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HOW TO PLAY
Bulletstorm puts you in the boots of Grayson Hunt, as he and his crew struggle to survive on a hostile world. Before jumping into 
action, take a few moments to review the controls and interface. If you’ve played other shooters, the gameplay is very intuitive and 
easy to pick up. All aspects of gameplay are also covered in the campaign’s prologue, where you’re walked through how to perform 
each action, step by step.

Xbox 360 Controls Playstation 3 Controls
Aim Weapon Aim WeaponSkillshot 

Database Skillshot 
Database

Pause Menu Pause Menu
Fire Fire

Charge Shot Charge Shot
Swap Weapon

Swap Weapon
Kick

KickReload
Reload

Slide/Climb/Sprint Slide/Climb/Sprint
Look

LookWeapon Select

Weapon Select
Move

Move

Leash/Thumper Leash/Thumper

For the PC, standard mouse-keyboard controls are recommended. However, the PC controls are completely 
customizable, allowing you map actions to any key or mouse button.

Interface

1  Skillshot Notification: Every time you perform a skillshot, text 
appears on the screen listing the skillshot and the skillpoints 
earned. The color of the text also notes the difficulty of the 
skillshots. Easy skillshots appear as blue text, medium skillshots 
are yellow, and hard skillshots are red.

2  Dropkit Notification: Anytime you’re near a dropkit, this line of 
text appears in the top right corner of the screen. Continue 
searching until you find the dropkit and interact with it using the 
leash. Dropkits are your source for ammo, upgrades, and new 
weapons.

3  Clip Ammo: This large number in the bottom right corner of the 
screen indicates how much ammo remains in your selected 
weapon’s current magazine. If you run out of ammo, Gray 
automatically reloads. But make a habit of manually reloading 
before this number reaches zero—you don’t want to run out of 
ammo at the wrong time.

4  Reserve Ammo: This small number indicates how much ammo 
you have in reserve for the selected weapon. The amount of 
ammo you can carry for each weapon can be increased by 
purchasing ammo capacity upgrades.

5  Charged Shots: The red dashed lines below your 
ammo numbers shows how many charged shots you 
have for your selected weapon. Charged shots can be 
purchased from dropkits. Once the feature is 
unlocked, you have three charge shot slots for each 
weapon. But this number can be increased by 
purchasing charge shot capacity upgrades. All 
weapons support a maximum of nine charged shots.

6  Thumpers: The blue dashed lines below the 
charged shots represent how many Thumpers you 
have for your leash. Thumpers are leash-based 
attacks capable of launching multiple enemies into the 
air with a powerful shockwave. Once unlocked, you 
have a maximum of three Thumper slots for your 
leash, but this can be upgraded to a maximum of 
nine. Thumpers are expensive and must be purchased 

individually, so make each one count.

7  Ammo Pick-Up: By picking up dropped weapons and ammo 
boxes, you can partially replenish your ammo stores. When you 
pick up ammo, an image of a weapon appears along with a 
number. The image represents which weapon the ammo is for 
and the number indicates how many rounds you’ve acquired. 
Every bullet you can scavenge is one less bullet you have to buy 
from a dropkit, so go out of your way to search for ammo at the 
end of every firefight.

8  Skillpoint Total: Every kill and skillshot you perform earns you 
skillpoints. This number represents the total amount of skill-
points earned. Skillpoints are the game’s currency as well, and 
can be spent on ammo, upgrades, and new weapons at 
dropkits. So don’t hoard your skillpoints. Spend them on better 
equipment so you can earn even more skillpoints.

9  New Skillpoints: Every time you kill an enemy and/or perform a 
skillshot, the skillpoints earned from your action appear next to 
your skillpoint total. After flashing on the screen for a few 
seconds, this number is then added to the skillpoint total. 
Skillpoints can also be earned for destroying newsbots and 
electrofly swarms.
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HOW TO USE THIS GUIDE
Welcome to the official game guide for Bulletstorm! Now that you know the backstory and have familiarized yourself with the main 
characters, it’s time to get to work. The information in this guide includes everything you need to get the most out of the single-player 
campaign and the Echoes and Anarchy modes. Here’s a brief summary of what you’ll find within the guide.

Campaign Walkthrough
Notorious space pirate Grayson 
Hunt and his Dead Echo crew 
are stranded on Stygia, a 
strange world populated by 
territorial psychopaths, mutated 
cannibals, and carnivorous plant 
life. The campaign walkthrough 
provides everything you need 

to survive this hellish planet, with detailed breakdowns of every 
skillshot, weapon, and enemy. The locations of all collectibles are 
also revealed on each level map, including every electrofly swarm, 
newsbot, and Nom juice bottle. So whether it’s a secret skillshot, 
collectible, or achievement, the walkthrough has you covered, 
ensuring you don’t miss a thing.

Echoes
In Echoes, you’re challenged 
with replaying through portions 
of the single-player campaign 
while attempting to post a 
high score. Echoes levels are 
also timed, making it vital to 
complete each challenge as 
quickly as possible to attain a 

time bonus. In this chapter, we cover exactly how many points 
you need to achieve a three-star ranking on each Echoes level. 
Skillshot recommendations are also included, helping maximize 
your skillpoints during each frantic firefight.

Skillshots
Bulletstorm is all about killing 
with skill. In all, there more than 
100 different skillshots you 
can perform, each requiring 
a precise set of actions and 
conditions to pull off. Every 
skillshot is covered in detail, 
including the difficulty level, 

skillpoint value, and at what point in the game each skillshot can 
be unlocked. All secret skillshots from the campaign are also 
revealed, covering unique skillshots that can only be performed 
on certain levels.

Multiplayer
The cooperative Anarchy mode 
pits you and three teammates 
against wave after wave of 
enemies in arena-like maps 
filled with all sorts of nasty 
environmental hazards. But 
Anarchy mode isn’t just a game 
of survival. Instead, you must 

utilize teamwork and skillshots to post a high score to advance 
through each wave of enemies. This requires precision, coordi-
nation, and communication. The chapter covers all six Anarchy 
mode maps, pointing out the unique features and environ-

mental skillshots of each. The multiplayer leveling system is also 
discussed, revealing all ranks and their associated unlocks.

Weapons
Off-worlders don’t last long on Stygia without a robust arsenal. 

Each weapon in Bulletstorm is 
completely unique, each with its 
own strengths and weaknesses. 
This chapter includes a detailed 
breakdown of each weapon, 
including a full list of upgrades. 
Every weapon also comes with 
its own lineup of devastating 

skillshots.

Enemies
The populace of Stygia isn’t exactly the most hospitable bunch in 

the galaxy. So don’t expect any 
gift baskets upon your arrival. 
This chapter offers a complete 
breakdown of every enemy 
you encounter throughout the 
game. This includes tactics 
employed by each hostile and 
ways to counter them, including 

skillshots specific to certain enemies. Weapon recommendations 
are also discussed, describing the best way to defeat each 
hostile.

Achievements and Trophies
There are 50 different achievements and trophies to collect in 

Bulletstorm, spread out among 
the campaign, Echoes, and 
multiplayer. This chapter not 
only reveals the requirements 
for earning all of them, but 
it also provides useful tips 
detailing when, where, and how 
each achievement and trophy 

can be unlocked.

The Making of Bulletstorm
So what kind of people make a game like Bulletstorm? The 

brilliant minds at People Can 
Fly are probed for answers in 
this chapter as they discuss 
their latest release. The rich 
discussion is accompanied 
by concept art, showing the 
game’s progress from the 
earliest brainstorming stage to 

the final product. Exclusive photos of People Can Fly’s Warsaw 
studio are also included, giving you glimpse into the world of 
these talented developers.
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ACT OVERVIEW

Grayson Hunt, Ishi Sato, Rell Julian, and Dr. Whit Oliver were 
former soldiers embedded in the most feared band of elite, 
overt, crush your world into null space, annihilate any memory 
of you, hardcore, no-nonsense SOBs in the Confederation of 
humanity—Codename: Dead Echo

  The members of Dead Echo were under the charge of the 
human Confederation’s most feared leader, General Vincent 
Sarrano. The Confederation was breaking apart, civil war was 
beginning, and Sarrano was the guy in charge of making sure it 
didn’t with his army known as the Central Confederate Unit of 
Resolution (CCUR) or Central Unit as they were referred to. The 
members of Dead Echo discovered they’d been used by Sarrano 
to kill innocent civilians. They gave up on the Confederation and 
the general whose corruption and politics led to the misuse of 
their squad. For Gray the nightmares would never end. 

  Today the surviving members of Dead Echo are AWOL ex-patriots working as space pirates onboard the stolen Battleliner Galleon 
Spectre. Under the debaucherous eye of newly appointed Captain Gray Hunt, the team scuttles through the universe pilfering 
Confederate ships. The Spectre is well known, carries a huge bounty and is frequently reported pillaging the tracking lines between the 
human Confederations. If you see its black, skull-embossed markings, you are going to have a bad day.

Achievements and Trophies
Icon Name Description Gamerscore Trophy

Pointless Execute at least 10 headshots before you find the first dropkit 15 Bronze

Fits Like a Glove Meet your new best friend 15 Bronze

New Enemies Encountered

Berserker Skull

CollectiblesWeapon Unlocks
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Standard-issue military assault rifle. Features 
reasonable accuracy and a high rate of fire.
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CHAPTER 1: ON THE ROAD TO HELL SEE MAP ON THE FOLLOWING PAGE

Spectre: Cargo Deck
Legend

Level Start

Level End

Dropkit

Ammo

Newsbot

Electrofly Swarm

Nom Juice

1

2

3

4

1  As the story commences, Grayson Hunt and his Dead Echo crew are 
cruising through the side systems, outside Confederate jurisdiction. An 
interrogation is under way in the Spectre’s cargo hold as Gray and Rell 
coerce answers from a bounty hunter they recently captured. Feel free to 
look around during this sequence using the right control stick to pan left 
and right—the booze in Gray’s system has slightly blurred his vision, an 
effect intensified by quickly panning your view.

2  After threats of violence, the bounty hunter decides to talk. According 
to the bounty hunter, General Sarrano has doubled the bounty on Dead 
Echo to half a billion per head since their raid on a Confederate supply 
liner. Rell is impressed, but Gray feels he’s worth twice as much. When 
prompted, press the button shown at the bottom of the screen to take 
aim with Gray’s Peacemaker Carbine. Once you’ve taken shaky aim at 
the bounty hunter, press the fire button when prompted to blast the bottle 
taped to the top of the captive’s head. Despite Gray’s inebriated 
condition, the bottle shatters, leaving the bounty hunter unscathed…for 
now.

3  When prompted, kick the bounty hunter into the airlock. This causes 
him to tumble backward, briefly trapping him in the cramped chamber 
before Rell jettisons him out into space. Undeterred by the latest attempt 
by a bounty hunter, Gray is ready to raid more Confederate ships. As you 
gain full control of Gray, follow Rell to the nearby door.

