you explore the world of RAGE, make sure to grab any junk you happen 

These handy tools will get you to run across and sell it to vendors when you find yourself in town. Choose g 
through locked doors: there are : sa 

usually valuable items behind these the Sell Items option to open up the sell screen. Here you can sort though 

doors. _ items in your inventory and sell them to the vendor. However, be careful = 

ee ee not to sell critical ingredients or ammo to the vendor—unless you really 
damage to any enemy unlucky ; ; ‘ 

enough to be within their blast need the money. Junk items such as Small Objects, Tools, Gas Liters, and 

Jl Oil Liters have no use when engineering items, so you can sell them fora’ 

These turrets will fire at anything good profit. While you’re at a vendor’s shop, make sure to buy all ammo you" 

eee i need. You'll find some ammo littered about the Wasteland, but you should 

always be prepared. Also, keep your eye on the vendor's inventory for other ; 

Lock Grinders 

HE Grenades 

Sentry Turret 

These spider-like Al-controlled 
turrets seek out enemies. even 

ee Sentry Bot etabbing them with their sharp. nifty weapons and items you can use yee you md yoursell in ine next s 

oe : metal feet. battle. For a complete list of all items in the game, including their costand . 

These are controlled like any sell prices, see the Wasteland Economy table in the back of the guide. ‘a 

other vehicle, but can be used to 

—= QP LEAL ‘ 
Not sure what to sell to a vendor? Look for the dollar sigh at the 

| bottom of the screen when selecting an item from. your inventory. If 

For a complete listing of all weapons and quick use items, flip ahead | you see the dollar sign icon, it means the selected item has no other 

to the Armory chapter. ). use, Sell it! 

RC Bomb Car 
; 



WASTELAND 
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«The Ghost Hideout Night Blossom = — CC: SentryBot | Sewer Entrance 
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CC: Enforcer 
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Feltrite Crater Entrance 

Shrouded Bunker 

Feltrite Crater 

CC: Shrouded Minigun 
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Thrower 

Wasted 
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ean ak Desert Spore 

Wasted Garage : ¢ Sewer Entrance 
Entrance ee ; Desert 

Wasted Spore 

Garage 

Entrance a 
A is Blossom CC: Crazy Joe : 
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Although calm, there’s also a sense of urgency to the feminine voice warning 

of an outside disturbance. Within seconds you’re standing outside your 

cryogenic chamber in a dimly lit circular room. Other cryogenic chambers line 

the walls of the room, but they remain closed. With the exception of that calm, 

disembodied voice, you are alone. In an effort to calibrate the Nanotrite vertical 

coordination system, text on the screen orders you to look up, then look down. 

Once you’ve completed these directives you're given the opportunity to invert 

the vertical controls. Following the vertical calibration process, the voice runs a 

series of diagnostics, listing several malfunctioning systems. The Nanotrites in 

your body are active, however, and the outer door lock is disengaged. 

Turn to the right to locate the outer door. 

Step toward the door until an icon appears 

on the screen. This icon indicates that you 

can interact with the door. Similar icons 

appear when you can interact with objects 

or characters. Press the button/key shown 

within the icon to open the door to the 

outside world. It takes your eyes a few 

seconds to adjust to the bright sun beating 

down on an arid, desolate landscape. You 

stand on a narrow platform overlooking the ee 

crumbling debris of a dam. ae... 

Once you get your bearings, descend the nearby walkway. 

Suddenly you’re attacked by a vicious assailant coated in white 

body paint. As the attacker snarls in your face, he pushes a 

serrated knife closer to your neck. Just as the attacker lifts his 

knife and prepares to plunge it into your body, a gunshot rings 

out. The attacker's head explodes in a plume of dark red. A 

second shot strikes a nearby hostile, killing him instantly. As you 

struggle to get back to your feet, a vehicle can be seen driving 

toward you—this is the man who saved your life. He says it’s 

not safe here and tells you to get in his buggy. Do as the man 

says. Approach the vehicle and interact with it, pressing the 

button shown on the screen. 

The driver says bandits are all over the place, and he’s eager 

to get moving again. Once the buggy has reached an acceptable speed and 

heading, the man introduces himself. His name is Dan Hagar. He says Ark 

survivors are worth a lot of money to anyone who turns them over to the 

Authority. Then he realizes you probably don’t have a clue what he’s talking 

about. More bandits in similar white body paint are loitering on the road ahead. 

Dan urges you to play it cool. The bandits give you a close look, but refrain 

from attacking, letting Dan’s vehicle pass without incident. But Dan fears that 

once they've found out he’s knocked off two of their buddies, they’ll come 
after him. Before long he pulls into an old gas station, once called Ray’s Oasis. 
But this is Dan’s place now. He lives here with family and some close friends. 
Everyone seems friendly enough, waving to Dan as he pulls into his garage 
behind the station. Exit the vehicle and follow Dan inside—he has a job for you. 

Ae 
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HAGAR SETTLEMENT 

Collector Card: Loosum Dan Hagar Collector Card: Dan 

Halek Hagar = Duran Hagar Phallinx Hagar Loosum Hagar Becky Collector Card: Grenade é 



DAN HAGAR 
ee Ten 

Oijective, Wipe out the Ghost Clan at 

Heir Hiaeout 

lalk is Cheap in this warld; action is 

needed 

First take the Pistol and Supplies fram 

the counter, Then grab one of my 

AIVs, and head up nercth to the Ghost 

Hideout, Don't come back until the bandits 

are completely wiped out 

You do this for me, and Vil give you some old Ark Armor 

for the Ark Suit you're wearing. 

QUELL THE BANDIT THREAT | 

ITEM 

Dollars 

Settler Pistol 

Pistol Rounds 

Bandages 

QUANTITY 

Ark Armor 

Now that you're safe, Dan has a favor to ask. Helping you has put Dan 

and his family at risk, He fears the bandits will come looking for him and 

retaliate, A preemptive strike is necessary and Dan wants you to conduct 

it, Accept the task and grab the Settler Pistol and supplies on the nearby 

counter, Dan hands you $50 in advance and promises to give you some 

extra armor upon completion of the job, You can use Dan's ATV to reach the 
Ghost Hideout, but before heading out, take a moment to explore the Hagar 

settlement, Immediately after talking to Dan, turn to the left side of the room 

to locate a small box containing the Dan Hagar card. Cards like this are 

scattered across the Wasteland and can be used to customize your deck for 

the card minigame later, 

tis 
— > ¥ b . 

— a @ = 

» New Objectives: 

» Grab the Pistol and Supplies 

» Hop on the ATV in the Garage 

After talking to Dan, step outside.the garage and locate Becky—she’s busy 

turning a wrench on a leaky pipe. Interact with Becky to trigger a brief 

conversation. You don’t have to talk to every character you encounter, but 

sometimes they offer some useful information that may come in handy 

later. Some characters may even offer side jobs you can complete for a 

little extra spending cash. So make an effort to talk to everyone you come 

in contact with. Next to Becky is another box containing the HE Grenade 

card—add it to your collection. While you're at it, the Loosum Hagar card is 

nearby, on a rock outside the garage. Now go find Loosum Hagar. 
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@, QUELL THE BANDIT THREAT 

? WINGSTICK MASTERY » 

~LOOSUM HAGAR — 
)) Objective: Prove your skill 

with a Wingstick. 

Be sure to talk to 

Loosum Hagar 

before heading 
for the Ghost pms lee Poe : _. eet a iilllantece—| 

Hideout—she 

has something to 

show you, Loosum 

is a Wingstick 

specialist and 

she's willing to 

teach you the SS —— sail 

basics of handling this unique weapon. Accept her offer and get ready to mow 

| down a few targets with Wingsticks. The Wingstick is a quick use item, just 

| like the bandages or grenades. When it’s time to throw the Wingstick, press 

the quick use key/button. The Wingstick is a bladed, boomerang-like weapon 

}) Learning to throw a 

4) Wingstick may save your 
‘| life, and I'm the best 

teacher around. 

It's pretty simple. just throw 

| the Wingstick at your target | 

| and the Nano-core will do the rest. If the i 

| Wingstick survives impact, it'll fly back to 

4) where you tossed it, so don’t move around 

| too much. 

go oe Wou.can Randle ‘em, and I'll tell Malek | that returns to the spot from which it’s thrown, assuming it survives contact 
}) you're safe. /| with any objects it hits. For this exercise, aim for the center of each target 

| ‘ ‘ . 

| Provided Equipment: None | that pops up on the range. On the lower targets, if your aim is off center, the 

Wingstick may hit the sides of the doorway, causing the weapon to shatter. 

__ Always make sure the Wingstick has plenty of clearance along its flight path 

| | so it will return to you. In the Wasteland, scoring kills with Wingsticks isn’t 

difficult, but lining up your throws so the Wingstick returns to you is always a 

rewarding challenge. 

REWARD 

ICON ITEM QUANTITY 

2 

acm ct encanta en NP 

To pass Loosum’s test you must score at least 10 points. The targets on the 

lower level are worth 2 points while the targets on the upper level are worth 

3 points. You only have 20 seconds to score the required points, but as long 

as your aim is true, this shouldn't be a problem. If you do fail the test, you can 

retry until you score the required 10 points. Upon completion of this exercise, 

Loosum gives you five Wingsticks of your own. Now that you've proven your 

proficiency with this weapon, the settlement’s merchant, Halek, will sell \ & 

Wingsticks to you. ‘ 

hls 
f 

es fi After completing Loosum’s test, pay a visit to Halek Hagar. Halek has a 

we i tin n i {small shop not far from the settlement’s entrance where you can spend 

: some of that $50 Dan gave you. At the moment, Halek’s selection is rather & 
— es . ar 

1 | ei) 4}{2] i |} limited, offering only a handful of supplies and one ammo type. But that’s 

mK {| — good enough for now. Select the ammo tab and purchase at least four P the 

sets of Pistol Rounds. This gives you a total of 84 Pistol Rounds, more than 

sufficient for clearing out the Ghost Hideout. Failing to purchase Pistol 

Rounds now can leave you scrambling for ammo later, or worse, using your my 

fists to fight off bandits. In the supplies tab you can buy more Wingsticks, 4 

but they’re not cheap. The five Wingsticks you received from Loosum should ii: 

suffice for now. wi 

» New Objective: Head north to the Ghost Hideout 

Now that you’re stocked on Wingsticks and ammo, return to Dan’s garage and commandeer his 

ATV—you can’t take his buggy, so don’t even bother trying. As soon as you interact with the ATV, 

a set of controls appear on the screen, showing exactly how to accelerate and brake/reverse. All 

vehicles are also equipped with a booster, triggering a temporary increase in acceleration and top 

speed. Carefully pilot the ATV out the settlement's entrance and turn right. The Ghost Hideout is 

located beyond the area where Dan found you. Follow the marked trail shown on the minimap in 

the top right corner of the screen. Shortly after passing through a narrow passage you come to a 

dead end where a bandit buggy is parked. Hop off the ATV and proceed across a narrow footbridge 

suspended high above a canyon. On the opposite side of the bridge is a rusty metal door. Interact with the door to enter the Ghost Hideout. 

. b ls 
wy 

sa, t ti 

oft Sams S ¢ 18 ee aN oh lea Ra 

4 ae 2) ae es m= & > >i re ae Mae ate oe oe A > <n - Phas ae. en 



Electrical Wire Kit 

(Posted Mission only) 
rm 

Collector Card: Ghost Bonestick 

Electrical Wire Kit 

Books 

Beer Bottle Small Objects 

Cloth Rags 

Small Object x2 

Bandages 

Pistol Rounds x24 
Feltrite Crystals x2 Radio (Small Object) 

ta 5 

teil 
SS 

~\~ Lock Grinder Door * 

. pee Collector Card: Ghost Pistol 
Beer Bottle x2 

Small Object 

Zipline from C Start 

te Food Cans Ke 
¢ Dollars 

rh Pistol Rounds x12 

Food Cans x3 >» 

Books x2 
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Zipline to G Dollars 

Beer Bottles x3 Dollars 

» New Objective: Eliminate every bandit you find 

Soon after entering the Ghost Hideout, take a right. The path to the left 

leads to a staircase blocked by debris. Here you must crouch to pass 

beneath a flimsy barrier near some vending machines. On the ground is a 

Huffers Aerosol can. Junk like this can be added to your inventory and is 

consolidated under Small Objects. When you get back to Halek, or any other 

merchant, you can sell these objects for cash—they have no other use. 

Keep your eyes peeled for useless objects like this. Individually, they aren't 

worth much, but in large quantities they can seriously boost your income. 

Now, jump over the next barricade to continue deeper into the hideout. Grab 

the radio in the adjoining hall, adding it to your Small Objects collection. 

‘ . if 
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Pistol Rounds x 24 

Pistol Rounds x 12 

Pistol Rounds x 24 1 

+ 

Pistol Rounds x 24 

Secret Room y 

At some point in the past, the Ghost Hideout was a hotel called The Key 8 

Rutherford. Cautiously step into the lobby to spot a pair of bandits standing” 

in the basket of a docked airship. One of the bandits jumps out; deal with py 

him. Take aim with the Settler Pistol and open fire. This pistol is most y 

accurate when aimed through the iron sight. Place the sight over the head 

of your target and squeeze the trigger. Headshots inflict the most damage, _ ‘be 

but may not be fatal. Be sure to follow up with more shots until the bandit oe : 

is down for good. If you don’t take this guy out fast, he’ll charge at you : ‘ 

and attack at melee range. Hold your ground and keep firing. If necessary, j 

backpedal into the previous corridor to avoid getting hit by his melee 

strikes. When the bandit is dead, search his body for loot like ammo or 

money. Make a habit of searching each body before moving on. In the lobby Ye 

you can also find more Small Objects as well as a book. Continue through " 3 

the next hall, dropping another bandit along the way. “ 



GET READY! 
1 

Grab the beer bottle in the atrium and then enter the next corridor. You’re 

spotted by another bandit. Quickly drop him with a few well-placed shots. 

If necessary, backpedal into the atrium to avoid close contact. Turn left 

into the next hall to confront another bandit charging directly at you. This 

is a good opportunity to use a Wingstick. With careful aim, you can lop 

off the bandit’s head, but be ready to open fire with the Settler Pistol if 

the Wingstick misses. Just ahead is a large statue. Step forward until 

a cutscene is triggered. The bandits have set up a snare, catching you 

off-guard. You awake in a dark room only to find a bandit hovering over 

your body. As you regain consciousness, the bandit thrusts a knife into your 

chest, causing you to black out. 

Fortunately, you have a chance to survive thanks to the defibrillator feature. 

The Nanotrites in your body can revive you. Just follow the on-screen 

instructions to learn how to use this feature. The controls vary depending 

on which platform you're playing. But in all instances, this feature requires 

careful timing and quick reflexes. First, you must match a series of control 

inputs to charge the defibrillator. Next, you must trigger the defibrillator. Your 

precision determines how much health you gain back. A successful revive 

not only saves your life, but can also electrocute any hostiles nearby. 

After reviving 

yourself, open 

the nearby door 

and step out into 

the adjoining 

hallway. Just 

outside the door 

is a box of Pistol 

Rounds. A lone bandit patrols the next hotel room on the right. Drop him 

with a shot to the back of the head or decapitate him with a Wingstick. No 

matter how stealthy you are, the bandits in the next hallway will go on alert. 

Stay in the hotel room and peek out of the doorway, engaging them one 

at a time with your pistol. These bandits are armed with pistols and utilize 

cover. This makes it tough to kill them with a Wingstick. Fortunately you 

have plenty of Pistol Rounds to finish them off. However, watch out for other 

bandits moving in for melee attacks. Once all the bandits are dead, search 

the bodies for possible cash, items, or ammo. A couple of boxes of Pistol 

Rounds can also be found on the round table on this outdoor balcony—but 

watch out for more bandits, too. 

Just because a bandit is lying on the ground doesn’t mean he's dead. 

Injured bandits still pose a threat, firing at you from seated or lying 

positions, Put a bullet through their heads before they do the same 

to you. 

Wolfenstein Room 

This well-concealed room can only be accessed during your first 

: visit to the Ghost Hideout. Shortly after reviving yourself with the 

defibrillator in the Ghost Clan’s kill room, fight your way past the first 

batch of bandits on the upper floor of the hideout. After elimi- 

| nating the first wave, look fora flat-screen television on a wall to the 

right. Interact with the wall to the right of the TV to reveal a secret 

doorway. There is no. on-screen prompt to interact with the wall, so 

just keep interacting with the wall until the doorway appears. If you 

played Wolfenstein 3D, this bright blue door should look familiar. 

Open the door and step into the small room beyond to grab the 

| Wolf Goblet. This rare piece of loot is worth $150. Go ahead and sell 

it unless you like admiring its ornate 8-bit craftsmanship. 
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Eliminate the 

bandits in the 

next room using 

your Settler Pistol 

and Wingsticks, 

then proceed 

into the next hall. 

You encounter 

a few more 

bandits along the way, including one running past a table holding three HE 

Grenades. Shoot the rushing bandit first, then grab the HE Grenades. The 

HE Grenades are quick use items, like the Wingsticks. Try one out in the 

next room. As bandits fire at you from behind cover, toss a grenade in their 

direction. Be careful when using grenades. By holding down the quick use 

button you can cook the grenade, causing the fuse to count down while it’s 

in your hand. If you hold down the quick use button too long, the grenade 

will explode in your hand, inflicting serious damage, potentially killing you. 

As you hold down the quick use button, a small meter appears in the center 

of the screen, filling from left to right. Wait until the meter is about half full, 

then toss the grenade in the direction of your target. Cooking a grenade is 

a good way to ensure the explosion kills your target, giving them little time 

to run away. 

As you pass 

through the next 

hotel room, be 

sure to grab the 

Pistol Rounds 

on the corner of 

the bed. If you’re 

quiet you can 

sneak up behind 

the bandit in the next hall. Try to take them out silently with Wingsticks, 

otherwise you'll have to rely on some quick shooting to maintain the 

element of surprise. A firefight up here will trigger bandits on the floor 

below to return fire, so be prepared for an intense battle as you make your 

way downstairs. 

You can take out 

a large number of 

the bandits here 

from the upper 

level, where you 

ambushed the 

bandit in the hall. 

The elevation 

makes it much 

easier to hit hostiles hiding behind cover, especially when lobbing HE 

Grenades. Two more HE Grenades can be found on the floor below, so don’t 

worry about exhausting your inventory. Once you've cleared out the bulk of 

the bandits, head downstairs and mop up the survivors. One of the bandits 

is armed with an assault rifle, posing a serious threat. Peek in and out of 

cover to score shots on this bandit with your pistol. However, if you’re out 

of ammo and grenades, you may have to finish this guy off with your fists. 

Scramble from one piece of cover to the next until you’re relatively close to 

the assault rifle-toting bandit. Sidestep in and out of cover to make him fire. 

a eee es t ee A 4: (a 

Then once he reloads, charge directly at him and punch him to death. This 

is the last of the Ghost Clan. You can now make your escape. 

» New Objectives: 

» Ride the zipline back down 

» Return to Dan Hagar 

Locate the zipline directly behind the spot where the bandit with the assault 

rifle was standing. Interact with the zipline and ride it all the way down to 

the hotel’s first floor. The zipline sends you through a hole in wall, dropping 

you in the stairway near the hideout's entrance. Pass through the entrance 

and make your way back to the ATV. 

. GHOST BUSTER 

Congratulations! You've earned an Echievementipophiy 
for completing the Ghost Hideout. More achievement/ 
trophies can be earned by completing jobs, engineering items, 
collecting objects, and winning minigames. For a complete 
list of achievements and trophies, flip to the Wasteland 

Compendium at the back of the guide. 

< HAGAR SETTLEMENT 

Race back to the Hagar Settlement on the ATV and speak with Dan. Dan is 

relieved to hear the job was a success. As promised, he hands over the Ark 

Armor as well as $100. But while you were gone, another group of bandits 

have been busy. Dan will need your help again. . . 



Objective: Get the Medical 

Supplies from the 

Outriggers. 

Bandits raided the 

settlement. and we need 

your help again. 

We held them off, and, thank 

God, no one was killed. But we 

are in desperate need of medical supplies. 

| need you to head west to the Outrigger 

Settlement and give this letter to their leader, 

Rikter; he'll Know what to clo. 

You make it back with my medical supplies, 

and Ill have our local mechanic fix up a buggy 

for you. 

PROVIDED EQUIPMENT 
ITEM QUANTITY > 

Letter for Rikter 1 

L 

REWARD 

ITEM QUANTITY 

Dollars 100 

» New Objective: Head west to the Outrigger 

Settiement 

4 SUPPLIES » 

= 2 AMEE 

| (oi als| | 
$1s_) | $20) | $25 J | $25 

This time Dan needs you to travel to a nearby settlement to obtain some 

medical supplies. Before leaving, check in with Halek to replenish your 

ammo and supplies. Now is a good time to purchase the Monocular, 

available from the supplies tab for only $25. This half-binocular serves 

as a makeshift scope when aiming your Settler Pistol. The Monocular’s 

magnification makes it much easier to score headshots at long range. While 

you’re shopping, take stock of your ammo and Wingsticks. There are no 

merchants at the Outrigger Settlement, so now’s the time to stock up on 

everything you need. 

» New Objectives: 

» Give Dan’s List to Rikter 

» Take the List to Janus 

When you're ready to leave, board Dan’s ATV and follow the marked trail 

toward the Outrigger Settlement. Park the ATV outside the main gate and 

walk inside. Like the Hagar Settlement, the inhabitants here are all friendly, 

SO feel free to chat with Johan and the rest of the Outrigger Clan. Look for 

Rourke and follow the nearby catwalk system until you find Rikter. Rikter 

looks over Dan’s list and refers you to Janus. She can get you the supplies 

you need. But Rikter asks you to come back to him once you’ve spoken to 

Janus. Once Rikter steps aside, continue past him until you find Janus, an 

elderly woman with a cybernetic arm. Grab the box on the nearby sofa to 

add her card to your collection. She looks over the list and agrees to gather 

the supplies you need, but she needs a favor in return. 
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Ramos Outrigger 

Rikter Outrigger 
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Objective: Find evidence of 

Juno's whereabouts near 

the Radio Tower. 

You know the way it works 

here. We help you, you 

help us, right? 

A member of our group. 

Juno, went missing a few days 

back. Last | heard he was headed up to the 

Radio Tower to the southwest. Please look for 

him for me. 

If you find any trace of him, Ill reward you 

with my recipe for bandages. 

Provided Equipment: None 

REWARD 

QUANTITY 

Medical Supplies 

Bandage Recipe 

Cloth Rags 

Antiseptic 

Formula 

After agreeing to search for Juno, leave Janus and return to Rikter. He 

notices your Settler Pistol isn’t very powerful. Maybe he can help you out. 

He needs someone to repair the Radio Tower. If you manage to get it fixed, 

he promises to give you a shotgun. Both Janus and Rikter’s jobs require you 

to travel to the Radio Tower, so do both jobs simultaneously. 

} » 

| Objective: Realign the Radio 

Tower up on the ridge. 

~ Couldn't help but notice 

| stranger, that gun youre 

/ carrying isn’t. much of 

| anything. Help us out 

/ here, and Ill give you a real 

weapon. 

| The Radio Tower to the northeast stopped 

| working, and we need you to fix it. It was 

») probably knocked out of alignment. So just 

| head up there and activate the auto calibrate. 

| You get it working again, and I'll give you a 

| Combat Shotgun we uncovered. Sound good? 

| Provided Equipment: None 

QUANTITY 

4 Combat 

1] Shotgun 

» New Objectives: 

» Help Janus locate Juno 

» Head northeast to the Radio Tower 

The path to the 

Radio Tower 

is only a few 

meters away from 

the Outrigger 

Settlement’s 

entrance, 

making for a 

short ATV ride. 

Unfortunately, the path is too narrow for the ATV, so you must proceed on 

foot through a narrow trench. Study the minimap to negotiate the twisting 

path, but also keep your eyes peeled for bandits. If you’re quiet, you can 

sneak up behind the first bandit and take him out with a Wingstick. Be 

ready to blast his buddy with your Settler Pistol. A pair of bandits stand 

guard behind sandbag barriers just ahead. This is a good opportunity to try 

out the Monocular you purchased earlier. Zoom in on the bandits and place 

the Monocular’s crosshairs over their heads before squeezing the trigger. 

The Monocular doesn’t cause more damage, but it allows you to place 

your shots with greater precision for optimal damage. One of the bandits is 

wearing a blue helmet. You'll need to shoot off his helmet before you can 

shoot him in the head. Once these bandits are dealt with, you can check the 

bottom of the nearby stairs for the Sentry Turret card. 

Ba 
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» New Objective: Find evidence of Juno’s whereabouts 

Watch for one more helmeted bandit on the path leading up to the Radio 

Tower. He comes charging at you, giving you little time to take careful aim. 

Either gun him down with your Settler Pistol or drop him with a Wingstick. 

Search all the bodies for ammo, then continue up the sloped path to the 

Radio Tower. If you get lost, refer to the marked path on the minimap to 

get back on course. Enter the building at the base of the Radio Tower and 

cautiously search the interior for Juno. Not far from the entrance is a dark 

room where a mutant huddles over a corpse. Take out the mutant before 

it can turn on you, but watch out for a second mutant rushing toward 

you. Mutants are fast and attack at close range with clubs. If necessary, 

backpedal to avoid getting hit by their strikes. The best defense is a strong 

offense, so kill them fast. Once both mutants are down, interact with the 

bloody corpse on the floor to identify Juno’s remains. This completes the job 

for Janus. Now you need to get to the Radio Tower above. 

» New Objectives: 

» Inform Janus of Juno’s fate 

» Activate the Auto-Calibrator 

» Take the Zipline down 

From Juno’s body, continue to the nearby hall to find a tall ladder leading up 

to the structure’s rooftop. Pick up the Rikter Outrigger card before climbing 

the ladder. Climb the ladder and step out onto the roof. Throw the nearby 

switch to calibrate the Radio Tower—this completes Rikter’s task. Now it’s 

time to get back to the Outrigger Settlement. The quickest way back to the 

ground is the nearby zipline. Just as you did in the Ghost Hideout, interact 

with the zipline to automatically descend to the ground, landing close to the 

road where you parked the ATV. 

» New Objective: Inform Rikter of your success 

Head back to the Outrigger Settlement and pay Rikter a visit first. He’s 

impressed with your performance and hands over a powerful Combat 

Shotgun, ideal for those close-quarter battles. After talking to Rikter, go 

see Janus. She’s sad to hear that Juno is dead. But as promised, she 

hands over the medical supplies Dan requested as well as the recipe 

and ingredients to make your own bandages. Using the Cloth Rags and 

Antiseptic Formula provided by Janus, you can now construct your own 

bandages from the engineering screen within your inventory. Before leaving 

the Outrigger Settlement, talk to Ramos Outrigger. He has an easy side job 

for you and will reward you with cash as well as a new recipe. 
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Objective: Warn the 

surrounding settlements 

about the Mutie activity. 

People need to be warmed 

about those mutants! 

Take this Fireworks Cluster 

to the ridge north of here. 

and shoot it off. lve gota 

launcher there, it won't be hard to find. 

If | see those fireworks, Ill give you what | paid 

Juno. 

PROVIDED EQUIPMENT 
ICON. ——«‘CEM,si ‘QUANTITY 

Fireworks Cluster 

REWARD 

DUANTITY [a 

Dollars 

| Adrenaline Overdrive 
Recipe 

Night Blossom 

Mutant Adrenal Gland 

» New Objective: Return the Medical Supplies to Dan 

Your work at 

the Outrigger 

Settlement is 

complete for now. 

With the Medical 

Supplies in your 

possession, 

return to the ATV 

and drive back to 

the Hagar settlement. Dan can be found in the same building where he gave 

you the job. Once again, Dan is grateful for your assistance and hands over 

$100 for your troubles. As for the buggy he mentioned earlier, Durar can 

_ help you out. You can find him in the settlement'’s garage. 

MUTANT ALERT 

New Objectives: 

» Drive far north to the ridge by the Ghost Hideout 

» Use the launcher to shoot the Fireworks Cluster 

» Return to Ramos for payment 

Your encounter 

with the 

mutants by the 

Radio Tower 

is cause for 

alarm. Ramos 

wants you to 

launch some 

fireworks to 

warn the other 

settlements 

of the mutant 

presence. 

Climb aboard 

the ATV and 

race toward 

the ridge 

marked on the 

minimap—it 

is next to the 

entrance to c ; 

the Ghost ond oe 

Hideout. Park the ATV and interact with the mortar-like launcher to 

ignite the fireworks. Unfortunately, the exploding fireworks attract four 

mutants. If you haven't already, equip your new Combat Shotgun and 

get ready to blast some muties! The Combat Shotgun is most effective 

at close range, so wait until the mutants are within a few feet before 

pulling the trigger. Even with mediocre accuracy, all it takes is one shot 

to drop these vicious abominations. Once the mutants are down for 

good, return to the ATV and drive back to the Outrigger Settlement to 

inform Ramos of your success. He thanks you by handing over $100, a 

recipe, and some ingredients. You can now create Adrenaline Overdrive, 

a quick use item that temporarily increases your health. 

On the way 

to Durar’s 

garage, speak 

with Phallinx 

Hagar to, 

learn more 

about 

Feltrite, a 

mysterious 

ore found in 

the asteroid that nearly wiped out humanity. If you find some, hold 

onto it. It’s worth a lot of money! 
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<¢ | THE MISSING PARTS 

fn _DURAR HAGAR _ 
i Taye Take the list of 
parts over to Johan at the 
)) Outrigger Settlement. 

Bettie’ » New Objective: Head back west to the Outrigger 
a 1 Settiement 

Durar is more 

than willing to fix 

up that old buggy 

for you, but he 

just doesn’t have 

the parts. He 

_ So Dan says you're taking 

that old Buggy off my 

) hands. 

[ Truth is that Buggy isn't a | 

l| bad vehicle, but it needs some gives you a list 

i work and some parts. The work | can do, but | of what he needs 

ii heed you to get the parts. Here, take this list i and tells you 

i ~~ oe lS ER SIAR 2S to take it to Johan at the Outrigger Settlement. Before leaving, be sure to 
| You Bring back those parts, and I'll get this 4 check in with Halek to stock up on ammo and supplies. Now that you have 

Buggy back on the road. a Combat Shotgun, Halek can sell you Buckshot. Once you’re well-stocked, 

j hop on Dan’s ATV and drive back to the Outrigger Settlement. Johan is still 

ICON LY QUANTITY busy working on that old junker near the gate. Interact with Johan to hand 

him the list of parts. Unfortunately, Johan doesn’t have the parts you’re 

looking for. But he knows where you can find them. . . 

E Seeee: Steal the Buggy parts back 

| from the Wasted Clan. 
PROVIDED EQUIPMENT 

ITEM — 
— So Durer needs some parts for that 

old Buggyr Fatboys 

| I'd give them to you if | could, but 
| Bandits raided my garage and ran off 

— with most of my spare parts, including 

| 
} 

Lock Grinder Schematic 

Electrical Wire Kit 

Hardware Packet 

— the Piston Assembly, Alternator, and 

) Distributor Cap you need. Take these Fatboys and 

)) Lock Grinder schematics. You'll need ‘em. That Fatboy 
ammo does a lot of damage. and the Lock Grinder will 

cial locked doors. The MRERES Garage i totes 
at: 

a eth n the nce SAO NB Pye ae ye URNS 
oe vate BE, a 

No need t to come back here, suse wat those parts back Sel ears 

| to Durer at the Hagar Settlement. a esta 

REWARD 1 
ITEM QUANTITY fe 

$ 

| tetera ow 



» New Objective: Head west to the Wasted Garage in the old dam 

Although Johan doesn’t have the parts you need to fix the buggy, he does give you some useful 

equipment for your raid on the Wasted Garage, including some Fatboys for your Settler Pistol. 

Fatboys inflict much more damage than standard Pistol Rounds, capable of dropping bandits with 

a single shot. But Johan only gives you 12 Fatboys, so use them wisely. He also gives you the 

schematics and necessary parts to build one Lock Grinder. Lock Grinders are necessary to access 

locked doors. You can build one by accessing the engineering screen, piecing together the Electrical 

Wire Kit, Hardware Packet, and Small Gears. Hop back on the ATV and follow the path marked on 

the minimap to reach the narrow path leading to the Wasted Garage—this Is the same path you 

took to reach the Radio Tower. A few bandits guard the path to the Wasted Garage, but they’re no siniieaicinseanets ‘ coneemetinel 

‘match for your Settler Pistol and Combat Shotgun. Fight your way past these guards, then locate and open the door leading into the Wasted Garage. 

WASTED GARAGE 
Beer Bottles x3 

FOURTH FLOOR From 5th Floor Beer Bottles x2 
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Pistol Rounds x24 
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FIFTH FLOOR 

Advance through the first few rooms of the Wasted Garage until you come 

to a locked metal door. Be sure to grab the Small Gears and Hardware 

Packet along the way. The lock on the door can be destroyed with a Lock 

Grinder. If you haven’t already, access the engineering screen within your 

inventory. Here you can construct a Lock Grinder. Johan gave you all the 

requisite parts, so it’s just a matter of building it. Once you’ve constructed 

a Lock Grinder, interact with the locked door to attach it. The Lock Grinder 

chews through the lock within seconds. Pass through the unlocked door 

and proceed down the adjoining stairs to the next floor. 

FOURTH FLOOR 

As you descend the stairs you can hear a couple of bandits talking. While 

eavesdropping, grab the Pistol Rounds and Tools on the nearby nightstand. 

Use your Settler Pistol to shoot the bandit leaning against the wall. Fire a 

bullet through the side of his skull. Of course, this sets off a commotion 

deeper in the workshop as the remaining bandits take cover and return 

fire. Hold your ground and use the Monocular to score precision headshots 

on the startled bandits. As the enemies fall, cautiously advance into the 

workshop using furniture and other debris as cover while engaging the 

bandits. While advancing through the area, be sure to search your victims 

for ammo. There’s also several Beer Bottles and other objects scattered 

throughout the room. Most of the bandits attack with pistols from range, 

but others may charge at you with flaming, spiked, baseball bats. Use the 

Combat Shotgun to take these guys out fast. 

this room. 

The Alternator 

you’re looking for 

is attached to an 

engine suspended 

by some chains 

within a damaged 

brick wall of 

the workshop. 

Simply follow the 

sound of the running engine to locate it. However, be on the watch for more 

bandits. There are a couple of bandits guarding the engine. Pick them off 

through the doorway using the Settler Pistol and Monocular combination. 

Pass through the doorway and circle around to the front of the engine to 

remove the Alternator. Only two more parts to go. Return to the previous 

corridor and search for a stairwell leading down to the next floor. 

THIRD FLOOR 

» New Objective: Find the Distributor Cap 

The bandits on 

the next floor are 

waiting for you. In 

addition to pistols, 

some are armed 

with grenades. If 

you hear a ticking 

sound and see a 

red grenade icon 

on the screen, run away before the grenade explodes. At this range, the 

Settler Pistol is the best weapon during this firefight. However, keep your 

eyes peeled for bandits charging at you with melee weapons. Backpedal 

until you can equip the Combat Shotgun and finish them off at close range 

with one shot. Once the room falls silent, scour the area for loot. At the top 

of the nearby dead-end stairwell, grab the Wasted Club card and some 

other items. Don’t overlook the locked door here. If you have a Lock Grinder, 

you can get inside to grab some Antiseptic Formula, Cloth Rags, and a 

couple of HE Grenades. 

Continue through the debris-filled workshop, picking off bandits as you 

go. Beyond the locked door, a few bandits are holed up in a small room. 

Either toss an HE Grenade into the room or peek around the doorway and 

blast them with the Combat Shotgun. In addition to the ammo left behind 

by the bandits, you can also find a Gas Can and Antiseptic Formula inside 
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Three more 

bandits occupy 

this room, 

hindering your 

advance. Take 

out the bandit 

with the flaming 

baseball bat first, 

blasting him 

with the Combat Shotgun. Next, retreat to the previous room and equip 

the Settler Pistol. Peek out of cover to finish off the remaining pistol-toting 

bandits. When all the hostiles are down, scour the floor for ammo and 

then continue into the adjoining hall. There you can find some Cloth Rags, 

a Hardware Packet, as well as some other junk. When you’re finished 

grabbing items, descend the nearby steps to the next floor. 

SECOND FLOOR 

Initially, hold 

inside the 

stairwell and 

engage the next 

group of bandits 

from the doorway. 

Side step in front 

of the doorway 

to fire, then duck 

back inside the stairwell to take cover. One of the bandits is armed with 

an assault rifle, so be sure to take cover as a stream of bullets heads your 

way. A well-tossed HE Grenade can really scatter the crowd. Thin out the 

resistance before pushing deeper into the next room. Be ready to blast 

rushing bandits with the Combat Shotgun. Once you've dealt with any 

close-quarter threats, switch back to the Settler Pistol to deal with enemies 

firing at you from long range. As the hostilities dwindle, grab ammo and 

cash off your victims. You can find Pistol Rounds and an Electrical Wire Kit 

here too. There’s also plenty of Beer Bottles scattered about. Plus, you'll find 

the Wasted Pistol card under the stairwell you entered from. Help yourself. 

A couple of 

bandits have 

barricaded 

themselves in 

this narrow hall. 

One of them 

tosses grenades 

in your direction. 

Backpedal into 

the previous room to avoid getting blown to bits. When you’re not dodging 

incoming grenades and assault rifle fire, duck in and out of the doorway 

and pick off the two bandits with your Settler Pistol. Once the area is clear, 

shoot the explosive oxygen containers leaning against the blocked door; 

the explosion allows you to access the area behind it and collect some loot. 

Next, enter the hall to locate the Distributor Cap attached to a car engine. 

Rip the Distributor Cap free and then backpedal. A fuel line has dislodged 

from the engine, spewing fuel. Get away before the nearby flame ignites 

the fuel, setting off a large explosion. The explosion blows open a door, 

allowing you to continue deeper into the garage; watch out for the burning 

a 
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bandit rushing through the newly opened passage. Following the explosion, 

watch for more bandits appearing to the left. Hold near the car and engage 

them with your Settler Pistol. As the incoming fire dies down, hunt down the 

remaining bandits with the Combat Shotgun. Search the nearby rooms for 

ammo and a Hardware Packet before descending the nearby steps to the 

next floor. 

FIRST FLOOR 

» New Objective: Find the Piston Assembiy 

There is a yellow cylindrical gas tank straight ahead as you step through 

the door at the bottom of the stairs. There is. a yellow cylindrical oxygen 

tank straight ahead as you step through the door at the bottom of the stairs. 

Don’t shoot it yet. Save it for when you come under attack by bandits later. 

Just make sure you’re a safe distance away from the explosion. 

At this point, a car comes racing through the garage, zooming straight at 

you. The car hits the tail end of a pick-up truck before coming to an abrupt 

stop. Suddenly, the driver pops out of a hatch in the car’s roof and mans a 

machine gun turret while barking orders—this must be the Wasted Clan’s 

leader. Using the Monocular, quickly take aim at the leader’s head before 

he can open fire. The leader is equipped with a helmet that you can’t 

shoot off. Aim for his face while it’s exposed above the turret. The leader's 

health meter appears in the top right corner of the screen. Each successful 

hit drops his health significantly—but don’t get greedy. Once the leader 

ducks behind the turret, quickly sidestep to the left for cover before he can 

open fire. Also, watch out for more bandits charging you at close range.” 

Periodically the leader stops shooting and barks more orders. Take this 

opportunity to duck out of cover and score more hits on his face. Continue 

ducking in and out of cover to strike the leader until he’s dead. There may 

be more bandits in the garage, so don’t let your guard down. 

It's possible to hit the Wasted Clan leader through the narrow 

viewport in the turret’s armor, but he only looks through this 

- viewport while shooting. It’s best to wait until he stops shooting and 

| stands up. Consider loading Fatboys in your Settler Pistol to finish off 

| the leader quickly. 

| Alternately, try this challenging but impressive option: Take cover at 

| the point closest to the Wasted Clan leader. Across from this cover, 

| there's a pillar with a glowing box on top of it..Pull the leverion the... 

box to release an oxygen container on a track along the ceiling. Shoot: 

|. the container as it passes-over the leader's head ike) deplete about a0 

| of his health with one shot!” 



Maneuver past the Wasted Clan leader’s vehicle to reach the back of the 

garage. Grab the Pistol Assembly off the workbench. Collect the Wasted 

Turret card from the table against the wall behind you. Near the workbench 

is another locked door. If you have the required parts, construct another 

Lock Grinder and breach the door. This closet contains a couple of rare 

Feltrite Crystals as well as some Buckshot for your Combat Shotgun. You 

now have all the parts Durar needs to repair the buggy. Locate the exit and 

return to the Wasteland. 

WASTE MANAGEMENT 

Successfully completing the Wasted Garage earns you the 
Waste Management achievement/trophy. 

» New Objectives: 

» Take the parts to Durar at the Hagar Settlement 

» Grab the Radio off the counter in Durar’s garage 

You emerge 

from the Wasted 

Garage ina 

completely 

different location 

outside the old 

dam. Fortunately, 

there’s a bandit 

ATV nearby. Use 

Wingsticks to 

dispatch the two 

bandits loitering 

near the ATV, 

then claim the 

ride for yourself. 

Ride back to the 

Hagar Settlement. 

Durar is happy to 

see you’ve made it back with the parts. Before he fixes the buggy, he has 

something for you. Grab the Tow Truck Radio on the counter. You can use 

this to get a tow back to Durar’s garage anytime you smash your vehicle up 

in the Wasteland. The Dune Buster Buggy is now yours. Take it for a spin or 

check in with Dan to see if he has any other jobs for you. 
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QUAKE Room: 

- This secret room is definitely the most - difficult to find, requiring you to press three well-hidden red buttons in the Wasted Garage to open a portal- 

like doorway. However, this can’t be completed while searching for the buggy parts or completing the job board mission. You must return to the 

“Wasted Garage on your own, preferably Paaleagiaraaalcere tan the fifth floor by the Radio Tower, The buttons can be pressed in any order, but starting on 

oF fifth floor and working your way downstairs i is the most efficient path. 

: The easiest button to find is located on the fourth floor, not far from the staircase you descend from the fifth floor. The button is located on 

a wall to the left of a red workbench. Crouch down and interact with the red button to activate it—there is no on-screen prompt to interact with 

these buttons, but Shey rele) make a QUAKE-like sound when activated. 

Next i is the ost difficult button to locate. It’s in a small room on the third floor beneath a file cabinet drawer. To even see the button, you 

ust crouch and press your right shoulder up against the wall on the right. The drawer is located i in the corner of the room and the red button is 

: just beneath i it, facing the wall. 

et td button s located Within a 1 nightstand on the second floor, beyond the area where you retrieved the Distributor Cap from the car. The 

ved QUAKE this area looks familiar—it’s the first room where you choose the game's difficulty setting. Step into 

he Smet adorable Shambler Plush. You can sell this item for $150, Or if you're the sentimental type, you can 



NTRODUCTION Q>WALKTHAOUG! 

mq; FIND THE BUGGY PARTS © DESTROY THE BARRICADE 

ARMORY GARAGE MULTIPLAYER 

} Objective: Blow up the blockade near 

_ the Hagar Settlement. 

| need your special talents for a 

demolition job. 

The Shrouded Bandits constructed a 

blockade in the canyon just south of 

here, and it’s cut us off from Wellspring 

to the east. Take these explosive charges 

and place them on the gate. Here is my Sniper 

| Rifle. Use it from the cover of the road, and be 

carefulcthe blockade is heavily defended. 

You take out that blockade, and I'll make it worth 

your while. 

-New Objective: Set the explosives on the barricade 

to the south 

he Sniper 

ifle and ammo 

an gave you 

re more than 

dequate for 

ompleting this 

b. But if you 

ver need more 

niper Rounds, 

Ou can always 

ome back 

) Halek and 

urchase more. 

istead of taking 

our new buggy 

) the barricade, 

op on the ATV 

ou stole from 

1€ bandits outside the Wasted Garage and drive it toward the barricade. 

Ss you leave the Hagar Settlement, watch your speed to avoid approaching 

1e barricade too quickly—you don’t want to draw fire from the bandits. 

Ince the barricade is within view, park the ATV and take cover inside the 

iant sewer pipe on the left as you pull into the canyon. The broken area 

etween the two pieces of pipe offers a great vantage point for sniping. 

he vertical overpass supports also offer good cover for sniping.. Take aim 

nrough the Sniper Rifle’s scope to scout for targets. The Sniper Rifle is 

xtremely powerful, capable of killing with a single shot. However, make 

ure you score headshots to guarantee a kill. Prioritize the bandits wielding 

ocket launchers, as these enemies pose the biggest threat. Once you've 

icked off the bandits with rocket launchers, set your sights on the bandits 

nanning the turrets mounted on the barricade. 
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_ PROVIDED EQUIPMENT 
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Sniper Rifle 

Sniper Rounds 

Explasive Pack 

REWARD 
TEM. QUANTITY 

Take careful aim with Dan’s Sniper Rifle to score headshots. 
If you manage to score.ten headshots, you earn the Open 
Minded achievement/trophy. Don't worry if you don’t get 
it now. You'll have plenty of opportunities to score more 
headshots later. 

As the incoming 

fire dwindles, 

cautiously 

advance toward 

the barricade 

on foot. Race 

to cover on the 

right side of the - 

road, then scour nnEeEET ; sistas 

the barricade once again through the Sniper Rifle’s scope. Reinforcements 

may have taken up positions on the barricade, so be ready to pick them 

off. Once the path is clear, approach the gate while carrying your Combat 

Shotgun. Now interact with the gate to place the explosives and run away. 

You have approximately 12 seconds to reach a safe distance before the 

explosives detonate. 

» New Gbjective: Tell Dan the job's done 

The road leading 

to Wellspring is 

now open. Find 

your ATV and 

drive back to the 

Hagar Settlement. 

Dan is happy to 

hear the road is 

open, but he’s 

afraid he’s running out of work for you. He’d like to keep you around, but 



now, or visit Durar for a quick side job. 

1) Race down to the flag and i 

)) back. Just look on your map ae 

Objective: Beat Durar’s best 

time. 

1 put together my awn 

little time trial race. You 

want to give it a gor 

if you get lost, but remember. 

*) the most direct route may not be the easiest. 

If you manage to beat my time, I'll give you a 

* boost upgrade. 

| Provided Equipment: None 

QUANTITY — 

Evenflow ex Boost 

Dune Buster 

(Collector Card} 

| Objective: Take Dan's 

message to Mayor Clayton 

in Wellspring. 

There's one more thing | 

) need you to do. 

| Our supplies are running 

1} low, and Mayor Clayton over 

) in Wellspring to the east has 

|| promised us help. Take this letter and show 

{| it to Mayor Clayton; bring back whatever 

| supplies he gives you. Try and remember you 

} ain't got any guns on that buggy. 

You help us one last time, and I'll make sure 

Mayor Clayton takes care of you. 

ae fears your presence will.soon gain the attention of the Authority. But before you leave, he does have one more job for you. You can either take Dan’s next job 

DURAR’S TIME TRIAL 

This is an easy 

time trial race 

with a worthwhile 

reward. From the 

Hagar Settlement 

you must race 

your buggy to 

the marked 

location, not 

far from where ; 

you exited the Sees : = sss 

Wasted Garage, and then circle back. Make it back to the Hagar Settlement 

in less then 45 seconds to earn an Evenflow 2x Boost upgrade for your buggy. 

But don’t get ahead of yourself—focus on the course. At the start of the race, 

apply full gas and then use the boost function to get your buggy up to speed. 

Keep your eye on the boost meter at the bottom of the screen, allowing it F 

to fully recharge between each application. Boost frequently while racing 3 

along the straight stretches of the course. As you near the Wasted Garage, 

race toward the blue column of light until it disappears, then turn around 

and head back to the Hagar Settlement. If you use your boost function wisely 

and avoid crashing, you'll have no problem beating Durar's time, securing the 

buggy upgrade. However, if you fail to beat the 45-second threshold, you can 

retry the race. While this job isn’t mandatory, don’t pass it up. The Evenflow 2x 

Boost doubles the duration of your boosts, allowing you to outrun any bandit 

vehicles you may encounter in the Wasteland. 

pepe eaters 

MESSAGE 

» New Objective: Drive south and east to Wellspring 

Now that the barricade 

has been destroyed, 

you can reach 

Wellspring, a large 

settlement to the east. 

Dan needs you to 

take a letter to Mayor 

Clayton, detailing the 

supplies he needs. 
After speaking with Dan, return to Durar’s garage to board your Dune Buster. The 

path to Wellspring is marked on the minimap, taking you through the now open 

barricade. However, shortly after passing through the barricades, you’re attacked 

by bandit vehicles. Currently, your Dune Buster is not equipped with any offensive 

weapons. Use the boost function to race past the attackers, all while staying on 

course to Wellspring. As you near Wellspring’s outer gate, the bandit vehicles 

disengage. 

» New Objectives: 

» Talk to the Wellspring Guard 

Ba » Enter Wellspring Hs, 
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Continue to Wellspring and park your Dune Buster outside the main gate. Before you can get inside, 

you must speak to Solomon, the guard standing outside. Solomon speaks with Mayor Clayton over 

an intercom to approve your entry. The Mayor seems eager to see you. But before Solomon lets you 

inside, he has some advice. He tells you to keep to yourself. The inhabitants of Wellspring aren’t 

very trusting of strangers. You'll need to earn their respect. You’re now free to enter Wellspring. 

Interact with the rusty metal door to the left of Solomon to step inside. 

WELLSPRING 

Mick’s Garage 

Wellmasters : 

Mayor's Office i 
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Sheriff’s Office 



» New Objectives» 

» Locate the Mayor's Office 

» Give Mayor Clayton Dan’s Message 

You've made it to Wellspring. Notice how your weapons are stowed—you won't need them here. 

This is one of the few places in the Wasteland where you can let your guard down. Although the 

inhabitants may be suspicious of you, none of them pose a threat. The folks of Wellspring are eager 

to take your money, though. You can purchase a variety of goods and services here. There are also 

opportunities to wager your money on minigames. Before exploring this large settlement, take care 

of business. From the gate’s entrance, Mayor Clayton's office is to the right. If you get lost, just 

ask Rajko—he’ll point you in the right direction. Open the door to the Mayor’s office and approach 

his desk. Mayor Clayton welcomes you to Wellspring. The Mayor is clearly proud of his little town, 

making note of its distance from the nearest Authority outpost. Interact with the Mayor when he 

asks to see Dan’s letter. Mayor Clayton agrees to gather the supplies Dan needs, but it will take some time. In the meantime, you’re welcome to stay in 

Wellspring. . as long as you find some new clothes. 

ULL 
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of Mayor Clayton's desk. This is one of three bobblehead 

collectibles you can find in the Wasteland. Bobbleheads 

serve no real purpose, but you can sell them. This one is 

worth $150. Sell it to Halek back at the Hagar Settlement 

or Coffer here in Wellspring. 

MISSION FLOWCHART PART 02 
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+ CHANGING CLOTHES 

| Objective: Get some new 

' armor from Coffer, the 

) Outfitter. 

| You need to lose the Ark 

| Suit for something that will 

| help you fit in better. 

| You'll Bring the Authority 

_ sniffing around if someone 

| reports you and you don't want that. G0 see 

Coffer, the vendor in town. I'll send word to 

have some outfits ready for you. 

Come Back and see me once you blend ina 

bit more. 

Provided Equipment: None 

Reward: None 

» New Objective: Find the Outfitter’s in Wellspring 

Before you get too comfortable in Wellspring, Mayor Clayton suggests 

finding a change of clothes. Your Ark Suit makes you stick out, potentially 

drawing attention from the Authority—nobody wants that. Once you’re 

finished speaking with the Mayor, exit his office and return to the street. At 

the Second Chance Bar, hang a left and pass through a short tunnel. As you 

exit the tunnel, turn to the left to spot Coffer’s Outfitter shop. Ginny, a young 

woman, is seated next to a soda vending machine outside. She’s surprised 

to see someone in an Ark Suit. She warns you to be careful—Ark dwellers 

fetch big rewards from the Authority. But fortunately for you, she hates the 

Authority more than she needs money. Now head inside and find yourself a 

new outfit. 

» New Objective: Select your new armor 

NE 
~ 

i WHSTELANDER 
Look like a focal! Recieve a discount on all cash 
Purchases. Vehicle parts not induded. 

Coffer, the proprietor of the shop, is seated behind a counter. He’s a peculiar 

man wearing an odd hat. Like Halek, Coffer offers a variety of supplies, 

ingredients, and ammo in his shop. But before you buy anything from him, 

you must choose your armor. This is a very important decision that can 

greatly impact the rest of the campaign. You have three armor options to 

choose from, each with its own perk. The Wastelander option gives you a 

slight discount when purchasing non-vehicle items in shops. Roughneck 

armor increases the amount of damage you can take before dying. The 

Fabricator armor enhances some objects that you build. Your decision 

here largely depends on your style of play. If you don’t plan on scouring 

the Wasteland for tons of junk to sell, the Wastelander option might be a 

good choice. If you’re playing the game on an advanced difficulty level, 

the Roughneck armor is always a good choice. Maybe you just want to 

enhance items that you build. In that case, choose the Fabricator option. 

Don’t take your armor decision lightly. The armor you choose now is the 

armor you wear for the remainder of the campaign, so consider saving the 

game prior to making this decision. You may want to come back and try out 

different armors. 

ARMOR OPTIONS 
_ DESCRIPTION NAME IMAGE 

ane a 

Look like a local! Receive a discount on 

all cash purchases. Vehicle parts not 

included. 

Wasteland 

Roughnecks are rugged! Increase your 

protection from all the stuff that hurts. 
Vehicles not included. 

Roughneck 

Build stuff like a pro! Enhance most of 
the cool things you engineer. Pocket 

protector not included. 

Fabricator 

If you purchased the Limited Edition or the Anarchy DLC pack, there is a fourth armor option available. The 

Crimson Elite Armor combines all the benefits of the other armor types into one powerful (and stylish) suit. This 

gives you the discount on cash purchases and increased protection, as well as enhanced engineering items. 

. 



Once you’ve chosen your armor, head back to Mayor Clayton’s office to 

show off your new threads. Regardless of which armor you've picked, 

Mayor Clayton is relieved to see you in anything other than that Ark Suit. 

But he’s not quite ready to let you run free in his town. . . 

Objective: Rent space in 

Mick’s garage to park your 

Vehicles. 

You need a place to park 

your vehicles. 

Go see Mick about renting 

a space. You can find him 

in the garage across from my 

office. He's sure to have a special deal for 

you. 

Once you've seen Mick, go visit Sheriff Black 

upstairs in the jail. Mick’s garage 

Provided Equipment: None is located 

Rewari directly across 

i : é : ee. the street from 

Se eae poe ee ee sremnrernaete Mayor Clayton’s 

je office. Mick has 

» Find the garage in Wellspring a good deal for 

» Rent garage space from Mick you. If you let 

him do all the 

repairs on your vehicles, he’ll give you garage space at no extra charge. He 

also notices you have a Tow Truck Radio. If you find yourself stuck in the 

Wasteland, you can call Mick for a tow back to Wellspring. After talking to 

Mick, turn to the door on the left to access your garage. This opens a new 

screen, allowing you to view and customize your vehicles. Here you find 

your Jetter (ATV) and Dune Buster. You currently have no vehicle parts, so 

your options are limited at the moment. But if your vehicles have sustained 

any damage, Mick can fix them for a small fee—the more damage, the 

more it costs to repair. To get back to Wellspring, choose the Exit option and 

: then choose Wellspring. 

Ae 
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» New Objectives: 

» Locate the Sheriff's office 

» Meet Sheriff Black 

Now that you’ve acquired garage space, go find Sheriff Black. Turn left out of Mick’s garage and 

pass through the tunnel. Pass the Outfitters and keep going straight to the end of the street. Climb 

the short set of steps at the end of the street and then turn right. The Sheriff's office is located at 

the top of a steep set of stairs—follow the sign. Open the door to the office and approach Sheriff 

Black’s desk. The Sheriff is a gruff man, and somewhat suspicious of your presence. He’s not about 

to let you take a load of supplies to Dan’s until you’ve armed your Dune Buster. 

o 

» New Objective: Win enough races to afford some 

buggy weapons 
Objective: Acquire weapons 

for your buggy. 

Let me guess. You're the 

stranger that Clayton says 

is taking the stuff to Dan's 

place? 

(| Im afraid that isn’t going 

| to happen quite so easily. No 

way I'm sending any supplies in an unarmed 

| buggy. Get some firepower, and then you can 

)) take Dan his supplies. See Rusty by the track 
a 

| 

| 

entrance. He can get you set up with some 

guns. 

Come back and see me whenever you have 

some guns on your buggy. 

Provided Equipment: None 

| Reward: None 
\ a q S j << SOOTHERE Hinieary 
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» New Objective: See Rusty by the race track Po Se Bes ee | g CLASS: BORGY 
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From Rusty’s shop, turn to the right and approach the man standing on 

a short wooden platform—this is Jackie Weeks. Jackie is happy to see 

a new face and immediately offers you the chance to earn some racing 

certificates. All you have to do is enter one of his races. Jackie tells you 

to check in with Slim, located in the booth behind him, to enter races. 

Talk with Slim in the booth to browse through the races available to you. 

Currently, you can only compete in the Beginner's Luck circuit. For your first 

race, choose the Dusty 8. This is a relatively easy time trial. Once you've 

Outfitter’s, take a right at the intersection—Rusty’s shop is straight ahead. a buggy. 

Rusty would be glad to sell you some weapons, but he only accepts racing 

certificates as payment for vehicle upgrades and parts. Racing certificates 

can be earned by winning races or by destroying bandit vehicles in the 

Wasteland as part of the Sally’s Bounty job. Rusty suggests talking to 

Jackie Weeks. He runs the races here in Wellspring and is always looking 

for new racers. 
-~ ‘ 
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vehicles on the 

aps under the par 

m racing certs 

For this race, you 

must complete 

three laps under 

the par time. As 

a time trial, there 

are no other 
(Get the enemy in your sights and bring the pain. 

track that you 

have to worry 

about. Simply race as fast as you can, making full use of the buggy’s boost 

feature. The track is littered with blue colored tank pick-ups. When you 

drive over or near these pick-ups, they replenish your boost meter. Using 

these pick-ups, try to keep boost active as long as possible. But don’t forget 

to lay off boost when making tight hairpin turns. Entering a turn with too 

much speed can result in a spectacular crash, costing you precious time. 

While your vehicle can sustain heavy damage, it may take several seconds 

for the buggy to right itself if it flips over. If you manage to deploy boost 

effectively and limit crashes, you'll have no problem beating the par time, 

earning one racing certificate. 

Following the Dusty 8 time trial, head back to Rusty’s shop to buy some 

weapons for your buggy. Rusty offers a variety of vehicle supplies including 

Shields, Drop Mines, and Hover Turrets. All vehicle supplies can be 

purchased with cash. However, everything else in Rusty’s shop must be 

bought with racing certificates. Cycle to the Dune Buster tab at Rusty’s shop 

and purchase a pair of Miniguns for your buggy. The dual Miniguns are 

automatically installed on your Dune Buster and come with 800 rounds of 

Minigun Ammo. Extra ammo can be purchased from Rusty or Coffer. 

ye 

» New Objectives: oR SE S a — 

» Use your racing certs at Rusty’s to buy some buggy weapons While visiting Rusty, consider buying some extra Minigun Ammo, 

» Return to Sheriff Black as well as some Shields, Drop Mines, and other vehicle supplies. The 

Wasteland is a dangerous place and these items will help you fend off 

attacks by bandits. 

ll Ra Fy » New Objective: Drive back west to the Hagar Settlement 

Objective: Take the supplies 

to Dan at the Hagar 

Settlement. 

| heard you got some guns 

for your buggy. 

Now that you can defend 

yourself, drive these supplies 

back to Dan at the Hagar 

Settlement. He will be waiting for you. 

Hurry up, and get those supplies back to Dan. 

Provided Equipment: None 

REWARD 

QUANTITY Now that your Dune Buster is equipped with weapons, head back to Sheriff 

Black’s office. He has Dan’s supplies ready and sitting on his desk. You 

can finally make the trip to the Hagar Settlement. But before leaving town, 

stop by the Second Chance Bar. The bar’s owner, Sally, has a business 

proposition for you. 

Striker Crossbow 

Steel-Tipped Bolts 

hi 
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4 ‘ SALLY’S BOUNTY 
=<. The Second 

Chance Bar is 

_ filled with colorful 

| characters. But 

the constant 

f | presence of 

' | bandits on the 

roads outside 

has put a serious 

dent in business. 

| Sally, the bar's 

owner, hopes you can help. Shes atered to pay you for every bandit vehicle 

'| you destroy. You're bound to encounter hostile vehicles in your adventures 

through the Wasteland, so you might as well make some money for taking 

| them out. Agree to Sally's terms before heading back to the Hagar Settlement. 

Sally’s Bounty is a continuing side job that rewards you throughout the 

campaign. Sally pays $10 and one racing certificate for every bandit vehicle 

ITEM QUANTITY fae you destroy, but you must return to her bar to receive payment. Make a habit 

of visiting Sally each time you return to Wellspring to collect your rewards. 

Aeective: Take out bandit 

i vehicles for Sally at the 

Second Chance Bar. 

| Let me give you some 

advice: your reputation is 

2) everything here. 

Best way to gain respect is 

7), by making the roads safer, and 

1) the best way to make the roads safer is by 

j destroying bandits. Safer roads means more 

+) Business for my bar. Every bandit you destroy 

in the Wasteland, I'll reward you for it. 

| Provided Equipment: None 

Dollars 

Want to wager some money? Visit Abbott or Hendrick in the Second 

Chance Bar. Abbott will take you on in a game of five-finger fillet while 

Hendrick will attempt to take your money.ina fates coluat219)[< fe-1cal 

game. For more information.on these mini-games, see the next chapter. 

Now that you've agreed to help out Sally, head to Mick's garage and set out 

into the Wasteland in your Dune Buster, now armed with Miniguns. When 

you're ready to leave, choose the Exit option from the garage menu, then select 

Wasteland as your destination. Once your Dune Buster is outside Wellspring’s 

main gate, race toward the Hagar Settlement. As you near the barricade, you 

come under attack by three bandit vehicles. This is the first of many bandit 

groups you must destroy to earn payment from Sally. If you purchased Shields 

from Rusty, deploy them to avoid taking damage. Shields temporarily place a 

blue force field around your vehicle, absorbing all damage. The Dune Buster's 

Miniguns always face forward, so you must be facing your target before you 

can hit it. Once a target is acquired, a hexagonal icon appears above the enemy 

vehicle. At this point your weapons are locked on to the vehicle, so open fire. 

Instead of trying to engage all the enemy cars at once, focus on one vehicle at a time. It's best to chase your targets, as they have no rear-facing 

weapons with which to defend themselves. But the same goes for you, so if a bandit is on your tail, deploy Shields or a Drop Mine until you can 

gain a more advantageous position. Once all three bandit vehicles are destroyed, you're automatically awarded $150. Continue your journey to 

the Hagar Settlement. 

wenger 

By now you've probably noticed a few hovering drones just above the Wasteland’s 

roadways—the blue thruster makes them easy to spot. These drones mark jumps. The 

idea is to launch your vehicle off a jump, hitting the drone in mid-air with your vehicle. 

If you pull off the stunt, you'll be rewarded with cash. There are a total of 18 jumps 

scattered throughout the game. Complete them all to unlock the Jumper achievement/ 

trophy. All the jumps are shown on the Wasteland maps, but pulling them off isn’t Mv 
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Salar » New Objectives 

» Give the Supplies to Dan 

» Grab the Striker Crossbow from the wall 

Park your Dune Buster in Durar’s garage—he can fix any damage done to 

your Dune Buster for a fee. Now look for Dan where you left him earlier. Dan 

is happy to see you, and is amused by your new outfit. Interact with Dan to 

hand over the supplies. Dan is so appreciative of your help that he gives you 

one of his prized possessions—his Striker Crossbow. This is a powerful and 

stealthy weapon, ideal for dispatching bandits and mutants without drawing 

much attention to yourself. But now for some bad news. Dan says Authority 

patrols have been spotted not far from the settlement. Apparently they've 

gotten word of an Ark survivor in the area. Dan suggests heading back to 

Wellspring until things calm down. 

* WELLSPRING BOUND ~ 

» New Objective: Head back to Wellspring 

ts? 4 oe 
ie ag 

SUPPLIES 

: aa 7 
[All the stopping power of an Assaunt Rifle plus a rustic} 
wood grain finhi 

Dan has no more work for you. But before leaving the Hagar settlement, 

Stop in to see Halek. First of all, sell Halek any Small Objects you have 

accumulated. This stuff is just junk and serves no useful purpose. If you 

want, you can even sell Halek that Vault Boy Bobblehead you picked up in 

Mayor Clayton’s office. After selling all your junk, you should have more 

than enough money to purchase the Assault Rifle he’s selling for $325. The 

Assault Rifle is one of the most versatile weapons at your disposal. The 

weapon is also a favorite of bandits, meaning it’s easy to find ammo for it. 

Speaking of ammo, go ahead and buy some Steel AR Rounds for the Assault 

© “Rifle while you’re here. Also, now’s a good time to stock up on Wingsticks, 

Now that you’re well stocked, hop in your Dune Buster and return to 

Wellspring. Along the way you may come under attack by more bandits. 

Feel free to take them out for a little extra cash, or simply outrun them 

using boost. When you get back to Wellspring, Mick says Mayor Clayton and 

Sheriff Black are looking for you—they both have jobs for you. It doesn’t 

matter who you see first. For the purpose of this walkthrough, Mayor 

Clayton’s jobs are covered first. 

Have you completed one of Sally’s bandit-killing missions? If so, stop 

by the Second Chance Bar, She'll congratulate you and hand over 

the Sally collector card as well as any cash and racing certificates 

she owes you for blowing up bandit vehicles. She pays $10 plus one 

racing certificate for every bandit vehicle you destroy outside the 

4 Sally's Bounty. missions. 

y went 
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(FELIRITE REFINERY )<—  FELTRITE CRATER DELIVERY SERVICES 

(7 RuasiR'S LAB <— <—__FELTRITE SAMPLE) CUPRINO NEEDED —>(__ DUSTY 8 SPONSORED EVENT 

~<—_DEFIBRILATOR UPGRADE DUSTY 8 SPONSORSHIP )—> | 

(NORTHERN WATCHTOWER )<———_ RESUPPLY WATCH TOWER _ MUTANT BASH TV_ 

(GHROUDED)BUNKER)) <— DESTROY THE BOMB CACHES | 

(REQUIRES JOBS | 
| COMPLETED FROM THE | 
MAYOR AND SHERIFF 

TS 

GHEE <— Hurorco were 4 

o FELTRITE CRATER 

» New Objective: Head north and east to the crater € 
fe MAYOR CLAYTON prose ees 

if Objective: Find a sample of 

— the bandit’s experiments 

_ with Feltrite in the crater. 

| 

Bandits been digging ina 

crater north of here, and 

| rumor has it they're refining 

| pure Feltrite. 

i | need you to get me a sample i 

|) Of whatever the bandits are doing with that 
| Feltrite, and | need you to get it back here | 

| fast! It's a long drive through some mighty | eee 

dangerous areas, so restock before heading oS 

Bring me back a sample, and I'll see you're i Don’t take Mayor Clayton’s warning lightly. The bandits won't let you get Ke 

| generously rewarded. ON, aM, near that crater without a fight. Take quick inventory of what you have and % 

| provi Fo Cea neot. Neem ne ie = a7 what you’ll need. Stop by Rusty's and stock up on Shields and other vehicle». 

ers | supplies for your Dune Buster. Also, make sure you have plenty of Minigun «oe 

1 | i Ammo—2,000 rounds should be enough. Next, pay a visit to Coffer and os 

make sure you have enough ammo for your Assault Rifle, Combat Shotgun, ff 

| and Sniper Rifle. Once you’re well-prepared, return to Mick’s garage and hay 

hop in your Dune Buster. 

bo 
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The path to the Feltrite crater is defended by a couple of bandit watch 

towers as well as a bandit vehicle. Zoom past the watch towers and 

proceed to the crater where the bandits have constructed a small refinery. 

But before getting out of your Dune Buster, make sure you've eliminated 

any bandit vehicles that have been trailing you. They appear as red dots 

on the minimap. Deploy your Shields and unleash a torrent of automatic 

fire from your Miniguns to eliminate any wheeled threats in the vicinity of 

the refinery. 

Once you've eliminated the bandit vehicles, hop out of your Dune Buster 

and focus your attention on the refinery. As you approach the refinery, 

switch to your Assault Rifle or Combat Shotgun. More bandits appear from 

the roof of the small office trailer. Gun them down before they do the same 

to you. 

