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Brotherhood of Steel marks a departure for the sci-fi series. Most fans know
Fallout as an isometric-view adventure game with traditional RPG elements,
like map movement and item management. Brotherhood of Steel places a 
great emphasis on action, as you guide your paladin through enemy-filled 
environments, interacting with everything–from townsfolk to furniture just
waiting to get busted up by your spiked baseball bat.

Not that Fallout has completely abandoned its roots. You must still collect
weapons and items to finish your perilous quests, and 

gain experience points to level up. As you
level up, you can improve your character's

traits, from effectiveness in melee 
combat to how well you make use of

health items. When you enter the
desert, you are a mere level one 

initiate. When you leave, though,
no enemy is your equal.

Changes in the AtmosphereChanges in the Atmosphere

THE FALLOUT

The future is what you make of it, and in the alternate reality of Fallout:
Brotherhood of Steel we made a real mess of things. A great war was settled
through the use of atomic weapons, leaving the world a nightmarish, 
radioactive wasteland. People who fled underground may have survived the
blasts, but can they survive the nuclear-fueled mutants left to rule the surface?

Fortunately, there's hope for the few remaining humans. A group of roving
paladins, the Brotherhood of Steel, has banded together to fight back against
the mutants and the humans who choose to ally with them. Using brute force to
overtake their monster foes, and accepting anybody willing to fight for free-
dom into their ranks, the Brotherhood has descended on the American Southwest
to clear the glowing desert landscape of the mutant threat.

Raiders, Radscorpions, and mutant cockroaches plague the desert. As an
Initiate of the Brotherhood, it is your mission to eradicate the irradiated.
Along the way, you must make friends in low, low places, and scrounge for
whatever supplies you can find in the rusted, bombed-out husks of towns.

The journey ahead is indeed traveled along the road of most 
resistance, so keep this guide as close as your supply of Stimpacks 
and bullets.
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Before wading out into the wasteland once known as America, you must prepare
yourself for the treacherous journey. Who you choose to play as can greatly
affect the game. Different warriors have individual skill sets, can use only
specific types of weapons, and are better at certain attacks.

The story of Fallout: Brotherhood of Steel unfolds in a series of chapters,
taking you from the devastated surface of Earth to the depths of an industrial-
strength bomb shelter far below. You'll encounter ferocious, blood-thirsty 
enemies around every corner as you try to unravel the mystery of the surge in
mutant activity in the Southwest.

Along the way, you'll meet many wasteland denizens–colorful characters
who want to help you save them from the mutant menace. Some of them may ask
for favors in return. Going on their personal errands takes time away from
your main quest, but the rewards may be worth the trouble.

GETTING STARTED

The WarreHOUSECharacter Selection
There are three Brotherhood initiates to choose from: Cyrus, Nadia, and Cain. Carefully consider their
strengths and weakness before selecting your character. The warriors share a main set of skills, such as
dexterity with melee or ranged attacks, but each also has his or her own unique skills.

Cyrus is a hard man. He didn't start out that way, but watching your 
hometown get burned to the ground by mutants changes a man. Cyrus grew
up alone in the wasteland, fending off Radscorpions and avoiding
Raiders, always hearing stories about the fabled Brotherhood of Steel.
Hoping to save the lives and dreams of boys who are like he once was, Cyrus
requests to join the Brotherhood. Impressed with his huge physical form
and determination, the Brotherhood sends Cyrus on an Initiation quest. 
If he succeeds, he'll be accepted into the order.

Strengths: Cyrus is incredibly strong, allowing him to carry the 
heaviest weapons in the game.

Weaknesses: His strength comes at the cost of speed. Cyrus is a 
little slower than the other characters.

Man's Best Friend: Once Cyrus learns this skill, he acquires a canine companion. The dog helps Cyrus 
in his fight against the mutants.

Heavy Hitter:Increases Cyrus' chances of causing a critical hit (critical hits deliver far more 
damage than a normal attack) when using a blunt weapon, like a spiked baseball bat.

Berserker:If Cyrus' health drops below 20 percent, his attacks do a higher level of damage to enemies.

Wastelander: Increases Cyrus' chances of dealing a critical hit when using homemade weapons.

Special Skills

CYRUS
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Cain is a Ghoul. He was once a man, but was severely disfigured by radia-
tion poisoning. He became sickly thin, skeletal in appearance. And the
changes were more than skin deep. Cain became a merciless, tough-as-nails
mercenary, fighting for the highest bidder. But when an army of mutants
destroyed his home, the only payment Cain would seek was vengeance. He
approached the Brotherhood, but they were reticent to open their ranks
to a Ghoul. Behind closed doors, the Brotherhood decided to send Cain on a
suicide mission for the order. They figured he would never succeed. But
within Cain beats the heart of a killer, and that's just the kind of man
this mission calls for.

Strengths: With less strength than Cyrus and less speed than Nadia, Cain's 
ability to withstand the effects of radiation is what truly 
sets him apart. Whereas the other two must avoid the toxic 
effects of radioactive substances,Cain will actually heal 
himself by coming into contact with it. 

Weaknesses: Cain is not as strong as Cyrus, nor is he as fast as Nadia.

Rad Child:Coming into contact with radioactive substances heals Cain when he learns this skill.

Sadist:When Cain learns this skill, he receives a few health points every time he kills an enemy.

Pyromaniac:This skill increases Cain's chances of dealing a critical hit when using fire weapons, 
like a flamethrower.

Butcher:Increases Cain's chances of dealing a critical hit when using knives.

Special Skills

CAIN

NADIA

Man's Best Friend:When Nadia learns this skill, she in joined in the fight 
by a canine companion.

Sadist:Once Nadia learns this skill, she receives a few health points 
every time she kills an enemy.

Future Woman:Increases Nadia's chances of dealing a critical hit when 
using energy weapons, like a laser pistol.

Desert Soldier:This skill increases Nadia's chances of dealing a critical 
hit when using conventional weapons, like knives and 
regular pistols.

Special Skills

Orphaned Nadia grew up on the streets of a
bombed-out urban settlement. Her days were
spent searching for food, her nights stealing
caps from wandering souls. She made herself
invisible, hiding from the thugs and scoundrels
that ruled the city by force. But then something
happened that changed Nadia's life forever. A
band of Brotherhood knights arrived in town.
The paladins restored peace and order to the
town, fed the hungry, and built amazing weapons
from seemingly useless machine parts. Nadia
vowed she would one day join the Brotherhood.
Her chance to join is now, as the order has sent
her on a quest to prove her worth.

Strengths:The quickest of the three, Nadia is 
nimble on her feet and has the ability 
to wield dual weapons. This allows 
her to make up for her lack of strength.

Weaknesses: Nadia is the weakest character, 
taking more damage from each 
enemy attack.
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Slayer: Upgrading this skill raises
your chances of delivering a 
critical hit.

Die Hard: Upgrade this skill to
increase your health meter.

Artful Dodger: Spend your skill
points on this to increase the
effectiveness of your armor.

Cat-Like: This skill increases your
melee attack speed, as well as your
chances of dodging an attack.

Eagle-Eye: Upgrade this skill to
increase your character's maximum
range with guns.

First-Aid: Enhancing this skill
increases the effectiveness of
health items. For example, using a
Stimpak (Fallout's equivalent of a
health potion) after upgrading this
skill restores more health than it
would on a normal character.

Melee Skill: If you like to attack up
close, upgrade this skill. Your melee
attacks will deliver more damage.

Gun Skill: Upgrading this skill
increases the amount of damage
you deal when attacking with a
ranged weapon.

Explosive Skill: Like using grenades
and bombs? Enhance this skill 
to deliver more damage with 
explosive weapons.

Special Attack: Upgrade this skill
to improve the strength and 
effectiveness of your character's
melee combos.

Explosive Traps: Earning this skill
allows your character to set explo-
sive weapons as mines.

Energy Charge: This skill allows
your character to overcharge ener-
gy weapons, like laser rifles, to
deliver more potent attacks.
Combine this skill with an upgrad-
ed Gun Skill to do serious damage
with laser weapons.

Bargaining Power: For smart shop-
pers only, this skill allows your
character to receive a discount on
items bought, as well as receive
more caps (money) in return for
items sold.

Fortune Finder: There's a treasure
in caps to be found out there, and
by increasing this skill, you can
find even more in every stash
you uncover.

GETTING STARTED

SkillsSkills
In addition their four individual skills, each character has a com-
mon set of skills and abilities that can be leveled up throughout
the game. You collect experience points for each enemy killed,
and when you collect enough points, you advance to the next level
in the Brotherhood. (Every character begins as an Initiate.) When
you level up, you receive skill points. Use the skill points to
enhance your abilities.

You can check your character's current level, as well as how
many experience points you need to earn before reaching the next
level. (As you can see, after playing for a long time, Cain is pretty
buff and wealthy.)

Always consider your character's strengths and weaknesses,
as well as your own personal preferences, when you spend your
skill points. For example, Nadia can use dual weapons. Upgrading
her skills with guns would make her even more lethal. Or, if you
find yourself dying too often, use your skill points to raise the
amount of health your character has. Remember, though, once
spent, skill points can't be refunded back to you.
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As you travel the scorched Earth, you'll pick up weapons, armor, and items
that will help you on your quests. From the Inventory screen, you can view
what you're carrying and equip or use weapons and items.

Weapons and ItemsWeapons and Items

You can equip up to
three weapons at a time.

While you're playing, scroll
through your

weapons to select a
new one. Should you run out

of ammo or decide a different
weapon might be better for your
current situation, return to the
inventory and switch it out.

You can collect several
types of armor. Your character
begins with just a basic set of
clothes. To protect yourself
from the elements and hostile

enemies, seek out or buy armor upgrades. You can
equip armor from the Inventory screen. There are
several types of armor, such as boots, chest armor,

arm shielding, and helmets.
Items such as Stimpaks are

pivotal for successfully completing
your mission and becoming a
member of the Brotherhood. Some
items, such as Stimpaks, you use
while in the Game screen. Other
items are used from the Inventory
screen.

When you begin Fallout, you're just a stranger in a
strange land. You know there are battles to be fought
and won, but you can't just mosey into town and
start dealing in death. To get the story started, you
must talk to townsfolk, sympathetic characters, and
even bad guys.

There are three chapters in Fallout: Carbon, Los,
and the Vault. Typically, when you begin a chapter,
you start in friendly territory. For example, when you
wander into Carbon for the first time, the Raiders

aren't yet gunning for a fight with you. Take advan-
tage of the calm to chat up people. Not only will they
regale you with stories of how they got where they
are, but they'll offer hints as to what you should 
do next.

Some characters straight out give you missions.
Richard, the Mayor of Carbon, tells you that if you
want his help, you must run an errand for him.

Your mission will appear on screen, and it's also
recorded in your personal
log, available from your
Inventory screen. Should
you ever get lost or find
yourself wandering without
purpose, either consult the
log to see if you missed
something or find friendlies
to speak with. It's likely one
of them will point you in the
right direction.

How the Story UnfoldsHow the Story Unfolds
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Side QuestsSideQuests
Not all of the missions you are sent on are for the
greater good. Some of the people in Fallout's waste-
land have personal errands they'd like you to run for
them. Ruby, for instance, will ask that you keep an
eye out for her precious kitty while you're clearing
out Carbon.

When you find personal objects like this, return
them to their owners for a reward. Some people pay
you in caps, others pay off in experience points.
Always take the sidequests because experience
points are perhaps the most valuable thing of all in
the world of Fallout.
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Los: Vault-Tec WarehouseCARBON: Mosey into Town

Every adventure has to start somewhere, and yours begins in the absolute armpit of what's left of America
post-apocalypse: Carbon. The bombed-out burg has seen better days (such as, before everything started
glowing), but now an army of killers, known only as the Raiders, have taken control. Answering only to
their dominatrix queen bee, the Matron, the Raiders terrorize Carbon's citizens.

Carbon's only hope is the Brotherhood of Steel. But they're nowhere to be found. That leaves the 
salvation of Carbon up to you and you alone. Scavenge whatever weapons and supplies you can find as you
explore the town, because the Raiders are legion, and lady luck took the first train out of town.

Meet and Greet
Take a moment to see the sights
before jumping right into saving
mankind. Walk the perimeter of
the town square, and check every
alley. You'll find boxes and lock-
ers that you can break open. If
you're lucky, you'll find supplies.

Once you've taken the dime tour,
follow the road north to meet the
first of Carbon's colorful charac-
ters, Jesse the Trader. His
Winnebago of weapons will be your
first stop after you manage to
scrounge up some cash. So, until
then, keep on moving north until
you reach the Atomic Diner. [1]
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Now, enter the diner to start
roughing up Raiders.

Ruby, the local entertainer, is
standing out front, offering her,
uh, wares. Chat her up and you'll
receive your first quest–clear
the drunken Raiders out of the
diner. As soon as you tire of
Ruby's scintillating conversa-
tion, bid adieu, and equip your
paladin-to-be with the Iron
Gloves and Home-Made Pistol in
your inventory.

Armpit, the aptly-named bar-
tender, is getting harassed by a
few drunk and disorderly Raiders.
Perhaps if you clean house, he'll
do you a favor in return.

Head for the center of the bar, and
start laying Raiders out with your
fists. You can stand back and
shoot them, but it's better to con-
serve ammo right now. You'll have
plenty of opportunities to test out
your bang-bang soon enough.

The DinerThe Diner

Now that the joint is empty, go
talk to Armpit. He'll tell you
about the Mayor of Carbon, who
is now standing just around the
corner of the diner's entry.

The DinerFavor for the Mayor

You can find Richard, the Mayor,
just north of the diner. [2] He's
standing next to a save game con-
sole, which you should definitely
make good use of. Talk to the Mayor,
who will regale you with the town's
sad tale. Be sure to ask him about
the Brotherhood Paladins. He 
knows where they are, but he wants
you do something for him before
telling you.

Apparently, the Raiders aren't
Carbon's only problem. Giant,
mutated insects, called
Radscorpions, have infested the
town's warehouse and Richard
wants you to play exterminator. He'll
give you the key to the warehouse,
and point you in the right direction.

Dr. FeelgoodDr. Feelgood

Before heading to the warehouse,
which is east of the crossroads,
stop by the local doctor, Vidya. She's
just around the corner from the
diner entrance, behind the over-
turned cars. [3]

Vidya also has a favor to ask.
She needs medical supplies to help
the citizens of Carbon, but they're
inside the warehouse. Agree to grab
them for her, and if the Raiders in
the bar busted you up at all, Vidya
will heal you, free of change.

Once you finish the Raiders in the
center, clear out the rooms surround-
ing the bar, keeping an eye open for
boxes that may contain supplies.
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Now, make for the warehouse. It's
south of the Mayor's office. [4]

The Warehouse

The first area is a big, open
room. Several Radscorpions and
rats make their home in here.
They're not shy about attacking
you, just use your pistol to deal a
little damage from afar, then
move in and finish them off with
your fists.

Once you've eliminated the pests,
check out the two rooms against
the wall of the warehouse
entrance. There are supplies in
the lockers. Also, be sure to pick
up any Radscorpion tails you
find. Armpit will pay ten caps for
each of them.

Just inside the warehouse is a
save game console. [1] Be sure to
save your progress often, as the
bugs you've been asked to stomp
are tougher than the mob of
drunk Raiders.

As you attack the Radscorpions, snag
their tails for extra cash!

Medical supplies
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Make your way northwest, carefully
stepping around the green toxic
waste. Search the shelves along the
wall to find bullets and Stimpaks.

Pass through the garage door. [2]
Clear out this area, and use the
next door.

Head southeast and fight down the
short corridor to reach the second
part of the area. In the southeast
corner, you'll find additional sup-
plies, but you must fight the rats
for them first.

There are more supplies in the
southeast corner of this room,
beyond the boxes. Keep beating
on Radscorpions until a message
says there are none left. Then
exit through the door in the
northwest corner.[3] 

More Bugs

Look to the right. [1] That's a big
box–and it's blocking your way.
Unfortunately, you can't move it just
yet. Besides, there are plenty of
Radscorpions in the new area that
need to be dealt with.



CARBON: Mosey into Town

PRIMAGAMES.COM 11

Once you clear this room, follow the
corridor to the southeast. A massive,
glowing Radscorpion is in your way.
[2] Use your gun to take it out, as it
can give you radiation poisoning just
by touching you.

You'll find a citizen under siege
from Radscorpions. If you act
quickly, you can save the poor
guy and get a reward.

Now walk down the corridor, past
the blocked office, until you find
a discolored patch in the wall.
Use your fists to break through
the weak spot. Kill the
Radscorpions in the office.

Follow the corridor farther
down to another blocked-off
office. However, be ready for
a swarm of rats to pour out
of the pipe behind you.

Retreat to the main room, and use
the door in the northwest corner. [3]

The next office is full of
Radscorpions. Clear them out, then
use the door to enter the next office.

Use the save game console past 
the toxins.

Inside, you'll find a new breed of
Radscorpion. This green meanie
spits toxins at you, so dodge its
attacks and pump it full of lead.
Once the spitter is finished, use
the stairs to reach the second
floor of the warehouse. [4]
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Fortunately, there are no surpris-
es waiting for you at the top of
the stairs. Wait here to heal up,
and rummage through the lockers
to find supplies. [1]

Head west, down a dead-end 
corridor to find more supplies,
guarded by a Radscorpion. Head
back east and you'll find yourself
on a catwalk looking over the
first floor of the warehouse.