4  Rell attempts to open the cargo 
deck’s door but the control panel 
shorts out. Move toward the door and 
press the button shown onscreen to 

force the door open manually. But as you reach out to pull open the door 
a knocking sound can be heard behind you. As Gray spins around he 
spots the bounty hunter floating outside the cargo deck’s viewport—and 
he’s holding a Nova grenade.

New Objective:
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At the start of each Echoes level, you must select your weapons. Early 
on, you don’t have many weapons to choose from, starting off with the 
PMC and leash. But as you progress, you’ll have more and more choices 
for your arsenal. Weapons can also be swapped out at dropkits found 
throughout the levels, but you don’t have to buy ammo or charged 
shots. Simply interfacing with a dropkit automatically replenishes your 
ammo and charged shots—but you’re limited to three charged shots per 
weapon and three Thumpers for your leash, so make each one count.

  The skillshot database is completely refreshed at the start of every 
level, so every skillshot you perform is new, earning you big points. 
But, as in the single-player campaign, don’t rely on the same skillshot 
over and over. Instead, try to perform a unique skillshot for every kill. 
This maximizes the points you earn, helping you achieve the necessary 
skillpoints for a three-star rating. But speed is a constant concern too, so 

don’t loiter around a level waiting for the very best skillshot opportunities. If you take longer than the level’s predetermined target time, 
you aren’t docked points. But if you finish the level early you can benefit from a time bonus—you earn 20 skillpoints for every second 
you come in under the level’s target time. So if you finish a level a full minute early, that’s a whopping 1,200 skillpoints!

ECHOES

ECHOES PRIMER

LEVEL TACTICS

Echoes Achievements/Trophies
Icon Name Description Gamerscore Trophy

Remembrance Play three different Echoes 10 15

Shooting Star Get at least 1 star on each of the first 14 Echoes 15 15

Supernova Get 3 stars on each of the first 14 Echoes 40 30

Bounty Hunter Have a total of at least 75,000 points in Echoes mode’s total high score 20 15

Guerrilla Tactics Execute at least 25 different skillshots in one Echo round 10 15

Halfway There Get at least 21 stars in Echoes mode 20 15

Old School Finish an Echo round without executing a single skillshot 20 15

Enforcer Get at least 15,000 points in one Echo round 20 15

Star Struck Get 3 stars on 10 different Echoes 20 15

Hoarder Have a total of at least 150,000 points in Echoes mode’s total high score 50 90

Master of Disaster Earn 2,000 points or more at once 20 15

Now that the horrors of Stygia are behind you, consider revisiting some of the more memorable set pieces from the single-player 
campaign in Echoes mode. Echoes mode is all about showing off, allowing you to compare your skills with friends and others in the 
community through a leaderboard system. The goal in Echoes mode is to get through each level as quickly as possible while scoring the 
most points.

At the end of each level you play in Echoes, you’re awarded a rating, ranging from one to three stars. The amount of stars earned is 
determined by how many skillpoints you’ve acquired. As in the single-player campaign, skillpoints are earned through kills. But scoring 
unique and difficult skillshots is the best way to go about racking up huge points. Each level is also timed, introducing a new challenge. If 
you finish a level within the target time, you’re awarded a time bonus, which is then applied to your skillpoints at the end of the level. The 
stars earned at the end of a level are tallied and applied to unlock other levels. For example, if you earn one or more stars on the Desert 
level, the Hideout and the Club levels are unlocked. But the fourth level (Rooftops) remains locked until you earn a total of five stars. The 
stars and points earned during Echoes figure heavily in the achievements and trophies offered in this mode, as seen in the following table.

This screen shows where you rank on the leader-
boards and how many stars are required to unlock  

the remaining levels.

Always strive for new skillshots with each kill to 
maximize your skillpoints.

The Boneduster’s charged shot is the fastest way to 
eliminate electrofly swarms.

Leaderboards

Gameplay Tactics

As you progress through the Echoes levels, you can see how well you stack 
up against your friends and others in the Bulletstorm community. The leader-
boards show where you rank, based on the stars you’ve earned and the total 
skillpoints you’ve acquired. Every time you play a level, the skillpoints you 
earn are applied to your global score, helping you move up in the rankings. 
So even if you’ve earned three stars on every level, keep playing in an effort 
to boost your global score. You can toggle between the global leaderboard 
and the friend leaderboard. In the global leaderboard, you’re ranked among 
everyone in the community. But in the friend leaderboard, you’re only 
ranked among those on your friend list. So even if you can’t top the global 
leaderboard, make an effort to best your friends.

Nom Juice and Swarms
During the Echoes levels, you’ll come across both bottles of Nom juice 
and electrofly swarms. Shooting the bottles is worth 200 skillpoints 
each, but drinking them can earn you much more through Intoxicated 
skillshots. However, shooting (and walking) straight while drunk isn’t easy, 
so definitely weigh the pros and cons before taking a swig. Electrofly 
swarms are also available to shoot, allowing you to score a big Exter-
minator skillshot. Or, if possible, fling an enemy into a swarm for the Fly 
Guy skillshot. But if a level has more than one swarm, only eliminate 
one, unless you have charged shots in your Boneduster—one charged 
shot from this weapon can eliminate a swarm in a flash. Shooting each 
electrofly one by one can seriously cut into your time. Considering each 
second is worth 20 seconds in a time bonus, your time may be better 
spent racing for the finish line.

In this section we take an in-depth look at all 14 Echoes levels. Included are the skillpoint requirements for achieving a three-star rating 
and the target times for each level. By performing the recommended skillshots and following the tactics, you’ll have no problem earning 
three stars on each level. 
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GENERAL SKILLSHOTS

In Bulletstorm, there’s no question about it—your enemies will die. However, it’s entirely up to you to choose exactly how they die. Will 
they be blown to bits by an exploding trash can? Will they be impaled on a cactus while a parasite chomps on their head? Or will they 
be crushed by an out-of-control elevator? With over 100 skillshots at your disposal, each enemy you encounter presents a wide range of 
creative opportunities. In this chapter, we take a close look at every skillshot in the game, providing skillpoint values, unlock information, 
and tips for performing each. So if you’re looking for a specific skillshot, look no further. 

  Before diving into this information, here’s a brief description of what you’ll find in the following tables:

Name: This is the name of the skillshot. With the exception of the 
secret skillshots, all tables are alphabetized by the name of 
the skillshot for easy reference. The secret skillshots are listed 
chronologically, in the order in which they’re unlocked during 
the single-player campaign.

Difficulty: Skillshots are broken up into three difficulty levels—easy, 
medium, and hard. This reflects the complexity of the skillshot, 
as well as the skillpoints awarded.

Skillpoints: A skillshot’s difficulty determines how many skill-
points it’s worth. There are two numbers listed with most of the 
skillshots. The first number shows how many skillpoints are 
awarded when you first unlock a skillshot—this is only awarded 
once. The second number shows the skillshot’s base value after 
it has been unlocked. If there is only one number, this skillshot 
can either only be performed once, or it yields the same value 
every time it’s performed.

Team: Many of the single-player skillshots can be performed 
during multiplayer Anarchy mode matches. Of these skillshots, 
many can be performed with a teammate. Team skillshots earn 
you and any teammate who contributes skillpoints. This is a 
great way to boost your team’s score when fighting through the 
waves of Anarchy mode.

Unlocked: Not all skillshots are available at the start of the game. 
This information shows you exactly when and where you can 
first perform a skillshot.

Description: This offers brief instructions on how to perform 
each skillshot. This is the same information that appears in the 
skillshot database.

Tips: This information expands on the description, offering more 
detailed instructions and the easiest way to perform each 
skillshot.

The general skillshots are the most common. For the most part, these 
skillshots don’t require specific weapons to accomplish. However, they 
may require unique environmental conditions. So always pay close 
attention to your surroundings and identify which skillshots are possible 
within each engagement. As with all skillshots, strive to perform those 
with a Hard difficulty to yield the most skillpoints possible. Or layer 
multiple skillshots per kill to really boost your score.

General Skillshots
Name Difficulty Skillpoints Team Unlocked Description Tips

Afterburner Medium 250/50 Yes
Act 1: 

Chapter 3
Kill an enemy who is on fire

Exploding trash cans and the Screamer’s flare are the best way 
to set enemies ablaze. Then score kills while your enemies are 
engulfed in flames.

Antidote Medium 250/50 No
Act 4: 

Chapter 2
Kill an enemy who is infected 
by puffball gas

Enemies infected by gas have a green cloud around them. Kill 
them while they’re still infected to get this skillshot.

Assplosion Medium 250/50 No
Act 5: 

Chapter 2
Kill a burnout by shooting its 
ass growth

Kick a burnout to the ground first, then shoot him in the ass. But 
not all burnouts have a growth on their ass.

Bad Digestion Hard 500/100 No
Act 4: 

Chapter 2
Cause a Venus man-eater to 
swallow something explosive

Kick a red barrel or trash can toward a Venus man-eater and 
watch it explode.

Blind Fire Hard 500/100 No
Act 1: 

Chapter 3
Kill someone while blinded 
by a flare

Side-step an incoming flare, then while blinded, kill an enemy 
of your choice. You can also blind yourself with flares shot from 
the Screamer.

Bombshell Easy 125/25 No
Act 2: 

Chapter 1
Kill two or more enemies by 
exploding a flailbomber

Shoot a flailbomber’s red explosive vest to detonate it near 
another enemy.

Bossed Hard 750/250 Yes
Act 1: 

Chapter 2
Kill a miniboss

This is awarded anytime a chaingunner, cannoneer, or driller is 
killed, regardless of method.

Discharged Medium 250/50 No
Act 7: 

Chapter 2

Use a charged weapon to 
kill a Heavy Echo while he’s 
charging his

Wait until a Heavy Echo’s PMC is glowing orange, then hit him 
with a charged shot of your own.

General Skillshots
Name Difficulty Skillpoints Team Unlocked Description Tips

Enviro-Mental Medium 250/50 No
Act 1: 

Chapter 1

Kill one or more enemies 
using an environmental 
explosive

Detonate red barrels or trash cans by shooting or kicking them 
toward large groups of enemies.

Exterminator Hard 500/100 Yes
Act 2: 

Chapter 1
Kill an entire swarm of 
electroflies

Shoot all six electroflies in a swarm. A single charged shot from 
the Boneduster can destroy an entire swarm.

Fast Food Hard 500/100 No
Act 2: 

Chapter 1
Ram an enemy to death with 
a hotdog cart

This is easiest when kicking the hotdog cart down a slope, such 
as the stairs in the park, early in Act 4, Chapter 2.

Feeder Hard 500/100 Yes
Act 4: 

Chapter 2
Feed an enemy to a Venus 
man-eater

Leash an enemy toward you, then kick him toward a plant. The 
enemy must not touch the ground before the plant eats him.