Sayl 
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» New Objectives: 

» Grab the refined Feltrite 

» Take the Feltrite to Mayor Clayton 

Now that the refinery is safe, approach the center of the platform. Interact 

with the control panel to throw a switch, activating the refinery. A few 

seconds later, a small chamber in the machinery opens, revealing a bright 

blue sample of refined Feltrite. Grab the sample and hightail it back to your 

Dune Buster. However, be prepared for another attack by a bandit standing 

on top of the office trailer. Before leaving the refinery, check inside the 

shipping container to grab a Shrouded Minigun collector card. 

When you get back to Wellspring, don’t forget to stop by the Second Chance 

Bar to get payment from Sally for any bandit vehicles you destroyed during 

your trip to the crater. Next, return to Mayor Clayton’s office and hand over 

the Feltrite sample. The Mayor hands over $200 for your troubles. But even 

with this sample in hand, he’s still not sure what the bandits are up to. He 

wants you to take the sample to. someone who knows what it is. 
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Objective: Find a Night Blossom in 

Crazy Joe's Swamp. 

My wife’s taken ill, and I'm mixing ‘er 

up medicine to cure what ails ‘er. 

Only ingredient left is Night Blossom, 

and the only place it grows is Crazy 

|) Joe’s Swamp. Can you bring a Night 

Blossom to me? 

Bandages i 

oa Desert Spore c 

— You make it back with the Night Blossom, and I'll give 

you my special recipe. 
ee ied Resets S UMN tS 

Provided Equipment: None Night Blossom 2 

pipaieicadiaaiiat 

- Before accepting Mayor Clayton's next job, stop by the Second Chance Bar and look for Richard 

sitting in a booth all by himself—he has a quick job for you. His wife has fallen sick and he’s 

working. on brewing up a cure for her, but he needs one more Night Blossom to complete his 

remedy. He feels he’s far to frail to make the trip to Crazy Joe’s Swamp all by himself, so he needs 

‘ you to run the errand. He promises to share his recipe with you upon your return. If you've 

~ already found Night Blossom during your adventures in the Wasteland, the objective is instantly 

met and Richard hands over the Apophis Infusion Recipe. If you still haven't found any Night 

Bos Blossom, head back to Mick's garage and drive your Dune Buster to the marked area on the map. 

= 
> fou must dave through Wasted Territory to get to Crazy Joe's Swamp from Wellspring, so be 

ady to take on bandit vehicles. However, any bandit vehicles automatically disengage as you 

approach Crazy Joe’s shack. Hop out of your Dune Buster and walk into the shack to speak with 

C ‘ra zy Joe. Joe goes on and on about the special plants growing around his swamp, all mutated 

from the asteroid strike, Eventually, Crazy Joe refuses to say anymore and turns his back to you. 

Be sure to grab the Crazy Joe collector card off the workbench before exiting the shack. 

Now it's time to find a Night Blossom. Regardless of what Crazy Joe said, don’t worry about wee 

stepping into the swamp—the water is only ankle deep. Night Blossoms grow along the banks pS 

of the swamp, identifiable by their large purple bloom. However, you can only pick a flower that 

has already bloomed. Look for the buzzing insects around the plant to find a mature specimen. 

Interact with the purple bloom to add a Night Blossom to your inventory. If you ever need 

Night Blossom again, come back to this swamp—Night Blossom regenerates over time. 

bottom of this crater are two Desert Spores, essential for making Apophis 

Blossom, Desert Spore is extremely rare and does not regenerate. 

Dae ae growing in the Wasteland, and once you pick them, no more 

k to the Second Chance Batend give Richard the good news. He's elated with your 

gladly hands over the Apophis Infusion Recipe as well as the ingredients to make 

peg De a Bandeee, two Ment! Blossoms, a nd two Desert ee Access your 
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Objective; Take the Feltrite es 

sample ta Kvasir 

Whatever you've got there 

can't be safe. That’s for 

Sure 

Old man Kvasir is a hermit 

that lives up north. Take that 

Feltrite sample to him and see 

what he says. He's a pretty smart guy, but he 

doesn't take to strangers just popping in on 

him, So ll let Kvasir know you're coming. 

Come back soon as Kvasir's figured out what 

those bandits were up to 

Provided Equipment: None 

REWARD 
QUANTITY 

Dollars cO0 

» New Objective: Head north and west to Kvasir’s 

chasm 

Before leaving 

Wellspring, check 

in with Rusty and 

Coffer to stock 

up on ammo 

and supplies, At 

Rusty’s, make 

sure you have 

plenty of Minigun 

Ammo and Shields. If you have the extra cash, an Armor Restore item can 

come in handy, capable of fully repairing your vehicle. At $85 a unit, Armor 
Restore isn’t cheap, but it’s a lot cheaper than having Mick or Durar tow 

your ride, At Coffer’s, take inventory of your ammo. Make sure you have at 

least 60 rounds of Buckshot for your Combat Shotgun and 300 rounds of 

Steel AR Rounds for your Assault Rifle. 

Ready to head 

out? Then get to 

Mick’s garage, 

repair any 

damage to your 

Dune Buster, and 

get back out on 

the road, To reach 

Kvasir’s place, 

you must pass through Scorcher Territory. Here you come under attack by 
more bandits. Assuming you have the offensive and defensive tools, this is 

a good opportunity to score some extra cash from Sally. Deploy your Shields 

early and often to deflect incoming attacks, but maintain an offensive 

posture too. The faster you destroy the bandit vehicles, the fewer Shields 

you'll need to deploy. 

‘ & ) = AW, 

» New Objectives: 

» Use the Com. Box to contact Kvasir 

» Cross the bridge and enter Kvasir’s lab 

After defeating the bandits, continue to Kvasir’s following the path marked 

on the minimap. Before parking your vehicle, make sure no more bandits 

are following you. Once it’s clear, exit the Dune Buster and interact with the 

intercom near the chasm. Kvasir immediately responds, acknowledging 

that Mayor Clayton informed him of your errand. Before long, a balloon-like 

airship rises from the chasm and extends a bridge, allowing you to reach 

Kvasir’s lab. Cross the bridge and interact with the switch on the other side 

to activate the lift leading into the lab. 

» New Objectives: 

» Give Kvasir the Feltrite sample 

» Let Kvasir analyze the Feltrite sample 

Step inside Kvasir’s lab and place the Feltrite sample on the metal tray. A 

mechanical arm descends and takes the sample away for analysis. Kvasir 

needs to run more tests on the sample, a process that will take some time. 

But then Kvasir takes notice of you. Apparently your armor isn’t much of a 

disguise to Kvasir. He instantly recognizes you as an Ark survivor, making 

note of the Nanotrites inside your body. Kvasir reveals that Ark survivors 

are hunted down by the Authority because they don’t belong in their vision 

of the new world. But there is a band of Resistance fighters. Kvasir feels 

you may be of some use to the Resistance, but he realizes you won't last 

long in a firefight with your standard internal defibrillator. He can get you an 

upgrade for your defibrillator if you travel to the Dead City and get him the 

equipment he needs. 

at 
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DEFIBRILLATOR UPGRADE 

INTRODUCTION WALKTHROUGH PTE PENOED PLAY” ARMORY GARAGE “MULTIPLAYER 

/ s@gFELTRITE SAMPLE 

Objective: Find the 

Defibrillator Upgrade in the 

Dead City. 

The Dead City is 

Well-named as you will 

soon see. 

In the middle is a hospital. 

one | was proud to work in until 

the research took a decidedly twisted tum. 

| didn't see everything that was done there, 

but | heard rumors, and then they built the 

wall. Now the only way into the city is through 

the sewers outside the wall. The Defibrillator 

Upgrade will be found in the hospitel. 

You make it back in one piece, and I'll install 

that Defibrillator Upgrade. 

Provided Equipment: None 

QUANTITY 

» New Objective: Locate the Dead City sewer entrance 

to the east 

14 6 Scorcher's Removed, 

Return to your Dune Buster and follow the path marked on the minimap 

back into Scorcher Territory. There may be more bandit vehicles here, so 

consider wiping them out before making a move for the Dead City entrance. 

Once the area is clear, park your Dune Buster under a low overpass and 

head out on foot up a nearby trail. The trail leads to a massive drainage 

pipe. Step inside the pipe and open the gate at the opposite end to access 

the Dead City’s entrance. 
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Advance to 

this old tunnel 

packed with 

long-abandoned 

cars. There seems 

to be something 

massive walking 

above, causing 

striae dust to fall from 

the ceiling with each step. But instead of worrying what’s above you, focus 

on the mutants occupying the tunnel. Use Wingsticks at long range to 

decapitate as many mutants as possible. The wide open space of the tunnel 

makes this a great place to throw Wingsticks, conserving your ammo for 

later. However, if you miss and the mutants charge directly at you, be ready 

to put them down with the Combat Shotgun. All it takes is one direct hit 

from the Combat Shotgun to drop a mutant, making it the weapon of choice 

for much of this job. Once all the mutants are down, look for a doorway on 

the left side of the tunnel. Just inside the doorway is another mutant as well 

as a shelf holding a wide variety of ammo. 

Bdaltss[e)oi taal 0} -1accretaro)o) of) aa aliavmcoy! 6a (ofa 4iq ala Bie(ar-\or-laavoa 
achievement/trophy. Using Wingsticks, simply score ten 
headshot kills. For best results, target enemies at long-to-inter- 
mediate range to lop off their heads. 

CITY STREETS 

Climb the stairs 

up to the surface 

and step out 

onto this dusty 

old street. Some 

massive mutant 

can be seen 

lumbering in the 

distance—that 

must have been 

what you heard 

earlier. For now, 

the giant mutant 

doesn’t take 

notice of you. 

However, the 

smaller mutants 

are well aware 

of your presence. Shortly after a chilling vocal alarm is sounded, multiple 

mutants come scrambling out of every crevice and rubble pile. Identify 

targets early and hit them with Wingsticks before they can get too close. Of 

course, keep your Combat Shotgun ready to deal with threats that manage 

‘to evade your Wingstick attacks. 

| As the mutant attack dies down, a massive explosion rocks the street 

» ahead. Soon, a tall mutant comes trudging into view carrying what appears 

to be a huge grenade launcher—this is a launcher mutant. Before attacking 

the launcher mutant, deal with the standard mutants first, finishing them off © 
20 

with Wingsticks and your Combat Shotgun. Now attack the big guy. Equip 

your Assault Rifle and open fire on the launcher mutant while circle strafing 

around him. This allows you to avoid his devastating explosive attacks. 

While attacking, make sure you keep some Bandages ready as your quick 

use item. If you happen to be injured by an explosion, immediately apply 

a Bandage to instantly heal. Fortunately your adversary is slow, allowing 

you to outmaneuver him. Just stay close and keep circling around him 

while firing the Assault Rifle. If you run out of Steel AR Rounds for your 

Assault Rifle, switch to the Combat Shotgun. The Combat Shotgun fires 

at a much slower speed, but dishes out heavy damage as long as you 

attack at relatively close range. Keep attacking the tall mutant until he 

falls to the ground. Leave the dead launcher mutant behind and enter the 

nearby building. 

At the moment 

of arrival, these 

two small rooms 

are a dead end. 

Grab the ammo 

off the tables and 

prepare yourself 

for a mutant 

ambush. Equip 

the Combat Shotgun and blast every mutant that comes crawling through 

the windows and cracks in the floor. Stow your Wingsticks for now—kills at 

this range will only embed themselves in your targets, causing you to lose 

your Wingsticks. Pay particular attention to the windows in each room and 

deal with the mutants throwing daggers. Stay on the move and spin around 

occasionally to make sure no mutants have snuck up behind you. Once the 

ambush is over, a door falls down, clearing a path to the next area. 

As you emerge 

from the building, 

you come under 

attack by two 

mutants lobbing 

exploding 

fireballs at you 

with xistera-like 

launchers. Side 

step left and right to avoid the incoming fireballs while equipping your 

Sniper Rifle. Quickly get a fix on both enemies and take them down with 

headshots. Pause your movements just long enough to center each target 

in the weapon's scope, then squeeze the trigger. Eliminating these threats 

now makes it safer to proceed to the next area. But watch out for mutants 

charging out of a drain pipe ahead. Blast them with your Combat Shotgun. 

Before moving on, locate a small drain pipe at the base of the building not- 

far from where you fought the launcher mutants. Drive the RC Bomb Car 

through the small opening to enter a supply closet filled with loot. Roll up 

next to the barricaded door and detonate the car. You can now access the 

room via a stairway in the building to grab the powerful Large Mutant card 

along with the rest of the loot. The nearby building contains a Cloth Rag, a 

Nanotrite Conduit, and a Hardware Packet. 

Be 
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Descend to the 

street level once 

again and prepare 

to engage a few 

more mutants 

with your 

Combat Shotgun. 

Suddenly a 

large mutant 

with a tentacle-like arm bursts through a wall on the right. This enemy 

is appropriately called a tentacle mutant. Quickly eliminate the smaller 

mutants first, then deal with the big guy. This large mutant is slightly 

smaller than the launcher mutant you faced earlier, and faster. Immediately 

open fire with your Assault Rifle while strafing left and right to avoid his 

diverse attacks. At times the tentacle mutant charges directly at you, so 

be sure to run out of the way. This enemy also performs a whip-like attack 

with its tentacle arm. If the arm hits you, it inflicts heavy damage as well as 

impairs your vision with a slimy mucous. Run, don’t walk, to avoid getting 

hit with these attacks, and if you do get hit, immediately apply a Bandage 

to heal yourself. When you’re not evading, continue firing at the tentacle 

mutant with your Assault Rifle. If you run out of ammo, finish this guy off 

with the Combat Shotgun. Once the putrid mutant falls, be ready to fend off 

attacks from standard mutants. Return to the wall that the tentacle mutant 

broke through and search the newly available area for loot. Pick up the 

Kraken card here. 

The gate here 

is locked and 

the switch that 

opens it doesn’t 

have power. 

Follow the wire 

running from the 

switch to a circuit 

breaker in the 

nearby storeroom. Before activating the circuit breaker, empty the shelves 

of the storeroom. Here you can find a wide variety of ammo and other 

items. When you’ve grabbed everything that isn’t nailed down, activate the 

circuit breaker on the wall. This triggers an attack by a few mutants, but it’s 

nothing you and your Combat Shotgun can’t handle. Now that the circuit 

breaker is active, return to the gate and throw the switch. The gate opens, 

allowing you to descend the nearby steps. 

N 
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At the bottom of the steps, turn to the right. A mutant covered in rock-like 

scales is huddled on the ground, flanked by some slimy pods—this is a 

slime mutant. With the Combat Shotgun in hand, rush up behind the slime 

mutant and shoot him in the back. This isn’t enough for the kill, so keep 

hammering him with Buckshot until he’s down for good. If the slime mutant 

manages to get back to his feet, be ready to dodge its spitting attack, 

otherwise its slimy secretion will coat your face, making it difficult to see. In 

any case, avoid close contact with these enemies—their melee attacks are 

extremely deadly. Once the slime mutant is down, pass through the nearby 

doors to enter a shopping mall. 

SHOPPING MALL 

» New Objective: Switch the breaker at the end of the 

power cord 

A small gate in 

front of the mall’s 

escalator blocks 

your path here. 

Like the gate 

you encountered < 

earlier, it is 

operated by 

a switch that 

currently has no power. Follow the yellow power cable from the switch to 

a small shop, where the cable passes under a security gate. While peering 

through the security gate, glance to the left side of the shop to spot a pair 

of yellow gas tanks propped against the outer wall. Equip your Settler Pistol 

and fire a few rounds into these tanks until they explode—you now have an 

entrance into the store. Circle around to the left and enter the store through 

the flaming doorway. Before following the power cable to the adjoining 

storeroom, raid the store’s shelves for ammo and other junk. 

Now follow the 

cable to the 

store’s back 

room to find the 

circuit breaker. 

Flip the switch to 

restore power to 

the gate by the 

escalator. As you 

exit the store, 

watch for a slime 

mutant dropping 

from the ceiling. 

Quickly take him 

down with a few 

blasts from your 

Combat Shotgun. 

As you near the , 

escalator, a second slime mutant appears. Blast him with your Combat if 

Shotgun while avoiding his attacks. Finally, you can restore power to 

the switch by the escalator. As you turn the switch, the gate in front of 

the escalator opens very slowly, making a loud grating sound as the 

metal gate scrapes against the floor. Take this as your cue to find a more : 

defensible location. vg 
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As the gate 

in front of the 

escalator opens, 

race back to the 

store and take 

cover behind the 

counter. From 

this position 

you can easily 

cover the two entry points: the doorway, and the small hole in the security 

gate. Before long, mutants and slime mutants come rushing into the store. 

Stay behind the counter and blast them with your Combat Shotgun. Keep 

some Bandages handy in case you take heavy damage. The mutants are 

particularly vulnerable as they crawl through the hole in the gate. Use this 

opportunity to rush over and shoot them in the back at close range before 

they can get to their feet. Once the attack dies down, cautiously exit the 

store, but watch out for a couple more mutants on the mall’s upper level 

lobbing fireballs in your direction. Quickly take them down with the Assault 

Rifle or Sniper Rifle. Descend the escalator and turn right to exit the mall. 

SHANTY TOWN 

Outside the mall 

there’s a large 

crate with a 

variety of ammo 

spread across 

the top, including 

some Steel- 

Tipped Bolts 

for your Striker 

Crossbow. After gathering the ammo, turn your attention to the mutants 

patrolling the street below. Use your Striker Crossbow and Wingsticks 

to silently take out as many mutants as possible. When using the Striker 

Crossbow at this range, wait for your target to stop moving, then drive a 

» Steel-Tipped Bolt through its head for a stealthy instant kill. But no matter 

how careful you are, your presence won't go unnoticed for long. As the 

* mutants rush up to your elevated position, switch back to your Combat 

Shotgun and greet them with a blast of Buckshot. When the area is clear, 

descend the nearby steps to reach the street. A few more mutants come 

rae. 

charging at you here, but they’re no match for your Combat Shotgun and 

Wingsticks. Continue to the end of the street and look for an open door on 

the left. 

The raspy 

vocalizations of 

mutants can be 

heard nearby as 

you enter this 

small shanty 

town, not far from 

the hospital. Load 

your Combat 

Shotgun to capacity and cautiously step forward. Keep creeping forward 

until you trigger the mutant attack. At that point, backpedal and open fire 

at the mutants charging directly at you. Most of the mutants attack from 

the main road along the left side of the town, so as long as you keep them 

within sight, they’ll have a hard time flanking you. Once the mutant attack is , 

over, climb the set of steps at the back of the shanty town—there’s another 

locked door at the top of the steps. Build a Lock Grinder to force your way 

inside a closet filled with more ammo and supplies. 

HOSPITAL 

» New Objectives: 

» Find the Defibrillator Upgrade in the hospital 

» Defeat the mega mutant with your Rocket Launcher 

Follow the dim 

stairways and 

corridors of the 

hospital to this 

large, two-tiered 

room. On the 

lower level, 

grab the Rocket 

Launcher sitting next to the large dispensary machine. The machine doesn’t 

dispense medicine—it dispenses HE Rockets for your new weapon! Grab the 

HE Rockets from the machine and then turn around. That giant mutant you 

saw earlier has found you. This is the mega mutant! Race up the steps to the 

second level of the room to get a better view of this monster. He tears away 

the outer wall and emits a deafening roar. As he leans back, a glowing device 

is revealed on the mega mutant’s chest—take aim with the Rocket Launcher 

and hit this weak spot with an HE Rocket. The mega mutant stumbles 

backward after bea in the chest. Now you’ve made him very angry! 

me 

eee 
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The mega 

mutant decides 

to retaliate by 

launching a few 

projectiles of his 

own. As he grabs 

chunks of debris 

from the nearby 

structure, a red 

laser is emitted from the top of the mutant’s head. This is a targeting laser 

showing the impact point of the incoming debris. Get out of the way before 

you're smacked with a chunk of concrete. As you dodge the incoming 

debris, study the device on the mutant’s chest—it flashes just before he 

throws. You need to hit this weak spot with another HE Rocket just before 

the mega mutant throws the debris. For best results, line up your shot 

prior to the mutant’s throw so all you have to do is pull the trigger once the 

glowing device is exposed. It may take a few attempts before you score a 

hit. If you run low on ammo, return to the lower level and retrieve more HE 

Rockets from the dispenser. 

After hitting the 

mega mutant 

in the chest, 

the creature 

approaches and 

attacks at close 

range with his 

fists. Once again, 

the targeting 

laser gives away the location of his intended attack. If the laser is pointing 

in your direction, move fast! Eventually the mega mutant gets frustrated 

and grabs the building with both hands, shaking the structure violently. As 

he does this, a large glowing spot appears atop his head. Hit this spot with 

an HE Rocket to stop his attack. You must repeat this circuit three times to 

defeat the mega mutant, hitting him in the chest, followed by hitting him 

in the head. After hitting the mega mutant in the head for the third time, he 

finally collapses. The tremble caused by the mega mutant’s collapse opens 

a doorway on the lower level. 

Follow the stairs 

and corridors 

to the hospital’s 

main lobby, 

grabbing a 

few pick-ups 

along the way. 

R There are also 

i => fo mutants 

roaming nearby, so keep your Combat Shotgun at the ready. In the lobby 

you encounter even more mutants, including a few slime mutants. Quickly 

dispatch them with the Combat Shotgun or, if you’re low on ammo, the 

Rocket Launcher can put down the slime mutants with a single shot. 

Ascend the nearby escalator to confront more mutants, including a couple 

lobbing fireballs at you. Finish off the slime mutants first, and then deal with 

the fireball-launching threats on the walkways above. 

GARAGE 

Climb another escalator flanking the atrium and be ready to battle a few 

more mutants on the next floor. After clearing a path, proceed through 

a bloody corridor until you come to a relatively clean room with an MRI 

machine. This room is filled with Bandage-making supplies as well as other 

useful pick-ups. Most importantly, the Defibrillator Upgrade is located on the 

counter just below the large blue display screen. Shortly after grabbing the 

upgrade, a few large tremors shake the building. Hold your ground and wait 

for a few mutants to come charging through a doorway, next to the room’s 

entrance. Take them out with your Combat Shotgun or a few well-placed HE 

Rockets from the Rocket Launcher. 

< 

» New Objective: Take the Defibrillator Upgrade to 

Kvasir 

You can’t leave 

the hospital 

through the way 

you entered—a uf 

door has sealed < 
behind you. Use 

the passage 

opened by the 

mutants to access 

a convenient stairwell leading back to the area where you first entered the 

Dead City. Blast mutants and grab some items on the way out, then make 

your way back through the tunnel. It’s time to get back to Kvasir and see if 

he can install this Defibrillator Upgrade. Fe 

KVASIR’S LAB prides, 

Outside the Dead City, find your Dune Buster and race back to Kvasir’s 

lab. Remember, there may be bandit vehicles in the area when you first 

get back in your Dune Buster. Be ready to fend off these attackers or 

ET ST ee 
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simply use boost to outrun them. Kvasir is happy to see you’ve made it 

back and wastes no time in installing the Defibrillator Upgrade. You now 

have twice the resurrection power. Kvasir tells you that despite your new 

upgrade, the Authority will catch up with you. He feels your future lies 

with the Resistance. While you were gone, Kvasir completed his analysis 

of the Feltrite sample. He says the bandits are refining the Feltrite into an 

explosive accelerator. Kvasir has neutralized the sample and wants you to 

deliver it back to Mayor Clayton. 

Did you make Teceluiero) guar Dead Cityin one piece? Ifso, you 
-earn the It’s Alive! achievement/trophy. 

— TPSALE! 

WELLSPRING 
» New Objective: Take the neutralized sample to 

Mayor Clayton 

Return to your Dune Buster and make a beeline for Wellspring. If you’re 

running low on Shields and Minigun Ammo, don’t bother engaging any 

bandits you may encounter in Scorcher Territory. Instead, boost your way 

past the bandits and deploy Shields to avoid taking damage from your 

pursuers. Once within the protective walls of Wellspring, pay Mick to repair 

any damage to your ride and then go to Mayor Clayton’s office. The Mayor is 

troubled by Kvasir’s findings regarding the Feltrite sample, but is grateful for 
your help, handing over $200. If you're looking for more work, he suggests 

seeing Sheriff Black. On your way to the Sheriff's office, stop by the Second 

Chance Bar to receive payment from Sally for any bandit vehicles you 

destroyed during your extended outing. 

q STANLEY EXPRESS 

Objective: Deliver packages 

for Stanley. 

The name's Stanley and 

this package service is the 

Stanley Express. If Stanley 

can't get it there. my motto 

/ goes, nobody can. 

But you see, | need drivers. Lost 

a few lately. Now don’t worry. the job couldn't 

be easier. All you gotta do is select a desti- 

nation and off you go. Of course there is a 

| (little time pressure. People want their things 

when they want their things, right? But you 

make the delivery on-time and I'll pay you well. 

| Miss the time and sorry—you get nothing. It’s 

called Stanley Express, not Stanley Almost 

| Express. 

| Provided Equipment: None 

STANLEY EXPRESS JOBS 

TIME 
PACKAGES LIMIT NAME PAYMENT 

Settler Postal seek 
Bandit Postal 

Northern 

Express 

You can find Stanley's booth in the alley near Sheriff Black's office. 

Before seeing what jobs the Sheriff has for you, consider running 

a few routes for Stanley. The task is relatively simple. Stanley 

provides you with a buggy and several packages you must deliver 

within a certain amount of time. You simply have to drop the 

packages off at the boxes posted outside key locations. However, 

you must drive fast following the path shown on the minimap. 

Also, avoid getting into fights with bandit vehicles. Simply outrun 

the bandits using boost while focusing on your deliveries. 

continued on next page 
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SETTLER POSTAL 

DELIVERY ROUTE 

PACKAGE LOCATION 

Pt | Bash TVentrance | 
= Crazy Joe's 

Hager Settlement 

This is by far the easiest route and a good way to get familiar with 

the job. All three deliveries are within close proximity to each other, 

giving you plenty of time to complete the course in the two minutes 

provided. Each delivery box is marked by a glowing red column of 

light. Make contact with the box to deliver the package, then zoom to 

the next box—the path to the next box is automatically updated on 

your minimap. However, keep an eye open for bandit vehicles and do 

your best to avoid head-on collisions. While the time limit is a factor, 

so is the health of your buggy. If your buggy doesn't survive, the job 

isa failure. As long as you use boost liberally, you'll have no problem 

making these three deliveries. 

BANDIT POSTAL 

DELIVERY ROUTE 
PACKAGE LOCATION 

1 Shrouded Bunker 

e Scorcher Territory 

3 Southern Valley 

Ghost Territory 

‘Time Rematiny: 1350 

While there’s only four packages to deliver here, the boxes are spread 

out, requiring an even greater reliance on boost. The Shrouded Bunker 

and Scorcher Territory boxes are relatively close to Wellspring, but 

then you must backtrack to deliver the packages to the Southern 

Valley before making the last-second sprint to Ghost Territory. There 

is very little margin of error, so keep boosting and avoid any direct 

contact with bandit vehicles. 

fp EC eg < apa yee SB 
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NORTHERN EXPRESS 

erg DELIVERY ROUTE 
PACKAGE LOCATION: 

1 | Think | Can 

5 a Feltrite Crater 

3 Doctor Kvasir 

4 Northern Watch Tower 

5 Authority Prison 

[ 6 Authority Prison 1 

The first delivery here is the trickiest. To reach the first box, you must 

perform the | Think | Can jump. Race up the ramp-like incline on 

the opposite side of the canyon and apply boost to jump the gap. 

If you fail to clear the canyon on your first attempt, delivering the 

remaining packages in the allotted time is doubtful. But if you make 

this first jump, you have a good chance of completing all the deliveries. 

However, there is no margin for error. You must continue boosting 

from one box to the next. There are two Authority Prison boxes 

at the end of the course. The first is located up a dead-end incline 

outside the prison facility and the last one is located just outside the 

prison gate. 

ALLL 
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While it’s a good idea to avoid contact with bandit vehicles 

during Stanley Express jobs, don’t miss the chance to fire 

rockets when trailing behind enemy vehicles. As long as your 

target doesn't take you off course, feel free to engage these 

vehicles. Any bandit vehicles you destroy during these jobs 

will earn you cash from Sally, assuming you agreed to do the 
Sally's Bounty job. After each route, be sure to check in with’ » | 

Sally to receive payment. ; 



Objective: Win a Cuprino in 

the races. 

Got a problem, and | 

believe you might be the 

man for the job. 

But first, you need to get 

your hand on a Cuprino, and 

the easiest way is to win one. 

Try Jackie Weeks over by the track entrance. 

He can set you up with just the right race. 

Come back when you have the right wheels, 

alright? 

Provided Equipment: None 

Reward: None 

CUPRINO NEEDED 

» New Objective: Speak with Jackie Weeks about a 

Cuprino 

Sheriff Black needs you to run some supplies to the north. But he won’t let 

you do it in your Dune Buster—you’ll need a Cuprino. After speaking with 

the Sheriff, go see Jackie Weeks. Jackie would love to add you as a racer 

in the Dusty 8 Sponsored Event, but the race is only open to drivers with 

sponsorships. Thankfully he happens to know someone who just might be 

interested in sponsoring you. . . 

DUSTY 8 SPONSORSHIP 

i” _ JACKIE WEEKS EE ee ism. 
Objective: Get a Certificate 

of Sponsorship from JK 

Stiles. 

So you're looking for a 

better set of wheels? Well, 

We've got just the race for 

you. 

The Dusty 8 Sponsored Event sa q 

mixes in a little promotion with all that speed 

and mayhem. You wanna race, you'll need a 

sponsor. Lucky for you, | hear JK Stiles, the 

producer of Mutant Bash TV, is looking for a 

driver. You can find him west of town at the 

other end of the Southern Highwau. 

Get JK Stiles’s Sponsorship Letter, then come 
back and see me. 

Provided Equipment: None ge i 

Reward: None 

» New Objectives: 

» Head west to the Mutant Bash Studio 

» Get a Sponsorship from JK Stiles 

Before leaving Wellspring for the Mutant Bash Studio, visit Rusty and 

Coffer to stock up on supplies and ammo. At Rusty’s, be sure to grab some 

Minigun Ammo and Shields, as well as any other offensive items you can 

afford. Your trek through the Dead City has probably depleted most of your 

weapon ammo. Before buying anything from Coffer, sell off any extra junk 

you’re carrying, like Small Objects and Books. Now load up on ammo for 

all your weapons. Be sure you have at least 64 rounds of Buckshot before 

leaving town—your Combat Shotgun is the best weapon for your upcoming 

appearance on Mutant Bash TV. Stock up on Stee! AR Rounds for your 

Assault Rifle, too. 
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MUTANT BASH TV 

Objective: Make it through 

Mutant Bash TV alive. 

Cleesthe Territory... 
Let me guess. You need a 

sponsor ? 

Sure Ill sponsor you. 

You just need to make it 

through my show alive. The ~ 

game is simple. kill or be killed. aa & 

Make it to the end of my little arena and you 

win. 

Now head to Mick’s garage and prepare your Dune Buster for the journey 

west. If you haven’t already, make sure your vehicle is fully repaired. Also, 

be sure to assign any items you've bought (like Shields and Drop Mines) to 

the quick use slots before exiting Wellspring. Follow the path marked on the 

minimap to travel to the Mutant Bash Studio. Not far into Wasted Territory, 

you'll probably come under attack by more bandit vehicles. It’s highly 

advisable to finish off every bandit vehicle before completing your journey, 

otherwise they'll chase you right up to the entrance of the Mutant Bash 

Studio. If you don’t feel like fighting, park your Dune Buster outside the | eT ie | | | 

, JK Stiles (Collector Card) 1 j 

Give me a good show, and I'll give you a 

Sponsorship Letter. 

Provided Equipment: None | | 

REWARD 

ITEM _ QUANTITY | 

Certificate of Sponsorship 1 

studio and make a dash for the entrance. Just because you're outside your 

vehicle doesn’t mean the bandits will stop their attack. LL a 

P 5 4 4 Dollars TBD* 

» New Objective: Ask JK Stiles about a Sponsorship 
— 

| 

* i cash payout determined by performance 

After entering the studio, walk up the short set of steps. JK Stiles is sitting 

behind a large bank of monitors. He suddenly spins around and welcomes 

you. JK already knows why you’re here and has worked out a deal in 

advance. He’ll give you the sponsorship you need if you agree to be a 

contestant in his next broadcast of Mutant Bash TV. 
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Bandages x2 
Buckshot x40 

Collector Card: 

Scoop Mutant 

Bandages 

Steel AR Rounds x120 

Fatboys x12 Pistol Rounds x24 

Buckshot x16 

Bandages x2 
beets Sie rs frre 

- 
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ARENA 1: CHAMBER OF LAUGHS 

Phase Money: 15. 
Par Time: 01:45:00 

n Mutant Bash TV you must survive five rounds of combat against waves of 

nutants. Before entering the first arena, equip Bandages as your quick use 

tem. If you’re low on Bandages, now’s a good time to make some more. 

)nce you're ready to fight, walk through the corridor until you come to 

he first arena, called Chamber of Laughs. In this arena you have 1 minute 

ind 45 seconds to eliminate 20 mutants. Some of the mutants attack with 

‘Jubs, while others attack by throwing daggers. Keep moving while blasting 

nutants with your Combat Shotgun—you get $3 per kill. During the final 

vave, four tall columns rise from the floor, each topped by a fireball-tossing 

nutant. Circle around the arena blasting these elevated mutants as well as 

iny on the floor. If necessary, switch to your Assault Rifle to deal with these 

nore distant targets. Remember, if you take heavy damage, quickly apply 

1 Bandage to heal yourself. Keep blasting mutants until the arena is clear. 

\t the end of the round, a score sheet appears on-screen showing you how 

nuch money you’ve made. You’re awarded money for accuracy, the number 

yf kills, and the time in which you’ve completed the round. 

LL 
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Before 

boarding the 

lift to the 

next arena, 

be sure to 

stock up on 

ammo and 

Bandages. 

These 

supplies are 

located on shelves flanking the lift. 

ARENA 2: JUNGLE GYM 

In Jungle Gym, 

a large blue 

gorilla obstacle 

covered in spikes 

and blades 

travels along a 

path circling the 

perimeter of the 

; , arena. Needless 

to say, avoid contact with this hazard by staying in the center of the arena 

=< eh kasi "> 

at all times. Initially, the mutants brachiate along a series of logs suspended 

from the ceiling. Shoot them before they drop to the floor, where their 

movements become less predictable. After each kill, spin around and scout 

your surroundings to pick off any mutants that may be sneaking up on you. 

There are only ten mutants in this group, so it doesn’t take long to finish 

them all off. After reviewing your score sheet, follow the adjoining corridor 

to the next arena. 

ARENA 3: BONUS ROUND 

Pee ager ete er _—— At the start of the 

Bonus Round, 

take aim at the 

circular target 

below the slot 

machine-like 

prop. Shoot the 

target beneath 

— secon renacecoerens each wheel to < 

make it stop. Switch to your Settler Pistol for this sequence and try to line ‘ 

up three identical dollar sign symbols on the slot machine. You get $1 for 

every dollar sign that stops on the line. If you match all three triple-dollar 

signs, you earn a $9 bonus. Skull icons earn you nothing. This is a relatively 

easy way to score some extra cash. Whether you hit the jackpot or not, be 

ready to take on more mutants. Quickly switch to your Combat Shotgun and 

blast the attackers that come rushing out of the hatches flanking the slot 

machine prop. You have 45 seconds to eliminate six mutants. Afterward, 

follow the corridor to the next arena. 

ARENA 4: TICKLE ME MUTANT 

The floor of this 

arena is filled with 

holes. Meanwhile, 

three spotlights 

scan the floor 4 

from above. When 4 

the spotlight turns 4 

red and pauses, 

mance: en cetagnan pe en spikes thrust gut 

of the holes in the floor where a red spotlight is shining. So in addition to 

dodging mutants, you must also keep an eye on those spotlights and be 

ready to move out of the way to avoid getting impaled by the spikes. Stay 

near the perimeter of the arena and keep moving while blasting mutants 

with your Combat Shotgun. If a mutant is about to be impaled by spikes, 

shoot them before the spikes steal your kill. 

©im —— 
To the left when you enter this room, there's an image on the wall 

of a'ship under attack by a tentacled creature. Shoot the three tights 

on the tentacles, from:right to left, to activate a'secret minigame: 

the Dopefish will appear swimming through the water three times; 

you can earn $200 each time he appears by shooting him. The $600 

you could earn will: make earning the Bringin’ Home the Bacon 

Achievement much easier! 



Immediately 

following Tickle 

Me Mutant, the 

final Gladiator 

Challenge begins 

in the same 

arena. While 

you don’t have 

to worry about 

the floor spikes this time, you do have an even bigger threat—a tentacle 

mutant. Immediately switch to your Assault Rifle and be ready to move 

out of the way as the tentacle mutant makes its entrance. This mutant 

is just like the one you encountered in the Dead City. Open fire with the 

Assault Rifle while making evasive movements to avoid getting slapped 

by its tentacle-like arm. Keep your Bandages at the ready and apply one 

if you get hit by the tentacle mutant’s slimy appendage. You only have one 

minute to drop this guy, so consider bringing out the Rocket Launcher if 

time is getting short. Once the tentacle mutant is dead, proceed through 

the adjoining corridor to reach the victor’s podium stopping to pick up the 

Scoop Mutant card along the way. Here you’re given a Summary of your 

performance, as well as how much you've earned. As you can see, Mutant 

Bash TV is a great way to score a big payday. 

S a GLADIATOR / BRINGIN’ 

Successfully completing Mutant Bash TV unlocks the 
GE Velr-luolme-Vanliaycansnlenaco) olan siuleranl arya mena almo)a) Ware nnvel gel 

associated with Mutant Bash TV. If you completed an episode 
with $750 or more, you unlock the Bringin’ Home the Bacon 

achievement/trophy. To maximize the cash payout, finish 
off the mutants as quickly as possible with optimal accuracy. 

If you didn’t get $750 the first time, try it again. You can 
play Mutant Bash TV as many times.as you like, making it a 

relatively easy way to earn some big money. Just make sure you 

have plenty of ammo and Bandages before starting again. 

WELLSPRING 

» New Objective: Show the Certificate of Sponsorship 

to Jackie Weeks 

» JK Stiles is thrilled by your performance and happily hands over a 

r } : = 

% » Bs ¥ 4 

& ss 4 i * 

for use in Hendrick’s card game back at the Second Chance Bar. You now 

have everything you need to enter the Dusty 8 Sponsored Event. Return to 

Wellspring and talk to Jackie Weeks. 

Objective: Win the Dusty 8 

Sponsored Event. 

| hope you can crive as 

Well as you shoot. 

i 

} 
f 

| 

| 
| see you earned your } 

Sponsorship Letter. It’s | 

been a long time since JK = 

had a driver in the Dusty 8 | 

i 

| 
I 
t 

Sponsored Event. Now go see Slim. and good 

luck to you. 

| Win the race, and that Cuprino is yours. 

Provided Equipment: None 

Reward: Cuprino 

Talk to Slim and choose the Sponsored Event to begin the race. JK Stiles’s 

sponsorship has provided you with a customized buggy sporting Monster 

Bash TV logos. This race is three laps long and pits you against three 

other drivers. As in the time trial, there are several boost tank pick-ups 

scattered throughout the track. Gather these pick-ups to keep boost active 

for prolonged durations. If you have trouble staying ahead of the pack, 

deploy the Monter Bash TV weapon mapped to the quick use slot. This 

weapon is unique to the Bash TV vehicle and is amazingly powerful. Any 

vehicle in front of you, within a long distance, is destroyed, making this 

race much easier. This is the best way to stay ahead of the pack. If you’re 

relatively new to the Dusty 8, spend the first lap getting familiar with the 

course. Follow closely behind the lead driver to learn the best ways to 

maneuver each turn and straightaway. When you feel comfortable, boost 

ahead and take the lead. But don’t underestimate the racing skills of your 

Al opponents. If it’s a tight race as you approach the finish line, save your 

boost until the very end and boost all the way to the front of the pack for the 

win. If you place less than first place, you can retry and run the race again 

until you get the checkered flag. Winning earns you a Cuprino, a larger 

vehicle with better armor and more weapon mounts than your Dune Buster. 

The Cuprino can be found in your garage along with your other vehicles. 
$e > 
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q; CUPRINO NEEDED @ RESUPPLY THE WATCHTOWER 
» New Objective: Return to Sheriff Black 

Now that you have a Cuprino, head toward Sheriff Black’s office. Consider stopping by Rusty’s 

along the way. Now’s a good time-to spend some of those racing certificates on your new ride. 

The Cuprino already comes equipped with Miniguns and C3C Rocket Launchers. If you have more 

racing certificates, consider buying spiked tires and a ramming grill such as the Hammer. While 

you're at Rusty’s, stock up on Shields, Drop Mines, and any other items you like to use during 

vehicular combat. When you’re finished spending your racing certificates, head to the Sheriff's 

office to get a new job. 

4 STARKY’S CHALLENGE y ! 
a STARKY ee, Instead of buying 
fem ae. a Ga a ramming grill 
| Objective: Beat Starky to from Rusty, you 

the finish line. can win one by 

beating Starky in 

a quick race on 

| the Dusty 8 track. 

'| You can find 

Starky hanging 

out near Jackie ae 

Weeks—Starky = = sin 
is the guy wearing a cowboy hat. In this race it’s your Cuprino against Starky’s 

— Think you're up for a little 

/ one-on-one? 

I'm the best driver in town, 

i but sometimes | like a little 

risk. Beatin’ you rookies isn't 
|) much of a challenge. so let's 
) raise the stakes. 

ee beat me. Se rit Ive glee te Magnum, a ' heavily armored Monarch. Your Cuprino has the edge in terms of speed and 
grill for that piece of junk you crive. _| maneuverability, so boost early and often to stay ahead of Starky’s tank-like 
Provided Equipment: None ride. If Starky is riding your tail, deploy one of the Drop Mines in an effort to 

_ give you a bit more breathing room. Drop Mines will barely make a dent in 

iy Starky’s Monarch, but hitting one may cause him to slow down, giving you a 

_ stronger lead. As you near the checkered flag at the end of the third lap, be 

ready to boost all the way to the finish line to secure the win and the Magnum ~~ 

ramming grill. If you happen to lose the race, you can restart and try again. ‘ 

© RESUPPLY THE WATCH TOWER 

ait — r ee 

~__ SHERIFF BLACK _ 
Objective: Deliver these supplies to the 

| Northern Watch Tower. 

ae 
pe it eet 

PROVIDED EQUIPMENT 

QUANTITY |} 

| The Northern Watch Tower needs to 

| be resupplied, but the bandits aren't 
— making it easy. 

Tower Supplies 

REWARD 

ITEM 
| Now that you've got a Cuprino, you 

i need to run the supplies up to the men 

') at the Northern Watch Tower. My men 

i 
QUANTITY 

| 

| — can't hold out forever. 

/ 
{ 

Dollars v5 

Help my guys, and I'll give you a little something for 

your effort. 

» New Objective: Head north and west to the Watch Tower 
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Before leaving Wellspring, take a moment to check out your new Cuprino 

waiting in Mick’s garage. Like the Dune Buster, you can assign quick use 

items and apply any new parts through the tune option. By default, any new 

parts purchased are automatically added to your Cuprino. If you purchased 

a ramming grill or spiked tires back at Rusty’s, it is already installed by the 

time you get to Mick’s garage. When you're finished admiring your new ride, 

exit the garage to take it for a spin. 

The first thing you’ll notice about the Cuprino is that it has two primary 

weapons. Use the weapon select button/key to toggle between the 

Miniguns and C3C Rocket Launchers. The currently selected weapon 

appears in the gray bar in the bottom left corner of the screen. The 

Miniguns are represented by three bullet icons and the Rocket Launchers 

are indicated by a rocket icon. Get ready to face some bandit vehicles when 

you reach Scorcher Territory. The Cuprino is heavy, and as a result, not as 

maneuverable as the bandit buggies. While the Cuprino has more armor 

than your Dune Buster, the damage adds up fast when ganged up on by 

bandits, so when you're taking fire, immediately deploy Shields. Rely on 

your rockets to inflict heavy damage on the enemy vehicles. As with the 

Miniguns, you must have a target selected and in front of you before you 

can score a hit with the rockets. Once a target is selected, the rockets will 

home in on the enemy vehicle once fired. However, avoid firing rockets 

if the enemy vehicle has deployed Shields—wait until the Shields have 

worn off before firing. The Cuprino’s added armor is always welcome, but 

learning to maneuver this heavy vehicle in combat takes some practice. 

Consider backing up along one of the on-ramps, allowing the bandit 

vehicles to chase you. This allows you to keep your forward facing weapons 

pointed at the enemy while preventing flanking attacks. 

» New Objectives: 

» Give the supplies to the guard 

» Return to Sheriff Black 

The Northern Watch Tower isn’t far from Scorcher Territory. Once you've 

wiped out the bandits, follow the highway marked on the minimap to reach 

your objective. At the Watch Tower, exit your Cuprino and walk over to 

Curtis, the guard standing watch. Once Curtis thanks you for the supplies, 

your work here is complete. Hop back in the Cuprino and head back to 

Sheriff Black in Wellspring. 

During the drive back to Wellspring, watch out for bandit activity near the 

Shrouded Clan Bunker. The bandits here operate Remote Controlled Bomb 

Cars that detonate if they get close to your vehicle. These RC Bomb Cars 

can be destroyed with your Miniguns once targeted, but if one gets behind 

you, simply boost to avoid taking damage from the inevitable detonation. 

Eliminate any bandits and then get back to Mick’s garage in Wellspring. 

Have Mick fix any damage to your Cuprino. On your way to the Sheriff's 

office, be sure to see Sally in the Second Chance Bar to receive payment 

for any bandit vehicles you destroyed. Sheriff Black has some money for 

you too, paying you $175 for the delivery of the supplies to the Northern 

Watch Tower. But the Sheriff isn’t finished with you yet. He has another job 

for you... 
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mz :RESUPPLY THE WATCHTOWER # DESTROY THE BOMB CACHES ~ 

ee TT Ae wee » New Objective: Head north to the Shrouded Bunker 

Objective: Destroy the Bomb g 

| Caches in the Shrouded 
Bunker. 

i oe 

ce 

adic 
i Those damn Remote 

Controlled Bomb Cars are 

really Causing troubles in 

the canyon up north. 

i | 
| 

|| $100} | $100 
ee — 
[Authority Machine Gun. 
| Fulty automatic light machine gun. Mutant tested, 3 Authority approved, 1) 

) One of my men uncovered the 

| plans for the damn things. Here, take this 

| schematic, build yourself some RC Bomb Cars, 

i and use them to destroy any bomb-making 

| caches. The Shrouded Bunker is at the 

northern end of the canyon. 

Destroy the Shrouded Clan’s bomb caches, | In the Supplies section of Coffer’s store you can now purchase an Authority 

i and I'll make it worth your while. Machine Gun for $500—don’t buy it. You can get this weapon for free in a 

i| | locked closet within the Shrouded Bunker, so bring along enough parts to 

build at least one Lock Grinder. You’ve probably already recovered some 

i Authority MG Rounds from previous jobs, but make sure you have at least 

RC Bomb Car Schematic 400 rounds before entering the Shrouded Bunker. This will allow you to put 

your new weapon to use as soon as you steal it from the bandit storeroom. 

If you have the extra cash, consider buying the Light Armor Upgrade ($135) 

and the Medium Armor Upgrade ($210)—you must own the Light Armor 

Upgrade before the Medium Armor Upgrade becomes available. These 

Explosive Pack : upgrades increase the amount of damage you can take, making them well 

worth the money. Also stop by Rusty’s to stock up on any vehicle items you 

PROVIDED EQUIPMENT 

QUANTITY 

RE Car Kit 

Small Battery Pack i may need. 

Nanotrite Conduit 

REWARD 

QUANTITY 

The Shrouded Bunker isn’t far from Wellspring, carved into the wall of the 

canyon. Destroy any bandit vehicles and RC Bomb Cars along the way and = 

make sure the area is clear before exiting your Cuprino—scan the minimap 

for red dots. Leave the Cuprino parked outside the bunker next to the 

maiibox, then interact with the bunker’s hatch to gain access. - 4 



“SHROUDED BUNKER | | 

Collector Card: Shrouded Heavy, (Through Path) Bandages Authority MG Rounds x2 HE Grenades x 
Steel AR Rounds x60 Authority Machine Gun _ Beer Bottles x: 

Nanotrite Conduit x3 —— RC Bomb Car Fatboys x5 Bandages x2 

RC Bomb Car  -——— Pistol Rounds x36 | Buckshot x6 

Steel AR Rounds xé 

Water Purifier 

a a Card: Shrouded Ak 

os | : RC Bomb Carx 

Oil Liters x2 = . Bomb Car 

Steel AR Rounds Re heat} | | 

HE Grenades x5 (Inside Crate) 4 

Small Objects x2 Small Objects 

Small Objects 

Steel AR Rounds x40 

Pistol Rounds x24 

Explosive Pack 
RC Car Kit x2 

Nanotrite Conduitx2 ‘\> 
iumenna' 

f ti} = x 
\ <p a Key Card Door 

_ ToFifial Room ee 

Nanotrite Conduit 

RC Car Kit 

Small Battery Pack 

RC Bomb Car 

Tools 

Small Objects 

Small Objects x2 

Pistol Rounds x36 

Steel AR Rounds x40 

(Key Card Objective) 

Gas Liters x2 

Small Objects x2 

Collector Card: 

RC Bomb Car Steel-Tipped Bolts 

fa ) eo Steel-Tipped Bolt 

Small Battery Pack 

RC Bomb Car 

Tools 

ae 

3 oe —_ ii RC Bomb Car 
Vee Fe 

=e RC Bomb Car 

O— Oil Liters x2 
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#q; DESTROY THE BOMB CACHES 
New Objective: Use an RC Bomb Car to destroy » New Objective: Use an RC Bomb Car to destroy Bi 

Bomb Cache 1 : Bomb Cache 2 

Cautiously step Equip your Sniper 

through the entry Rifle and peer 

tunnel until you through the 

see a bandit remains of the 

standing in front room containing 

of a workbench. the first bomb 

Watch the cache. A pair of 

RC Bomb Car bandits appears 

patrolling at the far end of i 

2 floor. Shoot the car when it drives past the bandit to trigger a large the corridor, rising up from a lift. Quickly zoom in with your Sniper Rifle and : 

plosion. At this point the bandits realize they’re under attack. Prepare score headshots before the bandits can seek cover. Search the dead bandits 

“more RC Bomb Cars to appear, operated by the bandit standing behind for loot, then interact with the switch on the lift. The lift quickly descends to 

otective glass. Don’t let these RC Bomb Cars get close—use your Assault the bunker’s lower level. 

fle to detonate them. Once you've destroyed a couple of RC Bomb Cars, When the lift 

2 bandits enter the room ahead and attack with Assault Rifles of their 
stops, step 

yn. Your Assault Rifle works well against these bandits, but so does your 

ttler Pistol used in combination with the Monocular. This allows you to 

om in on the bandits hiding behind cover and score headshots. 

into the nearby 

tunnel and use 

a Wingstick to 

OMB CACHE 1 
silently decapitate 

——" maine 
a patrolling 

2 Paes 9 
bandit. More 

bandits can be 

found in the adjoining workshop. Use the Striker Crossbow to silently pick 

off as many bandits as possible before you’re spotted. At that point, switch 

to your Sniper Rifle and score headshots on the remaining survivors and 

reinforcements. HE Grenades also work well for drawing the bandits out 

of cover. Once you've routed the bandits here, take a moment to loot the 

workshop. Here you can find a variety of RC Bomb Car parts, a Shrouded AR 

collector card, and two Water Purifiers. 

After eliminating 

the bandits, 

scour the area 

for ammo and 

supplies. There 

are plenty of RC 

Bomb Car parts 

to be found here, 

including the 

mains of the cars you destroyed. Don’t forget to search the bodies of the 

andits, too. These guys carry cash, ammo, and some useful ingredients. Raid the shelves here to add Bandages, HE Grenades, and a brand new 

ear the protective glass where the RC Bomb Cars emerged, collect the RC authority Machine Gun to you inventory. Finding the Authority Machine Gun ~ 

omb Car card from the platform. Now you need to destroy the first bomb here saves you $500! Further down the corridor is a fully assembled RC 
ache. Access your engineering screen and construct one RC Bomb Car, Bomb Car as well as more Bandages and Pistol Rounds. 

len add it as a quick use item. Activating an RC Bomb Car switches the 

amera view to a third-person angle focusing on the RC Bomb Car you’re ‘ F 

yntrolling. Drive the vehicle into the small opening beneath the protective es 

indow, where the bandit controlling the RC Bomb Cars once stood. Follow % 

le tunnel to an enclosed room with a garage-like door with tinted green 

lass. This is where the first bomb cache is located. Detonate the RC Bomb 

ar to trigger a large explosion, blowing open the door and giving you 

ccess to the bunker's {ift. yr , ua 



Pass through the large drainage pipe until you come to another workshop 

area. You can grab the Shrouded Heavy card from the large pipe on the right 

as you enter this area; do it before alerting any bandits to your presence, 

if you like. Eliminate the bandits on the upper level first, then attack the 

enemies on the floor below. Stay put on the balcony-like feature overlooking 

the workshop and pick off the bandits below with the Assault Rifle or 

Authority Machine Gun. This is also a good opportunity to lob HE Grenades 

down on the enemies as they attempt to hide behind cover. Descend to 

the workshop via the nearby stairs and quickly take cover behind one of 

the workbenches, A few more bandits may be located in the tunnel ahead. 

Equip your Sniper Rifle to finish them off. Afterward, scour the workshop for 

supplies, including more RC Bomb Car parts. Enter the tunnel and turn to 

an open closet on the left. Here you can find more supplies including a Key 

Card that opens a locked door. Return to the upper level and interact with 

the large metal door outlined with a red seal—the Key Card opens the door. 

THREE BIRDS ONE BOMB C CAR : 

in addition to detonating the bomb caches, RC Bomb Cars can 
| also be used as an offensive weapon, Find a safe place to hide, 
| then deploy an RC Bomb Car, driving it toward your enemies 
| | before detonating it. Try to find large clusters of bandits hiding 

behind cover. If you manage to kill three enemies with one 
RC Bomb Car, you unlock the Three Birds, One Bomb Car 
sey Vee OR 

You enter this 

workshop on 

an upper-level 

walkway. Use the 

height advantage 

to fire down 

on the bandits 

below. Start by 

blasting one of 

the patrolling 

RC Bomb Cars. 

Saturate the floor 

below with HE 

Grenades and 

automatic fire. 

However, watch 

out for bandits 

flanking you 

along the walkway. When the workshop is clear, circle around the elevated 

walkway to a staircase and descend to the ground floor. Here you can find 

more RC Bomb Car parts as well as some ammo and more HE Grenades. 

Stand near the base of the curved staircase to spot the entrance to the 

second bomb cache. Deploy an RC Bomb Car and drive it through the small 

opening beneath the stairs. Drive the RC Bomb Car through a short passage 

to the second bomb cache and detonate it. 

» New Objective: Use an RC Bomb Car to destroy 

Bomb Cache 3 

The massive explosion destroys:the garage-like doors, opening a shortcut 

to the previous workshop where you grabbed the Key Card. Although you 

cleared this area earlier, bandit reinforcements have taken up defensive 

positions here, trying to trap you. Use the Sniper Rifle and Authority Machine 

Gun to methodically fight your way past the defenders. Retrace your steps 

back to this corridor (by the large drain pipe) where a large metal door 

opens. If you’re quick, you can fire your Rocket Launcher at the doorway 

and take out three bandits with one shot. Otherwise, hold at the opposite 

end of the corridor and gun them down with the Authority Machine Gun. 

Once it’s clear, pass through the open door and fight your way back to the 

first workshop you encountered on the lower level. 
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are tranddc heave talon 1m dofoencwe nact 2 Yyic Ay t Cunttot 
Wore bandits have taken up defensive DOSTUONS in TMS WOrKSnOp. oWITCn 

a ‘ ¢ Crs Ditle and ir Hrorn oh 20 *howy re Munir hoard ff 4 
D YOU OTNDET rine aNn0 Pin Ine O1i as iney pOoKe ineir neacs Oul OT Cover 

here's also 2 bandit manning 4 machine gun turret above the large circular 

doorway at the far side of the room. Limit your exposure to this bandit and 

Quickly score 2 headshot to put an abrupt halt to the incoming fire. Shortly 

hes ciminating all the bandits in the workshop, the large circular door 
for 4 aun taantorcamoante nia fone Biel aff the etandard te ? 

ew reimiorcements rush forward. Pick off the standard bandits 

ols wer ° - rot Ke rerot rca “ eo + guy with your S 2, but be careful not to expose yourself to the 
5 rene tte 4 rrr atone hie arr (Ch “\ 4 
amores banc with 2 minigun atiached to his arm. Quickly fake cover and 

4 « “ ss lee « ne 1 1 Le 4 Wan tor this Dandi to gei Coser When he’s within throwing range, toss ar 
+ . “ ar $a ’ . Tt c s “ “ ; HE Grenade at his feet and wait for it to go off. The HE Grenade stuns the 

te £, ~ & earryntc oa i” - “hy 4 ” ot ner bandit for a few seconds, giving you just enough time to rush up next to 
~ + — ad we " tf - + . * © | ‘, * 

hom and blast with your Combat Snoigun. However, be prepared fo take 

" & & hive “~ = ~~ Taee A : re ’ 
coves ff the first aifack doesn’t kil Fr 968 another HE Grenade at him 

“4 Soll eat tits on dae anege Crsmniivnt Chatcdin thlacte acu att then tollow up with more close-range Combat Shotgun blasts or equally 

hectiwe Rocket Launcher hits 

WASTEL 
COMPE ND 
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BOMB CACHE 3 

Cautiously enter the circular doorway from which the armored bandit 

attacked, More bandits fill this corridor, along with another armored bandit 

equipped with a minigun, Hold near the entrance to the corridor and pick off 

the standard bandits with your Sniper Rifle while waiting for the armored 

bandit to get close. Once again, toss an HE Grenade at the feet of the 

armored bandit, then blast him with the Combat Shotgun while he’s dazed 

Once the corridor is clear of threats, search the right wall for a low opening 

leading to the third bomb cache. If you're out of RC Bomb Car parts, there 

are two complete RC Bomb Cars located on a shelf near the corridor’s 

large doorway, Deploy an RC Bomb Car, drive it through the tunnel to the € 

third bomb cache, and detonate it. The massive explosion destroys the 

garage-like door at the end of the corridor, providing a shortcut to a lift Lert -$ 

time to get out of here! 
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5 Rp a CUriectivwos- lew Objectives: 

» Take the lift and escape the bunker 

» Tell Sheriff Black about your success 

Rush through the 

flaming passage 

ahead and hop 

on the lift. Throw 

the lift’s switch 

and begin the 

slow ride up. It 

looks like you’re 

not the only one 

looking for a way out of this doomed bunker. Several bandits rush up along 

the spiral staircase flanking the lift. Equip Bandages as your quick use item 

while riding the lift. A few bandits stop to shoot at you, but most are more 

concerned about escaping. Constantly spin around and look for bandits 

shooting at you from the perimeter of the shaft. Return fire with your Assault 

Rifle or Authority Machine Gun. Secondary explosions rocking the facility 

kill most of the hostiles here, but stay on your toes and be ready to apply 

Bandages if you take heavy damage. Two more bandits will descend on the 

lift, and another two block your path to the exit. Mow them down and then 

make a beeline for the bunker’s nearby exit. 

Objective: Stop the Ghost 

Clan from poisoning the 

Well. 

| was in the Well inspecting 

some equipment when 

the Ghost Clan started 

ransacking the place. 

| barely made it out alive, and 

now they are threatening to poison the water 

supply with some Toxin. You can’t let that 

happen. Here, take these Electro Bolts. If you 

see bandits standing in water, then shoot the 

water for a shock. 

Get that Toxin to me, or we're all as good as 

dead. 

PROVIDED EQUIPMENT 

QUANTITY 

Electro Bolts 

REWARD 

F i= & — 

spaces 

fyi 

If you managed to escape the Shrouded Bunker in one piece, 

you're awarded the Debunked achievement/trophy. 

Having completed 

your objectives 

at the Shrouded 

Bunker, hop in 

your Cuprino 

and race back to 

Wellspring. On 

the way to Sheriff 

Black’s office, 

stop by the Second Chance Bar for a quick visit with Sally, collecting any 

bounty money you may have earned. Sheriff Black is happy to hear you’ve 

shut down the Shrouded Clan’s RC Bomb Car factory. The canyon will be 

much safer now. After handing over $225 in payment, a ringing alarm 

sounds. Sheriff Black says that’s the well alarm. He suggests checking 

in with Carlson to see what the problem is. You can find Carlson in the 

Wellmaster’s office, not far from Mayor Clayton’s office. 

» New Objective: Enter the Well in Wellspring 

Carlson has some bad news. For some reason, Wellspring’s only water 

source is under attack by the Ghost Clan. Carlson needs you to enter the 

Well and stop the bandits from poisoning the water supply. You can access 

the Well by interacting with the large hatch in the floor of the Wellmaster’s 

office, only a few steps away from Carlson. Before entering the Well, take 

inventory of your ammo. Carlson gives you 12 Electro Bolts for your Striker 

Crossbow that will come in handy, but consider visiting Coffer to replenish 

the ammo for your other weapons. Don’t bother buying any more Electro 

Bolts—you’ll find more in the Well. If you have extra money, you can now 

purchase schematics for the Sentry Turret and Sentry Bot. Both offer a 

little extra firepower and are well worth the $125 asking price for each 

schematic. Once you're well stocked, head back to the Wellmaster’s office 

and enter the Well. 
Re 
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Food Cans x2 - 02 HE Grenades 
Electrical Wire Kit 

Ladder to Next Floor. 
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Lock Grinder Door 

Es Fat Boys x6 

ee Pistol Rounds x24 
= Oil Liters x2 

{iim Small Objects 

i ) Food Cans x2 

Wingsticks Wingsticks 

Small Oblecte x3 = Steel AR Rounds x80 

Small Objects x2 

Oil Liters x2 

Buckshot x8 

Small Objects : 

Hardware Packet —§ iH 

Pistol Rounds x24 , | 

r. 
et 

| um 



Secret Room 

Collector Card: Mine 

Steel AR Rounds x80 

Wingsticks x2 

Food Cans x2 

Fat Boysx12 

Small Objects 

Gas Liters 

Oil Liters 

Ladder to Secret Room 

lib @ 

HHL {uu 
i 

| 
| 

| 

‘THI il 
No 

@ Pinkies 

Feltrite 

Crystals x2 

‘ Oil Liters x2 

; Small Object 
Steel AR Rounds x80 

Buckshot 

Pop Rockets 

Collector Card: Valder 

» New Objective: Stop the Ghost Clan from poisoning the Well 

Just inside the Well’s entrance you encounter a couple of well workers— 

one is dead. The injured well worker warns you of bandits around the 

corner. Like Carlson, he tells you to use the Electro Bolts to stop them. Equ 

your Striker Crossbow and choose the Electro Bolts as your selected amm 

Just ahead you can hear the voices of bandits. Creep to the railing ahead 

and look down to spot two bandits standing in a pool of water below— 

they’re picking the pockets of two dead well workers. Fire an Electro Bolt 

into the water to instantly electrocute both bandits. Before descending the 

nearby steps, turn to the orange crate on your left to grab a stash of 36 

more Electro Bolts. 
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A few steps down the next corridor is a small supply closet occupied by 

three bandits. Creep up to the doorway and toss in an HE Grenade—cook 

the grenade so the bandits don’t have much time to escape. After the HE 

Grenade detonates, mop up any survivors with your Striker Crossbow. The 

closet contains HE Grenades and Bandages. Also, don’t forget to search the ~~ : 

dead bandits—if there’s anything left to search. Ghost Clan bandits don’t % 

carry much, but you still might find a dollar or two. : 
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Equip your 

Combat Shotgun 

and blast a 

charging bandit 

as you proceed 

down the corridor 

outside the 

closet. Follow 

the passage to 

the left and climb a short ladder. Soon you hear the voices of more bandits. 

Creep through the passage and equip your Striker Crossbow as three 

bandits come into view beyond the railing on the right—they’re all standing 

in water. Fire a single Electro Bolt into the water to take out all three 

bandits. Continue through the passage ahead and look for a locked door on 

the left. Interact with the door to apply the Lock Grinder. Behind the door is 

a small closet containing a variety of junk and ammo. 

m 
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Across from the 

closet is a large 

room ringed by 

a walkway and 

an upper-level 

catwalk. Hold in 

the tunnel and 

open fire on the 

bandits inside. 

One charges at you while another fires an Assault Rifle from the catwalk. 

Take out the charging bandits with an Electro Bolt, then switch to your 

Sniper Rifle to pick off the bandit on the catwalk. Once the first two bandits 

are down, enter the room and access the lower-level walkway to the right. 

As you move along this walkway, watch for more bandits approaching. 

Either hit them with Electro Bolts or switch to your Combat Shotgun and 

blast them at close range. 

Continue through 

the narrow 

passage until you 

come to a room 

occupied by a 

vat filled with 

bodies—this is 

where the Ghost 

Clan is throwing 

their victims. The body of a well worker drops onto the pile. Look up to 

spot the bandit who dropped the body, standing on a wooden platform to 

the left. Zap him with an Electro Bolt. As you try to escape this room, a 

gate shuts in front of you and multiple bandits rush in from the perimeter. 

Immediately switch to your Combat Shotgun and blast the bandits as they 

rush at you. Choose Bandages as your quick use item and use them if you 

take heavy damage from the bandit melee attacks. Keep blasting bandits 

until the gate reopens, allowing you to exit. Before leaving, search the dead 

bandits for loot. There’s also a shelf in here holding some Fatboys for your 

Settler Pistol. 

In the next area you must navigate a catwalk system above a large room 

while battling several bandits. Equip your Combat Shotgun and keep movin 

while shooting. Most of the bandits attack with melee weapons, but one is 

armed with an Assault Rifle—take him out with your Sniper Rifle. Initially, 

most of the bandits are on the lower floor and leap up to the catwalk. Try 

to hit them as they climb over the catwalk railing, killing them before they 

can attack. Constantly spin to check your surroundings to avoid getting hit 

from behind. Also, keep some Bandages handy to heal yourself if you start 

getting clobbered. The catwalk connects to a small storeroom occupied by 

three more bandits. Blast them and then raid the shelves for some junk. 

& 
Sniper Rounds 
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Descend the nearby steps to enter this long tunnel patrolled by multiple 

bandits. Hold in the stairwell and pick off the nearby bandits with your 

Striker Crossbow or Assault Rifle. Be ready to switch to your Combat 

Shotgun to deal with any charging bandits that get too close for comfort. A 

few bandits take up positions behind the concrete supports deeper in the 

tunnel and open fire with Assault Rifles. Use your Sniper Rifle to engage 

these long-range threats. Hold in the stairwell until all the bandits are deac 

then advance through the tunnel, looting the bandit bodies along the way. 

Keep an eye out for a dimly-lit ladder on the left side of this tunnel. Climb 

the ladder to find a small area filled with loot. You cannot return here, so 

grab the Drop Mine collector card before you leave. 
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nother set of steps takes you deeper into the Well, placing you above a 

jort tunnel filled with water. Fire an Electro Bolt in the water to take out 

ie first set of patrolling bandits. Next, descend the steps into the tunnel, 

ut stay along the left side to avoid stepping in the water. As more bandits 

large at you, simply shoot the water with an Electro Bolt to fry them on 

e spot. Follow the tunnel to the right to engage a few more bandits, but 

lake sure your feet aren’t in the water as you launch an Electro Bolt from 

le Striker Crossbow. 

he bandits spring another ambush here, dropping a gate behind you as 

ou enter this area. A pair of bandits come charging at you while another 

ne fires at you from a catwalk. Blast the charging bandits first, hitting them 

ith your Striker Crossbow or Combat Shotgun. Next, engage the bandit on 

1e catwalk with your Assault Rifle or Authority Machine Gun. Once you’ve 

liminated three waves of bandits, interact with the valve, marked by a 

linking green light. Turning this valve opens the gate ahead, allowing you 

) access the catwalk beyond. Pass under the gate, loot the bandit bodies, 

nd proceed to the cavern-like room at the top of the steps. Look to the left 

) spot a couple of Feltrite Crystals. Gunfire can be heard nearby. 
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Climb the steps 

and sneak up 

behind a bandit 

firing an Assault 

Rifle. Shoot him 

in the back with 

your Combat 

Shotgun. In the 

tunnel below you 

spot a Wellspring 

guard urging 

you to join him. 

Before following 

the guard, grab 

the supplies up 

here, including 

80 Steel AR 

Rounds. Descend 

the nearby steps and approach the Wellspring guard in the tunnel below. 