Make for the orange crane and
activate it. [2] This will remove
the giant crate that was blocking
your way earlier.

The entire area is
swarming with rats of
all sizes. Watch out
for the large, fleshy
variety, as their bites deal far
greater damage than the smaller
mutant mice.

Go through the next door.
A spitting Radscorpion makes 
whacking the regular Radscorpions
a chore, so kill it first, then bash
the regular bugs.

Keep an eye on the red, explo-
sive containers. They can go off
when shot, doing damage to any-
thing nearby–and if you're not 
careful, that will include you.

Second FloorSecond Floor
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BasementBasement
You're not alone here. There's one
last Radscorpion you must deal
with to honor your bargain with
the Mayor. And it's the biggest B-
movie of a scorpion you've ever
seen. This is one raw deal that
keeps getting rawer, doesn't it?

Your gun is useless at first. The colos-
sal Radscorpion can block bullets
with its claws, so you'll have to get in
close. Wait for it to open its claws
wide, then rush in and smack it in the
face. The Radscorpion will shield its
face with its claws, allowing you to
work them over with your melee
weapons. Keep this up until both
claws have been destroyed.

Town Square
While you're here, check the
nearby locker for supplies. Move
west to find a second crane.
Turn it on, and it will drop the
crate it's holding up. Now, start
heading back to the first floor,
mopping up any Radscorpions
you may have left behind.

In the remains of the dropped
crate, you'll find supplies. Equip
any new weapons and armor.

First FloorFirst Floor

Rats have replaced Radscorpions
as the annoyance du jour. Head
back through the hallway until
you reach the southwest corner
of the area.

Backtrack to the room where the
massive crate blocked the door.
Kill off the remaining Radscorpion,
and head through the new door.

As soon as you close the door on the
warehouse, head for Vidya. Give her
the medical supplies and, in return,
she'll give you experience points and a
few caps. (If you'd rather have the
cash, take the medical supplies to
Jesse. He'll pay top dollar for the
drugs, but offer no experience.)

Head for the diner, and talk to
Armpit. He'll pay you two caps per
Radscorpion tail.

Now, break out the pistol and
start shooting. The Radscorpion still
has full use of its deadly tail, so keep
your distance and never stay in one
spot. Pick away at its health until the
beast goes down.

As soon as you've beaten the
brute, backtrack to the first floor,
then head for the door where you
entered the warehouse. Be sure to
save along the way.
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One of you should be armed with a
ranged weapon in order to take
pot shots whenever possible. The
Radscorpion's armor is strong, but
every sliver of health you can
shave off is critical.

Now, it's time to collect from the
Mayor. Tell him you did his dirty work,
now it's time to cough up the 411 on
the Brotherhood. The Mayor informs
you they went into the crater just
outside of town, and gives you the
key to the old elevator that will take
you to the bottom of the crater. The
elevator is just to the north.

Before dropping into the big divot,
visit Jesse and buy whatever 
supplies and armor you need. 
And use a save game console.

The best strategy with two players
is to have one run interference
while the other pounds away on
the massive Radscorpion. While
the Radscorpion is distracted by
easy bait, you can rush in and bust
up those deadly pincers.

Before going to the Mayor, 
have a chat with Ruby in the
southwest corner of the bar.
She has a favor to ask you.
Apparently, her pretty kitty has
gone missing, and she'd really
like it back. Take the quest.

Head for the elevator, and get
ready for a bad situation to
turn worse.

Multiplayer Tips
Clearing out the infested ware-
house is considerably easier with
a helping hand. When rats and
Radscorpions try to surround you,
one player can clear an escape
route while the other blasts
incoming creepie-crawlies.

But a wing man is never more
useful in the warehouse than
when it comes time to take on
the big Radscorpion in the base-
ment. With two wide-reaching
claws that cause mega-damage to
a relatively un-armored paladin,
this brute takes effort and nim-
ble fingers to defeat.

On your way out of this greasy
spoon, have a chat with the
stranger standing in the north-
east corner, the Wasteland
Wanderer. If this isn't your
first visit to the realm of
Fallout, he should look 
mighty familiar.
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Much like the hell of Dante's Inferno, the deeper into the earth you go, the
worse things become. Lowering yourself into the abyss outside of town, into a
crater carved by man's ultimate expression of his true nature, you will meet
the worst of humankind. In a world where monsters hunt the survivors of the
great war, you would expect people to band together. But down here, in the
shadow of the surface, people turn on each other, desperately trying to hold
on to their own.

The Crater
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You must jump across freestanding
pillars of rock, resting only when you
reach the largest one on the center.
Open the footlockerto find supplies. [2]

You'll pass an overturned truck,
drilled into the side of a cliff.

Keep going until you reach the edge.
Below is nothing but blackness.

As you walk into town, cross behind the
first building on your left. The crates
back there hold caps and a Stimpak.

Travel east and you'll find 
yourself in the sorry remains of
the unlucky side of Carbon, the
part that was blasted into 
oblivion. [3] Beware of a new
enemy: swarms of mutant
Roaches. The skittish beasts are
fast and furious, and you'll need
to use melee weapons to take
them out.

As you step off the elevator, quickly
survey your surroundings for sup-
plies. [1] Check the boxes. Then jump
the fence and head northwest.

Continue along the main road,
keeping an eye out for an over-
turned truck. To the north of the
truck is another pickup with a
footlocker in the back.

Backtrack to the main road, and
prepare for a horde of Roaches
by the water pools. Keep on top
of them, smashing them with
your melee weapons.

Check inside the collapsed
building here for the body of Mr.
Pussy, Ruby's poor kitty. [4]

Also look for a rusted-out car.
The trunk contains supplies.

Jump back to solid ground, and contin-
ue east. When glowing Radscorpions
cross your path, take them out with
your ranged weapons.

Lower CarbonLower Carbon



Use the overturned car as a
bridge to the other side. [5] Jump
over the final gap, and save 
your game.

Turn east, and you'll get back to
the street.

RavinesRavines
Take time to explore the shelled-
out Carbon. Supplies are hidden
everywhere–in crates and boxes
and behind walls.

Check the back of the pickup
and the trunk of the pink car to
the west for supplies.

To the north is the town's cross-
roads [6], and a half-burnt house
is to the northwest.

Carbon: The Pit
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Head north until the road ends.

Start west and you'll reach a
house. Actually, half of a house.
The other half is on the other
side of the chasm.

The alleyway between the two
houses is blocked by a couple of
crates. Break them open and
enter the next house.

To make matters worse, spitting
Radscorpions hound your every move.
Use your ranged weapons to take
them out, or just keep moving.

Follow the cliff wall, and you'll reach
a save game console and the entrance
to the next level. [8]

Continue north. Eventually, you'll
reach a series of deep ravines.
Residents have been using cars as
make-shift bridges to get across the
ravines, but sometimes you must jump
to reach the next rock outcropping.

Enter the house, and clear out the
rooms. You'll find an exit on the 
opposite side. [7]
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The CavesThe Caves
The dark network of caverns is home to a dangerous bunch of bugs, but this
first grotto is fairly safe.

Step over the remains of a mam-
moth Radscorpion [1] and you'll
find a freezer with supplies.
Save your game at the nearby
console and walk east.

Ghost TownGhost Town

You'll soon find yourself back in
Carbon. [2] More supplies are
strewn about town, such as the
goodies in the freezer to the
south. This treasure hunt is not
all giggles, either.

Walk gingerly, though, as you'll
find yourself in the middle of a
Radscorpion nest. The bubbling
pods are ready to burst, spilling
forth their poison-tailed con-
tents, so hug the walls.

Keep an eye out for supplies in    
the corners.
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Mutant Roaches are everywhere and
must be dealt with quickly or their
bites will eat away at your health. 

Also, be wary of the radioactive
puddles. Should you step in one, use
a Stimpak to stop the pain.

Fight your way southeast, and
you'll soon leave Carbon behind. [3]

CavernsCaverns

Travel west. The narrow passage here
[4] is lousy with radiation, so jump
from pipe to pipe, moving south.

Turn east and you'll see the light
at the end of the tunnel. [5]Use
the save game console and exit
the caverns.

Meet the Mayor,
Part 2
Meet the Mayor,
Part 2

As you step in the grotto, you're
treated to the revelation that,
even in far-flung alternate uni-
verses, politicians are crooked.
The Mayor has been helping the
Raiders all along, and knows
that you know his little secret,
he's not about to let you leave
the crater alive.

The Mayor is a crafty opponent.
He has a limitless supply of Frag
Grenades that do heavy damage
to your weakly armored body, so
keep moving to avoid the blast
zone. The Mayor also uses the
upturned cars as shields, so
you'll have to be nimble with
your trigger finger to nail him
while he's darting between them.

First, take care of the
Raiders working for the Mayor. If
you leave them alive, they'll
make dealing with the Mayor
near impossible. Once the
Raiders are gone, concentrate
your fire on the Mayor.

Now, you can use his Frag
Grenades against him. If you
time your dodging right, you can
trick the Mayor into throwing a
grenade against one of the cars.
It will bounce back on him, and
take a huge chunk out of his
health. And, should the Mayor
venture too close, don't be afraid
to dash out and smack him with
a melee weapon.

Plenty of radiation remains in this
corner of the crater. Giant pools
of glowing sludge are everywhere.
Toxin-spitting Radscorpions nest
in every corner. You'll use a few
Stimpacks here to combat the
effects of radiation, but you can
replenish your supply by looking
inside boxes.

Soon, you'll stumble upon a lake
of radioactive goop, so keep to
the edges and maneuver around it.
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Should you run low on Stimpaks,
head for the corners of the grotto.
Bullets and Stimpaks are there for
the taking. Once the Mayor is
done for, scoop up all the spare
Frag Grenades and exit the way
you came in.

Back in the CavesBack in the Caves
The Mayor's grenades have started
a cave in, and you better run as
fast as you can to avoid falling
rocks. Getting caught under a rock
slide does enormous damage.

But the real showstopper is 
the giant Radscorpion that 
has returned to her nest. She's 
pretty displeased about the way
you left things, and immediately
starts attacking you. Dispatch
her the same way you defeated
the boss scorpion in the 
warehouse.

Continue through the collapsed
portions of the town, squeezing
rounds into the remaining Raiders,
and take the elevator back up to

the surface.

Multiplayer Tips
When you fought the momma
Radscorpion, you had only one
target. But the battle with the
Mayor at the end of the crater is
more troublesome, as he has
Raider soldiers running around
the grotto, inflicting slow,
steady hurt.

You can split the duties and have
one player worry about taking
down the Mayor while the other
picks off the Raiders. Or, if you
have plenty of Stimpaks, you can
just concentrate on plugging 
the Mayor.

The Mayor's Frag Grenades are
extremely lethal. Thankfully,
there are supplies of Stimpaks in
the corners of the grotto. Again,
sharing is important. If one 
player gets greedy with the
Stimpaks and the other dies,
there is no way to resurrect the
dead in this area. And the Mayor
is tougher to handle alone.

You need to run all the way to
the elevator shaft in the very
beginning of the crater,
avoiding rocks and a minor
army of Raiders sent to
finish you off.
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Welcome back to Carbon. It feels like you've made zero progress. Helping the Mayor was supposed to hook you
up with your brother paladins, but the turncoat did you dirt, and now you're back to square one: this hole
of a town. But the place has experienced a bit of a population boom while you were away.

The Raider Matron and her minions have overrun the
place. You happen to catch them putting the screws to poor
Armpit, effectively cutting off your Radscorpion tail 
distribution deal. She then leaves behind enough troops to
terrorize the townsfolk, and get rid of the nuisance she's
heard so much about.

After you leave Armpit, talk to
Vidya. She's holed up in the ware-
house [1], and refuses to open the
door until you do something
about the Raiders tearing up the
town. If you rescue the unfortu-
nate stragglers who are unable to
reach the sanctuary and clear out
the Raiders, she'll let you inside.

Street Cleaning

The Raiders here are much
tougher than the mindless thugs
in the caves–especially the 
ones with Flamethrowers. The
gas tanks on their backs are
flammable (duh), and often
explode when you kill the
Raiders holding them. So, keep
your distance and use ranged
weapons on these creeps.



To the west is another gate, but
it won't open.
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From here, just start hitting the
Raiders with everything you
have. Every citizen you save from
the Raiders rewards you with
Caps, so hurry it up.

When all of the Raiders are
gone, visit Jesse to stock up on
weapons and supplies, and then
use the key to open the western
gate. [2]

As soon as you step through the
gate, a group of helpless citizens
rushes you. [1] Raiders are behind
them. Take out the Raiders and
save the townsfolk.

West Side



To the left of the gate is a
house. [2]

Inside, Raiders are making 
small talk. Crash the party, and
clean house.

Follow the path north and contin-
ue emptying the buildings of
Raiders. Keep heading north.
When you reach the metal fence,
follow it until you reach the save
game console. [3]Use it, and 
continue north.

Jump out to the freezer chest on
the rock outcropping and check
it for supplies. Return to solid
ground, then move along the
other side of the fence.

You'll reach a wide road, littered
with burned-out vehicles and old
tires. Raiders are everywhere,
using the debris as defensive
outposts. Use your ranged
weapons to prove there's no 
hiding from you.

Move south, fending off Raiders and
radioactive dogs. Be careful here, as the
burning buildings are ready to go up at
any given moment.

At the end of this path is a cross-
road. [5] Clear out the Raiders here, then
retreat north.

Carbon: Raidin' Raiders
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The flooded area here is overrun
with Raiders. [4] Wipe them out,
and then keep moving east. Along the way, keep an eye out for the

gas station. Directly opposite of the
station is a small alleyway. Dart down
the alley to find a chest. [6] Open it
up and enjoy your new Flamethrower.
Time to fight fire with fire.

Continue north, bashing Raiders
along the way. At the north end of the
road is a train car and a save game
console. Use the console, then enter
the train car. [7]
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Return the way you came, heading
east, and continue along the train
tracks. There are two bridges
crossing the abyss here [2], but
they have been seriously neglected
by the city planner's office.

Jump up into the bombed-out boxcar.
[3] Beware of the two explosive red
barrels in the car. While you're up
here, whip out the rifle (you do have a
rifle, don't you?) and start picking
off the Raiders below.

Try the track on the right. You
can make that jump. (But, just in
case, use the nearby save point.)

There's a helpless citizen out at the
end of the series of rock pillars. Help
him out and then return to the bridge.
Cross to the bridge on the left to
reach the other side of the ravine.
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This is one train that has long
since left the station. The tracks
here are completely ruined,
twisted beyond recognition. [1]

Follow the train tracks and dis-
patch the Raiders. Eventually, 
the tracks end at a cul-de-sac,
where several citizens are trying 
to fight off a band of Raiders.
Come to their rescue, and the 
survivors will reward you with
Stimpaks.

North Side



Hop down from the car, and mow
down the rest of the Raiders in
the eastern corner. Return to the
car, and then walk around the
other side to reach the ruined
bridge. Now, head east and exit
the area. [4]

Carbon: Raidin' Raiders
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East Side

There is a save game console
right here. [1] Use it and then
move south. You'll encounter a
group of Raiders "enjoying" a
vicious dog fight. Punish them
for their deeds and head for the
alley to the west.

Inside the house, a citizen is
being terrorized by a couple of
Raiders. [2] The door is locked,
but your presence cues one of
them to check outside. As soon
as he opens the door, stuff him
and rush inside. Waste the Raider
inside and save the woman.

Open the next set of doors, leap
over the flames, and make your
way through the rest of the
house, knocking down Raiders
the whole way.

Exit the house and continue
south. Raiders are harassing citi-
zens here, so take the time to
help them out. The cowering
townsfolk will reward you.
Doubleback and take the alley to
reach the main road. [3]

Follow the road north. You'll
reach another gate.

Off the Raider standing guard
over the gate switch [4], and use
the gate. Raiders are everywhere
in here. Dodge their attacks and
deal with them individually.
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When you come across footlockers
and freezerchests full of goods,
take a moment to decide how you
want to share the booty. Maybe
you alternate treasure piles, or 
you hand out weapons based on
each character's strengths. For
example, should Cyrus find some
dual pistols, he should give them
up to Nadia.

Navigating the minefields by
yourself is tricky. With another
player in tow, it can be down-
right disastrous. Because you
must always remain on-screen
together, it's easy to trap the
slower player in the rear. In the
minefield, try to calculate your
moves so you don’t activate a
mine that will explode seconds
later when the other player
crosses the same spot.

Multiplayer Tips
Carbon is full of two things–Raiders
and treasure. While it's easy to share
the demolition duties, it's usually
tougher to split up the spoils of war.

To the south is an alley. [5] Head
down the alley, but watch out, as
the burning buildings can cause
serious damage when they blow.

Raiders and supplies await you at
the end of the alleyway.