Fertilizer Hard 500/100 Yes
Act 1: 

Chapter 2

Explode two or more 
thumped enemies using an 
environmental explosive

Wait until multiple enemies gather around a red barrel or 
trashcan, then unleash a Thumper attack. Then as everything 
flies up into the air, target the barrel or trash can to kill the 
airborne enemies.

Fire in the 
Hole Hard 500/100 Yes

Act 1: 
Chapter 2

While a miniboss is stunned, 
kick him from behind, then 
shoot him in the ass

Kick the blue glowing plate of armor on a miniboss’s backside 
while he’s stunned, then shoot his exposed ass cheeks.

First In Last 
Out Hard 500/100 No

Act 1: 
Chapter 1

Get an enemy airborne, kill a 
different enemy, then kill the 
first before he lands

Thump an enemy into the air, kill a standing enemy, then target 
the thumped enemy, killing him before he lands.

Flak Hard 500/100 No
Act 1: 

Chapter 1
Destroy a gyrocopter using an 
indirect explosion

In the skulls hideout level (Act 1, Chapter 2) shoot the stacks of 
red barrels behind the hovering vulture gyrocopter. You can also 
earn this by exploding a Head Hunter’s charged bullet near a 
gyrocopter.

Fly Guy Hard 500/100 Yes
Act 2: 

Chapter 1
Kill an enemy by flinging him 
into a swarm of electroflies

Leash or kick an enemy into a swarm of electroflies. The swarm 
must be relatively low to the ground; otherwise, consider using 
a Thumper.

Flyswatter Medium 250/50 No
Act 2: 

Chapter 1

Thump an enemy so he 
smashes into the ceiling or 
an impaler

Unleash a Thumper attack in a room with a low ceiling.

Friendly Fire Medium 250/50 Yes
Act 1: 

Chapter 3
Kill an enemy by flinging him 
into the fire of another enemy

Leash or kick an enemy into the incoming fire of a miniboss or 
flaregunner.

Full Throttle Medium 250/50 No
Act 1: 

Chapter 1

Use bullets to kill two or more 
enemies without letting go of 
the trigger

This is easiest with the chaingun. Simply hold down the trigger 
and rake it across multiple enemies.

Gotcha Medium 250/50 Yes
Act 1: 

Chapter 3
Leash a creep or flaregunner 
and kill them in mid-air

You must stun your targets first, preferably by shooting them in 
the legs, prior to leashing them. This also works against creep 
snipers.

Graffiti Easy 125/25 Yes
Act 1: 

Chapter 1
Kill an enemy by kicking him 
against a surface

While an enemy is standing or airborne, kill him by kicking him 
against a wall.

Heads Up Hard 500/100 Yes
Act 4: 

Chapter 1

Put a Nom parasite on an 
enemy’s head, then take his 
head off

This is a modified Mercy skillshot. Put a Nom on the enemy’s 
head, shoot him in the crotch, then kick his head off.

Intoxicated Hard 500/100 No
Act 2: 

Chapter 1
Kill an enemy while drunk on 
Nom juice

Simply drink a bottle of Nom juice and kill an enemy. However, 
your vision is blurred and your movements are distorted while 
under the influence.

Kick Off Hard 750/250 Yes
Act 1: 

Chapter 2

Remove a miniboss’s helmet, 
then when he’s stunned 
again, kick his head off

You need to stun a miniboss twice to perform this one. After the 
first stun, leash his helmet off. After the second stun, kick him 
in the head.

Killer News Hard 500/100 No
Act 2: 

Chapter 1
Kill someone with the 
explosion of a newsbot

At close range, kick a newsbot into an enemy. Or if an enemy 
is standing close to a newsbot, shoot the newsbot until it 
explodes, killing the enemy.

Leak Medium 250/50 Yes
Act 4: 

Chapter 1

Put a Nom parasite on an 
enemy’s head then get a 
headshot

While an enemy has a Nom attached to his head, shoot the Nom 
repeatedly.

Nominated Medium 250/50 No
Act 4: 

Chapter 1
Kill an enemy with a Nom 
parasite on his head

Kill an enemy with a Nom on his head. Cannot be layered with 
Leak or Scarecrow.

Parashoot Medium 250/50 No
Act 1: 

Chapter 2

Leash an enemy out of a 
gyrocopter and kill him 
before he lands

Target a vulture gyrocopter with the leash to rip the pilot out of 
his seat, then shoot the pilot in the head before he touches the 
ground.
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Bulletstorm includes six different Anarchy mode maps, each with its own distinct layout and unique environmental hazards. In this section, 
we take an in-depth look at each map, offering skillshot suggestions that can boost your team’s score through 30 waves of enemies.

Dead Rock

Dead Rock Skillshots
Name Description Skillpoints

Nom Nom Nom Use the dinosaur skull to kill an enemy 150

Not in Kansas Use the tornado to kill an enemy 150

Grand Central Skillshots
Name Description Skillpoints

Flattery
Use the elevators 
to kill an enemy

150

Make a 
Wish

Use the fountain 
to kill an enemy

150

Meatspin
Use the revolving 
doors to kill an 
enemy

150

Midnight 
Express

Use the monorail 
to kill an enemy

150

Dead Rock Tactics
1  Dead Rock is ring-shaped map with a 

massive whirling tornado dominating the 
center. Look for opportunities to leash or kick 
enemies into the tornado to score Not in 
Kansas skillshots. But instead of performing 
this skillshot on your own, involve a teammate 
for more points. Use your leash to get an 
enemy airborne, then let a teammate kick him 
into the tornado for Team Not in Kansas 
skillshot. This guarantees both of you 200 
skillpoints. By standing on one side of the 
map, you can also target enemies on the 
other side with the leash, pulling them 
through the tornado for easy individual 
points.

2  While the tornado is always fun, don’t 
overlook the dinosaur skull on the map’s 
perimeter. Simply knock enemies into the 
skull’s open mouth to feed the extinct 
creature. The skull automatically chomps 
down on any bodies that enter its mouth, 
earning you a gruesome Nom Nom Nom 
skillshot. Work with a teammate score a Team 
Nom Nom Nom skillshot. Leash an enemy in 

front of the skull while a teammate kicks him into the mouth.

3  A Venus man-eater is located in an alcove not far from the dinosaur skull. Knock 
enemies toward the carnivorous plant for Feeder skillshots. Of course, it’s always 
best to coordinate such kills with a teammate. This skillshot can stack with other 
skillshots such as Yoink and Blind Fire.

4  There are plenty of other environmental hazards to harness on this map. Kick 
enemies into cacti for Pricked skillshots. Knock enemies into electrical objects for 
Shocker skillshots. Or impale enemies on rebar for Voodoo Doll skillshots. If you 
need to perform a Vertigo skillshot, move to the catwalk overlooking the canyon 
and knock enemies overing the railing. The Boneduster is ideal for blasting enemies 
over the side.

Grand Central

Grand Central Tactics
1  This monorail station is filled with a wide variety of 

environmental hazards you can leverage to score big 
points for yourself and your team. Kick enemies into the 
large electrified fountain for Make a Wish skillshots. The 
action is usually pretty heavy in this courtyard, so take it 
upon yourself to leash, kick, or slide into enemies, setting 
them up for your teammates to kick into the fountain.

2  Not far from the fountain is a revolving door. Knock 
enemies into the left or right side of the revolving door to 
score a bloody Meatspin skillshot, causing the doors to 

rapidly rotate while spewing gore. Set up near these doors with a teammate and 
coordinate Team Meatspin skillshots. Leash enemies in front of the door, then have 
your buddy kick them through.

3  Also in the courtyard are four elevator shafts. Kick enemies into the open 
shafts, then use the leash to yank an elevator down, crushing your enemy for a 
Flattery skillshot. This skillshot is ideal for teams. Have one teammate kick an 
enemy into a shaft while the other leashes the elevator.

4  The station platform is another busy place where you can score a unique 
skillshot. Approximately every 12 seconds, a monorail car on the track zooms past 
the platform, moving back and forth. Try to kick an enemy into the path of the 
speeding monorail car to score a Midnight Express skillshot. For best results, listen 
for the monorail car powering up before kicking an enemy off the platform. If your 
timing is off, the enemy will simply fall down, scoring you a Vertigo skillshot. This is 
the only spot on the map where a Vertigo skillshot is possible, so lure enemies here 
for Vertigo-based team challenges.

5  The signs hanging above the station platform can be leashed and brought down 
on enemies. The signs explode upon contact with the ground, potentially scoring you 
Enviro-Mental skillshots. In addition to exploding, the signs may also spread fire 
around the immediate blast area, making it possible to score Afterburner skillshots 
for killing enemies while they’re ablaze. The signs respawn after a few seconds, so 
pull them down frequently throughout a wave to score explosive kills.
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CCUR ARSENAL

Every weapon in Bulletstorm is totally unique. As expected, some fire bullets while others fire explosive bouncing cannonballs or super-
heated chains capable of slicing through multiple enemies. With these instruments of death, the potential for destruction is nearly 
endless.

Confederation dropkits left behind during Operation Anarchy are your one-stop shops for scoring new weapons, ammo, and upgrades. 
Use your leash to interface with each dropkit and spend your skillpoints wisely. These weapons and upgrades aren’t cheap, so do your 
best to rack up as many skillpoints as possible—those who kill with skill are rewarded with even more lethal goodies! In this section we 
take an in-depth look at each weapon available, including costs, upgrades, skillshots, and recommended tactics.

Final Echo Instinct Leash

Peacemaker Carbine (PMC)

Description: The leash is a concentrated 
energy beam that can be used to grab a 
target and drag it toward the user. It can 
also be upgraded to thump enemies into 
the air.

Thumper Upgrade: Smashes the target to the ground causing a 
massive terrain impact. Standard enemies are launched into 
the air with extreme force, while larger enemies are slammed 
to the ground and stunned. Can be used to impale opponents 
onto spiked ceilings.

First Available: Prologue

Unlock Thumper: 3,800 skillpoints

Thumper Cost: 500 skillpoints

Description: Standard-
issue military assault 
rifle. Features 
reasonable accuracy 
and a high rate of fire.

Charged Shot Upgrade: 
Fires a special-purpose clip of 100 bullets in a single concen-
trated blast. Can annihilate multiple enemies with a single shot.

First Available: Prologue

Magazine Capacity: 50

Base Ammo Capacity: 400

Unlock Re-arm Access Cost: N/A

Ammo Clip Cost: 160 skillpoints

Unlock Charge Cost: 3,200 skillpoints

Charge Cost: 180 skillpoints

Upgrades
Upgrade Cost Ammo Cap.

Thumper Capacity 1 1,000 6

Thumper Capacity 2 1,300 9

Upgrades
Upgrade Cost Ammo Cap.