He leads you to a small group of guards battling bandits through a large 

gate. One of the guards is working on a control box, attempting to open 

the gate. Equip your Sniper Rifle and help the guards engage the bandits in 

the adjoining room by firing through the bars in the gate. The Valder card is 

located at the dead-end of this tunnel; you cannot return here later, so be 

sure to pick up this card before proceeding. 

When the gate 

opens, follow 

the Wellspring 

guards into the 

next room and 

continue blasting 

bandits. Avoid 

using Electro 

Bolts during 

this fight as you 

may accidentally 

kill one of the « 

Wellspring guards 

standing in water. 

Instead, use your 

Assault Rifle 

and Authority 

Machine Gun to accurately engage the bandits on the catwalks. Hold near 

the entrance and help the Wellspring guards regain control of the facility. 

As the incoming fire dies down, advance along the catwalk to move deeper 

into the room. Watch out for more bandits hiding here and quickly mow 

them down with your automatic weapon of choice. Once the area has been 

cleared of bandits, the lead guard tells you to remove the Toxin canister 

from the filtration system in the center of the room. Grab the Toxin and then 

activate the nearby switch to enable a lift, giving you a ride to the catwalk 

above. Follow the catwalk to a series of stairs and then climb the ladder at 

the end of the passage to return to Wellspring. 
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» New Objective: Take the Toxin up to Carison 

You emerge from a hatch in the street not far from Sheriff Black’s office. Return to the Wellmaster’s 

office to give Carlson the good news. He pays you $200 for a job well done. But Carlson isn’t sure 

‘what’s in the Toxin. He suggests seeing Dr. Kvasir. . . 

|, Objective: Find 2O Feltrite 

Crystals for Jacob at the 

Second Chance Bar. 
/ 

}) You're one of those Ark 
3 

|) survivors aren't youre 

|) I've got a great opportunity 

for you. Keep an eye out 

for Feltrite Crystals while you 

travel. You know, the blue shards of Apophis? 

That’s what | need, and you need this 

. Defibrillator Speeder-Upper-Thing | found. 

— You collect 2O Fettrite Crystals for me and I'll 

give you this Defibrillator. 

| Provided Equipment: None 

QUANTITY 

Defibrillator 

Upgrade 

FINDING FELTRITE 
ie After clearing 

the Well, an 

optional side 

quest becomes 

available in the 

Second Chance 

Bar. Look for 

Jacob, sitting 

at the bar not 

far from Sally. 

Jacob is looking “= 

for Feltrite and has offered to provide you with a Defibrillator Upgrade 

if you give him 20 Feltrite Crystals. This is one offer you may want to 

consider declining. The Defibrillator Upgrade he’s offering reduces the 

recharge time of your Defibrillator from six to five minutes. On the other 

hand, 20 Feltrite Crystals are worth $500 if you sell them to a vendor. 

Unless you're dying frequently, the upgrade just isn’t worth it. If you don’t 

want this Defibrillator Upgrade, be sure to sell all that Feltrite you've been 

collecting. Outside of this side quest, there is no other use for it. 
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CARLSON ae Before entering 

eae aa S “Sl Scorcher Territory, 
deploy a Hover 

Turret and choose 

Shields as your 

quick use item. 

If you’ve been 

completing the 

Sally’s Bounty 

jobs, by now you’re facing some stiff resistance. Some of the bandit cars 

may be equipped with Shields and rocket launchers of their own. If you 

see a red “Danger” warning on the screen, it means an enemy vehicle has 

if fired rockets at you. Quickly deploy Shields to avoid taking heavy damage. 

| Reward: None i When you’re not deploying Shields, saturate the ground with Drop Mines 

2 asl aaa sin ies et ln eon while blasting the enemy vehicles with rockets of your own. During the 

fight, constantly monitor your Cuprino’s health and use an Armor Restore 

before your ride explodes. The Armor Restore works fast, but it leaves 

you somewhat vulnerable to attacks, so race away from the pack while 

repairing your vehicle and then rush back into the fight. Keep up the attacks 

until all the bandit vehicles have been reduced to flaming wrecks. 

- Objective: Take the Toxin to Dr. 

_ Kvasir. 

| don’t know what that Toxin 

is, but | know it isn’t safe. 

Either way, we can't let it fall 

into the wrong hands. It's a 

| lot to ask, but can you take 

| the Toxin to Dr. Kvasire He'll know 

what to do with it. il 

Be careful, and thanks again for your help. 

Provided Equipment: None 

ai pi ai ilk ti alata 

a : re 

arlson needs 

ou to take the 

host Clan’s Toxin 

0 Dr. Kvasir’s lab. 

ut before leaving 

Vellspring, visit Enter Kvasir’s 

lusty to stock lab and place 
p on supplies the Toxin on 
or your Cuprino. es _— = the metal tray. 
ou’ll most likely encounter several bandit vehicles along the way to Kvasir tells you 

‘vasir’s lab, so it’s a good idea to be prepared for some intense vehicular that he’s been 

ombat. Buy plenty of Shields, some Drop Mines, and at least a couple developing a new 

f Armor Restore items. You can also bolster your vehicle's offense with weapon for the 

ome Hover Turrets. These drone-like weapons hover around your vehicle, Resistance, and 

utomatically firing at nearby enemies. Hover Turrets don’t dish out a ton this Toxin may contain just the right ingredient to complete his research. 

f damage, but they're a good way to defend your flanks. Aftershockers are ~——_in his experiments, he’s injected Nanotrites into subjects, allowing them 
Iso a great way to dish out some damage, releasing a burst of energy that to be controlled for a short time—before eventually exploding due to ; 
an flip enemy vehicles, making them vulnerable to follow-up attacks. Also, Nanotrite overload. But this Toxin may allow him to refine the formula. In the 4 
f you have some extra racing certificates, don’t miss the opportunity to buy meantime he wants you to make another delivery. . . ty 

ome upgrades for the Cuprino. Back at Mick’s garage, assign your quick a a 

ise items and exit to the Wasteland. 

Ko SECRET DELIVERY 
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PROVIDED EQUIPMENT 
ITEM } QUANTITY to Elizabeth Cadence in the Second 

Chance Bar. 

- : 

| Objective: Take the Mind Control Darts 

Sample Mind Controls 
This is an important day for the Fares 

| Resistance. my friend. 

i Take these Mind Control Darts, and 

| find Elizabeth Cadence. She'll be waiting 

) at the Second Chance Bar in Wellspring. 

| There's been trouble, and these will be needed. 

Mind Control Bolts 

Mind Control Bolts 

Schematic 

You must hurry. Every minute counts. 



Kvasir needs you to deliver some Sample Mind Control Darts to a member of the Resistance in 

Wellspring. Along with the samples, he gives you six Mind Control Bolts for your Striker Crossbow 

as well as the schematic to make more. Hop back in your Cuprino and return to Wellspring. Kvasir’ 

Resistance contact is Elizabeth Cadence. You can find her sitting on a stool in the Second Chance 

Bar. Be sure to visit Sally while you’re there to receive payment for any bandit vehicles you've 

destroyed. Interact with Elizabeth to get her attention, but she doesn’t want to talk in the bar. She 

leads you into a back room, warning that the Authority has eyes everywhere. Elizabeth admits 

that the Resistance has been keeping an eye on you. Most Ark survivors end up working with the 

Resistance, and she’s hoping you make the same decision. The Resistance could really use your 

help for an upcoming mission. . . 

a LIBERATE CAPTAIN MARSHALL 

Objective: Free Captain 

Marshall from the Authority 

Prison. a 

Our leader, Captain 

Marshall, was taken 

prisoner. Can you help use 

The Authority has him in the ra 

old Prison up north and west of a | 

town. Here is a Security Access Card that will 

get you through the gate. Don't forget the 

Mind Control Darts from Or. Kvasir. We don’t 

have a lot of time. 

Get to the Authority Prison and bust Marshall 

out, or the Resistance is lost. 

PROVIDED EQUIPMENT 

QUANTITY 

The Authority 

Prison is located 

beyond the 

Northern Watch 

Tower, sending 

you through 

Scorcher Territory. 

Be ready to battle 

several bandit 

vehicles here armed with rockets and Shields of their own. If you don’t feel 

like fighting (or don’t have the equipment for it) simply boost out of the 

area while deploying Shields to protect your vehicle from incoming rockets 

otherwise enter the fray and make a stand. There may be more bandit 

vehicles patrolling the road near the Authority Prison too, Single them out 

and blast them to smithereens with your rockets. 

On the way to the prison, you find yourself in the middle of a Feltrite 

|, meteor storm. Follow the path formed by the meteorite impacts, 

running over each of them in sequence to collect the Feltrite and 

complete the mission. 

the Northern Watch Tower 

Strolling through 

the Authority 

Prison is no 

picnic, so make 

sure you're 

well stocked 

on supplies 

and ammo 

before leaving 

Wellspring. Visit Coffer and purchase Light and Medium Armor Upgrades if 
you haven't already. The schematics for the Sentry Bot and Sentry Turret 
can come in handy too. When shopping for ammo, buy plenty of Authority 
AV2x Rounds for your Authority Machine Gun. These special rounds are 

pulse-charged, ideal for punching through enforcer armor. Also, make sure 
“you have plenty of Buckshot for your Combat Shotgun. Next, pay Rusty a 
visit to stock up on vehicle items. Chances are you'll encounter bandits on 

ag Riera Alen 
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¥ the way to the Authority Prison, so make sure you have enough Shields and 

“ammo to survive the encounter. If you have enough racing certificates, buy 

__ the Medium Cuprino Armor to bolster the defenses of your ride, Ws “a a he 
He A a 

Park your Cuprino 

outside the prison 

and approach 

the terminal 

to the left of 

the main gate. 

Interact with the 

terminal to swipe 

the Authority 

Access Card that Elizabeth gave you, which causes the gate to open. Two 

Authority enforcers guard the gate; sniping them from a safe distance is 

very effective. Once the area is clear, step inside and pass between the two 

staircases. Just beyond the staircases is a ladder leading down to a narrow 

trench. Follow the trench into a cave where you can access the Authority 

Prison through a hatch. 
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> New Objective: Find Captain Marshall and set him 

free 

As you enter 

the prison, an 

automated voice 

informs the 

security personnel 

of an upcoming 

prisoner transfer, 

but don’t let this 

warning make 

you rush. You have plenty of time to find Captain Marshall, so take the 

time to explore and gather pick-ups. There are no hostile units in the first 

passage and this makeshift storeroom containing Feltrite Power Packs, 

various ammo, and a couple of EMP Grenades, as well as a schematic 

to make more. EMP Grenades are essential here, allowing you to disable 

Authority equipment. Add the EMP Grenades to your quick use items, but 

don’t throw one yet. You need to use these EMP Grenades in specific areas 

to knock out generators. 

You encounter the 

first generator in 

this room. The 

blue-lit cylindrical 

object powers the 

nearby security 

barrier, preventing 

you from entering 

the next room. 

Equip an EMP Grenade and toss it at the generator. Unlike HE Grenades, 

EMP Grenades adhere themselves to the first surface they touch. Make sure 

the EMP Grenade sticks to the side of the generator to guarantee success. 

EMP Grenades have a small blast radius, but it’s still a good idea to get 

the grenade as close to the intended target as possible. The detonation of 

the EMP Grenade disables the generator, draining power from the nearby 

security barrier. Your EMP attack hasn’t gone unnoticed, however. The 

automated voice is heard again, warning of a power outage in Grid 9. 

Cautiously advance to the next room. 

Here you 

encounter 

a couple of 

enforcers. They 

may look like 

robots, but they’re 

just humans 

in heavy body 

armor. One of 

the enforcers is equipped with a shield-like force field. You can short out 

the energy shield with a couple of Electro Bolts fired from your Striker 

Crossbow. However, don’t let the enforcer retreat to the brightly lit blue 

hexagonal panel on the floor. He can gain more energy here and restore his 

energy shield. The Electro Bolts also temporarily stun the enforcers. While 

they’re stunned, rush up to them and shoot them in the head with your 

Combat Shotgun for a quick, yet messy, kill. Once the two enforcers are 

down, turn to the right side of the room to spot another generator. Disable 

it with an EMP Grenade to drain the nearby security barrier. Before exiting, 

descend the steps to the left of the security barrier to enter a crawl space 

containing some ammo. 

Three enforcers 

occupy this room 

and they attack 

aggressively. 

Fortunately, 

none of them is 

equipped with 

an energy shield. 

Follow the same 

game plan here by stunning them with Electro Bolts and blasting them at 

close range with the Combat Shotgun. Once all three enforcers are down 

check in the crate against the back wall for the Power Supply card, then 

enter the adjoining office to grab a couple more EMP Grenades off the 

desk. While in the office, peer through the window next to the desk to spot 

another generator. Toss an EMP Grenade through the window and attach 

it to the distant generator. Stand directly in front of the window before 

throwing to make sure the EMP Grenade reaches its target. This knocks ou 

the power to the nearby security barrier, allowing you to proceed. 

When engaging enforcers at close range, always keep Bandages ready 

as your quick use item. Enforcers are armed with Authority Machine 

Guns, capable of inflicting heavy damage. In addition to shooting 

you, enforcers will also strike you with their weapon if you get too 

close. These melee attacks inflict heavy damage as well, so avoid close 

contact unless your target is stunned by an Electro Bolt. 

CELL BLOCK O 

ae sss As you enter 

if ~ this cell block, 

eh, ee cere ; ! acouple of 
i We gee enforcers 

descend on 

jetpacks throug! 

a hole in the 

ceiling. Don’t let 

their impressive 

entrance intimidate you. Shock them both with Electro Bolts and then blas 

them at close range with your Combat Shotgun. If necessary, retreat into 
* 
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the previous room for cover and fire through the narrow doorway. The initial 

enforcers are backed up by reinforcements, including one equipped with an 

energy shield. Disable the energy shield with Electro Bolts, then finish the 

enforcer off with a weapon of your choice. Now is a good time to break out 

your Authority Machine Gun loaded with Authority AV2x Rounds. This allows 

you to engage the enforcers at greater range without exposing yourself. 

Once the fight is over, locate the generator in the corner and disable it with 

an EMP Grenade to drain the next security barrier. 

Don't forget 

to use 

| the Mind 

Soh aja ce)| 

| Bolts Dr. 

_ Kvasir gave 

| you. This 

allows 

you to 

temporarily 

(eelgiace)yeluig 

| target through a third-person camera angle. You only have control 

| fora short time before your subject explodes. Alternatively, you can 

| choose exactly when the victim explodes by pressing the button/key 

| shown on-screen. Do your best to steer the victim toward another _ 

enforcer before detonation occurs. With some practice, you can 

HAT TRICK 0 NSE 

This achievement/trophy is awarded for killing three or more 
enemies by detonating a single Mind Control Bolt-affected 
victim. For best results, firea Mind Control Bolt into a tight 
cluster of enemies and detonate the victim before his buddies 

can run away. 

Grab some 

ammo, two EMP 

Grenades, and 

a set of Small 

Gears as you pass 

through the next 

corridor. Don’t 

let your guard 

, miesicores _ down when you 

hear the PA system announce that automated security systems are online. 

Just ahead, a turret pops out of the floor and opens fire. Quickly retreat and 

seek cover in the previous room. The turret is powered by a generator to the 

right. From the doorway you can’t get a direct view of the generator, so toss 

an EMP Grenade as close to the generator as possible, in between the turret 

and the generator. Turrets can only be powered down using this method, or 

by spraying them with bullets. Once the turret is disabled, crawl inside the 

crack in the wall, in the previous hallway, to find the Giant Mutant collector 

card. This is the most powerful card in RAGE Frenzy, so don’t pass it up. 

a r : 
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In this corridor, 

another 

automated turret 

appears, this 

time suspended 

from the ceiling. 

Immediately 

dart through 

the corridor and 

dive into the doorway on the left before you take too much damage. From 

this parallel corridor, peer through the second doorway to spot a distant 

generator through a hole in the wall. Carefully toss an EMP Grenade through 

the hole in the wall, attaching it to the generator. This disables the turret, 

but it doesn’t end all hostilities here. Watch out for an enforcer approaching 

through the hall. Zap him with an Electro Bolt, then take him out with a 

close-range blast from your Combat Shotgun. 

Another < 

automated turret 

descends from 

the ceiling in this 

room, so quickly 

take cover behind 

the crates by the 

doorway. Crouch 

down and creep 

from one stack of crates to the next. You can find some ammo and two 

more EMP Grenades on one of the crates. Work your way to the last stack 

of crates on the right side of the room. Peer around the left side of the 

crates until you can see a generator through the doorway on the left side 

of the room. Toss an EMP Grenade through the doorway to knock out the 

generator and power down the turret. 

In this cell block 

you encounter 

more enforcers, 4 

including one ; 

with an energy 

shield. Keep your 

distance and 

engage them 

with Electro “of 

Bolts and your Authority Machine Gun. When engaging the enforcer with 4 

the energy shield, make sure he doesn’t retreat to the blue power node 

on the floor, otherwise he can continually regenerate his energy shield. 

Disable his shield with Electro Bolts, shock him with another round, then 

kill him with your Authority Machine Gun from range. You can pick up 

more Authority AV2x Rounds here as well as some Pulse Shot ammo for & 

your Combat Shotgun. Pulse Shot adds some EMP qualities to standard : 

Buckshot, making it quite effective against enforcer armor. Once the fight is 

over, locate the generator on the right side of cell block and disable it with 

an EMP Grenade. Before proceeding into the next cell block, take a right at 

the top of the stairs. Grab the EMP Grenade card from the small table. You 

cannot return to this room later. 



A small squad 

of four enforcers 

seek to halt 

your advance 

here. Keep your 

distance at first, 

engaging them 

with Electro 

Bolts. Then, once 

‘they’re shocked, rush in and finish them off with your Combat Shotgun. If 

you prefer to keep your distance, don’t forget your stash of HE Grenades. 

These are a great way to knock out multiple enforcers clustered close 

together. Try to toss one behind the enforcer equipped with the shield. 

lf he doesn’t turn the shield toward the grenade, the blast will take him 

out. Following the fight, search the area for ammo and other items before 

moving on. 

You’ve finally 

reached the cell 

block where 

Captain Marshall 

is being held— 

along with several 

mutants. Instead 

of shooting the 

two enforcers 

patrolling the cell block, interact with the nearby terminal to open the cell 

doors. This allows the mutants to escape and pummel the enforcers to 

death. Once the mutants have finished off the enforcers, they come after 

you. Be ready to put them down with your Combat Shotgun. 

After you've 

finished off the 

mutants, Captain 

Marshall gets 

your attention 

from a cell on 

the bottom level. 

Circle around 

the upper-level 

walkway to 

reach a staircase 

leading down to 

the ground floor. 

Marshall’s cell 

was not opened 

when you freed 

the mutants, 

allowing him 

to avoid the fate of the enforcers. Instead, his cell is locked by different 

terminal. Interact with the terminal next to his cell to deactivate the 

security barrier. 

Shortly after you free Captain Marshall, an alarm sounds and a new security 

barrier blocks the cell block’s exit. Before long, enforcers stream into the 

* area and open fire. Captain Marshall rushes to a com beacon in an attempt 

to remove its power module. Equip your Authority Machine Gun and cover 

Marshall while he removes the power module. One of the enforcers is 

equipped with an energy shield, so hit him with Electro Bolts, then finish 

him off with Authority AV2x Rounds. As soon as Marshall removes the power 

module, the security barrier at the far end of the cell block deactivates. 

Wait for the Captain to grab an Authority Machine Gun of his own from the 

nearby weapons locker, collect the Drop Ship card in this locker for yourself, 

then follow him out of the cell block. On the way out, be sure to search the 

bodies of the dead enforcers. 

As Captain 

Marshall 

leads you 

out of the 

cell block, 

don't miss 

this locked 

reloYeymuone l= 

left after 

descending 

the short flight of steps. Use a Lock Grinder to force WelelennveN al acste(s 

~ this closet. Inside yous can find a Captain Marshall (eo) [rae] meri gel ts 

COURTYARD 

» New Objective: Help Captain Marshall escape 

Grab some ammo and other items while following Captain Marshall to the 

prison’s outdoor courtyard. More enforcers wait to ambush you here, so 

seek cover and return fire with your Authority Machine Gun. During this 

fight take Captain Marshall's lead, only moving out when he does. Don’t 

wander too far away from his position so you can support him. Take note of 

the Captain’s health meter in the top right corner of the screen. If he dies, 

the mission is a failure. As you descend to the courtyard’s ground floor, 

an enforcer mans a turret at the opposite end. Quickly take cover to avoid 

being ventilated. Equip your Sniper Rifle and score a pair of headshots on 

the gunner as fast as possible. It takes one round to knock off his helmet 

and a second round to puncture his skull. 

(eo) TIP 
The orange and white barrels in the courtyard are explosive. 

Detonate these barrels with gunfire to take out enforcers. 
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%. LIBERATE CAPTAIN MARSHALL 
» New Objective: Return to the Resistance Base in 

Weilspring 

As Captain 

Marshall attempts 

to bypass the 

controls of a 

service lift, the 

cable slips, 

causing the lift 

to drop several 

meters. You 

can’t join the Captain now. You’ll have to separate. From deep in the lift’s 

shaft, the Captain tells you to head back to Wellspring—he’ll meet you 

there. Turn to the door on the right and listen for an enforcer trying to 

break through. As soon as the door flies open, blast the enforcer with your 

Authority Machine Gun. Grab the Shield Guard collector card from the small 

room on the right, then pass through the adjoining corridor and follow the 

path back to the hatch where you entered the prison. 

Did Captain Marshall escape without a bullet in his back? If so, 
you earn the Jail Break achievement/trophy for liberating the 

Captain from the Authority Prison. 

After clearing out the enforcers, Marshall asks you to find a way past the 

security barrier. Scour the ground floor of the courtyard for ammo first, then 

climb the steps on the right side to reach the upper-level walkway where 

the turret is positioned. Throw an EMP Grenade into the room behind the 

turret; this deactivates the generator that’s powering the energy gate that 

blocks the turret platform. Marshall rushes through and tells you to watch 

his back while he rigs the power module to blow a hole through the nearby 

double doors. While Marshall works, take control of the turret and prepare 

for an enforcer counterattack. Within seconds, an Authority dropship 

appears overhead and multiple enforcers descend on the courtyard with the 

aid of jetpacks. Blast the enforcers with the turret, but don’t hold the trigger 

down too long. The meter at the top of the screen represents the turret’s . 

heat. If the turret overheats, if must cool down for a few seconds before it ‘ 

can fire. Fire in short bursts to prevent overheating. By the time you finish ; 

off the enforcers, Captain Marshall has overloaded the power module. Take 

cover before it explodes, blasting the double doors open. Si Te 

Exit the prison facility and return to your Cuprino still waiting outside the 4 

JETPACK R main gate. On the way back to Wellspring, be ready to confront more * 
Sesto oan ae bandits in Scorcher Territory. If you have the Shields and ammo, stick 

While manning the turret, try to kill one of the enforcers as he around and clear the area for a little extra cash. If you prefer, simply boost 

descends using his jetpack. If you kill the enforcer while he is out of the area to get back to Wellspring. Back in town, head directly for 

still in the air, you earn the Jetpacker achievement/trophy. the Second Chance Bar—stop by the bar and receive payment from Sally 

on the way to the back room. You can find Captain Marshall and Elizabeth € 

waiting for you downstairs. The Captain is grateful for your assistance, 

but the high profile escape will definitely draw the Authority’s attention. If 

you want to live, you really have no choice—welcome to the Resistance! 

Captain Marshall has a new mission for you. . . 

& 

‘ a 



Objective: Retrieve your ID 

Orive from the Ark. 

In this world, information is 

‘| power. 

)) Each Ark survivor was 

assigned an ID Drive, a 

micro drive with crucial Ark ~ “ 

}) Program information, and | reas 

. bet yours is still in the Ark. We need that ID | 

| Drive, and you need to get it. The Ark is just 

| northwest of the Hagar Settlement. tt 

{| But be careful, the Authority is sure to be i | 

» looking for the ID Drive too. 

Provided Equipment: None f 

Reward: None | ' 

£ 

» New Objective: Return to the Ark north of the Hagar 

Settlement 

Following the 

prison break, you 

might be low on 

ammo. If so, pay a 

visit to Coffer and 

resupply before 

leaving town. 

Also, make sure 

you have plenty 

of Shields and ammo for your Cuprino. On the way back to Mick’s garage, 

make note of the large Authority com beacon situated in the courtyard near 

the main gate. The beacon repeats a message that it is illegal to house or 

aid any Ark survivors. An Authority drone also patrols the streets. As Captain 

Marshall predicted, your attack on the prison has stirred up some trouble. 

As long as you’re in Wellspring, the Authority can’t harm you, so don’t worry 

if that Authority drone spots you. Step into Mick’s garage and hop inside 

your Cuprino. 

If you’re running 

low on ammo or 

supplies, stop 

by the Hagar 

Settlement to 

purchase some 

from Halek. Dan 

isn’t around 

and the rest of 

the Hagar clan don’t have much to offer, so continue your journey to the 

Ark. Park your Cuprino near the concrete barriers just outside the Wasted 

Garage—you'll have to walk the rest of the way. 

» New Objective: Locate your ID Drive inside the Ark 

The twisting path 

leading up to the 

Ark’s entrance is 

marked on the 

minimap. Follow 

this path to reach 

the Ark’s doorway. 

Nothing has 

changed since 

you left. The door is still wide open and the Ark’s power source is active, 

providing power to the lights as well as the terminal in the center of the 

room. Walk up to the terminal and interact with the red triangular button 

below the screen to eject your ID Drive. You have what you came for. Now 

get back to Wellspring and deliver the drive to Captain Marshall. 

» New Objective: Return the ID Drive to Captain 

Marshall 

As you exit the 

Ark, two Authority 

drones appear, 

hovering directly 

in front of you. 

While these 

drones pose no 

threat, feel free to 

blast them with 

the weapon of your choice. Within seconds, an Authority dropship appears 

overhead and two enforcers drop to the ground, assisted by jetpacks. Hold 

near the path leading up to the Ark and engage the enforcers at long range 

with your Sniper Rifle or Authority Machine Gun. After the firefights you 

experienced in the prison, taking out these two guys is a piece of cake. Grat 

any ammo dropped by the enforcers and then get back to your Cuprino. 

On the way back 

to Wellspring you 

may encounter 

some bandit 

vehicles just 

beyond the 

barricade. Either 

fight them off for 

some extra cash 

from Sally or boost out of the area to get back to Captain Marshall as soon 

as possible. Along the way, you encounter another Feltrite storm. Ignore 

the bandits and use the black smoke to locate and drive over the Feltrite 

meteors. You get to keep all the Feltrite you can collect before the timer 

runs out. Back in Wellspring, head directly to the Second Chance Bar and 

hand over the ID Drive to Captain Marshall. The Captain is impressed by 

your success and promises to have the drive analyzed once he gets back tc 

the Resistance base. But now, time is against you and it’s becoming more 

dangerous for you here. The Resistance has discovered that the Authority is 

eae ON 
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experimenting on mutants in the Dead City, essentially turning them into weapons. Marshall wants you to go back into the Dead City and retrieve the Authority 

Research Data on these experiments. 

» New Objective: Return to the Dead City 

Objective: Recover the 

Research Data from the 

Dead City. 

The Authority may be 

controlling mutants with 

reprogrammed Nanotrites. 

But, we won't know how 

far along they are unless we i 

get their Research Data. The first place to 

look would be in the old Research Facilities in 

the Dead City. Look for a network room that : 

houses the main servers. You can pull up the j 

Research Data there. 
Following the briefing with Captain Marshall, grab the supplies off the 

nearby crate. The ammo here is a nice gift, but it won’t be enough to 

survive your trek through the Dead City. Visit Coffer and buy more ammo. 

Make sure you have at least 200 Authority AV2x Rounds for your Authority | 

Machine Gun and 100 rounds of Buckshot for your Combat Shotgun. In 4 

addition to mutants, you'll also face enforcers in the Dead City. Next, visit 

Rusty and buy all the ammo and vehicle supplies you need before leaving 

town. The Dead City entrance is located in Scorcher Territory and most 

likely is swarming with bandit vehicles. Take a few moments to wipe out all 

the enemy vehicles before parking your Cuprino beneath the overpass and 

walking through the drainage pipe to the Dead City’s entrance. 

Find the data, and we may be able to reverse 

the process. I 

PROVIDED EQUIPMENT 
ITEM QUANTITY 

HE Rockets 

sree nreremere-ennerecpepeaensnonmectenincrstp sto ee eer mee eee Tt eee ETN TERA Ae Reet A tO eR ee RTA OPE Aare A 

Reward: None 
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» New Objective: Locate the Authority Research 

Facility 

As you step into 

the tunnel filled 

with abandoned 

Cars, you can 

see enforcers 

chasing mutants 

above—dcon’t 

worry, they can’t 

: see you. This time 

you must move through the Dead City in reverse order, starting with the 

hospital. Step into the open doorway leading to the hospital’s stairwell. Just 

inside the doorway are a couple of shelves filled with ammo and eight EMP 

Grenades. Grab everything and continue into the adjoining corridor where 

you confront a lone mutant. Blast him with the Combat Shotgun and scour 

the corridor for more supplies before heading upstairs to the hospital. 

HOSPITAL 
a aS aia la Sac Pass through 

the room where 

you retrieved 

the Defibrillator 

Upgrade and 

proceed to the 

lobby. Along the 

way an Authority 

drone spots you 

and alerts some nearby enforcers positioned in the lobby below. Hold at 

the top of the escalator and fire down at the enforcers with your Authority 

Machine Gun or Sniper Rifle. However, watch out for incoming grenades, 

and be ready to retreat to a safe distance if necessary. Once the enforcers 

are all dead, descend the escalator and search the lobby for ammo and 

other supplies. Be sure to grab the Drone collector card from the table 

beneath the escalator. 

When you reach this room, a pair of blinking lights appears on the double 

doors ahead. Quickly place a Sentry Turret aiming directly at the doors and 

take cover behind the overturned gurney. The double doors are breached 

by a charge and two enforcers pour through. The Sentry Turret immediately 

“opens fire, essentially doubling your firepower in this engagement. Use 

~ your Authority Machine Gun to help the Sentry Turret kill the enforcers here. 

Pause at the top 

of this stairwell 

before entering 

the room where 

you killed the 

mega mutant 

with your Rocket 

Launcher. There’ 

an enforcer snipe 

posted here picking off mutants. Make note of the red laser sights showing 

where the sniper is aiming. Choose Bandages as your quick use item and 

equip your own Sniper Rifle. While peering through the scope, step in front 

of the doorway until you spot the sniper. Quickly shoot him in the head onc 

to knock off his helmet, then fire a second round to penetrate his head. If 

you’re hit by an incoming sniper round, immediately apply a Bandage to 

heal yourself. Just one hit from these snipers can nearly kill you. A second 

enforcer is on the ground floor and may toss grenades in your direction. 

Be ready to retreat down the stairs if a grenade comes your way. Once the 

sniper is down, eliminate the grenade-tossing enforcer and proceed to the 

hospital’s exit. 

Watch for anothe 

sniper perched 

on an upper leve 

here. He’s busy 

hunting mutants 

so take him out 

before he spots 

you. He’s backec 

up a couple of 

enforcers on the walkway to the left. Toss an HE Grenade in their direction 

and then rush them, opening fire with your Authority Machine Gun to finish 

the job. Follow the stairs down to the next level. If you didn’t open the 

locked door down here on your first visit, do so now with a Lock Grinder. 

The closet behind the locked door is filled with supplies including a variety 

of ammo and three HE Grenades. 

A couple of 

snipers are 

posted on 

the bridge 

overlooking the 

shanty town. 

While they’re 

busy sniping 

mutants, equip 

your Sniper Rifle and do a little sniping of your own. The laser sights make 

the snipers easy to spot, so just follow the lasers back to the shooters. No 

matter where you strike the snipers, it still takes two shots to knock them 

down. Take cover within the metal structures of the shanty town and quick 

dispatch the two snipers before they can retaliate. As soon as the two 

Authority snipers are down, switch to your Combat Shotgun. Although you 

just saved the mutants, they don’t seem to care and immediately attack. 

Not many mutants are left, but stay on your toes until you've cleared out tr 

mt — } 
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As you descend 

to the street 

beyond the 

shanty town, an 

Authority dropship 

hovers above and 

deploys three 

enforcers while 

a fourth operates 

1 turret in the distance. Immediately deploy a Sentry Turret outside the 

stairwell, then retreat inside as the three enforcers approach. The Sentry 

lurret won't last long on its own, so act quickly by firing Electro Bolts at 

he enforcer equipped with an energy shield. This gives your Sentry Turret 

1 better chance at dishing out some damage. Help your Sentry Turret by 

iggressively firing your Authority Machine Gun at the three enforcers. 

f you’re hit, back up into the stairwell and apply a Bandage before 

eengaging the enemy. Once the three enforcers are down, equip your 

Sniper Rifle and take out the enforcer manning the turret in the distance. 

<nock off his helmet with one shot, then knock off his head with a second 

shot. Climb the steps where the turret is deployed and grab the ammo 

sitting on the nearby crate. You can now enter the mall. 

SHOPPING MALL 

Enter the mall 

and turn right 

to locate the 

entrance to the 

research facility. 

The entrance 

is blocked by a 

security barrier 

that you can’t 

step through— 

but you can shoot 

through it. Start 

off by taking out 

the two enforcers 

patrolling inside. 

Begin your attack 

by tossing in 

a couple of HE 

Grenades, then follow up with automatic fire from your Authority Machine 

Gun. Once both enforcers are down, look for a-hole in the wall to the left of 

Sad 
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the security barrier—you can see a generator in the adjoining room. Toss 

an EMP Grenade through the hole in the wall, attaching it to the generator. 

This knocks out the power to the securily barrier, allowing you to enter the 

research facility. 

» New Objective: Find the Research Data 

Enter the facility 

and turn left. 

The Research 

Data is located 

on the console in 

front of a large 

orange monitor. 

As soon as you 

grab the data, 

the door to your 

right becomes 

unlocked. Push it 

open to access a 

small storeroom 

containing a mix 

of items, including 

some more EMP 

Grenades. There’s 

also a generator in this room powering the security barrier blocking the 

research facility’s exit. Toss an EMP Grenade at the generator, then exit 

through the newly deactivated security barrier. 

At this point you may be tempted to backtrack through the shanty 

town and hospital to exit the Dead City, however that path is now 

blocked, You must advance through the mall and city streets to get 

back to the exit. 

Upon exiting the 

research facility, 
three enforcers 

drop through 

the ceiling of 

the mall on their 

jetpacks. Toss 

an HE Grenade 

toward the top 

of the escalator. If this doesn’t kill the enforcers outright, it will at least 

cause them to retreat, allowing you to make it to the top of the escalator. 

While ascending the escalator, equip your Combat Shotgun and prepare to 

blast any enforcers you encounter at close raiige. They may have retreated 

behind cover deeper in the mall. Hold near the top of the escalator and 

engage them with more HE Grenades and your Authority Machine Gun. 

You’re now on the upper floor of the mall where you held off several 

mutants and slime mutanis earlier while waiting for the scraping gate to 

open in front of the escalator. If you didn’t raid the locked closet nearby 

earlier, do so now with the aid of.a Lock Grinder. Inside you can find a wide 



assortment of ammo. When you're finished scrounging the area for loot, exit 

through the metal doors to return to the city streets. 

CITY STREETS 

Exit the mall and 

climb the nearby 

staircase to reach 

the street where 

you fought the 

tentacle mutant 

earlier. There 

are no mutants 

here so continue 

advancing through the nearby damaged buildings to resume your trek 

through the city. As you advance deeper into the city, you encounter a mix 

of Authority enforcers and mutants. Combat them with any ammo you have 

left. Sentry Turrets and Wingsticks are particularly effective against the 

mutants. Also, don’t overlook the effectiveness of Buckshot when dealing 

with charging mutants. As for the enforcers, fight them off using your 

“es Machine Gun loaded with Authority AV2x Rounds. 

After exiting 

the first 

building, 

look for 

a small 

drainage 

pipe tothe 

Sime) m ants 

stairs. While 

you're too 

big.to fit 

through this 

pipe, an RC 

Bomb Car 

isn’t. Deploy 

an RC 

_ Bomb Car 

anid drive 

-itthrough 
the pipe to 

; “access a basement storeroom, Drive the RC Bomb Gy toward several 

yellow gas tanks near Wee wesley s barricaded viet and detonate 

After passing 

through the 

damaged 

buildings, you 

come to the 

clearing where 

you fought the 

launcher mutant. 

Keep your 

Combat Shotgun in hand, but choose Wingsticks as your quick use item. 

Fa = 

There are several mutants patrolling this area. Take as many out as you 

can with Wingsticks before they take notice of your presence. But stow th 

Wingsticks once they begin charging you. Wait until they’re a few paces 

away, then blast them with Buckshot. Alternatively, deploy a Sentry Turret 

and let it do all the dirty work for you. 

You've finally 

made it back to 

the tunnel wher 

you entered 

the hospital. 

Continue fightin 

off mutants 

and enforcer. 

However, watct 

out for a heavy enforcer, decked out in heavy armor and armed with a 

devastating Authority Pulse Cannon. Don’t give this guy a chance to attac’ 

Continue hammering him with HE Rockets fired from your Rocket Launch 

If you’re out of HE Rockets, stun him with HE Grenades then follow-up wit 

your Authority Machine Gun. Once the area is clear, make your way to the 

exit to return to the Wasteland. 

YTIC DAED 
Retrieving the Research Data and escaping the Dead City for 
the'second time earns you the ytiC daeD achievement/trophy. 

It’s time to get that Research Data back to Captain Marshall. Find your 

Cuprino and race back to Wellspring. The Authority com beacon and dront 

are still present outside Mick’s garage. Head directly for the Second Chan 

Bar and receive any payment you have coming your way from Sally befor 

heading downstairs to meet with the Captain. Elizabeth is gone, but Capte 

Marshall is there to greet you. The data prove that the Authority has been 

experimenting on mutants. You can’t hang around Wellspring much longe! 

Marshall suggests wrapping up any business now—he wants to take you 

the Resistance base. 

When you're ready to leave Wellspring and continue the campaign, 

| speak with Captain Marshall. Otherwise, you can stick around 

Wellspring and complete any side jobs, minigames, and races you wi 

before moving on. 
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(FLY TO EASTERN 
\ WASTELAND 

__BRICK’S BOUNTY 

—— 

: ‘(GEARHEAD BANK PIZZA) <— GEARHEAD VAULT 

STARKY’S MONARCH 

/ ABANDONED | 
\__DISTILLERY _) 

ASSAULT AUTHORITY BRIDGE _}—> (AUTHORITY BRIDGE 

(ASSAULT CAPITAL PRIME |——>(() CAPITAL PRIME |) 

PS CAPTAIN MARSHALL ees OS Once you've tied 
(—— 2 FOTN Pi a) up all loose ends 
1 | jective: Travel wit! aptain a . . 
i in Wellsprin 
(, Marshall to Subway Town. | P 9, 
ae eee eile a go see Captain 
a) evspring JUSt isn a or } ‘ 
: peng J Sa iy Marshall in 
)) You anymore. iy ; 

1 ? nk 1] the Resistance 
» The communication scrambler i} ; : 

|! should mask our exit. I've got ~* | hideout bebing 
| a transport to take us to the | | the Second 

| Resistance base in Subway Town, deep below | Chance Bar. 
| : . f tf A jess Fi - ve 

)) the ruins of Crescent City. it The next thing you know you’re in an airship cruising over the Eastern 

|| Welcome to the front lines. i Wasteland. Captain Marshall is glad you’ve decided to join the Resistance 

) Provided Equipment: None | | but he warns that it won’t be a simple career path. The airship slows and 

{ Reward: None descends as you near the remains of Crescent City, yet another victim of 1 
Lf. pean eee zs AF 

asteroid. The Resistance base sits just below the old city, in Subway Towr 

After the airship lands, follow Captain Marshall into the { Oui a” 

Resistance base. Elizabeth is waiting inside along with two s 

new faces—Lassard and Portman. Captain Marshall points 

out an Ark just behind the base’s large console. Marshall 

If you ever want to go back to 

Wellspring, simply exit througt 

| the doorway where you ente 
: reveals that this is the Ark he emerged from. Lassard uses the Resistance base to return 

ne the Ark’s technology to track Authority movements and the airship. A quick flight later, 

maintain contact with other Resistance fighters scattered you'll be back in Sally’s Second 

throughout the Wasteland. Jack Portman is the ordnance | Chance Bar. If you want to 
guy—if it shoots or explodes, he can help you. Saul runs SOrapete INany raCesycGaTibiee 

; “the garage above, concealing the entrance to the Resistance base. Before exploring, Marshall warns you about 

i Peri Li baip The Resistance has carved out an uMeasy relationship ee ne, inhabitants and its iseriaday or 

| side jobs, or play more Mutan 

Bash. TV for cash, consider 

| heading back to, Wellspring. 

Pa er a fe a 
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| friends with Redstone. 

)) Provided Equipment: None 

— Find out what Redstone 

| needs and co it, otherwise 

Reward: None 
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Management Office 

(Gearhead Vault Entrance) 

Stew 

Objective: Do whatever it 

takes to earn Redstone’s 

trust. 

you're as good as dead. 

Redstone walks a fine line 

keeping the Authority at 

bay and dealing with us. You'll have to be 

| extra careful around him. He'd sell you out 

| ina heartbeat if you're not useful. Gain 

Redstone's trust and we can go after the 

| Authority. 

Come back and see me once you've made 

Jani’s Supplies 

] 
Mayor Redstone’s Office 

Leave Captain 

Marshall behind 

and enter 

Elizabeth's 

lab. Ignore 

the grotesque 

remains of a dead 

mutant and look 

for the Authority 

Mutant collector card on the nearby table. Next, head down the tunnel 

to the left to reach the lift leading up to Saul’s garage. You emerge from 

the floor in the garage—the entrance to the Resistance base is disguised 

as a Car lift. All of your vehicles have now been transferred from Mick’s 

garage in Wellspring to Subway Town. As in Mick’s garage, interact with 

the garage door to customize your vehicles. Saul is located opposite of th 

garage door—you need to speak with him before heading out into Subwe 

Town. Like Durar and Mick, Saul can repair any damage to your vehicles 

as well as tow your pe back to his garage. Saul says you can find Mayor 

—e a = Redstone upstairs. ‘ 

an ee 7 
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step out of Saul’s garage and make your way upstairs. Feel free to speak to 

ome of the inhabitants of Subway Town along the way. Cain, seated outside 

he garage, gives you a quick welcome, telling you where you can find 

aces and sell items. The other inhabitants seem friendly enough, offering 

idvice and filling you in on the latest news and gossip. You can’t access the 

ez Bar on the first floor until you’ve met with Mayor Redstone, so don’t be 

lisappointed when Krug denies you entry. Explore the upper floor of Subway 

own until you come across the Mayor's office. Vincent, the guard outside, 

ells you not to keep Redstone waiting. Seconds after stepping into the office, 

he Mayor doesn’t waste any time ensuring you know he’s the boss around 

ere. If you can help him do things, you’re welcome to stay. Otherwise you’re 

ino use to him. Now that he’s made himself clear, he has a job for you. . . 

A Blake Griffin Bobblehead is sitting on the left corner of Mayor 

Redstone’s desk. Interact with it to add it to your collection— 

Redstone won't mind. Like the Pip Boy Bobblehead, this object serves 

no se But it’s eres shee if you sell: it, 

(@ yh Remeron 
JMU — 
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Objective: Help Foreman 

Jones with his Mutie 

problem. 

This is my place, my town, 

and every bastard here 

answers to me. What | 

want, they do. 

50 Marshall says you're the 

type that gets things done. Let’s give you a 

little test. Foreman Jones is having mutant 

problems at the end of the Blue Line tunnel 

here in Subway Town. Get your butt down 

there and help him. 

Come back when you've taken care of 

Foreman Jones's problem. 

Provided Equipment: None 

Reward: None 

After leaving Redstone’s office, find Jani’s Supplies, also located on the 

second floor. Here you can buy and sell equipment, just like at Coffer’s 

Outfitters shop in Wellspring. Jani has a wider selection of equipment than 

Coffer does, so take a few minutes to browse her wares. If you have the 

cash, buy the Heavy Armor Upgrade to increase the amount of damage you 

can take before becoming incapacitated. Jani also sells a wide variety of 

schematics, including ones for Advanced Wingsticks, Advanced Sentry Bots 

and Advanced Sentry Turrets. All of these schematics are well worth their 

asking price if you have the extra dough, but don’t blow all your money on 

schematics. Save some money to stock up on ammo. To complete the task 

for Foreman Jones you'll want at least 100 rounds of Buckshot for your 

Combat Shotgun and 20 HE Rockets for your Rocket Launcher, Also, make 

sure you have at least 200 rounds for both your Assault Rifle and Authority 

Machine Gun. 

> 

’ 



Before buying anything from Jani, always chéck with Stew, also. 

located on the secand floor. Stew sells surplus black market items at 

Piciieapiiiectale discount. He only sells one item at time, $0 always check 

fa) with him each time you visit eke Town. 

Objective: Seal off the Blue 

Line Station. 

| got a big problem. Damn 

Muties are ripping through 

my work down here. 

My guess is they clawed 

their way into the Blue Line 

Station, and now theyre all 

over. Someone's gotta stop ‘em. They got this 

whole expansion operation just about shut 

down! At the end of the bridge out of Subway 

Town there is a path. Follow the path cown to 

the right. and you'll see the entrance. 

Find a way to stop the Muties, then come 

Back and report. 

Provided Equipment: None 

REWARD 

ITEM QUANTITY 

Dollars 

» New Objective: Enter the Blue Line Station under 

the bridge to Subway Town 

To reach the Blue Line Station entrance, you must exit Subway Town. He 

back to Saul’s garage and hop into your vehicle of choice. The drive won 

take long, and you won't face any resistance, so feel free to take the Dur 

Buster or Jetter ATV if you prefer. Outside Subway Town, follow the mark 

path to the right, collecting the Desert Spore along the way, until you cor 

Foreman Jones can be found at the end of the Blue Line subway tunnel. to ahagigy. At that point, exit your vehicle and proceed to the Blue Line 

Step into the tunnel behind Norbu, the old man with a cane, and follow the Station entrance on foot. 
tracks until you spot several workers conducting repairs. The man standing 

in front of the subway car is Foreman Jones. Mutants are hindering his 

progress in the tunnel—they’ve broken through at the Blue Line Station and 

Foreman Jones needs someone to stop them. . . 

= 
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d bjective: Find the TNT ieft by the workers 

Foreman 

Jones wasn’t 

kidding—the 

Blue Line Station 

is swarming with 

mutants. Don’t 

bother engaging 

them right now, 

as they all run 

away from 

you—save your 

ammo for later. 

While advancing 

through the 

station, search 

the bodies of the 

dead subway 

workers for 

money and other loot. The TNT left behind by the workers is located at the 

far end of this dead-end corridor on the station’s upper level. Gather the 

ammo and other supplies here before grabbing the TNT Bundle. Picking up 

the TNT Bundle triggers a mutant ambush as the gate behind you closes, 

trapping you in this confined space overlooking the station’s lower level. 

Equip your Combat Shotgun and start blasting mutants as they crawl 

beneath the gate. More mutants scale the wall on the right and hop over the 

railing. The mutants are most vulnerable when they’re crawling beneath the 

gate and climbing over the railing, so hit them before they can get to their 

feet and charge. Hold your ground and apply Bandages as necessary until 

the gate reopens, allowing you to escape. From this point on, don’t let your 

guard down—the mutants won’t run away from you anymore. 

The Dyno-Mutant card can be found on the top floor, in the Guaca- 

molito restaurant, The restaurant is open when completing the 

Eviction Notice job. Alternatively, you can use an EMP Grenade, Pulse 

Shot, or Electro Bolt to open the security barrier during this visit. 
a Gs SG a a et “ SORE Te 

» New Objective: Find the Detonator in the Blue Line 

As you make 

your way back 

downstairs, watch 

out for more 

mutants charging 

at you. Some of 

the mutants are 

carrying sticks 

: : of lit dynamite 

in each hand. Take these guys out quickly, preferably with a Wingstick. If 

they manage to detonate within close proximity, you’ll suffer heavy and 

potentially lethal damage. Even after you’ve killed these mutants, the 

dynamite they're carrying still poses a threat. Make sure you're far away 

when those sticks of dynamite detonate. At the bottom of the stairs, a lone 

mutant bursts through a door on the left. Blast him and then enter the now 

~ open door to access an office containing several objects, including some 

parts ideal for constructing a Sentry Turret. 

ta &> — 

After raiding 

the office, pass 

through the 

subway car to 

reach this heavil 

damaged corridc 

Here you come 

under attack by 

several mutants. 

including a couple lobbing fireballs from a distance. Deal with the chargin¢ 

mutants first while constantly moving to avoid the incoming fireballs. The 

Combat Shotgun is best at close range, but switch to your Sniper Rifle whe 

you have a chance to take out the fireball-tossing mutants. Keep some 

Bandages handy as you fight off these enemies. The mutants are fast and 

relentless, attacking from every direction, so keep spinning to observe you 

surroundings. Amidst the confusion, watch out for a couple of dynamite- 

carrying mutants charging down the steps at the end of the corridor. 

Climb the steps 

and turn to the 

right to face this 

flooded restroon 

More mutants 

attack you here. 

Hold on the step 

and fire through 

the hole in the 

wall to eliminate the first wave. More mutants attack as you enter the 

restroom, so stay on guard and be sure to completely reload your Combat 

Shotgun after each engagement. If you can keep your distance, Wingstick: 

work well here, too. Just be sure to grab your Wingstick if it gets lodged in 

a dead mutant. Inside the restroom you can find some Bandages and othe 

junk you can sell for a modest profit. Upon exiting the restroom, turn to the 

left to gather a large stash of ammo, including eight Pop Rockets for your 

Combat Shotgun. 

TERMINAL 

As you enter thi: 

area, turn to the 

right and then 

face the large 

doorway at the 

far end of the 

terminal. Before 

long, swarms of 

mutants climb 

through holes 

in the floor and 

the surrounding 

rubble. Deploy 

a Sentry Turret 

facing the large 

clock in the cen 

of the Terminal. 

If you bought 

the schematics for an Advanced Sentry Turret, this works even better. 
os 
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osition yourself just behind your Sentry Turret and stand guard, blasting 

iny mutants that get too close. A single Advanced Sentry Turret can handle 

he incoming flow of mutants on its own. If using a standard Sentry Turret, 

ye ready to assist by launching Pop Rockets at the advancing mutants. 

\s the mutant attack dwindles, a tremor rocks the terminal as a ranged 

arge Mutant crashes through the doorway ahead. Immediately equip your 

tocket Launcher and begin firing HE Rockets at this new threat. Don’t 

tand still, however. Move laterally to avoid the incoming grenade-like 

ounds fired by the launcher mutant. The launcher mutant isn’t the only 

hreat. A new wave of mutants joins the attack, charging directly at you. If 

our Sentry Turret is still active, it can help pick off the mutants. Otherwise, 

leploy another Sentry Turret or a Sentry Bot to deal with the mutants while 

ou focus your Rocket Launcher attacks on the launcher mutant. It takes at 

east six direct hits with the Rocket Launcher to kill the launcher mutant, so 

lon’t let up. Once the launcher mutant is down for the count, mop up the 

emaining mutants with your Combat Shotgun. 

shack addi 
The mutant attack in the terminal presents the perfect 
opportunity to unlock this achievement/trophy. Simply deploy 
a Sentry Turret and let it take out at least five enemies on its 

own. If the Sentry Turret is knocked down or destroyed before 
killing five mutants, you must deploy another one, at which 
point the count starts over. Stand guard and prevent the 

Sentry Turret from getting knocked down to reach the goal. 

\dvance to this maintenance tunnel connected to the terminal. Soon after 

tepping into the tunnel, you're charged by more mutants. Some of the 

nutants come running right at you while others brachiate along the pipes 

n the ceiling. Consider deploying another Sentry Turret here and let it 

lo all the heavy shooting. Otherwise, use your Combat Shotgun to blast 

ach mutant as it gets close. The Authority Machine Gun is also effective 

ere, allowing you to hit the mutants at long range before they pose a 

nelee threat. 

STATION PLATFORM 

> New Objective: Plant four TNT Bundles in the Blue 

Line Tunnel 

* r 

eb ice 

As you near the 

subway tunnel, 

watch for a few 

more mutants 

loitering by the 

tracks. Clear 

the tunnel of 

mutants and 

then approach 

the makeshift barricade to the left—this is where the mutants are coming 

through. You need to place bundles of dynamite at four separate spots on 

and around this barricade in order to collapse the tunnel. Interact with the 

faint outlines of dynamite bundles at these four spots to rig the tunnel for 

destruction. If you have trouble finding these four spots, simply follow the 

four lines leading from the Detonator to the dynamite spots. 

» New Objective: Use the Detonator to collapse the 

tunnel 

Climb onto the 

station platform 

and follow the 

wire back to the 

Detonator. Before 

interacting with 

the Detonator, 

equip your Rocket 

Launcher and 

make sure it’s 

fully loaded. 

You may want 

to check the 

magazine 

capacities of your 

other weapons as 

well—collapsing 

the tunnel will 

trigger a massive mutant counterattack. When you're ready, interact with 

the Detonator to trigger a massive explosion, collapsing the subway tunnel. 

Seconds after the detonation, two tentacle mutants appear, each 

descending the steps on opposite ends of the station platform. Immediately 

target one of the two tentacle mutants and relentlessly pound it with HE 

Rockets until it dies. It takes three direct hits to kill one tentacle mutant. 

With the first tentacle mutant dead, locate the second one and kill it with 

another barrage of HE Rockets. It’s important to take out the tentacle 

mutants as fast as possible because they’re not the only angry mutants you 

face. Scores of regular mutants swarm the station platform as well. Switch . 

to your Combat Shotgun or Authority Machine Gun and begin blasting 

mutants as fast as you can. Deploying a Sentry Turret or Sentry Bot here 

can make surviving this fight a lot easier. Still, keep Bandages handy so you 

can heal quickly if you find yourself getting pummeled from all directions. 

As the mutant attack dies down, the subway car doors behind the Detonator 

open, revealing your escape path. Blast the mutants that come charging out 

the subway car and then follow the orange cable on the ground all the way ~ 

back to the Blue Line Station’s entrance. 



» 

» 

» 

Outside the Blue Line Station, return to your vehicle and drive back to 

Subway Town. You can find Foreman Jones inside the Blue Line tunnel 

where you left him. He’s impressed with your work and hands over $200 

NY TOWN 

New Obje Pctives 

Return to Foreman Jones in Subway Town 

Return to Redstone 

for your troubles. Next, head upstairs to see Mayor Redstone. While the 

Mayor acknowledges your success, he isn’t quite ready to trust you yet. 

Fortunately, he has another job lined up for you. . . 

. GEARHEAD VAULT 

Prema pie a 

Objective: Search the 

Gearhead Vault for 

Plutonium Feltrite. 

The Gearheads control 

electricity around here, and 

| want to end their stran- 

glehold on my town. 

Word on the street is that the 

Gearheads have combined Plutonium and 

Feltrite. If we could get our hands on that. 

then our power problems would be over. 

Trouble is, they got that stuff locked up in 

the bank vault above us. So | need you to 

go and get it for me. Here’s a key to the 

Management Office. You can find the office on 

the second floor in the back of town. 

Bring me that Plutonium Feltrite and maybe 

itll secure your place around here. 

PROVIDED EQUIPMENT 

QUANTITY 

» New Objective: Head to the Management Office 

upstairs in Subway Town 

4 j= » 

(@| \¢ CIC 8/7) i 
| $155} | $225) ae $22 

a $16 } | $20 | = ia iy | 

bslesits 
Builes a pack of Fat Mommas that hurt lke Fat Boys} 
but keep moving Ul) Urey hit a wall, 

Exit Redstone’s office and head straight for Jani’s Supplies. Start by sellin 

off any junk you've collected. In preparation for your next job you need to 

purchase plenty of armor-piercing rounds. The Gearheads are decked out 

in heavy armor, capable of repelling most small arms fire. Authority AV2x 

Rounds for your Authority Machine Gun are very effective, as are Feltrite / 

Rounds for your Assault Rifle. But the single most effective ammo against 

Gearheads are Fat Mammas fired from your Settler Pistol. These perform 

similar to Fatboys but with increased penetrative power, capable of passi 

through multiple targets. If you haven’t already, you can purchase the Fat 

Mammas Schematic from Jani for $200. Next, make sure you have enou 

parts for making Fat Mammas. It takes 12 Fatboys and one Explosive Pac 

to make a batch of six Fat Mammas. Constructing Fat Mammas isn’t che 

but they’re well worth the price, capable of dropping a Gearhead with a 

single shot. Just make your shots count. Before you spend all your cash 

on Fat Mammas, make sure you have at least 10 HE Grenades and 20 HE 

Rockets before leaving Jani’s. 

The Management Office door is located on Subway Town’s second floor, | 

far from Hope and the banjo player. The door is marked with the Crescen 

City Rail Authority (CCRA) logo. The key Redstone gave you allows you to 

open the door. Follow the corridor beyond the door to the entrance of the 

Gearhead Vault. 

hes 
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Locate the Plutonium Feltrite in the 

Shortly after 

entering the 

Gearhead Vault, 

look for a locked 

door on the right 

before ascending 

the stairs. Use 

a Lock Grinder 

to bust open the 

door. Step inside a small supply closet to score some loot, including an 

Electrical Wire Kit and a Turret Barrel. The closet Is also filled with other junk 

you Can sell to Jani for a small profit, helping offset the cost of the Lock 

Grinder you just used. 

PARKING GARAGE 

Creep upstairs while listening to the distant Gearhead conversation. Arm 

your Settler Pistol and load some Fat Mammas. At the top of the stairs, 

a crude mine dangles from the ceiling of the parking garage. Sidestep 

past the mine to avoid contact. If the mine detonates, it will inflict serious 

damage as well as warn the Gearheads of your presence. Locate your 

first Gearhead by peering through the Monocular, then drive a Fat Mamma 

through his head. Fat Mammas have enough power to easily penetrate the 

helmets worn by the Gearheads, making them the easiest way to score 

headshot kills on these heavily armored enemies. After killing the first 

Gearhead, be ready to take on his buddies. Stay near the stairwell and 

avoid contact with that mine while returning fire. Listen for the light tapping 

sound of an incoming Sentry Bot. Equip your Striker Crossbow and hit the 

Sentry Bot with a couple of Electro Bolts to disable it. Pulse Shot and EMP 

Grenades are equally effective against these spider-like robots. Once the 

Sentry Bot is down, continue attacking the Gearheads while using the cars 

for cover. 

ve EL ga a 
Don't forget to loot the bodies of the Gearheads. These guys carry a 

relatively large amount of cash as well as ammo. You can also retrieve 

parts from destroyed Sentry Bots. 

Advance to this section of the parking garage, but watch out for another 

Sentry Bot posted on top of a car. Peek around the corner and fire a 

couple of Electro Bolts at the Sentry Bot. Next, equip your Settler Pistol 

and wipe out any remaining Gearheads by puncturing their skulls with Fat 

Mammas. Remember, these bullets aren’t cheap, so don’t rush your shots. 

Carefully study the movements of your target through the Monocular befor 

squeezing the trigger. If you prefer to save your Fat Mammas for later, 

switch to your Assault Rifle or Authority Machine Gun. When using these 

weapons, you must chip away at the Gearhead armor, preferably stripping 

away their helmet before going for the headshot. If you're not careful, 

you can waste a lot of ammo on a single enemy. Focus on headshots to 

conserve ammo. 

Authoricy Avex Rounds 

Cautiously approach this ramp leading up to the next level of the parking 

garage. When you hear the loud footsteps, back up and watch for a 

Gearhead decked out in heavy armor marching toward you. This Gearhead 

is covered in metal from head to toe and armed with a minigun, not unlike 

the minigun-toting bandits you encountered in the Shrouded Bunker. 

This guy can take much more punishment, though. Use HE Rockets or HE 

Grenades to strip away his armor. The Rocket Launcher is very effective 

against this enemy, but it will take at least three direct hits to kill him. If yot 

don’t have enough HE Rockets, soften him up with HE Grenades and then 

blast him with your Authority Machine Gun, focusing your fire on his head. 

Make sure you're always attacking from behind cover, as exposing yourself 

to his incoming minigun fire can mean a quick death. 
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Continue 

through the 

parking garage, 

and check the 

backseat of a car 

near the exit for 

the Adv. Sentry 

Bot collector card 

before working 

your way up toa 

plaza outside the 

bank’s entrance. 

As you climb the 

debris-strewn 

ramp leading out 

of the parking 

garage, you're 

sharged by a Gearhead armed with a flaming baseball bat. Gun him down 

with your Assault Rifle or Authority Machine Gun. A second Gearhead hides 

vear the dead tree in the center of the plaza, shooting at you with a pistol. 

Nait until he reloads, then blast him with the weapon of your choice. The 

¢ntrance to the bank is blocked by several flame barriers, fueled by gas 

ets. You need to find a valve to shut off the gas before you can enter the 

yank. Grab the Bandages near the bank’s entrance and then enter the bar to 

he left. There are more items to loot in the bar, as well as a ladder leading 

|p to an upper-level walkway ringing the plaza. 

Soon after 

reaching the 

upper level, 

you're attacked 

by more 

Gearheads, 

including one 

with a flaming 

baseball bat. Blast 

the Gearhead 

charging at 

you first, then 

immediately seek 

cover. Engage 

the rest of the 

Gearheads with 

your Settler 

Pistol, using Fat 

Vlammas to make quick work of them. Move from one piece of cover to 

he next while advancing along the U-shaped walkway. For the most part, 

he Gearheads attack from a distance while hiding behind cover. Mimic 

heir tactics and snipe them with your Monocular-enhanced Settler Pistol. 

he valve regulating the flow of gas is located at the end of the walkway. 

nteract with the valve to shut off the gas, causing the flame barriers at the 

lank’s entrance to disappear. Board the nearby lift and ride it down to the 

nain floor. 

- ® 

The bank’s lobby is guarded by more Gearheads taking cover behind the 

reception desk. Hold near the bank’s entrance and return fire. If you’re 

running low on Fat Mammas, consider switching to your Authority Machine 

Gun. Using the weapon’s magnified sight you can zoom in on the enemies 

and target their heads with impressive accuracy. However, watch out for 

incoming grenades lobbed over the desk in your direction. Be ready to 

backpedal into the plaza to avoid getting caught in a grenade’s blast radius. 

Once the lobby is clear, search the area to the right to grab a Gearhead 

Shotgun collector card sitting on a planter. Don’t worry about shutting down 

the flame barrier in the lobby—this simply blocks a path you’ll access later 

from a different direction. 

Prepare to face 

more resistance 

in the adjoining 

corridor. Use your 

Settler Pistol 

or Authority 

Machine Gun 

to methodically 

pick off the 

Gearheads hiding behind cover. But be ready to take cover when you hear 

the clanking sound of heavy footsteps approaching—another heavily 

armored Gearhead equipped with a minigun is headed your way. Use HE © 

Grenade or HE Rockets to take out this guy, ensuring that you don’t expose , 

yourself to his devastating attacks. Once the guy with the minigun is down, 

finish off the remaining Gearheads hiding behind desks and other objects. 

At the end of the corridor, pass through the doorway on the left to enter the 

bank’s offices. 

As you move 

through the 

offices, two 

flame barriers 

are activated, 

blocking the 

entrance and 

exit—you’re 

trapped. To make 

matters worse, two heavily armored Gearheads equipped with miniguns 

march in, one through each doorway. Hide in one of the offices while 

equipping your Rocket Launcher—there’s no time to waste. Focus on one 

enemy at a time, pounding each Gearhead with HE Rockets until there’s 

nothing left behind but a red mist. If you’re running low on HE Rockets, 



hit each Gearhead enough times until his helmet is gone, then finish him 

off with headshots using your Authority Machine Gun. Regardless of which 

tactics you use, it’s important to take these guys out fast before they 

can Close in on your position and rip you to shreds with their miniguns. 

Once both enemies are down, the flame barriers disappear, allowing you to 

exit the offices. 

: “DOOM Room. 

--sound is triggered with each puedes ful alecie-vel alo) gp Your I know 

\ you! ve hit all seven when you hear the growling sound of a demon. 

‘The entrance to the DOOM room is located right next 

to We Gearhead Vault’s exit, so you need to backtrack all the way 

to the start of the level. Open the door, then jump on the flaming 
- barrel to the left. From the flaming barrel, jump onto the gray. Mixom 

box in front of the door. Once on the gray box, you must ckouch to 

enter the room. Step onto the raised tile in the center of the room 

“to teleport yourself into the world of DOOM. You appear in a small 

col DOOM level containing the DOOM Marine Bobblehead—just like 

thea one on the dash of Dan Hagar: buggy! This is another 1 rare piece 

Watch out for 

a charging 

Gearhead on the 

steps outside 

the offices. He 

kicks a flaming 

trash can at you 

and then comes 

charging at 

you with a flaming baseball bat. Sidestep the incoming trash can, then 

open fire on the Gearhead while backpedaling. Continue up the steps and 

through the adjoining corridor. You eventually come to this room where an 

airplane engine serves as a makeshift security feature. At regular intervals, 

a bolt of electricity strikes the engine, causing the propeller to spin for a 

few seconds. Time your movements through here carefully. Wait until the 

propeller has stopped spinning before walking past. You now have a clear 

path to the vault. 

All that you find 

in the vault is a 

Broken Feltrite 

Power Cell—it 

doesn’t appear 

to contain the 

Plutonium 

Feltrite Redstone 

was expecting. 

» Don't worry about the arcs of electricity surrounding the power cell, just 

4 2 grab it and prepare to make your exit. As you near the vault’s door, you hear 

"more heavy footsteps heading your way. Equip your Rocket Launcher and 

wait for another 

heavily armored 

Gearhead to com 

marching in. This 

guy is armed wit 

a flamethrower. 

Given the tight 

confines of the 

vault, this isn’t a 

fight you want to prolong. Pummel the Gearhead with HE Rockets until he’s 

down for good. It’s time to get back to Subway Town. 

» New Objective: Take the Broken Feltrite Power Cell 

to Redstone 

Navigate past an 

intermittent flam 

jet to return to 

the room with th 

aircraft engine. 

A few Gearheads 

have taken up 

positions in this 

room, so find 

cover and let the spinning propeller kill a few. Finish off any survivors with 

your weapon of choice, then slip past the propellers once they’ve stopped. 

The room’s exit is blocked by bars, however. Hide behind the counter 

while another minigun-toting Gearhead marches toward you. Don’t bother 

shooting this guy—the propeller blades are enough to chop him to pieces. 

During his advance, the Gearhead with the minigun crashed through a wall 

near the vault. Carefully walk past the propellers once they’ve stopped and 

pass through this newly opened passage. 

Pause at the 

top of this large 

staircase and 

fire down on 

the Gearhead 

bandits below. 

One is armed 

with a rocket 

launcher, so take 

cover. Return the 

favor by firing 

your own Rocket 

Launcher at the 

Gearheads hidinc 

behind the sofa. 

One rocket may 

not be enough to 

take them both 

out, so follow up your initial attack with shots from your Authority Machine 

Gun. When the area is clear, collect the Gearhead Jet card from the chair in 

the dirty office at the top of the stairs, then descend the steps and follow 

the adjoining hall to the lobby. The flame barrier can now be deactivated by 

interacting with the valve on the right side of the hall. 
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As you near 

the bank’s exit, 

a couple of 

flamethrower- 

equipped 

Gearheads 

come marching 

through the 

plaza. Equip your 

Rocket Launcher and immediately attack these enemies as they come 

into view. However, be sure to keep your distance to avoid getting roasted. 

if necessary, retreat back into the bank’s lobby and utilize cover while 

engaging these slow-moving thugs. The bank’s doorway is a great choke 

point to concentrate your fire on. Saturate this area with HE Rockets and 

HE Grenades as the two Gearheads approach. The splash damage from 

explosive weapons allows you to hit both Gearheads at once. If you’re out 

of explosive weapons, open fire with your Authority Machine Gun or Assault 

Rifle to slowly chip away at their heavy armor. If possible, try to hit the red 

fuel tanks on their backs. If you manage to puncture one of these tanks, 

the Gearhead will be launched into the air like a rocket before eventually 

exploding. It’s much more effective to knock off their helmets and kill 

them with headshots, however. Once these two Gearheads are down, the 

path is clear. Retrace your steps through the parking garage and return to 

Subway Town. 

- VAULT ASSAULT 

Successfully raiding the Gearhead Vault earns you the Vault 
Assault achievement/trophy. 

SUBWAY TOWN 

-ollowing your adventure through the Gearhead Vault, head to Mayor 

Aedstone’s office. Surviving a fight with the Gearheads has caught 

he attention of a few Subway Town regulars like Destinee. Even 

/incent, Redstone’s doorman, has no cutting remarks for you this time. 