Backtrack to the gate and head
west. There's another gate here,
and the switch is just to the right
of it. [6] 

Deal with the insurgence, 
then use the gate to reach the
town square.
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The Raiders have been routed–but their wicked queen, the Matron, still lives. Until she has been
dealt with in an appropriately violent fashion, the people of Carbon can't come out of hiding. 
If you want to rid the town of the Raider menace once and for all, you must challenge the Matron
to a duel.

The Warehouse

Vidya makes good on her 
promise to let you back into the
warehouse. Find her against the
eastern wall. Vidya charges you
with one final mission: defeat the
Raider Matron. She's running her
nefarious operation from the
heart of the old sawmill just 
outside the city limits.

Talk to the other Carbon regulars
before leaving. Ruby will be happy
to get her kitty back, even if the
little fella isn't in tip-top shape.
Talk to Ruby again to pick up a
new quest. 

Jesse's trailer is to the south. 
Do whatever trading you need 
to do–such as stocking up on
Stimpaks–then follow his advice
to exit out the garage door
behind him.
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Outskirts



At the end of this passage is
another gate, but it's locked.
[4]Wipe out the Raiders here.
None of them have the key, so
you need to keep moving.
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To the north is a battered boxcar.
[5] Jump into the car and then
cross over to the other side of
the fence. Keep an eye out for
Ruby's necklace in this area. One
of the Raiders here has it. 

Keep moving north, following the
old rail line until you reach the
entry to the Raider's storage
compound. [6] Use the save game
console before venturing inside.
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Rail YardRail Yard

Head west and you'll come across
another fenced in area. This is the
edge of the old rail yard. Clean
out the Raiders, but pay particu-
lar attention to the Raider making
a break for the dog pen. If he
makes it, he'll release the hounds.
Cut him down before he reaches
the cage.

You step into the northern edge
of town. [1] A pack of rabid
Raider Dogs is attacking one of
those two-headed cows you've
seen all over town.

Whip the dogs, check for nearby
supplies, and head for alleyway in
the northwest corner. [2]

The alley opens into a wide road.
The Raiders have peppered the
ground with landmines, so watch
your step. Setting off one mine

Travel east on this road until 
you reach a picket fence. Hop
over the fence and continue on
until you reach the impromptu
cow pen. [3]

Dispatch the Raiders guarding the
mutant cattle, then head north.

can cause a small chain reaction,
resulting in devastating damage
to your health. Try to stick to the
edge of the road, and hop over
any mines you come across.



The Raider by the barrel has the
key you need to open the gate
you saw earlier. Rummage
through his corpse once you've
flattened him.

Save your Stimpaks by leaping up on
the gray pallets, and crossing the
minefield from a safe height. Once
you've cleared the maze, hop down
and start whacking Raiders.

Take the key, and head through the
chain-link fence to the south. [7]

Carbon: The Matron
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The compound is a labyrinth of
crates and boxes. The passage-
ways are lined with landmines.
But the journey south doesn't
have to be a painful one.

Storage CompoundStorage Compound

Scoot back the way you came, go
to the southeast, and open the
gate to move on to the mill.

The Sawmill

You begin this level on the out-
skirts of a run down sawmill. [1]

As you close in on the Matron's hide-
out, the Raiders bring out the heavy
artillery. Here the Raiders are packing
Shotguns and home-made Machine
Guns. Start wiping the floor with
these guys, then head west.
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Enter the first building, clear out
the Raiders, and pick up whatever
supplies you can find.

Empty the house of Raider riff-
raff. There are plenty of broken
walls and windows to snipe
Raiders outside on the road.
Once you've removed the
Raiders, exit the way you came
in and move north.

The next crossroads plays host to a
deathmatch ring hastily put togeth-
er by some Raiders. [4] Inside the
ring, citizens are getting tortured
by Raider Dogs. Correct this injus-
tice. Sneak behind the otherwise-
engaged Raiders, and start handing
out beatdowns. The dogs will
escape, but a few cracks will put
them down.

Before leaving the deathmatch
ring, be sure to check out the two
lampposts. The Raiders have
strung up a pair of unlucky citi-
zens. If you thwack the lamppost a
few times, items will fall from the
victims' pockets. Gruesome, yes.
But this is survival of the fittest.
And you're not the one hanging 20
feet in the air.

Another minefield spills westward.
Hug the left wall, and scoot free of
harm's way. There's an alley lead-
ing away from the minefield here.
Follow the path until you reach a
door you can open.

You can see the Raider on the other
side of the door, but not so obvious
is the landmine right next to him.
[3] Watch for the little patch of
gray–that's the mine.
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Now, follow the road east, to
another minefield. At the end of
the field is a collection of
wrecked vehicles, loaded with
explosives. [5] Three Raiders are
ready to stop you from getting
any closer to the Matron. Use
your ranged weapons to put them
out of their misery. Pass through
the gate. [6]

Eventually, you'll encounter
another gate that you can't open.
Head north [2], toward a group of
bombed-out buildings.
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Parking Lot

Immediately save your game at
the console. [1] (You don't want
to cross those minefields all over
again, do you?)

Jesse and his Winnebago are in
the center of the parking lot.
Jesse informs you cannot
enter the Mill grinding area
just yet. [2] The mill's security
system is still functional, so
you must find an alternative
way into the facility.

Look around the area for sup-
plies, then exit to the west into
the storage area. [3]
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Storage Area

There are several more groups of
Raiders here, many practicing
better ways to kill you. Show
them how it's done firsthand and
keep moving.

Hop over to the other side of the
depot [3], and work your way
back down the other side of the
old boxcars.

Depot OfficeDepot Office

At the end of the passage is a set
of blue doors. [4] They're locked.
You'll come back to them, so
remember where they are.

Next to the blue doors is a wooden
door leading into the office. You
can see Raiders on the other side.
Follow the wall until you reach the
entrance [5], and step inside. 

There are several Raiders wait-
ing for you, but you should be able
to mow them down.

A small platoon of Raiders
guards the area. [1] Take them
out as you head for the northeast
corner. [2] Follow the corridor
here to the decrepit train depot.

Move into the room with Raiders in it
that you saw just a moment ago.
Finish off the Raiders, then flip the
switch [6] to open the blue doors.
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Don't leave the room without
opening the nearby footlocker–it
contains supplies and the Vault
13 Flask, which you can give to
the Wasteland Wanderer when
you get back to town. If you get
back to town.

Go back to the blue doors and be
ready for Raiders to rush through.

GarageGarage

Follow the corridor on the other
side of the blue doors. Look for
the discolored patch on the wall.
[7] Break it down to collect 
supplies, and then continue on 
to the garage. [8]

Just beyond the chain-link fence area
is a bunch of boxes. They look promis-
ing, but beware. They're full of
radioactive Roaches. Take them out
for the experience points. Use the
save game console at the edge of the
garage and exit through the set of
blue doors. [10]

The old, rusty trucks dictate your path
in here. More Raiders guard the area,
including another canine lover that
makes a break for the nearby dog
cage. [9] Take him out first.

Step through the security doors
[1] and follow the catwalk past
the smaller generators. Heavily
armed Raiders are milling about
everywhere, so be ready with the
trigger finger.

Generator Room
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The catwalk leads to another set
of doors, and yet another catwalk
on the other side. The walkway
you're on has collapsed, but the
catwalk running parallel to it is
fine. In fact, it's able to support
several Raiders. 

Take them out with your ranged
weapons and use the twin pipes to
cross to the other catwalk. [2]

The security door to the east leads
to a Raider compound. It's a dead-
end, but you need to clear out the
Raiders within to get an important
item. Step through the doors and
unload into the marauders.

Rummage through the pile of
garbage by the door. [3] You'll
unearth a key.

Retreat through the doors and
head back across the catwalk.
Pass through another room, 
and then you'll emerge on 
another catwalk.

There's a locked door at the end,
and you can't open it. [4] Wait
for the Raiders on the other side
of the door to finish their con-
versation. One of the guards will
open the door. Jump him and
also wipe out the other Raider in
the room.

Continue through the rooms. There
is a door at the end of the hall, but
it's locked. The only way to open the
door is by turning the generator on,
overriding the security system.

There's a switch [5] at the other end of
the room that opens the door. A Raider
will come out–take care of him. 

Follow the path to the east to 
get to the inner ring of the 
catwalk system.

Circle around until you reach the
switchbox for the generator beneath
you. [6] Take care of the Raider here,
then flip the switch and pray.
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GaragePower Surge

The generator roars into action, 
overloading the security systems in
the mill. Run back around the inner
catwalk, but before you leave, head
to the outer rim and clear out the
Raiders standing in the corners.

Check all of the footlockers for
supplies. Circle back around, and exit
the way you came into this area. Head
through the previously locked door.

The excess juice from the  generator is
spilling out of circuit breakers in this
room. [7] Be careful of the blue sparks
that zap your health away. Carefully
slink between the static discharges,
and then head out to the gantry.

Two Raiders are standing guard.
You can take them on yourself, 
or you can use the steam valve
next to you to boil them alive. If
you opt for the steam route, be
careful not to walk into the super-
heated gas yourself.

Head around the steam bursts.
The next area is blocked by more
static discharges, so enter the
office opposite of you. [8]

Use the control panel to shut off
the power. Hurry through the hall.
Another walkway leads to a small
corridor. The door to the west can
be unlocked with the key you
found in the trash. 

Take everything not nailed down
in this room. [9] Move along the
gantry and enter the office. [10]

Office Space

Save your game with the nearby
console. [1] Check for supplies.
Cracked steam pipes are spurt-
ing heated gas, so walk carefully.
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Move back down the hallway
until you come across the steam
bursts. [3] They alternate, so
time your passage through 
the area.

Next, head around the corner. 
Use the steam valve to shut off
the pipes and enter the bathroom.
[2] Check the toilets. The middle
one contains a stash of caps.

Turn down a side corridor marked
by a giant skull on the ground
[4], and get rid of the Raider
hurling Grenades everywhere.

Farther down the corridor is a
hub of transformers. A Raider
will fire on you, and blast the
transformer.

Take the next hallway. The bro-
ken transformer unleashed a
series of electrical discharges in
this corridor. [6] Carefully move
down the hallway, but watch out
for Raiders trying to off you
while you're busy dealing with
the voltage problem.

There is another office complex
at the eastern end of this hall-
way. Move down there and start
clearing out the Raiders. Try not
to get caught in the crossfire as
Raiders take pot shots from 
broken windows.

Head southwest to find a door
that leads to the storage area.
Pass through the storage area,
and work your way back to the
parking lot.

Take a moment to stop by Jesse's
trailer and stock up on armor and
Stimpaks. Buy whatever you can
afford. Head north and save
before going through the door.

Parking Lot
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Showdown

It looks like the deal the Matron
made with the Mutant General has
gone sour, and he leaves her to
deal with you. Speak to the Raider
queen, as she'll tell you a little bit
about what's really happening
around here.

No matter how hard you try,
the Matron isn't about to make
nice. This is going to end very
badly for one of you. If you stay
sharp, you'll come out on top.

The Matron wields dual
Berettas that can cut into you, no
matter how tough your armor is.

When she can't get a good shot
at you, she'll start blasting the
electrical system, which unleash-
es deadly arcs of electricity.
Keep an eye out for these.

The best weapon to use here is the
Submachine Gun. Never let the
Matron out of your sight, and keep

pumping yourself full of Stimpaks.
Use the lock-on to keep tabs on her,
and fire as quickly as you can. She
may look tough, but she can't take
many direct assaults from your
Submachine Gun.

Once you've taken care of the
Matron, lift her guns (she won't be
needing them anymore) and exit the
way you came in. Talk to Jesse, who is
overjoyed that the Matron is dead.
Travel back to Carbon with Jesse.

Make sure you talk to everybody
before leaving town. If you found
Ruby's necklace, give it back to
her. Vidya will heal you up one last
time. Get any last-minute trading
done with Jesse.

The Wasteland Wanderer is wait-
ing for you in the northwest cor-
ner of the town square. The
Wanderer will tell you about Los,
the ghoul city over the mountains.
If you press him about it, he'll
provide you with a map. Before
you leave, make sure you give the
Wanderer the Vault 13 Flask.

Goodbye Carbon

Multiplayer Tips
The Raider Matron is one hard lady.
Packing twin Berettas and a potty
mouth, she can dish out some serious
hurt before you even realize your
health bar is half-empty.

Consider using the same tactic
here as you did with the momma
Radscorpion. One player tries to
distract the Matron, while the
other pops her from a distance.
Or both of you can run and bash
her with melee weapons, hoping
the odds are in your favor.

While Matron may have zero
guards, she has positioned 
herself in a room with plenty 
of deadly environmental 
hazards–namely, the malfunction-
ing breakers that spit electrical
bolts. Because both players must
be on the screen together, work
together so one player is not 

helplessly trapped
behind a box
when lightning
strikes.



38

PRIMA’S OFFICIAL STRATEGY GUIDEPRIMA’S OFFICIAL STRATEGY GUIDE

Los: The BridgeLos: The Bridge

Welcome to Los, population: decreasing. The once thriving, sun-soaked
metropolis is now an ashen canyon of crumbling buildings and bombed-out
bridges. The Ghouls have taken control of the city, seeking to establish a
"paradise" free of humans and mutants, where they can rot in peace.

Most Ghouls don't take too kindly to strangers, especially those training
to enter the Brotherhood of Steel. Surprisingly, these undead horrors have
managed to arm themselves much better than the Raiders, brandishing laser
pistols and bombs. Where they got these weapons is just part of the mystery
that must be solved before leaving Los.

Apparently, the Ghouls are no fans of the mutants, either. You overhear two gossips say that mutant encroachers
have been detected at the docks. That's where you need to go, but first, enjoy the hospitality of the few Ghouls
that don't want to stain their hands with your blood.

Ghoulish
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Southeast of Harold, next to a
tent, is Hieronymus, the local
merchant. [3] He has far superior
wares than Jesse ever dreamed of
stocking, and if you're low on
caps to enjoy the finer things,
consider Hieronymus' offer to
engage in a little bloodsport.

Walk to the northern side of the
bridge. Use the save game con-
sole [5] and open the gate to the
east. [6]

Just to the north of the tollbooth
[1], where you step through, is
Harold, an old-timer Ghoul. [2]
He'll give you the lowdown on Los,
as well as request you keep an eye
out for, well, his eye. The old man
has been going to pieces, and
would like as many of those
pieces you can find.

The merchant is running a thriving
gladiator business and if you're
game, he'll enter you in the next
competition. The reward for clear-
ing out the monsters he's
released in his makeshift arena
grows with each successful game,
but so do the dangers. The first
round is just a handful of
Radscorpions, but soon humans
will attack you. If you can survive
long enough, toxic Ghouls and
Deathclaws will come out to play.

Once you've earned some caps
and stocked up on supplies, go
east to find Giese. [4] Giese is a
former engineer who still enjoys
tinkering with junk. He'll offer to
make you some "custom hard-
ware," if you bring him junk and a
few caps.
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Follow the collapsed bridge to
the edge, then look for the small
alley leading north. [2] Hop the
sewage pipe, and head east.

Step through the next toll booth.
[1] From here on, few Ghouls are
interested in chatting. You're in
enemy territory, so be ready 
for anything. 

Bridge Town

Continue east until a truck
blocks your way. Look to the left
of the truck for a pipe that
stretches over the gaping maw.
[3] Your expert platforming skills
are about to be put to good use.
Tread to the end of the pipe.
Now, jump to the other pipe.
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Ghouls are everywhere, taking
potshots at you. Keep an eye out
for supplies in the corners, hid-
den behind Ghoul outposts.

Eventually, a fence stops you.
Follow the fence to the south
and jump over the sewage pipe 
to head east. [5] Use the save

console here before trying to
cross the huge hole punched
through the bridge.

Follow this until you reach a
longer pipe, but be on the look-
out for a trigger-happy Ghoul
stationed on top of a red car.
Use your ranged weapon to cut
him down. Keep moving and jump
the overturned barrels.

Use the network of pipes to cross
the collapsed section of bridge.

Take a breather at the small
island [4], then collect some sup-
plies and head back to the bridge.

Use the save point here. Follow
the path west and get ready to
take the bridge by inches.

Carefully jump from pipe to pipe
[6], working your way across the
maw, and occasionally hop on to
the bridge to take out Ghouls and
pick up supplies, from discarded
footlockers.

Once safely on the other side, go
west and clear out the rest of
the savage Ghouls. Backtrack to
the south side of the bridge.

The stairs to the docks are right
here [7], as well as a save con-
sole. Save your game, but before
rushing down to the waterfront
test your faith.

PRIMAGAMES.COM
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Leap over the barrels and start
smashing Ghouls.

If you did it correctly, you're now hov-
ering in midair. The invisible path is
quite narrow, so use your map and
compass to guide you directly east.
Try to line it up perfectly, or you'll
take a flying belly flop into oblivion.

42

A piece of the bridge will appear to
the east. Head for it. Follow the
bridge to another save game con-
sole, then get ready to jump the
pipes again. On the other side of the
pipes is an island full of Ghouls.

There are a few stragglers by the
rusted truck in the corner, guard-
ing a footlocker. [9] Clear out
those Ghouls, and open the locker.
Jackpot!

Backtrack to the main bridge,
save your game, then take the
stairs to the docks.

Multiplayer Tips

Should one player croak, restore them
by using a save game console. 