Ammo Capacity 1 800 500

Ammo Capacity 2 1,000 600

Upgrade Charge 1 1,200 6

Upgrade Charge 2 1,600 9

Upgrades
Upgrade Cost Ammo Cap.

Ammo Capacity 1 800 48

Ammo Capacity 2 1,000 64

Upgrade Charge 1 1,200 6

Upgrade Charge 2 1,600 9

Thumper Skillshots
Name Difficulty Description Skillpoints

Flyswatter Medium
Thump an enemy so he smashes 
into the ceiling or an impaler

50

Slam Dunk Medium
Smash an airborne enemy into 
the ground using the Thumper

50

Trap Shooting Medium
Use bullets to kill a thumped 
enemy

50

Fertilizer Hard
Explode two or more thumped 
enemies using an environmental 
explosive

100

Touchdown Hard
Thump a stunned miniboss to 
his death

100

PMC Skillshots
Name Difficulty Description Skillpoints

Boned Easy
Kill an enemy with a charged 
shot within a moment of getting 
them in your sights

25

Bullet Kick Easy
Kick an enemy and shoot him to 
death in mid-air

25

Bullet Slide Easy
Slide an enemy and shoot him to 
death in mid-air

25

Headshot Easy
Kill an enemy with a shot to the 
head

25

Gag Reflex Medium
Kill an enemy with a shot to the 
throat

50

Overkill Medium
Perform a headshot with a 
charged shot

50

Rear Entry Medium
Kill an enemy by shooting him 
in the ass

100

Trip Wire Medium
Shoot a running enemy in the 
legs to trip him, then finish him 
off on the ground

50

Mercy Hard
Shoot an enemy in the crotch, 
then kick off his head 100

X-Ray Hard
Kill two or more enemies with a 
single charged shot

100

Screamer Skillshots
Name Difficulty Description Skillpoints

One Hit 
Wonder

Easy
Perform a clean execution by 
using only a single bullet to kill 
the enemy

25

Enlightenment Medium
Shoot an enemy in the head with 
a flare and let it explode

50

Fast Draw Medium
Kill an enemy the moment you 
have him in your sights

50

Fireball Medium
Shoot an enemy with a flare so it 
explodes and kills another enemy

50

Fireworks Medium
Explode an enemy who is 20 
meters or higher in the air

50

Misfire Medium
Flare an enemy but kill him 
before the flare explodes

50

Snapshot Medium
Kill an airborne enemy the 
moment you have him in your 
sights

50

Surgeon Medium
Kill an enemy by shooting only 
one single limb repeatedly

50

Firefighter Hard
Ignite three or more enemies and 
kill them while they are burning

100

Gunslinger Hard
Score two or more Fast Draws or 
Snapshots in a row

100

Leash Upgrades
Upgrade Cost Description

Leash 
Recharge 1

2,000
Reduce the recharge rate of the leash to 5 
seconds

Leash 
Recharge 2

4,500
Reduce the recharge rate of the leash to 4 
seconds

Leash 
Recharge 3

6,000
Reduce the recharge rate of the leash to 3 
seconds

Multiplayer Costs and Upgrades
Unlock Thumper: 3,500 skillpoints

Buy Thumper: 300 skillpoints

Field Notes
The leash is the single most versatile weapon at your disposal, 
capable of lifting most enemies right off their feet. Use it to yank 
enemies into environmental hazards like spikes, cactus plants, or 
electrified objects. Upgrade the leash with the Thumper capability 
as early as possible to take advantage of its awesome power. 
When overwhelmed by superior numbers, use Thumper attacks 
to launch all nearby enemies into the air. You can then perform 
a variety of skillshots, such as Trap Shooting or Fertilizer, on the 
airborne enemies. 

Leash Upgrades
Upgrade Cost Description

Thumper 
Capacity 1

1,000
Upgrade the maximum number of Thumper 
charges the leash can store by 1

Thumper 
Capacity 2

3,000
Upgrade the maximum number of Thumper 
charges the leash can store by 2

Thumper 
Capacity 3

5,000
Upgrade the maximum number of Thumper 
charges the leash can store by 3

PMC Upgrades
Upgrade Cost Description

Ammo 
Capacity 1

1,000
Upgrade the clip size of the Peacemaker by 10, 
its maximum ammo by 60, and its charge shot 
capacity by 2

Ammo 
Capacity 2

2,500
Upgrade the clip size of the Peacemaker by 20, 
its maximum ammo by 120, and its charge shot 
capacity by 4

Ammo 
Capacity 3

4,500
Upgrade the clip size of the Peacemaker by 30, 
its maximum ammo by 180, and its charge shot 
capacity by 6

Speed 1 500
Upgrade the reload speed of the Peacemaker 
by 20%  and its firing rate by 10%

Speed 2 1,500
Upgrade the reload speed of the Peacemaker 
by 35%  and its firing rate by 20%

Speed 3 2,500
Upgrade the reload speed of the Peacemaker 
by 50%  and its firing rate by 30%

Power 1 1,500 Upgrade the damage of the Peacemaker by 20%

Power 2 2,500 Upgrade the damage of the Peacemaker by 40%

Power 3 3,500 Upgrade the damage of the Peacemaker by 60%

Multiplayer Costs and Upgrades
Buy Weapon: N/A

Buy Ammo Clip: N/A

Buy Charge: 150 skillpoints

Field Notes
The PMC is your default weapon and is equipped at all times. 
The weapon functions just like any other automatic carbine, 
firing continuously until its 50-round magazine is empty. But the 
weapon does exhibit a fair amount of recoil when fired automat-
ically, so go easy on the trigger when accuracy counts—like when 
aiming for an enemy’s head, throat, or crotch. Use the weapon’s 
powerful charged shot to pick off large groups of enemies, 
scoring X-Ray skillshots. This is best performed against enemies 
moving in a single-file formation, allowing you to skewer the 
enemies with a vaporizing charge.

Screamer

Description: Powerful and accurate, this 
high-caliber revolver will stop almost any 
enemy dead in his tracks.

Charged Shot Upgrade: Launches a rocket-propelled flare at 
the target, sending them into the air and setting fire to nearby 
enemies when it explodes.

First Available: Act 1, Chapter 3

Magazine Capacity: 8

Base Ammo Capacity: 32

Unlock Re-arm Access Cost: 600 skillpoints

Ammo Clip Cost: 200 skillpoints

Unlock Charge Cost: 2,400 skillpoints

Charge Cost: 200 skillpoints

Multiplayer Costs and Upgrades
Buy Weapon: 2,000 skillpoints

Buy Ammo Clip: 100 skillpoints

Buy Charge: 300 skillpoints
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First Appearance: Act 6, Chapter 1

Primary Weapon: Penetrator

Abilities: The electrical generator strapped to the driller’s chest powers an electrical field 
surrounding his body, making him impervious to most attacks, including the leash. 
Meanwhile, the hulking miniboss attacks with a devastating Penetrator, capable of accurately 
scoring direct hits at close to medium ranges.

Tactics: Target the driller’s electrical generator first, hitting it with explosive attacks or 
charged shots. Do not attempt slide, kick, or leash attacks until the generator is destroyed. 
Otherwise, you’ll take damage by making contact with the electrical field. Once the generator 
is destroyed, hit him with a charged shot to stun him, then finish him off in spectacular 
fashion, setting up a skillshot of your choice.

Weapon Recommendations: Explosive weapons like the Bouncer or Flailgun are the most 
effective against the driller, particularly when targeting the generator on his chest. The 
Boneduster can also inflict heavy damage if deployed at close range. Unless firing charged 
shots, the PMC and Screamer inflict very little damage against this miniboss. The Head 
Hunter can be effective at long range when targeting the generator, but peering through the 
scope makes you vulnerable to attacks from the driller’s Penetrator.

Vulture Gyrocopter

The skulls are well armed with Confederate-
issue equipment, like the vulture gyrocopter. 
These one-man copters are equipped with a 
punishing machine gun, capable of spitting out 
lethal amounts of lead in a matter of seconds. 
When confronting these copters, try to leash 
the pilot out of his seat, assuming the copter 
is close enough. If not, shoot them down with 
a weapon like the chaingun or pick off the pilot 
with the Head Hunter. Eliminate these threats 
as soon as they appear. If you’re swarmed 
by multiple vultures, you’ll have a hard time 
surviving the fight.

Vulture Skillshots
Name Difficulty Description Skillpoints

Parashoot Medium
Leash an enemy out of 
a gyrocopter and kill 
him before he lands

50

Flak Hard
Destroy a gyrocopter 
using an indirect 
explosion

100

Skyjack Hard
Kill a gyrocopter pilot 
while the vehicle is 
airborne

100

THE CREEPS

BURNOUTS

The creeps are a rival gang of mutants in a constant war for survival against the 
skulls. A mix of toxic waste and gamma radiation is most likely responsible for 
their grotesque mutations. But their less-than-appetizing appearance doesn’t 
stop the skulls from treating the creeps like cattle. As a result, the creeps 
respond aggressively to any human incursions on their territory, often barba-
rously mutilating the bodies of their skull rivals.

First Appearance: Act 3, Chapter 1

Primary Weapon: Peacemaker Carbine

Abilities: Creeps prefer to keep their distance, often attacking with their 
Peacemaker Carbines from behind cover. But they’re agile fighters at close 
range, capable of dodging leash and kick attacks while 
delivering punishing melee strikes of their own. Unless 
they’re stunned or flying through the air, it’s nearly 
impossible to kick a creep.

Tactics: Sliding attacks are the most effective way to 
approach these enemies and knock them into 
the air. While it’s possible to leash creeps, 
you must first stun them by shooting them. 
This is sometimes preferable to sliding 
because these enemies often keep their 
distance from you. Thumper attacks 
are the best way to deal with multiple 
creeps in tight quarters. Although 
creeps can often dodge leash 
attacks, they can’t escape the violent 
shockwave of a Thumper.

Weapon Recommendations: Most of the 
weapons in your arsenal are effective 
against creeps. The PMC and Screamer 
are great for dealing with these guys at 
close or medium ranges. At long range, rely 
on the Head Hunter to take these guys down. 
The Boneduster works great at close range, 
but creeps often retreat before you get that 
close—unless you slide toward them and 
blow their legs off first. The Bouncer and 
Flailgun can also be tricky to use given the 
distance at which most engagements occur.

Creep

Creep Skillshots
Name Difficulty Description Skillpoints

Gotcha* Medium Leash a creep or flaregunner and kill them in mid-air 50

* = applies to snipers, too

Sniper
First Appearance: Act 3, Chapter 1

Primary Weapon: Head Hunter

Abilities: Equipped with Head Hunter rifles, the creep snipers are extremely 
dangerous, usually attacking from extreme ranges. Like creeps, snipers utilize 
cover, often crouching behind objects while peering through their weapons’ 
scopes. At close range, snipers tend to retreat, often seeking out cover before 

attacking. A sniper’s scope glows red just before he fires. So if you see this 
glowing red color, find cover fast. Snipers rarely miss their targets.