Jnfortunately, Redstone is less than thrilled with your work, immediately 

ealizing that the canister is empty. Now he has a problem. If the Gearheads 

suspect Redstone organized the attack on their vault, they'll retaliate by 

shutting the power off to Subway Town. Redstone realizes he must take 

mmediate action to prevent such a calamity and he needs your help to put 

lis plan into motion. . . 

# 

4 
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Objective: Break into the 

Gearheads’ Power Plant 

and redirect the power to 

Subway Town. 

Either you're trying to rip 

me off or someone lied to 

me. 

Which means, this problem 

is your problem. If the Gearheads susp ect | 

sent you, then they'll shut off the pow er. Its 

time for a permanent solution. | need you to 

infiltrate their Power Plant and redirect the 

power leads straight here. Once the place 

is secure, my boys will take over. Problem 

_ solved. 

You do this for me, and I'll give you free rein 

to do your business. 

Provided Equipment: None 

Reward: None 

» New Objective: Find the Power Plant to the north 

After accepting Redstone’s latest job, he suggests finding a new vehicle. 

He feels your Cuprino won’t last long in the Eastern Wasteland. Apparently 

Starky has been bragging about his Monarch. At this point, the Monarch 

Needed job becomes available. Before setting out for the Power Plant, head 

downstairs to find Starky. You can find him on the lower level, not far from 

Sparky’s Auto Parts shop. Speak with Starky to initiate a race. If you win, 

you take home his Monarch! 

You don’t need the Monarch to reach the Power Plant, but it makes 

the journey a whole lot easier. You will need the Monarch before 

assaulting the Authority Bridge later, however, so it’s best to race 

Starky now. 



see 

« _ STARKY’ am MONARCH » 

Objective: Beat Starky to 

the finish line, again. 

Back for some whup-ass, 

loser? 

beat everybody back in 

Wellspring. and now I'm 

gonna do it here. But | can't 

beat ya if you're too chicken to 

race, so let's raise the stakes. 

You beat me and you win my Monarch—it’s 

the best set of wheels money can buw. 

Provided Equipment: None 

‘REWARD 
‘ITEM =——s QUANTITY 

Pulse Amma 6 

we Minigun Amma 600 

Homing Rockets 4 

In this race it’s your Cuprino against Starky’s Monarch. Don't be 

intimidated by the turret-mounted weapons and rugged looks of 

the Monarch—you’re not fighting it, just racing it. After a couple 

of boosts, you should have no trouble taking and maintaining the 

lead. The Monarch is heavily armored, but it’s not as fast as your 

Cuprino. As long as you keep boosting and stay on the course, 

you'll have no problem winning this race. If Starky is on your 

tail, consider using the provided Drop Mines to slow him down. 

The Drop Mines won't make much of a dent in the Monarch, 

but it may cause Starky to swerve to avoid hitting them. Instead 

of worrying too much about Starky, keep your eyes on the 

course. This figure-8-style track can get a little confusing, so pay 

attention to the orange and white signs pointing which way to 

go. If you accidentally make a wrong turn, Starky will easily take 

the lead before you can get back on course. If this occurs, use 

boost to catch up and retake the lead. If you're the first to cross 

the finish line on the third lap, you walk away with Starky’s ride. If 

you lose, you can restart the race. 

iw) 4 4 Baca 
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{(Fettrite Reinforced Heavy Armar for your Monarch, 
Maximus protection! 

Starky is disappointed with his performance, but reluctantly hands over 

the keys to his Monarch—the vehicle is now in your garage. While you’re 

downstairs, step over to Sparky’s Auto Parts shop to stock up on ammo an¢ 

Shields. The Monarch is equipped with three weapons: a Minigun, a Rocke’ 

Launcher, and an Advanced Pulse Weapon. Make sure you have ammo for 

all three. The Advanced Pulse Weapon is a high-energy cannon capable of 

blowing up a bandit vehicle with a single shot. However, the Pulse Ammo 

isn’t cheap, costing $60 for only six rounds. You’ve already won six rounds 

from Starky, so there’s no need to buy Pulse Ammo now unless you have 

tons of cash to blow. Don’t forget to browse the available upgrades for your 

Monarch. If you have 30 racing certificates, purchase the Heavy Monarch 

Armor now. This allows the vehicle to absorb extremely heavy damage, 

making it ideal in fights with bandits. All other upgrades can wait. Before 

leaving Sparky’s, make sure you have at least 12 Shields and any other 

quick use items you like to deploy during vehicular combat. Now that you 

have a well-stocked Monarch, you’re almost ready for your trip to the Powe 

Plant. But before leaving Subway Town, stop by the Fez Bar. The bartender 

has a job for you. 

Need some 

racing certif- 

| icates? From 

Sparky's 

| Auto 

Parts, head 

downstairs 

to the 

| Subway 

Town 

| Speedway. 

|. Speak with Mel to enter a variety of races, Outside of winning races, 

|. there’s one other way to earn racing certificates. Speak with Brick, the 

bartender in the Fez Bar. 



Objective: Take out Bandit 

vehicles for Brick. 

| got shipments coming, 

and | don’t want trouble on 

the roads! 

Damn bandits have been 

causing problems for 

my liquor suppliers. 'd pay 

handsomely if you took to the roads and i 

killed a few. Tell you what, you take out an 

Authority Predator and I'll pay you double. : 

For every enemy vehicle you take out. I'll dish 

out some cash and racing certificates. : 

Provided Equipment: None 

Sy biaetcrers willing to offer advice and 

| Brick, who i is pecine behind the bar 

sexi Or, if you acd visit Taste ‘or a 

ort eubway ae 's resident 

ED PLAY 

if 

REWARD : 
ITEM QUANTITY [Re 

i 
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ARMORY GARAGE MULTIPLAYER 

Your preparation for the raid on the Power Plant is almost complete, but 

before leaving Subway Town, head upstairs to Jani’s Supplies. The Power 

Plant is occupied by Gearheads, so expect the same level of armored 

resistance as you did in the Gearhead Vault. Start by selling any junk you 

looted from the Gearhead Vault. Next, purchase plenty of ingredients to < 

make at least a couple dozen Fat Mammas. Also, make sure you have at 

least 300 Authority AV2x Rounds, 20 HE Rockets, 20 HE Grenades, and 

20 Electro Bolts. If you haven’t already, now’s also a good time to buy the 

AMG Laser Sight for your Authority Machine Gun. This upgrade significantly 

increases the accuracy of the weapon, helping ensure your bullets find their 

mark. After stocking up at Jani’s, head downstairs to Saul’s garage and 

select your new Monarch before leaving Subway Town. 

Now it’s time to 

find the Power 

Plant—the path 

is marked on the 

minimap. Before 

driving too far 

into the Eastern 

Wasteland, 

experiment with 

switching the Monarch’s weapons. By default, the Minigun is selected, 4 

but you can switch to the Rocket Launcher and Advanced Pulse Weapon. om 

Proceed to the Power Plant, but be ready to engage some bandit vehicles — 

once you enter Gearhead Territory—blast every guard tower you encounter 

along the way. Deploy Shields as the enemy vehicles launch rockets at you 

and then immediately retaliate. The Monarch’s Rocket Launcher is more 

than sufficient for taking out most bandit vehicles, but if you find yourself — 

in a pinch, select the Advanced Pulse Weapon. This works similar to the ay 

Rocket Launcher, requiring a lock on an enemy vehicle. Once locked, fire Dy ’ 

the weapon to launch a devastating blue Pulse charge. Like the Homing fc 

Rockets, the Pulse charge has limited tracking ability, but delivers lethal _ . 

damage upon contact with the targeted vehicle. The Monarch isn’t very =~ : 

maneuverable or fast, so don’t try to outmaneuver the enemy vehicles. ‘ 

Instead, simply point your vehicle in the general direction of the attacking 

vehicles and open fire. The Monarch can absorb a lot of damage, especially 

if you manage your Shield deployments carefully. Don’t worry about 

chasing after the bandit vehicles—let them come to you while making 

slight steering adjustments. Monitor the movement of the bandit vehicles 

on the minimap and maneuver the Monarch to face the incoming attackers, 

greeting them head on with Homing Rockets. 

+ 4 y ‘Ei | - - ; 



As you near the entrance to the Power Plant, destroy the nearby guard tower with your Homing 

Rockets. The Homing Rockets won’t lock on to the tower, so you need to drive toward the target 

while firing. Alternatively, you can just ram the tower with the Monarch. Once the area is clear of 

threats, drive toward the Power Plant entrance and park your Monarch. Before entering on foot, 

search the ground to the right of the Power Plant’s door—the Monarch collector card is located 

here. You can also collect a Desert Spore near the road, to the south of the Power Plant entrance. 

Now interact with the door to enter the Power Plant. 

Small Objects 

Buckshot x6 ——~@ 

POWER PLANT 

ake ¢ 

teal Gas Liters x2 13 
12 Buckshot x8 

Bandages 

Buckshot x8 

ve Small Objects 

“\ Collector Card: Gearhead Boss 

» New Objective: Locate the Power Control Board 

Just inside the As you exit some 
Power Plant Offices, turn right 
entrance you to aim down 
encounter the this corridor—a 
first Gearhead— Gearhead armed 
his back is with a minigun 
turned and he’s is waiting 
sweeping the for you here. 

sem = floor with a Stun him with 
broom. Hit him in the back of the head with a Wingstick for a stealthy kill. an HE Grenade or two, then shoot him in the head with your Authority 

vr Loot the dead Gearhead’s body, then grab the other Small Objects scattered Machine Gun. If the grenade attacks knock off his helmet, it won't take 
% around the room. The path ahead is blocked by an arc of electricity. many headshots to finish this guy off. A couple of Gearheads arrive soon 

Interact with the yellow control box on the wall to shut it down. A second afterward, so be ready to deal with the reinforcements, including a bandit 
___ arc of electricity blocks the path around the next corner, and this time the _ charging at you with a flaming baseball bat. Finish off the reinforcements 

a “yellow control box is out of reach. Get the attention of a nearby patrolling and then raid the nearby locked closet using a Lock Grinder. Inside you find 
4 . ” guard by firing your weapon. He'll deactivate the electricity and come to. two Feltrite Crystals, a variety of ammo, and ingredients to make ee 

+» investigate—gun him down and continue deeper into the Power Plant. You — &, t My | 
can also use Electrobolts or Pulse Shots to deactivate these yellow. boxes. me ; Aes: ae , 4 P 
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: “gy GAINING INFLUENCE 
Locked Room 

Oil Liters 

Cloth Rags 

Antiseptic Formula 

Small Objects x3 

Authority AV2x Rounds x40 

Buckshot x16 

Electro Bolts x4 

Feltrite Crystals x2 

Hidden Catwalk Area 

Small Battery Pack 

Hardware Packet 

Nanotrite Conduit 

Ordinance Pack 

Hardware Packet 
Beer Bottles x7 

Tools 

Turret Barrel 

Gas Liters x2 a 

Nanotrite Conduit 

02 

®) 

‘ On 
Tools te @ 

nil Ent / Small Objects 
Buckshot x 

Gas es Electrical Wire Kit & 
07 Small Objects x2 RC Car Cit . 

Small Battery Pack Steel Blades 

Small Objects x2 Feltrite AR Rounds x40 
Small Objects x2 Small Objects Food Cans x3 HE Rockets x5 

Small Object 

Secret Room 

Tools Pulse Shotx®  PopRocketsx8 _OilLLiters 

Buckshot x8 RC Bomb Car Authority AV2x Rounds x40 

In this area, you’re attacked by multiple. “ oo Hy 

F  Gearheads firing from behind cover on the. fh 
- various catwalks. Crouch behind the steel. 3 

plate just below the railing at the end of 

the corridor and equip your Settler Pistol. ” . 

loaded with Fat Mammas. Peek out of cover — 

= and peer through the Monocular to score = > 

~ headshots on the Gearheads. Remember, — = " 

: take your time to line up the shots to ensure, Xf . 

a hit, then duck down behind cover. However, listen for the distinct sound of a Sentry Bot approaching from the left. Disable it with a couple of Electro Bolts” i 

fired from your Striker Crossbow. Engage one target at a time until you stop taking fire. Once it’s clear, move to the left side and climb the stairs to the second _ 

level. Along the way, watch out for more Sentry Bots that may be suspended from the ceiling. Electro Bolts or Pulse Shots (fired from the Combat Shotgun) 

are the best way to disable these threats. f: We 

At the top of the stairs, turn left and immediately take cover as more Gearheads open fire. Once again, use your Settler Pistol and Fat Mammas to pick apart 

the resistance. Halfway across the catwalk, an elevator descends and a Gearhead armed with a minigun appears high above this room. Don’ t waste your Fat 

Mammas on this guy. Instead, hit him with your Rocket Launcher until there’s nothing left but a red mist. Continue advancing along the catwalk toward the 

elevator, blasting Gearheads and cen Bots along the way. a 



At the elevator, 

interact with 

the switch 

on the right. 

While waiting 

to the elevator 

to arrive, the 

Gearheads launch 

a counterattack 

from the 

surrounding 

catwalks. Instead 

of taking them all 

on, duck behind 

the metal plate 

below the railing 

and monitor the 

stairway by the 

elevator—if they want to kill you, they’ll have to charge up these stairs. 

This allows you to stage an effective ambush, picking off one Gearhead 

at a time. The bandits are dangerous at this range however, so drop them 

quickly before they can retaliate. The Authority Machine Gun works best at 

this range, as does the Combat Shotgun. Once the elevator doors open, rush 

inside and throw the switch. 

Once the elevator doors close, you're safe for the time being. The elevator 

comes to a stop on an upper floor, however. Through a small window in 

the door you can see the Gearhead leader, decked out in heavy red armor. 

He orders one of his men to cut the elevator cables. The Gearhead leader 

spends a few seconds taunting you before the elevator plunges down the 

shaft, causing you to temporarily black out. 

Crawl out of the damaged elevator and turn right. The Gearheads weren’t 

expecting you to survive the fall, reflected in the casual way they patrol 

this area. If you have any Advanced Wingsticks, use them to surprise the 

patrolling Gearheads. While the Advanced Wingsticks may not kill the 

Gearheads outright, it will chip away some of their armor and helmets, 

making them easier to gun down with your standard weapons. Once your 

presence is Known, prepare to face several reinforcements. Continue 

tormenting them with Advanced Wingsticks while returning fire. Among the 

reinforcements are a couple of Sentry Bots. Be ready to put them down with 

Electro Bolts or Pulse Shot. 

Climb a fadder 

followed by a se 

of steps to reac! 

an office where 

you're attacked 

by alone 

Gearhead. Mow 

him down with 

your Authority 

Machine Gun and proceed to the catwalk outside the office. Here you're 

attacked by two more Sentry Bots. Act quickly to finish them off with Elect 

Bolts or Pulse Shot. If you have EMP Grenades, toss one between the two 

Sentry Bots to take them both out. 

Here you're ambushed by a few Gearheads attempting to halt your advanc 

When they pop out of cover and open fire, immediately backpedal and 

seek cover. Also, watch out for incoming grenades. Peek out of cover 

and use your Settler Pistol to pick off one Gearhead at a time by driving 

a Fat Mamma through his skull. HE Grenades and Pop Rockets also work 

particularly well, especially if the bandits are gathered in a tight group. 

As you advance, watch for more enemies on the parallel catwalk and act 

quickly to neutralize them. 

Follow the stairs 

down to this 

area where 

you encounter 

a Gearhead 

armed with a 

flamethrower. 

The path ahead 

blocked by a flar 

barrier, so there’s no escape. Wait until the Gearhead moves next to the ga 

tank on the right, then fire a Pop Rocket at him. The Pop Rocket causes the 

gas tank to explode, temporarily dazing the Gearhead and knocking off his 

helmet. This makes him vulnerable to the spinning blades moving along th 

ceiling, causing him to lose his head. With the flamethrower-toting bandit 

down, the flame barrier disappears and more bandits enter the room. Hold 

near the entrance and engage them with your weapon of choice. When the 

room is clear, locate the locked door on the left side and open it with a Loc 

Grinder. Inside you can find a variety of ammo, an RC Bomb Car, and some 

other junk. Now carefully cross the room while evading the two spinning 

blades suspended from the ceiling. Look for an opening, then weave betwe 

the two blades while running to the opposite side of the room. 

. 
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: My [GAINING INFLUENCE 
Climb the stairs to POWER CONTROL BOARD 

this corridor that » New Objective: Flip the switch to redirect power to 

opens up ona Subway Town 

large room ringed 

by a catwalk. 

Mow down the 

two nearby 

bandits, but 

watch for more 

Gearheads posted 

on the adjoining 

catwalk. One 

comes charging 

at you with a 

flaming baseball 

bat, too. There’s — - —————— 

a ladder near the Climb the stairs leading up to the Power Control Board—as you advance, 

room’s entrance the doors behind you seal shut. Before reaching the top of the stairs, equip < 

that leads up to a small platform overlooking the catwalks. This platform the Rocket Launcher and load a fresh clip. At the top of the stairs, the 

offers decent cover as well as a good perspective from which to snipe leader of the Gearheads is waiting for you, decked out in the same heavy 

enemies with your Settler Pistol or Sniper Rifle. Or if you prefer, you can stay —_—‘red armor as before. His health meter appears in the top right corner of 

on the lower level and advance little by little, using the metal plates beneath ‘the screen. The Gearhead leader is equipped with a grenade launcher-type 
the catwalk railing for cover. As you advance, most of the Gearheads will weapon, but don’t let him shoot it in this narrow space with nowhere to 
retreat. However, continue watching for more bandits with flaming baseball hide. Instead, hammer him with HE Rockets until he’s dead. Once the 

bats heading your way. Gearhead leader is down for good, loot his body and interact with the 

switch on the Power Control Board to redirect the Power Plant’s electricity 

Pass through to Subway Town. After throwing the switch, turn around to spot a Gearhead 
evel TOOT exiting a newly opened doorway, armed with a flaming baseball bat. Gun 
and head him down and then pass through the doorway. 
upstairs to the 

large generator 

room—you’re 

not far from the 

Power Control 

Board now. 

However, several 

Gearheads stand 

in your way. Hold 

near the doorway 

and engage 

them with your 

Authority Machine 

Gun and Settler 

Pistol. By now 

you may be getting low on armor-piercing ammo. If this is the case, use 

anything you have left to cut through the resistance here. Even Steel AR 

| Rounds fired from your Assault Rifle can be effective, although it will take 

several hits to drop a Gearhead. Toss any Advanced Wingsticks you have 

left, too. Eventually you’re approached by another Gearhead armed with a 

flamethrower—don’t waste any time. Take this guy out with HE Rockets 

fired from your Rocket Launcher. Continue pushing forward while mowing 

down the reinforcements with any ammo you have left. At the end of the 

walkway, a couple of Gearheads guard the doorway leading to the Power 

Control Board. Toss an HE Grenade (or fire an HE Rocket) through the 

doorway, then mow down the survivors while they're dazed. 
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In the adjoining passage you encounter another Gearhead. There isn’t much 

cover here, so neutralize him as fast as possible, even if it means hitting 

him with an HE Rocket. Once he’s dead, one of Redstone’s men appears in 

the doorway on the right—don’t shoot him. He asks you to help wipe out 

the remaining Gearheads in the generator room by interacting with a nearby da 

control panel linked to a few booby traps. Sounds like fun! 5 



oh, came 
Pass through 

the doorway 

where Redstone’s 

man appeared 

and follow the 

adjoining path 

to a control 

panel with three 

switches labeled 

Electro, Fire, and Chopper. Redstone’s men are on the left side of the room 

while the Gearheads advance from the right. When there are Gearheads on 

the right, throw the corresponding switch to activate a series of chopper 

blades capable of cutting your foes to pieces. Throw the middle switch 

when the Gearheads advance to the center of the room to activate five 

flame jets. If the Gearheads make it to the left side of the room, throw the 

left switch to unleash a powerful electrical current—just don’t use this one 

when Redstone’s men are in this area. Experiment with the different booby 

traps and try to trigger them when the Gearheads are in the kill zone of 

each. Each booby trap is active for only a few seconds, followed by a brief 

cool down period. Time the use of each booby trap carefully, taking into 

consideration the positions of the Gearheads. The Gearheads are focused 

on attacking Redstone’s men, so you don’t need to worry about taking 

cover unless you open fire. However, you can complete this stage by simply 

activating the booby traps at the proper times. 

After killing all the Gearheads, a door opens up behind the control panel, 

leading back to the Power Plant's entrance. One of Redstone’s men tells 

you to head back to Subway Town to inform the Mayor of the news. Before 

you go, enter the stairwell on the left to reach an office above the control 

room. You can find the Gearhead Boss card in the file cabinet at the top 

of the stairs. Interact with the nearby door to return to the Wasteland and 

your Monarch. 

__POWER STRUGGLE 
The Power Struggle achievement/trophy is unlocked’after 

. completing the objectives at the Power Plant. 

» New Objective: Inform Redstone of your success 

Hop in your 

Monarch and 

prepare to 

engage more 

bandit vehicles as 

you drive away 

from the Power 

Plant. Deploy your 

Shields as soon 

as you detect the 

launch of incoming rockets. Answer back with a volley of Homing Rockets 

of your own, methodically blasting each incoming enemy vehicle. Once the 

area is clear, follow the marked path back to Subway Town. Before leaving 

the garage, pay Saul to repair any damage to your ride. Also, don’t forget to 

check in with Brick at the Fez Bar to receive payment for the bandit vehicles 

you've destroyed. 

SUBWAY TOWN 

Back in Subway Town, two Authority enforcers stand guard in front of Mayor 

Redstone’s office—it looks like this isn’t the best time for a visit. Instead, 

head back to the Resistance base and speak with Elizabeth in her lab. She 

tells you about the Authority's involvement in mutant experimentation. She’s 

determined to get the word out so everyone knows about the Authority's 

crimes. Next, speak with Captain Marshall—this finally completes the 

Gaining Influence job. Marshall acknowledges the presence of the Authority 

upstairs, but says you’re safe for now since they don’t know what you look 

like. You still need to act quickly before they get wise. Marshall tells you to 

see Lassard—he’s been working on decrypting your ID Drive. Before talking 

to Lassard, head back upstairs. There are a couple of side jobs you can 

complete now. » 
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mem NY DISTILLERY 
PP a Ie i eee earn een ei r : gts 

~ DIETRICH 

| Objective: Distill two bottles of 
Blueshine for Dietrich. 

)) lve encountered some challenges at 

my distilleru. Regenerative Infusion 

Recipe a 

| Every time | turn on my machines, + j 

1 a hear oe ene aun come TCE sta i 

— running. The job is easy: find my empty a 

7) bottles and use my machine to fill them 

4) with Blueshine. The hard part is surviving long enough Comet Bloom 2 

to collect the bottles. You'll find a cave just off the 

bridge out of Subway Town. The cave leads to the back 

entrance of the Abandoned Distillery. Bandages 

1| Bring back two bottles of Blueshine and I'll give you 

4) something very valuable. a 

Provided Equipment: None 

» New Objective: Use the cave path to reach the 

Abandoned Distillery 

entered the Gea head Vault. Step inside and listen to his problem. Like Dietrich said, the entrance to the cave is located near the 
pautants are, ingi it difficult to run his distillery, so he needs you Subway Town bridge. If you're having trouble spotting the entrance, 

F bottles of Blueshine for him. ECE’ his job reference the minimap. Park your ride outside the cave and advance 
to the Abandoned Distillery’s back entrance on foot. While passing 

ie not : in the CCRA Management office where you 

ave at least 60 rounds of Buckshot, a few Advanced through the cave, look for the Portman collector card on the right 
arts to build at least one Advanced Sentry side of the path. There's also a rare Desert Spore on the left side of 

dvanced Sentry Bot. When youre all ready, return the path as you near the distillery’s door. Interact with the door at 
ick a vehicle of your choice for the short drive the end of the path to enter Dietrich’s distillery. 

continued on next page 



THE ABANDONED DISTILLERY 
Beer Bottles 

Small Objects 
Secret Developer | Bandages 

Feltrite Crystals x2 
Graffiti Room Oil Liters 

Oil Liters Books x2 Small Obj hen : jects 
Bandages Oil Liters x3 Food Cans smal gnects Food Cans x6 

Small Objects x7 Gas Liters x2 Books x3 

2 (6 >» valve that opens » 
Dies onal; = ee y/ the secret 
02 Objects Runt, D haat developer graffiti 

room 

Small Object x2 

Books x3 

Secret Room 

| Sniper Rounds x15 

Tools 

Advanced Sentry 
Granret Lock Grinder Oil Liters x4 Small Object x2 

~ | Buckshot x16 Beer Bottles Small Objects x2 Food Cans x3 
ij ‘| RCBombCar @ Books fe Fat ye x6 Beer Bottles 

Bee 5 : OilLitersx2 ass oe Small Objects x3 Gas Liters x2 

‘Small Object eel eer Bottles x 
i=) lta 

heal Boltsx6 

Find the Distillery Room 

e 

There are no mutants arotnd when you first enter the distillery, so take your 
time scouring the first few rooms for junk. You eventually come toa locked 
door. Instead of making a Lock Grinder of your own, search the: office to © & 
the right—a Lock Grinder is sitting | in the open desk drawer. Grab the Lock 
Grinder and use it to breach the locked door. After passing through ecb 
turn to the right to enter a small I closet “containing a wide range of junkas 
well as some Fatboys. en J 
wt ‘ 
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Follow the path running parallel to a conveyor belt in this room. At the end of 

the conveyor belt is a pit, covered by several wooden planks. Suddenly, a mutant 

drops through the ceiling and crashes through the boards, disappearing into the 

pit below. Don’t bother chasing after the mutant immediately. Instead, search the 

area for items to loot, then drop down into the pit. You can exit the pit by crawling 

through a rusty pipe. You must crouch to fit through the pipe. 

As you emerge from the pipe, take note of the lone mutant at the far end of this 

corridor. Remain crouched and creep up behind the mutant while equipping an 

Advanced Wingstick. When you're within an acceptable range, toss the Advanced 

Wingstick at the mutant to lop off his head. It isn’t long before reinforcements come € 

charging down the corridor. Backpedal if necessary to keep your distance while 

tossing Advanced Wingsticks at the charging mutants. The Advanced Wingstick can 

attack multiple targets with one toss, making it very effective when dealing with 

large crowds. If the mutants get too close for comfort, open up with the Combat 

Shotgun. Once the mutants are all dead, use an Electrobolt or Pulse Shot on the 

yellow fuse box to open a secret door; collect the loot inside, then proceed to the 

end of the corridor and turn right. You can find a fully assembled RC Bomb Car ona 

low platform here. 

As your turn to enter this large room, two mutants come charging at you. Wait 

for them to get within a few feet, then open fire with the Combat Shotgun. 

Before climbing the spiral staircase up to the top floor, loot the ground floor. 

There's plenty of Small Objects, Beer Bottles, and Oil Liters here you can sell 

to Jani for a small profit. Break a crate for some Feltrite. When you're finished = 

picking through the junk, head upstairs to enter an old control room. 

In the control room, quietly creep up onto the control panel overlooking the 

next room. A plank propped up against the control panel allows you to climb up 

without jumping. Just below you can see two mutants with their backs turned 

to you. Use Advanced Wingsticks or Steel-Tipped Bolts fired from your Striker 

Crossbow to silently take these guys out. If they hear you, they'll both charge 

toward you, climbing through the control room window. If this occurs, step back 

f _ into the control room and blast them with your Combat Shotgun before they b 

ae 2 : a Wee hal can strike you with their melee weapons. When both mutants are dead, drop 4 

Gore. a ome: / @§= down from the control room window to enter the next area. & 

LAT nse pvc piste 60 

a: 

continued on next page Re 



In this large room you're swarmed by several mutants descending from the massive 

silo-like stills in the center. Maneuver to an open area where you can easily deploy 

your Advanced Wingsticks against the climbing mutants. Be ready to blast them 

with your Combat Shotgun as they reach the ground and begin rushing toward 

you. Eliminate all the mutants, then search the surrounding area for more junk. 

Next, climb the ladder attached to the central still until you reach the top. Here 

you're attacked by more mutants, including one lobbing fireballs at you from 

atop a neighboring still. The Advanced Wingsticks work much better up here, 

allowing you to take out multiple mutants with each toss. Using the planks and 

pipes as walkways, advance from one still to the next, but watch your step—a 

fall from these heights is fatal. While crossing these makeshift bridges between 

the stills, watch out for more mutants charging toward you. Do your best to take 

them out with Advanced Wingsticks before they can advance within melee range. 

Drop down from the last pipe to reach a catwalk high above the room. Blast more 

mutants here and proceed through the doorway at the far end of the catwalk. 

Drop through the hatch in the floor and crawl through the low opening to access 

the Distillery Room. 

» New Objectives: 

» Grab the Empty Chemical Jugs 

» Use the Distiller to fill the Jugs with Blueshine 

In the Distillery Room, there are two staircases leading up to the still—both take 

you to the same platform. Making Blueshine requires three easy steps. Start by 

grabbing the two Empty Chemical Jugs on nearby table. Next, interact with the 

open hatch in the Distiller to insert the first jug. Finally, interact with the valve 

to the left of the Distiller to begin making the first batch of Blueshine. As the 

old equipment rumbles to life, the cries of distant mutants can be heard. If you 

haven't already, build an Advanced Sentry Turret and deploy it near the desk 

by the Distiller, facing the platform’s railing. The Advanced Sentry Turret has no 

problem tracking and killing all the incoming mutants. However, stand guard 

and pick off any mutants that get too close to your devastating toy. 

: During the attack, keep an eye on the Distiller. When the hatch opens, grab the 
Saupe nea. ; Ne eens oe f filled jug and place the other empty jug inside the Distiller. Restart the Distiller 
Seemann a by interacting with the valve and prepare for another round of mutants. By now, 

your Advanced Sentry Turret has probably run out of power and has collapsed. 
Salvage any parts from the turret and build an Advanced Sentry Bot (or two) to 

help you fend off the next wave of attackers. In addition to being armed with a 
turret of their own, the Advanced Sentry Bot can perform lethal melee attacks. 
However, the Advanced Sentry Bot is mobile and autonomous and may hop 

over the railing to fight mutants on its own, leaving you to guard the Distiller 

all by yourself. Even then, the Advanced Sentry Bot draws plenty of attention, 

making it much easier for you to deal with the mutants who break through. 
Watch the Distiller and grab the second Jug of Blueshine as soon as the hatch 

opens. At this point a door behind the Distiller opens and more mutants pour through. If your Advanced Sentry Bot is nearby, you'll have 
no problem plowing through these attackers. Before leaving the Distillery Room, interact with your Advanced Sentry Bot to retrieve any 
reusable parts. The newly opened passage behind the Distillery Room leads to the exit. It’s time to get this Blueshine to Dietrich! 

PASSIVE AGGRESSIVE 

Ire ady, the fight in the Distillery Room is the perfect opportunity to unlock the Passive Aggressive achievement/ 
idxo)o)a)an BY=i0) (0) V4 Sentry Bot or an Advanced Sentry Bot and let it kill three enemies on its own to earn this achievement/trophy. 

continued on next page 



« COMET BLOOM 

GARAGE MUDTIPLAYER 

DEV GRAFFITI 

You must find the secret room in the Distillery to earn the Dev Graffiti achievement/trophy. When you yest fants room n ehae 

contains several tall stills, search for a ladder leading down to a recessed area of the floor. Climb down to this low area and follow the 
path around the base of the stills. At the end of the path is a mattress; interact with the valve just above the mattress—this opens. 

the door to the developer graffiti room: Return to the ladder and climb up to the main floor. At the top of the ladder, turn right to 
locate a small opening in the wall. Crouch and crawl through the low entrance to the developer graffiti room. In the center of the. 
room isa sculpture of junk resembling the id Software logo. The walls of the room are screwed with nine ste iets of. me RAGE 
development team. ; Ses 

SUBWAY TOWN 

» New Objective: Take the Jugs of Blueshine to Dietrich 

Return to your vehicle and make the short drive back to Subway Town. Dietrich 

is ecstatic to have his Blueshine, with plans to make a fortune from selling it. As 

promised, he makes sure you're well rewarded for your work, handing over the < 

Regenerative Infusion Recipe as well as the ingredients to make It, including a 

Bandage, two Comet Blooms, and a Vial of Blueshine. Regenerative Infusion is 

a consumable that increases your health regeneration for 90 seconds. This will 

come in handy for your upcoming fight against the Authority. Before making any 

Regenerative Infusion, consider taking one of the key ingredients to Norbu, and 

old man hanging out by the Fez Bar. He’s been looking for some Comet Bloom... 

Now that you 

have some Comet 

Bloom, speak with 

__ Norbu by the 

"| Fez Bar. This old 

man is suffering 

| from muscle and 

iy joint pain and has 

heard that Comet 

Bloom may ease 

his ailments. If at 

Objective: Gather Comet 

Bloom for Norbu's pain. 

Can you help an old man 

like muyselFe 

| My muscles and joints are 

making it harder for me to 

Walk these days, but | heard 

about a plant called Comet 

Bloom. | hear chewing it makes the pain go eo 
Q mts A least one Comet Bor is s still in your possession, the aia is ecomipleted a: as soon 

away. Problem is, | ain’t got no way of getting 
s ; : | as you accept it. Norbu thanks you and hands you $350. If you want more te 
it; the stuff grows near impact craters like i C BI ee ae Pg Wey sleds aie oa os 
those Way north of here in Gearhead territory, ' Comet Bloom to make Regenerative Infusion, you can find it by the Authority 

Blockade out in the Eastern Wasteland. It grows and regenerates in three 

REWARD 

ITEM QUANTITY 

You fincl me some Comet Bloom, and I'll give || distinct spots at this location. Now you can head back to the Resistance Base 
_ you something you can use. /| and see what mission Lassard has planned for you. mM 
i i: i 

| Provided Equipment: None a ' 4 

: 

Dollars 



Objective: Recover the 

Decrupter from the Ark in 

. Jackal Canyon. 

Captain heard that an Ark 

emerged in the Jackal 

Canyon! 

If any Ark survivors met the 

), Jackals then they were dead in 

| minutes, but their Ark’s Decrypter should still 
be intact. It’s dangerous, but we need you to 

) gO north into the Jackal Canyon, find that Ark, 

}) and recover the Decrypter. 

1] Bring me that Decrypter and I'll be able to 

) read the lost sectors on your ID Drive. 

Provided Equipment: None a 

Reward: None 

» New Objective: Locate the Jackal Canyon to the 

northeast 

Lassard has hit a snag while attempting to decrypt your ID Drive. There are 
some sectors he can’t access with the single Decrypter he has. However, 
he knows where a second Decrypter is. Captain Marshall has heard rumors 
that another Ark has emerged in the Jackal Canyon. Chances are any 
survivors have been killed by the Jackal Clan. However, the Ark may still be 
intact, including its Decrypter. Lassard needs you to head into the Jackal 
Canyon and retrieve that Decrypter. It won’t be an easy job, but it’s the only 

way to access those restricted sectors on your ID Drive. 

12 

is & aa si) 
——— 
| Builds a pack of Dynamite Salts for stealth kills that =a) 
end with abarg. 

Waltzing into Jackal Canyon isn’t something that should be taken lightly. 

Before leaving Subway Town, pay a visit to Jani and stock up on ammo 

and supplies. If you haven't already, now’s the perfect time to buy the 

Dynamite Bolts Schematic. This allows you to construct explosive ammo 

for your Striker Crossbow. Make sure you have enough Steel-Tipped Bolts 

and Explosive Packs to make at least 24 Dynamite Bolts. Also, load up on 

ammo for your Sniper Rifle, Combat Shotgun, and Authority Machine Gun. 

Finally, buy Bandages or the ingredients to make your own. Before leaving 

town, visit Sparky’s Auto Parts downstairs to buy ammo and Shields for yot 

Monarch. 

The entrance to Jackal Canyon isn’t far from Subway Town, so don’t expect 
much resistance in the form of bandit vehicles along the way. Still, if you 
encounter any bandits on the road, take the time to wipe them out. As you 

near the footbridge leading across a deep chasm, make sure no enemy 
vehicles are around before exiting your Monarch. Step onto the footbridge 
and follow it to the large metal door leading into the canyon. 
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JACKAL CANYON 

Cloth Rags 

Steel Blades 

HE Grenades x2 

e> Dynamite Bolts x4 

a Small Objects x2 
i. Beer Bottles x2 

a 

| 

Li] g 

Fy 2 

Night Blossom : a 

HE Grenades 

Ark Equipment Fat Mommas x6 

(Mission Specific) Oil Liters x2 
= \ Feltrite Crystals x4 Hardware Packet 

OW aC 
i 

Fat Boys x6 Fra : 
Buckshot x8 Beer Bottles x2 

Night Blossom eS. 
: * 

= rT . .. ' A : > 

| e 

A RC Car Kit y 
\ \ Nanotrite Conduit . 

\ \ 

Explosive Pack 
Small Objects 

\ 2 

‘ae Ya \ | i Ls 
a 

~ \ 
~ 

) / { 

Food Cans 

Tools 

Dynamite Bolts x4 

Sniper Rounds x5 

HE Grenades 

Buckshot x8 

eae Netae 

GARAGE MULTIPLAYER 

Small Objects 

Dynamite Bolts x4 

< 
Night Blossom 

Feltrite Crystals x2 

Gas Liters x2 , \ 

Collector Card: Jackal Club 

Cloth Rags 

Beer Bottles x2 

Dynamite Bolts x4 

Collector's Card: Jackal 

Crossbow 

Beer Bottles x2 

Dynamite Bolts x4 
Explosive Pack 

HE Grenades x2 | | 
Antiseptic Formula 

Cloth Rags 
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Find the Ark and recover the New Objective: 

Gecrypter 

Soon after 

entering the 

canyon, you 

encounter the 

first Jackal bandit 

patrolling near a 

gate. While his 

back is turned, 

s hit him with an 

Advanced Wingstick for a silent kill. The closed gate prevents you from 

advancing deeper into the canyon, so you need to find a way to open it. For 

now, ignore the Jackals on the large multi-tiered tower-like structure—you 

can deal with them later. Grab the Jackal Crossbow card from a small, 

dark alcove on the left of where you first entered the canyon. Jump up 

into this alcove to retrieve the card along with some Beer Bottles and 

Dynamite Bolts. Now look for the tunnel opposite of the gate and follow the 

adjoining path. 

As you exit the 

tunnel and step 

onto a makeshift 

footbridge, a 

pair of Jackals 

appear in front 

of you chanting 

high-pitched 

war Cries before 

charging. These 

guys are fast 

and agile, not 

unlike the Ghost 

Clan bandits. 

They'll jump, 

roll, and sidestep 

in an attempt 

to avoid your 

ranged attacks. Wait until they’re a couple of meters in front of you and 

then you can blast them with your Combat Shotgun. One hit may not be 

enough to drop these guys, so be prepared to hit each Jackal with at least a 

couple of rounds of Buckshot. Alternatively, if you want to try out your new 

Dynamite Bolts, fire one into a Jackal and watch as they panic before the 

bolt explodes. 

At the end of the footbridge is a small shack. Rush inside the shack to 

prevent getting hit by the incoming flaming arrows fired by the Jackals 

positioned on the central tower. As long as you have the shack’s metal roof 

overhead, the arrows harmlessly bounce away. Interact with the lever next 

to the shack’s entrance to open the gate blocking the canyon’s entrance. 

Once the gate is open, hold in the shack and take a few moments to 

snipe the arrow-firing Jackals on the tower and surrounding cliffs. Both 

the Sniper Rifle and the Striker Crossbow’s Dynamite Bolts work well for 

this task. Even the Settler Pistol loaded with Fat Mammas is effective for 

these long-range engagements. Stay inside the shack while picking off 

~ ‘the Jackal shooters one by one. Don’t leave until all flaming arrow attacks 

have ceased. Before leaving the shack, be sure to grab the Jackal Club 

collector card sitting on a crate next to some Cloth Rags, Beer Bottles, and 

Dynamite Bolts. Retrace your steps back to the gate and continue along the 

cliffside path. 

Don't forget to loot the bodies of the dead Jackals. These guys carry 

a substantial amount of cash and ammo. Unfortunately, if you 

| detonate the Jackals using Dynamite Bolts or other explosive paLBEKS, 

| there will be no body to loot. - 

As you pass through the open gate, you’re attacked by more Jackals 

rushing down the path. Backpedal as necessary while firing your Combat 

Shotgun—and keep some Bandages ready. Most of the Jackals attack with 

melee weapons, but some are equipped with assault rifles. Deal with the 

charging Jackals first, then attack their firearm-equipped buddies. Also, 

watch out for floating red balloons. Dangling from each balloon is a high 

explosive charge that detonates if you get close to it. You can neutralize 

these threats by simply shooting the balloons. Just make sure you're a safe 

distance away before they detonate. 

As you pass through the next tunnel, a Jackal swings in from the left, 

arriving from the central tower via a Zipline. Blast him with your Combat 

Shotgun, then cautiously continue through the cave. When you spot a pair 

of explosive orange and white barrels tumbling down the path toward you, 

backpedal to avoid contact, then shoot the barrels to make them explode. 

More Jackals come charging at you following the barrel attack, so be ready 

to greet them with a volley of Buckshot. 

i“ 
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When you reach this platform, you must use a Zipline to cross to the cliff 

on the left. Before interacting with the zipline, equip your Sniper Rifle and 

pick off the Jackals in the distance who are firing flaming arrows at you. 

Fortunately, the metal awning over the platform protects you from most 

incoming arrows, so take your time aiming and make each shot count. 

Once the area Is clear, use the zipline to reach a small alcove in the cliff. 

Hold inside the alcove and use your Authority Machine Gun to exchange fire 

with a pair of Jackals. Once they’re down, use another zipline to reach the 

next path. 

Y Ruthority MG Rounds 
— 183 

As the path turns 

toward this large 

platform, watch 

out for a Jackal 

on a rooftop to 

the right firing 

Dynamite Bolts at 

you. Answer back 

with a Dynamite 

Bolt of your own. Now turn toward the platform and deal with more Jackals 

charging at you. Try to detonate the orange and white barrel as they run 

ree it to dish out some devastating splash damage. Mow down the rest 

ith your Authority Machine Gun and Combat Shotgun. Continue blasting 

Jackals as you advance up the narrow footbridge leading up to a lift. Ignore 

re incoming arrows for now and keep moving—as long as you don’t stand 

till, the shooters will have a hard time hitting you. Before boarding the lift, 

grab a Night Blossom on the left side of the path. Now board the lift and 

throw the switch to ride it down to the next area. 

: =< RED 

Be ready to blast a trio of Jackals as you step off the lift, and watch a 

fourth arriving via zipline on the path ahead. After taking out the Jackal 

on the zipline, search the nearby shacks for ammo and supplies. As you 

exit, prepare for more Jackals hopping out the nearby hatches. Backpedal 

while opening fire on the charging Jackals. Look for the two white propane 

tanks on the right side of the path and target them as the Jackals run < 

past—detonating these tanks at the right time can wipe out two Jackals at 

the same time. Once the charging Jackals are all dead, turn your attention 

to the nearby tower and pick off any ranged attackers with Dynamite Bolts. 

Follow the footbridge up to the tower, blasting more Jackals along the way. 

The descent down this part of the canyon is extremely treacherous. The « 

spiral path leading to the bottom of the canyon is guarded by several 

Jackals, most firing flaming arrows at you. To make matters worse, the 

canyon is filled with red balloons carrying explosives. Blast as many 

balloons as possible with your Assault Rifle or Authority Machine Gun, 

then begin picking off the Jackals with Dynamite Bolts as you cautiously 

descend. But be ready to switch weapons if you spot more red balloons or 



Jackals charging straightfor you. If you’re running low on Dynamite Bolts, 

Fat Mammas are equally effective at quickly stopping the arrow-firing 

Jackals. Cautiously descend to the bottom of the canyon and search the 

shacks there for some supplies and ammo, including some HE Grenades 

and Fat Mammas. 

z DECRYPTED re 

Retrieving the Decrypter from Jackal‘Canyon unlocks the 
Decrypted achievement/trophy. 

is nearby, ared grenade 
eins: The a also t Jal 

Having escaped Jackal Canyon with the Decrypter, return to your Monarch 

and drive back to Subway Town. From Saul’s garage, head directly to the 

Resistance Base and go see Lassard. Within a few seconds Lassard has 

cracked into the restricted sectors on your ID Drive. The information on the 

ID Drive contains a treasure trove of data, including the locations, codes, 

and re-entry times of every Ark on Earth. The codes can be used to free th 

remaining Arks the Authority has buried. For the first time, Captain Marsha 

now feels that Resistance has a good chance to topple the Authority, but 

it won't be easy. First, he needs you to knock out the Authority Security 

Bridge. Speak to Portman for details on your next job. . . 

Enter the cavern at the bottom of the canyon to approach the Ark. As soon 

as you enter the cavern, a large metal door slams shut behind you. The 

path leading to the Ark is guarded by a few more Jackals, but they’re easily 

dispatched with Dynamite Bolts. Step inside the Ark and turn to the right 

to look for a small blue screen with a black palm print. Interact with this 

screen to open a hatch revealing the Decrypter. Grab the Decrypter and turn 

around to face the Ark’s door. Shoot a Dynamite Bolt at the Jackal charging 

at you. Exit the Ark and turn to the left. At the top of a short flight of stairs is 

a bicycle-like mode of transportation attached to an overhead rail system. 

Interact with this device to ride it all the way back to the canyon’s entrance. 

There are a couple of Jackals patrolling near the doorway, so be ready to 

take them out before exiting. 
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o ASSAULT THE AUTHORITY BRIDGE 

7? STR TB ne —e ee PORTMAN 

Objective: Take out | 
the Authority Bridge’s 

defenses. 

Now we finally get to hit 

the Authority. ve been 

Waiting for this. You ready? 

Okay it’s a two-step process. 

First, you gotta blow the 

Authority Blockade near the entrance to the | 

ravine in the north. Once you do that, they'll li 

Know you're coming, so don't waste any time. 

— Then, drive down the ravine to the bridge, and 

find the generators. Blow those to hell and 

you'll disable the Bridge Defenses. 

_ Knock out the Bridge Defenses and we'll have 

access to Capital Prime. 

QUANTITY 

| 
i 
| PROVIDED EQUIPMENT 
| 

ITEM 

= Authority Pulse Cannon 

BFG Rounds 

» New Objective: Search out the Authority Blockade 

to the northeast 

It’s finally time 

to take the fight 

to the Authority! 

Speak with | 

Portman to 

get your next 

assignment. 

Before you can 

enter Capital 

Prime, you must first eliminate the defenses at the Authority Bridge. 

Once the defenses are down, you can cross the bridge and attack Capital 

Prime directly. After speaking with Portman, grab the Authority Augmenter 

Schematic sitting on his workbench. This only appears here if you didn’t 

get the schematic by speaking with Lassard earlier. Along with the 

schematic you also receive the parts to make one Authority Augmenter. 

This consumable temporarily increases your damage output. Don’t worry 

about making or using Authority Augmenters now, but they will come in 

handy later once you attack Capital Prime. 

MASTER CHEF — 

The schematic for the Authority Augmenter is the last one 

made.available in the campaign. If you've:collected/purchased 

all the schematics and recipes up.to this point, you earn the 
Master Chef achievement/trophy. If the achievement/trophy 
isn’t earned at this point, consider purchasing any remaining 
aateinarvatecn ixelaall a EV(-l en @ohireipolal elaly\ opie lo) ake forget the 

recipes earned’by completing jobs. You earn recipes from 
Janus Outrigger, Ramos Outrigger, and Richard (in the Second 
Chance Bar). e 

BISIBie & 
i) 

*. field (3] i ) (Shiela (3 fowentory ( 12} 
[A giovang shicid of energy that prevents ail damage =| 
to your vehicle for 4 short time. 

Before leaving Subway Town, visit Sparky’s Auto Parts downstairs. During 

the attack on the bridge you’ll encounter Authority Predators. These Ry 

tank-like vehicles aren’t as fast and maneuverable as the bandit buggies 

you've fought thus far, but they are heavily armored and equipped with 

a powerful pulse cannon. Prepare for these upcoming encounters by 

purchasing plenty of Shields and ammo for your Monarch’s weapons. The 

Miniguns inflict very little damage against Authority Predators, so spend 

your cash on Homing Rockets and Pulse Ammo. If you haven’t already, now 

is a great time to buy the Heavy Monarch Armor. After visiting Sparky, go 

upstairs and see Jani. You'll face a few enforcers on the Authority Bridge, 

so make sure you have at least 100 Authority AV2x Rounds and a few EMP 

Grenades. Once you’re stocked up on gear, return to Saul’s garage and prep 

your Monarch for the journey to the Authority Blockade. 

ae 



» New Objective: Place the Explosive Pack and blow 

the Blockade 

The Authority 

Blockade is 

located ina 

narrow canyon, 

not far from the 

Jackal Canyon. 

As you approach 

the Blockade, 

there are 

several mutants 

standing in the 

road. Instead 

of shooting 

the mutants, 

simply run them 

over with your 

Monarch. Once 

the canyon is 

clear, get out of the Monarch and cautiously approach the Blockade. When 

even more mutants climb over the Blockade, race back to your vehicle 

and eliminate the mutants by running them over. It’s now safe to plant the 

explosives. Park your Monarch a safe distance away and then interact with 

the faint explosive icon on the Blockade’s door. Rush back to your vehicle 

and wait for the explosives to detonate, blowing a hole in the Blockade. 

Race through the opening in the Blockade and run over yet more mutants 

while driving down into the ravine. 

ROADKILL 

This is an excellent opportunity to earn the Roadkill 

Achievement. Run over 10 mutants with your vehicle to 

unlock it. If you missed out on this opportunity here, you can 
still run over mutants in certain races. 

Need some 

Comet 

Bloom? 

There are 
three Comet 

Blooms 

lining the 
road leading 
Womuars 

Authority 

Blockade. They are well concealed and difficult to see from within 

your vehicle, however, so search the area on foot to find and retrieve 

|. these rare plants. lf you haven't already, you can take one of these 

plants to Norbu in Subway Town to complete the Comet Bloom side 

job, worth $350. 

» New Objective: Take the Authority Lift at the end ot 

the ravine 

As Portman predicted, blowing the Blockade has attracted the attention 

of the Authority. Not far into the ravine you encounter the first Authority 

Predator. Deploy Shields as soon as the enemy vehicle comes into view 

and wait until you have achieved a lock before firing Homing Rockets or tl 

Advanced Pulse Weapon. The Advanced Pulse Weapon is most effective, 

destroying the Authority Predator with a single hit. Pulse Ammo isn’t 

cheap, so make sure your shot counts. If you don’t have any Pulse Ammo, 

Homing Rockets are effective, but it takes at least two solid hits to take ou 

a Predator. A second Authority Predator patrols the area near the lift, just 

below the Authority Bridge. Once again, deploy Shields and take out the 

Predator with a single hit from the Advanced Pulse Weapon or two hits fro 

the Homing Rockets. 

Having cleared out the bottom of the ravine, drive your Monarch onto the 

lift. Hop out of your vehicle and interact with the green terminal screen to 

activate the lift—this will take you up to the center of the Authority Bridge 

Once the lift starts moving, get back in your Monarch, but don’t move. The 

are no guardrails preventing you from driving off the lift and plummeting 

back into the ravine. If this occurs, you can call the lift back down and 

try again. 



» New Objective: Use the Explosive Pack to destroy 

the generators 

When the lift stops, an enforcer on the bridge calls out for reinforcements. 

A small barrier prevents you from driving onto the bridge, so stay put and 

keep the Monarch facing forward. Immediately gun down the enforcer 

with the Monarch’s Miniguns. The Monarch’s weapons won't lock on to 

individual enemies, but it will track them, allowing you to focus your fire in 

the general area of your target. An Authority dropship arrives overhead and 

drops off reinforcements on the right side of the bridge. If necessary, hop 

out of the Monarch to lure the reinforcements within range of your vehicle’s 

weapons. Two of the enforcers are equipped with energy shields, but 

they're no match for your Monarch’s Miniguns. 

After eliminating 

the first wave, a 

second round of 

reinforcements 

arrives on the left 

side of the bridge. 

If you prefer, 

you can lure 

them toward the 

Monarch and take them out with the Miniguns, or you can simply engage 

them directly with your own weapons. Use EMP Grenades to disable the 

energy shields carried by a couple of the enforcers, then mow them down 

with your Authority Machine Gun. More EMP Grenades are located on the 

nearby crates if necessary. Make sure all the enforcers are dead before 

turning your attention to the generators. 

The enforcer reinforcements descend from the dropships using | 
jetpacks. If you haven't earned the Jetpacker achievement/ 

trophy, this is your last chance in the campaign to do so. 

To unlock it you must kill an enforcer during their jetpack 
descent. The easiest way to do this is to hit them in mid-air 
with any hitscan weapon. The enforcers hover a few meters 

over the ground before eventually dropping. Take this 

opportunity to blow an enforcer out of the sky to secure this 
achievement/trophy. 

There are two 

generators 

powering the 

Bridge Defenses. 

Interact with 

the transparent 

explosive icon on 

each generator 

to plant your 

charges, then back away. Once both generators are destroyed, locate the 

terminal with the green screen at the bridge’s center. Interact with the d 

terminal to lower the barricades in front of your vehicle. Now return to your 

Monarch to make your way back to Subway Town. 

» New Objective: Return to Portman in the Resistance 

Base 

Once back in your 

Monarch, hold 

on the lift until a 

Predator drives 

past you. Follow 

the Predator to 

the right and blast 

it from behind 

with Homing 

Rockets or the Advanced Pulse Weapon. Keep hammering the Predator until 

it explodes into a brilliant fireball. Now race back to Subway Town, located 

only a short distance from the Authority Bridge. 

GOTTA HAVE “EM ALL 

chance to complete your collection and earn the Gotta Have 
‘Em All Achievement! The Elite Guard card is found here on the 

bridge, behind some boxes. 

On the way into 

the Resistance 

Base, speak with 

Elizabeth, who is 

standing outside 

her lab. She tells 

you that her 

research shows 

the Authority 

is working on creating an army of mutants, controlled via Nanotrites. 

Fortunately, Portman has a new toy for your next mission. He feels you need 

a bit more firepower, so he offers you an Authority Pulse Cannon he looted. 

from a dead guard. Grab it to add it to your arsenal, along with three BFG a te 

Rounds. After speaking with Portman, talk to Captain Marshall. He has one » 

final mission for you. . . 

pie 



x! 

CAPTAIN MARSHALL fe = —— 

Objective: Trigger the egress 

of all Arks, and begin the : 

revolution! 

This is it, what we've been 

planning for so many 

years. Now. we hit the 

Authority where it hurts. 

/ Take this Code Cipher. You'll be 

| able to access a personne! entrance near 

' Capital Prime's main gate. Be careful. it will 

be heavily guarded. Once inside, get to the 

) Ark Control Center, and upload that data from 

your ID Drive. That will trigger the emergence 

of the remaining Arks. 

1) Mankind’s future depends on you now. God 

Speed soldier. 

PROVIDED EQUIPMENT 
mee QUANTITY © ITEM 

Code Cipher 

Reward: None 

Now’s the time to land a decisive blow against the Authority. Using a Code 

Cipher and the data on your ID Drive, you can now enter Capital Prime and 

trigger the emergence of all the other Arks on the planet. The Resistance 

has plans and people in place to support the newly emerged Ark survivors. 

The influx of Ark survivors around the world will give the Resistance a 

sizable army, capable of challenging the Authority directly. Still, Captain 

Marshall warns that it won’t be an easy revolution. The Authority still has 

a technological edge, and their progress in weaponizing mutants remains 

unknown. But this is the best shot the Resistance has at turning the tide, 

and your success in this mission is pivotal for their cause and the lives of 

untold numbers of Ark survivors. 

ASSAULT CAPITAL PRIME 

= ah. iz Prime, but don’t exi 

Following Captain eect 
Marshall’s pep 

we 

talk, leave the . At T Hi 

Resistance Base , a 

and head upstairs ARS be (coo = 

to the Fez Bar 

to get your 

payment from 

Brick for taking 

out those Authority Predators. Brick gives you $20 and 2 racing certificates 

for each Predator that you destroyed. Now there’s an even larger Authority 

presence in Subway Town, consisting of enforcers and drones. Don’t worry 

about getting spotted—you can’t be attacked here. After getting some 

cash and racing certificates from Brick, head upstairs to Jani’s Supplies. 

Sell any junk you have first, including items you know you will not use. 

Next, purchase Bandages or the ingredients to make some of your own. 

The action gets pretty rough in Capital Prime, so you'll want to be able to 

heal quickly. When it comes to ammo, stock up on Authority Pulse Rounds 

for your new Authority Pulse Cannon—500 rounds should suffice. If you 

have lots of cash, buy a few more BFG Rounds. Make sure you have a few 

EMP Grenades and HE Grenades, too. Don’t blow all your cash at Jani’s, 

however. Save at least $500 to spend at Sparky’s Auto Parts. The entrance 

to Capital Prime is guarded by multiple Authority Predators, so stock up on 

Shields and at least 12 rounds of Pulse Ammo. While you’re at it, spend 

any remaining racing certificates you have on upgrades for your Monarch. 

Check over your supplies one last time, then return to Saul’s garage, hop in 

your Monarch, and begin the treacherous drive to Capital Prime. 

You encounter 

the first of 

many Predators 

before crossing 

the Authority 

Bridge. Arm your 

Advanced Pulse 

Weapon, lock on 

to the Predator, 

and blow it to 

bits with a single 

shot. A second 

Predator attempts 

to ambush you 

at the far side 

of the bridge. 

Deploy Shields 

and blast it with 

your Advanced Pulse Weapon. Beyond the Authority Bridge, utilize boost 

to reach the Gates of Capital Prime as quickly as possible, zooming past 

other Predators positioned along the path. If you stop and engage every 

Predator along the way, you'll probably run out of Shields and Pulse Ammo, 

so just blow past the Predators at top speed. Follow the path shown on 

the minimap to find the ventilation shaft where you can enter Capital : 

our vehicle just yet. Authority Predators continually 
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leploy outside Capital Prime, so look for the red dots on your minimap and hunt down all nearby threats. When there’s a lull in Predator activity, race to the 

entilation shaft, hop out of your Monarch, and interact with the terminal at the end of the shaft to insert the Code Cipher, giving you access to Capital Prime. 

CAPITAL PRIME 

Start 

=~ BFG Rounds rae: 

02 ee Authority AV2x Rounds x80 

03 
| Authority AV2x Rounds x80 

Authority Pulse Rounds x100 =" a a | ; Authority Pulse Rounds x100 

BFG Rounds ——@ 

AV2xRoundsx40 | 



. Authority Pulse Rounds x100 

<— Authority AV2x Rounds x60 

& \ _ Authority AV2x Rounds» 

4 

f y bo i a“ ; hie ie | }> < Authority Pulse Rounds x100 y 
BFG Rounds 

Authority Pulse Rounds x100 

_ Authority AV2x Rounds 
_ Authority Pulse Rounds x1 
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)New Objective: Locate the Nexus Core . 

, a — 
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Crouch and crawl 

through the 

ventilation shaft 

until you come to 

a maintenance 

tunnel. Stand up 

and jump over the 

crate, and look 

for a stash of BFG 

ounds on the left while advancing through the tunnel. The tunnel leads 

a platform outside overlooking a dropship landing pad. There’s also an 

ithority drone hovering nearby that takes notice of you. Even if you shoot 

é drone before it sounds an alert, your cover is blown. Turn down the next 

rridor and be ready to gun down an enforcer that arrives to investigate. 

1e Authority Machine Gun loaded with Authority AV2x Rounds is sufficient 

r taking out this lone enforcer. 

- wath ita? 
seat GY, j 

QP re snag rae 
666 

A fe y if 

/ the time you reach this corridor, an enforcer has taken up a defensive 

sition, hiding behind a crate. Wait until he pops out, then blast him. 

security gate closes behind you as you enter the corridor, prompting 

re enforcers to attack, including one equipped with an energy shield. 

vitch to your Authority Pulse Cannon and open fire on the reinforcements, 

cusing your fire on the enforcer with the energy shield first. The Authority 

ise Cannon can deplete the energy shield over time, but it’s much faster 

take it out with an EMP Grenade. Once the enforcer with the energy 

ield is down, the remaining enforcers aren't difficult to dispatch with 

Is awesome weapon. Don’t forget to search their bodies for ammo and 

her items. 
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mit takes ‘approximately Rk seconds to teload the Authority Pulse, 

Cannon or'switch ammo types. ‘Constantly monitor the weapon's 

/ ammo count and strive ike} load a fresh magazine. after each major 

engagement. This isn'ta weapon you want to alert during a heated 

firefight. If you run out of ammo, consider switching to the Authority. 

Advance to this control room, making note of the security gate closing 

behind you. On cue, more enforcers appear at the far end of the room. 

Quickly load BFG Rounds in your Authority Pulse Cannon and hold down the 

trigger to charge up the shot. A blue, glowing ball of light appears at the 

end of the weapon’s barrel, growing in size until it erupts in a blinding flash 

that vaporizes all the enemies in front of you. There’s nothing left behind 

of the enforcers but black charred marks on the floor. Don’t pat yourself on 

the back just yet. Load Authority Pulse Rounds in the weapon and prepare 

to do battle with a formidable enemy. The next enforcer that marches into 

the control room is decked out in heavy armor and also equipped with an 

Authority Pulse Cannon. As soon as you spot him, open fire. Each shot that 

hits this enforcer knocks him back, preventing him from attacking. Keep 

up the pressure, stripping away his armor with each hit until he falls to 

the ground. However, if he manages to open fire, immediately take cover 

behind the crates near the room’s entrance. From there you can toss an HE 

Grenade toward him. The detonation of an HE Grenade is enough to stun — 

him, allowing you to rip into him with your own Authority Pulse Cannon. 

After exiting the 
control room, ee a 
right to enter this ~~ > 

corridor. Asquad 
of three enforcers 

attempts to halt “gd 

your advance 

here. Toss an 

EMP Grenade at 

the enforcer carrying the energy shield and then immediately open fire on 

all three enforcers with the Advanced Pulse Cannon. If you act quickly, you . 

can catch all three in the weapon's rapid fire before they can spread out. - 

Each hit causes them to stumble backward, preventing them from firing >, 

their weapons. Attack these guys aggressively until they’re all down. More” 

Authority Pulse Rounds can be found on a crate at the end of the corridor, » 

Continue down the adjoining hall and ride the lift to reach the Nexus C 

% Met wR ee ee 



NEXUS CORE © 
»Y New Objective: Initialize the Nexus Core 

Step off the lift and advance to this bridge-like structure. A security gate 

closes behind you, preventing escape. Halfway across the bridge, several 

Authority mutants climb over the railings and attack. These are the 

experimental mutants Elizabeth warned you about. Each mutant is covered 

in light armor and their right arms have been replaced by a powerful pulse 

weapon. Move side to side to avoid getting hit by the incoming blue pulse 

blasts and take cover behind one of the crates if necessary. These mutants 

don’t just shoot—they also charge at you and perform melee attacks. 

Fortunately, it doesn’t take more than five shots from the Authority Pulse 

Cannon to kill these mutants. Keep moving and turning to avoid getting 

clubbed in the back by a mutant. Also, keep some Bandages ready to 

heal yourself. lf your Authority Pulse Cannon runs out of ammo, instead of 

reloading, switch to your Authority Machine Gun to finish off the mutant 

attackers. Once all the mutants are dead, grab some BFG Rounds from the 

center of the bridge, then interact with the green terminal screen at the far 

end to initialize the Nexus Core. Step onto the platform and ride it as it rises 

higher within the core’s chamber. You must reach the very top of the Nexus 

Core chamber and interact with the terminals found there to initiate the 

emergence of the other Arks. 

» New Gbjective: Insert the drive into the ID terminal 

and upload Ark coordinates 

When the platform comes to a stop, turn toward the walkway blocked by 

a security barrier. As you step onto the walkway, two Authority mutants 

drop out of the hatches flanking the barrier. Mow both mutants down with 

your weapon of choice. Next, descend one of the two ramps flanking the 

walkway. Both ramps lead to the same platform where you must interact 

with a green terminal screen to deactivate the security barrier. Return to 

the walkway above and watch for more Authority mutants hopping out of 

a hatch near the deactivated security barrier, as well as in the adjoining 

corridor. Dodge their pulse and melee attacks while hitting them with your 

Authority Machine Gun or Authority Pulse Cannon. 

Turn left in the 

next corridor and 

watch out for 

more Authority 

mutants popping 

out of the hatche: 

embedded in the 

walls. Further 

down the hall 

you’re attacked by a squad of enforcers. If you haven't already, equip your 

Authority Pulse Cannon and immediately open fire while tossing an EMP 

Grenade at the lead enforcer carrying an energy shield. The Authority 

mutants fight alongside the enforcers, so don’t let your guard down. Clear 

out the corridor and then board the lift at the far end. Ride the lift to access 

a new walkway, higher in the Nexus Core chamber. 

Prepare to 

engage more 

Authority mutant: 

after you step 

off the lift—the 

Authority Pulse 

Cannon serves 

you well in this 

fight. Descend 

one of the ramps flanking the walkway while blasting the mutants. There is 

a green terminal screen just below the walkway where you entered. Interac 

with this screen to raise the platform in the Nexus Core chamber, however 

be sure to clear out all the Authority mutants first. After interacting with the 

terminal, return to the walkway above and step onto the central platform. — 
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1 the corridor beyond the platform, a small squad of enforcers approaches, 

ined by a heavily armored enforcer equipped with an Authority Pulse 

annon. Take cover behind one of the crates and load BFG Rounds in your 

yeapon. Charge the weapon by holding down the trigger, then launch the 

FG Round at the enforcers. The blast is strong enough to take out all the 

tandard enforcers, but it only weakens the enforcer in heavy armor. Finish 

im off with Authority Pulse Rounds, along with any Authority mutants that 

how up. Grab the BFG Rounds on the crate near the doorway ahead and 

ontinue into the next corridor. 

pon entering this corridor, turn right and watch out for Authority mutants 

Opping out of the hatches in the walls. Side step to avoid incoming pulse 

dunds and melee attacks while opening fire with your Authority Pulse 

annon. As you round the corner to the right, you come face to face with 

few enforcers, including one equipped with an Authority Pulse Cannon. 

ackpedal if necessary to avoid getting hit by their incoming fire. If 

ecessary, seek cover in one of the alcoves in the hall while exchanging 

re. This is another good opportunity to fire a BFG Round. This instantly 

jipes out the standard enforcers while significantly weakening the guy with 

1e Authority Pulse Cannon. Then finish him off with an HE Grenade. Grab 

1e Authority Pulse Rounds at the end of the hall and then board another lift. 

JEXUS CORE: TERMINALS 

> New Objective: Activate the Satellite Positioning 

Terminal 

GARAGE — MULTIPLAYER 

When the lift stops, step onto the walkway and interact with the green 

terminal screen to raise the central platform higher into the Nexus Core 

chamber. Once the platform is in place, you can now access the four Nexus 

Core terminals required to raise the Arks. Step forward and interact with the 

green terminal screen on the central platform—this is the ID terminal. After 

decrypting the data on your ID Drive, you’re ready to communicate with the 

other Arks. Locate the Satellite Positioning Terminal on the left and interact 

with its green screen. It takes a while to acquire the satellite positions, 

so step away from the terminal and battle the Authority mutants that are 

popping out of hatches surrounding the Nexus Core. Strafe around the 

central platform while opening fire with the Authority Pulse Cannon. There 

isn’t much room to maneuver on this platform and the adjoining walkways, 

but it’s important to keep moving, otherwise you’ll be an easy target for the 

Authority mutants. 

» New Objectives: 

» Activate the Coordinate Decryption Terminal fe 

» Activate the Data Transmission Terminal 2 : 

Eliminate the " 

first wave of ; 

Authority mutants 

and listen for 

the computer 

to report that 

the satellite 

positioning 

is complete. 

Now you can 

interact with 

the Coordinate 

Decryption 

Terminal, 4S 
locatedonthe 

chamber. This _ 

triggers another 

wave of Authority mutants to appear, leaping from hatches surrounding 

the chamber. Once again, stay on the move and unleash carnage on your 

foes with the Authority Pulse Cannon. The action is too fast and frantic” ¥ pre 

for firing BFG Rounds, so just keep pumping Authority Pulse Rounds into "oy 

the swarming mutants. Once the second wave of Authority mutants is 

This sends the signal for all other Arks to emerge. 