Taking on Hieronymous' gladiator pit
alone can get hairy after a few levels,
especially when the toxic Ghouls
come out to play. With two players,
you can rack up extra experience
points and level up much faster–and
without using as many Stimpaks.

Cross the pipes spanning the gaps
together. If one player lags behind,
there's a chance the player in front
won't be able to complete their jump
causing them to plummet into the
abyss; and then you have to backtrack
to the last save game console for a
quick undead fix.

There's a secret area to the east 
of the bridge, but the path to it is
invisible. The hidden bridge is to the
east of the save game console. (Save
before attempting this.) Stand at the
edge of the bridge, then jump beyond
the save point. [8]

Leap of Faith

If you thought picking off malicious
Ghouls in Los was fun alone, wait until
you try it with a second set of hands.
While you cross the creaky bridge, the
other player can use a Rifle to pop the
Ghouls that volley shots at you from
asphalt islands. Play fair when it
comes to sharing the caps and
weapons found on the bridge.



Los: The DOCKSLos: The DOCKS

PRIMAGAMES.COM 43

Downtown Los, the city where the dead don't stay buried, spiders come out
into the darkness, with packs of bloodthirsty Ghouls hiding in the shadows,
waiting for their prey. In such hopeless times, even Ghouls need something to
believe in, and the docks play host to their spiritual center–a bizarre faith
built on the belief that death is hardly the worst thing life can throw at you.
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To the west, behind the massive
crate, is an ice chest full of
supplies.

Use the nearby save console [1],
then attack the few Ghouls in the
immediate area. To the north are
some supplies. Start out south-
ward, moving around the bridge's
support columns.

Break open the crate beneath the
hanging man for more goodies.

Continue south. Loot the old ice
chest to the south of the two
derailed train carriages. [2]

From here, you can look down at the
lower docks. Start moving west.

Upper DocksUpper Docks

The upper docks are crawling
with Ghouls. Head south until
you reach some giant crates. [3]
Bash them to pieces, but expect
a Ghoul attack.

Follow the path as it curves
north, and break down the next
set of crates. [4]

Use the rail lines as your guide.
Follow them north until you
reach a fence. There's a section
missing, likely melted away by
the toxic waste that spills out
everywhere.

Before heading into the radioac-
tive swamp [5], turn opposite of
the fence. Go down the small
alley and, after you dispense with
the sole Ghoul, open the chest to
find Harold's missing arm. [6]

BELOW RGE BRIDGEBELOW THE BRIDGE
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Pass through the hole in the
fence and start moving north-
west, hopping from one island to
the next. Make sure you don't dip
even a toe in the waste.

You'll reach the backside of a
building, adorned with a pair of
red doors. [7] Pass through the
doors, then through another set
of doors.

Before entering the next building,
break open the crates to uncover
supplies. Enter then building.
Save your game, then exit through
the doors opposite of the console.

Start heading southeast. Ghouls
spring up from the toxic pools,
so be ready with a Stimpak and
your melee weapon. On the other
side of the swamp, pass through
the next set of red doors.

Enter the room where the Ghouls are
torturing a couple of humans and take
them out. [8] Pass through the doors
on the wall, next to the hanged man.

Trudge northwest, back across the
toxic spills, until you reach another
save point. [9] From here, head
south until you reach the rail line.

Travel along the lines. They first lead
west, then turn south. Take out the
Ghouls as you go, and look for sup-
plies hidden in corners and chests.

The rail line ends at an old turnstile, the
entrance to the Warehouse District. [10]
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Once you save your game [1], start
moving west.

Be wary of the long puddle of toxic
waste. Giant rats will leap out of it
with no notice. They're easy to kill,
but coming in contact with them
poisons you.

Turn northbound at the corner and
jump over the pathetic barricade
[2] the Ghouls erected to slow you
down. Start bashing the Ghouls in
this area, then dart down the alley
to the west.

Warehouse District
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An overturned car blocks your way,
so move down the eastbound alley.
[6] Enter the next building.

As you pass between the buildings,
watch out for attackers.

Another long puddle of toxic waste.
Head north, past the sludge, and hop
over the next barricade.

Move from room to room–passing
the first set of red doors you
see–until you reach the locked red
doors. The Ghouls on the other side
will open the door for you. This is
your first encounter with laser-
bearing Ghouls, so take them out
quickly. Lasers do far worse dam-
age than bullets or clubs.

Use the next save game console [3],
then go for the building to the south-
east. Pass through the red doors. [4]

Try to open the locked doors to
the east. This will prompt the
Ghouls inside to open them for
you. Wipe them out and take
their supplies.

The ChurchThe Church

Head into the large room to 
the north, the main hall of the
Ghouls' makeshift church. Dodge
the Ghouls' laser beams, and
clear the room out, pew by pew.

The altar at the front of the
room, behind the statue, is really
the switch to open the doors to
the north.

Exit the church and scoot down
the alley to the right. The foot-
locker at the end contains
Harold's missing toe. 

Use the exit to the west [7] to
reach the Holding Pens.

Double back to the red doors you
passed. [5] Exit the building and
use the save point. Take the 
narrow alley to the north.
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Take the package and backtrack to
the main bridge via the stairwell
you passed earlier. While you're up
there, return Harold's missing
pieces. Harold rewards you with
caps, which you can use to buy
supplies from Hieronymus.

Give Hieronymus the package.
He rewards you with caps and expe-
rience points. Don't trade with him,
though. You're about to get a better
deal elsewhere. Return to Salieri's 
shop below.

Use the save console [1] before talking
to Salieri [2], the trader Ghoul. He'll 
do business with you, as well as offer
you another chance at the gladiator
games. It's a good way to earn caps,
and by now you should have far 
better weapons.

Talk to Salieri about how familiar
he looks, as he will give you a package
to take to Hieronymus, his brother on
the surface.

Holding Pens

Trader GhoulTrader Ghoul Salieri is pleased you 
delivered the package for him
and finally cops to the contents
of the package. It was a bomb.
With Hieronymus out of the way,
Salieri is now the sole proprietor
of weapons and ammo in Los. 
As a reward, he offers you a 
discount on all of his goods.
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The gates are locked. Turn south
and approach the huge crate. A
small pack of Ghouls is holed up
here. Take them all out. One of
them has the key to the pens. [3]

Holding PensHolding Pens

Leave Salieri and head north to
reach the pens, where the Ghouls
are keeping humans captive. You
need to free these poor people.
Not only is it the right thing to
do, but each freed human is also
worth experience points.

Start opening the pens. Enter
each cell and talk to the people
to let them know they can 
safely leave.

There is another locked gate to
the north. [4] One of the nearby
Ghouls has the key, so mow them
down until you find it.

Nail the two Ghouls guarding the
switch in the corner, then head
into the next zone.

As you step through, Ghoul
guards will open fire on you
from the sides. Take them out
quickly. More humans are incar-
cerated to the west, but the key
is to the east. [5]

Strike down every Ghoul by the
toxic puddles to get the key.

One of the monsters also has the
key for the exit gate, so don't
stop smashing Ghouls until you
have both.

Return to the pens in the west
and start freeing prisoners. The
guards are well armed, so take
them out before they can kill
any humans.

Once you free all of the cap-
tives, head to the west. Smash
the crate here to get the junk
Giese needs to make you a
weapon.
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Continue north, blasting Ghouls
as you go. Zap all of the Ghouls
here, take the key, and exit
through the gate. [6]

One of your brother paladins is
being held captive in the Church
ahead by Blake, the Ghoul
Priest. Helping him might
cement your entry into the
Brotherhood.

Head north to the church doors [7],
passing the toxic waste pools.

Enter the church [1] and go to the paladin's aid. [2] The knight,
Rhombus, tells you that Blake has the key to his chains. That's
Blake's cue to enter, center stage. [3]

The Church of the Lost
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Blake speaks loudly and carries a big
stick. Once you finish jabbering with
him, he starts taking swings at you.
Fortunately, he's slow. Back off and
lock-on to him. Start pumping him
full of lead or lasers, avoiding his
strikes. While fleeing from his
attacks, be careful not to step in the
puddles of toxins.

Rhombus

Get the key to free Rhombus. Talk
to the old knight, who is grateful
for your help. The paladin knows
the way into the Vault-Tec ware-
house in the center of town. The
key opens the vault.

The paladin can't just tell you where
the key is hidden, though. He must
lead you to it, so follow Rhombus as he
runs down alleys. The old man still has
plenty of kick, but you must keep the
Ghouls off him.

Finally, Rhombus reaches the
secret stash. Too bad a suicidal Ghoul
followed you here. It blows itself up
next to Rhombus, fatally injuring the
knight. Rhombus gives you the key and

Several Ghouls are getting
thumped by massive mutants here,
so blast them all.

Use Rhombus' key on the door to the
east. Enter the warehouse, if you dare.

Multiplayer Tips
Blake, the leader of the Ghoul cult, is
one tough hombre. With that massive
stick, he can knock you on your rear
end without batting an eyelash
(Provided he has any left.). Take
advantage of having a second player
to bring the Ghoul down quicker.
Work smarter, not harder.

One player needs to volunteer to be
the bait for Blake's ire. Run around
the Ghoul, daring him to lash out
with his stick. The other player just
needs to dart behind Blake and open
fire. Using the tag team method will
bring him down quickly.

One of Rhombus' rare patient moments.
Try to keep up with the old man as he
takes damage from ghouls just like you
do. Stick together, because if one 
player lags behind, Rhombus can get
too far ahead and find himself cut
down by a Ghoul ambush.

charges you with entering the vault.
Take the key and backtrack to the

bridge so you can talk to Giese. Along
the way, more Kamikaze Ghouls will
attack you. Cut them down as they run
for you.

Giese

Find Giese in the corner of the bridge
area. Apparently, the engineer has been
keeping a secret. He used to live in the
Vault. Flash him the key, and he'll tell
you how to enter the Vault-Tec 
warehouse.

Return to the docks via the stairwell.

Warehouse

Start moving southeast to reach the
Vault-Tec warehouse, marked by the
shiny letters "VT" on the side.

Use the alley to the east to
reach a small courtyard. It turns out
Giese's secret entrance isn't much
of a secret.
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EntranceEntrance

As soon as you step into the
warehouse, save at the console.
[1] There are no enemies here to
contend with, so break open the
crates for supplies, and equip
any new weapons you find.

When you're ready, open the
large door to the north. Just
beyond, several Ghouls are trying
to hold off some Mutants. Take
advantage of the chaos to take
them all out.

Two towering Mutants are ready to
stomp on you when you pass through
the next door. Keep back and bring
them down with your ranged weapon.

Los: Vault-Tec WarehouseLos: Vault-Tec Warehouse

Welcome to Vault-Tec, the nation's
leading provider of fallout shelters
and home appliances. The Vault-Tec
warehouse leads into one of the largest
subterranean vaults in the world. But
before you can reach the so-called
safety of the world below, you must
battle your way past Ghouls and an
army of mutants that are taking a keen
interest in the vault.

GarageGarage

Vault-Tec Warehouse
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After you beat them, take the
door to the west.

Check the southeast corner for
supplies, but be ready to deal
with Roaches, too.

Pass through the door, then move
north until you reach the other
rolling garage door.

Glowing Ghouls are in the room to the
left. Be careful of them, as one touch
is toxic. Instead of rushing in, shoot
the Ghouls throw the windows. When
all that's left of the Ghouls is a pile of
glowing bodies, enter the room and
check the cabinets for supplies.

Just past the explosive barrels is a
weak spot in the wall. Blow the bar-
rels and pass through the opening. [7]
Use the save point in this room and
exit through the next set of doors.

The next area is crawling with
Roaches. Some are out in the open,
but many are hiding in crates.

Head north until the way is com-
pletely blocked by crates and pal-
lets. [3] Along the way, Mutants will
assault you. Finish them off, then
check all of the crates for weapon
upgrades. Open all the lockers, then
head back to the first garage area.
Take the other door. [4]

Beware. As soon as you pass through
this door, the Mutants on the other
side of the window bay will start
unloading their guns at you. [5] 
Run as fast as you can to the left. 

There's a door right there. Open
it, and return the favor to the
Mutants inside. Check the room for
any gear, then move out.

A giant mutant is stationed at the
end of the corridor. The room next
to it is brimming with glowing
Ghouls. Take care of the mutant
first, then mow down the Ghouls.

Look for the discolored spot on the
west wall. [8] Break it down and
take care of the mutants waiting
for you.

Exit the garage area via the stairs. [9]
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Work your way to the northern
wall and use the door. [3] More
mutants and mines are on the
other side. The mutants fire at
you from behind the windows, so
hurry past at try to shoot at them
from an angle. Use the save
game console at the end of the
corridor. Open the rolling door
and step through.

Mutants and MinesMutants and Mines

The next area offers a potent
cocktail of landmines and
crazed mutants. Be careful
where you walk, and have that
ranged weapon ready to keep
monsters at bay.

The queen of the Roaches is 
waiting for you. She's not very
strong, so cut her down with your
melee weapon.

To the west is another set of doors,
and past that is the revolutionary
new Shop-Tec system.

If you're low on cash, seek out
the nearby Mutants. They usually
carry some spare caps.

The motorized trader lets you buy
and sell supplies, so stock up on
Stimpaks. You're going to go
through a lot of them a few
rooms down the hall.

Offices

When you walk into the warehouse
offices, you see a Mutant not play-
ing well with others. The object of
his irritation? A generator. [1]
Smash the Mutant before he does
permanent damage to the power
supply, then pass through the door.

Once the Roaches have carved a
safe path through the minefield,
cross it. Save your game at the
console to the south, then head
through the rolling door. [2]

Walk down the hall until you reach
another rolling door. The next room
is infested by Roaches, but the lit-
tle critters are actually useful this
time. The Ghouls have heavily
mined the area, and the skittering
bugs have a tendency to set them
off. Enter the area, then stand
back and allow the Roaches to do
the dirty work.



Head back to the previous room.
You could use the elevator at the
northern end of the room to
reach the vault [4], but the
power is off. You need to find
the generator. Go through the
rolling door to the east.

Enter the first room on the right.
Hit the Mutants hard and fast,
then head east.

The next room holds the back-up
generator, but it's also home to a

Los: Vault-Tec Warehouse
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Bang-Bang

Head back to the elevator, which is
now operational. A swarm of
Roaches try to stop you from
escaping. Keep pumping yourself
full of Stimpaks and swat the bugs
with your melee weapon. Once the
bugs are gone, the elevator
returns–listen for a “ping,” then
ride it down to the basement.

bunch of bugs. [5] Take out the
Roaches, then activate the back-up
generator.
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You're almost to the vault. There's a
save game console just outside the 
elevator shaft. Use it. [1]

The vault entrance is just on the
other side of the next room [2], but
there's a small matter of eight
machine gun cannons–all aimed at you.

There are eight cannons lining
the walls of this room. The 
vault door won't open while the
cannons are functional, so you
must deactivate all eight.

The rocket launcher is a great
way to stop them, but if you're
out of rockets, you can use your
guns. It will take a long time to
blast them, and you'll go through
lots of Stimpaks.

There is another way to disable
the cannons. Break the windows
along the walls. Fire at the gen-
erators on the other side of the
wall. [3] If you fill them with
enough lead or laser beams, the
cannons will shut down.

As soon as you disable the can-
nons, the vault locks disengage,
and you can safely pass into
Vault-Tec's industrial-strength
fallout shelter.

Multiplayer Tips
The Vault-Tec Warehouse is a danger-
ous place to be alone. With Mutants
and Roaches everywhere, it's good to
use the buddy system.

Somebody spread mines in some
of the darker passages in the
warehouse. Fortunately, the
erratic nature of the Roaches
means they'll set off most of
them. However, this can also
start a chain reaction, detonating
mines until the ones at your feet
go off, too.

The turrets that guard the entrance
of the Vault can cut you down in an
instant. If one player has more health
than the other, send them in first and
try to take out the power generators
behind the windows. While the guns
are turned on the stronger player, the
weaker character can try to take a
few shots at the turrets.
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Descending into the cavernous fallout vault, you are taken aback by the
sterile paradise the Vault-Tec employees tried to craft for themselves. Lush,
hanging gardens provide fresh air, libraries maintain the human record
(or what's left of it), and gathering spaces offer social interaction for the
survivors.

But something's not right. There's something down here. Something the
mutants want enough to mercilessly slaughter everything in their path to
get. And if you want to halt the advance of the mutant species, and ensure
that humans stay at the top of the food chain, you better find it first.

Residence One
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As soon as you step into the vault,
use the save game console.

Kill the mutant and activate the
control column in the corner. [2]
Make your way back to the main
hallway and pass through the deac-
tivated laser gate.

Kill every mutant you find traveling
through the residence areas, even
the one in the toilet. Leave no
mutant behind.

Mutants and Robots are in the middle
of a fierce struggle. Wait for them to
whittle down their numbers, then 
finish off the rest. Broken Security
Robots often leave behind computer
parts. Collect them.

Head north until the passage spills
into a large room. Use the save
console in the southeast corner.
Start clearing out this room and
head for the northern wall.

Use the northern door to enter
Residence Two. [6]

Use the console in the northeast
corner [1] to open the doors. Press
both the left and right buttons. Use
the door to west, then head north.