Tactics: If you can get close enough, the leash is handy for pulling these enemies toward you. 
Thumper attacks are also useful for launching these enemies into the air. Snipers often dash 
between different pieces of cover. This is when they’re most vulnerable, so wait for these oppor-
tunities to retaliate and nail them while they’re on the run, preferably with the Head Hunter sniper 
rifle.

Weapon Recommendations: The Head Hunter is the best way to counter snipers, especially when 
confronting these enemies at extreme ranges. At close or medium ranges, the PMC and Screamer 

are good choices, offering decent damage and accuracy—especially when firing charged shots. But 
short-range weapons like the Boneduster and Flailgun are less effective because of the speed and 
distances at which you encounter these enemies.

Even the skulls and creeps avoid the burnouts. These mutants are ferocious cannibals, often attacking in large packs, ripping their victims 
apart before feasting on their remains. Prolonged exposure to gamma radiation has made their skin rock hard and resistant to most small arms.

Burnout
First Appearance: Act 5, Chapter 2

Primary Weapon: None

Abilities: Burnouts usually attack in large groups and charge toward their prey. Lacking projectile 
weapons, burnouts attack at close range, pummeling their targets with their fists. Most projectile 
weapons are ineffective against these enemies unless the orange growths on their body are 
targeted—this is their only weakness. The volatile orange growths explode when ruptured by 
bullets, fire, or environmental explosions.

Tactics: Explosive-based attacks are the most effective means of stopping hordes of burnouts. 
Utilize red barrels and trash cans whenever possible by kicking them toward burnouts and 
exploding them. Burnouts are also susceptible to all the usual environmental hazards, too, like 
sharp pieces of rebar and electrical wires. Try to kick them into these hazards for quick kills. 
Leashing enemies into hazards is effective, but may leave you vulnerable to flanking attacks by 
other burnouts. Slide attacks are largely ineffective, but a kick will knock a burnout on his ass.

Weapon Recommendations: Explosive weapons like the Flailgun and Bouncer are the best way to 
take out burnouts, often leading to multiple kills with each pull of the trigger. The Screamer is also 
effective, particularly when firing flares into large groups of burnouts. At close range, the Boneduster 
is very useful, allowing you to score hits on a burnout’s orange growths without aiming too closely. 
While the Head Hunter is a highly accurate weapon capable of easily hitting burnout’s weak spots, 
you’re likely to be surrounded and pummeled to death while peering through the scope.

Burnout Skillshots
Name Difficulty Description Skillpoints

Assplosion Medium Kill a burnout by shooting its ass growth 50

Steady Hand Hard Only hit the weak spot of a burnout and kill it 100
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Xbox 360 Achievements and PS3 Trophies

Icon Name Description Gamerscore Trophy How to Obtain

COMPLETION

Destructive Beat
Complete single-player campaign on 
Very Easy or Easy difficulty

20 15
Start and complete the campaign on Very Easy, Easy, or a harder 
difficulty.

Violent Melody
Complete single-player campaign on 
Normal difficulty

30 15
Start and complete the campaign on Normal or a harder 
difficulty.

Brutal Chorus
Complete single-player campaign on 
Hard difficulty

40 30 Start and complete the campaign on Hard or a harder difficulty.

Blood Symphony
Complete single-player campaign on 
Very Hard difficulty

50 90 Start and complete the campaign on Very Hard.

Major 
Malfunction

Destroy 50% of the newsbots 5 15
Find and destroy at least 14 newsbots. Reference the collectible 
checklists for all newsbot locations.

Total Malfunction Destroy all newsbots 20 30
Find and destroy all 28 newsbots. Reference the collectible 
checklists for all newsbot locations.

Insecticide Destroy 50% of the electroflies 5 15
Find and destroy at least 11 electrofly swarms. Reference the 
collectible checklists for all swarm locations.

Pest Control Destroy all electroflies 20 30
Find and destroy all 21 electrofly swarms. Reference the 
collectible checklists for all swarm locations.

Space Pirate Drink at least 20 bottles of Nom Juice 10 15
Find and drink 20 bottles of Nom juice. Reference the collectible 
checklists for all bottle locations.

Straight Edge
Destroy at least 20 bottles of Nom 
Juice

10 15
Find and shoot 20 bottles of Nom juice. Reference the collectible 
checklists for all bottle locations.

CHECKPOINT-BASED

Fits Like a Glove Meet your new best friend 10 15
Automatically earned when you find the Final Echo leash during 
the Prologue.

Patched Up
Receive a software update for your 
leash

10 15 Connect to the first dropkit in Act 1, Chapter 1.

All Bow To Heavy 
Metal

Big head, big headache 10 15 Stop the Hekaton’s pursuit in Act 1, Chapter 3.

Size Matters Use your biggest weapon 10 15 Clear a path with the Mechaton in Act 2, Chapter 2.

Damsel in 
Distress

Rescue the princess 10 15 Rescue Trishka from the creeps at the dam in Act 3, Chapter 2.

Destroyer of 
Worlds

Cause major destruction 10 15
In Act 4, Chapter 1, use the giant ball to knock out the barricade 
blocking the street.

Weed Killer Tidy up the back yard 15 15
Kill the Hyper-Mutated Flytrap boss at the end of Act 4, Chapter 
2.

Minced Meat Take out the mall’s biggest customer 15 15
Dice the muta-burnout boss in Act 5, Chapter 2, by kicking him 
into the chopper’s spinning rotor.

Xbox 360 Achievements and PS3 Trophies

Icon Name Description Gamerscore Trophy How to Obtain

Grilled Meat
Prepare a big meal using an improvised 
electric stove

15 15
Electrocute the muta-burnout boss in Act 6, Chapter 3, by 
kicking him into the electrified wires.

Armed and 
dangerous

Grow as a person, experience betrayal. 
Again.

20 15 In Act 6, Chapter 3, input the disarm code for the DNA bomb.

Stowaway Catch a ride 20 15
This is earned at the beginning of Act 7, Chapter 2, for making it 
aboard Sarrano’s jumpship.

GAMEPLAY

Pointless
Execute at least 10 headshots before 
you find the first dropkit

10 15
During the Prologue and before accessing the first dropkit in Act 
1, Chapter 1, score at least 10 headshots.

Disco Inferno
Kill all enemies without leaving the 
dance floor in the city outskirts

10 15
In Act 2, Chapter 1, kill the chaingunner and all other enemies 
while never leaving the dance floor area.

Chop-Chopper
Kill the enemy inside the airborne 
helicopter in the park

20 15
Use the Head Hunter to kill the banshee door gunner as the 
chopper flies over the park in Act 4, Chapter 2.

Red Barrels
Explode all the red barrels on the 
rooftop while in a helicopter

20 15
At the end of Act 5, Chapter 3, use the banshee’s chaingun to 
shoot all the red barrels on the rooftops.

No Man Left 
Behind

Kill all enemies while escaping from 
the collapsed building

20 15
At the end of Act 4, Chapter 3, kill the two skulls before reaching 
the elevator; a Thumper works well.

I Might Be Late
Kill all enemies during the sprint to 
Sarrano’s jumpship

20 15
Once the timer starts, kill every enemy at the end of Act 7, 
Chapter 1, while racing to Sarrano’s jumpship.

Just One Last 
Thing

Kill all enemies before you reach the 
escape capsule

20 15

As soon as you enter the Ulysses at the end of Act 7, Chapter 2, kill 
every Heavy Echo shock trooper you encounter. Thumpers and the 
Boneduster’s charged shot work well. Enter the capsule and kick 
the final shock trooper as he tries to enter through the hatch.

Om Nom Nom!
Feed a Venus man-eater with a Nom 
parasite

10 15
Kick a Nom parasite toward a Venus man-eater. This can be 
accomplished at multiple points during the campaign.

SKILLSHOT ACCUMULATION

Wannabe
Perform 10 different single-player 
skillshots

10 15
You can earn this early on in the campaign just by performing 10 
different skillshots.

Somebody
Perform 25% of the single-player 
skillshots

20 15 Perform at least 34 different skillshots during the campaign.

Big Cheese
Perform 50% of the single-player 
skillshots

30 15 Perform at least 68 different skillshots during the campaign.

Celebrity
Perform 75% of the single-player 
skillshots

40 15 Perform at least 102 different skillshots during the campaign.

Golden Idol
Perform every single-player skillshot 
in the game

50 90 Perform all 135 skillshots during the campaign.

Master of 
Disaster

Earn 2,000 points or more at once 20 15
This is easiest in Echoes mode. At the start of the Jumpship 
level, unleash a Thumper to kill multiple Heavy Echo shock 
troopers with Flyswatter and Shocker skillshots.
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Kicking, sliding, leashing...
Okay, but what about 
shooting? Bulletstorm is a 
shooter after all. Don’t panic! 
The game features a wide 
and unique range of guns, 
from a standard carbine to 
the Penetrator—a new incar-
nation of the stake gun from 
Painkiller, a previous People 
Can Fly game. Seven main 
weapons with two fire modes 
each allow for a variety of 
play styles, strategies, and 
skillshots. You only need to 
keep in mind that one gun is 
no better than the other in 
Bulletstorm.

  “We don’t have a normal progression of weapons,” says Adrian. “It’s 
not that you start with the weakest and gradually get stronger ones. The 
seventh gun is not necessarily better than the second one. They differ 
exclusively in play style. Of course, new weapons are worth using since 
they let you perform new skillshots, but in good hands each gun is as 
effective as the rest. Even the standard PMC is a full-fledged weapon, very 
effective and with many opportunities for creative kills. You can shoot a 
running enemy in the legs, fell and finish them and you will get Trip Wire. 
Don’t forget that PMC has also a great charge shot that kills the enemy 
instantly.”

  As Adrian says, never forget the charge shots. These 
are basically alternative fire modes, which you buy in the 
dropkits scattered around the levels. The twist is that it’s 
not enough to press the button to shoot. It only activates 
the charge shot, which is indicated by rumbling controller 
and heating weapon. To actually fire, you need to press 
the trigger. However, before you do so, you can aim your 
shot or even switch the weapon and return to the charged 
one later! Since charge shots are limited and expensive, 
it’s possible to cancel charging by pressing the alternative 
fire button again. It may come in handy at any moment, so 
it’s better not to waste any. You must remember, though, 
that since charge shots are very powerful, they don’t give 
you many skillpoints. 

  Charge shots aside, even the normal fire 
mode holds some surprises. For example, 
a well-aimed shot in the head from the 
revolver-like Screamer is an instant kill! 
The shotgun (Boneduster) does even more 

wonders because its standard 
fire can work in two ways. 
If you’re very close to the 
enemy, one shot is enough 
to dismember the foe. Yet, if 
you move back a few steps, it 
won’t be fatal but instead will 
push them back and hopefully 
impale them on cacti or wires. 
So it works like a kick—you 
don’t need to be very close to 
the enemy and it does much more damage.