A long dormant satellite orbiting the planet suddenly comes to life, triggered by the transmission from the Nexus Core. Compiling the data from the ID Drive, 

the satellite locates the other Arks, still buried deep beneath the planet’s surface. A simultaneous signal is sent to every Ark, causing them to emerge from : 

the Earth’s crust. Within minutes, Arks fill the Wasteland, each containing cryogenically preserved survivors from the past. Despite the Authority’s attempt to 

suppress it, the Eden Project was a success. But now humanity faces new challenges. The Authority still maintains control of the Wasteland. However, the 

emergence of countless Ark survivors is a game changer, breathing new life into the Resistance movement. The revolution has begun! 

gn, based on the selected difficulty. The Obsessi 
Compulsive achievement/trophy is only earned by those who have completed every job, side job, jump, race, mini-game, and field goal, 
as well as gathering all collector cards and recipes. 

COMPLETION ACHIEVEMENTS/TROPHIES 

DESCRIPTION GAMERSCORE TROPHY 

Hey, not too roug Finish the Campaign on any difficulty 

eal 
Hurt me plenty Finish the Campaign on at least Normal difficulty 

Ultra-violence Finish the Campaign on at least Hard difficulty 

RAGE Nightmere Finish the Campaign on Nightmare difficulty 

ese 
bsessive Compulsive Reach 100% Completion in the Campaign 
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mg; JOB BOARDS 

ATENDED Pi 
> 

here’s more to RAGE than just blasting mutants and sticking it to the Authority. The Wasteland is a vast territory filled with adventure and opportunity. In a 

vorld where every item (and bullet) has a cost, it’s always good to know where you can go to supplement your income. In this chapter, we take a close look 

it every side job, mini-game, race, and all other lucrative opportunities awaiting you in the Wasteland. 

e 

WELLSPRING JOBS . 

MUTANT MENACE 

— are destroying our water lines! 
det 

we oeey a sharpshooter to ee ager 

Sais _ off water to Wellspring, IF you accept. the eR i 
% begins immediately. 

PROVIDED EQUIPMENT 

ICON ITEM QUANTITY 

Sniper Rifle Auto-Loader a 

REWARD 

ITEM QUANTITY 

JOB BOARDS 

Need to earn a little extra cash? Both Wellspring and Subway Town feature 

job boards where you can select from a variety of different employment 

opportunities. Interact with the job board to see what jobs are available and 

select one from the list. Once you’ve completed a few jobs, new jobs appear 

on the board. Check back frequently to see if any new jobs are available. 

Most jobs pay cash upon completion of the objectives, but you can also 

gather loot while advancing through familiar locations. When revisiting old 

locations, like the Ghost Hideout or Gearhead Vault, make sure you open 

every locked door and retrieve every collector card you can find. 

Upon accepting 

this mission, 

you're given 

the Sniper Rifle 

Auto-Loader 

upgrade for your 

Sniper Rifle. 

Although this 

allows you to fire 

the weapon much faster, it does nothing to dampen the recoil. You still need 

to let the Sniper Rifle settle following each shot before you can fire another 

round with any accuracy. For this job, you’re posted above Wellspring’s main ~ K 

gate and must protect the worker fixing three leaks on the pipes outside. - 

The worker is accompanied by a city guard armed with a weak pistol—the Ls 

health meters for your allies appear in the top right corner of the screen. 7: ; 

» 

Start by shooting the two mutants crouched over a body outside the gate. 

This allows the worker to move out and begin the repair process. While 

the worker fixes the leaks in the pipes, the mutants attack in waves, is 

approaching from the two roads leading to Wellspring. Constantly pan left, e 

and right to scan the roads for new targets. None of the mutants remain = = =. 

still, so you need to lead them a bit as they run toward the worker and city 

guard below. If you make all your shots count, you can kill the mutants 

before they can reach the city guard. However, if the city guard comes 



city quard dies, you need to prevent the mutants from reaching the worker. 

While the city guard can absorb a substantial amount of damage, the 

worker is killed instantly by any mutant melee attack. Fend off the mutant 

attackers until all three leaks are fixed to receive payment of $200. 

ONGAUTION Cee nam 
Some of the mutants will ignore the city guard and worker, opting 
to scurry up your sniper pereh’s ladder to attack you at close range. 
“If this happens, strike the mutant with the butt of your Sniper Rifle 
or simply fire a round through the mutant’s chest without using the 

LARAVAN COVER 

lal OY PE PEE TN NE LIN MOTOS RR TER ES SE EES on 

Dbjeetive, Protect the caravan as it heacks ovit 

OF Wellepirincy 

Supplies are ready for deliverty ta Gur Barrel 

Across the Wasteland 

The noe Caniqerous part of the trip ta Gun 

Darrelie the area right outside of Wellsprine. 

Weeoneee sniper cover to ensure the caravan 

SS akees it out of the area. Wh you aecept, the 

JO begins imnneciatnt y. 

Paumient will be rmiade omer the caravan has 

| lere the area 

PROVIDED EQUIPMENT 
QUANTITY 

Sioiper Rifle ALE Gel Oecler 

REWARD 

QUANTITY 

Dollars 

This one is similar 

to the Mutant 

Menace job, but 

(his time you gal 

lo snipe bandits 

attampting 

lo ambush 4 

caravan, The 

oaravan Consists 

of a buggy accompanied by three city guards walking on foot. The health 

meters of the city guards appear in the top right corner of the screen, For 

the duration of the job you're positioned on a high perch overlooking the 

canyon below. 

Not long into the job, a couple of Wasted Clan buggies approach the 

caravan and bandits pile out, Your Sniper Rifle can’t do much damage 

~ to the buggies, 80 focus your fire on the bandits. The bandits take cover 

behind their buggies, but don't even seem to notice you. Line up your shots, 

scoring headshots to quickly neutralize the threats, The city guards take 

7 

wt “n, 4. Res 

cover behind the caravan and open fire too. While the city guards can hold 

their own ina firefight, watch out for bandits rushing them with melee { 

weapons. Drop the bandits fast to prevent the city guards from getting 

clubbed to death. Following the first attack, the caravan advances to the left 

side of the canyon where a second wave of Wasted Clan buggies approach) 

This time watch out for bandits positioned on the freeway overpass above | 

the caravan. In the final phase of the attack, the caravan is rushed by RC | 

Bomb Cars. You can destroy these cars with one hit, but carefully monitor | 

their movement patterns as they zigzag toward the caravan. Once all the 

bandits and RC Bomb Cars are destroyed, the caravan escapes the canyon 

and you receive $200. } 

MISSING PERSON 
Pay as + 3 

(| 

_ Objective: Search the Ghost Hideout for signs 

of the kidnapped citizen. 

Attention Wellspring citizens and visitors! i 
| 

A member of our community was abducted 

by the Ghost Clan. We are looking for anyone 

brave enough to explore the Ghost Hideout for 

signs of her whereabouts. It will be dangerous, | 

| but you will be rewarded for your efforts. ) 

Find evidence of the missing citizen to earn 

| the reward. 

| Provided! Equipment: None 

REWARD 

ITEM QUANTITY 

» Return to the Ghost Hideout 

» New Objectives: |) 

| 

| 
» Find the Missing Person } 

This time you can 

enter the Ghost 

Hideout with 

heavier firepower 

than just the 

Settler Pistol. 

Before leaving 

Wellspring, 

stock up on 

Buckshot for your 

Combat Shotgun 

as well as Steel 

AR Rounds for 

your Assault 

Rifle. The Striker 

Crossbow's 

Steel-Tipped 

Bolts are also 
hs 

Y . 4 | 
oN effective if you hop@itotake a stealthier approach. Also, make sure you. . 

at mu 5 
; 4, 

ea 
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JOB BOARDS 
ve enough parts to construct at least one Lock Grinder, On the way to the 

1ost Hideout, consider stopping at the Hagar Settlement to buy some more 

ingsticks trom Halek. 

16 layout of the Ghost Hideout is exactly the same as when you first 

sited. Not far from the lobby is a locked door you were unable to open 

fore—use a Lock Grinder to breach the door. Inside the small closet are 

0 Feltrite Crystals and the Ghost Pistol collector card. Cautiously creep 

rough the corridors and use your Combat Shotgun and Wingsticks to take 

itevery Ghost Clan bandit you encounter. You can find the kidnapped 

izen in the corridor beyond the lobby's atrium, but it's too late, The 

yman is dead and suspended in the hallway by ropes attached to her 

ms and legs, Just beneath her body is the Ghost Bonestick collector card, 

ter finding the woman, continue killing Ghost Clan bandits while fighting 

ur way to the room with the large statue, where you were ambushed 

lier. Once you reach this area, the job is complete and you're awarded 

(00. Stay on your toes as you make a move for the exit as there may still 

afew bandits attempting to prevent your escape, 

TOLEN MERCHANDISE 

acase of muy best booze. | dont care about 

the booze, You can keep it if you fine it, but 

REWARD ~ 

ew Objectives: 

Head back to the Wasted Garage 

Find the stolen booze 

next job 

* . P Pr . 
a = hy 
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The Authority Machine Gun is very effective against the Wasted Clan 

bandits, so make sure you have plenty of ammo. As you probably 

discovered in your last visit, the Combat Shotgun is also useful for taking 

out the bandits who prefer to attack with melee weapons, so bring along 

plenty of Buckshot too, If you left any locked doors untouched during your 

last visit, bring along the requisite parts to build at least one Lock Grinder. 

You enter the Wasted Garage at the dam site, not far from the Ark. The door 

you enter is the same one you exited after the Find the Buggy Parts job, 

This time you raid the Wasted Garage in reverse, starting out by attacking 

the bottom floor and working your way upstairs, The bottom floor contains a 

locked door near the exit. If you didn’t break in this door earlier, bust inside 

with a Lock Grinder and grab the Feltrite Crystals and other loot inside. 

The Wasted Turret collector card is also located on a first floor workbench 

if you missed it earlier. Despite your earlier attack, the Wasted Clan has 

recovered and reoccupied their hideout, so expect stiff resistance as you 

move from one floor to the next. Fortunately, your Authority Machine Gun 

has no problem chewing up the bandits, The stolen crate of booze is located 

on the third floor, not far from the stairwell, It looks like the Wasted Clan 

has already emptied the bottles. Fight off the defending bandits and then 

add the Beer Bottles to your inventory to complete the job, In addition to the. 
$200 reward, you can sell the eight empty Beer Bottles to Coffer or Halek 4 

for a little extra money, Once the job is complete, exit the Wasted Garage, 

looting any objects you may have missed on the way in. 

™ 
° vf 

A PROPOSITION 

ya pa ae iy 
f 

| | Objective; Drive to the Hagar Settlement anc bee 

speak with Phaltlins Hager, 

/ Ive got @ business proposition invalving @ rare 

engineering schematic, 

live west of Wellspring in the Hagar 

|) Settlement, Come pay me @ visit if you're 

interested, Oh, ancl you better mot be afraicl 

of kicking some bancit butt, because this job 

won't be easy. 

/ Visit Phallinx Hager if you're Interested In a 

/ rare engineering schematic, 

| Provided Equipment, Nore 
i 

| Reward: Nome 



» New Objective: Grive over to the Hagar Settlement 

This job is only available after you’ve successfully raided the Shrouded Bunker for Sheriff Black. 

Although this job offers no reward, it leads into a side quest that allows you to build Advanced RC 

Bomb Cars. Accept the job posting and drive over to the Hagar Settlement. You can find Phallinx 

working on an engine outside Durar’s garage. Speak with Phallinx to see what he has to offer. . . 

—« RC PROTOTYPE » 
Ee ree 2 eee eee ees eS a Pepi 

Objective: Find the Advanced RC Bomb 

Car Prototype in the Shrouded Bunker. a 
QUANTITY 

| heard that the Shrouded Clan is 

working on an Advanced RC Bomb Car 

Prototype. 

Advanced RC Bomb 

Car Schematic 

If youre willing to head back to 

the Shrouded Bunker and find the 

Prototype, | might be able to reverse 

engineer it. Then | could upgrade your RC Bomb Cars. 

RC Car Kit 

Small Battery Pack 

Get your hands on an RC Bomb Car Prototype, and I'll 

upgrade your schematic. Nanotrite Conduit 

Provided Equipment: None 

Explosive Pack 

» New Objectives: 

» Head back to the Shrouded Bunker 

» Find the RC Bomb Car Prototype 

Before leaving the Hagar Settlement, make 

sure you're well stocked on HE Grenades 

and ammo. If Halek isn’t offering what you 

need, you can always stop by Wellspring 

and visit Coffer to resupply prior to your return to the Shrouded Bunker. If you haven't already, consider buying the Pop Rockets Schematic as 

well as some extra parts to build more. Pop Rockets are very effective against the minigun-toting bandits in the Shrouded Bunker. 

The layout of the Shrouded Bunker is the same as when you left it, with gaping holes in the walls where the bomb caches were once located. 

Fight your way past the bandits on the way to the round lift and ride it down to the bottom floor. The Shrouded Clan members have 

recovered since your last visit and are eager to exact revenge for the damage you've dealt to their hideout and comrades. Your Authority 

Machine Gun is best suited for taking out most of the bandits, but watch out for incoming grenades. There are several Shrouded bandits 

decked out in heavy armor and armed with miniguns. When facing these guys, stun them with HE Grenades and then blast them with your 

Combat Shotgun to strip away their heavy armor. Pop Rockets are also very effective as long as you score a direct hit with each shot. The 

Advanced RC Bomb Car Prototype is located on a workbench in the last workshop—grab it and climb the nearby staircase to return to the 

lift. Ride the lift back up to the top floor, clear out any remaining bandits, and exit the Shrouded Bunker. Deliver the Prototype to Phallinx 

back at the Hagar Settlement to receive your reward. He hands over the Advanced RC Bomb Car Schematic as well as the parts to build one. 

Advanced RC Bomb Cars function the same as their predecessors but now emit EMP when detonated, ideal for confronting Authority units. 
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| Objective: Protect Sheriff Black during the 

|) exchange with the Authority. 
sresermeaats MR 

Sheriff Black is making an exchange with the 

~ Authority! 

We need Sniper Cover to ensure the Sheriff 

_ makes it back alive. With the Authority, it’s a 

sure thing something is going to happen. If 

i you accept. the job begins immediately. 

: Keep Sheriff Black alive and we'll reward you. 

PROVIDED EQUIPMENT 

ICON | QUANTITY 

Sniper Rifle Auto-Loader eee 

REWARD 

ITEM QUANTITY 

3egin this 

nission from 

1 high vantage 

oint inside a 

Jerelict train car 

Werlooking a 

yanyon. Sheriff 

3lack is on the 

jround, preparing 

0 make an exchange with the Authority. Keep your scope trained on the 

sheriff so you can monitor the exchange. It’s no surprise when the Sheriff 

Irops the case and the Authority’s red laser sights cross your field of view. 

-ollow the lasers 

yack to their 

sources and 

sliminate the 

Authority troops. 

(our targets 

are stationary 

jut they are 

squipped with 

owerful sniper rifles, so stay out of their sights and finish off each target 

yefore moving on to the next. If you’re under too much fire, take cover for a 

noment, then pop back up and finish the job. 

The Authority snipers take up positions all across the area, but 

heir red laser sights are a dead giveaway. When the Authority drop ship 

shows up, keep your sights trained just under its hull and wait for the 

einforcements to drop down. Remember: it only takes one shot to kill 

hem while they’re wearing jetpacks, so wait for that perfect moment where 

hey hover in place just before landing to take your shot. Clean up a few 

Nore snipers after the drop ship moves away and you have this mission in 

he bag. " 

Ae 

SUBWAY TOWN JOBS 

BOUNTY HUNTER 

AS ae ee 

| OBjective: Return to the Abandoned Distillery 

and stop the thief. 

There's a thief after my Blueshine recipe! 

| | need someone to track him down and 
ensure he doesn’t discover my secret. | was 

told that he learned of my distillery and struck 

out immediately. Please. someone stop him 

_ before he ruins my profits! 

If you stop him, you can take whatever you 

want from the distillery. 

Provided Equipment: None 

J QUANTITY 

Jug of Blueshine 

» New Objectives: 

» Head back to the Abandoned Distillery 

» Take the thief’s empty jugs for yourself 

» Use the Distiller to fill the jugs with Blueshine 

It sounds like 

Dietrich is having 

more problems 

with his Blueshine 

business. Before 

heading for 

the Abandoned 

Distillery, visit 

Jani and stock 

up on ammo 

and supplies. 

The distillery 

is still overrun 

by mutants, so 

make sure you 

have plenty of 

Wingsticks and Pea Ke [a a 

Buckshot for your Es 

Combat Shotgun. Completing this job is much easier if you have a couple ~~ 

of Advanced Sentry Turrets, too. Make sure you have enough parts for them 

with you. 

aL 

Access the distillery via the same cave path near the bridge by Subway 

Town and enter through the facility's back door. This time youcan move * = 

through the distillery in reverse. You find the thief in the Distillery Room—it 
looks like a couple of mutants got to him first. Dispatch the mutants silently. 

with Wingsticks or Steel-Tipped Bolts fired from your Striker Crossbow. You 

can now pick up the two jugs the thief was carrying and distill a couple of. ; 

batches of Blueshine for yourself. Place a jug in the Distiller, and interact _ 



~ with the valve to start the noisy machinery. On cue, mutants rush into the 

Distillery Room as the equipment rumbles to life. Construct and deploy an 

Advanced Sentry Turret near the Distiller and stand guard with your Combat 

Shotgun while the first batch of Blueshine is distilled. When the equipment 

stops, grab the Jug of Blueshine and insert the second jug into the Distiller. 

Start the Distiller and deploy a second Advanced Sentry Turret nearby—the 

first turret has probably run out of health by now. Hang out while the new 

Advanced Sentry Turret mows down all incoming mutants, then grab your 

second Jug of Blueshine when the Distiller stops. Don’t forget to salvage 

any parts from your two Advanced Sentry Turrets before leaving. There is no 

cash payment for completing this job, but you do get to keep the two Jugs 

of Blueshine. 

EVICTION NOTICE 

fa weg pin 

Objective; Head down to the Blue Line Station 

and eviet the Shiroucdecl Clan, 

| The Shrouded Clan attacked the Blue Line 

| Stationt 

Outnurmberecl ancl outgunned, our workers 

/ were massacred, but not before seni IK) Out 

|) acistress call, We can't let the Shrouclec 

|) Clan get @ footholcl so close to Subway Town, 

Someone's gotta get cown there and boot 

|] ‘erm out. 

bet ‘ern out of there ancl we'll pay you for 

your services, 

1) Proviclect Equipment; None | 

Reward: None 

» New Objectives: 

» Return to the Blue Line Station 

» Kill every bandit you find 

Although you've 

managed to 

clear out the 

mutants, the 

Shrouded Clan 

has now taken up 

residence in the 

Blue Line Station. 

This time you'll 

want to go in with 

plenty of ammo 

for your Authority 

Machine Gun and 

—— 

> tee. ae 

: { 

Enter the Blue Line Station via the entrance below Subway Town. You need 

to clear the Blue Line Station in reverse, starting at the station platform 

before working your way upstairs, killing every Shrouded Clan bandit 

along the way. Subway Town security personnel are busy fighting off some 

bandits when you arrive at the station platform, but the backup doesn’t 

survive very long. Take cover and pick off the bandits using your Authority 

Machine Gun. The bandits have placed sentry turrets throughout the facility, 

so be ready to take cover. Use HE Grenades to knock these turrets over 

and then loot them for parts. In the large open areas, like the terminal, 

switch to your Sniper Rifle and score headshots on the bandits as they hide 

behind cover. Fat Mammas fired from your Settler Pistol also work well in 

these long-range firefights. If several bandits are crowded together, send 

and RC Bomb Car after them—it feels good to give them a taste of their 

own medicine! Despite the promise in the listing, there is no payment for 

completing this job, so make sure to loot the bodies of the dead bandits 

and security personnel to help offset the ammo you expended. Continue 

sweeping the Blue Line Station, working your way back to the entrance in 

reverse, until all the Shrouded Clan bandits are dead. 

On the top 

floor of the 

| Blue Line 

Station, 

ote) ai corm dal 

fast-food 

restaurant 

called guaca- 

| molito. This 

| restaurant | 
was closed during your first visit, but now the security barrier is open, 

allowing you to grab the Dyno-Mutant collector card inside. 1 

HELP WANTED 
poral me i : . . minans ‘ £% 

|) Objective: Return to the Gearhead Vault anc 

shut down the Authority's mobile generators. 

The Authority are setting up an outpost inthe | 
old Gearhead Vault! : 

| 
| 

| / 

| Ism’t that great? Well. . actually there are | 

)) better places to live than the olcl Gearhead 
Vault, right? Perhaps someone could kindly | 

suggest they look for a better spot. You could 

aven shut down their mobile generators to 

help therm pack! 
‘a 

a? an 
Help the Authority shut down their mobile ¥ 

¥ 

+ nese 

generators to earn the stancard mover's fee. 

Proviced Equipment: None 

~g  Shiper Rifle. Also Weewerd, None 
if make sure you i Fae me | 

have plenty of 
* HE Grenades and » New Objectives: f 
f ; the parts to make » Return to the Gearhead Vault 4 

some RC Bomb Cars. The Shrouded Clan bandits tend to huddle behind » Locate and neutralize the three Authority mobile generators i 
over, making explosive weapons very effective during this job, Pal ie : Ye * 4 , 

, Lae PN se a se 
' 4 . .} rte, ’ ee y ‘ . a 
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m; JOB BOARDS # MUTANT BASH TV. THE RE-RUN 

Consider doing 

this job after 

you've attacked 

the Authority 

Bridge. At that 

point you'll have 

the Authority 

Pulse Cannon, 

a weapon that 

nakes it much easier to mow down Authority enforcers. Before heading 

or the Gearhead Vault, visit Jani and purchase at least 200 Authority Pulse 

{ounds and 3 EMP Grenades. If you don’t have the Authority Pulse Cannon 

fet, you can accomplish the job with the Authority Machine Gun loaded with 

\uthority AV2x Rounds. 

o 

Objective: Survive the next 

episode of Mutant Bash TV. / 

You reachy to ster in 

another episoce ? 

It's the same game as 

the first, only it's a little 

more challenqing. But for 

a contestant like you, ma 

problem. So how about it, you reach for the 

next episode r 

If you Survive, I've got big money prizes for 

you. 

Provided Equipment: None 

— REWARD” 

"= cash payout determined by 

performance 

a Ss * 

ARMORY GARAGE MULTIPLAYER 

Enter the Gearhead Vault via the CCRA Management Office and creep 

through the parking garage on your way to the bank. The first mobile 

generator is located in the parking garage, guarded by a couple of enforcers 

and a turret. Mow down the enforcers and then toss an EMP Grenade at the 

generator to power down the turret—one down, two to go. The Authority 

Pulse Cannon has no problem ripping through enforcers, including those 

armed with energy shields. Attack aggressively and seek out the next 

mobile generator located on the right side of the bank lobby. Grab the 

Gearhead Shotgun collector card here if you missed it earlier. Knocking 

out the second generator with an EMP Grenade deactivates an energy 

barrier, allowing you to pass through the nearby hall to reach the vault area. 

Eliminate the enforcers posted near the large staircase and look for the 

Gearhead Jet collector card in a dusty office at the top of the steps. The 

vault is now off limits, but continue advancing through the bank until you 

find the third and final mobile generator in the offices on the first floor. Toss 

an EMP Grenade at the generator and then gun down the enforcer guarding 

it to wrap up the job. There is no cash payment for this job, so be sure to 

loot every enforcer body to help compensate for your expenses. 

Wl eta 
Complete any five of the posted jobs from the job boards 
to unlock the Mr. Oddjob achievement/trophy. The five 
jobs must be completed within a single playthrough of the 

campaign. 

Mutant Bash 

TV is the single 

best way to earn 

big money. After 

receiving your 

sponsorship 

from JK Stiles, 

you can return 

to the Mutant 

Bash studio at any time to play another round of this action-packed game 

show. The layout and gameplay is the same as before, despite JK’s warning 

that the new episode is more challenging. No matter how experienced you 

are, always go into the studio well-prepared, bringing at least 60 rounds of 

Buckshot for your Combat Shotgun and half a dozen Wingsticks. 

© 

y pen 



The key to making big money in Mutant Bash TV is by killing the mutants as 

fast as possible while maintaining high accuracy—you’re awarded money 

based on time and accuracy. The Combat Shotgun is the perfect weapon 

for ensuring high accuracy. Not only is one blast of Buckshot enough to kill 

a mutant, it’s hard to miss. Still, wait until a mutant is directly in front of 

you before pulling the trigger. If you want to take out more distant mutants, 

rely on your Wingsticks. When you reach the bonus round in the third 

arena, use your Settler Pistol to carefully shoot the target below the slot 

machine-like prop. Shoot the target to make the wheel above stop. Line 

up as many dollar sign icons as possible across the three wheels. With 

each successful round, the wheels spin faster and faster. This part of the 

game isn’t timed, so keep your cool and study the spinning wheels before 

shooting the target. If you make the wheel stop on a mutant icon, the bonus 

round is over and you get nothing. But if you get through the bonus round 

without hitting a mutant icon, you’re paid $1 for every dollar sign that stops 

on the line. In addition, you get a $9 bonus for matching “$$$” on all three 

wheels. Following the bonus round, continue blasting mutants. At the end of 

the fourth arena you don’t have to kill a tentacle mutant, so proceed to the 

Stage to get paid. If you want to play Mutant Bash TV again, exit the studio 

and reenter to ask JK Stiles for another go. 

e 

“ GAME p 
QUID E 

After exiting 

the fourth 

Be latetitary| 

arena, 

look for 

[dgtemsyecore) 9) 

aveteclala 

| collector 

card sitting 

/ ona crate on 

To unlock this achievement/trophy you must earn $750 ina 
single episode of Mutant Bash TV. The key to earning this one 
lies in maximizing all the money you can get out of the bonus 
round. Beyond that, strive for high accuracy while eliminating 

the mutants in record time. To really earn fast money, shoot 
the three lights on the wall in Shipwreck Cove (in sequence 
from right to left) to activate the Dopefish mini-game. Shoot 
the Dopefish every time he appears for $200 each time. That 
brings you to a total of $600 fast! 

RAGE's mini-games offer another way to earn a little extra cash. These games can be found in Wellspring and Subway Town and allow you to wager your 
money on games of chance and skill. So if you’re weary of traveling through the Wasteland, take a time out and seek out one of these games for a welcome 
change of pace. 

MINIGAMER 

Play and win all the mini-games to take home this shiny achievement/trophy. This requires you to win a game of 
Tombstones, complete all five rounds of 5 Finger Filet and Strum, as well as win a hand of Rage Frenzy. 

< TOMBSTONES” 
Game Locations: 

» Wellspring: Next to Coffer’s shop 

» Subway Town: Near Sparky’s Auto Parts 

Tombstones is a basic dice game played on a holographic game board. At the 
center of the board is a sheriff surrounded by four mutants. There are three 
rounds to each game. At the start of each round, four dice are rolled. For every 
die that shows a white crosshairs icon, a mutant is shot by the sheriff. If the 
rolled die shows a black skull icon, no mutants are shot by the sheriff for that 
die. At the end of each round, the surviving mutants take a step closer to the 
sheriff. If any mutants remain standing at the end of the third round, the game 

is lost and the sheriff is overcome by his attackers. 

You can wager anywhere from $5 to $25 per game, within $5 increments. To 
make things more interesting, multipliers are applied if you manage to take out all the mutants in the first or second rounds. If you roll four crosshairs in the 
first round, a 10X multiplier is applied to your wager, allowing you to score as much as $250 in a single game. If you kill all the mutants by the second round, 
a 4X multiplier is applied to your wager. A 1X multiplier is applied in the third round, so if you win, you simply walk away with amount you initially wagered. 
You won't win or lose a lot of money playing Tombstones, but it can be an addictive distraction. Just remember, this is not a game of skill—it's purely a game 

* of chance. Your fortunes are won and lost based on the roll of the dice. 
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JACKPOT! 

If you manage to roll four crosshairs in the first round of 
Tombstones, you unlock the JACKPOT! achievement/trophy. 

— 5 FINGER FILET 
Game Locations: 

» Wellspring: Abbott in the Second Chance Bar 

» Subway Town: Abbott in the Fez Bar 

| 2 

} Complete the fifth roan of 5 Finger Filet to earn this 
achievement/trophy. Remember, the fifth round is aly 

re-lnrelolag meron ol-mca-lelva coler-la\ aa aliatee 

Game Location: 

» Subway Town: Top floor near the CCRA Management Office 

you’re looking 

Ir a game of 

kill, then 5 

inger Filet might 

e the game for 

ou. Here you 

lace your hand 

na table, palm 

own, with your 

ngers spread out while stabbing the area in between your fingers with a 

harp knife. The areas you must hit are highlighted on the table as the knife 

utomatically pans over your hand—press the button shown on screen 

) stab the table at the right time as the knife hovers over the target area. 

luick reflexes and pattern recognition are a must if you hope to walk away 

jithout a bloody hand. 

here are five rounds in all, and you get three chances to complete each 

ound. Any time you stab your finger, a strike is added against you. If you 

et three strikes, you’re out, and Abbott takes your money. You start out by 

vagering $5 in the first round. If you pass the first round, you can choose 

2 walk away with your money or let it ride for a double-or-nothing second 

ound. The same proposition stands as you successfully complete each 

bund. You can win $10 in the second round, $20 in the third round, $40 

1 the fourth round, and $80 in the fifth round, but don’t get greedy. As you 

rogress, the rounds become more difficult. The patterns in the first four 

ounds are preset. If you play this game frequently, you can easily memorize 

he patterns and walk away with a decent profit. However, the pattern in the 

ifth round is always random. If you really need the money, it’s most prudent 

0 walk away after the fourth round, because there’s a good chance you'll 

ose it all in the fifth. 

© 

Feeling musically inclined? Then visit the banjo player on the top floor 

of Subway Town for a game of Strum. In this game you must memorize 

and play the same notes as the banjo player to advance. There are four 

strings on the banjo, each represented by a different color and button. 

Listen and watch carefully at the start to learn the first few notes. Then, 

when prompted, play them back by pressing the buttons in the correct 

order. In addition to memorizing the buttons to press, listen carefully to the 

tune. Each button is associated with a different sounding string. If you can 

memorize the tune and are familiar with the sound each string makes, you'll 

have a much easier time with this game. 

Unlike 5 Finger Filet, there is no margin for error—one wrong note and you 

lose. There are a total of five rounds requiring you to add more notes to 

the same tune. Once you have the first section figured out, in the second 

round you must replay the first section as well as a series of new notes.” 

The length and complexity of the tune builds over the rounds, however you 

can cash out at the end of each successful round. The buy-in for a game 

of Strum costs $5, and you can let your money ride from one round to the 

next. But if you choose to continue and play an incorrect note, you lose 

everything you've earned. 

DELIVERANCE 

Complete the fifth and final round of Strum to unlock the 

Deliverance achievement/trophy. 



Game Locations: 

» Wellspring: Hendrick in the Second Chance Bar 

» Subway Town: Teague in the Fez Bar 

Rage Frenzy is a customizable card game, allowing you to build your own 

deck and wager big money in a card “battle” with one of the Wasteland’s 

two dealers, Hendrick in Wellspring or Teague in Subway Town. While you 

can buy a starter deck containing five cards, most cards can be found 

during your Wasteland adventures. Even if you’ve collected a few cards 

on your own, you must own a starter deck to begin a game with a dealer. 
Starter decks cost $50 and can be purchased from any vendor or from 

Hendrick. To begin a game, speak with a dealer and choose a difficulty 

level—easy is strongly recommended for beginners, or for those with few 

powerful cards. 

You must find all 54 collector cards to earn this achievement/ 
trophy. Five cards are provided in the starter deck, but you 
must find or earn the rest of them. See the Rage Frenzy Card 
Gallery at the back of the guide for details on how and where 
to acquire each card. 

CARD OVERV| 
Card Name 

> 

Special © Mutant cards receive +2 

Ability : damage boost 

D 
polis Health 

and Type 

Cost 

GAME COSTS AND POINT CAPS 

HENDORICK COST TEAGUE COST 

$75 

$150 

DIFFICULTY POINTS | 

Harcl 

Depending on the difficulty level you choose, you will be provided with a 

different amount of points, which you can spend on building a deck, as seer 

in the table above. Each card has a cost associated with it, located on the 

bottom of the card. The weakest cards cost 5 points and the most powerful 

cards cost 50 points. Use your available points to construct a deck of 12 or 

fewer cards. Cards also have a damage value and a health value. In combat 

the damage value determines how much damage a card does while the 

health value determines how much damage a card can take before it’s 

killed. When a card’s health is reduced to zero, the card is removed from 

play. Several cards also possess special abilities that may enhance or stun 

other cards on the table. Spend your points wisely when building a deck 

and try to find the best combination of offense and defense to build the 

strongest deck possible. Destroy all your opponent’s cards to win, or tie to 

break even. There are five different types of cards: melee, ranged, healers, 

explosive, and vehicles. 

MELEE CARDS 

Melee cards can only attack cards directly 

across from themselves. If there are no 

cards to attack, they have the option to 

take cover, reducing incoming damage 

by 50%. Cards in cover are shown with a 

transparent shield overlay. While they lack 

the targeting versatility of ranged cards, 

melee cards should always make up a fair 

portion of your deck. Their ability to dish 

out and absorb damage plays a large part 

in any victory. Plus, their attacks aren’t 

restricted when your opponent plays a 

vehicle card. 
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Ranged cards have the ability to choose 

their targets, allowing them to remove 

cards that may pose a threat. However, 

when a vehicle card is in play, it must 

target and destroy the vehicle before being 

able to select any target again. Being able 

to choose targets makes ranged cards 

very versatile, especially if you're trying to 

take out one of your opponent’s powerful 

cards. Your ranged cards can effectively 

gang up on one card to take it out quickly, 

assuming no vehicles are in play. Since 

ranged cards can attack every turn, they 

can’t take cover. 

When choosing targets for their ranged cards, your Al opponent will 

always attack the card with the lowest health on your side of the 

table. The only exception is if you've played a vehicle card. At that 

poe) Lal amiaatoale-Vayeccre or-lge Man lUKjar-(ue-\el aca a Mal (el (8 

HEALER CARDS 

Healer cards can select a damaged card to 

restore hit points to or they can choose to 

take cover. Healers cannot heal themselves 

or other healing cards. Before loading your 

deck with heal cards, realize that healers 

cannot attack either. The damage value on 

each heal card represents how many hit 

points it restores to a card when healing. 

if all your cards are healthy, the healer can 

only take cover. As you can see, healer 

cards are very specialized and can play 

a big role in certain situations, but you 

probably never need more than one healer 

card in your deck. 

EXPLOSIVE CARDS 

Explosive cards damage all opponent 

cards when they enter the play area. 

They destroy themselves in the process, 

however, and do not stay in your hand. The 

effectiveness of explosive cards is largely 

determined by when they're played—a 

factor determined purely by chance. If an 

explosive card is the first card drawn, it’s 

a total waste, maybe injuring one or none 

of your opponent’s cards. However, these 

cards can be extremely effective if drawn 

when your opponent’s side of the table is 

filled with cards. Still, once they explode, 

they’re gone. They can’t stick around to attack or absorb damage. Limit 

yourself to one explosive card per deck. 
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Vehicle cards are only capable of taking 

cover, making them a strong defensive 

card. Since vehicle cards can only take 

cover, all incoming damage is always 

reduced by 50%. When a vehicle is in play, 

any ranged cards must target the vehicle 

and destroy it before targeting other cards. 

Think of vehicles as a ranged magnet, 

absorbing all ranged attacks. This is a 

great way to prevent your other cards from 

taking damage. Like healers, vehicles have 

no offense, so you probably only want one 

or two vehicle cards per deck. 

WeVehicle must be targeted 
: by ranged cards 

Benny Poors: 198 STHOT GAWE 
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Now that you have a basic understanding of the different card types, work 

on building a deck. Before each game, you're tasked with building your 

deck from the cards you've collected, as well as those from the starter 

deck. The first thing you need to consider is how many points you have 

to spend. For example, in an easy game, you have a 75 point cap. While 

browsing through the available cards, study the cost of each card and 

determine whether you have enough points to add it to your deck. Beyond 

the cost of each card, study its health and damage values, as well as its , 

special abilities. 

FACTIONS AND CLANS 

Most cards also have affiliations with a 

specific faction or clan. Each faction has 

one or two leader cards with a special 

ability that enhances other cards of the 

same affiliation. For example, JK Stiles is 

considered the leader of the mutants. As 

such, his card is marked with a mutant 

: e tiie m™ icon and provides a +2 damage boost to 
Mutant cards receive +29 

damage boost 
you play the JK Stiles card, the damage of 

is increased by two. However, if the JK 

Stiles card is killed, the +2 damage boost 

is lost, and the mutant cards return to their default damage value. So when 

POINTS * 

all mutant cards as its special ability. When 

every mutant card on your side of the table 

aN 

using JK Stiles, consider building a deck consisting primarily of mutant i. ‘ 

© 



cards to benefit from the'+2 damage boost special ability. Other factions 

include Settlers, Ghost Clan, Wasted Clan, Shrouded Clan, Gearhead Clan, 

Jackal Clan, and the Authority. It’s not always possible to build a deck 

consisting solely of cards from one distinct faction or clan, but make an 

effort to match as many cards as possible to take advantage of the leader 

card’s special abilities. 

QUT GAME 

Rage Frenzy is a turn-based card game. At the start of each game, each 

player plays one card from the player’s deck. The order in which the cards 

are played is totally random, so you never know which card will come up 

first. Notice that when you first play a card, it is covered in a transparent 

shield icon, indicating the card is guarded. Every time a card is drawn from 

the deck, it remains guarded for one turn, reducing incoming damage by 

50%. This rule helps protect new cards, preventing your opponent from 

killing them before you get a chance to use them. 

ATTACK PHASE 

= : 
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Once both cards are on the table, it’s your turn. If you have a melee or 

ranged card, you can attack your opponent’s card. Remember, you only 

deal 50% damage (rounded down) to a guarded card, so don’t expect to 
do much damage in your first turn. If a vehicle or healer card is drawn first, 
you can’t attack at all—you can only take cover. As you progress through 
the game, and more cards are added to your side of the table, every 

card is allowed to take an action during your turn. Melee cards can only 
attack straight across from themselves while ranged cards can attack any 
opponent card, unless a vehicle card is played. Healer cards can choose 

to take cover or apply hit points to a damaged card. Vehicle cards can only 
take cover, so in this sense, they're always in a guarded state, making them 

extremely difficult to kill. 

At the end of your turn, any dead cards are removed from your opponent’s 

side of the table and a new card is drawn from your deck and placed on 

your side of the table—at this point, the previously drawn card loses its 

guarded status. Your opponent's turn plays out the same way, beginning 

with an attack phase, and ending with the drawing of a card. Each player 

can have up to four cards on their side of the table. If you already have 

four cards in play at the end of your turn, no new cards are drawn from 

the deck. In the event that an explosive card is drawn at the end of your 

turn, the effect is immediate. The explosion goes off, damaging all your 

opponent’s cards, and then the explosive card is immediately discarded. 

The goal is to completely wipe out every card in your opponent’s deck. 

You and your opponent can have up to 12 cards each, so games can last 

a while, depending on the chosen difficulty. If your opponent has no more 

cards to draw, you win the game, earning the wagered amount. If you run 

out of cards first, you lose. 

HARDEST DECK. SR I 

Think you have what it takes to beat Teague’s hardest deck? 
If so, you can unlock this achievement/trophy. When you're 

ready for the challenge, choose a Hard game against Teague 
and begin constructing your deck. Teague always uses the 
same deck in Hard games, consisting mostly of Authority and 
mutant cards. To see the deck she uses, reference the Dealer 
Decks section in the back of the guide. By matching her 
deck card for card, you have a decent chance of beating her, 
depending on how the cards are dealt. 
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a” Include at least one vehicle in your deck to distract the opponent's ranged cards. 

~ _ » Since you can only have four cards in play at once it’s generally better to have a deck comprised of fewer, more expensive cards. 
aan Sr 

<® RACES 

Juring the course of the campaign, you only have to compete in a few races, but both Wellspring and Subway Town offer plenty of extra racing opportunities 

or you to earn racing certificates for vehicle upgrades. Talk to Slim in Wellspring or Mel in Subway Town to see which races are available. Initially, not all 

sircuits are available. You must earn a specific number of racing certificates to unlock more advanced circuits. Within each circuit there are a number of races 

available, each with its own requirements. First, you must meet the class requirement by owning the corresponding vehicle. There are three classes: Buggy, 

Juprino, and Monarch. Some races also require you to own specific weapons, such as Miniguns or Rocket Launchers. Once you've met the class and weapon 

equirements, you’re free to enter the race. There are four different types of races to choose from, each with its own rules and challenges. 

TIME TRIAL 

Pick-Ups: 

» Boost Canisters 

Juring time trial 

aces, there 

are no other 

Ipponents on 

he track—it’s 

ust you against 

he clock. Each 

ime trial has a 

Jar time. To win, 

jou must complete three laps within the par time. This Is a win or lose 

ype race, with no rewards for second or third place. If you complete the 

ime trial within the par time, you’re rewarded with 15 racing certificates. 

Ninning time trials requires speed and precision. Run over the blue Boost 

sanisters scattered across the course to keep your boost meter filled 

and boost early and often, particularly on straightaways. Every second 

$ precious, so don’t perform any risky maneuvers that may cause your 

Jehicle to flip over or crash. If you manage to keep your vehicle on the 

sourse while boosting throughout, you'll have no problem winning every 

‘ime trial. If you’re having trouble, consider purchasing boost and engine 

upgrades for your vehicle. 

RIG 

LL 
reset 

Use boost while flying over a jump to maintain your momentum 

while airborne. Using boost in the air will increase your top speed in 

mid-air since friction with the ground isn’t slowing you down. The 

speed you achieve will give your boost meter time to recharge once 
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NON-COMBAT RACE < 

Pick-Ups: 

» Boost Canisters 

Spt 

on pure racing skill to earn the checkered flag. However, most non-combat 

races provide quick use weapons, like Drop Mines, adding some excitemen 

to the event. The top three finishers drive away with racing certificates: 

15 for first place, 10 for second place, and 5 for third place. Always strive 
o 
oor, 

to finish in the top three, because fourth place finishers get nothing. Of a 

course, races are much easier if you’re driving a vehicle enhanced by the ev 

best parts. Boost and engine upgrades are helpful for gaining an edge 

over your three competitors, allowing you to boost to the front of the pack ‘hk 

and maintain the lead for the three-lap race. If the race is tight, don’t be ie 

afraid to make contact with your competitors. A slight nudge to their rear . 

bumper can be enough to cause them to spin out or crash, allowing you ~ 

to pass. However, contact works both ways, so watch out for other racers 

attempting to nudge you off the course. 
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~ MINIGUN/ROCKET/PULSE RACE 

Pick-Ups: 

» Boost Canisters 

» Minigun Ammo 

» Homing Rockets 

» Pulse Ammo 

The weapon-based races work much like the non-combat races with one 

distinct exception: you can now blow your opponents to bits! To enter one of 

these races, your vehicle must be equipped with the required weapon. This 

requires you to purchase Miniguns or Rocket Launchers—the Advanced 

Pulse Weapon is already equipped when you acquire the Monarch. Chances 

are that you already own these weapons after your adventures in the 

Wasteland, so the buy-in shouldn’t be too much of a hassle. In addition to 

the vehicle-mounted weapons, each racer is provided with a set of quick 

use items such as Drop Mines, Shields, and Armor Restore. All weapons are 

offline for the first ten seconds of each race, giving the racers a brief period 

to jockey for position before the carnage begins. If your vehicle is equipped 

with boost and engine upgrades, this is a good opportunity to take the lead. 

But racing with all your opponents behind you has a major disadvantage— 

they can shoot you, but you can’t shoot them. However, if you get out far 

enough ahead, and break their line-of-sight, they won’t be able to shoot 

you. So instead of constantly battling the pack of racers, get out ahead and 

maintain the lead. Reserve using any Shields or Armor Restore quick use 

items until the third and final lap. If your vehicle is destroyed before then, 

you simply respawn, suffering a minor delay that can be quickly overcome 

by boosting. In the third lap you need to maintain the lead, so keep Shields 

deployed as your opponents attempt to blast you with their weapons. Don’t 

bother using Armor Restore until all of your Shields have been expended 

and you're racing toward the finish line. 

Mutants can be seen running across some of the tracks during 
races, Don't waste ammo on them. Instead, simply run them 
over. If you manage to run over ten mutants total, you'll 

unlock the Roadkill achievement/trophy. 

a3 

Pick-Ups: 

» Boost Canisters 

» Homing Rockets 

» Pulse Ammo 

Rally races are unique and challenging, awarding five points for each Rally 

Point captured and three points for each opponent vehicle destroyed. The 

first racer to accumulate 50 points wins. Once a winner is declared, the 

race Is over and the second and third place finishers are determined based 

on the next highest point totals. The Rally Points appear on the course as 

tall columns of blue light. There is only one Rally Point on the course at any 

given time, creating a mad dash among the racers rushing to capture it. 

Drive directly through these Rally Points to earn five points. Once a Rally 

Point has been collected, a new one appears at a predetermined location. If 

you don’t see the next Rally Point immediately, look at the minimap—Rally 

Points appear as green dots. Strategically, going after Rally Points is the 

best way to win these races. Although you earn three points for taking out 

opponent vehicles, collecting Rally Points is much faster and more lucrative 

The trick is to get out ahead of the pack early and capture the first Rally 

Point by boosting—boost and engine upgrades are essential. If you can 

maintain the lead early, capturing the subsequent Rally Points is much 

easier. Just be ready to deploy Shields to deflect attacks from your trailing 

opponents. The Rally Points appear in the same order every time, usually 

giving the leader a slight edge as capturing adjacent Rally Points often 

requires minimal course correction. Once all the Rally Points in a set have 

been captured, they reset, beginning with the first Rally Point that appeared 

at the start of the race. If you run each race a couple of times you can 

begin to memorize the Rally Point locations and predict where the next one 

will appear. : 
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WELLSPRING CIRCUITS 

All races in the Wasteland are run out of Wellspring by Jackie Weeks. While 

Jackie is the mastermind and promoter behind the races, talk to Jackie’s 

associate Slim when you're ready to race. There are a total of 15 races 

available in Wellspring, spread out among three separate circuits. Start by 

tackling the races in the Beginner’s Luck circuit. This will allow you to earn 

enough racing certificates to upgrade your Dune Buster and unlock the 

next circuit. | Finish ail three laps under thd Par Tinve to earn 
{| maximum Racing Certs! 

BEGINNER’S LUCK RACES 

RACE TYPE CLASS : TRACK PAR TIME ITEM 1 

Buggy Dusty 8 2:05:00 

Non-Combat Southern 

Race ead Highway 

eco | Hey | 
Rocket Race 

_TEM2 
Time Trial 

Drop Mine (3) 

Armor Restore 

1) 

Armor Restore 

{1} 

Shield (3) Drop Mine (5) — 

Shield [3) Drop Mine (5) — 

As the name implies, the races in this circuit are geared toward novice racers driving entry-level vehicles. However, don’t take these races lightly—they offer 

a great way to earn some racing certificates you can use to upgrade your Dune Buster. As part of the campaign, you must win the Dusty 8 time trial or the 

Southern Highway non-combat race. This allows you to buy Miniguns for your Dune Buster, a requirement necessary to complete the Resupply Dan Hagar 

job for Sheriff Black. But by winning the other three races, you can earn 45 more racing certificates. Obviously, you must buy Rocket Launchers to enter 

the Rocket Race, so make that purchase a priority, along with the Evenflow Max Boost upgrade. These upgrades will prepare you for taking on the more 

challenging races awaiting you in the next circuit. 

Armor Restore 
[2] Orop Mine (5) 

DustyB Armor Restore 
Recerca (1) Drop Mine [5) 

Southern : Armor Restore . 

Highway shield [3] (1) Drop Mine (5) 

The races in this circuit give you more opportunities to earn racing certificates, helping turn your Dune Buster into a formidable racing machine. If you already... 2 

purchased the Evenflow Max Boost, your next purchase should be the V6 Thunder Engine. The engine upgrade increases the Dune Buster’s top speed when * 

you’re boosting and not boosting, ideal for winning the rocket rally and other races in this circuit. Once you have both the Evenflow Max Boost.and V6 Thunder 

Engine, consider saving the rest of your racing certificates for upgrading your Cuprino. The remaining upgrades for the Dune Buster do very little to enhance... = 3 

racing and combat performance. Your racing certificates are better spent on armor, boost, and engine upgrades for your Cuprino. Upgrading your Cuprino © 

early will give you the upper hand during the final rocket race in this circuit. te, i 
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* MURDER & MAYHEM 

MURDER & MAYHEM RACES 

‘RACE RACETYPE CLASS ~~ TRACK PAR TIME ITEM 1 ITEM 2 ITEM 3 
Southern 

1 Time Trial Buggy Highway 2:05:00 — — — —_— 
Reverse 

SATE TITS & 

F ec Rocket Race Cuprina Dusty 8 — Shield (3) ee Drop Mine [5} = 

3 Rocket Ralluy Cuprina rae ET aa Shield (4). | A™Or Restore | p45 Mine (5) | Escort Bomb Highway (2) 

r at ie Armor Restore 4 Rocket Race Cuprina Scorcher Land — Shield (3) tn Drop Mine (5) 
Bis Be See eee WES 

5 Rocket Rally Buggy The Canyon ao Shield [4] BRS eas Drop Mine (5) see 

[ , | : Armor Restore ES Rocket Rally Cuprine The Canyon Sa a Shield (4) (2) Drop Mine (5) 

By the time you unlock this circuit, your Dune Buster should have no problem dominating the time trial and rocket rally race, considering you’ve bought 
every boost and engine upgrade. Now you need to focus on upgrading your Cuprino. If you’re planning to spend more time in the Wasteland than on the race 
tracks, the Medium Cuprino Armor upgrade should be your first priority. The armor upgrade greatly increases how much damage the Cuprino can take before 
exploding, ideal during Wasteland challenges. However, if you want to focus on racing, opt for the C3C Evenflow Max Boost and V10 Cuprino Engine upgrade. 
These performance-based upgrades give you a tremendous edge in the rocket rally races, allowing you to take the lead early and maintain it. 

ERS 

niin 
eee 

Don’t buy a ramming grill for your Cuprino. You can win The Magnum grill by completing the Starky’s Challenge side job in Wellspring. This pits 
your Cuprino against Starky’s Monarch in a one-on-one non-combat race on the Dusty 8 track. Once you have The Magnum installed on your 
Gio hdisromm olemerlaminiiiiag heavy damage on opponent and bandit vehicles by simply ramming into them at full speed. Head-on collisions inflict the 

( most damage 

In Subway Town there are two more circuits you can enter, consisting of ten 

races total. Visit Mel downstairs in Subway Town to browse the different 

circuits and races. While there are a few races for your Dune Buster 

available, most of the races here are for the Cuprino and Monarch. Wrap up 

any unfinished upgrades for your Cuprino, then save your racing certificates Sl! Sata 
for Monarch upgrades. The Monarch can be won by completing the Starky’s og F)] | Reka one ender a Te ear Ny 
Monarch job, prior to attacking the Power Plant during the campaign. - ) Oc onoi09 we 

CRASH & BURN 

CRASH & BURN RACES 
RACE RACE TYPE CLASS TRACK PAR TIME. ITEM 1 

] Time Trial Buggy Meteor Crater 1:40:00 —_— 

Non-Combat Gearhead ? 
3 Race Pde Valley aig ee Nie te) 
S| Rocket Rally Buggy Meteor Crater — Shield (4) Armor Restore (2) | Drop Mine (5) [4 

4 | Rocket Race | Cuprino gear a Shield (3) | Armor Restore 0) | Drop Mine [5] Eee 

Rocket Rally | Cuprino Rathi Shield (4) | Armor Restore (2] | Drop Mine (5) rad 
5 Cuprino | The Shipyard a Shield @)__| Armor Restore) | DropMine (Ss) [——™ 
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sm; RACES 
The first circuit in the Eastern Wasteland provides a change of scenery with three new tracks. Begin with the Buggy class races to get familiar with Meteor 

Crater and Gearhead Valley. While the tracks aren’t particularly more challenging than anything you've faced thus far, the racers you’re up against are pros 

with expert gear. Make sure your vehicles have the best boost and engine upgrades you can buy. When it comes to the Cuprino races, strongly consider 

upgrading your armor too, as it will help your vehicle sustain more damage in the frantic combat-heavy races. But beyond the armor, boost, and engine 

upgrades, save your racing certificates for upgrading your Monarch in the next circuit. 

‘) a EE TS SPER eR 
The Shipyard and Authority Area maps are more like open arenas instead of race tracks: When competing in rally races, bees an eye on the. 

minimap to locate Rally Points and steer your vehicle in the corresponding direction. You are not hemmed in by guardrails or other barriers, : 

allowing you to change direction at any time. 

ROAD RAGE 

ROAD RAGE RACES 

1 Rocket Rally Cuprino The Shipyard — Shield (4) Armor Restore [2] Drop Mine [5) — 

2 Rocket Rally | Cuprina Bee ig = Shied (4) | Armor Restore (2) | Drop Mine (5) ae 

= Rocket Race | Monarch ee sa Shield (3) Armor Restore (1) | Drop Mine (5) bi 

Gearhead 
4 Rocket Rally Monarch Valley =— Shield (4) Armor Restore (3) Drop Mine (5) —_ 

5 Pulse Ratty | Monarch | The Shipyard ek Shield (4) Aimar Restore (3) (trea Mine Gy | ot Bame 
(4) < 

With the exception of one rocket race, this circuit consists mostly of challenging rally races. However, if you’ve spent your racing certificates wisely up to this 

point, you should be well prepared to take on the competition. By now, your Cuprino should be ready to go, equipped with the best armor, boost, and engine 

upgrades you can buy. Win the first two races and save your winnings to apply to your Monarch. If you’re focused primarily on racing, buy the Advanced 

Pure-Flow Monarch Boost first, followed by the Heavy Monarch Armor—there are no engine upgrades for the Monarch. These two upgrades give you the 

best chance of winning the three Monarch-class races in this circuit. Careful Shield deployment and the Heavy Monarch Armor are essential for keeping your 

vehicle together during the devastating pulse rally. 

~ RAGE CUP 

Prove you're the best driver in the Wasteland by placing first place in every race to unlock the Rage Cup achievement/trophy. 

Remember, if you're in Subway Town, you can always fly back to Wellspring by using the airship at the Resistance Base. This allows you to 

enter any races you may have missed or failed to-win earlier in the campaign. 



Wasteland Challenge Hot Zones: 

» Wasted Territory 

» Scorcher Territory 

» Gearhead Territory 

While driving through some open areas, a Wasteland challenge may be 

initiated. Listen for the up-tempo music and look on the right side of the 

screen to see the name, difficulty level, and objectives of the challenge. 

Most challenges require you to destroy a number of bandit vehicles, while 

others require you to collect meteors during a Feltrite storm. Glance at 

the objective at the start of a Wasteland challenge and determine whether 

you want to do it. If you prefer to pass, simply boost out of the area where 

the challenge is offered and proceed with other business. Completing 

Wasteland challenges is a good way to earn some extra cash. The amount 

of cash rewarded for Wasteland challenges varies based on the difficulty, 

determined by the number and quality of bandit vehicles you must destroy. 

The number above each bandit vehicle represents how tough the vehicle 

is to destroy. The number also hints at what kind of weaponry the bandit 

vehicle may possess. For example, if a bandit vehicle is level 4, it probably 

has Shields, Homing Rockets, and thick armor. Such vehicles are tougher 

to kill while posing a bigger threat than those simply armed with Miniguns. 

Weigh the pros and cons of the cash rewarded versus the amount of ammo 
expended. If you're sloppy with your aim and miss, Wasteland challenges 

can actually end up costing you more than you earn. 
Gt 
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COMPLETE 
REWARD. 

Sis0 

While you can earn cash by completing Wasteland challenges, don’t get 

greedy. Sometimes you simply aren’t prepared to complete a challenge. 

lf you're in the middle of a challenge and you’re running low on ammo or 

your vehicle is about to explode, get to safety by boosting out of the area or 

by calling a tow truck. Even if you’re in the middle of a fight, Durar, Mick, 

or Saul will come and haul your ride back to a settlement. Once you’re 

restocked on ammo and have repaired your vehicle, you can return to the 

same area to complete the challenge, resuming where you left off. 

Wasteland Challenges are completely separate from the bounties 

offered by Sally and Brick. After completing a Wasteland challenge in 

which you've destroyed bandit vehicles, be sure to visit the bartenders 

to receive payment for the bounties. In this sense, Wasteland 

challenges allow you to double dip, earning money above and beyond 

the rewards offered by the bartender bounties. 
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oe VEHICLE JUMPS 
There are a total of 18 Authority drones hovering over fixed positions in the Wasteland, each marking a jump challenge. These drones are protected by an 

impenetrable force field and cannot be shot with traditional weapons. However, you can smash them to bits by hitting them with your vehicle. To do this, you 

must launch your vehicle and smash each drone in mid air. Each drone is placed near some type of ramp or ledge. It’s up to you to figure out how to leverage 

the terrain to get your vehicle airborne. Each time you smash a drone, you’re rewarded with some loot and an Electrical Wire Kit, a Feltrite Coupler, and a 

Hardware Packet. Beyond the loot retrieved from each drone, you can also unlock the Jumper achievement/trophy for completing all 18 jumps. All jumps are 

shown on the following maps, along with a detailed description of how to set up and complete each one. 

WASTELAND 4 

WASTELAND JUMPS 

Jump (Highway Hop) 
rfly in the Sk Jump (Butterfly in the Sky) Jump (Dedicated) Jump (Science makes you crazy) Jump (Neap of Fath) 

Dead City (Entrance) 

Jump (Mini < 
~ Gap Jump) 

The Ghost Hideout ~~ zs ; 
Shrouded Bunker 

Wasted Garage (Exit) ~ 
2 

Wasted Garage 

(Entrance) 

Hagar Settlement 

Jump (In the Basket) 

Jump (Crazy) 

Jump (Tiger Jump) 
Authority Prison Wellspring 
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BEGINNER’S JUMP 
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Located near the dam facility, this is one of the first jumps you’re likely 

to encounter when heading to and from the Ghost Hideout. You'll need to 

wait until you acquire the Dune Buster to hit the drone hovering above this 

earthen ramp. Start out near the highway overpass by the dam facility and 

boost toward the ramp to build up speed. As long as you’re properly lined 

up, you'll have no problem smacking this drone with the front end of your 

Dune Buster. 

BUTTERFLY IN THE SKY 

Although this jump is only a few meters away from the Beginner’s Jump, it 

is far more difficult to hit. The key is launching your vehicle off the ramp-like 

rocks at the base of the highway overpass’s vertical support. Start off in the 

Wasted Territory heading toward the dam facility. Before taking off, do your 

best to align your vehicle with the drone—don’t make any major steering 

adjustments while boosting. Continue boosting as you drive up the rocks 

and through the air to smash into the drone. 

This drone hovers over a massive crater in Wasted Territory, not far from 

the barricade. Take out all the bandit vehicles and guard towers before 

attempting this jump. Approach the crater from the south, near the open 

barricade, and boost over the ramp-like lip of the crater to launch your 

vehicle into the air. With the proper alignment and speed, you'll have no 

problem obliterating this drone. 

CRAZY 

Named after its close proximity to Crazy Joe’s shack, this jump doesn’t give 

you much room to maneuver. Start by driving up the road to Crazy Joe’s, but 

turn to the left before reaching his shack. There’s a ramp-like rock not far 

from Joe’s Stanley Express mailbox. Orient your vehicle toward this rock, 

back up as far as you can, then accelerate and boost over the rock. From 

your starting position, it’s impossible to see the drone on the other side 

of the rock. Before launching yourself into the sky, consider creeping up 

toward the top of the rock until you can make out the drone in the distance. 

This will allow you to align your vehicle before backing up and boosting. 

Once you've committed to the jump, continue boosting through the air to 

carry your vehicle into the drone. 
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ou can find this drone hovering in the canyon not far from the Mutant 

ash TV studio. Before attempting the jump, clear out any bandit vehicles 

1 the area. Approach the drone from the west side of the canyon and 

qunch your vehicle into the air by racing up the ramp-like rock below the 

rone. Continue boosting while in the air to carry your vehicle the necessary 

istance to smash the drone. If it looks like you'll fall short, tilt the front end 

f your vehicle upward to clip the bottom of the drone. 

THINK I CAN 

(06 

his jump requires you to leap the canyon north of Wellspring. When 

ntering the canyon after exiting Wellspring, look for the earthen ramp on 

he left side. Boost up this ramp to smack the drone hovering above the 

anyon. As long as you're properly aligned and have enough speed, you'll 

ave no problem jumping the gap. Performing this jump is also required 

) reach the Stanley Express mailbox in the dead-end passage above 

he canyon. 
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MINI GAP JUMP 

Also located in the canyon, this drone hovers near a bandit guard tower 

south of the Shrouded Bunker. Simply boost up the earthen ramp on the 

left side of the canyon to launch your vehicle into the air. Continue boosting 

as you fly through the drone and toward the guard tower. If you’re properly 

aligned, you can crash into the drone and guard tower with a single jump. 

Otherwise, ram the guard tower or shoot it with rockets upon landing. 

LEAP OF FAITH 

This jump is located at the end of a damaged highway on-ramp in Scorcher 

Territory. Upon entering the area from the canyon, drive up the nearest 

on-ramp marked with a Dead End sign. Drive up the ramp until you can see 

the drone in the distance. Once you're lined up with the drone, back up as. 

far as you can and then boost toward the end of the ramp. As your wheels 

leave the end of the ramp, continue boosting and tilt the front end of your 

vehicle skyward. This gives you a bit more distance, allowing you to smash 

the drone with the front end of your vehicle. 

fi. 4 



> HIGHWAY HOP 
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Also located in Scorcher Territory, this jump gives you far less room to work 

with than Leap of Faith. Fortunately, you don’t need a lot of room to hit this 

drone. Start by driving to the far end of the damaged highway on the west 

side of Scorcher Territory. As you near the end of the highway, you can see 

the drone hovering in the distance. Align your vehicle with the drone while 

it’s in sight, then slowly back up, ensuring your alignment is not changed. 

When you've backed up as far as you can, boost toward the end of the 

ramp. Stop boosting shortly after going airborne and let gravity carry you 

into the drone below. 

DEDICATED 

After attempting this jump several times, you'll come to understand how it 

got its name. Located a few meters from the Northern Watch Tower, hitting 
the drone here is all about speed and proper alignment. Locate the smooth 
rock just south of the drone and align your vehicle with the rock and the 
drone. Back up as far as you can, then simply boost. Once again, continue 

boosting once your vehicle launches off the end of the rock. Boost carries 

your vehicle the few extra meters necessary to smack the drone with the 
front end of your vehicle. If you’re still falling short, tilt the front end of the 
vehicle up while in mid-air to clip the bottom of the drone. 

This is one of the more challenging and dangerous jumps in the Wasteland 

The drone here hovers high above the canyon near Kvasir’s lab. To hit it, 

you must jump from the road above, running between the Northern Watch / 

Tower and Authority Prison. After passing the Northern Watch Tower, look ft 

a large rock on the left side of the road. Circle around the east side of the | 

rock, careful not to plummet in the canyon below. Creep along the edge of| 

the canyon until you can see the drone hovering below. Align your vehicle | 

the best you can, then boost off the edge of the canyon to hit the drone. If . 

you boost too much, you'll overshoot the drone, so lay off the boost as soor 

as your wheels leave the canyon’s edge. Also, never attempt this jump frow 

the opposite direction—you may hit the drone, but your trajectory carries 
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GIMMEE 

As the name implies, this is one of easiest jumps in the Eastern Wasteland 

and most likely the first one you'll come across. The drone hovers near 

the edge of a cliff north of Subway Town. Climb the ridge to the northeast 

and orient your vehicle so it’s aligned with the drone before hitting the 

gas. Boost off the edge of the cliff to smash the drone with the front end of 

your vehicle. 

While the Dune Buster is the lightest and most agile of vehicles, the 

Eastern Wasteland is a dangerous place filled with bandit vehicles — 

and Authority Predators. Fortunately, all the jumps here can be 

| performed by the Monarch. Be sure to wipe out any threats before 

attempting any jumps and stock up on Shields and Pulse Ammo to 

| fend off attack 

BUNNY HOP 

You can find this drone hovering near the edge of the damaged highway 

on-ramp on the road to the Power Plant. Drive up onto the highway and 

simply boost off the edge to smack the drone in mid-air. Proper alignment 

and speed is all you need to complete this jump. 

This drone is right next to the Bunny Hop jump, but you must approach it 

from a different direction. Climb to the top of the hill to the west and orient 

your vehicle toward the green highway signs lying on the ground to the 

east. The signs form a makeshift ramp at the edge of the hill. Before takin: 

off, align your vehicle with the drone just beyond the ramp. This time you 

don’t have to boost to hit the drone. Simply accelerate off the end of the 

ramp to smash through the drone. If you boost, you'll pick up too much 

speed and overshoot the drone. 

IN THE GEARS 

At the entrance to the Power Plant, turn to the left to spot this drone 

hovering off the edge of a metal platform. The platform is just wide enougt 

for your vehicle, so pick up some speed and drive off the edge to smash 

the drone. This is another jump that doesn’t require a boost. Standard 

acceleration gives you more than enough momentum to reach the drone. 

However, be sure to eliminate any. bandit vehicles and guard towers in this 

area before attempting the jump. 
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NEAR THE HEART 

lis jump is also located near the Power Plant. Climb the ridge to the 

est of the Power Plant and navigate your vehicle onto the rocky ledge 

/erlooking the drone. Inch your way forward until you can see the drone, 

lowing you to line up your vehicle. When your vehicle is properly aligned, 

ack up as far as you can, then boost toward the ledge. However, lay off 

e€ boost once you clear the ledge, otherwise you may sail over the drone. 

stead, let gravity drop you down onto the drone to complete this jump. 

IFF THE DUNE 

Here’s another jump in the Authority restricted area, not far from Capital 

Prime itself. Once again, eliminate any Authority Predators in the area 

before setting up for this jump. Despite your efforts, Authority Predators 

continually spawn nearby, so you don’t have much time here. If you want to 

avoid taking damage, continue deploying Shields as you climb the ridge to 

the south of Capital Prime. Inch out onto the flat rocky ledge overlooking the 

drone and align your vehicle. Once you're lined up, back up and boost off 

the side of the ledge. Continue boosting as your tires leave the ground and 

tilt the front of your vehicle up to smack the drone. 

JUMPER 
Did you manage to complete all 18 jumps? If so, you earn the 

Jumper achievement/trophy. The final two jumps, Off the 
Dune and Near the Heart, can’t be completed until almost 
the end of the campaign. Also, if you realize you missed some 

jumps in the Wasteland, you can always use the airship at 

the Resistance base to reach Wellspring and complete any 
unfinished business. The jumps do not have to be completed 
in any specific order, but you do need to complete all 18 to 
unlock the achievement/trophy. 

lis jump is located in the Authority restricted area. You can’t access this 

ea until after you’ve attacked the Authority Bridge later in the campaign. 

fen then, this is not a safe place—tt is filled with an endless supply of 

sthority Predators. Make sure you have plenty of Shields and Pulse Ammo 

sfore entering this area. Destroy any nearby Authority Predators before 

tempting the jump. Not far beyond the bridge you can find this drone 

yvering near a sandy dune. Approach the drone from the south, boosting 

ur vehicle up and over the dune. Continue boosting while in the air and tilt 

e front of your vehicle upward as you sail through the air. If you don’t have 

Jite enough speed, pitching the front end of the vehicle upward gives you 

chance of clipping the bottom of the drone. 
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: FIELD GOALS 
here are three well-hidden goal posts in the Wasteland. Using the provided 

nap, locate each goal post and score a field goal. How do you score a field 

joal in RAGE? While driving the Jetter ATV, drive toward each goal post at 

op speed. Crash into the barrier in front of each goal post to launch your 

jody over the vehicle’s handlebars and through the uprights. Why would you 

vant to do this? For one, it’s hilarious. Plus if you score all three field goals, 

ou'll unlock the It’s Good! achievement/trophy. Scoring all three field goals 

s also required for 100% campaign completion, unlocking the Obsessive 

ompulsive achievement/trophy. 

GN a= 

his goal post is located only a few meters from where you first emerge 

rom the Ark at the start of the campaign. Of course, you'll need to acquire 

Jan’s Jetter and come back to this location—try completing it after exiting 

he Wasted Garage. Line your Jetter up with the goal post, then slowly back 

ip, careful not to alter alignment. When you're as far back as you can get, 

iccelerate and boost, crashing into the guard rail straight ahead. If you have 

nough speed and are properly aligned, you'll have no problem splitting 

hese uprights. 

| 

These goal posts 

are extremely 

difficult to find, 

located west of 

the Mutant Bash 

TV studio. Look 

for the metal 

Authority door 

embedded in € 

the cliff at the end of the road—you can see the tips of uprights just south 

of the door. Once you find this goal post, scoring the field goal is relatively 

straightforward. Line up your Jetter with the goal post, back up, and then 

boost into the rock wall to launch yourself through the uprights. 