A laser gate halts further
progress, so cut down the corridor
to the right. Continue down the
passageway and enter the room
with the open door.

Continue until you reach the park,
noted for its greenery in an other-
wise sterile, techno environment.
A swarm of mutant Roaches has
taken over the place. Exterminate
them, then head south, as you
cannot yet open the door to the
north. [3]

Use the unlocked door. [4] This sector
of the residence area is alive with
mutants and Security Robots. After you
cut them all down, follow the corridor
until you reach the crossroad. [5]
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Residence Two

Use the save game console here 
[1] before taking the door to the
north. Several mutant Roaches
have nested in the second 
residence block, so be on the
lookout for anything that moves.

You'll soon stumble on a large
table. [2] Check the table for a
clipboard, and read the message
about the system malfunction in
the residence library.

Pass the table. Several data tape
shelves block your route. Use the 
console, and push the left and
right buttons to move the shelves.
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Malfunctioning shelves block
your path here. Use the console,
but press the middle button
first. Then press the right button
to clear the way.

Look for the blue-hued room to
the north of these blocked rooms.
Check the body here for another
clipboard. [4]

With the keycard, open the door to the
west and return to Residence One.Head northeast to yet another

series of data tape shelves. [5]
Activate all of the shelves, so
they're at the bottom of the
screen, to open the one of the
smaller rooms to the south.

Run to the newly opened room
and collect the keycard. [7] If
you like, you can open the other
two rooms and search for sup-
plies. Retract all of the shelves
to open the next room. 

To open the final room, imagine the
shelves as binary code. Arrange them in
this sequence, from left to right:
110100100. (1 is extended, 0 is retracted.)

Follow the long corridor, fighting
Roaches as you go, until you
come to another series of
shelves. Use the console and
press the C button, then D.

You're now standing in the
library. There are three rooms to
the southwest, all blocked by
data tape shelves. [3]

Residence One

Head down the corridor to another
park, which is occupied by mutants
and a Super-Mutant Lieutenant.
Take them out, then head north to
reach the third residence block.

Return to the central park. Head for
the locked door to the north and open
it with the keycard. [7] There are some
bugs waiting for you.
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The lights are low in here, because a malfunction is affecting the power.
Several of the doors are locked, too, affected by the energy problem.

There are several mutants along
the way. Cut them down and
start heading southwest.

The room here is locked, but you need
to use the control panel behind the
door. [2]

Residence Three

Continue east through a series of
chambers, use the save console [3],
then turn north. You'll head west,
past a locked door with a horde of
Security Robots behind it. Keep mov-
ing down this corridor until you reach
a room full of computer equipment.

Check the ring of consoles. Zero in
on the flashing red light and activate
the button. [4] This restores power to
the facility.

Before heading back the way you
came, check the small room to the
northwest for supplies.

Use the save point in the next
room [1], then head east.
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Head back down the corridor, but
be ready for the Security Robots.
Restoring the power unlocked the
door holding them back.

You must get back to the room
with the control panel that was
locked. But the hallways are now
booby trapped. Laser gates
criss-cross the passageways. If
you touch one, it will kill you
instantly. [5]

Fortunately, the laser gates
aren't yet fully functional. They
blink on and off, so you must
time your movements to safely
slip through. Also look for gates
that don't completely turn off.
Sometimes, the lower laser is
always active, so you must jump
over it.

After you pass the laser gates,
unlock the small room. Use the
control panel in here to activate a
tiny Robot. [6]

You now have full control over
this little Robot, but be careful–it
can't take much of a beating.
Should the Robot get wrecked, a
new one will spawn where the
original one started.

Scoot the little Robot under the
laser gates you just came through.

Head for the room directly across
from the one that contained the
mass of Security Robots. [7] Head
west and zip under the unblinking
laser gate.

Watch out, there's a mutant 
right there. However, he's pretty
stupid, so just lead him into the
laser gate. There are a few more
mutants around that will fall 
victim to the same ruse.

Once the mutants are gone,
head down the corridor to a small
room full of computer banks.

Look for the flashing red light.
[8] Zoom over to that bank and
press the action button to deacti-
vate all of the laser gates. Control
then returns to your character.

Take off for the spot where
your little Robot buddy deactivat-
ed the laser gates. Pass the
Robot, then head for the room to
the north.



Use the control column here [9]
and backtrack along the corridor.
When you reach the room with the
deactivated, single laser gate,
turn north.

Check the black control podium
behind you. [10] If you activated
all the control columns, the plat-
form is low enough for you to
jump on. Hit the switch here and
enter the hub. [11]

Vault: Residence
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Residence Hub

There's blood everywhere. [1]
Save your game, then take the
passageway to the north. You
enter a large room, full of com-
puter terminals. Another black
control podium sits in the center
of the room. Walk around the
podium to meet Attis. [2]

Work your way through the series
of rooms here, clearing out
mutants and Security Robots. 
The final door spills out into the
residence hub, but it's locked.
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Attis is a mutant General, and he
packs enough firepower that he
doesn't need the army he's got
with him. Attis isn't terribly dif-
ficult to defeat, but the peanut
gallery isn't helping the situa-
tion. Look for the control console
[3] in the northeast corner of the
room. Press the button to repro-
gram the Security Robots to fight
on your side. To unleash a Robot,
use the terminal to the south.

Just when you think you've
beaten Attis, he starts playing
dirty. His mutant thugs overtake
you and Attis lops off one of your
arms to keep as a souvenir. He
then hurls you into the abyss. [4]

Multiplayer Tips
There are a couple rooms within
the Vault that require two people
to open. On each side of the door
is a switch that must be thrown.
One person cannot do it, so if
you want to get your hands on
the booty behind the door, you're
going to need a second body.

Several Mutants are waiting
within. Deal with the savages
accordingly and make for the
treasure. Your reward for team-
work is a few thousand caps,
which will go a long way to that
Laser Rifle you had your eye on.

The first two-switch room is
in the far corner of Residence
Three. Have each player grab
a switch and throw them at
the same time. The door will
now open.
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Attis just hurled you into the dark ruins, which are overrun by Radscorpions, with only one arm and a
severely bleeding gash wound. Fortunately, a little girl named Mary, happens upon your body and agrees to
lead you to the last bastion of humanity in the vault.

The Ruins
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You must follow Mary through the
maze of ruins. Because of your
injuries, you're incredibly slow
and steadily losing health. Mary
gives you some Stimpaks to help,
but you'll need more than her
stash to survive.

Mary takes off, but if she gets too
far ahead, she waits for you.

There is a Shop-Tec in the next
room where you can buy Stimpaks
for the journey.

As if the wound isn't enough to slow
you down, Radscorpions attack from
every angle. Smash them and contin-
ue following Mary until you reach the
last door.

Medical Bay

When you wake up, you're feeling
much better. The humans have
completely healed you–and they've
grafted a brand new arm on to 
your body.

Talk to Patty in the corner [1] to
learn about their plight. She knows
the mutants are coming, and she
asks you to help them escape before
it's too late. She needs you to escort
a technician to the system that con-
trols the vault's ventilation shafts.
She gives you her access card to get
you started.
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Head north from the medical bay to
meet Ching Tsun, the vault's weapons
engineer. [2] Stock up on supplies and
ammo, and buy any special weapons
he may have. 

Medical Bay

If you speak to Ching again, he'll ask you
to collect computer parts. Sell him any
parts you may have for some extra caps.

Next to Ching is Calix, the vault's cen-
tral computer system. [3] Calix is more
than happy to answer your questions
about the vault.

Exit the room and head west until you
reach an airlock. Open the lock and
enter the garden.

Take the passageway to the northeast
until you reach another airlock. Pass
through this door to enter the 
facilities. [4]

Multiplayer Tips
The Garden is sort of your last break,
your final respite before diving into
the foulest depths of the Vault. Make
sure you talk to everybody, get the
required keycards to use the doors in
the park plaza, and clean out any
remaining Mutant infestation.

Be sure to stop by Tsun to wheel
and deal for sweet weapon
upgrades. If one player has col-
lected way more caps than the
other, this is a good time to share.
Buy whatever Stimpaks and
weapons you can afford and split
them evenly as the road ahead is
the one of most resistance.
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Vault-Tec certainly had security as priority one when they built this vault.
Security Robots and laser gates were designed to slow down intruders, and if
you want to get the technician to the computer room with all limbs intact,
you'll need to successfully navigate the treacherous hallways.

Facilities One

The technician is waiting for
you. [1] Use the nearby save 
console, then open the door. 

A spark-spitting Tesla Robot is
patrolling the next room; take it out
before it can attack the technician. 

Should the technician meet an 
unfortunate end, a replacement 
technician will be waiting for you
where you met the first one.

The technician sticks to you like
glue, so pace yourself.Eventually,
you reach a laser gate. [2]
Apparently, the technician is not
into finding alternate routes, as
he asks you to deactivate the
laser gate.

Take the narrow hallway to the
north and follow it until you
reach a small room with a com-
puter console. Use the door here
and head east. Robots are every-
where. Because the technician
will walk through here, you must
take out all of them.
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The technician finally deactivates
the Security Robots via the comput-
er and unlocks the door to the east,
which leads to Facilities Two. [7]

Facilities Two
The technician alerts you that you
must find two circuit breakers if
you want free passage through
the rest of the facilities.

Deactivate the laser gate and rejoin
the technician. More Security
Robots arrive–take them out quickly
before they hurt the technician. [5]
Head for the large room.

Follow the service corridor to
east, jumping over steam bursts.
You'll reach a huge room full of
Security Robots. This is one of
the Robot factories.

Find the fabrication console in
the center of the room. [4] Shut
down the factory by turning off
the three active consoles, then
finish off any remaining Robots.
Take the door to the southeast.

Follow the technician to the door
to the north of the room. [6]
Open the door, destroy any
Robots, then continue on with
the technician.

The technician will begin his
work. You must keep the Robots
at bay while he works on the
computer consoles. Always stay
close to the technician, never
stray too far to chase a Security
Robot. Chances are, another
unseen Robot will swoop in and
hurt the technician.

Head to the other side of the
laser gate and deactivate the
beams. The technician will then
join you, at least until you reach
the next laser gate. [3] Double
back and take the door in the
southern wall of the passage.
Take out the Robots here.

Try opening the door to the west. [1]
It's locked, but the technician thinks
he can open it for you. Get ready to
start blasting, because there are
Robots on the other side. Continue
west until you reach another door.
Open it and use the save console.
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Head west and open the door.
The northern door is locked, but
the technician unlocks it for
you. Watch out for the Robots in
this room.

Take the narrow passage north,
then head northeast. [2]

Four cannons, just like the
guns that guarded the vault
doors, immediately spring into
action. [3] Smash the cannons

When the lights come back on, a
Security Robot is next to you.
Destroy it, and the rest of its
kind, before going though the
door to the north.

You'll reach a T-junction. [4] Head
east, but be ready for the Security
Robots to emerge from their produc-
tion bays. Take a few out as you go,
but to solve the problem, you must
shut down the production facility at
the end of the corridor.

Double back and knock out any
remaining Security Robots, then con-
tinue west. Open the door.

Use the control consoles in here
to fix the first circuit breaker. [5]
Now, backtrack to the room with
the four cannons.

Facilities Two

and head east until you reach
another door.

As soon as you enter the
next area, the lights fail. The
technician says he's on it.
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Backtrack to the room where the
technician is. Use the door to
enter Facilities Three.

Take the corridor to the east. It
leads you to more Security
Robots and a cannon. The next
door is locked. [2]

Look for the computer core to
the northwest. [3] Activate it.
Congrats, you just switched on
all the laser gates.

Facilities Three

Use the computer console in the room
to deactivate the next laser gate. [4].

Electricity crackles through the
air in here. [6] Carefully avoid the
blue bolts and fix the second cir-
cuit breaker. [7] Now that you've
helped out the technician, back-
track to the beginning of this
level, and exit into Facilities One.

Exit through the unlocked door,
and start moving north. Pass
through the sets of doors, then
turn east.

Use the first save game console
you see. There's a broken Shop-
Tec vending machine to the east.
[1] If you locate the spare parts
on this level, you can fix it.

Facilities One
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Use the computer console in the
next room to deactivate the
laser gate here. [5]

Head to that room and use the
computer console. Return to the
side pocket and use the western
console, then activate the east-
ern console. This shorts out the
laser gate to the west.

Take the passageway to the north
until you get trapped between
two red laser gates. Security
Robots start filing down the hall-
way. Once you destroy all the
Robots, the beams shut down.

Head northwest until you reach
a series of green lasers. [8]
They're malfunctioning, blink-
ing on and off. Time your move-
ments through the laser to
avoid any unwanted Security
Robots. However, the lasers will
shut off if the beams are bro-
ken several times.

Use the console in the next room
to deactivate the laser gate.

Enter this side pocket [7] and
use the eastern console, shut-
ting down the gate to the locked
room to the east.

Eventually, you reach a new kind of
laser gate. Touching one of these
green beams signals a Security
Robot to rush to the area. 

Enter this area and activate the
console to the east to shut down
the laser gate blocking the west
passage. Head down that corridor.

Continue north and use the next 
console to switch off the laser gate.

Look for the console in the next
room that deactivates the next
laser gate. Move east until you
find a small area. Use the console
to deactivate the laser gate.
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If you collected any computer
parts, take them to Ching Tsun.
Head to Patty near the medical
bay and tell her you opened the
vents. She tells you that mutants
are headed for the laboratory.
You need to stop them, but you
can only access the lab with a
special keycard. And where is
that keycard? A scientist lost in
the ruins has it.

You must get to the central
computer in this room, but a
laser gate blocks access to the
middle of the horseshoe-shaped
console. The console to the
south deactivates the laser
gate. Enter the central comput-
er bay and deactivate the laser
gate to the southeast.

Head down the now-open 
corridor. Four more cannons are
trained on you the moment you
enter the room. Smash the 
cannons and pass through the
door to reach the facilities
mainframe. [11]

You need to access the com-
mand console in the center of
the room to open the ventilation
system, but a special breed of
mutants, called Nightkin, will
make it difficult.

Nightkin have a unique cloaking
ability, rendering them tem-
porarily invisible. Track the
transparent Nightkin by looking
for telltale blurring on the 
floor. The Nightkin are armed
with traditional guns and elec-
tricity weapons.

Mainframe

Use the save point at the end of
this corridor. The next laser
gate is malfunctioning. Crouch
and slip under the gate when
the low beam flickers off. [10]

The parts to repair the Shop-Tec are in
here. [9] (If you want, backtrack to the
beginning to fix the Shop-Tec and buy
supplies, then return to this point.)

As soon as you finish off all
the Nightkin–and make several
trips around the room to verify
you didn't miss one hiding in the
corner–activate the mainframe.

Now, return to the garden
through the door to the west.

Garden

Before heading to the ruins,
stop by Mary. [6] She asks you to
keep an eye out for her mother's
lost ring.

Now, head to the central garden
park and use Patty's keycard to
open the door to the west. [7]



Garden

Multiplayer Tips
The Vault is protected by Security
Robots and laser gates. Touching a
laser equals instant death, so watch
your step and time your movements
carefully.

Hallways full of laser fences can
be tricky to navigate with two
players. Stick close together so
the person in front can complete
a full jump or have enough room
to slip to safety before a laser
goes active again.

The Nightkin are probably the
toughest enemies in the waste-
land, as their cloaking devices
mean you likely won't see them
until it's too late. In areas
infested with Nightkin, don’t
stick close together. Since
Nightkin become visible just
before they attack, there's a
good chance you can get in an
attack when they appear to swat
your partner.

Vault: Facilities
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Vault: RuinsVault: Ruins

The ruins stretch out in every conceivable direction, dark passages spinning
into the depths of the earth. The wreckage of lost humans is everywhere, a
reminder that there is still much danger ahead.

Ruins One

The first block of ruins is a
labyrinth. We've traced the
path you need to follow on
this map, starting from the
entrance. [1] The exit to the
second ruins area is in the
northwest corner. [2]

If you want to find Mary's
ring, it's to the east in this
room [3]. Once you have the
ring, take it back to Mary for
a reward of caps and experi-
ence points.
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Once you deal with the huge
Deathclaw monsters, look for the
wall of windows. There is a bank of
computers on the other side. [3] The
switch for the locked door is next
to the computer bank. Use your
ranged weapon to flip the switch.

Try to exit the room. The door is
jammed. There's a power box along
the north wall. [4] Bash it with
your melee weapon a few times.

Starting from the door from the
garden [1], head northwest
through two doors. There are many
monsters in these hallways, so be
ready for them.There's a third set
of doors, but they're locked from
the other side. [2] Enter the room
to the west.

Ruins Two
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Follow the corridor until you reach a
save console. Pass through the door
here and head for the crater. [7]

From the entrance [1], head north-
east until you reach the Deathclaw
nest. Take out the Deathclaw Babies
and continue on until you reach the
crater edge. [2]

Ruins Three

Walk through the open door and
enter the next room. The door to the
east is locked [5], but bashing the
Super Computer 1B in the north-
west corner opens it. [6]

As a result of your quick fix,
the lights fail and red emergency
lights kick in. Exit the room
through the eastern door.