  Likewise, the Bouncer has more to it than 
meets the eye. At first glance, it works like 
an average grenade launcher, with grenades 
exploding on contact. Beware, though, because 
the grenades are not armed immediately after 
firing and that’s why the Bouncer doesn’t make 
a good close-range weapon. Fortunately, it has 
other advantages. If you hold the fire button, the 
grenade won’t explode and will bounce until you 
release the trigger! To use the launcher effectively, 
it’s crucial to carefully watch the environment. 
When the surroundings are too complicated, it’s 
hard to predict which way the grenade may go. 
So it’s best to use it on a more or less empty, 
downward surface, like stairs. There, it becomes 
a great solution to an approaching group of 
mutants.

  The sniper rifle, the Head Hunter, allows you to 
lock on an enemy, fire a bullet, and steer it straight 
to a target. With it, headshots are no-brainers. 
But that’s only the tip of the iceberg. First of all, 
you can shoot without locking if you don’t zoom 
in. You can also stop controlling the bullet at any 
time, and it will go straight to the point it has been 
aimed at. What’s more, you can steer away from 

the locked-on enemy and send the bullet into a nearby explosive. The best part is that you can feel completely safe when controlling 
the bullet; at that moment you’re temporarily immortal.

  The Penetrator fires whirling drills that nail enemies to walls and floors. But the Penetrator holds a certain helpful secret. If you’ve got 
it equipped, you’re able to slide into the enemy and instantly kill them, without firing or losing ammo! And it gets only better: After a kill, 
the slide is extended so that you may hit another opponent. It’s more difficult than it seems, but it’s extremely rewarding.

  Next thing: explosion synergy. Have you heard about it? If not, Adrian explains:

  “Few people know that we’ve included so-called explosion synergy. It sounds frightening but in fact is very simple. You have different 
explosives in the game: trash cans, grenades, and flailchains from the Flailgun. If you combine two of them, the explosion will be much 
bigger, do more damage, and hurt more enemies. Simply put, it pays to use an explosive weapon on an explosive item.”

The studio’s first game was Painkiller, 
released in 2004.

Bulletstorm artwork is present throughout the studio.

During the early stages, the Nom parasites were referred to as watermelons. An early rendering of a dropkit.

Different views of the skulls’ hideout.

The Peacemaker Carbine.

One of the team’s artists developing some complex geometry. Major decisions are made in the studio’s large  
conference room.
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PROLOGUE

ACT OVERVIEW

Grayson Hunt, Ishi Sato, Rell Julian, and Dr. Whit Oliver were 
former soldiers embedded in the most feared band of elite, 
overt, crush your world into null space, annihilate any memory 
of you, hardcore, no-nonsense SOBs in the Confederation of 
humanity—Codename: Dead Echo

  The members of Dead Echo were under the charge of the 
human Confederation’s most feared leader, General Vincent 
Sarrano. The Confederation was breaking apart, civil war was 
beginning, and Sarrano was the guy in charge of making sure it 
didn’t with his army known as the Central Confederate Unit of 
Resolution (CCUR) or Central Unit as they were referred to. The 
members of Dead Echo discovered they’d been used by Sarrano 
to kill innocent civilians. They gave up on the Confederation and 
the general whose corruption and politics led to the misuse of 
their squad. For Gray the nightmares would never end. 

  Today the surviving members of Dead Echo are AWOL ex-patriots working as space pirates onboard the stolen Battleliner Galleon 
Spectre. Under the debaucherous eye of newly appointed Captain Gray Hunt, the team scuttles through the universe pilfering 
Confederate ships. The Spectre is well known, carries a huge bounty and is frequently reported pillaging the tracking lines between the 
human Confederations. If you see its black, skull-embossed markings, you are going to have a bad day.

Achievements and Trophies
Icon Name Description Gamerscore Trophy

Pointless Execute at least 10 headshots before you find the first dropkit 15 Bronze

Fits Like a Glove Meet your new best friend 15 Bronze

New Enemies Encountered

Berserker Skull

CollectiblesWeapon Unlocks
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reasonable accuracy and a high rate of fire.
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CHAPTER 1: ON THE ROAD TO HELL SEE MAP ON THE FOLLOWING PAGE
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Spectre: Cargo Deck
Legend

Level Start

Level End

Dropkit

Ammo

Newsbot

Electrofly Swarm

Nom Juice

1

2

3

4

1  As the story commences, Grayson Hunt and his Dead Echo crew are 
cruising through the side systems, outside Confederate jurisdiction. An 
interrogation is under way in the Spectre’s cargo hold as Gray and Rell 
coerce answers from a bounty hunter they recently captured. Feel free to 
look around during this sequence using the right control stick to pan left 
and right—the booze in Gray’s system has slightly blurred his vision, an 
effect intensified by quickly panning your view.

2  After threats of violence, the bounty hunter decides to talk. According 
to the bounty hunter, General Sarrano has doubled the bounty on Dead 
Echo to half a billion per head since their raid on a Confederate supply 
liner. Rell is impressed, but Gray feels he’s worth twice as much. When 
prompted, press the button shown at the bottom of the screen to take 
aim with Gray’s Peacemaker Carbine. Once you’ve taken shaky aim at 
the bounty hunter, press the fire button when prompted to blast the bottle 
taped to the top of the captive’s head. Despite Gray’s inebriated 
condition, the bottle shatters, leaving the bounty hunter unscathed…for 
now.

3  When prompted, kick the bounty hunter into the airlock. This causes 
him to tumble backward, briefly trapping him in the cramped chamber 
before Rell jettisons him out into space. Undeterred by the latest attempt 
by a bounty hunter, Gray is ready to raid more Confederate ships. As you 
gain full control of Gray, follow Rell to the nearby door.

4  Rell attempts to open the cargo 
deck’s door but the control panel 
shorts out. Move toward the door and 
press the button shown onscreen to 

force the door open manually. But as you reach out to pull open the door 
a knocking sound can be heard behind you. As Gray spins around he 
spots the bounty hunter floating outside the cargo deck’s viewport—and 
he’s holding a Nova grenade.

New Objective:
Exit the Cargo Deck
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5 6

7

8

5  The resulting explosion ruptures the viewport causing Rell and Gray to be 
sucked toward the breach. After slamming into the bulkhead, Gray reaches 
up and grabs hold of a pipe. Press the buttons shown onscreen to shimmy 
hand over hand along this pipe. Start with your left hand, then reach out with 
your right hand. Instead of frantically pressing these buttons, establish a 
steady rhythm to advance along this pipe one hand at a time. When you’re 
within reach of the switch on the nearby wall, press the button displayed 
onscreen to pull it and seal the viewport.

6  The cargo deck is now safe, but the violent breach has seriously 
rearranged the cargo on this deck, creating an obstacle course for you to 
maneuver through before you can get back to the exit. Start by kicking over 
the nearby metal panel, then follow Rell’s lead by climbing over the crates. 
Whenever you must kick an object, a button cue is displayed showing you 
exactly what to do and where. You can climb over most low objects whether 
a button cue appears or not. Finally, follow Rell to a low crawl space. Click 
and hold down the left control stick to crouch and move through this low 
passage. Once you’re within the crawl space, you no longer need to hold 
down the left control stick—as long as there’s a low ceiling overhead, you’ll 
remain crouched. But while out in the open, you must click and hold down 
the left control stick to remain crouched. This is critical when taking cover behind low objects.

7  As you near the door, Doc can be seen on the other side. He says the door is stuck on something. Take aim at the control panel to the 
right and open fire with your Peacemaker Carbine. All it takes is a short auto-burst to destroy the panel, causing the door to slide open. 
Rendezvous with Doc on the other side and follow him through the next corridor.

8  Wait for Rell to open the door ahead then follow your crew mates into the next corridor. Meanwhile, 
Ishi reports in from the bridge over the ship’s comm-system. Apparently, he’s run into trouble and 
needs Gray to get to the bridge fast. Press and hold down the button displayed on the screen to run. 
Continue holding the button while following Rell to the elevator. While running, you have less lateral 

control, making it difficult to make sharp turns. So it’s best to face the direction you wish to travel before running. Rush into the elevator, 
but wait for Doc to catch up before throwing the switch.

New Objective:
Get to the Bridge

Spectre: Bridge
9 1110

9  As Gray, Rell, and Doc reach the bridge, Ishi reports that he 
was following leads of Confederate supply liners. But when he 
came out of warp, the Confederate’s prized warbird, the Ulysses, 
filled the viewscreen. Ishi is prepared to escape, but Gray has other 
plans. General Sarrano is most likely onboard the Ulysses, making 
it a target too juicy for Gray to pass up. Ishi protests, realizing Gray 
is completely drunk. But Gray presses forward and orders an 
attack on the Ulysses, despite Ishi’s dire prediction of the outcome. 

Gray then rushes to the controls of one of the ship’s gun turrets, 
eager to exact his revenge on Sarrano.

10  During this sequence, you’re 
in control of a gun battery as 
Dead Echo’s ship makes a 
strafing run on the massive 

Confederate flagship. The Ulysses is armed with several external 
gun turrets, so center your sight on these weapons and destroy 

New Objective:
Destroy the Ulysses
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15

13

14

them before they can inflict heavy damage on your ship. Don’t bother shooting any other parts of the Ulysses as its armor is too thick to 
penetrate. After completing the first strafing run, prepare to target another array of external gun turrets. But no matter how quick you are to 
destroy these weapons, your ship has sustained heavy damage, causing Gray’s terminal to short out.

11  Ishi knocks Gray out of his chair just before the terminal explodes, saving his life. But Ishi isn’t so lucky. The explosion knocks him 
unconscious as the bridge erupts in a series of sparks and explosions. Realizing their time is limited, Gray makes one last desperate move 
to take out Sarrano. As Gray crawls across the floor of the bridge and makes a lunge for a switch, press the button displayed onscreen. In 
the following cutscene, Dead Echo’s ship suddenly accelerates and slams directly into the Ulysses, slicing clear through the Confederate 
flagship. Heavily damaged, Gray’s ship continues through the Ulysses, punching through the other side and into the gravitational pull of a 
nearby planet. After passing though the planet’s atmosphere and streaking through the sky, the ship finally comes to an abrupt stop as 
everything fades to white…

Flashback
12  The action shifts to the past in a flashback sequence as Gray’s Dead Echo team 

closes in on a target. Wearing anti-gravity boots designed by Doc, the team walks 
down the side of the skyscraper. Simply follow Doc, Rell, and Ishi down the side of 
the building. The path ahead is blocked by an elevator, so kick the brake to knock it 

out of your way and proceed to the infiltration point.