Just reaching 

the Northern 

Watch Tower on | 

the Jetter can be § 

dangerous. Leave < 

from Wellspring 

and race through 

Scorcher Territory 

as fast as you 

can to evade any 

bandit vehicles. 

You're safe once 

you reach the 

Northern Watch 

Tower. Pass : 

through the gate : 

and turn to the ty 

north—the goal oe 

post is just beyond the ridge. You need as much speed as possible to make 

it over this distant goal post, so line your Jetter up and back up as far as | 

you can while maintaining alignment. When you can back up no further, < 

accelerate and boost simultaneously, racing toward the rocky ridge in front” 

of the goal post. If you have enough speed, you'll just barely make it over, 

perhaps bouncing over the crossbar. 
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- Complete all three field goals to unlock the It’s Good! achievement/trop! 
the bandit threat you face on the roads is minimal. Consider scoring all three field 

¢ WASTELAND SEWER MISSIONS (DLC) 
The Wasteland Sewer Missions are part of a downloadable content (DLC) package providing some extra mutant-blasting gameplay and looting opportunities 

‘There are nine sewer areas in all: seven in the Wasteland and two in the Eastern Wasteland. Each sewer can be accessed via a hatch and one that’s only 

available in the Wasteland Sewers DLC. Each sewer has an entry hatch and an exit hatch. You can only enter through the entry hatch and you can only 

exit through the exit hatch. Once you commit to entering a sewer area, you must advance through the whole level to get out. Therefore, make sure you’re 

well prepared to confront scores of angry mutants. In addition to mutants, the sewers also contain a wide range of objects you can collect and sell for a 

profit. Each sewer area has a loot pile, resembling a stack of bones and skulls. These loot piles contain the most valuable objects, including Mutant Adrenal 

Glands—a rare ingredient required to make Adrenaline Overdrive. 

WASTELAND SEWERS ) 
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my FIELD GOALS © WASTELAND SEWER MISSIONS 
ARK AREA SEWERS 

Don't forget to loot the b 
~ they’ ve been dead for. a 

as cash, The sewers are al 
Pistol Rounds 48 all Objects you can sell. 

NOTABLE LOOT 

~ QUANTITY | 

Small Batteny Pack 1 

| OUTRIGGER SEWERS 

Nanotrite Conduit 1 NOTABLE LOOT o 

ai " QUANTITY 
Mutant Adrenal Gland 1 1 aes 

Desert Spore 1 

ae Cee ae 

The entrance to Small Battery Pack 1 

his sewer system ORS 

$s located not far 
fen the dam Nanotrite Conduit 1 

facility, where ie 

you exited the Ark Mutant Adrenal Gland 1 1 

and the Wasted | 

garage. Look 

or a prospector 

yamed Steiger standing near the hatch. Steiger warns you that the sewers 

are a dangerous place crawling with mutants. But he also mentions that the 

nutants have stashed their loot in the sewers, suggesting you might find 

several valuables. Before entering this sewer (or any sewer) make sure you 

You can find the 

entrance to this 

sewer near the 

path leading to 

the Radio Tower 

and Wasted 
lave at least 50 rounds of Buckshot for your Combat Shotgun and a few Garage, just north 

Ningsticks. When you’re ready to enter, interact with the hatch. ofthe Outrigger 

Settlement. Jpon first entering the sewer, a he take off the first mutant’s head with 

a Wingstick. aig rests apr ai 5 

Staying quiet 

sn’t a long-term 

yption, so be 

eady to blast the 

ncoming mutants 

with your Combat 

Shotgun. Search 

he closet to the 

eft for some 

unk and Pistol 

Aounds, then 

Jescend into the 

Jamp tunnel. 

dere you come 

Inder attack by 

nultiple mutants. 

told your ground 

ind finish off mutant after mutant by tossing Wingsticks and firing your 

sombat Shotgun. Continue upstairs to a large tubular tunnel and blast a entrance. Take 

ew more mutants. At the end of the tunnel is a pile of bones. Loot this pile them out silently 

0 retrieve a Small Battery Pack, a Nanotrite Conduit, and a Mutant Adrenal with the Striker 

jland. To exit the sewer, take the passage to the right and interact with 

he ladder. 

Before interacting with the hatch, make sure you have enough ammo (and 

Bandages) to survive another intense encounter with rabid mutants. 

Ps ie 

There is a pair of 

mutants crouched 

in the tunnel 

near the sewer’s 

Crossbow—the 

tunnel is too narrow for Wingsticks. But no matter how quiet you are, 

© 



> so be ready to 

it’s not long before mutants come charging at you. Greet them with a volley 

of Buckshot fired from your Combat Shotgun. When possible, utilize the 

narrow doorways as chokepoints. Doorways restrict movement, preventing 

the mutants from flanking you. Simply fire into the doorway, blasting every 

mutant that comes charging through. Climb the set of stairs at the end of 

the passage and scour the upper level for loot. The mutant stash of loot is 

located in a dark alcove off a narrow corridor—look for the pile of bones. 

Don’t leave just yet. Not far from the pile of bones you can find a Desert 

Spore at the end of the adjoining passage. Once you’ve gathered all the loot 

you can find, return to the lower floor and take the passage on the right to 

dind the ladder leading out of this sewer. 

SOUTHERN SEWERS 

NOTABLE LOOT 

Feltrite Crystal fat 

Small Batteny Pack 1 

ee J 

Nanotrite Conduit 1 

F 5 ACen ER SH 

Mutant Adrenal Gland 1 1 

Sue 

The entrance 

to the Southern 

Sewer is 

located west 

of Wellspring, 

concealed 

beneath the 

highway on-ramp 

in Wasted 

Territory. Before exiting your vehicle, eliminate the nearby bandit guard 

tower by either crashing into it or by demolishing it with Homing Rockets. 

Also, make sure the area is clear of bandit vehicles—scan the minimap for 

red dots before making a move for the sewer hatch beneath the on-ramp. 

Near the entrance of | EA 4 

of this sewer i | = 

there are three 

mutants, all 

with their backs 

turned. Use the 

Striker Crossbow 

to take all of 

them out silently 

one by one. If 

they’re alerted, 

the mutant on the 

_lower catwalk 

begins launching 

fireballs at you, 

through the 

open fire with your Combat Shotgun. Take the path to the right to locate a 

pair of Feltrite Crystals at the end of a dead-end passage. However, watch 

out for mutants sneaking up behind you once you've pocketed the crystal: 

Return to the entrance and follow the adjoining passage into the next areé 

blasting mutants along the way. At the end of the narrow tunnel, ignore th 

passage to the left for now and head right until you come to a dead end. 

Look for the pile of bones on the left side of the dead end to retrieve the 

mutant loot. Backtrack through the sewer and take the passage you ignor 

earlier to find the ladder leading out of the sewer. If you didn’t take out the 

guard tower above, be ready to take cover when emerging from the sewer 

hatch—the sewer exit is right next to the guard tower. 

WELLSPRING SEWERS 

NOTABLE LOOT 

QUANTITY 

Small Battery Pack 

Nanotrite Conduit 

Look on the 

north side of the 

road leading into 

Wellspring to 

find this sewer 

entrance—it’s 

only a few meters 

away from the 

town’s gate. As 

usual, make sure you have enough ammo before dropping through the 

hatch. Coffer’s shop isn’t far away, so consider stocking up on ammo and 

supplies before entering the sewers. 

Sneak up behind 

the mutant at the 

end of the long 

passage near 

the entrance 

and drive a 

Steel-Tipped Bolt 

through his skull 

using the Striker 

Crossbow. Be 

ready to follow up 

with the Combat 

Shotgun as more 

mutants come 

charging at you. 

As you advance 
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sewer, you come under attack by a mutant launching fireballs at you. Take 

him out with your Assault Rifle, then continue through the adjoining passage 

with your Combat Shotgun at the ready. Cross over a set of catwalks, 

blasting mutants along the way. The mutants have stashed their loot in a 

closet at the end of the adjoining passage. Rummage through the pile of 

bones, then loot the other items on the shelves. After raiding the closet, 

prepare to blast a few more mutants on your way to the ladder, located 

off the passage to the right. Just beneath the ladder are a pair of Feltrite 

Crystals—don’t forget to grab them before exiting. 

NORTHERN SEWERS 

NOTABLE LOOT 

ITEM . QUANTITY 

Small Battery Pack 

The entrance to the Northern Sewer is located in Scorcher Territory beneath 

the highway bridge. If you’re having trouble finding it, look for the red 

Stanley Express mailbox—the sewer hatch is right next to it. This is a 

dangerous place to exit your vehicle, so make sure you’ve eliminated all 

bandit vehicles in the area before making a dash for the hatch. 

Once again, 

get the jump 

on the first pair 

of mutants by 

silently dropping 

them with your 

ae Crossbow. 

ight your way 

past more 

utants while 

Pern a 

couple of supply 

closets on the 

top floor—the 

closets contain an 

assortment of Gas 

Liters, Food Cans, 

h! ~ "gg WASTELAND SEWER MISSIONS 
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Tools, Beer Bottles, and Small Objects. Once you've scoured the top floor, 

head downstairs and take the first passage on the right to locate the mutant 

loot room. Before grabbing any objects, turn around and fend off a wave of 

mutant attackers, blasting them one at a time with your Combat Shotgun. 

Grab the loot and return to the previous passage, blasting mutants along the 

way. Advance through a large tubular pipe to reach the ladder leading back 

up to the Wasteland. The mutants attack in waves during your egress, so 

hold your ground using your Wingsticks and Combat Shotgun to eliminate 

the threats. 

KVASIR’S SEWERS 

NOTABLE LOOT 

Mutant Acirenal Gland 1 

Rocket Launcher 

Look for this hatch on the north side of the road, beyond the Northern Watch 

Tower. The hatch is positioned on the cliff overlooking Kvasir’s lab. Before ite 

exiting your vehicle, destroy the nearby bandit guard tower and eliminate 

any bandit vehicles in the area. Once the area is clear, park your vehicle and 

drop through the hatch to enter the sewers. 



The Plateau 

Sewers Is the 

largest and most 

dangerous sewer 

in the Wasteland. 

Make sure you 

have plenty of 

Buckshot for your 

Combat Shotgun 

and at least five HE Rockets for your Rocket Launcher before entering—a 

few extra Bandages is a good idea, too. The entrance to this sewer is 

located near the Northern Watch Tower. Just look for the Dedicated vehicle 

jump, marked by the hovering drone nearby. The sewer hatch is partially 

obscured by some weeds by a large rock. 

There’s no sneaking up on the mutants in this sewer. Blast the first two 

mutants as they pop out of openings in the floor and ceiling. More come 

rushing through the doorway ahead, so hold your ground and finish off 

all the attackers before heading upstairs. At the top of the stairs you’re 

ambushed by more mutants. Pick them off one at a time, and make sure 

they don’t surround you. After clearing the upper floor, take another set of 

stairs down to a narrow passage, eliminating more mutants along the way. 

The passage leads to a large tubular pipe. Advance down the pipe, using 

Wingsticks and your Combat Shotgun to dispatch the mutants. The pile of 

bones is located at the end of the pipe. Grab the loot contained within the 

pile of bones and then turn to the passage on the right to locate the ladder 

exit. Before reaching the ladder, look on the ground for a Rocket Launcher. If 

you haven't entered the Dead City yet, this may come in handy. 

PLATEAU SEWERS 

Blast the mutant in the control room near the sewer entrance. Grab the 

Pistol Rounds on the floor, then descend a long ladder to the floor of the 

sewer complex. As soon as your feet hit the ground, a large group of 

mutants comes charging at you. If you have a Sentry Turret, now’s a great 

time to deploy it. After blasting several mutants, a launcher mutant appears 

in the distance. Dodge his explosive attacks while continuing to kill mutant: 

with your Combat Shotgun. If you have a Rocket Launcher, open fire on 

the launcher mutant with HE Rockets until he slumps to the ground. If you 

don’t have a Rocket Launcher, the launcher mutant can still be killed with 

your Assault Rifle or Authority Machine Gun. Continue advancing through 

the sewer complex, using the narrow doorways to funnel mutant traffic. Hit 

the mutants with your Combat Shotgun as they come charging through the 

doorways one at a time. The pile of bones is located the end of the sewer 

complex..Grab the loot and make your way to the nearby ladder to return to 

the surface. 

NOTABLE LOOT 

QUANTITY 

Pistol Rounds 

Small Battery Pack 

Nenotrite Conduit 

Mutant Adrenal Gland 1 sees 
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SUBWAY TOWN SEWERS 

oe Look for this sewer hatch 

QUANTITY outside Subway Town, just 
west of the bridge. Park 

Small Battery Pack your vehicle on the road 

and hike along the rocky 

slope. Take a glance at your 

inventory before dropping 

through the hatch. There 

are only standard mutants ~ : . — My 

inside this sewer, so you should be able to handle them all with your Combat Shotgun” N 7 

: and several rounds of Buckshot. a a 



Make your 

way across the 

catwalk at the 

start of this sewer 

system, blasting 

mutants along 

the way. Head 

upstairs and clear 

out a few more mutants, then search the nearby supply closet for some 

random junk. In the adjoining passage you come to a Y-intersection. Take 

the path to the right first to reach another supply closet filled with low value 

objects, then return to the intersection to continue your advance. A second 

side passage on the right leads to another supply closet. Proceed to the 

large tubular tunnel and fight your way past more mutants until you reach 

a passage on the left. The narrow corridor leads to another catwalk system 

occupied by mutants. Once the mutants are all dead, step onto the catwalk 

system and take a left to access another supply closet containing the 

mutant loot as well as some Gas and Oil Liters. On the way to the ladder, 

you come under attack by more mutants on the catwalk system, including 

one lobbing fireballs at you from a distant walkway. Deal with the charging 

mutants first, then toss a Wingstick at the fireball-lobbing mutant. When 

throwing Wingsticks, mind the vertical supports flanking the catwalks— 

hitting one of these can send your Wingstick flying in an unpredictable 

direction. The ladder out is located at the end of the catwalk system. 

Interact with the ladder to climb to the surface. 

SHIPYARD SEWERS 

NOTABLE LOOT 

QUANTITY 

Pulse Shot 

Small Battery Pack 

Nanotrite Conduit 

Mutant Adrenal Gland 

Look for this sewer entrance by the Over the Hill jump in Gearhead Territor 

Locate the green signs forming a makeshift ramp near the hovering drone 

The sewer hatch is located southeast of the ramp. This is a dangerous are 

so make sure there are no bandit vehicles around before exiting your ride. 

When there are no red dots on the minimap, make a dash for the hatch an 

drop inside the sewer. 

You can get the 

jump on the first 

few mutants 

here by taking 

them out silently 

with your Strike 

Crossbow. No 

matter how quie 

you are, you can’t prevent the next wave of mutants from attacking. Swite 

to your Combat Shotgun and consider deploying an Advanced Sentry Turre 

to fend off the attackers—an Advanced Sentry Bot makes an even better 

companion during this sewer advance. Clear the open areas ahead with 

the help of your automated machines and continue through a doorway 

to the next area. Use the doorway as a chokepoint from which to funnel 

mutant traffic, preventing them from flanking you. Open the next door to 

enter a large tunnel system containing the mutant loot. Hold at the doorwa 

and attract as much attention as possible to lure the mutants into another 

chokepoint. Once the attack has stopped, grab the loot and advance 

through the tunnel. The ladder is located at the end of the tunnel, along wii 

a few more mutants. March forward and blast the remaining mutants with 

your Combat Shotgun, then climb to the surface. 

Ai 
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Wasteland isn’t a friendly place. Mutants roam the pesapocalvaue landscape, eager to tear you limb from limb for no particular reason. Bandits are 

barbaric, motivated by greed and territorial control. Then there’s the Authority. Despite their claims of establishing law and order, the Authority strives 

to create a police state in which they dictate the future of humanity. And in their new world order, there’s no place for Ark survivors. Fortunately, the Wasteland 

isn’t without means to protect yourself from these threats. A variety of deadly weapons await, allowing you to choose your own destiny and help shape the 

future of this troubled world. 

<o PRIMARY WEAPONS 

in RAGE, every weapon is completely different, with varying degrees of lethality. There are nine primary weapons to choose from, each with its own strengths 

and weaknesses. Most weapons also support multiple ammo types, providing even more variety and flexibility. In this section we take an in-depth look at 

2ach weapon, covering all upgrades and ammo types, as well as economical and tactical considerations. 

If you have the Anarchy Edition DLC installed, Fists of Rage will 

be automatically added to your inventory. The Fists of Rage will 

replace your normal fists, and allow you to deal extra damage 

while unarmed. 

In the following Ammo and Upgrade tables, there are five different 

damage ratings for each ammo type: low, moderate, high, very high, 

and extreme. These ratings indicate how much damage is inflicted by 

a single round. Some ammo types have armor-piercing capability and 

are indicated with an (AP) next to the damage rating. 

SHS a ROR ae ae ee ge EI a an a ee ee ee ee 2? FRR Mer me rh tee re ve PLES KS ER SURO e Me Pe eg we es eer ees 

SETTLER PISTOL 

WEAPON PROFILE 

| 
Danage > ED ooo 

Range > MED oo ee 

ACCU aC > > aD 3 

Rate of Fre > aD ee 

Magazine Capacity > a 2 

Sib aie - £58. 
AMMO AND UPGRADES 

MAG 
Reig NAME COST QUANTITY CAPACITY DAMAGE 

Pistol 

Rounds 

DESCRIPTION 

Standard issue pistol ammo. Guaranteed to kill muties anc 

bandits. . .eventually. 

Bullets within bullets within bullets, and they all fire at once. 

Double the size, double the damage. but half the rounds. So 

ya better shoot straight! 

Half a Binocular. . .the good half. 

= total cost of parts; must own schematic to build 
ay * at i < ete a 

i —= *~ Wee “SS 



DESCRIPTION © 

Double the size, double the damage. but half the rounds. So ya better shoot 
straight! 

Makes things go boom! 

Syrian “s ¥ eR ahs We re d eM te 

Monocuat to assist in aiming. While the Pistol ie its own iron sight when aiming, the Monocular is a far more accurate telescopic chi Sin 

Crosshairs over Hae target and tues the trigger. This makes it much ¢ easier to score headshots against distant enemies during freights. 

: enon eS rate of fire significantly, it must be relpaded after each trigger pull, making it largely ineffective in fate engagements. Fatboys aren’t cheap, 

- costing | more than $2 per shot, but they have the stopping power to kill most unarmored enemies with one hit. When you need even more stopping power, 

ee some Fat Mammas. These ea bullets seostinig $8 pe round) can ay pug) through any amount of armor, inflicting massive He Even after 

WEAPON PROFILE 

Danage > > ae © SED Dee 

Range aD a SP a 

ACCU aC) > 2D oo Trl 

Rate of Fre > ED / oo) en 

? As Magazine Capacit) > 2D [iS La Ps Re 

AMMO AND UPGRADES 

a RSS SON MAG. 
; NAME im COST QUANTITY CAPACITY DAMAGE DESCRIPTION 

Buckshot sie 8 8 Standard buckshot. Get more buck for your bang. 

; ae 
Dose Shae $32 8 All the kick you'd aay fram a shotgun plus 

EE 

Pop Rockets $44 * 8 Half shotgun slug. half hand grenade. ‘Nuf said. 

Shotgun 

————t 

"= total cost of parts; must own schematic to build 

‘Shoot more. reload less. 
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POP ROCKETS INGREDIENTS (BUILDS 8) 

IMAGE NAME COST. QUANTITY te SS DESCRIPTION 

Standard buckshot. Get more buck for your bang. 

Pi : Makes things go boom! 

The Combat Shotgun is your go- to weapon for close quarter engagements, ideal for blasting mutants and bandits alike. This weapon is acquired from Rikter 

Outrigger as a reward for fixing the Radio Tower. The shotgun fires automatically by simply holding down the trigger. However, due to the intense recoil, it’s 

best to let the weapon settle before firing a follow- up shot. In its standard configuration, the Combat Shotgun is fed by an internal tube magazine that must 

be loaded two shells ata time, making for some intense moments when you are swarmed by mutants. Purchase the Shotgun Extender—a box magazine 

with an 8-shell capacity—as soon as possible. Swapping out magazines is much faster than loading the weapon one shell at a time. 

There are three different types of ammo available for the Combat Shotgun. The standard Buckshot is the cheapest and most common, ideal for taking out 

unarmored targets at close range—there is no better ammo for taking out mutants and charging bandits. Pulse Shot is a highly specialized round fitted with 

a small Electro ‘Magnetic Pulse (EMP) charge. These rounds are great for targeting sensitive electronics, such as those found in Sentry Bots or the energy 

shields | carried by some enforcers. However, they don’t produce enough EMP to take out Authority generators—you’ll need EMP Grenades to do that. Pop 

Rockets are another specialized ammo, essentially converting the weapon into a grenade launcher. These explosive rounds detonate upon contact with any 

target or surface, capable of vaporizing most enemies and leaving nothing behind but a red mist. 

DOUBLE BARREL SHOTGUN [DLC) 

WEAPON PROFILE 

Damage GSD > a ms 

% Range aD 2 >> i 

. Accuracy > 

‘Rate of fire 

, Magazine Capacity > 2S a 

AMMO AND UPGRADES 
MAG. 

IMAGE NAME COST QUANTITY CAPACITY DAMAGE DESCRIPTION 

ee ea Standard buckshot. Get more buck for your bang. 

COMPENDIUM 



PORE ee 

FIELD NOTES 

if you have the Anarchy Edition DLC installed, you automatically own the Double Barre! Shotgun. This devastating weapon packs a serious punch, along wit 

some violent recoil. The Double Barrel Shotgun fires both barrels with each pull of the trigger, effectively doubling the damage output of the Combat Shotgur 

However, it does have a couple of serious limitations. The weapon can only hold two shells at a time and must be reloaded after each pull of the trigger. Fire 

with one hand, like a pistol, the Double Barrel Shotgun also exhibits heavy recoil. While the weapon is most os at close range, By Aung, yOu. can bring 

up the Monocular view. But don’t expect to inflict much damage on targets beyond a few meters. ; Ee hase 

The Double Barrel Shotgun fires the same ammo types as those offered for the Combat Shotgun. Buckshot is most effective for this weapon, allowing you 

to unleash two simultaneous volleys of shot with each puil of the trigger. Pulse Shot is best reserved for the Combat Shotgun, as you rarely want to fire two 

of these EMP rounds at the same time. Firing Pop Rockets with this weapon can be fun, launching two grenade-like rounds at the same time. This can be 

effective when targeting large nose of enemies, such as bandits or enforcers hiding behind cover. Just don’t get carried aways oa pull of the trigger 

costs you $11! ae ete ee 
= : he 

~ ASSAULT RIFLE 

WEAPON PROFILE 

Damage 

Range 

Accuracy 

Rate of Fire 

Magazine Capacity 

AMMO ANDO UPGRADES 

MAG. 
NAME COST QUANTITY CAPACITY DAMAGE DESCRIPTION 

Steel AR Why eat lead when you can feed ‘em steel? Dinner is 

ae 1 ao ao = Feltrite AR 
Rounds » 

AR Stabilizer Keeps your Assault Rifle stable, even if you're not. 

4 OG Ecatiraer reduces the vertical kick caused by recoil. Together, these two upgrades fae the weapon much more stable, allowing you to fire prolonged 
_ bursts with decent accuracy. 
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The Assault Rifle supports two different types of ammo. Steel AR Rounds are the cheapest and most common of the two ammo types. This is a standard 

‘steel-jacketed round ideal for targeting unarmored enemies, such as mutants and bandits from the Ghost, Wasted, and Shrouded Clans. Steel AR Rounds are 

very common among most bandit clans and can usually be looted from your victims and their dwellings. !f you’re thorough in your searches, you'll probably 

ever need to buy. many Steel AR Rounds. The Feltrite AR Rounds pack a bit more punch, designed with a Feltrite core for greater penetration against armored 

. However, these bullets pale i in comparison to the Authority AV2x Rounds fired by the Authority Machine Gun, particularly when confronting enforcers. 

Instead of finvesting heavily in Feltrite AR Rounds, save your mo ey for Authority AV2x Rounds when it comes to dealing with armored threats. 

es 

28 
SNIPER RIFLE 

WEAPON PROFILE 

Damage Gi E> AED Dia 

Range GED SRD AE REN Se 

ACCUGCL 4S SEE DIS De D> SM 

Rate of Fire > ED [a Ss TEE 

Magazine Capacity > Sa aa 

AMMO AND UPGRADES 

MAG. 
IMAGE NAME COST QUANTITY CAPACITY DAMAGE DESCRIPTION 

tet the rifle focus on loading, while you focus on 
aiming. 

ts Sniper Rounds i Promoting “open-mindedness” one bullet at a time. 

FIELD NOTES 
When it comes to | punishing targets from long range, there’s no better choice than the Sniper Rifle. This weapon is provided by Dan Hagar when you're 

tasked with clearing out the barricade by the Hagar Settlement. The rifle’s powerful scope makes it easy to zoom in on targets and score lethal headshots 

with pinpoint accuracy. You can toggle the scope’s two different zoom settings by pressing the “use/interact” button. The Sniper Rifle Auto-Loader is the 

only upgrade for this weapon. It can be acquired free of charge by completing one of the sniping-based jobs (Mutant Menace or Caravan Cover) from the job 

boards in Wellspring. This upgrade converts the Sniper Rifle into a semi-automatic firearm, allowing you to fire multiple shots in quick succession. However, it 

does little to dampen the rifle’s harsh recoil. It’s still best to let the rifle settle for a couple of seconds before firing any follow-up shots. 

The Sniper Rounds are the only ammo type available for this weapon. Costing more than $2 per bullet, these rounds aren’t cheap, but they pack a serious 

punch, capable of liquefying heads. Line up your targets carefully and make each shot count. These rounds (and this weapon) are best deployed during 

stand-off firefights, when your enemies have taken cover. Zoom in on an enemy’s position, place the crosshairs over his head, and squeeze the trigger. 

Bandits from the Wasted, Shrouded, and Gearhead Clans often hide behind cover and attack from range, making them ideal targets for the Sniper Rifle. 

ee enforcers are also good candidates for sniping. However, when targeting Gearheads and enforcers, you'll need to shoot off their helmets before you 

an score lethal headshots. 

tS 

led achievement/trophy, you only need to score ten headshots with the Sniper 

cade near the Hagar Settlement, shortly after acquiring the Sniper Rifle. Continue puncturing skulls with 

4 

< 



Rate of Fire => =D 

Magazine Capacity =. 

AMMO AND UPGRADES 

MAG. 
CAPACITY DAMAGE DESCRIPTION IMAGE NAME COST QUANTITY 

oe eae 6 Steel-tipped crossbow ammo. You get the point. 

Blectro Bolts 

Mind Control Control your victim until they explode. A party Extreme i Bolts favorite. 

Dynamite ; . | when you need some dynamite del N 
Bolts : : 3 oe og an Wile see 

* = total cost of parts; must own schematic to build 

MIND CONTROL BOLTS INGREDIENTS (BUILDS 6) 

QUANTITY - DESCRIPTION NAME COST 

Steel-Tipped 

Bolts Steel-tipped crossbow ammo. You get the point. 

Explosive Pack 

Ghost Toxin 

Mutant 
Adrenal Gland 

COST QUANTITY 

Steel-Tipped 

Bolts 

Explosive Pack 
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Compared to the other weapons, the Striker Crossbow requires a degree of finesse and tactical awareness to realize its full potential. This is another present 

from een raya provided as a reward for delivering supplies from Wellspring. With the exception of Wingsticks, this is the only weapon that allows you to 

i ently Therefore, make a habit of crouching while using this weapon. While crouching, you move slower and make much less noise. This 

) ge the jump on enemies, taking them out before they can see or hear you. Once you're spotted, you may want to switch to another weapon 

ahigher rate of Deen a larger magazine capacity. 

Thanks to its wide assortment of ammo, the Striker Crosse is the most versatile weapon in your arsenal. The Steel-Tipped Bolts are the most common 

al mmo type and can be lethal when fire at the heads of unarmored enemies, such as mutants and bandits from the Ghost and Shrouded Clans. Electro 

alt: 3 are best deployed i in ‘wet environments like the Well. If enemies are standing in a pool of water, simply fire an Electro Bolt into the water to fry them all. 

lectro Bolts are also effective against electronics, such as those found in Sentry Bots or the energy shields carried by some enforcers. Unless you already 

1 the ingredients, Mind Control Bolts are ridiculously expensive to produce, costing nearly $24.67 per shot. Their effectiveness cannot be denied, however. 

hitting a victim with one of these bolts, the camera switches to a third-person view, centering on your victim. During this brief sequence, you can control 

the movement of your victim. Walk your victim over to another group of enemies and trigger the detonation. The explosion is big enough to kill your victim, 

but the splash damage is rather limited—so take the time to get your victim directly next to other enemies before triggering the detonation. Dynamite Bolts 

provide much more bang for your buck, combining an Explosive Pack with Steel-Tipped Bolts. These function much like Steel-Tipped Bolts, but after sticking 

into a target (or any surface), they explode. Dynamite Bolts work particularly well against the Jackal Clan, but don’t expect to take out more than one target 

with each bolt—the explosion is rather small, with minimal splash damage. co 

~\ - = 

Oil —_ G2) ___ SILENT BUT DEADLY | HAT TRICK 
Steel-Tipped Bolts canbe 

retrieved from your victims, 

SXoyre (0) aoa (0) 6X1 an Ko) (olel mn water 
There are two achievements/trophies assotiated with the Striker Crossbow. Silent But Deadly 
requires you to stealth kill ten enemies. This is easiest by sneaking up behind mutants and driving 

bodies to get your ammo back! a Steel-Tipped Bolt through their skulls. To unlock Hat Trick, you must kill at least three enemies 
with one Mind Controlled enemy. This can be tough, given the limited splash damage of the Mind 
Control Bolts. Look for groups of lightly armored enemies hiding behind cover and tag one of them 
with a Mind Control Bolt. Maneuver your victim as close to two other enemies as possible before 
triggering the explosion. This works best against enemies equipped with limited or no armor. Try it 
against bandits from the Ghost, Wasted, or Shrouded Clans. 

; . 
AUTHORITY MACHINE GUN 
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WEAPON PROFILE ate % eee 4 
iS aa ~ 

| 3 Damage > WEED yo a TA 

| Range ED EE SE 

® Accuracy casein maaReRD RE : 
ai - : 

Rate of Fire | 

Magazine Capacity SUSETED RENTED RENO ECE 7 



DESCRIPTION 

Authority MG 

Rounds 
$30 Standard issue enforcer rounds, all kills no frills. 

Rounds oy ee a against armored enemies. 
His sas Seis BEES ba 

a 3 ee | ; | 
“ | Authority AVex | Pulse charged enforcer rounds. Extra effective 

AMG Laser Attaches a military-grade laser pointer to your 
Sight Authority Machine Gun. 

FIELD NOTES 

The Authority Machine Gun can be purchased from Coffer in Wellspring for $500. . .or you can find one in the locked closet within the Shrouded Bunker, Ever 
if you’re suckered into buying it, this weapon is worth every dollar. This is the same weapon deployed by Authority enforcers, offering a perfect balance of 

: stopping power, rate of fire, and accuracy. Bullet for bullet, the Authority Machine Gun inflicts less damage than most of the other weapons in your arsenal, 
- but it more than compensates with its blazing rate of fire. And unlike the Assault Rifle, this weapon exhibits far less recoil, making it easier to keep on target, 
? even during prolonged automatic bursts. Always aim the weapon to take advantage of its integrated optical sight for quick target acquisition and improved 

accuracy. The AMG Laser Sight upgrade makes the weapon even more accurate. Beyond the visible laser on the weapon, the upgrade works at an internal 

ee level to stabilize the weapon, helping ensure your rounds hit where you're aiming. 

: “There are two types of ammo available for the Authority Machine Gun. The standard Authority MG Rounds are the most common, and best deployed against 
‘unarmored enemies like bandits from the Ghost, Wasted, and Shrouded Clans. Make a habit of looting dead Authority enforcers to find more of these rounds, 

because they’re not very cheap. When it comes to actually engaging Authority enforcers, opt for the Authority AV2x Rounds. These advanced bullets have 
gee AP properties, ideal for disabling the heavy body armor worn by enforcers—they can even power down the energy shields carried by some enforcers. The 
Ba : Authority, AV2x Rounds are less common and cost more, but they’re by far the best way to cut through enforcer armor—at least until you get the Authority — 

Pulse Cannon. 

Geant. 

he | WEAPON PROFILE 

; : Damage (iai> Ti? i> TD 

Range Gio? i > WD 

ACCUaC Gi a> 2D 

Rate of Fire iD oes: LD Las : FIELD NOTES 

Magazine Capacity <a 
; When you must inflict as much damage 

as possible, the Rocket Launcher is 

the right tool for the job. This is first 

available in the Dead City when fightine 

the mega mutant. The encounter with 

the mega mutant gives you an idea of 

how powerful this weapon is. Reserve 

this weapon for fights against bosses 

and large mutants, like the launcher 

AMMO AND UPGRADES 

ees MAG. . IMAGE NAME cost QUANTITY capacity UAMAGE DESCRIPTION 

When it absolutely 
Extreme must die, settle for 

nothing less. 

Smart seeking rockets 
of doom! Targets 

vehicles only. 

HE Rockets 

Rockers $100 Extreme 
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mutant or tentacle mutant. The Rocket Launcher can bring these enemies down fast. However, this is a dangerous weapon and can pose a threat to you as 

well as your prey. Never fire the weapon in tight quarters. The blast radius of each rocket round is large and may injure (or kill) you if you’re not careful. Make 

sure there’s at least a dozen meters between yourself and the intended target to avoid an embarrassing death. 

The Rocket Launcher fires two different types of rockets. The HE Rockets are tipped with a high-explosive warhead and serve as general-purpose munition 

for targeting personnel and vehicles. However, there is no guidance system for this rocket. It simply travels in a straight line and detonates upon contact with 

ly object. Still, when targeting vehicles through the weapon sight, there’s a triangle icon that appears near the moving target, helping you gauge where 

to fire the rocket to score a hit. Line up the triangle with the. circle in the middle of the screen before firing. The Viper Rockets do have a guidance system 

and can lock on to enemy vehicles. If you find yourself on foot in the Wasteland, load Viper Rockets and attain a lock before firing at bandit vehicles. Aim the 

Rocket Launcher to bring up the weapon sight and wait for a the rocket to lock on before firing—you’ll know you've locked on when the brackets around 

the triangle icon begin flashing. Once locked and fired, the Viper Rocket flies skyward, eventually diving down on its target from a high angle and exploding 

upon contact. If you don’t achieve a lock with a Viper Rocket, it simply flies in a straight line, like an HE Rocket. Outside of targeting enemy vehicles, the Viper 

Rockets don’t have much use—and you should never attempt to attack enemy vehicles on foot anyway. Save some money and stick with HE Rockets. 

AUTHORITY PULSE CANNON 

yyy 
(PROTEST iSiesremtstceey 

WEAPON PROFILE 

Damage GD 2D aD 

Range Ga a MED 

ACCuUrac) > ED 

Rate of Fire > > > a 

Magazine Capacity > 2D 2D ED a 

AMMO AND UPGRADES 

MAG. : : 
COST. QUANTITY CAPACITY DAMAGE DESCRIPTION 

Foe | ee [sn 
ee 

FIELD NOTES 

The Authority Pulse Cannon is, without a doubt, the most devastating weapon available, ideal for punishing enforcers and Authority mutants. Unfortunately, 

you don’t acquire this weapon until near the end of the campaign. It’s provided to you by Portman shortly before you infiltrate Capital Prime. This hulking 

weapon benefits from a rotating barrel configuration fed by a large 200-round box magazine. The multiple barrels allow the weapon to maintain a high rate of 

fire without overheating. Simply hold down the trigger and the weapon will continue firing until the magazine runs dry. 

IMAGE NAME 

Authority 
Feltrite-infused rounds of death. Hancle with care. 

Pulse Rounds 

Ultra potent, highly unstable, and extremely deadly 
ball of plasma. 

BFG Rounds 

iE” are two types of ammo available for the Authority Pulse Cannon. In its default, fully automatic state, the weapon fires Authority Pulse Rounds. These 

high-velocity bullets have a Feltrite core, capable of effortlessly penetrating the toughest armor in the Wasteland. Enforcer body armor doesn’t stand a chance 

gainst these rounds—a sustained burst can even wear down enforcer energy shields. Simply swing the weapon toward your target and pull the trigger until 

: threats are on the ground. Make a habit of reloading the weapon’after each engagement. It takes approximately four seconds to load a fresh magazine, so 

ake sure you handle this business when you’re not under fire. The weapon’s BFG Rounds take destruction to a whole new level. Hold down the trigger to 

charge up a blue ball of plasma at the end of the weapon. Once the ball reaches critical mass, it flies off in the direction you're aiming and vaporizes anything 

within your field of view. Such devastation comes at an economical and tactical price. Each BFG Round costs $67 and only one can be loaded at a time, 

30 you must completely reload the weapon after each shot. Unless you're facing multiple static targets at range, it’s better to simply keep firing the Authority 

Pulse Rounds. In the time it takes you to load, charge, and fire one BFG Round, you can usually mow down half a dozen targets with Authority Pulse Rounds. 

Plus, BFG Rounds leave nothing behind but scorch marks where your enemies once stood, meaning no bodies to loot. 

* oe ‘ al 
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weapons can be purchased directly from vendors, but others must be constructed from parts ; using ‘schematics. Most schematics c can be. purchased from ee 
vendors. Each time you buy or receive a schematic, you also acquire ‘the parts necessary to build ‘one item. Once built or urchased, i 

assigned to one of the four quick use slots for easy deployment. E : 

Don’t assign weapons like Sentry Turrets, Sentry Bots, and RC Bomb Can as your quick use items. These weapons are easly Webioved from the inventory 
screen. Simply access the inventory screen when you want to deploy one of these weapons. This pauses the game, giving you the chance to select ‘the a 
from the inventory screen. Select the weapon, then choose the use option. When you return to the game, the item you selected now appears. Reserve your 
four quick use slots for weapons that require more precise targeting, like Wingsticks and grenades. It’s also wise to reserve a Be use slot for Bandages. 

* 
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( WINGSTICK INGREDIENTS (BUILDS 15) 

IMAGE NAME COST QUANTITY DESCRIPTION 

Description: Smart flying Steel S15 1 The sharp parts of 
death blades. Not foruse Blades a Wingstick. 
with dogs. . . j = ee = 

Cost: $e5 for5 Hardware $20) 1 Random collection — 

Sell Price: $3 each | Packer of nuts and bolts. : 

Schematic Cost: $50 4 Assorted wires, 

2 SRG Meee os. aan Electrical S16 1 connectors, and 
Wire Kit other electrical 

parts. 

a a) Ov oo Qeme 
so =. 
os 

, the Wingstick’ Ss Suan blades are ideal for lopping off the heads of your enemies. These work best against unarmored targets like mutants. 
a you throw ie eee dt at ste fene; it may become Bn ina oe al or body. ie the case ES a nels be sure to Hoot its body berate 

Use Wingsticks to decapitate a total of ten enemies to unlock the Decapathon achievement /trophy. 
This i iS easiest against mutants or bandits who aren't wearing helmets, like those from the Ghost Clan. 
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Description: For when you 
} don't care about making a 

mess. 

FE Cost: $¢0 forS 

{ Sell Price: $4 each 

Schematic Cost: WA 

ie ys 

aa 

FIELD NOTES 

This is a standard high-explosive hand grenade, perfect for taking out 

multiple enemies during frantic firefights. As with any explosive weapon, 

you must take care to avoid injuring (or killing) yourself. When you press 

EXTENDED PLAY ARMORY 

m QUICK USE WEAPONS 

GARAGE MULTIPLAYER 

and hold down the quick use button, a small white meter appears at the 

center of the screen, filling from left to right. The meter indicates how 

much time is left before the grenade explodes. If you hold down the button 

too long, the grenade will explode in your hand, potentially killing you, 

depending on your chosen difficulty level. Always throw the grenade before 

the meter is full. For best results, wait until the meter is about half full, then 

throw it at your target—this is called cooking a grenade. Your enemies 

will notice any incoming grenades and attempt to run away. By cooking a 

grenade, you give your enemies less time to respond to the threat, helping 

ensure they’re caught in the blast. Also, notice how HE Grenades bounce 

when thrown. The detonator is purely fuse-based and does not explode 

upon impact with any surface. This allows you to bounce grenades off 

walls and other surfaces, useful when you don’t want to expose yourself to 

incoming fire. HE Grenades are extremely powerful, vaporizing all targets 

within their modest blast radius—don’t expect to find any bodies to loot. 

RC BOMB CAR 

' Description: Best idea a 

) Te-year-old ever had. 

¥ 

fF Cost: NA [Can only be built) a 

i 
f 

Sell Price: $65 each 

Schematic Cost: WA (Provided _ 
by Sheriff Black) i 

FIELD NOTES 

Initially, the Shrouded Clan developed these explosive remote controlled cars, 

using them to terrorize their enemies and anyone else they felt like messing 

with. But Sheriff Black uncovered the schematics for these cars, allowing you 

RC BOMB CAR INGREDIENTS (BUILDS 1) 

IMAGE NAME COST QUANTITY = DESCRIPTION — 

Ld Explosive Makes things go 
Kat | Pack boom! 

ae The conduit 
| Nenotrite between your 

| Nanotrites anc 
your hurnanity. 

Perfect for 

powering 

mechanized 

instruments of 

death. 

All the pieces you 
heed to make a 
remote controlled 

car. Assembly 
required. 

to build them—the schematic is provided at the start of the Destroy the Bomb Caches job. Once you’ve built and deployed an RC Bomb Car, the camera 

switches to a third-person view behind the miniature vehicle. The controls work just like driving a vehicle, complete with a boost option. However, pay 

attention to the car’s signal strength meter at the bottom of the screen. If you drive too far away, the signal strength drops. If the signal is completely lost, 

you lose control of the RC Bomb Car and it detonates on its own. As long as the signal strength remains strong, you can keep driving around and detonate 

it at any point. If you don’t want to detonate it, simply choose the exit option. This stops the vehicle, and returns the camera to the default first-person 

perspective—you can now pick up the RC Bomb Car and return it to your inventory. This gives you the opportunity to use RC Bomb Cars as reconnaissance 

vehicles, scouting out areas before advancing. RC Bomb Cars are small, and can drive into tight spaces such as ducts and drains. If you can’t fit into an 

opening, your RC Bomb Car probably can. Experiment with RC Bomb Cars to explore areas you can’t reach. In combat, RC Bomb Cars will often get the 

attention of your enemies, prompting them to open fire and run away. Use the boost function to get in close to your ae bejore they can either get away or 

destroy the car. 

. Sai ‘i He, 



Description: Set it and 

forget it! of 

Cost: N/A (Can only be built} | 
Sell Price: $80 each ' 

Schematic Cost: $12e5 { 

Sipe 

D uvincruapeacauntaanses 

FIELD NOTES 

The Sentry Turret Schematic can be purchased from Coffer in Wellspring for 

$125. Once you have the schematic, you can start cranking these out. Instead 

of buying the parts to build Sentry Turrets, gather them during your adventures 

to cut down on the production cost, otherwise they cost $84 if you have to buy 

‘ther parts from a vendor. These tripod-mounted turrets can dish out some serious damage, automatically acquiring and attacking targets on their own. They’re 
best deployed against large waves of mutants. Simply stand back and let your Sentry Turret do all the dirty work. But Sentry Turrets have a limited lifespan, as 

Es SENTRY TURRET INGREDIENTS (BUILDS 1) 

‘IMAGE. NAME COST © QUANTITY DESCRIPTION 

A collection of 

bullets and slugs 

used to cause 

a whole lot of 

Ordnance 

Pack ale 

Turret 

Barrel 

The conduit — 

between your 

Nanotrites and your 

Nanotrite 

Conduit 

Ane Small 
Go 188) : 

ASHE 7 wire 

connectors, and 

other electrical 

parts. 

Electrical 

Wire Kit 

indicated by the power meter on the left side of the screen. The more rounds they fire, the more energy they consume until they eventually cease functioning. 
_ Even after a Sentry Turret ceases functioning, you can still salvage it for parts, usually recovering the Turret Barrel. More parts can be salvaged if you interact 

_ with the Sentry Turret while it still has energy—the more energy it has, the more parts are salvaged. Sentry Turrets are also vulnerable to melee attacks. If a 
‘mutant or bandit is fortunate enough to get close enough, the enemy can knock over a Sentry Turret, effectively disabling it. Stand guard and make sure no 
enemies get close enough to touch your little friend. 

KEEP ‘EM C lit 

To unlock the Keep ‘Em Coming achievement/trophy, you must kill five enemies with a single Sentry Turret. For best results, drop a 
Sentry Turret in an area with multiple mutants. Stand guard and blast any mutants that attempt to knock over the Sentry Turret, giving 
it a chance to score the requisite five kills. 

Description: The best walking 

and shooting robot this ee ut ‘Sh 
the apocalypse. : 

Cost: NA [Can only be Sts 

Sell Price: $85 each 

Schematic Cost; $175 

IMAGE NAME COST QUANTITY DESCRIPTION 

A collection of 
Bullets and slugs $12 
used to cause a 

whole lot of camage. 

Ordnance 

Perfect for powering 

mechanized 

instruments of 

Hardware 

Packet 
Random collection of 

nuts and bolts. 

ry parts ‘ainiig your adventures, the buy in isn't so bad. Sentry Bots are much more durable than their stationary Sentry Turret counterparts—you 
can view the unit’s health in the red meter on the left side of the screen. In addition to shooting enemies with a minigun-like automatic weapon, they can also 

oat use thelr nan front 00 to perform melee attacks. Think of Sentry Bots as a viscous but loyal guard dog that will always watch your back. They do have a 

7 
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m9 BUICK USE WEAPONS 

point you salvage. any feaeable parts and add them to your inventory. As with the Sentry Turret, the more health a Sentry Bot has, the more parts are eicced 

when interacting eu Wen Pie aa 

PASSIVE AGGRESSIVE 
This achievement/trophy is awarded for scoring three kills with a’single Sentry Bot. This is easiest to earn when a 
Sentry Bot is deployed amongst a large group of mutants. Mutants are the easiest enemies for a Sentry Bot to kill.” 

EMP GRENAGE INGREDIENTS (BUILDS 3) 

IMAGE NAME COST QUANTITY DESCRIPTION 

| Description: Powerful electro- | - a Assorted wires, 

| magnetic pulse that can i BE , Electrical connectors, and 

© disrupt unshielded electronics. — Wire Kit other electrical 

| Cost: $45 for 3 Seco 

f Sell Price: $10 each 

} Schematic Cost: WA [found in 
© Authority Prison) 

Feltrite-powered 
fuel cell. 

For when you 

don't care about 

making 4a mess. 
SEN TT rene sapere Tete Wer ien nc Sem ee ee se nesters Ta 

FIELD NOTES 
EMP Grenades are the best way to disable any electronic-based piece of equipment. You can find the EMP Grenade Schematic inside the Authority Prison 

or you can purchase EMP Grenades already assembled from a vendor. These hand-thrown weapons function just like HE Grenades—you can even cook 

them by holding down the quick use button before throwing them. But instead of detonating with shrapnel, these specialized grenades emit a powerful 

electro-magnetic pulse, frying any electronics within their blast radius. These grenades are the best way to disable the generators found in most Authority 

installations, like the Authority Prison. EMP Grenades are also very effective at disabling enemy Sentry Bots, Sentry Turrets, and the energy shields carried by 

some enforcers. The electronic-enhanced body armor worn by enforcers is also vulnerable to EMP attacks. Once exposed to EMP, enforcers are much easier 

to kill, causing their body armor to quickly fall apart with each hit. 

ADVANCED RC BOMB CAR 

IMAGE NAME 

Description: Best idea a oy Explosive 
le-year-old ever had, now with 

fF} EMP! 

| Cost: N/A (Can only b be but 

Gell Price: $65 each 

} Schematic Cost: WA (Provided * 

— By Phallinx fae j 

The conduit between 
your Nanotrites and 

your humanity. 

Perfect for powering 

mechanized 

instruments of death. 

Al the pieces you 
heed ta make a 

“remote controlled car. 
Assembly required. 

FIELD NOTES ~ 

, you’re not paying close attention, you can totally miss out on this erate, To get the Navan RC Bomb Car salem you must complete a job from 

the job boards called, A Proposition—this only appears after you've completed the Destroy the Bomb Caches job for Sheriff Black. The job sends you back 

to the Hagar Settlement where Phallinx Hagar has a side quest (RC Prototype) requiring you to return to the Shrouded Bunker to steal a new RC Bomb Car 

prototype. Once you come back with the prototype, Phallinx awards you with the upgraded schematic. The Advanced RC Bomb Car works exactly the same 

as its predecessor. However, when detonated, it emits a powerful EMP blast along with its normal explosion. This makes it very effective against Authority 

units, particularly the enforcers carrying energy shields. The EMP blast is also strong enough to disable Authority generators. Think of it as a more complex — f 
22 
x 

alternative to your EMP Grenades. 

A 
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IMAGE NAME COST QUANTITY DESCRIPTION 

Description: Smart targeting ) 

just got smarter. ' 

Cast: WA [Can only be built) | 

Sell Price: $2 each 

Schematic Cost: $275 i 

The sharp parts of a 

Assorted wires, 

connectors, and othe! 
electrical parts. 

Electrical 

ST ADT ea TET TOT ON 

FIELD NOTES 

Shortly after arriving in Subway Town, you can purchase the Advanced Wingstick Schematic from Jani. Even if you didn’t buy the original Wingstick 
Schematic, you can buy this one. These upgraded Wingsticks are equipped with an advanced Nano-core capable of targeting up to three separate enemies 
with one throw. Toss one of these Wingsticks into a crowd of enemies and watch it go to work. Initially the Wingstick flies in the direction you threw it, but 
after hitting the first target, it seeks out targets of its own before returning to your hand. Advanced Wingsticks are constructed from the same parts as 

standard Wingsticks. Outside the cost of the schematic, there’s no reason not to upgrade your arsenal. Once you own the schematic, you can only construct 
Advanced Wingsticks. 

RK. ADVANCED SENTRY TURRET a 

IMAGE NAME COST QUANTITY DESCRIPTION 

A collection of bullets 
Description: Set it and forget Ordnance and slugs used to f) it! Part 2. : Pack cause a whole lot of 

Cost: N/A (Can only be built) RES pS ae 

$12 

Sell Price: $80 each 

Schematic Cost: $330 

The conduit between 

your Nanotrites and 
your humanity. 

Nanotrite 

Conduit 

FIELD NOTES 

The Advanced Sentry Turret is an upgraded variant of the standard unit, 
benefiting from a laser sight and a wider field of view. You can purchase the 
schematic for this devastating weapon from Jani in Subway Town. You do 
not need to own the Sentry Turret Schematic to buy this one. This weapon can be constructed from the very same parts as the regular Sentry Turret, but 
this upgrade version is far more effective in combat, capable of acquiring (and killing) enemies faster. The Advanced Sentry Turret also has a wider firing 
arc, making it harder for enemies to flank it. Still, it’s best to deploy it in a spot where its back is up against a wall, corner, or other object, helping prevent 

Assorted wires, 

connectors, and other 

electrical parts. 

Electrical 

Wire Kit 

_ enemies from knocking it over with melee attacks. However, the weapon system still has a rather limited lifespan, even if it goes untouched by enemies. 
Monitor its energy meter and be ready to deploy a second turret if necessary. At no point do you need to deploy two of these at the same time—one 
Advanced Sentry Turret can handle just about any job on its own. 

4 
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Description: The best walking 

and shooting robot this side 

of the apocalypse, now with — 

armor! ; 

Cast: WA (Can only Be Bie 

Sell Price: $85 each 

Schematic Cost: $375 

FIELD NOTES iu 

The Advanced Sentry Bot Schematic i is available from Jani in Subway Town. 

You do not have to own the standard Sentry Bot Schematic to buy this 

upgraded version. Functionally, this Sentry Bot performs the same as its 

' a USE WEAPONS + CONSUMABLES AND MISCELLANEOUS ITEMS 

ADVANCED SENTRY BOT INGREDIENTS (BUILDS 1} 

NAME COST QUANTITY DESCRIPTION 
A collection of bullets 

Ordnance so | 1 and slugs used to 

Pack | cause a whole lot of 

| camacde. 

NeAetrte | The conduit between 

g See 1 your Nanotrites and 
Conduit A 

| your humanity. 

Small Perfect for powering 

Battery $16 | 1 mechanized 

Pack instruments of death. 
aaa Le 

Fsctical Assorted wires, 

: 2 S16 1 connectors, and 
Wire Kit é 

other electrical parts. 

Hardware $25 1 Random collection of 

Packet nuts and bolts. 

predecessor, attacking with a rapid-firing weapon as well as with its sharp front legs. But this variant is equipped with heavier armor, significantly increasing 

its lifespan. The Advanced Sentry Bot is constructed from exactly the same parts as the standard version. Outside the steep cost of the schematic, there’s 

‘no good reason to pass on this worthwhile upgrade. When you’re facing stiff resistance, deploy a couple of these bots to gain the upper hand. The Advanced 

Sentry Bot is a true force multiplier, attracting attention away from you. This not only increases your chances of survival, but it also presents new tactical 

opportunities. While your enemies are focused on the bots, look for ways to flank or advance. 

: MECHANOCIDE ) 

Lik ings with your devastating creations? Then go et the Mech aeede achievement/trophy. This requires you to kill a total 

of 100 enemies using Sentry Turrets, Sentry Bots, and RC Bomb Cars. Kills acquired with Advanced Sentry Turrets and Advanced Sentry 

Bots also apply to the grand total. 

eo DRIES ELS Eee. AND MISCELLANEOUS ITEMS 
4 
+ 

Se aan, cae ele 

Unlike the quick use weapons, the following items are not offensively oriented. Instead, these objects perform a variety of specialized finch such 

as restoring health and breaking locks. Some of these items can be purchased from vendors, but most of them must be constructed using recipes and 

schematics acquired during your adventures in the Wasteland. 

IMAGE NAME 

BANDAGES 

BANDAGES INGREDIENTS (BUILDS 1) 

DESCRIPTION. COST QUANTITY 

Better clean these 

suckers off before 

wrapping your injured 

bits in them. 

Antiseptic 

Formula 

Aside from its cisin- 

fecting power, it’s also 
the main ingredient 

of Sally's Wellspring 

Martini. 



FIELD NOTES 

The Bandage Recipe is provided by Janus Outrigger after completing the Where's Juno? job. Although the Nanotrites in your body heal you automatically ots 
time, Bandages heal you instantly. It’s a good idea to keep Bandages assigned to one of the four quick use slots, particularly when you are fighting a tough 
boss or are swarmed by multiple enemies. Bandages are essential when playing episodes of Mutant Bash TV. While you can buy already prepared Bandages 
from most vendors for $15 each, it’s a little cheaper to make your own, costing only $12 for the two ingredients. Cloth Rags and Antiseptic Formula are quite 
common during your Wasteland adventures, so look for opportunities to loot these ingredients from the various locations you visit. As expected, the Hospital in 
the Dead City is loaded with already prepared Bandages as well as the ingredients to make more. 

ADRENALINE OVERDRIVE 

ADRENALINE OVERDRIVE INGREDIENTS (BUILDS 1) 

| IMAGE NAME COST QUANTITY DESCRIPTION 

When Nanotrites are 

too slow. 

Description: Increases your 

max health for 60 seconds. 

» Cost: NA [Can only be built) 

Sell Price: $60 each & Night 
; ; H a Blassom 

Recipe Cost: NA (Provided by ’ | 
Ramos Outrigger) 

Bandages $15 ] 

k 

Mutant 

Adrenal Sle 

Gland 

Known to affect | 

metabolic rate when 

properly synthesized. — 
—— 

_ FIELD NOTES 

_ The only way you can get the recipe for Adrenaline Overdrive is by completing the Mutant Alert side quest for Ramos Outrigger—this is available after fixing 
the Radio Tower and finding Juno’s remains. Adrenaline Overdrive is a very powerful potion, increasing your health by 100 hit points for 60 seconds. This 

___ means you can take twice as much damage before dying or requiring defibrillation. This makes it extremely useful when taking on bosses or large groups 
of enemies. It’s particularly handy when playing the campaign on Hard or Nightmare difficulty. Instead of assigning this specialized potion as a quick use 

item, simply use it from the inventory screen. The potion’s most expensive ingredient is Night Blossom. However, you can find Night Blossom growing in 
the Wasteland—harvest the plant from the swamp near Crazy Joe’s shack. If you can find Night Blossom for free, you can make a good profit from selling 
Adrenaline Overdrive, even if you have to buy the Bandages and Mutant Adrenal Glands. 

LOCK GRINDER 

Zi, LOCK GRINDER INGREDIENTS (BUILDS 1) 
IMAGE NAME COST QUANTITY DESCRIPTION 

2 Assorted wires, 
Electrical 
Wire Kit connectors, and 

other electrical parts. 

Description: Grinds locks until 
they break open. 

| Cost: NA (Can only be built) 

Sell Price: $72 each 

Schematic Cost: WA : : i SS 
(Provided by Johan Outrigger) | Sprockets and cogged 
ee a ple : r| Wheels salvaged 

from machines long 

forgotten. 

At the start of the Find the Buggy Parts job, Johan Outrigger gives you the Lock Grinder Schematic as well as the necessary parts to make one. Lock Grinders 
are required to break into locked doors. You can usually find some worthwhile loot behind locked doors, so never enter a new area without the parts to build 
t least two Lock Grinders. Electrical Wire Kits and Hardware Packets are relatively easy to find in the Wasteland, but Small Gears are less common. While 
ey're not cheap, consider buying some Small Gears if you don’t have any. Even if you pay full price for the parts of a Lock Grinder, you’ll usually get your 

_ money back by looting (and selling) whatever's on the other side of a locked door. Such items may include ammo, collector cards, Feltrite Crystals, and even 
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MULTIPLAYER WAS TELAND 
OMPENDIUM 

APOPHIS INFUSION 3 

Description: Permanently 

increases max health, But it 

tastes like ass. 

Cast: NA [Can only be built) 

Sell Price: $1°5 each 

Recipe Cost: NA (Provided by 

Richard) 

FIELD NOTES 

IMAGE AY | COST QUANTITY DESCRIPTION 

Beautiful but deadly. 

es, only the buds can be 
yet Desert 
6 Spore — (es consumed. Known 

for its curative 

properties. 

Bandages 615 1 When Nanotrites are 

too slow. 

An example of post- 

Night $70 > apocalypse flora. 

Blossom Known to stimulate 

Aas endorphins. 

This is recipe that’s easy to miss unless you're paying close attention. Look for an old man named Richard in the Second Chance Bar. If he’s there, he always 

sits in the booth next to Hendrick’s card table. Accept Richard’s offer to complete the Miracle Cure side quest. In exchange for one Night Blossom, Richard 

hands over the recipe along with the ingredients to make one Apophis Infusion. Unlike Adrenaline Overdrive, Apophis Infusion permanently increases your 

health by 10 hit points per use. However, this potion requires a rare plant called Desert Spore. There are only 13 Desert Spores in the entire Wasteland, 

including the two received from Richard upon completion of the side quest and one that’s only available in the Wasteland Sewers DLC.. Each batch requires 

two Desert Spore, meaning you can only make a total of seven Apophis Infusions for a maximum health increase of 70 hit points. If you have the Fabricator or 

Crimson Elite armor, you get 11 extra hit points per use for a total of 77. Finding Desert Spore can be a little tedious, but the benefit of Apophis Infusion is well 

worth the trouble, especially if playing the campaign on Hard or Nightmare difficulty. 

% 

REGENERATIVE INFUSION 

i stb i ch inn ih DSSSeSARBOLN CANIN, 

| Cost: NA (Can only be built) : os 

Description: Increases your i 

health regeneration rate for 90 
seconds. ies 

cad 
Sell Price: $75 each 

Recipe Cost: NWA (Provided by 

Dietrich) 

FIELD NOTES 

— 
Ta iad 

=a 

Reference the Wasteland and Eastern Wasteland maps in the back of the guide for the 

locations of all plants, including Desert Spore, Night Blossom, and Comet Bloom. 

IMAGE NAME 

Bandages 

COST QUANTITY 

$15 1 

DESCRIPTION 

When Nanotrites are 

too slow. 

Night 

Blossom 

Vial of 

Blueshine 

An example of post- 
apocalypse flora. 

Known toa stimulate 

endarphins. 

Dietrich’s secret 

ingredient. 

fe 

When you get to Subway Town, locate Dietrich on the top floor and complete his Abandoned Distillery side quest. As a raven he gives you the Regenerative 

Infusion Recipe as well as the ingredients to make one batch. Regenerative Infusion increases the rate at which you recover from injuries. This means you 

can spend less time in cover healing, ideal when you're out of Bandages. However, the potion only works for 90 seconds, so this is best reserved for tough 

boss fights. Tactically, Bandages are cheaper and far more effective, healing you instantly. Plus, the Vial of Blueshine ingredient isn’t easy to find, nor can it be 

purchased from Jani. 



IMAGE NAME COST QUANTITY DESCRIPTION 

Description: Increases the 

damage you inflict with all 
Weapons for a limited time. — 

Cost: N/A (Can only be built) 
Sell Price: $50 each 
Schematic Cost: NA [In 

Resistance Base] 

The conduit between 
2 your Nanotrites and 

your humanity. 

Nanotrite 

Conduit 

Electrical : 

Dake Kit electrical parts 5 

Feltrite Authority power 
Eo) Fed 1 

MURINE S28 Sic neta oO tial Coupler coupler. 

eee eee 
Feltrite : Seen 
paves Feltrite-powered 
pene cal 

ile e Autt or ity Augmenter is active, providing a secondary cue. Although the Authority Augmenter is ated late during the. 
: ‘ant \ ssaulting Capital Prime. Activate it while wielding the Authority Pulse Cannon and lay waste to anything i in your 

si icantly reduces the amount of ammo it takes to kill enforcers and Authority mutants. Plus, the Authority Augmenter’s 
ae cheap and easy to find. By the time you have the recipe, you probably have already stockpiled a large number of the required ie | 

=e 

Don't pass up the armor upgrades available fom Coffer and Jani. Each upgrade reaiices the amount of duinaee dealt byi incoming attacks— 
the more advanced the armor, the more damage it absorbs. These upgrades aren't cheap, but they’re well worth the asking price, especially if 
playing the campaign on Hard or Nightmare difficulty. Each upgrade applied is represented by a shield icon above your character portrait on 
the statistics screen. 

ARMOR UPGRADES 

DESCRIPTION IMAGE NAME 

Light Armor 

Upgrade A light upgrade to your current armor. 

Medium Armor 

Uporade A medium upgrade to your current armor. 

Heavy Armor 

Upgrade A heavy upgrade to your current armor. 

ce 
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| ‘the Wasteland, vehicles are more than a means of getting around. They’re a status symbol. A way to make a name for yourself. A critical lifeline for 

ransporting goods and supplies. But most importantly, vehicles keep you safe from the wanton attacks of bandits and mutants roaming the Wasteland with 

thing but bad intentions. In this chapter, we take a close look at everything you need to know about driving in a post-apocalyptic environment. Every vehicle 

is also covered in detail, including the recommended upgrades for each. 

& 

<< DRIVER TRAINING 
Before heading out for your first spin, take a moment to familiarize yourself with the driving controls. The control layout for driving is noticeably different than 

those while moving around on foot, but if you’ve played similar driving games, you'll find the layout is rather intuitive and easy to pick up. Tips for racing, 

vehicular combat, and quick use item selection are also detailed, helping you gain an edge over the competition. 

Sy we 

<< CONTROLS 

XBOX 360 CONTROLS 

Accelerate 

Brake / Reverse 

Inventory Pause 

Quick Use 

Activation 
Weapon Selection 

Exit 

Hand Brake 

Steer Boost 

Fire Weapon 

Quick Use Camera 

Selection 

By ie Soe 



PLAYSTATION 3 CONTROLS 
Accelerate ‘ 

Brake / Reverse 

poe Inventory Pause : nau 

Quick Use 

Exit 

Hand Brake 
Quick Use 

Selection 

Boost 

Fire Weapon 

+ 

Steer Camera 

If you're playing RAGE on the PC, the developers highly recommend 

# using an Xbox 360 controller while driving. The analog controls allow 

| for greater precision, particularly when steering. 

NAME 

Fully replenishes your 

boost meter 
Boost Recharge 

Contains four Homing 
Rockets 

Homing Rockets 

Boost early and boost often to get ahead of the pack. 

BSAC MC TL 

facing is a big part of RAGE, especially if you want to upgrade your vehicles. You can enter a variety of races in both Wellspring and Subway Town. There are 
4 four contestants in each race, but only the top three are awarded with racing certificates: 15 for first place, 10 for second place, and 5 for third place. Racing 
Cf T ificates are required to purchase vehicle upgrades from Rusty and Sparky. Upgrades can turn a mediocre vehicle into an absolute speed demon, so enter 
afew races to earn enough racing certificates to at least purchase boost and engine upgrades. Racing is all about speed, and these upgrades offer the best 
performance boost, giving you a significant advantage over the competition. 

reek hts ; 
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my DRIVER TRAINING 

But even if you don’t own all the fanciest upgrades, you can still come out the 

winner of each race with some skill and a little luck. Boosting is critical during races, 

providing the necessary acceleration to get ahead of the pack. But your limited boost 

meter won't allow you to boost forever, so be on the lookout for Boost Recharge 

canisters. These blue tanks fully replenish your boost meter. By driving over enough 

Winning races isn’t the only way to earn racing certificates. 
| You can also earn. them by destroying bandit vehicles for Sally 

and Brick, the bartenders from Wellspring and Subway Town. 
After each outing, visit the bars to feceive your payment. You 

of these canisters in quick succession, you can continue boosting for long durations. get $10 and one racing certificate for every bandit vehicle 

if you can hit three or four Boost Recharge canisters in a row early during a race, destroyed. Brick pays $20 and 2 racing certificates for every 

you'll have a much easier time taking the lead. In combat-oriented race events, you ~ Authori ive) take out. as oe. 

can also find ammo pick-ups. Driving over these pick-ups simply adds ammo to the 

corresponding weapon. 

Simply traveling through the Wasteland is a dangerous proposition. Bandits 

patrol the narrow dirt roads, looking to challenge anyone encroaching 

on their territory. Even if you aren’t interested in racing, you still need to 

know how to defend yourself against bandit vehicle attacks. The first step 

is to outfit your vehicle with the best equipment you can afford. Start by 

increasing your vehicle’s armor to increase the amount of damage your 

ride can take before it explodes. Also, make sure you have weapons like 

Miniguns or Rocket Launchers installed—don’t forget the ammo either. 

Quick use items like Shields and Armor Restore are also important, helping 

you deflect incoming attacks and repair your vehicle. 

Completing Wasteland challenges is a good way to earn a little 
extra cash. 

When confronting an enemy vehicle, always strive to keep your front end 

facing the threat at all times. All weapons on your vehicle face forward, so you 

can only shoot enemy vehicles that are directly in front of you. The weapons 

have limited tracking ability, capable of panning left and right a few degrees, 

but you still need to keep enemy vehicles in your sights to target them. When 

an enemy vehicle is targeted, a red hexagonal icon appears above it. The 

number in the center of the red icon rates how tough the vehicle is, rated 

1 to 4. Vehicles rated with a 1 are relatively weak, armed only with Miniguns. 

However, enemy vehicles rated with a 4 are heavily armored and likely 

equipped with Rocket Launchers and Shields. Always assess the strength 

of the enemy vehicles before engaging. If you’re running low on ammo, or if 

your vehicle is heavily damaged, sometimes it’s best to simply boost out of 

the area. 

The hand brake is extremely useful during vehicle combat, allowing 

you to make quick 180-degree turns. After passing an enemy vehicle, 

apply the hand brake'to spin your vehicle around so you can keep 

Got a ramming grill? Boost head on into enemy vehicles to inflict 
massive damage. 

the target in your sights. 

iaaied asian 
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A plowing vhicl of endegy thin preversts all he 
| damage to your vehicle for a thort tine. a | 

Before leaving your garage, assign quick use items for 

your vehicle. 
IIE TETRA EMILY 

NAME_ ICON COST QUANTITY DESCRIPTION 

Ammunition 

designed to fit 

any class of 

Vehicle-mounted 

Miniguns. 

Ammunition 
designed toa work 
with all vehicle- 
moauntecl Rocket 

— Launehers. 

Ammo for the 

Aclvanced Pulse 

Weapon on the 

Monarch vehicles. 

Orop an explosive 
Surprise in the 
track OF unwary 

bandits. 