This area is infested with mutant
bugs. Take care of them, then move
west to find the door out of this
area. [8]
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This looks like a decidedly unwel-
come place to be. And, of course,
it's where Dubois, the scientist,
is standing. [1] Begin talking to
Dubois, but your conversation is
cut short when the Mother
Deathclaw swoops in and swal-
lows him whole. That means the
keycard Patty sent you to find is
now in the belly of the beast.

Scientist Found

Once you take care of the
Deathclaws, take the exit to the
west. [5]

Eventually, you'll reach two
radioactive pools, guarded by
Deathclaws.

You'll pass through an area
where several humans died. Take
whatever supplies you can find,
then continue south.

The Mother Deathclaw is not
pleased to see you. Take her out,
then head northwest, past another
nest, until you're in the corner of
the cave. [3] Turn east. Stop at the
save point and then head south. [4]
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The Mother Deathclaw is fast and vicious. She can heal herself by sitting in
one of the radioactive pools. [2] Keep on her, striking with your melee
weapon. When she heads for one of the pools, shoot at her to lead her back
into the fray.

Once you've defeated the Mother Deathclaw, scoop up the keycard.
Exit back into Ruins Three and backtrack all the way to Ruins Two.

Look to the east for the door, next
to a save game console, that leads
back to the gardens. [11]

Ruins Two

Follow the path back to the exit
into Ruins One. Unfortunately,
the door is stuck. The alternate
route is to the east.

Open the door leading north.
[9] When you reach the edge,
look for the pipes crossing the
ravine. Cross the short pipes 
jutting out diagonally [10] and 
continue along the edge of the
crater until you reach the next
set of rooms.



Uh-oh. Looks like the mutants
found a way into the garden.
Follow the cow pens around until
you reach the park.

Defeat the mutants in the park. Try
not to get held up in the water–these
mutants are fast.

Head for the door to the laboratory
against the south wall. [8]

Multiplayer Tips
The Ruins are full of massive Mutants
and destructive Deathclaws, all with a
singular purpose in life: kill. Many of
the Mutants are packing serious fire-
power, so if you want a better chance
for survival, you need to cooperate.

The second two-switch room is in
Ruins Two, just to the left of the exit.
Position one player at each switch and
thrown 'em together.

There is another two-switch door here.
The spoils are in the footlocker in the
corner of the room. Not only will you
find caps and rocket ammo, but two
pieces of Power Armor–the best, most
powerful armor in the entire game.

Vault: Ruins
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Garden

There are no Mutants in this room, but
the present threat is just as deadly.
There is a series of laser fences that
will instantly kill you if you touch
them. Fortunately, just the bottom
beam is active, meaning you can jump
over them. But the space between
each laser is tight, so be precise with
your jumps.
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As soon as you enter the lab, save
your game at the nearby console.
There is a laser gate to the west.
Use the computer console [1] to
shut off the gate and pass through.

Head north through another door
until you reach a small room with
a door to the north and one to
the east.

The door opens into a massive
underground monorail terminal.
Enter the terminal and head west.
Pass a huge console and open the
door to proceed farther into the
terminal. [3]

The door to the east leads to a
tiny room full of supplies.
Collect the supplies, then take
the door to the north. [2]

Nightkin lurk in the shadows here,
but look for blurring to find them.
Follow the hallway until you reach
another door heading north.

Vault: LabVault: Lab

You're close to discovering the terrible secret of the vault,hidden somewhere
in the sprawling science complex.The network of labs reveals the results of
horrible experiments,the sort of science that lead to the Great War.You know
Attis is down here somewhere,one step ahead of you in the search to uncover
the ultimate weapon in the fight between humans and mutants.

LAB ONE
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Turn southwest and follow the edge
of the terminal platform, past a
save console,and to an exit leading
to Lab Two. [4] The door is 
programmed to only open for 
scietists,which you aren't. Perhaps
you can fool the retinal scanner?

The nearby mutant seems to have
recently come into some human
scientist eyeballs. Smash the
mutant and use the eyes to unlock
to door.

Use the save console inside the
door and follow the hallway. Pass
through the two doors. [1]

Open the door to the north. Use the
next door in the northeast corner.

Open the northern door here and 
follow the passageway until you
reach a save point. [3]

Take the door to the west and use
the computer console [2] to
remotely control a security cannon
in the next room. Mow down the
neighboring mutants with the 
security cannon.

LAB TWO
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Head southwest, killing bugs and
mutants along the way, until you
find the door to Lab Three. [5]

Enter the room to the north. Look
for the door to the east, but beware
of the radioactive vats in the floor.
They spawn mutant Roaches. 

Follow the path until you find
three laser gates holding back
Deathclaws. Two nearby mutants
deactivate the lasers, releasing the
monsters. [4]

Return to the corr idor. The
Deathclaws and mutants are tear-
ing each other apart. By all
means, let them.

Head back to the Deathclaw pens.
Enter the room south of then pens.
Look for the computer console with
the dead body draped over it. Lift
the wedding ring off the corpse. [6]
(The date inscribed on the ring: 
9-2-9-2-0-0-1.)

Turn south. When you enter the
room, you'll see a mutant getting
thrashed by a Deathclaw
in the next area. Activate the com-
puter console [7] here to release a
nerve agent into the area with the
Deathclaw. This weakens the beast.

Take the door to the south and 
finish off the Deathclaw. Inside the
Deathclaw's belly is a half-digested
scientist. Swipe the keycard from
the body.

Head back to the door to Lab Three.
Use the keycard with the console.
At the prompt, enter the numbers
from the ring. 9-2-9. This unlocks
the door.

LAB THREE
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Head to the save game console.
There's a Shop-Tec vending machine
to the north, against a pillar.

Open the west door [1] and follow
the hallway until you reach a 
computer console.

Access the computer console to
open a robot fabrication program.
If you have enough caps, the com-
puter will provide you with a robot
helper in the next room. (It's full of
mutants.)

Enter the next room. The doors
lock behind you. To escape, you
must kill all of the mutants in
here. This is when your robot
helper comes in handy—these
mutants are fast and angry.

After you dispatch the mutants,
the door locks release. Take the
door to the east [2] and follow it
around until you reach the next
door. There's another computer
console here. You can buy another
robot helper for the next room.

Again, the door locks as soon as
you enter. Wipe out the mutants to
unlock the doors. Head east to
reach another room like this. [3]
Follow the same drill, but look for
some raised crates in the southern
edge of the room. [4] They contain
weapons and supplies.

As soon as the mutants are dead
and the doors open, head north. [5]
Enter the next room (complete
with self-locking doors) and clear
out the Nightkin.

When the doors open, take the
eastern hallway. On the way to the
exit, look for supply crates. [6]
One of them contains a Mini-Nuke
Grenade, which will prove useful
very soon.

Lab Core
Save your game using the console
here. Open the next door and enter
the Lab Core.

Cross behind the large computer
console in the center of the room
to meet Attis again.
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Attis is carrying a large energy
cannon that does a great deal of
damage, but is easy to dodge.
What makes him difficult is the
cloaking device he lifted from the
Nightkin. Use the Mini-Nuke
Grenade to take Attis down to 50
percent of his health.

It looks like all you did was make
him angry. Attis falls to the floor
and begins to mutate and grow
even more. When he stands,he's
carrying a deadly gun that shears
away half of your health with one
shot. Keep those Stimpaks at 
the ready.

Stay on him. When you cut Attis
down to 10 percent of his health,
he falls victim to his accelerated
mutations. He explodes, covering
the lab in pieces of glowing, 
throbbing bio-mass.

Get out of this room. Head back to
the door you entered through. The
way is blocked by a giant eyeball,
pulsing in the heart of a gelati-
nous mass. Tentacles erupt from
the ground. Take them out, then
turn your attention on the eye. You
can only damage the eye when it ’s
open. Get used to it peeking at you
–it reappears a couple of times.

Once the eyes are gone, head for
the door. Not so fast. Attis' 
massive, mutant mouth is blocking
the way out. The only way to
destroy it is to shoot it when it's
open. If you get too close, it will
swallow you whole. Sure, it'll spit
you out,but with little health left.
When you've finished with the
mouth, head through the door to
Lab Three.

Lab THREE
Attis'pieces are still spreading.
Head west,then take the 
corridor south.

There's another mouth here, block-
ing the exit. Follow the same 
pattern here, shooting the mouth
when it's open. As soon as you
destroy the mouth, save your game
and head through the door.

Lab Four

Lab Four is also seething with
Attis' twisted forms. Poor Patty
has been captured by some of the
blob. Talk to Patty, who tells you
about the decontamination center.
Activating the center will initiate a
self-destruct sequence.
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Monorail terminal

Unfortunately, it's too late to save
Patty. Honor her final wish, that
you put her out of her misery.

Activate the system and get ready
to run. A countdown slowly ticks
away as the vault prepares itself
for self-annihilation.

Head north and use the keycard to
open the door. More of Attis' biomass
is guarding the decontamination unit
in the center of the room. Finish off
the brute once and for all.

You need to take the monorail out
of the vault. Head north to enter
the terminal.

As soon as you enter the terminal [1], you see that the clock is still ticking. Head south, then start
moving east.
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You'll find mutants galore on this
level. Take out only those that are
absolutely in your way, as time is
of the essence.

There's a train waiting for you at
the far east ide of the terminal. [2]
Hop aboard and pray that you make
it to safety before the base is
vaporized in a nuclear explosion.
Some congratulations are in order,
as you just saved the last of
humankind from Attis'mad plan to
increase mutant domination via
mass reproduction. A second
Armageddon has been successfully
avoided…for now.

Multiplayer Tips
Once you defeat Attis, at least his
normal form, you still have to get
out of the Vault. This is made quite
difficult by the mutating blobs of
bio-matter that enshroud doors and
block passageways. With two play-
ers, though, getting to the surface
before the entire Vault goes up in a
mushroom cloud is much easier.

The eye blobs aren't terribly 
troublesome, they just low you
down. Quickly slash the tentacles
and then turn your attention on the
eyeball when it opens. With two
guns a-blazin', you should be able
to take down the eye.

The blob mouth, though, is a much
different story. You can only score
damage when the mouth opens up,
so one player is going to have to
sacrifice themselves for the
greater good. One player must run
in front of the mouth so it opens.
When that player is caught in the
mouth's inhalation, the other
should open fire. This system will
bring the chompers down quickly.
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Fallout
Troublemakers

The holocaust that enveloped the world as a result of the Great War brought out the worst in humanity,
sometimes quite literally. The men that remained men brushed aside their good will and consciences, and
formed brutal gangs called Raiders. Those who were unable to get underground before the bombs fell were
reduced to Ghouls, shambling shells of rotting skin. And then there are the mutants–massive hulks of mus-
cle, an aborted evolution of man caused by science gone wrong.

They all hate you. They all want to kill you. They're armed to the teeth, with everything from bats to
laser cannons, and gunning for your righteous Brotherhood hide. To survive the incessant onslaught, you
must familiarize yourself with this gallery of rogues–learn their preferred attack methods, whether they
prefer to act alone, and, most importantly, their Achilles' heels. Only then do you stand a chance.

Wasteland GangsWasteland Gangs

Raiders Raiders
Raiders are average men, unscathed by the fallout. At least, on the 
outside. Beneath their skin, in their chests, is a gaping hole where their
hearts should be. Instead of banding together to help out fellow survivors,
they decided to take advantage of their strength and numbers. They 
coalesced into vicious gangs called Raiders–an apt name because when
they breeze into town, they rob, pillage, and loot. They take until there's
nothing left. And then they move on, searching for the next unsuspecting
town to burn to the ground.

Fortunately, Raiders are all muscle. They attack without thinking it
through, which leaves them vulnerable to a foe with a modicum of gray
matter. When a mob surrounds you, try luring one or two around a corner
to thin their numbers.

Raider Thug
The lowest of the low. These mindless goons serve
only to attack Brotherhood characters, and that
means you. Fortunately, they haven't been equipped
with very good weapons (usually just knives and
small firearms) and they wear very little armor.

Raider Soldier
Soldiers are the next step up from Thugs in the
Raider food chain. Soldiers are a little smarter, a
little faster, and they've been entrusted with
slightly better firepower. Some of these Raiders
carry hammers, which gives them an increased
melee range–so keep your distance.

Raider Torch
These Raiders love playing with fire. They sweep into
a town with gas tanks strapped to their backs, and
start burning everything in sight. Those tanks,
though, are their weakness. They explode if you
shoot them, and the resulting conflagration will
wipe them out. (This is especially useful if they
attack in a horde. Once one gas tank blows, they all
start popping like fiery pinatas.) If you're out of bul-
lets when you meet one of these charming fellows,
be careful when throwing your melee weapon
around. Only hit the Torch in the front, or else you'll
go up with the gas tank.

Raider Lieutenant
The highest members of the Raiders, Lieutenants
are all females. They only carry firearms, like 
pistols and rifles, and are crack shots. Watch for
their grenade attacks, too. Lieutenants are smart
enough to track your movement and lob a grenade
directly in your path.
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Billions of people were trapped above ground
when the Great War started. Few survived.
Those who did probably wished they died, as 
now they've become Ghouls–rotting, festering
skin bags stretched over brittle skeletons.

Most Ghouls are actually peaceful. The
Ghoul city, Los, was a fairly quiet place before
"The Church of the Lost" set up camp there.
Now, the church has whipped up a sizeable
portion of the Ghoul population into a well-
armed frenzy. Their mission is to protect the

Vault, and since that's your destination, expect plenty of undead resistance.
Ghouls wear armor. Mainly to keep their guts from spilling out, but it poses

a problem for unskilled characters. You must upgrade your weapons if you want
to effectively take out Ghouls. And because the Ghouls are in close proximity to
the Vault, they've managed to salvage some of the lost technology and turn it
into weaponry, like lasers.

Ghoul Thug
Ghoul Thugs have been trained to kill anything that
doesn't look like a skeleton dipped in yellow wax.
And since you have all your parts, expect these
Thugs to chase you down. They rarely carry anything
more powerful than small firearms.

Ghoul Soldier
The Church has entrusted these Ghouls with better
weapons, like rifles and Flamethrowers. Not only do
they carry deadlier firearms, but they're also
dressed in better armor.

Ghoul Kamikaze
These Ghouls are scary. They wander the streets,
wearing the latest in Ghoul fashion–the dynamite
belt. If they see you, they'll arm the explosive and
run directly for you. When they get near you, they
explode, doing incredible damage. The best way to
deal with Kamikazes is to shoot them the moment
you see them, even if you're dealing with a Thug or
Soldier. Take the small melee damage instead of
risking a major attack.

Glowing Ghoul
Like a nightlight from hell, Glowing Ghouls 
illuminate the cityscape with their irradiated 
bodies. You'll encounter these fluorescent foes
around radiation pools and sewage pipes. Don't 
get too close, as one touch from a Glowing Ghoul
gives you radiation poisoning.

Psycho Ghoul
There are few sights stranger than a Ghoul hopped
up on Psycho, an addictive amphetamine sold in the
back alleys of Los. Psycho turns these Ghouls into
erratic, unpredictable freaks. One minute they're
still, the next they're darting everywhere, hurting
everything in sight. Their increased speed means
they can even break your targeting lock.

GhoulsGhouls
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Mutant Soldier
Mutant Soldiers aren't smart enough to be given
cloaking devices, so instead, they're equipped with
huge guns to help satisfy their ferocious bloodlust.
They wear decent armor, so it will take a few more
hits to take down these mutants.

Super Mutant
Mutants are rightfully feared for their strength,
but this breed of weird science is also bred with
freakish intelligence–a dangerous cocktail, 
especially when served up in pairs. These mutants
proudly wear the armor of their kills, high-tech
shielding that was perfected by the Brotherhood.
Super Mutants also carry energy weapons, like
rapid-fire Laser Cannons, that can cut you in half.
If you spot one of these mutants in a pack of 
others, try to take it down as soon as possible. 
It will use the distraction of the other mutants
to drain your health before going in for a 
laser-powered kill.

Mutant Grunt
Mutant leaders use the Grunts as cannon fodder.
These dim-witted mutants make up for their lack of
coordination with their brute force and vicious
attacks. Using melee weapons, they can deliver 
near-fatal blows. Very few are equipped with guns,
and if you watch carefully, you'll see why. They have 
a tendency to shoot each other just as much as they
shoot you.

Nightkin
Nightkin are one of the post-apocalypse's biggest
menaces. These clever mutants are equipped with
cloaking devices (called "stealth boys") that render
them invisible to the unwary eye. Look for the tell-
tale blurring of a Nightkin moving in for the kill.
They become visible when they attack, but by then,
it's too late.

MutantsMutants
Mutants are the result of genetic engineering gone bad. A long time ago, a
couple of scientists bottled up a little genetic juice by the name of FEV
(Forced Evolutionary Virus), and unleashed it on some unsuspecting 
candidates. FEV turned the guinea pigs into massive, muscular mutants
that could lift a Buick without breaking a sweat.

FEV didn't just alter their bodies, it toyed with their minds. Tucked
away rage bubbled to the surface, and now it's directed at you. Some
mutants are fast, some are laboriously slow. Others are wicked smart, still
more are as dumb as a bag of hammers. But because of their superhuman
strength, all mutants are able to carry the biggest guns in the game. And
that's what makes them especially dangerous.
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Normal Radscorpion
These vermin are big and ugly, and they may have
heard what you said about them. Their stingers
cause considerable damage to characters with little
armor. Watch out for their fast claw attacks, which
they commonly use to tenderize their meal before
the kill.