13  As you near the target, stand near the breach point displayed on the screen and 

New Objective:
Proceed to the Infiltration Point

press the indicated button to begin the assassination sequence. As Gray bursts 
through the window, press the fire button to take out Novak. You don’t need to 
aim during this sequence—just press the fire button when prompted.

14  Inside Novak’s office, Ishi discovers some disturbing evidence. Apparently Novak was a reporter working on a 
story about General Sarrano’s corruption. Not only was Novak innocent, but so was every other target on Dead 
Echo’s hit list. Sarrano tricked Dead Echo into thinking these victims were nothing more than low-life gun runners, 

slave traders, and mass murderers. Sarrano is unapologetic when Doc 
opens a line of communication to the general. In fact, he berates Dead 
Echo for their gullibility. Gray ends the conversation by firing into Sarrano’s 
holographic projection, promising to kill him—this brash reaction surely 
won’t sit well with the general. As the team puts together a plan to escape 
Confederation territory, they notice a young girl cowering in fear. Ishi tries 
to calm her, but the team has more problems to deal with—Sarrano has 
already sent a hit squad to eliminate Dead Echo.

15  As you gain control, stay near the 
desks where the girl is hiding and open 
fire on Sarrano’s men. Make note of the 
red orb-like object on the opposite side 

of the office—this is a trash can, and it’s explosive. Wait until a couple of 
enemies take cover nearby, then blast the trash can to trigger a large 
explosion. These enemies are equipped with body armor, so target the 
most vulnerable spots on their bodies, aiming for the throat or head.

New Objective:
Assassinate Bryce Novak

12

New Objective:
Protect the Girl
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During this first fire fight, try to score as many headshot kills as possible. 
This will give you a great head start for earning the Pointless achievement/
trophy requiring you to score ten headshots before accessing the first 
dropkit. 

17

18

16
16  If you prefer moving to close range, rush toward the enemies and engage 
them with a kick or slide. Kicking or sliding into an enemy causes them to fly 
through the air in slow motion. This makes it much easier to target specific 
body parts. So kick an enemy, then aim and shoot them in the head as they 
fly through the air. Keep pumping rounds into their craniums until their heads 
explode into bloody pulps. Once you acquire the leash, performing such 
skillshots will earn you skillpoints. So get used to close-quarters combat—it 
can be quite lucrative.

17  Despite your best efforts, one of Sarrano’s men closes in on Ishi and 
raises his weapon. But Gray jumps in front of the goon, catching a few 
rounds in the body armor on his back. Gray’s selfless distraction gives Ishi 
enough time to gun down Sarrano’s last trooper. Dead Echo managed to 
survive the assault, but their battle with Sarrano is just beginning. Gray 
admits that Ishi was right about Sarrano after all. Meanwhile, Rell escorts the 
girl out of the office, telling her to run to the elevator and contact the police.

Crash Site

Legend
Level Start

Level End

Dropkit

Ammo

Newsbot

Electrofly Swarm

Nom Juice

New Objective:
Get to Ishi

18  Gray suddenly regains consciousness on the bridge of the Spectre. 
The ship will never fly again, but the bridge held together during the 
crash. Outside the viewport, an escape pod from the Ulysses streaks 

across the sky. It looks like Gray’s brash action 
inflicted heavy damage on Sarrano’s flagship. 
But there are more pressing matters to attend 
to—Rell warns that Ishi is dying. Once Gray gets 
up, start moving toward Rell to find Ishi. Gray 
moves slowly at this point, still shaken by the 
violent crash. As you near Rell, Doc can be seen 
kneeling near Ishi’s body. It looks bad. Really 
bad. Ishi’s right arm and right leg are severely 
burned. And his face will never be the same. If 
Ishi is going to survive, Doc needs to get him to 
the Med Lab now.
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19  Rell picks up Ishi and throws him over his 
shoulder. Follow Doc and Rell into the nearby 
elevator and activate the switch. Upon exiting the 

elevator, move ahead of Doc and Rell to kick a chunk of debris blocking the path to 
the Med Lab. But Doc isn’t feeling optimistic about the situation. Ishi’s injuries are 
greater than anything he’s ever patched up before. If he stands any chance of saving 
Ishi, Doc needs a charged fusion cell to power the bio-weld equipment. Unfortunately, 
there are none on board the Spectre. But there may be one inside one of the Ulysses 
escape capsules.

20  Follow Rell out of the Med Lab and through the next corridor. You need to find a 
way out of the Spectre and track down that nearby escape pod. But as you near a 
doorway, a berserker comes charging directly at you. Don’t be intimidated by his 

white face paint or the two sharp 
implements in each hand. Instead, 
hold your fire and wait for him to get 
close, then kick him in the chest. This 

causes him to fly back through the doorway as his body gets tangled in the electrified 
wires hanging from the ceiling. From behind the berserker, two skulls armed with 
carbines charge forward. As you did with the berserker, engage the skulls at melee 
range, kicking them through the doorway to fry them on the electrical wires. The 

environment is filled with hazards you can use to your advantage, so always look for opportunities to score some creative kills. Later this will 
earn you skillpoints, but it’s also a good way to conserve ammo.

New Objective:
Help Get Ishi to the Med Lab

Pointless
If you scored a few headshots during the flashback sequence, continue 
exploding heads during your fight toward the escape pod. You must 

score ten headshots before reaching the first dropkit to earn the Pointless 
achievement/trophy. This is easiest if you kick an enemy first, then shoot 
them in the head while they’re airborne.

New Objective:
Get the Power Cell from Crashed Capsule

20

19

Berserker
Abilities: The berserker 

charges directly at 
you and attacks with 
melee weapons. 
Berserkers are 
crazed lunatics 
who don’t flinch 
from damage. So 
keep your distance 
and don’t let them 
surround you.

Tactics: A swift kick 
is the easiest way 
to keep a berserker 
away from you. 
Sliding is even more 
effective because it 
flips the berserker 
head over heels 
without giving him a 
chance to hit you. But it’s harder to hit a 
berserker with a slide because they move 
so fast. Whether kicking or sliding, try 
to knock berserkers into environmental 
hazards to score a quick kill. If you can’t 
leverage any environmental hazards, 
knock them into the air then shoot them in 
the head.

Weapon Recommendations: Since 
berserkers attack at close range, the 
Boneduster is very effective against 
these enemies. Or trip them up with the 
Flailgun before detonating. The Screamer, 
Bouncer, and Head Hunter weapons are 
less effective due to the berserker’s quick 
speed.

21  After defeating the 
first three enemies, 
follow Rell through the 
next corridor and climb 
over the crates. Two 
more berserkers come 
charging at you in the 
next intersection. Hold 
your ground and kick 
both of them into the 
electrified wires straight 
ahead. A couple of 

skulls round out this second group of enemies. Either gun them down with the 
Peacemaker Carbine or kick them into the wires. If you do open fire, try to finish off 
the two skulls with headshots.

21

22  In the adjoining corridor, 
double tap the button displayed 
onscreen to initiate a slide down 
a ramp. Sliding allows you to 
avoid the electrified wires 
dangling above the ramp. It’s also 
a quick way to exit the ship. You 
continue your slide as you exit 
the ship and slam directly into 
another skull—don’t bother 
shooting him. As you slide into the skull, he goes airborne and slams into the debris 
behind him, impaling himself on some rebar. Like kicking, sliding is another way to 
launch enemies into the air. It’s also a good way to quickly close distance. But don’t pat 
yourself on the back just yet. As you recover from the slide, turn to your left to engage 
another skull. Either gun him down or kick and impale him on the nearby rebar.

22
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23  24  Several berserkers and 
skulls engage you on the path 
to the escape pod. Use slides 
and kicks to send these 
enemies airborne then shoot 
them in the head. As soon as 
you launch an enemy into the 
air, time slows, giving you the 
chance to take careful aim 
and score easy headshots. 
Alternately, you can simply 

kick these enemies off the side of the cliff and save your ammo. During the trek to the escape pod, Gray and Rell are nearly knocked off 
their feet by the rumbling of the Ulysses zooming overhead. The turbulence generated by the massive ship blows a few berserkers and 
skulls right off the side of the cliff. Gray feels somewhat vindicated as Sarrano’s flagship crashes in the distance. Fight your way past 
another group of berserkers and skulls to reach the escape capsule.

Skull
Abilities: Skulls utilize Confederate-issue Peacemaker Carbines, identical to those used by Dead Echo. They 

prefer to take cover and attack from long range with their PMCs. However, much like their berserker allies, 
skulls are fierce melee combatants, capable of dishing out heavy damage through rifle strikes. They’re very 
aggressive and only retreat if outnumbered or overwhelmed.

Tactics: Most weapons and tactics are effective against skulls. Use your leash to yank them out of cover, then 
finish them off while they fly through the air. Also, utilize environmental hazards as often as possible. Kick them 
into sharp objects like rebar or cacti. Or blow them to bits by shooting nearby explosive barrels or trash cans.

Weapon Recommendations: All the weapons in your arsenal are effective against skulls, but don’t go overboard. 
Save your most powerful weapons for tougher enemies. Instead, gun down skulls with the PMC. Any PMC 
ammo spent on killing a skull can usually be replenished by picking up your victim’s weapon. Close- and 
mid-range weapons like the Screamer and Boneduster are also very effective, especially when pulling a skull 
toward you. Powerful weapons like the Head Hunter, Flailgun, and Bouncer are best reserved for when you can 
score multiple kills with one shot.

23 24

25 2726

25  As you near the escape capsule, a cutscene shows a lone Final Echo 
trooper fending off a large group of berserkers and skulls. Final Echo is 
Sarrano’s elite squad, and this trooper’s skills don’t disappoint as he 
effortlessly carves through the opposition by blasting them with his carbine 
and tossing them around with his electrified leash. But the trooper doesn’t 
see a skull buggy approaching and is crushed when the vehicle tumbles out 
of control.

26  27  Now that the Final Echo trooper 
is no longer a threat, rush toward the 
escape pod and pick up his leash. Gray 
pulls the device off the Final Echo’s 

severed arm and slaps it on top of his left hand. Equipping the leash 
temporarily causes Gray’s vision to turn blue as the device injects nano agents and interfaces with his body. The leash is active now, but 
it will not be fully functional until registered with a dropkit. Once the leash is equipped, you earn the Fits Like a Glove achievement/trophy. 
Now aim at the hatch on the escape pod and press the onscreen button to activate the leash. A blue current of energy zaps out of the 
device on Gray’s hand, allowing him to yank the hatch off the escape capsule. This allows Rell to access the capsule’s interior and 
retrieve a fusion cell. Now it’s time to get back to the Spectre so Doc can start operating on Ishi.

28  Follow Rell to this narrow passage blocked by debris. Aim at the piece of debris and 
press the onscreen button to activate the leash. This causes Gray to grab the debris with 
the leash and pull it out of the way, allowing you to pass. Follow Rell into the narrow 
canyon ahead.