A glowing shielcl 

of energy that 
prevents all 

damage to your 
vehicle for a shart 

time. 

Releases a burst 
of energy that 
sends enemy. 

vehicles flying ta 
flery destruction. — 

Minigun 

Ammo 

Pulse Ammo 

Drop Mine 

Aftershocker 

Fully repairs all 

vehicle damage. 

Automated born 
_car pragrammec 

to target the 
closest enemy. — 

Weaponizec 

hovercraft that 

fires on enemy 
vehicles. 

Armor Restore 

When visiting a vehicle parts vendor, be sure to stock up on ammo and any 

other vehicle supplies you wish to use. Ammo is automatically installed, 

but the other items must be assigned to a quick use slot in a garage. Just 

like when you're on foot, you can assign up to four items to a quick use 

Slot for easy deployment while driving. There are six different items you 

can choose from, but you'll use some more than others. Drop Mines are 

simple proximity mines that explode when an enemy vehicle drives nearby, 

186 

inflicting very little damage. Shields are the most useful of the items, 

deploying an impenetrable force field around your vehicle for approximately 

five seconds—never head out into the Wasteland without at least a half 

dozen Shields. The Aftershocker is the most effective offensive item of 

the bunch, emitting a radial blast causing all nearby vehicles to flip over 

and explode. Armor Restore completely fixes your vehicle when activated, 

making it one of the most worthwhile options. Escort Bombs work similarly 

to Drop Mines, but instead of remaining stationary, these automated 

weapons seek out the closest enemy vehicle and detonate, causing minimal 

damage. Hover Turrets are also rather weak, automatically tracking and 

shooting the closest enemy vehicle—they don’t do much damage, but at 

least they indicate the direction of the closest threat. 

Deploy Shields whenever you're warned of an enemy lock-on. 
Shields can repel all attacks, but only remain active for a 

few seconds. 

So which items are best? They’re not the cheapest options, but Shields, 

Aftershockers, and Armor Restore are the most effective. Shields are 

essential when confronting enemy vehicles equipped with Rocket 

Launchers. When your vehicle is locked on, you get a warning indicating a 

rocket launch is imminent. Take this as your cue to deploy a Shield before 

a rocket finds you. While active, shields deflect damage from all incoming 

weapons. Shields are only active for about five seconds, so use them 

wisely. Aftershockers come in handy for taking out enemy vehicles on 

your flanks—enemies that your forward-facing weapons can’t hit. When 

deployed, the Aftershocker emits a large radial blast, flipping all enemy 

vehicles within its blast radius, causing them to explode. Try to deploy 

these in tight spaces where you can score at least two kills with each 

Aftershocker. At a cost of $85 per unit, Armor Restore isn't cheap. However, 

it’s much cheaper than the $150 it costs to have your vehicle towed and 

repaired in a garage. Always keep one Armor Restore ready, but avoid 

using it until your vehicle’s health is extremely low to get the best bang for 

your buck. 

You cannot choose quick use items during races. Some races pro 

a certain number of quick use items, differing based on the type « 

race. In these races, the contestants are provided the same items ant 

same amount of weapon ammo, 
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You Gan access the tuning screen from any garage or vehicle parts vendor— 

just select the Tune option, By default, new parts are automatically installed 

on your vehiclas when they're acquired, so you don’t need to apply them 

here, Butif you wish to take inventory of the parts you own or swap out new 

parts with old ones, you ean do it all here, Simply select the part or theme you 

wish to modity, then select the desired part from the drop-down list to install 

it, There are probably only a couple of instances when you want to access 

this screen, Qne is when you want to change the themes of your vehicles, 

Swapping out a new theme for an alder one, The other is when you want to 

swap Miniguns and Rocket Launchers on your Dune Buster, But since all new 

parts are automatically installed, there's no other benefits to switching back to 

old parts 

to your vehicles, 

| VEHICLES 
mere are five different vehicles in total that you can acquire during your adventures in the Wasteland, Each vehicle comes equipped with its own set ot 

stock parts. However, once you have access to a garage, you can tune each vehicle to your liking by installing new parts like more powerful engines, boost 

ipgrades, better tires, and improved suspension. In this section, we take a close look at each vehicle and their upgrades, Tuning tips are also provided, y 

1elping you get the most performance possible out of each ride. 

JETTER 

JETTER PERFORMANCE 

Top Speed == 

, Acceleration a 

HN), > > aT TS 

1, LLL AS A 

An —z 

. 

rhe Jetter ATV is the first vehicle you acquire in the Wasteland, provided 

yy Dan Hagar. It is fast and very maneuverable, serving as a good training 

latform while you get used to the driving mechanics, Despite its small size, 

he Jetter is equipped with a boost function, great for rapid acceleration. 

towever, it lacks the speed and mass to complete the various vehicle 

umps—you'll need at least the Dune Buster to begin smashing those 

lrones. While this rugged all-terrain vehicle is great for shuttling between 

he Hagar and Outrigger Settlements, avoid driving It beyond the barricade, 

rhe Jetter has no armor or weapons, making it extremely vulnerable to 

ttacks by bandit vehicles and guard towers. There are also no upgrades or 

eas available for the Jetter either, so what you see is what you get. 

The Jetter is required to score field goals, Reference the Field Goals 

? ' section of the Extended Play chapter to locate the goal posts and 

score the three field goals. 



DUNE BUSTER 

DUNE BUSTER PERFORMANCE 

10D SPC) > n> ea ee 

ACCAlercl i> aD eT nn 

Hid) i 7 a 

raking) 2 i 

ATO! acacia amma, 

The Dune Buster is a rugged little buggy that Durar Hagar has fixed up for 

you. You receive the Dune Buster as a reward for completing the Find the 

Buggy Parts job. Of all the vehicles, the Dune Buster offers the best balance 

of speed and maneuverability. This makes it perfect for races and other 

speed-based challenges. However, the vehicle has weak armor and limited 

weapon options, making it less than ideal for vehicular combat. Still, with 

the proper upgrades, the Dune Buster can hold its own in any situation. 

While the Dune Buster is a nice upgrade over the Jetter, it could use a lot of work. First, you need to upgrade the Dune Buster’s anemic boost. Complete 

ai. Durar's Time Trial to win the Evenflow 2X Boost upgrade, doubling the boost duration. Next, you need to buy a weapon. The Dune Buster can only support one 
i mounted weapon, either Miniguns or Rocket Launchers. Miniguns cost less and should be more than adequate for confronting bandit vehicles early during — 

_ the campaign, These two upgrades should be more than sufficient for getting around the Wasteland until you acquire the Cuprino. However, if you wish to 

enter races, you'll want to spend a little more time upgrading the Dune Buster. Set your sights on the Evenflow Max Boost to maximize boost duration and the 

V6 Thunder Engine to increase the buggy’s top speed. All remaining upgrades are secondary and won't greatly impact the performance of the vehicle. But if 

you're serious about racing, buy the Performance Spiked tires and Sport Suspension to tighten up the controls for a more responsive ride. 

~ DUNE BUSTER UPGRADES 

All costs shown in the vehicle upgrade tables are in racing certificates. ICON NAME COST DESCRIPTION 

| You cannot purchase upgrades with cash, Get the enemy in your sights 
; f Miniqguins and bring the pain. Slight 

uly FHETORE ASL no erarnaa ERT NT epee” Ne tracking ability. 

Rocket Those bandits don't havea 
{pahineariceee chance when you're parking | 

" rockets) if | 
DESCRIPTION 

Evenflaw 2X oO Same great flow. now with twice 
Srancderc The stancarcl suspension is better Boost * the boost! 

SUSPENSION than no suspension at alll [ek exerts. ae SS AZ = & 
ENR A Aad ES Ee SL tl j y | 

“The stancdare tires provicke litte abil tel = (cob) sth pela ie Sui hao | 
Stancearcl Tires traction ane noe style. but they ee | 

were free. ae mike ral be ae Sport The sport suspension upgrade 
, ; ; pith! ery anil eo provides more shock absorption Second Mand A har Al, cle wn paint theme from Suspension for the all-terrmiri ane 
Theme the Hagar Settlernent. . 

Pa EAE Peas V6 Thunder The largest. fastest, | 

L4 Beetle powerful engine that, jou 
Engine 

The L4 Beetle Bogine is the 
standare for Puget class vehicles, 

Engine 
gg. 

One of the last reminders 
id There S| of a long dead race of game 

developers. Wear it bili Bho 

Skull Theme 

Standarcl IS Standard buggy tires, but now | 
Spiked with deadly spikes! 

: Performance 
Tires 

All the traction of the 

Per forrrienice Performance tires meets all the 
Spikecl protection of the spikes! 

This entry-level boost will get you 
Eventlow Boost 

going, but mat for lore. 

= Complete Durar’s Time Trial to win 
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If you have the Anarchy Edition DLC installed, you will find the Rat Rod Buggy waiting 

for you in your garage once you reach Wellspring, Functionally, the Rat Rod can take 

approximately 50% more damage than the Dune Buster. The only differences are purely 

f cosmetic. The two vehicles even share the same parts and upgrades with the exception of 

mis eo the themes—the Rat Rod has an exclusive Boar Theme. Any parts you buy for the Dune 

Se Ble Buster are automatically applied to the Rat Rod too. Since they're both in the same class, 

you can also use the Rat Rod in any buggy-class races. Before starting a race, you're given 

the option to choose between the Dune Buster and Rat Rod. The choice to use the Rat 

Rod comes down to preference and style. It is one mean-looking ride! 

Wrersrratioereerer Seg eee ver PP SSP SRST EF Peres 

ote 

CUPRINO 

CUPRINO PERFORMANCE 

TOP Speed 42> TT > TED 

Acceleration > > > 

‘ Handing > > > PRES 

Braking 42 ss 

AIO G> TERR RCD 

sheriff Black won’t let you resupply the Northern Watch Tower until you’ve 

acquired a Cuprino by winning the Dusty 8 Sponsored Event. Powered 

dy a thunderous V8 engine and equipped with both Miniguns and Rocket 

-aunchers, the Cuprino is built for battle. When it comes to blasting bandit 

jehicles, this is the ride you want! Even with its stock parts, the Cuprino is a 

jast improvement over the Dune Buster when it comes to vehicular combat. 

Jowever, it may take some time to get used to the weight of this somewhat 

sumbersome machine. Compared to the Dune Buster, it has a much wider 

urning radius. Braking distances are also significantly increased. So drive 

he Cuprino out in the Wasteland for a while before entering any races—you 

leed time to adjust to its less-than-agile handling. 
CUPRINO STOCK PARTS—> 

DESCRIPTION 
Standarcd-issue Cuprino suspension 

is better than nothing, but moat by 

much 

Standard Cuprina tires with just 

enough tread to keep you maving. 

[here’s a wide range of upgrades available for the Cuprino, improving rs CSC Standard 

he vehicle’s performance during races and combat. Start with the C3C Suspensian 

-venflow Max Boost to maximize the duration of the vehicle’s boost. Early rg 

Mn it’s also a good idea to buy the Medium and Heavy Cuprino Armor to Stancarcl Tres 

ncrease the amount of damage the vehicle can take before exploding. Y 

ncreasing the armor has benefits in both Wasteland combat as well as Basic Cuprine 

juring combat-based race events. If you’re looking for a bit more speed for wl Armor 

acing, choose the V10 Cuprino engine upgrade to increase the vehicle’s top 

speed. Or, if you’re bothered by the Cuprino’s wide turning radius, purchase 

he Performance tires or Performance Spiked tires to provide a bit more af 
. : 4 A The entrysevel Cuprino V8 engine 
faction during tight turns. meets the minimum racing 

a standards, but nok mut An more 

Don't buy The Hammer grill for the Cuprino. Instead, Ln ed 

Starky and take him up on his challenge. If you beat Starky in.a 

one-on-one race, you win The Magnum ramming grill. Ramming CUPRINO UPGRADES 

grills can inflict massive damage on bandit vehicles, making them NAME COST DESCRIPTION 

The Cuprino’s Mediurn Arner 

boasts the same weight as 

the Basic Armor, but twice the 

protec t fon. 

The entry-level armor kit for the 

Cuprino, It's better than nathing 

Ano-frills basic Cuprino paint ane 

theme. s 

Second Hancl 

The Cuprina mick level be ast laste 
twice as lang as the standard : 

boast. 

nice low-tech backup weapons when you're running low on Minigun 

ammo and Homing Rockets. Get a bandit vehicle in front of you and 

boost directly into them. 

Medium 

Cuprino Armor 
15 

Cupringa Heavy Armor is crafted 
with Feltrite, making it the 

lightest Heevy Armor arcu, 

Heavy Cuprina 
Armor 

\\ 
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All the tractian of thie 
PEFAraNee Sees PrEets 

thie att it Lc of Spikes! 
i wees | = 

Stanelarc 

Srallcerct les 

Por formance 

Tries 

aN Morlorrnranice | 

) pallor a 

i 6 

* = Complete Starky’s Challenge to win 

He ce SY 

pa omar 

vie Armor SED WAC LY RNR 
ie i : 

i ae ates a ee 

MONARCH STOCK PARTS 

om 

| 

| 
| 

ICON 

7 
ww if 

NAME 

ArH 

Staneciare 
Muresrlow 

Porrormencee 

TO 

oT i 
MONARCH UPGRADES 

NAME 
Hovey 

Monarch 

Wen 

Acivanced 

Pure law 

Manearchy 

Hacest 

Seorehent 

Thorne 

Stanclarc 

Sypallseact 

Tiros 

Performance 
Syolismet 

‘starkuye Thorne 

fsbanclarcl Tree 

Hesie Marnearehy 

DESCRIPTION 

Deconk tires For ariving aroaumel tae 

Wearsteleane 

The Heetie Manereh Areaier ie tyvien 

Oe Chie es the A@mvingst Cujarien 

Aron, 

SFP ChAOuGhie Cals petit Chenne 

Wes Cook bo uyoun! 

Stancarcl Puiresraw Monerch Beret, 
New you're beastie with) Pure Flew, 

COST . DESCRIPTION 

Peltritoeretararenact bloenwiy Arne 

WW) For Qour Manereh, Mextenuiny 

protections 

“55 The beet fboest te bee 
Weasstetarell 

Looks tke one or the: cornet 

I) WOrSHipplag bane|ite, thie 

SCOPEMONS, 

The sare Menereh tira wou 
ay Tove, ut With) Cere@lambting 

salsa 

bathe Cree tion cman tighitir 
") CORDS ame bettor comerat for yeni 

Monarch 

web 

EXtra CO@e tion @ncl tire peReney 
Splkeal Whe eoulel eels for rrere? 

_ ee ee eee 

Covered In tank-like armor and equipped with a multi-weapon turret 0 
rool, the Monarch is an absolute beast, You can acquire this ride in si 

Town by beating Starky in a race pitting your Cuprino against his Monat: 

Loave Starky in your dust to win the keys to his prized Monarch, The vet 
is equipped with three weapons: Miniguns, Rocket Launchers, and an 
Advanced Pulse Weapon. The Advanced Pulse Weapon fires a devastatin 
anergy pulse capable of destroying any vehicle with a single hit, Pulse 
Ammo isn't cheap, but it’s by far the best way to take out bandit vile 
and Authority Predators, If you thought driving the Cuprino was difficul 
probably won't find the Monarch much easier, This is a very heavy vehic 
80 prepare yoursell for a wide turning radius and long braking 

Acceleration is somewhat sluggish too, so rely on boost to get you u 

to speed, ea | 

The stock Monarch as won from Starky Is rather impressive, but you ma 
want to make a few improvements, The Advanced Pure-Flow Monarch: 

Boost is a worthwhile upgrade, maximizing boost duration, The vehicle's 

stock armor is sufficient for battling bandit vehicles, but strongly conside 
buying the Heavy Monarch Armor prior to attacking the Authority Bridge, 

The heavier armor allows the vehicle to better absorb the powerful attac! 
of Authority Predators, There are only two Monarch-class races, but if yo 
want to put on a good show, strongly consider buying the Performance 0 
Performance Spiked tires for improved traction and turning. 
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ant to venture into the Wasteland with some friends? RAGE’s multiplayer offerings provide both adversarial and co-op experiences, giving you the chance 

‘share the carnage with friends and strangers alike. Road RAGE is a four-player vehicle-based game mode, giving you the chance to show off your driving 

id vehicular combat skills. In Wasteland Legends, you get to relive key moments in the Wasteland’s recent history with a friend, working together to fend off 

ores of bandits and mutants. So whether you feel like driving or shooting, there's plenty in RAGE’s multiplayer to Keep you busy. 
y 

zs ROAD RAGE 
fen if you've become one of the Wasteland’s top racers in the campaign, new challenges await in Road RAGE. This online game mode pits your racing and 

shicular combat skills against friends and others in the RAGE community. Do you have what it takes to climb to the top of the leaderboard? There are six 

fferent environments to choose from, each supporting four different game modes. With each event completed, you earn experience points (XP), allowing 

u to rank up and unlock new vehicles, skins, and weapons in the process. Before rushing into the carnage, take a moment to review the particulars of each 

ime mode and map—you won't have time to look away once the bullets start flying. 

ICON NAME DESCRIPTION GAMERSCORE TROPHY 

(a) Fresh Meat Complete a Roacl RAGE match in multiplayer 10 Bronze 

GAME MODES Meee 

Jad RAGE supports four different game modes across six maps. Each CARNAGE 

ime mode has its own objective and scoring system. Although vehicles Default Time Limit: 8:00 

é used throughout, the way you play each game mode differs significantly Default Score Limit: 200 Points 

ised on the objectives and your overall style of play. Sometimes you'll ~ EARNAGE SCORING 

nefit from a speedy, lightly armored vehicle, and other times you may ACTION POINTS 

sh to load up on armor and weapons for a more offensive approach. 

hile racing though the Wasteland, look for the following pick-ups—they 
‘ us 

in save your life! 

K-UPS 3 Pw oe Wc cp 
“DESCRIPTION 

Partially replenishes your vehicle's 
armor meter. 

Increments your secondary 
weapon ammo count by 5. 

Use your hand brake to quickly spin your vehicle so you can ) > 
target opponents. ‘ 

Your primary and secondary 
weapons inflict quacruple damacqe. 

Lasts 20 seconds. 



~ The rules of carnage are simple: kill as many opponents as you can. This 

is a basic free-for-all deathmatch mode, where you’re awarded 10 points 

for each vehicle kill. The match is over when either the score limit or time 

limit is reached. At that point, the player with the most points wins the 

match. Since this is purely a combat-based game mode, make liberal use 

of the hand brake to spin your vehicle in the direction of your opponents. 

Remember, you need to keep the front end of your vehicle facing your 

opponents if you want to target them with your primary weapons. However, 

avoid getting stuck in slow-speed turning battles with another player. This 

makes you both easy targets for others. It’s better to maintain a high rate 

.of speed while keeping constant situational awareness by monitoring the 

minimap—your opponents appear as red dots on the map. 

_ CHAIN RALLY 
Default Time Limit: 8:00 

Default Score Limit: 200 Points 

CHAIN RALLY SCORING 

MULTIPLIER 

Rally Leader Kill 

Rally Point Capture 

Focus on driving through the blue columns of light to 
begin your own chain. 

Chain Rally plays much like the Rally races in the campaign, but with 

a slight twist. The goal is to collect as many consecutive rally points as 

possible to build up your score multiplier. The rally points appear as blue 

columns of light on the map—simply drive through them to collect them. 

Only one rally point appears on the map at a time, meaning all opponents 

are racing to the same location. Initially, each rally point is worth two 

points. But by collecting consecutive rally points, you can increase your 

score multiplier by as much as 5X. For example, after capturing the first 

rally point, your multiplier increases to 2X. If you make it to the second rally 

point, it’s worth 4 points, and so on. If you'can establish and maintain a 5X 

» multiplier, all rally points are worth a maximum of 10 points—you.cannot 

a ve get more than a 5X multiplier. However, to maintain your multiplier, you 

must beat your opponents to each rally point. If an opponent beats you to 

 afally point, your chain is broken and your multiplier resets to 1X. While 

ny Capturing rally points is the best way to score points, it’s not the only way. 

ou also score 1 point for taking out opponent vehicles. However, if you 

take out the player who has established a rally chain, the points you earn 

is determined by that player’s multiplier. For example, if the rally leader © 

“has a 5X multiplier, you earn five points for destroying the rally leader's 
3 poi & > your opponents c raha 

the multiplier does not work in the chain leader’s favor when destroying 

vehicles, only when capturing rally points. A winner is determined when 

score or time limit is reached. 

METEOR RALLY 

Default Time Limit: 8:00 

Default Score Limit: 200 Points 

METEOR RALLY SCORING 

_ METEORS CAPTURED POINTS 

Don't get greedy! Deposit your meteors at a capture zone 
before your opponents attack you and steal your cargo. 

Meteor Rally matches take place amidst a meteor storm, requiring you t 

collect as many meteors as possible and deliver them to a capture zone. 

The more meteors you acquire, the more points you get upon delivery— 

square the number of meteors in your possession (shown in the top left 

corner of the screen) to determine the points awarded. There are no mor 

than ten meteors on the map at any given time, appearing as green dots 

on the minimap. Once collected meteors are deposited at a capture zone 

more meteors fall from the sky. There i is only one capture zone on the mé 

at any given time, appearing ‘asa a blue column of light. But the capture 2: 

shifts location every 30 seconds, requiring you to stay on your toes. Whil: 

the bulk.of the points you score in this game mode are attained through | 

delivery of meteors to the capture zone, you can also score one point for 

killing opponents. Target opponents carrying large amounts of meteors al 

try to take them out before they can make it to the capture zone—the wl 

number above each vehicle represents how many meteors they’re carry! 

Not only does this prevent them from scoring, but you can also collect tht 

meteors they've dropped, scoring them for yourself. Scavenging meteors 

your victims is a very effective tactic in this game mode, especially if you 

prefer taking an offensive approach. Instead of camping the capture zon¢ 

simply follow an opponent and wait for the right time to strike—usually 

once they have four r more auptcors. However, wat out for Mines, as | 

a 
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TRIAD RALLY 

Default Time Limit: 8:00 

Default Score Limit: 200 Points 

TRIAD RALLY SCORING 

ACTION =~—Ss POINTS 
Triad Capture . : 

Player Kill | 

Triad Rally is similar to Chain Rally, but instead of earning points for each rally 
point you capture, you must capture three consecutive rally points to earn 30 
0ints. Only one rally point appears on the map at a time, showing up as a 
jreen dot on the minimap. Once a rally point is captured, the next one appears 
jn the map. Rally points appear as blue columns of light, but if you’ve captured 
wo rally points, the third one is a red column of light, helping reinforce the 
mportance of capturing it. As in Chain Rally, your opponents can break your chain by reaching a rally point before you. You can also earn points by destroying 
our opponents, scoring 5 points for every kill. Players who have captured a rally point are worth twice as much, providing greater incentive for taking out the 
eader. Since most points are earned through the capturing of triads, this is a game mode where racing skill is a must. Use boost to get out ahead early and 
ry to capture the first triad. While you’re in the lead, use Shields and Mines to defend yourself from attacks by opponents following closely behind. 

Complete your triad before an opponent kills you 
or breaks your chain. 

ROTTS 

SPECIAL EVENT 
DESCRIPTION 

Double Kill Kill two players in quick succession 

Triple Kill E Kill three players in quick succession 

Quad Kill Kill four players in quick succession 

Slaughter | Kill five Gr mere players in quick succession 
Revenge Kill the player that killed you last in your next life 
Air Mail Kill an enemy while you are in mic-air | 

Pull Kill an enemy who is in mid-air vss 
Afterlife IB Kill an enemy after your death 
Vascaen Achieve the maximum rally score multiplier 

amount 

Take a rally point that would've been part of 
Chain Breaker | another player's rally chain [other player must 

Whoa! Did you see that? That's what special [Se ~ have at least 2 rally points taken) 
events are all about! Denial Kill enemy just before they touch a rally point 

iain Take @ rally point right before the enemy Clase Call touches it 
jmetimes you perform some crazy maneuvers that just cry out for x ee ae ia > a pore — — ah one , rial omplete a triad ra cognition. These are called special events, and when you pull one off, Pp Y y : ; a Take a rally point that would've been another u're notified by a message that appears in the center of the screen. No Triad Breaker! 

player's third consecutive [Triad] 
ti or XP are awarded for triggering these special events, but surely your | Kill player and take his meteors, and then score 
nds will be impressed. See the following table for a complete list of the Ss them for yourself ae 

ecial events tracked in Road RAGE. % wes ee 

: 

‘, 

ee NE eh SE ware ee eg 



ar 

Ist Place Finish 

END OF MATCH AWARDS 

: DESCRIPTION 

Finish the match in 1st place 

XP and XP bonuses are awarded at the end of every public 
match. Browse the scoreboard to see how you did. 

FEEL SET LE 

When playing Road RAGE online, you earn XP at the end of each round 

based on your performance. The end of match score bonuses are actually 

XP bonuses. Your match score determines your final standing, with the 

additional bonuses added to the match score to equal the total amount 

of XP gained for the round. Essentially all score is XP with only the match 

scoring events being used to determine final match standings. 

end Place Finish | Finish the match in end place 

3rd Place Finish Finish the match in 3rd place 

Longest Chain 
Finish the match with the 

longest chain 

Most Kills Finish the match with the most kills | +25 XP 

Most Rally Finish the match with the most rally 
5 : +25 XF 

Points point captures 

Longest at Max Finish the match with the most eS XE 

Chain time at max chain level (5x) re 

special kills 

Longest 

Killstreak 

Longest Life 

Most Miles 

Oriven 

Finish the match with the longest 
killstreak 

Have the longest individual life of 

the match 

Finish the match with the most 

miles driven 

Most Chain Finish the match with the most ioe 
Breakers chain breakers ee 

Most Special Kills Finish the match with the most +25 XE 

Highest K/0 Ratio 
Finish the match with the highest 

Kil/Death ratio 

Most Leader Kills 
Killing the score leader the most 

times during the match ~ 
Match Complete Complete a Road RAGE match 

XP is not awarded for playing private matches. You must choose the 

Quick Match or Find Match options to join a ranked public match. 

5 AND UNLOCKS 

§. TRROS COMELETE 
S| TRIAD GREFKERS 
4 TAO KILLERS 

Following a match, browse through the different 
unlocks you've earned. 

Towra 

As you accumulate XP through your online career, you can achieve new 

ranks as well as unlock new vehicles, weapons, vehicle body types, and 

multiplayer emblems. There are 20 ranks total, each associated with its 

own batch of unlocks. Study the following table to find what unlocks are 

provided at each rank. 
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4; ROAD RAGE 
ROAD RAGE UNLOCKS g : oe = 

tumce  ©6BUGGY BODY : 
LEVEL XP VEHICLES. == Be 

Dune Buster, id Machine Guns, | Shields. | | 

0 Buggy Software an Sane Homing Missiles | Mines 3 

2 200 [- a Toxic, Uncle Sam — ae Heavy Machine | Guns = es | 

3 450 ee Rusty's Buggy. fet cS an | Armor <a 

Classic | Restore 

} 800 — Grim Reaper. Crush — — Rockets —— -- 
| 

: : Custom 
Ey esky Cuprino a Stallion — | — | = OCG 

6 1.800 —_ Bash Buggy Vortex — — Air Burst — 

ZL 2.450 — Blaze — — Nail Spreader | — — 

8 3,200 — Stanley Express Racer i — a6 — EMP ee 

q 4,050 a Phantom — ae Cluster Born | os =e 
| | Custom 

10 5,000 Monarch — — Tank — | noe : | Loadout 3 

ll 6,050 — NEL ee. — — — Hover Turret | _ 
Jack 

le ae 7,.c00 — RoboCola — coal Pulse Repeaters — Na 

13 8.450 — Wastelander Sawtooth — — a — 
Tr 

14 9,800 - Inferna — a . Booee os 
| 1 Restore | 

Custom 
15 1,200 — — — Starky _ oe poder 4 

16 1e,.750 — Ghost — — Mortar — oe 

We 14.400 — — Scorpion — — — — 

oa lS 16,150 — Phoenix — — — Escort Bomb —_ 

19 18,000 == = Patrol = == == a 

ce Custom 

Loadout 5S 

IRSTELAND LEGENDS STATS: 

There are literally dozens of multiplayer emblems you can earn by 

playing Road RAGE. For a complete listing of all emblems, flip to the 

Multiplayer Emblems section within the Wasteland Compendium cle 

ie back of the guide 

Chassis: 
Cupring 

Gndy Type. 
‘Sti ‘ana 

Secondary Weapon: 
Rarket 

Quick-Use Lert: 
Shield 

Quick-Lise Right: A ip" iy 
Ming " 

Take a moment to customize your ride before joining. Be sure to 

apply any new weapons and quick use ems yeu ‘ve unlocked. 
TRUE ORES - 

By accessing the Garage option from the main menu, you can customize 

your vehicles with the new body types, weapons, and quick use items sat 

you’ve unlocked. There are two weapons types you can equip on each 

vehicle: primary and secondary. Your primary weapons have infinite ammo, 

but they do have a tendency to overheat, so go easy on the trigger to let 

them cool down. Secondary weapons are more limited in quantity and. , z 

can be replenished by driving over the Ammo Recharge pick-ups. You can = § 

only equip two quick use items in Road RAGE, one on the left and one . % 

on the right. The quick use items can add both offensive and defensive 

characteristics. Experiment with different combinations of weapons and 

quick use items while playing the different game modes. 



Machine Gun 

PRIMARY WEAPONS 
DESCRIPTION | : 

The standard gun of the Wasteland 

Heavy Machine Gun Does more damage than the Machine Gun 

Nailspreader Get within a short distance of your target and unleash hell 
i 

Pulse Repeaters Energu-based Machine Guns 

Pulse Cannon A long-range. high-damage weapon with a slow rate of fire 

gto 

Homing Missiles 

20,000 XP 

_SECGNDARY WEAPONS 
DESCRIPTION | ey UNLOCK CRITERIA 

Missiles that lock onto and follow enemies 

Rockets No lock-on, But the Rocket has high explosive damage and doesn’t require a direct hit 

Cluster Bomb Drop a cluster of bombs behind your car to disrupt pursuing enemies 

Mortar 

_ NAME 
Shield 

Launch an explosive mortar shell at your enemies. Tap the fire button again to detonate it. 

QUICK USE ITEMS (LEFT) 
DESCRIPTION 

Protects your vehicle from incoming damage 

Armor Restore Perform instant repairs on your vehicle 

EMP Temporarily disables control of nearby enemy vehicles 

Boost Restore Instantly restores your boost 

Air Burst 

QUICK USE ITEMS (RIGHT) 

DESCRIPTION 

Drop this behind your car ta damage enemies on your tail 

Pushes your vehicle into the air for a quick jump 

Hover Turret Deploy a Hover Turret to fire at enemy vehicles 

Escort Bomb Deploy an RC Bomb Car to chase encroaching enemies 16.150 XP 

VEHICLE BODY TYPES 

There are 28 vehicle body types to choose from. These are skins for the Buggy, Cuprino, and Monarch, and have no impact on a vehicle’s performance—bu' 

they certainly add a lot of style. Use these body types to customize the look of your ride! 

an, DUNE B — 
f <a Sc Gunes ; ff Fj “ % 

' Class: Buggy i] Class: Buggy 

| Description: The original 1 Description: Thank you for your 
Wasteland buggy. support! Enjoy! | 

i! 
Unlock Criteria: 0 XP | Unlock Criteria: 0 XP E 
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| | Class: Buggy 

Description: The noxious bandit 
buggy. 
Unlock Criteria: 200 XP 

i 

\ 

| Class: Buggy 

Description: The Wasted Clan’s 
patriotic tribute buggy. 

|| Unlock Criteria: 200 XP 

\ 
| 

Ce 

| Class: Buggy 

Description: Rusty's buggy is 
i] never without a spare part. 

|| Unlock Criteria: 450 XP 
i| 
| 

1 

i CLASSIC 

Class: Buggy 

__ Description: The classic Scarab 
| buggy. 

_ Unlock Criteria: 450 XP 

Bes 

GARAGE <Q>MUITIPLAVER 

Class: Buggy 

Description: The buggy that 
signals death to your enemies. 

Unlock Criteria: 800 XP 

Class: Buggy 

Description: The bandit’s classic 
tribute buggy. 

Unlock Criteria: 800 XP 

Class: Cuprino 

Description: Good ol’ reliable, 
the original Cuprino. 

Unlock Criteria: 1,250 XP _ gj 

~. ESET — 

Class: Buggy 

Description: The top prize 
Mutant Bash TV buggy. 4 

Unlock Criteria: 1,800 XP fs 



Class: Cuprino 

Description: The mysterious 
Cuprino racer. 

Unlock Criteria: 1,800 XP 

Class: Buggy 

Description: The Ghost Clan’s 
death buggy. 

Unlock Criteria: 4,050 XP 

Class: Buggy 

Description: The Scorcher Clan’s 
Scarab buggy. 

Unlock Criteria: 2,450 XP 

Class: Monarch 

Description: The 
heavily fortified 
combat Monarch. 

Unlock Criteria: 
5,000 XP 

Class: Buggy 

Description: The Wasteland’s 
trusted Stanley Express buggy. 

Unlock Criteria: 3,200 XP 

Class: Buggy 

Description: The Wasted Clan’s 
eastern tribute buggy. 

Unlock Criteria: 6,050 XP 

Class: Cuprino 

Description: The class 3 racing 
Cuprino. 

Unlock Criteria: 3,200 XP 

Class: Buggy 

Description: The Wasted Clan’s 
western tribute buggy. 

Unlock Criteria: 6,050 XP 

A é 
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NTRODUCTION WALKTHROUGH 

=.) ROBOCOLA 

Class: Buggy 

Description: The RoboCola 
sponsored racing buggy. 

Unlock Criteria: 7,200 XP 

Class: Buggy 

Description: The Wasted Clan’s 
cross-country buggy. 

Unlock Criteria: 8,450 XP 

Class: Cuprino 

Description: The 
deadly saw-toothed 
combat Cuprino. 

Unlock Criteria: 
8,450 XP 

Class: Buggy 

Description: The Scorcher Clan’s 
combat Scarab buggy. 

Unlock Criteria: 9,800 XP 

Class: Monarch 

Description: The fearsome 
veteran combat Cuprino. 

Unlock Criteria: 
11,250 XP 

Class: Buggy 

Description: The Ghost Clan’s 
modified Class 2 buggy. 

Unlock Criteria: 12,750 XP 

Class: Cuprino 

Description: The renowned 
Scorpion racing Cuprino. 

Unlock Criteria: 
14,400 XP 

Class: Buggy 

Description: The Scorcher Clan’s 4 
infamous Phoenix buggy. y 

Unlock Criteria: 16,150 XP 



= 1s 

Class: Cuprino 

Description: Serving Wasteland 
justice one enemy at a time. 

Unlock Criteria: 
18,000 XP 

DEVELOPER TIPS 

» Good playground for Air Burst. 

» Lots of tight quarters, which make the Nailspreader deadly. 

» Take advantage of the Buggy’s hard brake. 

Class: Monarch 

Description: The Scorcher Clan’s 
legendary Reaver Cuprino. 

Unlock Criteria: 
20,000 XP 

GEARHEAD VALLEY 

DEVELOPER TIPS 

» Put Mines in the narrow cave; they’re hard to avoid. 

Fie 
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DEVELOPER TIPS 

» Don’t boost, it makes it harder to control your vehicle. 

» Bigger cars need the hand brake. 

» Nailspreader is effective here; there’s nowhere to hide! 

» Following the track will take you where you need to go. In some cases, 
it may be faster than turning around. 

» Mines are really good here, placed on the narrow tracks. 

» It’s hard for opponents to escape you when you have Quad Damage— 

take advantage! 

PRIME 

Z 

DEVELOPER TIPS . 

» Long range and Boost Restore are key; the Monarch’s top speed can 
separate you from the pack. 

» Quad Damage is in the Authority building. 

» Use structures in the map to lose players who are chasing you. 

» Lots of room for Escort Bombs. « 

REACTOR 

> 

DEVELOPER TIPS 7% 

» Use Mines on the treacherous connecting paths. 

» Ram people into the blades. : 

» Use Air Burst to avoid the dangerous connecting paths. 



¥ 

SOUTHERN HIGHWAY 

c= 

DEVELGPER TIPS 

» Take the highway to get across the map quickly; it has Boost Restore pick-ups. 

Use the ramps if you need to make a quick getaway. 

» You can snag the Quad Damage pick-up by jumping down from the highway. 

» 

ROAD RAGE: DEVELOPER TIPS 

» 

» 

The key to getting a quick kill with the Heavy Machine Gun is 
managing the overheat. 

Timing a Pulse Cannon shot when a Homing Missile lands can be a 
great way to deal a lot of damage quickly. 

Use a Homing Missile to lock on to an enemy and bait him into wasting 
a Shield. 

EMP the player with Quad Damage and run! 

Secondary weapons can be a good finishing move. 

Use a lock on to bait people into using Shield. 

Use boost in mid-air to get a lot more distance on a jump. 

Remember: Rockets aim manually, Missiles lock. 

Keep an eye open for items in the world that replenish your vehicle. 

When someone takes a rally point, try to anticipate where the next one 
will appear. 

All primary weapons have different lock-on ranges—use these to your 
advantage. 

® 

Wasteland Legends is a cooperative game mode, allowing 
you 

bandits, and Authority units. These legends loosely tie in with the 
campaign's lore, telling the backstory of some previous events 
only hinted at during the campaign. The gameplay mechanics 
work the same as they do in the campaign. You begin each 
mission with a set of weapons and quick use items, such as 
Wingsticks or Bandages. You can find more weapons, ammo, and 
quick use items throughout the course of each mission, making 
Scavenging just as important as killing. 

and a friend to dish out some serious pain on mutants, 

» 

» 

Use Air Burst to avoid Mines, Cluster Bombs, and other obstacles in 
your path. 

Use EMP near enemies to slow them down. 

The more consecutive rally points you take in Chain Rally, the higher 
your Score Multiplier will go. 

Deploy Mines to get enemies off of your back. 

Use the Garage to customize your vehicles. 

When taking a rally point, the direction you are facing can affect where 
the next one will appear. 

Boost is limited, use it wisely. 

Straight firing Rockets pack more punch than Homing Missiles. 

The Hover Turret can add some extra firepower when you need it. 
Killing the current Chain Holder will yield a higher score than a 
standard kill. 

Quad Damage does exactly what you think it does. Find it and 
dominate! 

WASTELAND LEGENDS : 

ICON 

——SeeeetCSN 
WASTELAND LEGENDS ACHIEVEMENTS/TROPHIES mn. .4 
AY 3 

The Legend 

Begins. . . 

DESCRIPTION GAMERSCORE TROPHY 

Complete a Legend of 

the Wasteland 

Complete all Legends 

Complete a Legend 
of the Wasteland on 
Nightmare difficulty 

the Wasteland without 
either player becoming 

incapacitated 
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Bandages can be the difference between your multiplier staying up or taking a serious 

| hit, Always look for more Bandages and use them frequently to stay healthy, 
i 
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REVIVE VS. DEFIB Re 
As in the campaign, you can use a defibrillator to ravive yourself, However, 

bad Tu Pa you only have two defibrillator charges, as indicated by the gray lightning . 

{| apr0 bolt icons below your name at the top of the screen, Instead of defibrillating ae 

Tr Pur ce ira le, yourself, i's much better to have your teammate revive you. You can revive 
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WOU ere cling! Wal: Ee bw revved or use p dafla a downed teammate by standing over the body and holding down the » 
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seconds while staying within a few feet of your teammate. This can make 

you vulnerable to attacks by enemies, 60 make sure the area is clear before 

fallampling a revive, There is no limit to how many times you can revive a 

teammate, so make this your team’s preferred tactic for getting back into the —— 

action, Save those defibrillator charges for the most dire of situations when 

both you and your teammate are down alt the same time. If both players are 

incapacitated at the same time and you each have no defibrillator charges left, 
Have you fallen and can't get up? Let your buddy give you a 

hand—save those detibs for later 

- the mission ends in failure, requiring you to restart from the beginning. 
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There are nine Wasteland Legends missions, each testing your teamwork 

skills. When setting up a match, you can choose between Normal and 

Nightmare difficulty. It’s highly recommended to begin each mission on 

Normal difficulty. Once you’ve played through a mission at least once, it’s 

easier to take on Nightmare difficulty, where the enemy weapons pack 

a more lethal punch, Different emblems are awarded for completing the 

missions on each difficulty setting. You must complete the missions in the 

order they're listed. As you finish the first mission, the next one is unlocked, 

and so on. 

Hope you're . 

not scared 

of clowns. 

Most of the 
missions 

feature 

Clownface 

fefe)| [efeia| ) (ace 

There are 

three of 
- these Clownface collectibles per level ae evateldalaaree)| (rad) 3) (aac 
specified, such as the auto, parts in Rusty's Resupply. Each collected 

LIFE IN PRISON 

Description: The Legend about how Dan Hagar’s men shut down a 
Gearhead drilling operation at the old prison and found a little gift for Dan. 

Objective: Stop the Gearhead Drilling Operation. 

Enemies: 54 

Bosses: 2 

Collectibles: 3 

Starting Weapons: 

» Fists 

» Settler Pistol 

» Combat Shotgun 

» Authority Machine Gun 

SCORING MILESTONES 

Noteworthy 

Celebrated c.800 

Famous 5.700 

Revered 8.600 | 
Legendary 11,500 

MISSION EMBLEMS 

CRITERIA 

Complete “Life in Prison” 

Complete “Life in Prison” on Nightmare difficulty 

is complete. 

As the first 

mission, this 

one isn’t easy at 

all, pitting your 

team against a 

nasty bunch of 

heavily armored 

Gearheads. With 

the exception 

of the enemies armed with shotguns and melee weapons, most of the 

Gearheads seek cover, leading to stand-off firefights. In these situations, 

have your buddy pin the Gearheads with the Authority Machine Gun while 

you flank, using the Combat Shotgun at close range. This is a very effective 

tactic in the storage room and library early during the mission. However, 

be careful not to get separated, otherwise you won’t be able to revive 

each other. 

When you reach 

the first cellblock, 

hold your ground 

and let the 

enemies come to 

you until the area 

is Clear. If you get 

too far ahead of 

yourself, you'll have Gearheads surrounding you. Seek out cover and blast 

the Gearheads charging directly at you. If you’re having trouble hitting the 
enemies behind cover, take them out with HE Grenades. When the Gearheac 
armed with the flamethrower appears, unleash a torrent of hot lead from 
your Authority Machine Guns in an attempt to puncture the tank on his 

back. Most importantly, keep your distance from this guy. 

Prepare for a 

frantic fight 

when you reach 

the mess hall. 

Sniper Rifles can 

be found in the 

Warden’s office 

upstairs, but only 

one player should 

snipe while the 

other covers 

the flanking 

staircases. If 

you’re not careful, 

a Gearhead with a 

flamethrower may 

sneak up on you 

and ruin your day. Hold in the Warden’ S office until the floor below is clear, 
then interact with the control panel in the floor to shut down the drilling 
equipment. Finally, hold out on the stage on the mess hall’s floor and put on 
a show of your own,,blasting the final wave of Gearheads until the mission 

3932 3985 

+e 

en 
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DEVELOPER TIPS 

Check the beginning toilet for a Clownface collectible. 

» Check out cells you can open for items. 

» Check the toilets in the room with the toilets and candles. 

» Use both levers at the beginning, as this opens up other cells that have 
items in them. 

» Pick up the Lock Grinder in a box just after the library combat. 

» Use the Lock Grinder on a door in that first control room area before 
the cell block, then pick up all the items you can find. 

Use the Authority Machine Gun to force the Napalm Gearheads to turn 
around and expose their fuel tanks. 

» The first drill room is good for HE Grenades. 

» Inthe Warden’s office, enemies will rush up those stairs to flank you. 

A good strategy is to have someone up top sniping and another 
down low. 

y 

Y 

y 

SEASON 1: PILOT 
Description: The Legend about the un-aired, first ever episode of Mutant 
Bash TV. 

Objective: Survive Mutant Bash TV! 

Enemies: 97 

Bosses: 1 

Collectibles: 3 

Starting Weapons: 

» Fists 

» Settler Pistol 

» Combat Shotgun 

» Assault Rifle 

| SCORING MILESTONES 
RANK SCORE 

| Noteworthy | 
4.300 

Famous 8,700 

. Revered 13,100 

Legendary 

MISSION EMBLEMS 

IMAGE CRITERIA 

Complete “Season 1: Pilot” 

Complete “Season |: Pilot” on 
g ee difficulty 

Ready to take 

on scores of 

mutants? Then 

you’re in the right 

place. For the 

most part, this 

mission plays out 

like any episode 

of Mutant Bash 

TV. But on this first episode, there are a few malfunctions that add some 

variety to the usual mix of carnage. The same tactics apply, however. 

The Combat Shotgun is by far the best weapon to use in this mission. Wait 

for mutants to get close, then kill them with a single shot. For more distant 
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threats, rely on Wingsticks. After completing the first arena, don’t forget to 

stock up on ammo, located on the shelves, before boarding the lift. 

At the start of the second arena, the lift malfunctions, dropping to the lower 

level as mutants jump down on top of you. Use your Combat Shotguns to 

blast your way out of this predicament. Hold off the flood of mutants until 

the lift resumes operation and carries you to a position just above the arena. be 

Keep shooting mutants as they climb onto the lift. The lift eventually hits the 

right spot, allowing you to step onto the arena floor. Here you need to avoid 

the rotating ape that is circling the perimeter of the floor while continuing to 

blast mutants until the arena is clear. 

As expected, a 

tentacle mutant 

awaits at the 

end of the final 

arena. But in 

this episode 

he’s joined by 

several mutants. 

Divide the labor 

here, assigning one player to shoot the mutants while the other shoots the 

Kraken. The Combat Shotgun is still the weapon of choice for dispatching 

mutants, but if you’re the one attacking the Kraken, switch to the Assault i 4 

Rifle. It has a much higher rare of fire, making it easier to dish out damage 

quickly. Also, keep some Bandages ready to heal yourself from the boss's 

inevitable tentacle whip-like attacks. fet M... 

DEVELOPER TIPS 
» A Combat Shotgun and Wingstick combo is effective for quick 

Double Kills. 

» There are a few surprises that are different from single-player, so be — 
prepared. 

» Watch out for the mutants who are carrying TNT. 

» Try to kill mutants before the spinning ape or floor spikes do; they are. \ 
points you may miss out on. 

» Have one player fight the tentacle none in the final room while the 
other takes care of incoming mutants. 



WATER SERVICE 
Description: The Legend about a fearless shootout with bandits who were 
trying to sabotage Wellspring’s water supply. 

Objective: Protect Wellspring’s Water Supply. 

Enemies: 47 

Bosses: 3 

Collectibles: 3 

Starting Weapons: 

» Fists 

» Settler Pistol 

» Combat Shotgun 

» Assault Rifle 

SCORING MILESTONES 

Pave SCORE 
Noteworthy Oo 

Celebrated 2.c0O0 

Famous 4.400 

Revered 6.600 ~ 

Legendary 8,800 | 

MISSION EMBLEMS 

CRITERIA 

plete “Water Service” 

Complete “Water Service” on 
Nightmare difficulty 

| .~< 
The Shrouded Clan have infiltrated Wellspring and have planted four bombs. 

As soon as you leave Sheriff Black’s office, you have five minutes to find 
and defuse all the bombs. The first one is located in the nearby alley. Once 
you clear out the enemies, have one player turn the valve while the other 
player retrieves the bomb from the opening in the nearby pipe. Every time 
you retrieve a bomb, one full minute is added to the timer. 

You can find 

a few Sentry 

Turrets stashed in 

different locations 

on this map, 

including Mick’s 

garage. Use these 

turrets to add 

some firepower to 

your team in tough firefights. Consider placing one near Sally’s bar, facing 

the tunnel entrance where several Shrouded bandits are positioned. Sent 

Turrets don’t do much damage, but they can pin your enemies, giving you 

the opportunity to score flanking kills or toss HE Grenades. 

The final bomb 

is located in the 

house at the end 

of the street, 

beyond Coffer’s 

shop. Make 

an aggressive 

push to get into 

the house’s top 

floor. A heavily armored bandit guards the bomb area on the second floor. 

Weaken him with an HE Grenade, then pummel him with repeated Assault 

Rifle fire until he’s down for good. With the top floor clear, retrieve the four 

bomb to stop the timer once and for all, but the mission isn’t over yet. You 

must fend off one last wave of attackers. Stay in the house and grab the 

Sniper Rifle by the windows overlooking the street. While one player snipe 

have the other provide security, preventing anyone from entering the hous 

i 3S? 
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DEVELOPER TIPS 

» There is a Lock Grinder in the cabinet next to the Sheriff's desk. 

» Be sure to check Mick’s garage for items. 

» Check Coffer’s shop for items as well. 

» Use the Lock Grinder on the rear door of Sally’s bar; this allows acces 
to more items. 

» Watch out for a Shrouded Clan boss as you enter the house toward tt 
end. 

» Watch out for enemy flanks in the first combat area and in the house 
at the end. 

TROPHY HUNTING 
Description: The Legend about how three of the Wasteland’s biggest anc 
baddest mutants found a home at the Second Chance Bar. 

Objective: Time to hunt some mutants! 

Enemies: 128 

Bosses: 3 

Collectibles: 3 

Starting Weapons: 

» Fists 

» Sniper Rifle 

» Combat Shotgun 

» Assault Rifle 
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SCORING MILESTONES 

Noteworthy Oo : 

| Celebratect 5.600 

Famous | 11,e00 

| Revered 16,900 
Legendary ee,500 

MISSION EMBLEMS 

CRITERIA 

Complete “Trophy Hunting” 

— 

Complete “Trophy Hunting” on 
Nightmere difficulty 

Ever wonder where those mutant heads came from adorning the wall of 

Sally’s Second Chance Bar? This mission attempts to answer that question 

as you clean out a horde of mutants occupying the Blue Line Station. Equip 

your Combat Shotgun and start marching through the station while blasting 

mutants. Don’t forget to head upstairs to search for supplies. Here you 

can find ammo, Bandages, a couple of Sentry Turrets, and some Advanced 

Wingsticks, but be prepared to face off against several mutants along the 

way. The Advanced Wingsticks are very effective on this level, ideal for 

scoring Triple Kills. 

In the terminal, 

you face off ong Or 
against a large | 

swarm of 

mutants. This is 

a good spot to 

deploy a Sentry 

Turret, but place 

it against a wall . _— -_ 

or corner to ensure mutants can’t sneak up behind it. Even your Sentry 

Turret can become overwhelmed, so don’t wander too far away, and blast 

any mutants that get too close to your little toy. After clearing out all the 

mutants, you come under attack by a pair of tentacle mutants. Use your 

Assault Rifles to quickly wear these guys down. Fortunately, you have plenty 

of room to maneuver, making it easier to side-step their charging and 

tentacle attacks. Still, keep some Bandages ready during this fight. 

“eg visTELUND LEGENDS 
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Fight your way 

through the 

adjoining tunnel 

to reach the 

station platform, 

stocking up on 

ammo along 

the way. Also, 

don’t forget to 

grab the two Rocket Launchers sitting among the rubble on the right as 

you enter the station platform—these will come in handy. Proceed to the 

station platform and blast the mutants there using your Combat Shotgun. 

For the level’s finale, a launcher mutant appears at the top of the nearby 

staircase, lobbing explosive grenades at you and your teammate. Have you 

or your teammate continue blasting mutants while the other player focuses 

hitting the launcher mutant with HE Rockets. Keep pummeling the launcher 

mutant with HE Rockets until he falls, then mop up the remaining mutants 

to complete the mission. 

DEVELOPER TIPS 

» Try to snipe a few mutants through the first train car window to get 
some points before they run away. 

Y 

You'll find items, and more mutants will attack, allowing for more kills 
and points. 

The launcher mutant at the end has a splash damage attack that will 
kill mutants. Try to kill them before he does. 

Save your explosive weapons and ammo for the final encounter. 

The last combat area is great for the Advanced Wingstick. 

y Y 

Y 

y 

RUSTY’S RESUPPLY 
Description: The Legend about how Rusty’s Auto Parts always manages to 
have every part you need—and in stock. 

Objective: Reach the getaway truck with as many auto parts as you can! 

Enemies: 83 

Bosses: 0 

Collectibles: 25 

Starting Weapons: 

» Fists 

» Settler Pistol 

» Assault Rifle 

SCORING MILESTONES 

MISSION EMBLEMS 

CRITERIA 

@ Complete “Rusty's Resupply” 

Complete “Rusty's Resupply” on 
Nightmare difficulty 

Go up the stairs when you enter the first section of the subway station. 

1% 
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This is another timed mission, giving you 12 minutes to rummage through 

the Wasted Garage in search for auto parts. There are a total of 25 auto 

parts scattered among the level, worth 50 points each upon completion. 

Finding the parts isn’t critical to completing the mission, but they are worth 

a total of 1,250 points—so keep your eyes peeled. The mission timer 

begins as soon as you exit the first room. Begin searching for parts as you 

make your way down to the next floor. The Wasted bandits aren’t much of 

a threat, so keep up the pressure, using your Assault Rifles to mow them 

all down. Toward the end of the fourth floor, be sure to grab the Combat 

Shotguns propped up against a sofa holding an ammo cache. 

There’s a locked 

office door on 

the third floor 

containing one 

auto part as well 

as several types 

of ammo and a 

Sentry Turret. You # 

can find a Lock — _— ett . 

Grinder at the top of the dead end flight of stairs on the fourth floor. Without 

this Lock Grinder you can’t open the door and acquire all the auto parts. 

Proceed to the second floor where you can find Striker Crossbows to add to 

your arsenal. 

By the time you 

reach the bottom 

floor, you should 

have 20 parts— 

only five more 

to go. If you’ve 

moved through 

the previous 

floors quickly, 

you should have plenty of time to mop up the resistance here and find the 
remaining parts. However, there is a large number of bandits to contend 
with. There’s no need to conserve ammo here, so attack aggressively using 
any HE Grenades and Sentry Turrets you’ve acquired. Once the floor is clear, 
scour the shelves and workbenches for the five remaining parts and then 

make your way to the switch on the wall. Interact with the switch to open 
the garage door, revealing the getaway vehicle. Move toward the vehicle 
when you're ready to complete the mission. If you have time left, you may 

want to backtrack until you’ve found all the auto parts. 

DEVELOPER TIPS 

» There are five auto parts on every floor, including the floor you start on 

» Look out for Lock Grinders; you can’t get all 25 auto parts without 
using a Lock Grinder. 

» There is a Lock Grinder up a flight of stairs from the fourth floor that 
you need to get some auto parts. There is also an auto part up at the 
top of the stairs. 

There is a propane tank that blocks a door on the fourth floor. You can 
shoot it to make that combat encounter a bit easier. 

Use HE Grenades in the last area for some big points! 

y 
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UNWANTED GUESTS 
Description: The Legend about the town heroes who fought an army of 
Authority forces and took back Wellspring. 

Objective: End the Authority Occupation. 

Enemies: 35 

Bosses: 1 

Collectibles: 3 

Starting Weapons: 

» Fists 

» Settler Pistol 

» Combat Shotgun 

» Authority Machine Gun 
fe SES oe a ee 

SCORING MILESTGNES 

CRITERIA 

Complete “Unwanted Guests” 

| Complete “Unwanted Guests” C 
Nightmare difficulty 

You’re back in 

Wellspring, this 

time fighting 

back against 

the Authority. 

Before getting 

underway, select 

your Authority 

Machine Gun 

and load Authority AV2x Rounds—you’ll have a much easier time punching 
through enforcer body armor with these EMP-enhanced bullets. Clear out 
the Second Chance Bar first, using an EMP Grenade to disable the generator 
behind the bar so you can get past the security barriers. Out in the street, 
prepare to engage a mix of enforcers and Authority mutants. Work with 

your buddy to flank the enforcers equipped with energy shields. They can 

only face one of you at a time, so while your teammate gets their attention, 

move in to flank. Disable the next generator in the alley by the Sheriff’s 

office and look for a’pair of Rocket Launchers near an ammo cache. 

Geo 
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ou can find a Sentry Turret in Mick’s garage. Deploy it in the street just 

eyond Sheriff Black’s office to suppress the enforcers and Authority 

nutants attacking from the direction of Rusty’s Auto Parts. The Sentry Turret 

von't do much damage, but it will help draw the enemy’s attention away 

rom you. This allows you to fine-tune your targeting without worrying about 

vading return fire. The Sentry Turret can even be deployed on the second 

loor of the nearby house, aiming through the window facing the street. This 

jives ita more unobstructed view of the area and makes it harder for the 

\uthority units to attack it. 

is you near the 

ommunication 

telays by the 

Vellspring 

speedway, 

vatch out for the 

\uthority boss 

Juarding the area. 

Jse your Rocket 

aunchers to weaken him, then mow him down with your Authority Machine 

iuns. Toss an EMP Grenade at the generator by the Speedway and prepare 

or a counter attack by enforcers arriving overhead via jetpacks. Once the 

ommunications Relays are disabled and all Authority units are dead, the 

nission is complete—you’ve successfully liberated Wellspring! 

JEVELOPER TIPS 

» You can refill your EMP Grenades at the ammo piles. 

» EMP will take out Authority shields. 

» Check the house, beyond the Sheriff's office, for items. 

EXTERMINATION 
Description: The Legend about how JK Stiles brought in some hired guns 
to help “clean up” the set of Mutant Bash TV after a horde of mutants 
escaped and ran wild. 

Objective: Mutants on the loose! Exterminate them all! 

Enemies: 151 

Bosses: 2 

Collectibles: 3 

Starting Weapons: 

» Settler Pistol 

» Striker Crossbow 

» Combat Shotgun 

» Authority Machine Gun 
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Noteworthy 

Celebrated | 7.000 
be Barnes 14,000 

| Revered ~~ e1,000 
[ Legendary | 28.000 

alescbaa MBLEMS 

Complete “Extermination” on 

Nightmare difficulty 

There’s a problem 

at the Mutant 

Bash TV studio. 

Mutants have 

broken free and 

taken over the 

entire facility. It’s 

your job to clean 

house. Unlike 

episodes of Mutant Bash TV, the mutants are absolutely everywhere, no 

longer confined to the arenas, so don’t let your guard down and keep your 

Combat Shotgun fully loaded and ready to fire. You advance through the 

studio in reverse order, starting with the backstage area before entering 

the fourth arena, Shipwreck Cove. The floor spikes here are malfunctioning, y 

emerging in long rows wherever the red spotlights shine on them. While te 

you’re busy blasting mutants, keep an eye on the red spotlights and be 

ready to move before you get impaled. 

ES oa | “| ie Ae van , 

When you reach the bonus round arena, the slot machine prop isn’t 

functioning. That doesn’t stop mutants from crawling out of every opening, % 

including the hatch in the center. With no floor spikes to dodge, this fight 

isn’t too difficult. Use your Combat Shotgun and Wingsticks to take out the 

mutants. Switch to your Authority Machine Gun when a tentacle mutant 

emerges from the central hatch. Circle strafe around the tentacle mutant 

to avoid his charging and whip-like attacks. Just in case, keep Bandages _ 

ready to heal yourself. Focus your fire on the tentacle mutant’s head to take 

him down faster. 



After a brief 

(yet intense) 

encounter with 

some slime 

mutants in the 

Monkey Business 

arena, drop 

through the hatch 

in the floor and 

stock up on ammo before entering the last arena. Shortly after entering the 

arena, another tentacle mutant barges in. Using your Authority Machine 

Guns, work together to dish out as much damage on the tentacle mutant as 

possible. You only have a short time to focus on him before more mutants 

trickle into the arena. At that point, divide the labor, with one focusing on the 

tentacle mutant while the other takes out the other mutants. Ganging up on 

the tentacle mutant early greatly diminishes his health, so one player should 

have no problem finishing him off. In the corridor beyond the arena, blast 

your way past more mutants and slime mutants. Pop Rockets work great 

against slime mutants. Clearing the final corridor completes the mission. 

DEVELOPER TIPS 

» Try to kill mutants before the floor spikes and spinning ape do. 

» When fighting the tentacle mutant at the end, have one player focus on 
him while the other targets the mutants. 

» Use Electro Bolts to stun the slime mutants. 

GRAB AND GO 
Description: The Legend about how Sheriff Black’s men infiltrated a 
bandit clan’s hideout and stole the plans to their RC Bomb Cars. 

Objective: Infiltrate the Shrouded Base. 

Enemies: 58 

Bosses: 3 

Collectibles: 3 

Starting Weapons: 

» Fists 

» Settler Pistol 

» Combat Shotgun 

» Assault Rifle 

SCORING MILESTONES 

RANK — 

Noteworthy 

Celebrated 

Famous 

Revered | 8.600 

Legendary | 1.500 

MISSION EMBLEMS 

CRITERIA 

Complete “Grab and Go” 

Complete “Grab and Go” on 
Nightmare difficulty 

ei 
GUIDE 

In this mission 

you must raid 

the Shrouded 

Bunker and steal 

the RC Bomb 

Car plans— 

sound familiar? 

Fortunately, this 
time you have SAE = SURES ee ee. ‘ 

a friend to help take on the crafty Shrouded bandits. But even with extra 

help, the Shrouded bandits are no piece of cake. Watch out for the guys 

toting shotguns and don’t let them get close. Also, these bandits love to 

throw grenades, so watch for the red grenade indicator on screen and be 

prepared to run away. You also encounter three Shrouded bosses, each 

coated in heavy armor. Stun these guys with HE Grenades and then pick 

apart their armor with your Assault Rifles. The armor-piercing Feltrite AR 

Rounds are much more effective against these guys than the standard Stee 

AR Rounds. 

As expected, the 

Shrouded Bunker 

is filled with RC 

Bomb Cars you 

can collect and 

use against the 

bandits. Before 

deploying an RC 

Bomb Car, make 

sure you've found a relatively safe location to avoid taking damage while 

controlling the car. Once you’ve found a safe spot, have your teammate 

suppress the enemy with automatic fire while you race your RC Bomb Car 

toward a group of enemies. Use the boost function to speed up, hopefully 

reaching your targets before the bandits can shoot the RC Bomb Car. 

Once the car is near an enemy or group of enemies, detonate the onboard 

explosives before the enemy can run away. Like any explosive weapon, RC 

Bomb Cars are great for scoring Brutal bonuses. 

After retrieving 

the Bomb Car 

Prototype from 

the safe, you 

must fight your 

way out of the 

Shrouded Bunker. 

You can find a 

Lock Grinder on - ; =~ - 

a workbench near the safe. This Lock Grinder can be used to open a supply 

Closet filled with tons of ammo, supplies, and a couple of Rocket Launchers. 

Although they only have four HE Rockets each, the Rocket Launchers make 

it much easier to finish off the final boss guarding the lift. Pummel the 

boss (and any other bandits) with HE Rockets, then board the lift to end 

the mission. If you didn’t get the Rocket Launchers, use HE Grenades, Pop 

Rockets, or Feltrite AR Rounds to finish off the final Shrouded boss. 
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fire a follow-up shot or two for the kill. Fight your way through the parking 

garage, then disable the fire barriers by turning the valve on the second 

floor of the plaza, just outside the bank. 

IEVELOPER TIPS 

» Grab the Lock Grinder that is near the Bomb Car Prototype. 

» Use the Lock Grinder on a door before you get back to the atrium. 

» RC Bomb Cars can be very effective. 

» Watch out for the boss guarding the prototype and another that comes 
down the final elevator. 

. NEW TOY 
Description: The Legend about the carnage a couple of Resistance 
fighters created after finding, and then using, Authority Pulse Cannons 
during the raid of a Gearhead hideout. 

Objective: Steal the Authority Pulse Cannons from the Gearheads. 

Enemies: 75 

Bosses: 14 

Collectibles: 3 

Starting Weapons: 

» Fists 

» Settler Pistol 

» Combat Shotgun 

» Authority Machine Gun 

SCORING MILESTONES 

RANK 

Noteworthy 

Celebrated 

Famous 

[RED PLAY =" ARMORY GARAGE >: (TIPLAYER 

oFight your way to the bank veut 

Prepare for intense firefights with more Gearheads inside the bank. Take 

your time thinning out the resistance in the lobby, primarily using Fatboys to 

dispatch the large number of bandits. Save your Authority AV2x Rounds for 

when you reach the bank offices. Here you're trapped by two flame barriers 

blocking the entrance and exit while two Gearhead bosses enter—one is 

armed with a flamethrower and the other is armed with a minigun. Stun 

each boss with HE Grenades or Pop Rockets, then unload on them with 

Authority AV2x Rounds. Once the two bosses are down, proceed to the vault 

Revered 13.900 and grab the Authority Pulse Cannons. 

| Legendary 18,500 : 
The Authority 

MISSION EMBLEMS Pulse Cannons 

CRITERIA make it much 

easier to chew Be 
Complete “A New Ti through the 

Complete “A New Toy” on 

Nightmare difficulty 

PRIME, ONLINE 55 @ pene onine ee 

540 }-4 91185 
Steal the Ruthoriny ulsa 
Cannons From che Gearheardts 

Oiganle the Fire gates iy 

a ‘ se 

Bid ; 

2ady to raid the Gearhead Vault again? Even with the help of a second 

ayer, going up against the Gearheads is no simple task. To make matters 

orse, you don’t have any armor-piercing ammunition to begin with. 

ywever, don’t underestimate the effectiveness of Fatboys against these 

‘avily armored foes. Fatboys are part of your initial loadout and can be 

plenished from any ammo cache. These heavy bullets don’t kill Gearheads 

stantly, but they can certainly daze and disorient them, making it easy to 

2 o 

Gearheads on 

your way out 

of the bank, 

however don’t get 

overconfident. The Gearheads attack aggressively with several bosses near 

the double staircase. Hold at the top of the staircase and toss HE Grenades 

down at the bosses to stun them, then finish them off with the Authority , ma 

Pulse Cannons. By the time you reach the lobby, the Gearheads have been 

replaced by Authority units—apparently they want their weapons back. 

Seek cover and fend off the counterattack by the enforcers and Authority 

mutants. Deploy any Sentry Turrets you’ve gathered and aim them toward 

the center of the lobby. They won’t do much damage, but adding some extra 

firepower never hurts. Fend off the Authority attack in the lobby to complete 

the mission. 

DEVELOPER TIPS 

» 

Shoot helmets off of enemies so you can get headshots. 

You can get headshots on the Sentry Bots, too. 

Grab a nice stash of items in the bar before you go up the plaza 
elevator. 

Drop a Sentry Turret down right after you go through the first fire gate. 

After you get the Authority Pulse Cannons, hang out at the top of the >. 
stairs so that you can control the flow of attackers. , = 

Save some firepower for the final fight, as you fight a lot of Authority, j oe 
including an Authority boss. 



Stick together, the best stories shouldn't be rushed. 

Share the wealth; don’t take all the items for yourself. 

Being incapacitated will reduce your score multiplier to 1x. 

Certain piles of weapons and ammo stick around, allowing you to 
replenish your supply. 

There is always more than one way to approach combat—be creative. 

Only the best teams become Legendary. 

Don’t forget to use your engineered items and special ammo for extra 
carnage. 

Don’t forget to use your Bandages when you are wounded. 

Using a defibrillator will shock nearby enemies. 

Headshots award more points. 

Reviving your teammate will give your score multiplier a small boost. 

EMP Grenades will take out Authority generators and shields. 

Explosive tanks and canisters can kill enemies or tear down obstacles. 

Lock Grinders and RC Bomb Cars come in handy when looking for 
secret areas. 

Remember, Wingsticks and the Striker Crossbow are both silent and 
deadly. 

Make sure to keep Bandages equipped for low-health, high-action 
situations. 

Use Sentry Turrets and Sentry Bots. It’s like having extra men on the 
battlefield. 

Wingsticks are not only lethal, but reusable if they return to you safely. 

The Combat Shotgun is a powerful weapon in close quarters combat. 

lf an enemy is charging, try a shotgun blast to the legs to halt its 
advance. 

» Gearheads’ heavy armor makes them more resistant to regular amm« 

» Cook your grenades before throwing them so enemies can’t evade 
their explosion. 

» Keep your eyes peeled for weapons, ammunition, and engineered 
items in the environment. 

» The right type of ammo can really make the difference in a tough figh 

» The Rocket Launcher is perfect for taking out bosses. 

» Use armor-piercing ammo to quickly cut through armored enemies. 

» Consider taking out enemies with stealth to avoid attracting attention. 

» Use HE Grenades to make enemies flee from cover. 

» Use cover to flank and surprise your enemies. 

» Don’t be afraid to get your hands dirty. Melee attacks can save your 
life! 

» Remember that the Sniper Rifle has two zoom levels while in scoped 
view. 

» EMP Grenades are very useful against Authority equipment. 

» If the Nanotrites can’t heal you fast enough, use Bandages. 