Glowing Radscorpion
These bugs retain much of the radiation that made
them the mutant menaces they are today. The 
toxins surging through their veins cause them to
glow in the dark, and just brushing against them
causes radiation poisoning. 

Spitting Radscorpion
Fortunately, these Radscorpions don't have the horrific claw strength of their normal brethren. But that's
only because they can spit radioactive poison from a distance, eliminating the need for up-close killing
devices. Use your ranged weapons to take them out.

Few animals survived the effects of the nuclear fallout. Those that did 
mutated and became twisted versions of their former species. Even the most
peaceful mammals and insects became intense predators, and their favorite
meal is human flesh.

Monsters and RobotsMonsters and Robots

Dogs
Canines survived the holocaust, but they're hardly
man's best friends anymore. The Raiders use these
wild dogs to protect their hideouts, and equip
them with armor so they have enough
time to warn of intruders before
getting struck down.

Ghoul Dogs are half-rotten mon-
grels, skulking around the Ghoul City
with skeletons exposed. Ghoul Dogs
love to feast on flesh and are usually
hopped up on Psycho, rendering them
freakishly fast and aggressive.

Rats
If rats can survive the plague, then surely they
won't blink at a mushroom cloud. Wasteland rats
are enormous, sometimes as big as a Buick. Their
bites aren't terribly damaging, so they compen-
sate by attacking in packs.

RADSCORPIANSRADSCORPIONS

Dogs

The stable of Z-grade cinema schlock comes to
life in these giant, mutant scorpions that can't
be crushed underfoot. In fact, you're lucky if
you can crush them with a Sledgehammer.
Radscorpions are fast and mean, and can
attack with their claws and stinger tails.

Brahmin
These beastly
bovines just 
wander the land,
chewing their
irradiated cud.
Unlike most
wasteland 
critters, the two-
headed Brahmin
bear no ill will to
humans. They 
just get in the
way–often at the most inopportune moment, like
when you're running from a gang of Raiders.

Dogs, Cows, and RatsDogs, Cows, and Rats
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DeathclawsDeathclaws
What these abominable creatures were before the Great War, nobody knows.
Were they bears? Tigers? They certainly retained the killer instincts and brute
strength of both. Deathclaws are frighteningly fast, and their massive claws
pack a forceful punch.

Baby Deathclaw
They may look harmless–that's how they lure you in.
And then the others pounce. Baby Deathclaws are
rarely alone, they prefer to attack in packs. Sure,
they're quite easy to flatten, but do so before they
shriek for nearby Adolescent Deathclaws. These
beasts take care of their own, and they don't partic-
ularly cotton to folks wiping out their young 'uns.

Adolescent Deathclaw
Not quite adults yet, but still deadly. Adolescent
Deathclaws are particularly headstrong, so much
that they use their plated noggins as their pre-
ferred attack. One spearing from an Adolescent
Deathclaw does enormous damage. Dodge this
attack, and use the Deathclaw's required moment
to reorient itself to take it down.

Chameleon Deathclaw
Chameleon Deathclaws are slightly more evolved than
the adolescent variety. Their adaptive hides help them
blend in with their surroundings, rendering them
invisible in dark passages. This breed also prefers to
hang back and wait for the right moment to attack,
rather than rush in without caution. To neutralize
their invisibility, you can either hit them, or wait for
them to hit you–which is not recommended.

Elder Deathclaw
Elder Deathclaws are slow and blind. They won't
instigate attacks, as they have no idea where their
prey is located. However, should you make a sound
around them, they lock in on the source and 
pummel it until all is silent again (which usually
isn't until you're dead).

Nothing kills a cockroach. Not insecticide, not starvation, not even
nuclear fallout. Now that they're as big as a dog, and in some cases,
much bigger, Roaches are ready to exact their revenge for centuries of
human cruelty.

Normal Roach
Expect to find these annoying buggers in dark 
corners, waiting to spring when you walk by. Their
speed makes them difficult to dodge, but thanks to
their weak carapace, they are easy kills. To 
compensate for their weaknesses, they often travel
in numbers. They also hide in crates and barrels, so
be careful when you rummage for supplies.

Should you strike a Roach, but not kill it, it 
will start jumping around feverishly, making it
impossible for you to lock on to it. 

Mutant Roach
Much larger than normal Roaches, Mutant Roaches
are twice as deadly. Like their smaller cousins,
Mutant Roaches prefer to attack in hordes, figur-
ing that numbers will make up for their decreased
attack abilities.

ROACHESROACHES
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Patrol Robot
Patrol Robots are upgraded Sentry Robots, armed
with better weapons and increased armor plating.
They fire twin Gatling guns, like the Turret Robot,
but are able to move.

Tesla Robot
This class of Robot was created to serve as the
clean-up crew. Once Sentry and Patrol Robots have
detected an intruder, the Tesla 'droids are sent in
to deal the real damage with deadly energy
weapons. Unless you're fast and well-protected,
one zap is enough to cleave your health bar in two.

Kamikaze Robot
These are just Patrol Robots with a screw
loose–the screw that keeps them from 
self-destructing. When an intruder's
presence has been detected,
Kamikaze Robots move in and blow
themselves up. Because these
Robots are fairly cost prohibitive
(you can only use them once), 
Vault-Tec made very few.

If you built a billion-dollar, subterranean 
fallout shelter, you'd install a security 
system, too. The employees of Vault-Tec 
protected their investment with an army of
well-armed Robots, programmed to mow
down anyunwelcome visitors. That means
mutants. And that also means you.

The 'bots kill without prejudice, and if
you're clever, you can sometimes trick them
into doing your dirty work. Let a Robot get a
bead on you, then run until a mutant comes
between it and you. The Robot will chew up
the mutant in an effort to get to you, which
gives you a moment to arm yourself with the
best weapon you have, or make a run for it.

Turret Robot
Turret Robots are single-minded killing machines,
equipped with dual Gatling guns that spray bullets
at anything that moves. Fortunately, these Robots
are stationary, but their unlimited ammo and lethal
accuracy make them a pain to deal with. Turret
Robots are hidden beneath steel plates on the floor,
so you can't smash them while they're inactive. You
must wait until they're up and ready to fire before
laying it on.

Sentry Robot
The three-legged Sentry Robot is deployed in 
hallways and tight spaces to prevent intruder 
penetration into the Vault. Once you've been
detected, the goofy-footed Robot will hobble up to
you and try to attack with its small guns. These are
pretty easy to crush; be sure to check their 
wreckage for any extra parts.

ROACHESRobots
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The Wanderer
The old salt has seen plenty of
action in the past, but has
come to Carbon hoping to find
someplace peaceful to hang it
up. No such luck. Not with the
Raiders in town. The Wanderer
will provide information, but
if you fetch a Vault Flask for
him, he will reward you with
caps and experience points.

Harold
The poor old Ghoul just wants
to live his (hopefully) final days
in peace. But with Mutants
tearing up the once-quiet Ghoul
city of Los, that dream's put on
hold. Harold is just going to
pieces over the whole ordeal,
and if you manage to find some
of his missing pieces, he will
reward you.

Raider Matron
The dominatrix of darkness.
The queen of mean. This ruth-
less vixen runs the Raiders in
carbon, but she's got a shad-
ow partner supplying her with
weapons and information.
There's no redemption for this
lost soul, so it's up to you to
put her out of her misery.

Who's Who of the WastelandWho's Who of the Wasteland
It takes a certain someone special to survive a nuclear war. Nothing thins the herd like a fiery holocaust,
and those left standing are a peculiar bunch, indeed. During your journey through the wasteland, you must
meet and greet with the bizarre folks and creatures, as they'll all have information and gear absolutely vital
for your mission. And some of them, well, some of them you won’t talk with for long before you realize it's
time to put one between the eyes.

Ruby
Ah, the harlot with the heart
of gold. Ruby is the main
source of, uh, entertainment
in Carbon. By getting that
close with some of the more
unsavory folks that mosey
through town, she learns
information that will 
certainly help your mission.

Mayor Richard
Apparently, two things will 
survive the holocaust: 
cockroaches and crooked 
politicians. The Mayor of Carbon
may soothe the savage heart
with his pleasant Southern
drawl, but beneath beats the
heart of a traitor. He's in
cahoots with something sinister.

Jesse
The grizzled old trader has
made shop for himself in car-
bon, selling weapons and gear
to anybody who stands up to
the Raiders. Like the other 
citizens of Carbon, Jesse has a
fondness for illicit substances,
and will pay handsomely if you
choose to deliver Vidya's errant
meds to him instead.

Armpit
The sole proprietor of the Atomic
Diner in Carbon. A surly sort,
Armpit is mainly concerned with
making a buck. Or a cap, that is.
He'll pay top cap for Radscorpion
Tails because he's certain he can
turn their venom into a brew that
will make him a rich man.

Vidya
The good doctor of Carbon is a
beleaguered soul, what with all
the injuries she must treat due
to the Raider presence. Never
mind that her supply of drugs
keeps disappearing into the
hands of pill-poppers looking
to forget their woes, even for 
an hour.
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Hieronymous and Salieri
These twin traders cornered
the weapons market in Los.
They’re so rich, in fact, that
they opened up a gladiator
sport where contestants earn
caps for capping monsters for
a paying audience. Sweet talk
these brothers, do their
errands, and you'll receive a
fat discount on their wares.

Blake
The former Vault-Tec security
officer was banished to the
surface where fallout turned
him into a rage-filled Ghoul.
Blake rejected tech, becoming
something of a luddite 
messiah, leading the Ghouls to
the promised land. His cult is
a major headache for the
Brotherhood, though, so it's
up to you to put a stop to his
bad religion.

Rhombus
Rhombus is the paladin you're
searching for when your 
adventure begins. You'll finally
catch up to the old coot in Los,
but he's certainly seen better
days. Enjoy Rhombus' final
hours, mowing down Ghouls
together as you make your way
to the Vault entrance.

Mary
Mary is proof that kindness
cannot be completely
destroyed, no matter how
many megaton warheads you
drop. The little girl rescues
you from near-death, leading
you to a hospital facility
inside the Vault. She's an
orphan, but an orphan with a
wallet, as she will pay you
well if you manage to find her
mother's ring.

Patty
Patty replaced Blake as the
Vault-Tec security officer. The
tough-as-nails woman is all
lady, though–a lady with a 
trigger finger. Patty will help
you reach the center of the
Vault, but pay the ultimate
price for doing so.

Ching Tsun
Ching Tsun is the Vault's very
talented weapons engineer.
Busy in his lab, Tsun is cook-
ing up ways to help people 
kill smarter, not harder. To
supplement his pension, Tsun
sells high-grade weapons, so
bring your checkbook.

DuBois
The Vault's top scientist has
gone missing. And, of
course, he's the only cat in
the Vault with the key you
need. So, head into the field
and bring him back. Or,
what's left of him.

Attis
Attis may be a Mutant, but he
hardly possesses the mealy
mind of one. A brilliant strate-
gist and fearsome brute in a
single, deadly package. Attis
believes that Mutants deserve
to inherit the planet since
humans screwed it up in the
first place, and he'll fulfill
that prophecy by any means
necessary; employ similar 
tactics to bring him down.
Humanity is counting on you.

Giese
Giese is a former vault-Tec engineer that found himself
stuck on the surface. Choked by radiation, Giese became
a Ghoul. Though he lost his skin, he never lost his mind.
He's as sharp as ever, and if you motivate him properly
with caps and scraps, he'll fashion some special boom-
boom for you.
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Roaming the wasteland, you're bound to find
trouble. And since diplomacy has no place in a
post-apocalyptic world, you're left with nothing
but the universal language of ultra-violence to sort
out your differences. You begin your travels with
very weak weapons. It's up to you to search out
new tools of death, either from ransacking the
corpses of fallen foes or from the unscrupulous
arms dealers that travel from town to town.

Weapons are expensive, especially the best of the
best, so always keep an eye out for loose change.
It's tempting to blow all of your dough on the lat-
est and greatest weapon, but it's equally impor-
tant to splurge on armor upgrades. Sometimes the
best offense is a good defense. If an enemy attack
glances off you because of your superior armor,
that saves you money on expensive Stimpaks
(health items)–which you can spend on those
weapon upgrades you've been salivating over.

Now, you will not be able to buy all of these
weapons from shops and traders. Many must be
found or taken from the body of a fallen foe. The
weapon prices indicated in this list are the full
values for each weapon, if you could buy each and
every one. What you will likely end up doing is sell-
ing back many found weapons to traders, but at a
third of the cost–the price we have listed.

For example, you may find the amusingly lethal
Shredder, but you decide you'd rather use some-
thing else, or you want the caps to buy more
Stimpaks. (Entirely understandable.) The list price
of a Shredder is 30,600 caps, but if you sold it
back to a shop or trader you would only receive
10,200 caps. Which is no chump change.

There are three kinds of weapons in the wasteland:
melee, ranged, and explosive. Each weapon type
has advantages and disadvantages, ranging from
speed of attack to accuracy. As you fight your way
through the radiated desert, you'll discover the
best times to use each kind of attack or you'll
develop a preference for methods of causing pain.
Perhaps you'll find greater satisfaction in 
up-close melee attacks, where you have complete
control over your blows. Or maybe you'll decide it's
more amusing to sit back and cut down the enemy
with rifles.

That's what's so great about living in a world with
no tomorrow: Freedom of choice. Now, go exercise
your rights…with a Sledgehammer and a Turbo
Plasma Rifle.

Wasteland Gear:
Weapons, Armor,

and Items

Melee weapons are designed for close-range fighting, such as running up to a guy and swatting him in the
face with a Sledgehammer. You have far more control and accuracy with melee attacks, but the catch is,
you're also close enough for the enemy to attack you, too. You can also create combos with melee weapons
by pressing the "attack" button several times while engaging a wasteland nemesis, resulting in more dam-
age and, hopefully, preventing them from getting in an attack of their own.

MELEE WEAPONSMelee Weapons
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FistsFists
You take your life into your own hands when you venture out into the waste-
land, so you may as well equip those mitts with the best weapons you can
find. Bare-knuckle fighting may look cool in the flicks, but in the waste-
land, you'll last as long as a snowball in, well, you know. Weapons such as
Burning Gloves and Ripper Gloves, will indeed endow you with legendary
fists of fury.

Bare Knuckles

•Price: –
•Damage: Minimal

Bare-knuckle fighting is fine for 
a little pugilism, but nobody in 
the wasteland observes the
Queensbury rules, so find yourself
a set of fist upgrades ASAP.

Iron Gloves

•Price: 165
•Damage: 4-10 x 2

The first glove upgrade you find
provides a far better whack than
bare knuckles, but you should
look for better gloves that offer
groovy, deadly attachments.

Spiked Gloves

•Price: 525
•Damage: 10-15 x 2

Nothing like a left hook with a big
pointy thing sticking out of your
fist. Spiked Gloves do decent
damage, but their chief advan-
tage is that they pierce through
most weak armor.

Burning Gloves

•Price: 1725
•Damage: 18-27 x 2

Go seriously pyro with these fists.
These napalm-covered gloves do
fire damage to foes, as they
smear burning jelly on any enemy
you hit, resulting in increased
damage.

Power Fists

•Price: 12000
•Damage: 75-85 x 2

Battery-power bashing comes
courtesy of the Power Fists. Ten
curled fingers of pain dish out a
minor explosive attack that also
rattles armored enemies.

Ripper Gloves

•Price: 20250
•Damage: 60-110 x 2

Spiked Gloves can't compare to
this sweet upgrade, fully
equipped with spinning drill bits.
Ripper Gloves bore into enemy
armor with the greatest of ease,
making them a prime upgrade you
should buy as you as you can
afford them..
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Mega-Power Fists
•Price: 33000
•Damage: 150-200 x 2

The next step up in Power Fist tech, the Mega-Powered Fists have enough juice
to knock an enemy clear across the screen, giving you ample time to either
switch to a ranged weapon and finish him off or run in close for a one-two fin-
ishing blow.

KnivesKnives
Knives are lightweight, lethal cutting tools that pierce armor (and skin). Because of their compact size, you
can wield a knife much quicker than a hammer or a pair of super-powered fists. Cleavers, on the other hand,
are huge knives that require a two-handed approach–but the literal side-splitting effects are worth the
decrease in attack speed.
Shiv

•Price: 75
•Damage: 4-6

The staple of prison movies,
Shivs are crafted from scrap
metal and old tape. They do little
damage, but are better than an
empty hand when going rounds
with a surly Raider.

Combat Knife

•Price: 570
•Damage: 11-19

This military-issue cutting tool
was designed for more than saw-
ing rope. The Combat Knife tears
through flesh, too, but it can't
pierce strong armor.

Ripper

•Price: 6000
•Damage: 35-42

Rippers are equipped with teeth,
not unlike a chain saw, that slice
through enemy armor as if it were
made of tin foil. 