» Finding collectible items will give you a nice score bonus at the end o' 
a Legend. 

» Feltrite AR Rounds and Authority AV2x Rounds are both armor piercing 

» You cannot fire or reload your weapon while sprinting. 

» Mutants are fast; never stand still and give them an easy target. 

» Mutants are easy targets for Wingsticks. 

» Using a Defibrillator is the fastest way back into the action. 

» Taking damage reduces your score multiplier. 

» Both players share the same multiplier, so work together! 

» Unused Defibrillators give you a score bonus at the end of a Legend. 

o CAREER AND LEADERBOARDS 

Select an emblem to accompany your online persona during 

multiplayer matches. The emblem also appears next to your 

name on the leaderboards. 
PRU SOTA EE 

By accessing the Career screen, you can view all your emblems as well 

as your Road RAGE and Wasteland Legends stats. Every time you perform 

a certain task or complete a Wasteland Legends mission, you receive an 

emblem. Through the Career screen you can select one of your collected 

emblems, choosing an icon to accompany your name during online 

matches. These emblem icons appear next to your name during Wasteland 

Legends or above your car in Road RAGE matches. Emblems also appear 

next to your name on the leaderboards. There are leaderboards for both ~ 

Road RAGE and Wasteland Legends. On the Road RAGE leaderboards, you 

can sort the results by game mode to see the players with the highest scor 

on each. On the Wasteland Legends leaderboards, the results are sorted 

by mission, showing both individual and team scores. On all leaderboards 

you can use the Toggle Filter option to see where you place among the 

competition. Sort the results again to see how you stack up against your 

friends. If you’re the competitive type, keep playing the multiplayer offering: 

to see how high you can get on the leaderboards. 
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The Earth of the past is gone. But small pockets of civilization have sprouted from the ruins, 

Spoiler alert! The information in this chapter contains salvaging raw materials and technology from the past. Life isn’t easy for these settlers, 

some storyline spoilers. You may wish to wait until you facing a harsh environment where natural resources are scarce or non-existent. And the 

have played through RAGE’s main story before reading © lack of food and water isn’t their only challenge. Bandits threaten to steal any items of value 

this content. the settlers possess while cannibalistic mutants roam the Wasteland in search of victims. 

AA Despite these challenges, the settlers have managed to persevere, attempting to build a 

better tomorrow for the next generation of humanity. 

THE HAGAR CLAN THE OUTRIGGER CLAN. 

® THE SETTLERS 

©) CAUTION a 

Mor ___ DAN Jeo ce eas ; Te __ JANUS OUTRIGGER 2 wea 

Said iadiopicidanucacnaasaecomeas Dan is the leader of cod oe. The Outrigger Clan 

have settled in 

an easily fortified 

refinery set against 

a canyon wall, 

only a short drive 

from the Hagar 

Settlement. Rikter 

the Hagar Clan. His tee 
family and friends Et 
have barricaded | i at 

themselves in an ; ia 
abandoned gas Wan 
station precariously Hal 
situated between 
the Ghost and ij Outrigger is the | 
Wasted Territories. i# leader of the clan 

Dan is a true | ee but he often defers 
pragmatist, doing ce 

whatever ittakes i 4 

to keep his people 

to Janus, the Clan’s | < 
matriarch. Janusis = 

{| known throughout 

_ the Wasteland as a proficient healer, and often helps the Hagar Clan 

with attaining medical supplies. Realizing the risks of life in the 

Wasteland, Janus is willing to share her broad medical knowledge 

with others, even complete strangers. 

He: 

Sag Seer romero ea 



Clayton is the Mayor 

of Wellspring, the 

largest settlement 

in the Wasteland. 

Eking out an 

existence in the 

Wasteland isn’t 

easy, but Mayor 

Clayton and the 

people of Wellspring 

have managed to 

: pa _ overcome great 

ie ste ae _| — odds, creating a 
ae self-reliant town 

| amid the chaos of a post-apocalyptic world. The Mayor is proud 

of his little town, and he’s not shy about telling anyone about his 

accomplishments. From his office near the town’s main gate, 

__ Clayton oversees the town’s day-to-day operations, handling all 

' logistical, social, and political concerns. 

mutants. Now Kvasir lives the life of a hermit, never leaving his | 

__ castle-like lab in the Wasteland. In an effort to make amends for 

/ _ Movement, supplying them with technology in their fight against 

___ the Authority. 

DR. KVASIR 

is a 
is 

Long ago Dr. Kvasir 

was the Authority’s 

leading scientist 

in the application 

of Nanotrite 

__ technology on 

human subjects. 

| Although he doesn’t 
| like totalkabout | 
| it, itis believed 

| Kvasir’s work was 

instrumental inthe 
Authority’s program i 

to weaponize 

his past transgressions, Kvasir has partnered with the Resistance 

SHERIFF BLACK ) 

SHERIFF BLACK 

ea Sheriff Black is 
oo | the law and order 

of Wellspring, 

overseeing a small 

but loyal force of 

city guards. While 

Mayor Clayton 

iS a jovial public 

servant eager to 

_| Shoot the breeze, 

Sheriff Black is far 

more reserved, 

constantly aware 

"=" of the dangers 
_|_ lurking outside the town’s main gate. As a result, he’s suspicious 

'_ of any strangers. Like most Wellspring citizens, if you want Black’s 

‘. respect, you’ll have to earn it. 

= —$$—$—— 
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CAPTAIN MARSHALL 

_ responsible for the mutants. An Ark survivor himself, Marshall also 

_ takes exception to the Authority’s cash bounty awarded for turning 

| in Eden Project survivors. Steely and determined, Captain Mae 

_ will stop at nothing to see the collapse of the Authority. 

_CAPTAIN ema nae 

Captain Marshall 

is the leader of 

the Resistance 

movement, a 

small group of 

rebels attempting 

to subvert the 

Authority. Marshall's — 
associate, Elizabeth 

Cadence, has = . 
uncovered startling 

evidence suggesting — 

the Authority, not 
Apophis, was 
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MAYOR REOSTONE _ 

Redstone, the gangster-like self-appointed Mayor of 

Subway Town, is an impatient man, barely providing 

the needs of his people while managing a dangerous 

political balancing act. If the Authority ever discovers the 

Resistance base beneath his town, he won’t be around 

to seek reelection. . not that he’s the type who actually 

believes in free elections. To make matters worse, the 

Gearhead Clan is extorting him, threatening to shut off 

Subway Town’s electricity. No wonder this guy is so 

stressed out and short tempered. But if you want to stay 

in Subway Town, you’ve gotta deal with Redstone. 

o 

hile the settlers struggle to adhere to some sense of law and order, the bandit clans are pure anarchists, answering to nobody. They do whatever they 

lease and take what they want by any means necessary. There are six major bandit clans operating in the Wasteland. Some clans are completely barbaric, 

idnapping and murdering settlers purely for thrill. Other clans take a more business-like approach, hoarding supplies and energy, only to sell them to the 

ighest bidder. The settlers have learned that no bandits can be trusted and avoid traveling through bandit-controlled territories at all costs. 

he Ghost Clan broke from the Scourge Clan because they felt they were superior, which in fact 

ley are. Steadfast believers in the supernatural, they favor tattoos, talismans, and trinkets that 

erve to illustrate their beliefs. If you spend any time at all in the Wasteland, you'll see evidence 

f their blood rituals which, in their religion, guarantee acceptance in the afterlife. The other clans, 

vith the exception of the Jackal Clan, fear the Ghost Clan and avoid its members at all costs. 

he Ghosts are fearless, but intelligent combatants, and they possess the ability to jump, crawl, 

nd navigate their surroundings like world-class gymnasts. They attack with grace, speed, and 

rutality. You never know which direction they will hit you from, so when you find yourself in Ghost 

erritory stay sharp. They can be found in dark, forgotten, and abandoned places where they 

lecorate their surroundings with graffiti and grisly trophies of their victims. 

ee 
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The Scorchers worship the asteroid that destroyed the world. They believe that a demigod 

rode the burning rock straight into the soul of the planet, and by tapping into that energy they 

will become the toughest SOBs in the Wasteland. They decorate their own bodies and vehicle: 

with images of fire and destruction. You can easily spot them in the Wasteland because of this 

fact, which is important because they roam like gypsies, scorching and burning everything in 

their path. They are led by a nasty guy named Reaver who is known for his brutality and his 

open hatred for the Shrouded Clan. Reaver is easy to spot in the Wasteland; his car is bright 

yellow with a big comet painted on the side. 

The Shrouded Clan is a secret offshoot of the other clans. Made up of members disillusioned by their own clans, 
they have come together under a veil of secrecy to hide their true identity. Though most of the current clan 
members have always belonged to the Shrouded Clan, the face coverings have now become a sense of identity 
for the clan. Within its own ranks secrecy is a prominent feature that governs its culture and management. Fear 

of betrayal dictates there are no factions within the Shrouded. The only way to leave the Shrouded Clan is death. 

The Shrouded are more likely.to install traps and secret passages into their hideouts and settlements than 
other clans in the Wasteland. The Shrouded are a smart bunch of bandits, capable of engineering and creating 
interesting and deadly devices. Their trademark device is the Remote Control Bomb Car, which is capable of 
long-range strikes on both vehicles and personnel who foolishly venture too close to their hideout. 

A 

& 7 a 3s ‘ j 



aoe 

By , y" aA a £ i. ue 

INTRODUCTION” WALKTHROUGH > EXPENDED PLAY” Aam GARAGE MULTIPLAYER @> WASTE! 
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What the Wasted Clan members lack in intelligence, they make up for in personality. Decorated 

with tattoos and colorful body armor, these bandits use fear and intimidation instead of strategy 

and combat tactics. More inclined to grab a burning club and bash you over the head than hide in 

the dark and fight from a distance, these guys are best kept out of melee range. Loosely governed 

by a patriarch that changes frequently due to internal fighting, the Wasted Clan can be found 

almost anywhere. When you face these bandits, you’ll need to be fast on your feet and watch your 

back—they will come at you from every direction fast and hard. They prefer industrial areas for 

ready access to old supplies and tools to support their primary hobbies, which include modifying 

vehicles, making moonshine, and performing self-inscribed tattoos. According to popular legend, 

the Wasted are the last remnants of the United Kingdom. God save the Queen. 

°< THE JACKAL CLAN 

The howls in the night mark the coming of the Jackal Clan. This group of bandits are part animal and part 

man, a savage group of hunters and combatants. The Jackals act more like a pack of wolves on a hunt than a 

well-trained military force. They adorn their bodies with bones, furs, and animal pelts, making them look more 

animal than human. They are savage in nature and brutal in combat. The Jackals are also very strong, capable of 

sustaining large amounts of pain and also capable of inflicting that same amount of pain back on their enemies. 

The Jackals live in the canyons and caves of the Wasteland. Not a nomadic tribe, these bandits are all about 

territory. Once they claim a piece of land, only death will drive them from it. The Jackals have no vehicles and use 

only primitive machinery in their settlements. The Jackals are ruled by the leader of the pack, the alpha Jackal— 

the meanest, toughest, motherfucker in the bunch. A new leader emerges when he is challenged and killed. 

d 



The Gearheads are the smartest bunch 

of bandits in the Wasteland, Not relying 

solely on brute force for survival, these 

linery and bandits have built advanced mact 

weaponry that make them a force to reckon 

with. These bandits look to technology for 

their salvation and vow to never let “Mother 

Nature” destroy them again. 

The Gearheads are all about power, 

machinery, and tools. Oddly enough, they 

are also the most civilized bandits in the 

Wasteland, surviving on selling electricity 

to nearby settlements. The Gearheads are 

happy making profits more than enemies. 

The Gearheads coexist quite nicely with both 

the settlers and the Authority. But as civilized 

as they may seem, they are not ones to 

be crossed or cheated. Eternally paranoid, 

these bandits are all about secrecy, 

¢ 

Lead by General Cross, 

ella il ty Thy hi alia 

‘ i, MA Sal ‘al hs, 
i ™ AME ys) 

power plant and research 

Rumors are that these bandits acquired their technological edge 

from early Ark survivors, 

group may well have been Ark survivors that gave up on society and 

went their separate ways 

building very advanced weapons to keep people away from thelr 

Some believe that founding members of this 

the Authority attempts to exert complete control over the Wasteland, But for some reason, the Nanotrite-enabled humans burled 
during Project Eden pose a threat to the Authority's vision for the future. As a result, the Authority has placed a large cash bounty on Ark survivors, Onee 

turned in to the Authority, it’s unclear what happens to Ark survivors 

law and order. But despite its 

~ ENFORCER — 

The enforcers are the fist of the Authority and 

used by General Cross to smash the disobedient 

and incompliant. Part cop, part storm trooper, 

and part infantry, even a lone enforcer is tougher 

than a group of bandits. Enforcers have no 

Nanotrites, but their body armor, advanced 

tactics, and weaponry make them formidable 

foes, Authority enforcers are highly trained in 

group maneuvers and work together as a unit to 

eliminate threats methodically, 

. ELITE GUARD 

The elite quard comes equipped with the 

absolute best armor and weapons in the 

Wasteland. Their Feltrite-infused heavy body 

armor keeps them standing, while their pulse 

cannons unleash torrents of deadly plasma. 

The elite quard are the last line of defense 

for the Authority, They are the centurions of 

Capital Prime 

2103 

they just disappear. Initially, settlers welcomed the Authority's promise to restore 

superior technology and firepower, the Authority has done little to rein in the bandit threat, Fueled by Resistance propaganda, 
distrust of the Authority has reached an all time high as rumors spread of its experimentation on mutants 

.. AUTHORITY MUTANT 

Part mechanical, part biological, and 100% 

controlled by Nanotrites, the Authority mutant 

was General Cross's success story for controlling 

mutants, The Nanotrite control makes Authority 

mutants highly disciplined soldiers that execute 

orders without hesitation or improvisation. A 

vicious killer, the Authority mutant’s embedded 

weaponry make it dangerous both up close and 

at range, 
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<¢o | THE MUTANTS 

Many believe that mutants were caused by impact radiation, but the truth is that they 

are failed attempts by the Authority to control humans with Nanotrites, When an Authority 

experiment would go wrong, the by-product, a mutant, was tossed into the Wasteland 

where they massed together and began breeding, Their tactics are simple, but they attack 

in numbers and swarm their victims like locusts, Mutants have learned to use simple 

weapons——mostly clubs and Knives fashioned from scrap metal found in the Wasteland 

LARGE MUTANT 
M, wr 

1¢ Authority not only wants to control humans, but to make them The large mutants were early attempts at the giant mutant, an imimense 

per soldiers, and the large mutants are a direct result of this, The malformed creature created by Dr. Kvasit for Major Casey, General Cross's 

Anotrites successfully transmogrified the mutants to increase strength right-hand man, When Major Casey discovered the giant mutant gould be : 

\d intelligence. The large mutants’ greater intelligence allows them to controlled, he ordered it to Kill Kvasir, but the giant mutant’s love for tts. er “i 

@ Weaponry, such as a homemade grenade launcher. Sometimes the creator could not be overridden, It turned on Major Casey and crushed tha” y ms i 

ansmogrification creates extreme mutations, leading to creatures with life out of him, Driven insane by the order to kill its creator, the giant mutant 

ant tentacles as arms. broke free of Ils containment and now freely wanders the Dead City, 
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WEAPONS 

WASTELAND ECONOMY 

SELL 
PRICE 

: ITEM COST 

VEHICLE WEAPON AMMO 

ITEM 

MISC. LOOT - 
Assault Rifle $275 | ae 

Authority Machine $500 sae 
Gun 

$30 

$e0 

Homing Rockets 

Minigun Ammo 

A Tale of Two Bandits 

Apophis Survival 

Guide 

SELL 
COST 

PRICE 

SELL ONE 

Black Coffee Mug 

Blake Bobblehead 

Blow Torch 

| Canned Blueberries 

Canned Corn 

Canned Dog Food 

Canned Milk 

Canned Salmon 

Cheap Dress Shoes 

Clipboard 

Comets for Idiots 

QUICK USE ITEMS 

Adrenaline Overcirive | = $60 

Advanced RC Bomb 
Car [ ia $65 

Advanced Sentry Bot a $85 

Advanced Sentry 

Turret Ey eae 

Advanced Wingsticks — $e 

[ Apophis Infusion — [ $125 1 

Authority Augmenter a $50 f 

Bandages S15 

EMP Grenade — 

HE Grenades $c 

Lock Grinder 

RC Bomb Car 

Regenerative 
Infusion 

[2c Senay wot a 
[sentry turet | — | s80_| 

( Weestias eS 8 

Pulse Amma $60 $50 

WEAPON eee VEHICLE QUICK USE ITEMS 
AMG Laser Sight $273 sss Aftershocker $45 $20 
AR Concentrator | oe a Armor Restore $85 $80 
AR Stabilizer $e00 POs hears Orop Mine $e5 $4 

: Monocular $25 S15 a Escort Bomb $65 se 

[Shotgun Extender $250 ae _— Gover Mime $45 $12 

AMMO Shield Ene eee 

: aes Advanced Sentry Bot $375 as 
Authority MG Rounds $30 $26 Schematic 

Authority Pulse $150 $100 | Advanced Sentry oon | 

Rouncls Turret Schematic 
|__ BFE Rounds mR $150 ACNSnGeH Wings eran “e 

Buckshot Sie | $8 | Schematic i 
Dynamite Bolts -- $30 Dynamite Bolts 

Gh ti $155 — 
Electro Bolts $36 $e0 eevee 

| Fat Mammas ~ $15 Fat Mammas $200 ae 
| Schematic 

Fatboys $14 | ai Ea oes 
: [a 

Feltrite AR Rounds $32 $28 Schomeric $ee5 —~ | 

L HE Rockets $75 $50 Sentry Bot ‘Te es 

Killbursts See Sil Schematic 

Mind Control Bolts a $100 | E Sentry Turret $125 ie 

Pistol Rounds $5 $3 Schematic 
Pop Rockets ee | $16 | | Wingsticks Schematic | $50 — 
Pulse Shor $32 $16 ENGINEERING INGREDIENTS 

| SniperRounds | $12 ie $8 7 Antiseptic Formula $8 $6 

Steel AR Rounds $15 $10 Clath Rags $4 $2 
Steel-Tipped Bolts $24 | $e0 Comet Bloom = $65 

Viper Rockets $100 $75 Desert Spore cae $75 
ARMOR UPGRADES | Electrical Wire Kit $16 $12 

Light Armor Upgracie | $250 — Explosive Pack - $18 
Medium Armor a Feltrite Coupler $B 

Upgrade oS Feltrite Power Pack Tae ey 
Heavy Armor Ghost Toxin 

Upgrade $750 aa eee was ee 
Mutant Adrenal Gland ESSE 

Nanotrite Conduit $ee 

NESS 
#2 | 30 

RC Car Kit Sec 

Small Battery Pack ae $12 
Small Gears $30 

Stee! Blades = $10 

Turret Barrel $18 $16 

Vial Of Blueshine $75 
COLLECTOR CARDS 

mu ae .\ 

~ i. € a pasa 
= : ny . rr ree a a NA A - « talTWy 

Devar's Travels Vol. 

1-6 

Doom Marine 

Bobblehead 

Empty Milk Bottle 

Feltrite Crystals 
| Sear 

Gas Can 

Gas Tank 

Gauze Sponges 

Hammer 

Headphones 

Hooper Lite 
- 

Huffer’s Aerosol 

J.K. Stiles - The 
Legend 

Juicemix 2000 

Krimson Aerosol 

Large Oil Can 

MixomCam 

Mix-o-Med Plastic 

Bandages 

Oil Can 

Old Hiking Boots 

Paint Can 

Pinkies 

Purified Water 

Quayola eo 

Rusted Ladle 

Shambler Plush 

Spray Paint 

Suitcase 

Tire Iron 

To Serve Mutant 

Vault Boy Sees 

White Coffee Mug 

ak 
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= VEHICLE UPGRADES 

DUNE BUSTER PART MONARCH PARTS 

Evenflow ex Boost Quest Item (Durar’s Time Trial] Advanced Pure-flaw 45 

Evenflow Max Boost 25 | __ Monarch Boost os | 
id Theme is Heavy Monarch Armor | 30 

Miniguns 10 Performance Spiked 40 

Performance Spiked 25 Performance Tires 30 

Performance Tires 70 Scorcher Theme 10 

Rocket Launchers 20 Standard Spiked 25 

Skull Theme 5 
Sport Suspension 20 CG i 

Standard Spiked 15 re kee cree Sin 
V6 Thuskier Bncine 30 All auto parts are purchased with racing certificates; cash is not 

SSS SSaeee CUPRIND PARTS & accepted. Once parts are acquired, they cannot be sold. 

C3C Evenflow Max Boost 30 7 ree 

CSC Sport Suspension BS 

Heavy Cuprino Armor me 

Medium Cuprino Armor 15 

Orange Theme 5 

Patrol Theme G i 

Performance Spiked 30 

Performance Tires 25 

Standard Spiked cO 

The Hammer i 

The Magnum Quest Item (Starky’s Challenge) 

VIO Cuprino : 45 

ENGINEERING ITEMS 

ITEM INGREDIENT 1 INGREDIENT 2 INGREDIENT 3 INGREDIENT 4 acc itdeltkt 
5 

Adrenaline Overdrive Bandages [1] Night Blossom (1) Mp ae aie. — == 
Gland (1) 

“Advanced RC Bomb Car} — Explosive Pack (1) Nanstite Conduit (yn | oe" ee acs RC Car Kit (1) =e 

Advanced Sentry Bot Ordnance Pack (1) Neanotrite Conduit (1) ane ie Bees Electrical Wire Kit (1) ahha & 

Advanced Sentry Turret Ordnance Pack 1) Turret Barrel (1) Nanotrite Conduit [1) Small Battery Pack [1) ais 

Advanced Wingsticks Steel Blaces [1) Hardware Packet [1] Electrical Wire Kit (1) == a 

— Apophis Infusion Desert Spore [2] Bandages [1) Night Blossom [2] —_ oe 

Authority Augmenter Nanotrite Conduit (2) Electrical Wire Kit [1] Feltrite Coupler (1) Feltrite Power Pack [1] — 4¢ 

Cloth Rags (1) Antiseptic Formuta () = ae — i 
Dynamite Bolts Steel-Tipped Bolts (6) Explosive Pack [1) —_— —_ = 

| _ EMP Grenade Electrical Wire Kit (1) Feltrite Power Pack [1) HE Grenades (3) = a 

Fatboys [1e)} Explosive Pack [1] = = az 

= — Lock Grinder Electrical Wire Kit (1) Hardware Packet [1] Small Gears [1) — Sa 

Mind Control Bolts Steel-Tipped Bolts [12] Explosive Pack [1] Ghost Toxin (1) ree Dori a alate - 

Pop Rockets © — Buckshot (16) _ Explosive Pack [1] ae | ee 

RC Bomb Car Explasive Pack [1) Nanotrite Conduit (yj mel Berard Peck RC Car Kit (1) By 

| Regenerative Infusion | = Bandages [1] Comet Bloom [2] Vial of Blueshine (1) — — 

Sentry Bot Ordnance Pack [1] Nanotrite Conduit () ten lee eat oc Electrical Wire Kit (1) BASES a 
(1) Packet [1] ; 

q “ Ordinance Pack (1) Turret Barrel (1) Nanotrite Conduit () | Small Battery Pack (1) Re ee 5 Oe 
l : : ; : 

Steel Blades (1) Hardware Packet [1] Electrical Wire Kit (1) — = %, 

y - », - a ore a ? M an ee & 
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Location: Location: Location: 
Gearhead Vault Starter Deck Wellspring 

Before exiting This card is This card is 

the parking one of five automatically 
garage, look in included in added to your 
the backseat the Starter collection 
of a nearby Deck. You can when you win 

car to locate purchase the Bercerme, the Cuprino. 

this card. deck for $50 |. ca : 

from Hendrick, ye 

Coffer, or Jani. 

eM WER 
Location: Location: Location: 
Subway Town Starter Deck Wasteland 

This card is This card is This card is 
located in the one of five located at the 
Resistance included in dam facility, 
Base, next the Starter just above 
to the dead Deck. You can the Wasted 
mutant within purchase the Garage’s 
Elizabeth’s lab. deck for $50 exit. To reach 

from Hendrick, it, follow 

Coffer, or Jani. the narrow 

concrete path 

above the 

Wasted Garage’s doorway. You can access this 
i ALL path from the main road, before driving down 

the slope leading to the Wasted Garage and 
Location: Location: Ark site: 
Authority Wasteland 

= Enter Crazy V 
Sh) after oetstenael 

aeanng to find this Location: Captain card—it’s Wasteland 
* Bateial out sitting on Joe’s While inside a ‘ e@ of his prison 

: - Settler cards receive +4 cell, follow UR Sag orton x ieee Dan's gas 
ae ’ mance to stun target P 

= him outofthe 4 pan Station, look 
cell block and i oe Cale 
open a locked sittiaa one 

HERE bcanes SOS aoor with nightstand, 

Lock Grinder. You can find this card in the supply pengath 
closet. You cannot return to this location, so grab a lamp. 
this card before leaving. 

hi 
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Location: Dead 
City Central 

This card 

is located 

on a coffee 

table in the 

hospital lobby, 

beneath the 

escalator. This 

is available 

during your 

second trip 

through, while 

getting the Research Data for Marshall. 

Location: The 
Well 

While 

advancing 

through the 

long passage 

where Ghost 

bandits 

fire at you 

from behind 

concrete 

pillars, look 

for a ladder on 

the left side—it is lit by a very dim orange light. 

Climb to the top of the ladder to find a small 

storage area containing several supplies and this 

card. You cannot return to this location, so grab 

this card before leaving. 

*< DROP SHIP 
Location: 
Authority 
Prison 

After breaking 

Captain 

Marshall out 

of his cell, look 

in the crate 

from which he 

pulls his rifle. 

This powerful 

vehicle card 

, is inside the 

same crate. You cannot return to this location, so 

grab this card before leaving. 

FD PLAY © ARMORY 

Location: 
Wasteland 

After acquiring 

the Dune 

Buster, 

complete 

Durar’s Time 

Trial to get 
Wehicle must be targeted. 3 this card 

by ranged cards 

Location: Blue 
Line Station 

This card is 

located in the 

guacamolito 

restaurant on 

the top floor. 

The restaurant 

is open when 

completing 

the Eviction 

Notice job. 

Alternatively, 

you can use an EMP Grenade, Pulse Shot, or 

Electro Bolt to open the security barrier during 

your first visit. 

4 Explodes damaging all : 
@e opponent's cards in plays 

Location: 
Eastern 
Wasteland 

This card is 

located on 

the Authority 

Bridge, behind 

some boxes. 

7 pRNTS \ 
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4 EE picdes damaging all © q ] 
is pita : ; 

gards in play 

Location: 
Wellspring 

This card is 

located on 

the stairway 

in the Second 

Chance Bar’s 

back room, 

where you 

meet with 

Elizabeth 

and Captain 

Marshall. 

Location: 
Authority 
Prison 

Following 

the big fight 

in Cellblock 

E, climb the 

stairs and turn 

to the right 

to locate this 

card sitting on 

a shelf in the 

corner. You 

cannot return to this location, so grab this card 

before leaving. 

Location: 
Wasteland , 

Look for this 

card on the 

ground before» 

entering the 4 

drain pipe 

leading into 

the Dead City. 
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Sea seek sama 

a] 

arhead cards receive +g 

damage boost 

Location: 
Power Plant 

Before exiting 

the Power 

Plant, enter 

the stairwell 

on the left to 

reach an office 

above the 

control room. 

You can find 

this card in 

the file cabinet 

at the top of 

the stairs. 

Location: 
Gearhead Vault 

After exiting 

the vault, look 

for this card in 

the dirty office 

at the top of 

the curved 

staircase. 

Location: 
Gearhead Vault 

After clearing 

out the bank 

lobby, turn to 

the right to 

find this card 

sitting on the 

edge of a 

planter. 

“ HOST BONESTICK 
Location: 
Ghost Hideout 

This card 

sits atop 

the wooden 

barrier on the 

first floor of 

the hideout, 

where the 

tortured girl is 

located during 

the Missing 

Person job. 

Location: 
Ghost Hideout 

Look for this 

card on the 

floor in the 

the first floor. 

It’s located 

beneath a 

table next to a 

doorway. 

Location: 
Ghost Hideout 

You need a 

Lock Grinder 

to get this 

card. The card 

is behind the 

locked door on 

the hideout’s 

first floor. 

Get it during 

your second 

visit, when 

completing the Missing Person job from the job 

board in Wellspring. 

V@QUEE= 
hotel atrium on 

he 

~< GIANT MUTANT 
Location: 
Authority 
Prison 

Before 

reaching the 

first security 

turret, look for 

a dark hole in 

the wall on the 

left side of the 

corridor. It’s 

a good idea 

ei a = to disable the 

turret with an EMP Grenade before crouching 

and crawling inside this hole in the wall to 

retrieve the card and some other supplies. You 

cannot return to this location, so grab this card 

before leaving. 

Pe 

3 Smashes all opponent's a 
"§ cards in play 

Location: 
Wasteland 

Shortly after 

arriving at 

the Hagar 

Settlement, 

grab this card 

sitting atop a 

barrel next to 

Becky. 

E Explodes damaging all’ 
PSpponent's cards in plays 

Location: 
Jackal 
Canyon 

This card is 

located in the 

shack where 

you throw 

the switch 

to open the — 
gate blocking 

the canyon’s 

entrance. a 
POINTS \ 
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a; RAGE FRENZY: CARD GALLERY 

Location: 

into the rock 

wall. Jump up 

into this alcove 

to retrieve the 

card along 

with some Beer Bottles and Dynamite Bolts. 

i 
JANUS OUTRIGGER 

Location: 

Location: Dead 

turn ; 
card is located 

on the floor. 

iss 

. MAYOR CLAYTON 

health boost 

Location: 

Jackal Canyon Mutant Bash Wasteland 
TV Studio 

When you first This card is 

enter Jackal Complete one located ona 

Canyon, look episode of rock outside 

for a small, Mutant Bash Dan’s garage 

dark alcove on TV to get this in the Hagar 

the left, carved card from JK Settlement. 
Stiles himself. 

Location: 

Location: City Streets Starter Deck 

Wasteland After defeating This card is 
Look on the the tentacle one of five 

couch near mutant, enter included in 

Janus, in the the small, the Starter 

Outrigger bloody alcove Deck. You can 

Settlement, to oo 8 from which he Mea, purchase the 
find this card. f hance to stun target form emerged. The Settler cards receive +1 '% deck for $50 

from Hendrick, 

Coffer, or Jani. 

Location: Location: Dead 

Location: City Streets Eastern 

Starter Deck Wasteland 
You need an 

This card is RC Bomb Car LOO for. 4 

one of five to get this this card on 

included in card. Locate he atouRe 

the Starter a small drain outside the 

Deck. You can “i — pipe at the Y eae Power Plant's 

a, Ae purchase the Farget's neighboring ds base of the icle must be targeted ; m entrance. 

Vehicle must be targeted” deck for $50 i take 1 damage “iets by ranged cards 

by ranged cards 3 building not 

ae from Hendrick, far from where 

Coffer, or Jani. you fought 

the launcher 

mutant. Drive the RC Bomb Car through the 

small opening to enter a supply closet filled 

with loot. Roll up next to the barricaded door 

and detonate the car. You can now access the 

room via a stairway in the building to grab this 

powerful card. 



b. ti dmg and +1 hp to a 
: Authority cards 

right, sitting next to a Hardware P 

<_ POWER SUPPLY _ 

Location: 
Eastern 
Wasteland 

While 

advancing 

through the 

cave on the 

way to the 

Abandoned 

Distillery, 

search for this 

card on the 

right side. 

Location: 
Authority 
Prison 

After disabling 

the first 

generator, 

pass 

thorough the 

deactivated 

security barrier 

and look for 

this card on 

a shelf to the 

acket. 

Location: 
Shrouded 
Bunker 

This card is 

located near 

the bunker’s 

entrance, just 

above the hole 

where the 

attacking RC 

Bomb Cars 

exited. 

<< RIKT 

b+) hp to ali your cards if 
ay when she attacks a 

ER OUTRIGGER 
Location: 
Wasteland 

You can find 

this card in 

the Radio 

Tower shack, 

just before 

climbing the 

ladder. 

Location: 
Wellspring 

Return to 

Sally after 

destroying a 

bandit vehicle 

to get your 

payment as 

Well as this 

card. 

< SCOOP MUTANT 

Location: 
Mutant Bash 
TV Studio 

After surviving 

the final arena, 

look for this 

card sitting on 

a Crate on the 

left side of the 

corridor before 

reaching the 

exit. 

Location: 
Wasteland 

Before 

crossing 

the narrow 

footbridge 

bridge leading 

to Dr. Kvasir’s 

lab, turn to 

the left. This 

card is sitting 

on the ground 

next to a low 

rock, just north of the Stanley Express mailbox. 

It’s partially obscured by plants plus the card’s 

box blends in with the color of the soil, making it 

hard to spot. 

ET 

Location: 
Wasteland 

When heading 

to the Radio 

Tower or 

Wasted Garage 

entrance, look 

for this card in 

the concrete 

building. It’s 

located in 

a dead-end 

room, down a 

short flight of steps, sitting on a chair. 

Location: 
Starter Deck 

This card is 

one of five 

included in 

the Starter 

- . Deck. You can 
—— a purchase the 

| Settler cards receive +1 § deck for $50 

from Hendrick, 

Coffer, or Jani. 

POINTS \ 
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~< SHIELD GUARD 

Location: 
Authority 
Prison 

SHIELD GUARD . 

After splitting 

up with 

Captain 

Marshall, look 

for a small 

room on the 

right side of 

the corridor 

before you 

aa . reach the 

prison’s exit—the card can be found inside this 

small closet. You cannot return to this location, 

so grab this card before leaving. 

Location: 
Shrouded 
Bunker 

After clearing 

out the atrium, 

look for this 

card on a shelf 

near the lift. 

/ POTS 

°< SHROUDED HEAVY 
Location: 
Shrouded 
Bunker 

SHROUDED HEAVY 

This card is 

located ina 

pipe on the 

upper floor 

above the 

workshop 

adjacent to 

the second 

bomb cache. 

Grab the card 

before alerting the bandits on the floor below. 

ARMORY 

Location: 
Wasteland 

After 

assaulting 

the Feltrite 

Refinery, 

look in the 

blue shipping 

container to 

find this card. 

Location: Dead 
City Central 

In the mall, 

look on the 

round table 

outside the 

shop you 

blasted open 

by shooting 

the gas tanks. 

Location: The 
Well 

Look for this 

card in the 

dead-end 

tunnel while 

Valder and the 

city guards 

attempt to 

open the gate 

leading into 

the final area 

where the 

Ghost Clan is attempting to release their toxin. 

You cannot return to this location, so grab this 

card before leaving. 

7 poTs \ 

GARAGE — 

Sane 

MULTIPLAYER 

a WASTED a ae 
Location: 
Wasted 
Garage 

This card is 

located atop 

the dead-end 

stairwell on 

the Wasted 

Garage’s third 

floor. Look on 

the floor near 

the banister, 

just below a 

couple of Beer 

Bottles. 

STED PISTOL 

Location: 
Wasted Garage 

Look for this 

card in a box 

beneath the 

staircase 

immediately 

after taking 

the same 

stairs down 

to the second 

floor. You 

can hear the 

nearby bandits talking about the latest episode 

of Mutant Bash TV. 

damage boost 

Location: : 
Wasted Garage 

After defeating = 

the Wasted 

Clan’s boss, 

look for this 

card ona 

shelf, not 

far from 

the Piston 

Assembly. 



: RAGE FRENZY CARD STATS 
NAME. i CARD TYPE FACTION COST DAMAGE HEALTH SPECIAL ABILITY 

Adv. Sentry Bot Melee — 15 2) 6 — 

Authority Mutant | Melee Authority | 15 ae a cee 7 ou == 

Captain Marshall Ranged Settler co a 2| Settler cards receive +1 damage boost 

City Guard oe Ranged ae better pe oe ee fee ae 
Club Mutant Melee Mutant 2) 3 fe —_— 

Crazy Joe aS Melee ne Se 2 Sees Chance to stun target for a turn — ee 
Cuprino Vehicle — cO — 8 Vehicle must be targeted by ranged cards 

Dagger Thrower [ Ranged ic Mutant 5 e ae 2 st —- 

Dan Hagar Melee Settler 10 =| =) —_— 

Drop Mine Explosive — 10 6 — Explodes damaging all opponent's cards in play 
- Drap Ship | Vehicle — ae ao ks — oe Vehicle must be targeted by ranged cards ; e 
Dune Buster Vehicle — 15 = 5B Vehicle must be targeted by ranged cards 
Dyno-Mutant Explosive Mutant [ 10 g - — Explodes damaging all opponent's cards in play 
Elite Guard Ranged Authority 30 7 ae Ss 

EMP Grenade Explosive — 10 =} — Explodes damaging all opponent's cards in play 
Enforcer Ae Ranged Autharity Ss | 4 Ss Le — is 

Gearhead Bass Melee Gearhead Clan es 6 10 Gearhead cards receive +1 damage boost 
[ Gearhead Jet ae Melee Gearhead Clan | eo eek ue ca Pe — ‘ : es 
Gearhead Shotgun Melee Gearhead Clan 15 4 8 — 

Ghost Boss Ranged Ghost Clan 15 4 6 Ghost cards receive +1 damage boost 
Ghost Pistol Melee Ghost Clan io 4.) 4 ce: a 
Giant Mutant Ranged Mutant 50 | 3 Perce 14 Smashes all opponent's cards in play 
HE Grenades Explosive ai —_ 5 fa — Explodes damaging all opponent's cards in play | 

Jackel Crossbow Ranged ce Jackal Clan 15 4 7 — rs 
Janus Outrigger Healer Settler 10 c = — 

| Jetter Vehicle a —_— su 10 i —_ ie 4 a Vehicle must be targeted by ranged cards 
JK Stiles Melee Mutant 15 fz vA Mutant cards receive +2 damage boost 

ee Kraken Ranged Mutant peed ae 4 S 

Large Mutant Ranged Mutant | sl] 4 10 

Loosum Hagar = Ranged Settler Sis 15 4 Sj 

Mayor Clayton Melee Settler eal 10 = zZ 5 

Monarch Vehicle = eee ieee 10 Vehicle must be targeted by ranged cards 
Portman Melee Settler 15 Sy % 

Poet Sopa ay Rane eS 
RC Bomb Car | Explosive — 10 

I Rikter Outrigger Melee Settler | 10 4 4 a 
Sally Melee Settler 15 2 of +1 health to all your cards in play when she attacks 

1, Scoop Mutant a Ranged Mutant 10 a 4 ; _ ; ae ’ 

Sheriff Black Melee Settler 15 S| of Settler cards receive +1 damage boost 
Shield Guarci Melee Authority fst 4 7 -1 to damage received rs 
Shrouded AR Ranged Shrouded Clan 10 5 5 — 

Shrouded Heavy Melee Shrouded Clan | 20 = MMe See CC 

Slime Mutant Melee Mutant fs | 4 | 7 thereat Stinger fore ton Valder Ranged Settler 15 4 7 — 
| Wasted Club Melee Wested Clan | ia [4 4 ry 

‘ Wasted Pistol Melee Wasted Clan 10 =| 5 
Wasted Turret Ranged Wasted Clan 

- 
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oe oe oe 
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MPE 

My RAGE FRENZY: CARD GALLERY RAGE FRENZY: DEALER DECKS 

© RAGE FRENZY: DEALER DECKS 
During games of Rage Frenzy, each dealer has seven pre-made decks: three easy decks, three normal decks, and one hard deck. When playing easy or 

normal games, one of the three dealer decks is chosen at random. Since each dealer has only one hard deck, there is no randomness determining which 

cards you'll face in these high-stakes games. You can learn a lot about deck construction by studying the following decks used by the dealers. 

HENDRICK BANDIT DECK [EASY} 

CARD TYPE FACTION COST DAMAGE HEALTH:  —___._ SPECIALABILITY i is 

Wasted Turret Wasted Clan 5 s ARS Wasted cards receive +1 damage boost 

Wasted Club Wasted Clan 4 4 — 

Ghost Bonestick Ghost Clan a 4 [ _ 

Ghost Boss Ghost Clan 4 6 Ghost cards receive +1 damage boost 

Ghost Pistol Melee Ghost Clan 4 4 — 

HE Grenades Explosive e — Explodes damaging all opponent's cards in play 

HENDRICK MUTANT DECK (EASY) 

Ve | 3 CARD TYPE FACTION COST DAMAGE HEALTH SPECIAL ABILITY 

Mutant a 
Dagger Thrower Ranged Mutant =I e = — 

8 

Scoop Mutant Mutant 10 3 

Cuprino Vehicle — cO — Vehicle must be targeted by ranged cards 

JK Stiles Mutant 15 Mutant cards receive +e damage boost 

Kraken Ranged Mutant cO 4 g| Chance to stun target for a turn 

HENDRICK SETTLER DECK {EASY} 

NAME CARD TYPE FACTION COST DAMAGE HEALTH SPECIAL ABILITY 

HE Grenades Explodes damaging all opponent's cards in play 

euet ite  OS e 3 = | 
Crazy Joe Chance to stun target for a turn 

re ee 5 = | 
Loosum Hagar Settler 15 4 5 _ 

oe aoe 5 
HENDRICK BANDIT DECK (NORMAL) 

NAME CARD TYPE ‘FACTION COST DAMAGE HEALTH SPECIAL ABILITY 
| Shrouded Minigun | Ranged Shrouded Clan 

Melee 

[eee 

je boost Ghost cards receive +1 damag 

Ghost Clan 10 

Ghost Bonestick Ranged Ghost Clan 10 
hat 

Explodes damaging all opponent's cards in play 

Vehicle must be targeted by ranged cards 

Explodes damaging all opponent's cards in play 

Explodes damaging all opponent's cards in play 

CARD TYPE FACTION SPECIAL ABILITY 

— c0 —_ 8 Vehicle must be targeted by ranged cards 

Mutant 20 oh y Chance to stun target for a tum ts 

= y 

POropMine | exposve | — | 10 | |S — | —_Explodesdarnaging all opponent's cards npiay | 
[Sime Mutene | Meee [ Mutene fs [4 | 7 | Chante tostuntargetforatun | 

‘Large Mutant [Ranged | Motent | es] 4) «|S TeruetS neighboring cards take Idemage | ~ 

> 

NAME 

JK Stiles 

COST DAMAGE HEALTH 



ACTION COST DAMAGE HEALTH © 
HENDORICK SETTLER DECK (NORMAL) 

SPECIAL ABILITY 

Elizabeth 

Portman 

Captain Marshall 

“NAME CARD TYPE 

sett Ts 
PS SS 

FACTION COST ‘DAMAGE HEALTH 

Mayor Clayton Melee Settler e Settler cards receive +1 health boost 

Cuprina | Vehicle a ot 2B eee Vehicle must be targeted by ranged cards 
City Guard Ranged Settler a fe 

Crazy Joe Melee Settler 5 op fe 

Janus Outrigger Healer Settler 10 = 

Orop Mine Explasive eee ie 6 

Dan Hagar Melee Settler 10 | 

Loasum Hagar |. Ranged | Settler 15 as 

Sally Melee Settler 15 = 

[Sheriff Black Melee Settler 15 3 
Valder Ranged Settler 15 

Dune Buster Vehicle — 15 BAe 
HE Grenades Explosive — ey e Explodes damaging all opponent's carcs in play 

HENDRICK MIXED DECK (HARD) ; 

NAME CARD TYPE ‘FACTION COST DAMAGE HEALTH SPECIAL ABILITY 
Elizabeth Healer Settler 15 e 8 eee : oe 
Drop Mine Explosive — 10 6 — Explodes damaging all opponent's cards in pl 

Captain Marshail | Ranged ai Settler | 20 leer 4 it g Settler cards receive +1 damage boost - 
Kraken Ranged Mutant 20 = | eal Chance to stun target for a turn 

Giant Mutant ie Ranged Mutant a so, A i4 ae Smashes all opponent's cards in play _ 
Loosum Hagar Ranged Settler 15 4 By — 

Cuprino Vehicle - — 20 { — 8 oS Vehicle must be targeted by ranged cards 
Shrouded Minigun e Ranged Shrouded Clan pea 6 10 — 
Wasted Turret Ranged | Wasted Clan IS Nae 5 5 | Wasted cards receive +1 damage boost 
Ghost Boss Ranged Ghost Clan 15 4 6 Ghost cards receive +1 damage boost 

[ Shrouded Heavy Melee Shrouded Clan 20 a 5 10 a6 : — fe 
Slime Mutant Melee Mutant 15 4 re 7 ae Chance to stun target for a turn 

TEAGUE BANDIT DECK (EASY) 
NAME CARD TYPE FACTION COST DAMAGE HEALTH SPECIAL ABILITY 

Gearhead Boss Melee | Gearhead Sees Gearhead cards receive +1 damage boost 
Gearhead Jet Melee Gearhead Clan 

Gearhead Shotgun Melee ~ | Gearheaci Clan 

Adv. Sentry Bot Melee Metie — real 

TEAGUE MUTANT DECK (EASY} 
NAME CARD TYPE FACTION COST DAMAGE HEALTH SPECIAL ABILITY 

JK Stiles Melee Mutant 15 iG Mutant cards receive +2 damage boost 
Scoop Mutant Ranged Mutant 10 S| 4 a= 

| Kraken Ranged Mutant cO 4 g Chance to stun target for a turn 2 
Dagger Thrower Ranged Mutant 5 fs iS Se 
Club Mutant Melee Mutant ia} ! fe — ; ae 

Cuprinoa Vehicle — cO —_— 8 Vehicle must be targeted by ranged cards 

TEAGUE SETTLER DECK (EASY) . . Ag 
AY | CARD TYPE FACTION COST Atk HEALTH SPECIAL ABILITY 

Drone Healer — 

Elite Guard Ranged Authority 

Enforcer — . Ranged Authority 

Authority Mutant Melee Authority 

‘Power Supply — Authority 

Drop Ship Vehicle = 

-. Drop Mine Explosive eS e 6) 
EMP Grenade Explosive — 10 5 — 
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INTRODUCTION WALKTHROUGH 
yy 

wm: RAGE FRENZY: DEALER DECKS 
x TEAGUE BANDIT DECK (NORMAL) 

COST DAMAGE HEALTH CARD TYPE . FACTION 

oe 
vce oe =a 

NAME 

_ Gearhead Jet 

Gearhead Boss 

‘Gearhead Shotgun 
Jackal Club 

- Jackal Crossbow 

Drop Mine 

Monarch 

NAME 

JK Stiles 

ARMORY 

at - 

NI cO 

ae 

15 

15 

15 

“ 

7 

TEAGUE MUTANT DECK (NORMAL) ~ 

GARAGE MULTIPLAYER @ WASTE 
COMPEND 

SPECIAL ABILITY 

Gearhead cards receive +1 damage boost 

Explodes damaging all opponent's cards in play 

Vehicle must be targeted by ranged cards 

Slime Mutant 

Dyno-Mutant 

Scoop Mutant 

Large Mutant 

Kraken 

Drop Mine 

— Cuprina 

TEAGUE AUTHORITY DECK (HARD) 

ANY | sy 

Authority Mutant 

Enforcer 

Elite Guard 

_ Shield Guard 

Power Supply 

EMP Grenade 

Kraken 

Giant Mutant 

Large Mutant 

| Drop Mine 

Drop Ship 

Drone 

CARD TYPE 

Melee 

Explasive 

FACTION 

Authority 

Authority 

Mutant 

IMAGE CRITERIA 

a 
Oo 
ne 
Qoovwe: 

BO 
O 
@ 

You own RAGE! Thanks 

for your support! 

Achieve Level 2 

Achieve Level 3 

Achieve Level 4 

Achieve Level 6 

_ Achieve Level 9 

2e0eeees| 

CARD TYPE FACTION COST DAMAGE HEALTH : _ SPECIAL ABILITY = 

Mutant 15 ra 7 Mutant cards receive +2 damage boost | 

15 4 eh Fé oN Chance to stun target for a tum | 

10 | — Explodes damaging all opponent's cards in play 

10 = C 4 — 

ea 4 10 Target's neighboring cards take 1 damage 

Sees ee ee = Chance to stun target for a tum 

fentObe 6 — Explodes damaging all opponent's cards in play 

fee eee 8 Vehicle must be targeted by ranged cards 

COST DAMAGE HEALTH 

— = 

15 

30 

15 

™ 

MN 

mt U1} 

aS 

SPECIAL ABILITY 

-1 to damage received 

+1 dmg and +1 hp to Authority cards 

Explodes damaging all opponent's cards in play 

Chance to stun target for a turn 

Smashes all opponent's carcis in play 

Target's neighboring cards take | damage 

Explodes damaging all opponent's cards in play 

Vehicle must be targeted by ranged cards oars) 

aes 

Sa aaanieinnd 

MULTIPLAYER EMBLEMS 

CRITERIA 

Achieve Level 10 

Achieve Level 11 

Achieve Level Ie 

Achieve Level 13 

Achieve Level 14 

Achieve Level 15 

Achieve Level 16 

Achieve Level 17 

Achieve Level 18 

IMAGE CRITERIA 

2 Achieve Level 19 

ihe 0 

Achieve Level 20 

soa ROAD RAGE 

Eam 10 kills in Road 

RAGE 

Earm 25 kills in Road 

RAGE 

Eam 50 kills in Road 

RAGE 

Earn 100 kills inRoad = fo. 
RAGE 

Eam 10 Revence kills in 

Road RAGE 

Earn an Afterlife Kill in 

fita>. Wa, 
, A” ee , Fae * a 



Earn an Air Mail kill in 

Roacl RAGE 

Picked up the most 

Recharge items ina 

match @® 

_ MULTIPLAYER EMBLEMS, CONT. 
IMAGE CRITERIA 

Get Max Chain 50 times 

In Chain Rally 

Get Max Chain 100 times Earn 10 Combo kills in 
in Chain Rally Legends b~- 

Fewest ceaths ina 
| match 

y 

Get Most Kills award 

Get 10 Triacs in Triacl 

Rally 
Blow up 3 enemies with 

an RC Car 

nf Get Most Rally Captures 
hd award 

Get 25 Triads in Triad 
Rally 

t — 

Get 50 Triads in Triad 

Rally 
T i | } } / ; { + 
GOES 

Get 100 Triacis in Triad 

Rally 

Get 10 Triad Breakers in 

Triad Rally 

™ 

7 | | 

ca | 

Get 25 Triad Breakers in 

Triad Rally 
lies | 

Find all Collecti 
Lege 

Get Longest Chain 
award 

Get Most Special Kills 
peut Complete “Grab and Go” | 

Get Longest Killstreak Complete “Gral 
award I an Nightrma' 

Complete “Unwanted 
Get Longest Life award Guests" 

Get Most Meteors 

Collected award 

) &) @ & Get 50 Triad Breakers in 

Triad Rally 

Triad Rally 
pases 

Get Most Miles Driven 

award 

Collect 10 Meteors in 

Meteor Rally O@® | 

ay TRUE 

Get 100 Triad Breakers in 

ree 

Collect 25 Meteors in 

Meteor Rally 

et 

T | | ; 

Meteor Rally 
pn 

Collect 50 Metears in a 

Collect 100 Meteors in 

Meteor Rally 

Get 10 Chain Breakers in 

Chain Rally 

Get 25 Chain Breakers in 

Chain Rally @@ @® © | | | 
Get 50 Chain Breakers in 

Get 100 Chain Breakers 

in Chain Rally 

Get Most Chain Breakers 

award 

Get Max Chain 10 times 

in Chain Rally 

Get Max Chain 25 times 
in Chain Ratiy 

Chain Rally 

Complete “Water 
Service” 

Get Most Meteors 

Dropped award 

Get Most Incomplete 
Triads award 

Get Most Triad Breakers 

award 

Pilot” 

Get 10 headshot kills in 
Legends 

Complete “Extermi- 

nation” Get 25 headshot kills in 

Legends 

Get 50 headshat kills in 
Legends 

Get 100 headshot kills in 

Legends 

Complete a Legend — 
without using Defibril- 

lators 

omplete a Legend 

without using Defibril- 
lators on Nightmare 

clifficult 

Receive the highest 
rating ona Legend ; 

Complete “Rusty's — 
Resupply” Hy 

> cagl 
fa 

Receive the highest Completes “A New bs | f 

rating on a Legend on 

Nightmare difficulty 

Earn 10 Defend kills in | 
Legends 

Complete “Trophy 

Hunting” 
Earn 20 Assists in 

Legends 
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fy RAGE FRENZY: DEALER DECKS 
e i pens Ee vENS AND TROPHIES 
IMAGE NAME DESCRIPTION = TROPHY — 

" CAMPAIGN 
ai 

a | 

Ghost Buster Complete Ghast Hideout in the Campaign 1G | Bronze 

in, 5 ¢: it, Waste Management Complete Wasted Garage in the Campaign 10 im Bronze 
a! 

It's Alivel Complete Dead City in the Campaign | 10 : Bronze 
perees 

is. 

Gladiator Complete Mutant Bash TV in the Campaign 10 Bronze 

ed 

Bringin’ Home the Bacon | Earn 750 collars in one episode of Mutant Bash TV in the Campaign 20 Bronze 

Debunked Complete Shrouded Bunker in the Campaign 10 Bronze 

Wellness Plan Complete The Well in the Campaign 10 Bronze 

ae Jail Break Complete Authority Prison in the Campaign 10 Bronze 

ytiC daeD Complete Dead City Reverse in the Campaign | 10 Bronze | 

Mutie Blues Complete Blue Line Station in the Campaign 10 Bronze 

Vault Assault Complete Gearhead Vault in the Campaign 10 Bronze 

Finish the Campaign on at least Normal difficulty Hurt me plenty 

Obsessive Campuisive Reach 100% Pernaigdon ict ate eee: 

Finish the Campaign on at least Hard cifficulty 

; WEAPONS 

Get 10 headshot kills with the oe 

Power Struggle Complete Power Plant in the Campaign 10 Bronze 

: Decrypted Complete Jackal Canyon in the Campaign 10 Bronze 

Dev Graffiti Find the secret Developer Graffiti Room 15 Bronze 

Mr. Oddjob Complete 5 job board quests in one play-through 40 Silver 

a COMPLETION 

‘Hey, not too rough: Finish the Campaign on any difficulty Gold 

y. 

C= [an | < 

RAGE Nightmare Finish the Campaign on Nightmare difficulty cs é 

r x 

; Re 



AEE. AND TROPHIES, CONT. 

DESCRIPTION 

Perform all 18 Vehicle Jumps 

Master Chef Collect all Recipes and Schematics in one play-through 

GAMERSCORE TROPHY 

ORIVING 

ENGINEERING 

Arts and Crafts Canstruct 10 Engineering Items 

Keep ‘Em Coming Get 5 kills with one deployed Sentry Turret 

Demolition Man | Destroy 100 enemy cars 20) 

It's Good! Score each of the 3 Field Goals from the ATV 15 

Lead Foot Win a race in the ee 10 Bronz 

Rage Cup Win all races in the Campaign 

Roadkill Run over 10 mutants — ie 
| : 

Mechanacide Kill 1D enemies with Sentry Bots, Sentry Turrets, or RE Bomb Cars 

Passive Aggressive Get 3 kills with a single Sentry Bot 

oe eas a Kill 3 enemies with ane RC Bomb Car 

Tinkerer Construct 50 Engineering ttems cO Bronze 

MINIGAMES 

as | 
| & 2, Deliverance Complete the final round of Strum 

FN | ee 
4 Hardest Deck _ : Beat Teaque’s hardest deck 

ry 
JACKPOT! Roll 4 Targets in the first round of Comets 

er’ | 

te J Just a Flesh Wound Complete the final round of 5 Finger Filet 

re. Mini Win all Mini inigamer in all Minigames 
Ne 

MULTIPLAYER 

A True Legend Complete a Legend of the Wasteland on Nightmare difficulty 

Anthology Complete all ee oF. the Wasteland 



VISSION FLOWCHART | ms. 

CAR RIDE TO HAGAR SETTLEMENT 
aN 

(QGHOSTIBEOUT) <— QUELL THE Banomr THREAT | ou ES 
; tae eS Ea | WINGSTICK MASTERY 
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PART 01 

REPAIR RADIO TOWER 

MISSION FLOWCHART WASTELAND 1 DURAR’S TIME TRIAL 
_MUTANT MENACE. 

__DESTROY THE BARRICADE —>( BANDIT BLOCKADE 
DANS MESSGE aS 

st <<— CHANGING CLOTHES 

"<< _RENTING A GARAGE _ 

SUP DAHA — HER i SIPLES 
WASTELAND 1 

PART 02 

<— ‘ARMING YOUR BUGGY ) 
al 

"SALLY'S BOUNTY 

“nate one ea oc: 
OFECTRITE REFINERY <FELTRITE CRATER Pie \_ DELIVERY SERVICES 

(ODEAD CTY) <+_DeFIBRILATOR UPGRADE | | ee |_DUSTY 8 SPONSORSHIP | 

Bete ~ ( NORTHERN WATCHTOWER «<——~ RESUPPLY WATCH TOWER | { ~ MUTANT BASH TV - 

$ Pee ae USE De YDS Mae ae 
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PART 03. 

_ MISSION FLOWCHART WASTELAND 1 
STARKY'S CHALLENGE | 

F -continueg ‘on next page 



MISSION FLOWCHART 
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MISSION FLOWCHART WASTELAND 2 

PRIMA Ay, 

DEADLY RES SECRET paper oman 
DELIVERY 2 Dt Kvasir —> priiveny > Elizabeth Cadence 

(Jacob LIBERATE CAPTAIN MARSHALL ———> AUTHORITY PRISON”) 

FINDING FELTRITE Captain ae DEAD CITY 

RECOVER ID LOST PON eT SUBWAY 
“ARKSITE <— "DRIVE. >> RESEARCH DATA >>| Cabtain’Marshall > STO 

FLY TO EASTERN ; Zee 
WASTELAND cee Brick 

WASTELAND 1 

PART 04 

Captain Marshall BRICK’S BOUNTY 

}<— _ GAINING INFLUENCE —>| Hessrhesoty > Femara ee 

Mayor Redstone <—— MUTANT EXPANSION —> COMER 
y BOOM 

“Mayor Redstone —s' GET MONARCH VEHICLE > 

PART 05 
Dietrich 

{ ‘POWER PLANT )<—— THE PRICE OF POWER STARKY'S MONARCH 

ABANDONED ee Le oa coy Oa, 
DISTILLERY | Lassard ~<— Captain Marshall 

| JACKAL CANYON | <—— ARK EQUIPMENT 

| ASSAULT CAPITAL PRIME —> CAPITAL PRIME 

o ID SOFTWARE: MEET THE TEAM 

oe 

id, defined by Freud as the primal section of the human psyche; id Software, 

located in Dallas, Texas, was founded in 1991. From inception to present day, id 

Software has relentlessly provided technical, design, and artistic leadership as an 

independent game developer and technology provider. Transcending the games 

industry, id’s iconic brands such as Wolfenstein, DOOM, QUAKE, and Enemy Territory 

have become staples of popular culture for generations of gamers. Now with RAGE, 

id Software is set to make its mark on the next generation of gaming, showcasing 

The 2011 RAGE team outside their new offices the new id Tech 5 engine. 
located in Dallas, Texas. 

CBN I ase 

John began his programming career at Softdisk and co-founded id Software in 1991. His seminal work _ 
on ground-breaking titles such as Hovertank 3D, Catacomb 3D, and Wolfenstein 3D pioneered the first- 
person-shooter genre and established id Software as one of the premier video game developers in the 

world, He has created gaming engines for many critically acclaimed and commercially successful video 

game series—most notably DOOM and QUAKE. John is currently the technical director for the new id 

Tech 5 engine that powers RAGE. A rocketry enthusiast, he is the founder and lead engineer of Armadillo | 

Aerospace. John was inducted into the Academy of Interactive Arts and Sciences’ Hall of Fame in 2001 
and received a Lifetime Achievement Award from the Game Developers Conference in 2010. 7 



S INTRODUCTION WALKTHROUGH 

My MISSION FLOWCHART @ ID SOFTWARE: MEET THE TEAM 
What do you do at id Software? 

| am the technical director. | find and develop the major technology pillars 

that our games are built on, which involves research, some inspiration, and 

a whole lot of work. 

What was the first time you realized that you wanted to work in video 

games? 

| knew | wanted to work with computers before | ever saw a video game, 

and | pored over encyclopedia and magazine articles for years before | 

ever got to actually touch one. Once | actually started learning how to 

program, games turned out to be one of the more rewarding things to work 

on, touching on so many different disciplines—graphics, networking, Al, 

systems engineering, user interfacing, etc. 

How would you describe to a layman the work that goes into building 

a new graphics engine? 

In the old days, there was a clear set of milestones that were ticked off with 

each new generation—3D perspective, texture mapping, 6DOF, polygonal 

characters, colored lighting, shadows, etc. In between major changes, there 

is always the push for more; more colors, more pixels, more triangles, more 

frames per second, and more depth complexity. 

Games today look incredible, and there are few things that we 

can’t do a pretty good job of rendering with the available techniques, so 

it is much more a question of balancing and trading off the development 
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process against the fidelity of the product. We have to be reactive to 

hardware trends, and there are still large bodies of work in the offline 

rendering world to consider, but | don’t feel huge pressure to radically 

rework our graphics architecture right now. 

Still, | have done a fair amount of research work this year to 

help clarify our next generation directions, but so far they have mostly been 

negative results—| know we won't be rendering with a triangle intersection 

ray tracer on the next gen, for instance. | have a couple more research 

projects to undertake in the coming year, but the technical work | am most 

excited about doesn’t have anything to do with graphics, but instead with 

the data management and workflow through the development process. 

Your aerospace company Armadillo plans to send people into space as 

early as 2012. Will you be on the first flight? 

We have a line of adventurous skydiver types that are all more eager than 

| am to get on the early flights. | have gone on zero-gravity airplane rides 

twice now, and | am looking forward to suborbital flights, but I’m not our 

designated test pilot. 

Have you ever told anyone, “Come on, this isn’t rocket science”? 

No. In fact, the saying “rocket science” is bad in two ways—rocketry isn’t 

“science”, it is applied engineering. And while it is hard in the sense of 

having high consequences for failure and a challenging evolutionary cycle, 

it really isn’t all that complicated compared to many other endeavors. A 

modern video game is much more sophisticated than an orbital rocket. 

What do you do at id Software? 

| am the Creative Director working on RAGE. | manage the entire RAGE 

team and ensure things get done with the game. My days involve a little 

cheerleading, whip-cracking, motivational sneakiness, and just about 

anything else to get the team working. Luckily for me, I’m working with the 

best team in the industry, and | have the best job in the world! 

What was the first time you realized that you wanted to work in video 

games? 

| realized | wanted to work in video games while playing the shareware 

version of the original DOOM. When | played those levels and experienced 

what | could do in that game, | pretty much knew it was the path for me. 

| thank my lucky stars that | was able to do it at the company | fell in love 

with as a gamer. 
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Tim joined id Software in 1995 after impressing the owners and development team with DOOM levels 

he forged in his spare time and distributed free over the Internet. After joining id, Tim worked on Strife, 
The Ultimate DOOM, QUAKE, QUAKE II, QUAKE Ill Arena, and QUAKE Ill: Team Arena. Tim was then 

named lead designer and launched the commercial blockbuster DOOM 3 along with QUAKE 4. Tim is 

currently serving as the creative director on RAGE. 

What’s your proudest accomplishment thus far? 

Between designing the shareware episode of QUAKE to building QUAKE he : 

to DOOM 3, it’s really hard to choose just one. Even today, | am proud of the 2 

great work done by the team working on RAGE When someone does even 

the smallest thing well it helps everyone on the team. 

You started your career as a level modder. How did you get id’s 

attention? 

The guys at id Software discovered me because | made some really fun and 

well-constructed DOOM levels and posted them to a BBS they frequented, 

At the time | was modding, the community was rather small so it wasn’t - 

difficult getting noticed. It was a bit of luck mixed with a lot of hard wore 

Even today | encourage people who want to get into the business to work 

on their own modding games they love—it’s the best way to produce _# : 

something and get noticed. oo: 
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What do you do at id Software? 

My title is Design Director, which would imply that | handle the design 

direction. However, like most folks at id, I’m allowed to apply my skills 

beyond my title’s scope into other areas that benefit the team as a whole. 

So, while my main passion has always been design and | do work closely 

with our group of talented designers, I’ve also been responsible for 

collaborating with the core technology group. I’ve always been excited by 

our cutting edge directions we take at id, and one of my tasks has been to 

help focus the practical application of our technology. With industry-leading 

engineers like John Carmack, Robert Duffy, Jan Paul Van Waveren, and 

many more, | consider that a fun and exciting endeavor more than just 

a task. 

Do you remember the first game you ever played? 

Like a lot of people my age, arcades were huge when | was a kid in the 

late 70’s/early 80’s. | remember playing all the classics, but my fondest 

early memories are of Galaxian and Donkey Kong. | also have super happy 

memories of playing all the popular games offered on the Atari 2600 around 

that same time frame. No one game stands out on that system, but certainly 

the idea of interacting with that controller is stuck in my head. The TV it was 

connected to and the arrangement of our family’s furniture is a picture that 

remains vividly painted in large part to those memories. | can’t recall any of 

the other rooms in my home in that same way. 

Matt Hooper is a game designer who has been creating games professionally since 1996. Currently, as id 

Software's Design Director on the multi-platform action title RAGE, he’s tasked with providing direction for 

the design team as well as id Tech 5 goals. In addition to design responsibilities, he’s served as executive 

producer on some of id Software’s outside projects. Prior to joining id Software, he was co-owner of 

Third Law Interactive, where he served as designer and producer. Hooper started his career working as 

a contract designer for the QUAKE Mission Pack #1 with Ritual Entertainment. During his ten-year career 

he’s worked on over 10 titles, most recently as designer on the award-winning DOOM 3 and as executive 

producer on the DOOM 3 expansion Resurrection of Evil. 

What was the first time you realized that you wanted to work in video 

games? 

This is going to sound a little made up but it’s actually 100% truth. | used 

to dream of making video games after my first few sessions playing them. 

| remember winning a 6th grade drama class competition where we were 

asked to mime our desired profession. | choose to act like | was handling 

up on an Atari joystick with wide eyes affixed on an imaginary television. 

From that day forward | remember filling notebooks with video game 

worlds and ideas. Then, when | was going through engineering school in 

college, Wolfenstein 3D and DOOM were released and | started building 

and realizing worlds. Shortly after, QUAKE was released and | went crazy 

building 3D worlds in Notepad before finally ending up in the industry in 

1996. 

What do you think was the biggest thing you learned while working as 

a developer at other studios? 

| think the most important lesson | learned during my early years in the 

industry is that in order to maximize quality you need a team with not only 

talented people but also an atmosphere where everyone believes in the 

direction. It can be really disruptive and not productive when the vision is 

not shared but it’s a beautiful thing when you get a team of talented people 

all driving for the same goals. I’ve been really fortunate throughout my 

career to be surrounded by some really talented people. 

If you’ve got a dinner reservation for two and you can invite one game 

developer to join you, who would you pick? 

Well, that is certainly a difficult question that | can honestly say has never 

crossed my mind. I’ve been lucky to cross paths with some of the most 

talented and accomplished developers in my years in the industry. | guess 

I'd have to choose one of the developers I’ve not yet had the pleasure to 

meet. I’d probably choose Shigeru Miyamoto. Miyamoto is responsible 

for some of my favorite games as well as being extremely influential in 

the industry for so many years. To be perfectly honest, I’ve enjoyed and 

continue to enjoy almost everyone |meet in this industry at every level. 
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award-winning video game from id 

Software, the creators of DOOM® and 

QUAKE®, RAGE™ follows one man’s 

fight to save the future of humanity in 

a ravaged, post-apocalyptic world. 

An asteroid has annihilated Earth and 

only humanity’s best and brightest 

have been saved. Buried below ground 

in life-sustaining Arks, these chosen 

few are tasked with one vital mission— 

to restore civilization to a devastated 

planet hundreds of years after 

the impact. 
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> Conquer every vehicle jump, race, side job, and mini- 
game with our COMPREHENSIVE EXTENDED PLAY CHAPTER 

> WEAPON STATS AND TACTICS to hone your combat 
techniques against every mutant, bandit, and Authority 

thug! 

> STOCK YOUR ARMORY with the best gear using the 
detailed breakdown of available weapons, ammo, 

and upgrades 
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> Tune the vehicles in your garage with the best parts 

to gain the upper hand in EVERY RACE and WASTELAND 
CHALLENGE 

> MULTIPLAYER AND CO-OP TACTICS, including tips straight 
from the game’s developers 

> Find all the RAGE FRENZY COLLECTOR CARDS with our 
gallery and checklist! 
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