Monster Ripper

•Price: 14250
•Damage: 88-95

The Monster Ripper is a souped-
up version of the Ripper, but with
far greater attack strength and
armor-piercing capabilities. It's a
two-handed weapon that requires
time to swing around, but the
effects of cutting through a small
crowd of advancing enemies is a
glorious sight indeed.

Cleaver

•Price: 2700
•Damage: 32-37

The Cleaver was originally intend-
ed for slaughtering Brahmin, but
someone decided it would be
equally effective in carving up
humans, too. It handles like a
hammer, but the decreased speed
is a small price to pay for its
armor-splitting lethalness.

Tesla Cleaver

•Price: 22500
•Damage: 110-120

This juiced-up Cleaver is as fun to
look at as it is to use. Electric
arcs dance across the blade as
you swing it through the air, cre-
ating a spectacular light show
sure to amaze your enemies–just
before you saw them in two.
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Plasma Saw

•Price: 43500
•Damage: 120-200

Two parts chainsaw, one part
energy weapon, the Plasma Saw is
a fusion-powered blade weapon
that can be wielded like a sword,
but does far more devastating
damage. Few pieces of armor can
stop this thing.

Hammers are the ultimate tools of bludgeoning–pick one up and start
cracking skulls. These melee weapons are slow on the draw, but they
knock enemies back with each attack, and the better hammers can dis-
perse a small army with one well-placed swing.

Torch

•Price: 1425
•Damage: 16-20

The Torch is a steel rod with a
gas-powered head that dishes out
fire damage to all it comes in
contact with.

Spiked Baseball Bat

•Price: 450
•Damage: 12-16

No need to cork this bat for a
better swing. The ouch-inducing
spikes are enough to thwack an
enemy back a few feet and
make him think twice about
getting up again.

Sledgehammer

•Price: 3000
•Damage: 35-38

The strongman's specialty makes
an appearance in the wasteland,
but its dull head does little dam-
age to armored opponents.
However, the Sledgehammer is a
great crowd-clearing weapon, giv-
ing you a moment to switch to a
knife or firearm for finishing ene-
mies on a one-by-one basis. 

Spiked
Sledgehammmer

•Price: 6450
•Damage: 41-52

Imagine the shock and horror of
seeing a sledgehammer coming
for your face. Now, imagine that
hammer wrapped in razors and
spikes. Yowza. The Spiked
Sledgehammer has the ability to
cut through weaker forms of
armor, too.

Super Sledge

•Price: 3000
•Damage: 35-38

This battery-powered sledge feels
like getting run over by a Mack
truck. The Super Sledge does well
against armored enemies, and it's
even better at swatting away
small groups of them. Perfect for
when a group of Raiders decides
to not play fair, the Super Sledge
evens the odds.

HammersHammers
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Turbo Super Sledge
•Price: 45000
•Damage: 160-210

Get this contraption: a Super Sledge with a nuclear-powered jet engine attach-
ment. If you thought the regular sledges did a fine job beating back a crowd,
wait until you unload this party favor.

PistolsPistols
Pistols are a light, easy-to-use ranged weapon. Because they're held in a single hand, you can whip them out
faster than some of the bigger, two-handed death machines. Most do reduced damage, but at least they do it
from outside of harm's reach.

Home-Made Pistol Beretta

•Price: 495
•Damage: 8-14

Certainly a step up from home-
made job, but its itty-bitty bullets
do little damage to armored foes.

Desert Eagle

•Price: 1500
•Damage: 16-21

A standard, heavy-caliber pistol
that can pierce lesser forms of
armor.

When you want to dish up some death from afar, equip a ranged weapon. They're never as accurate as a
melee weapon, but using a ranged weapon means an enemy with only a bat or knife is at a serious 
disadvantage. Ranged weapons require ammunition, which you'll find on the corpses of fallen foes or 
at the various trading posts. 

Ranged WeaponsRanged Weapons

SMG
•Price: 3300
•Damage: 5-10

The Sub-Machine Gun fires small-caliber bullets that aren't particularly 
effective against armored enemies, but makes up for it by firing them at a 
very fast rate. It's a good weapon for keeping a single enemy at bay.

•Price: 135
•Damage: 7-10

A terribly crafted weapon that is
horribly inaccurate and fires at a
very slow rate.
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Home-Made Laser Pistol Laser Pistol

•Price: 16500
•Damage: 70-85

The Laser Pistol is a low-level
energy weapon that fires burning
laser beams. Good for piercing
weak armor and searing the
human flesh beneath.

Dual PistolsDual Pistols
Pack a pistol in each hand. Only Nadia and Cain can use these weapons, though. 

Dual Berettas Dual SMGs

•Price: 7500
•Damage: 5-10 x 2

These machine guns are just what
you need to chop up a crowd of
enemies.

Dual Desert Eagles

•Price: 3150
•Damage: 16-21 x 2

Two fat slugs at the same time? A
recipe for serious destruction.

Dual Laser Pistols
•Price: 24060
•Damage: 70-85 x 2

Double-fist these portable energy weapons to do twice the damage, but with-
out any loss of speed.

•Price: 5925
•Damage: 38-45

This garage-special Laser Pistol is
far less accurate than the real
deal, but energy blasts do more
damage than bullets. If you must
tell your friends you have a
"laser," go for it. But you would
be better served to save your
money for the factory job.

•Price: 1425
•Damage: 8-10 x 2

The single Beretta isn't much
against powerful, fast enemies.
At least Dual Berettas give you
twice the chance to hit them.
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RiflesRifles
The next step up from handguns, rifles are slightly more powerful and able to hit a target farther away. There
are several types of rifles, each one suited for a different need, such as the Assault Rifle, which is best for
mowing down a group of enemies, while the Hunting Rifle is good for steadily pounding a 
slow-moving target.

Home-Made Rifle Hunting Rifle

•Price: 1470
•Damage: 23-30

A much better rifle than the
home-made variety, the Hunting
Rifle is great for picking off a
faraway target that isn't likely to
realize it's being shot at.

Double-Barrel Shotgun

•Price: 2700
•Damage: 8-11

With its twin barrels of justice, this
rifle fires a decent-sized spray of
pellets at an oncoming enemy.

Combat Shotgun 

•Price: –
•Damage: 14-19

This two-handed shotgun rapidly
fires a thick, deadly blast of 
pellets. This weapon can't be
bought, though; it must be earned
from fulfilling a side quest.

Home-Made Machine Gun

•Price: 2850
•Damage: 10-15

This jerry-rigged Machine Gun
fires a steady stream of bullets,
but is not as lethal or accurate as
the Assault Rifle.

Assault Rifle

•Price: 18750
•Damage: 15-21

The military-grade Assault Rifle 
is one of the most reliable
weapons in the wasteland. It fires
bullets with great accuracy at an
impressive rate–perfect for 
stopping a rampaging enemy.

•Price: 600
•Damage: 17-23

The worst, most inaccurate rifle
in the wasteland. But it's a good,
cheap way to acquaint yourself
with the ways of the rifle, and
decide whether or not the weapon
class suits your style.
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Home-Made Laser Rifle Plasma Rifle

•Price: 8250
•Damage: 45-56

This is a poor excuse for an 
energy weapon. This garage-rate
rifle has terrible accuracy and it
doesn't even fire very fast. But
any energy weapon is better than
no energy weapon at all.

•Price: 27360
•Damage: 130-151

Need to take out an enemy 
from a distance? Is that enemy 
wearing armor? No worries. 
The Plasma Rifle, which offers
superior accuracy and a good rate
of fire, has you covered for all your
killing needs.

Big GunsBig Guns
The next step up from rifles, these weapons cause considerable damage–and make you look good while
doing it. 

Heavy Machine Gun

•Price: 13500
•Damage: 15-21

This gun unloads a fast blast of
bullets, but is not especially accu-
rate. It's better when used in
close range, as it can keep several
enemies busy at the same time.

Minigun

•Price: 27735
•Damage: 40-65

Awful accuracy–but that's not the
point. The Minigun unleashes a
lethal stream of continuous bul-
lets that can saw an incoming
horde of enemies in half.

Flamethrower

•Price: 1350
•Damage: 0-11

Use the Flamethrower to burn
down an advancing enemy or torch
a group of marauders. They'll 
continue to burn for a few
moments after you've let off the
trigger, but be careful. That's a gas
can strapped to your back now.Turbo Plasma Rifle

•Price: 34500
•Damage: 70-84

This weapon is an upgraded Plasma Rifle that fires much quicker, and with
deadlier accuracy. One or two shots from this piece will reduce an enemy to a
fine pile of ash.
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Continuous Fire Laser
•Price: 24000
•Damage: 32-41

One of the most fun weapons to use in Fallout. Lock and load this death deal-
er and release a continuous stream of pure energy on an entire group of
enemies. You'll incinerate them all within seconds.

Incendiary Mortar
Home-Made 
Rocket Launcher

•Price: 16500
•Damage: 120-181

A launcher assembled from sal-
vaged parts. Hope it doesn't blow
up in your face.

Rocket Launcher

•Price: 30000
•Damage: 120-181

A professional-grade launcher that
fires an exploding shell. Don't fire
it at a close-range target, or you
will take heavy damage.

Very Big GunsVery Big Guns
These weapons are some of the best hardware in the wasteland, able to tear open an enemy with a single
shot. Only Cyrus and Cain can use these humungous weapons of mass destruction.

Plasma Cannon

•Price: 40500
•Damage: 300-471
An incredible energy weapon that,
when fully charged, fills half the
screen with an electrical blast. It
takes forever to recharge, but
nothing will survive long enough
to hurt you while it does.

Shredder

•Price: 30600
•Damage: 80-101

Imagine seven shotguns strapped
together, all firing at once.
Imagine aiming it a mutant. 
Now, imagine having to clean up
the mess.

•Price: 3450
•Damage: 123-183

This mortar launches a fuel tank at
an enemy. Inaccurate and slow to
reload, but when you hit the mark,
the fireworks are spectacular.
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ExplosivesExplosives
Some of the most impressive boom-boom in Fallout comes from the explosive
weapons. Explosives bounce off surfaces, such as walls and overturned cars,
then detonate after a delay. The blast radius will damage multiple enemies.
Explosives can also be set as mines.

Home-Made Bomb

•Price: 600
•Damage: 50-80

An amateur's bomb, made from
cleaning materials and old wiring.
it is the weakest of the explosives.

Toxic Grenade

•Price: 1200
•Damage: 20-40

The blast from a Toxic Grenade
doesn't do much damage, but 
the poison splashed on nearby
enemies will slowly deplete 
their health.

Frag Grenade

•Price: 1800
•Damage: 90-150

This military-issue weapon dam-
ages nearby enemies with a bar-
rage of shrapnel.

Incendiary Grenade

•Price: 2100
•Damage: 80-100

Fire explodes from this grenade
and continually burns any 
surface (such as skin) it comes 
in contact with.

Plasma Grenade

•Price: 3000
•Damage: 300-350

The energy weapon grenade
unleashes a blast wave that
knocks back every enemy sur-
rounding the detonation. It's
excellent for dispersing a horde
of enemies.

Mini-Nuke

•Price: –
•Damage: Insane

Oh, the big boom itself. All the
fury of nature in a small, conven-
ient package. It's the definitive
room clearer, which might
include you unless you hightail it
to safe distance before the Mini-
Nuke detonates. Use it against
huge foes.
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ArmorArmor
With all those weapons in use in the wasteland, you'll need some protection. Armor helps reduce the amount
of damage you take from attacks. There are several pieces to each set of armor–gloves, leggings, chest
plates, and helmets. To receive maximum protection, leave no portion of your body without armor. It will cut
down on your usage of Stimpaks considerably, saving you precious money.

Clothes
These are what you begin the
game wearing. They offer no
resistance to attacks, but at least
they cover the unmentionables.

Leather Armor Riot Armor

Riot Armor is made from salvaged
pieces of S.W.A.T. gear. The Kevlar
fabric helps cut down on damage
from basic attacks.

Better than the rags you have on,
but not by much. Cobbled togeth-
er from the hides of dead ani-
mals, Leather armor offers slight
protection from attacks.

Metal Armor

Metal Armor offers decent protec-
tion from enemy attacks, and it's
Superior to Combat Armor.

Combat Armor
This light suit of armor uses
Kevlar and steel plating to pro-
tect from damaging attacks.
It's much better than Leather
Armor because it offers addi-
tional protection from fire and
radiation damage.

Tesla Armor

Tesla Armor is a modified suit of
Metal Armor. It offers the same
protection from melee and ranged
attacks, but the Tesla coils and
other science-genius gear offers
almost complete invulnerability to
energy weapon attacks.

Power Armor
The best armor you'll find in the
wasteland. The only way you can
get this incredible protective
suit is by finding all the neces-
sary parts and bringing them to
the Vault's weapons engineer,
Tsun. It's a pain to find the
pieces, but the reward is worth
it. The Power Armor uses a small
fusion generator to give the
wearer extra strength.
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ItemsItems
As you wander the wasteland, you'll pick up supplies necessary for completing
your mission for the Brotherhood. The two most useful items are caps and
Stimpaks. When you're low on either, you're in trouble.

Caps
Caps are the basic form of 
currency in the wasteland. Use
them to buy weapons, armor, and
supplies from traders.

Bawls Caps
These special, rare caps are worth
50 regular caps each.

Stimpak
This health item will restore a 
little bit of your health per use.
It's excellent for giving you just
enough health for getting out 
of a jam.

Super Stimpak
The extreme version of the
Stimpak restores almost all of
your health. In the deepest
recesses of the Vault, these are
as necessary as bullets, as mad
mutants deal devastating blows.
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Not everybody can join the Brotherhood of Steel and reap all the benefits of
membership. The inner circle is small and made up of hardened warriors who
spent years in the wasteland, amassing knowledge and skill. Leapfrog the griz-
zled paladins in line for the most esoteric of the Brotherhood's secrets by check-
ing out these final pages of your guide to surviving the nightmare of life after
the Great War.

Secrets from
the Wasteland

Several of the folks you meet during your travels
can be enlisted to help fight the Mutants and save
humanity. As you finish each chapter of the game,
another supporting character is unlocked and ready
to wade into disaster.

After clearing Carbon of the Raider Matron's
menace, Patty, the Vault-Tec heroine, becomes
available to play. Once the ghoul city of Los is
undone, Rhombus, the paladin in purple, joins the
cause. And the Wanderer, the hero of the original
Fallout, goes in for another tour of duty once Attis
has been defeated in the depths of the Vault.

Hidden CharactersHidden Characters

There is plenty of bang-bang in this failed paradise to dish up some serious hurt, but connoisseurs of
killing will want to uncover these two secret weapons.

SECRET WEAPONSSecret Weapons

The SluggerThe Slugger
The Great Bambino wishes he had a bat like
this. This piece of lumber needs no cork to
knock enemies across the screen and do huge
damage.

To uncover the Slugger, head to the docks
in Los. Check the narrow alleyway behind the
last few pools of green radioactive sludge.
There will be Ghouls standing behind fences.
Lob Grenades over the fence and kill these
Ghouls. Exit the alleyway to find yourself face
to face with the biggest Ghoul you've ever
seen. Use the biggest boom you have to bring
the monster down and the Slugger is yours.

Meat-CannonMeat-Cannon
This weapon has more
than a funny name, it
has incredible range
and a very neat trick:
it never runs out of
ammo. The Meat-
Cannon fires explosive meat at targets that
does serious damage.

To find the Meat-Cannon, check back to
the Bridge chapter of Los. Remember the hid-
den area across from the Save Game Console
that requires the leap of faith? If you walk out
across the blackness and reach the island,
you're halfway there.

Kill all of the Ghouls on the asphalt island
and head for the truck in the back corner.
Open the footlockers to discover caps and the
Meat-Cannon. Bon appetit.
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*Pinups: Footage of the female characters from the game, but done up for 
a '50s-era calendar  shoot. Saucy!

*Environment: View concept artwork for the locations in the game, such as
Carbon and Los.

*Weapons: Check out concept artwork and renderings of the weapons used 
in the game.

*Characters: More artwork, but this set concentrates on the characters.

*Skinlab Music Video: Skinlab provided some of the rockin' tunes that play 
over the games best action sequences. Watch a music video of the group.

Quite a bit of effort went into bringing you the best post-apocalyptic
killing spree ever for next-gen consoles (sure to become a new genre unto
itself). The team behind Fallout: Brotherhood of Steel has assembled all of
the cutscenes and cinematics, as well as plenty of making-of footage, for
your perusal–but you're going to have to put a little sweat into it if you
want to see it all. All of these extra goodies are accessed from the "Bonus"
option on the menu screen.

For the basics: Every time you complete a chapter with that character,
that cinematic is unlocked for future and forever viewing. Grab some pop-
corn and watch your character's introduction til the end of 
the world.

Once you complete the game, the follow bonus material as unlocked:

*Pinups: Footage of the female characters from the game, but done up for 
a '50s-era calendar  shoot. Saucy!

*Environment: View concept artwork for the locations in the game, such as
Carbon and Los.

*Weapons: Check out concept artwork and renderings of the weapons used 
in the game.

*Characters: More artwork, but this set concentrates on the characters.

*Skinlab Music Video: Skinlab provided some of the rockin' tunes that play 
over the games best action sequences. Watch a music video of the group.

Bonus MaterialBonus Material