New Objective:
Grab the Final Echo’s Leash

New Objectives:
Get Back to the Med Lab Before Ishi Dies

Use the Leash to Get Past Objects

28

INTRODUCTION

WALKTHROUGH

 Prologue

  On the Road to Hell

 Stygian Badlands

 Paradise Lost

 The Dam

 Forbidden Zone

 Burnout Paradise

 To the Ulysses

 Departure

 Collectibles Checklists

ECHOES

SKILLSHOTS

MULTIPLAYER
WEAPONS

ENEMIES

ACHIEVEMENTS AND TROPHIES

THE MAKING OF BULLETSTORM



62

24  In the next passage, you’re attacked by a few berserkers and a 
flaregunner. Slide or kick the charging berserkers into the exposed 
wires on the left side of the passage for Shocker skillshots. Then 
slide toward the flaregunner and finish him off at close range either 
with a Bullet Kick or Bullet Slide. You can also kill the flaregunner 
with one of his own flares. Wait until he fires a flare into a nearby 
surface, then kick him toward the flare. When the flare explodes, it 
will take him out, earning you a Friendly Fire skillshot.

25  26  Continue along the walkway to reach this next straight path. 
Several skulls and flailbombers charge toward you here. Grab one 
of the skulls with the leash, then kick him into the nearby water 
wheel. This is the only way to unlock the Grinder skillshot. Try to 
leash and kick more enemies into the water wheels to score more 
Grinders. But don’t let this divert your attention from the charging flailbombers. Shoot the explosives on their chests to explode them, 
taking out nearby enemies for Bombshell skillshots. More skulls and shotgunners lurk ahead, so use the leash to pull them into view. If 
possible, try to pull them into the electrical wires just ahead for Shocker skillshots. Otherwise, pull them toward you, then kick them up 
against the catwalk’s railing to score a Graffiti skillshot.

27  Continue along the metal walkway and pass between the next set of water wheels. Despite Trishka’s warning, leash the generator 
above to provide a walkway for you to cross. But you don’t have time to argue now. Slide into the berserkers that rush toward you ahead 
and dispatch them with Bullet Slides or by kicking them into one of the nearby water wheels.

28  29  As you turn onto the next walkway, a large explosion rocks the facility—maybe Trishka was right after all. Large chunks of debris 
litter the walkway ahead, blocking off your only route of escape. To make matters worse, a vulture gyrocopter swoops into view and 
begins opening fire. Initially, the copter hovers just beyond the range of your leash, so don’t bother trying to bring it down until it gets 
closer. Hide behind the vertical piece of steel for cover and wait for an opportunity to retaliate. Eventually, the nearby water wheel breaks 
loose, slicing through the walkway and tumbling down the side of the dam. As the walkway begins to shift beneath your feet, perform a 
reaction sequence to spot Trishka diving toward a distant cable. Gray is unsure of Trishka’s method of escape, but Ishi urges Gray to 
follow suit. At this point, you have nine seconds to complete another reaction sequence, prompting Gray to leap off the walkway. 

30  Gray grabs hold of the cable in mid-flight and slides all the way 
down to a floating platform where Ishi and Trishka are waiting. As 
the dam begins to crumble, the platform breaks free and begins 
floating away like a raft. But the collapsing dam isn’t the most 
imminent threat. Several vultures swoop down over your ride and 
open fire. There isn’t much cover on this platform, so act quickly, 
yanking each copter out of the sky with the leash. Eliminate each 
vulture as it appears to avoid being overwhelmed by their numbers.

31  Even after eliminating all the vultures, your problems are far from 
over. In the distance, the outer wall of the dam crumbles, sending a 
massive tidal wave of water heading your way. Within seconds, the 
wave flips the platform and sends you and your team into the water. 
Everything fades to black…
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58  At the start of this level, it’s a good idea to bring along the Flailgun and the Penetrator. As you 
engage the first two skulls on the lower level, use a Thumper attack to launch them into the air. 
Next, hit one of the airborne skulls with a charged shot from the Penetrator, then guide him into the 
second airborne skull to score the Wingmen skillshot. Next, complete a reaction sequence to spot 
enemies racing through the hall on your left. Wrap one of the charging berserkers with a flail from 
the Flailgun to stop him. Next, kick the second berserker toward the one wrapped with a flail, then 
detonate it to score a Smart Mine skillshot. But watch out for the shotgunner and a few more 
skulls in the hall. Consider shooting the trash can to take them out with an Enviro-Mental skillshot. 
Or you can also hit them with a Thumper, causing them to crash into the hall’s low ceiling for 
Flyswatter skillshots.

59  Once it’s clear, enter the hall and access the dropkit at the far end. Consider swapping out the 
Penetrator for a weapon of your choice, but hold onto the Flailgun for now. Assist Ishi and Trishka 
by taking out a few skulls and a shotgunner on the lower level. Explode one of the trash cans on 
the lower level to set a few enemies ablaze, then leash them up into the rebar sticking out of the 
walkway—this earns you both Afterburner and Voodoo Doll skillshots. Once the lower level is clear, 
press toward the cafe. Wait for the skulls, shotgunner, and flaregunner to take cover, then unleash 
a Thumper attack, targeting the red trash can. As everyone flies up into the air, shoot the red trash 
can to explode all the enemies for multiple Fertilizer skillshots. If any skulls survive, rush to the cafe 
table, drink the bottle of Nom juice, then finish off the survivors with Bullet Slides or Bullet Kicks, scoring Intoxicated skillshots with each kill.

60  Proceed down the next hall, but don’t rush over to the next dropkit just yet. Instead, take out the skulls guarding it by kicking a trash can in their 
direction for Enviro-Mental skillshots. Next, turn to the left to spot a driller miniboss marching in your direction. Wrap a flail around his torso and 
detonate it to explode the blue, glowing generator on his chest. With the generator destroyed, stun the driller by hitting him with another flail or a 
charged shot from the PMC. Once he’s stunned (and all other enemies have been defeated) circle around the driller and perform a Fire in the Hole 
skillshot by shooting him in the ass with a charged shot from the PMC. Once this area is clear, access the nearby dropkit and consider adding the 
Bouncer to your arsenal—but keep the Flailgun as your second backup.

61  Now turn your attention to the lower level, where Trishka and Ishi are pinned by a pair of cannoneers. It’s easy to destroy their backpacks because 
their backs are turned. Focus on one miniboss at a time. Stun one of the cannoneers, then leash his helmet off. After stunning him a second time, leash 
his head off for a Whiplash skillshot. Now stun the second cannoneer and finish him off with a Thumper attack for a Touchdown skillshot.

62  Now approach the opening gate to Terminal B while equipping the Bouncer and loading a charged shot. Lob the charged cannonball toward the 
group shotgunner and skulls. But watch out for a pair of rushing flailbombers. Kick the charged cannonball toward the flailbombers before they get too 
close for comfort. By kicking and leashing the charged cannonball along this walkway, you can score Sledgehammer and Kick of Doom skillshots. If 
there are any survivors left, finish them off with standard cannonballs. Go for Direct Hit, Bully, or Carpet Bombing skillshots. Once this group of enemies 
is eliminated, rush to the finish line downstairs by climbing over the sofa leading into the Executive Lounge.

Level Ratings
Rating Skillpoints

4,000

6,500

9,000

Stars Required to Unlock: 19

Target Time: 5:00

Weapon Availability:

Leash/Thumper
Peacemaker Carbine
Screamer
Flailgun

Boneduster
Head Hunter
Bouncer
Penetrator

Enemy Encountered

Heavy Echo

JUMPSHIP

61

62
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On each map, your team faces a total of 30 randomly 
spawned waves. Not only do you have to survive 
each wave, but you also have to score as many points 
as possible to advance. Each wave consists of a 
different variety and number of enemies, some even 
including multiple minibosses. In each wave you must 
defeat anywhere from 20 to 40 different enemies, but 
they don’t all attack at once. Enemies spawn on the 
perimeter of the map, usually in groups of six to ten. So 
stay on your toes and look for the best way to counter 
them. Most maps have unique environmental hazards 
you can harness to score gruesome and lucrative 
skillshots. For example, on the Dead Rock map, you 
can kick enemies into a massive tornado in the center 

of the map for a Not in Kansas skillshot worth 150 skillpoints. Identify these unique skillshots on each map and 
work together with your teammates to launch enemies into the environmental hazards.

MULTIPLAYER

ANARCHY MODE OVERVIEW

Anarchy Mode Achievements/Trophies
Icon Name Description Gamerscore Trophy

Like a Boss Defeat your first boss in Anarchy mode 5 Bronze

Anarchy Master Get 50,000 points in one wave in Anarchy mode 30 Bronze

Team Player Complete 200 team challenges in Anarchy mode 10 Bronze

Final Echo Achieve level 65 in Anarchy mode 40 Bronze

Environment Master Perform every Anarchy mode environmental skillshot 20 Bronze

Ready to take the carnage and destruction to a whole new level? Bulletstorm offers a multiplayer component called Anarchy mode. 
In this cooperative online mode, you’re joined by up to three friends as you work together to fend off waves of enemies. But simply 
surviving each wave is not enough—you must kill with skill, utilizing a variety of individual and team-based skillshots to advance.

The gameplay mechanics of Anarchy mode are almost identical to those used in the single-player campaign. So if you’re comfortable 
with the controls, you should have no problem jumping into Anarchy mode. However, there are a few nuances you should be familiar 
with before you get serious about advancing through an entire wave. In this section we take a look at everything you need to know to 
get the most out of Anarchy mode, including info on team skillshots, team challenges, scoring, character customization, and upgrades. 
You can also earn a variety of achievements and trophies in this mode, listed in the following table. So even if you’ve mastered the 
single-player campaign, read up—working together with a group of trigger-happy, leash-waving teammates is a completely different 
experience.

Wave-Based Combat

At the start of a wave, the required score to 
advance is shown on this screen. This is the score 
your team must beat to advance to the next wave.

Team skillshots are worth much more than 
standard individual skillshots, so work together 
with teammates to boost your team’s score as 

well as your skillpoints.

If you’re planning to 
fight through 30 full 
waves of enemies, 
make sure you and 
your teammates 
have enough time. It 
can take up to two 
hours to complete 
a full Anarchy mode 
match. There’s no 
way to save your 
team’s progress 
in the middle of a 
match, so stock up 
on snacks and drinks 
beforehand.

Team Skillshots
In Anarchy mode, performing skillshots is the key to advancing through each 
wave. All of the general and weapon-based skillshots from the single-player 
campaign still apply here, but with a unique twist. Most of the skillshots you’re 
already familiar with can be performed with a teammate. Any teammate 
involved in a skillshot earns points, making this a great way to boost your 
team’s score. For example, if one player slides into an enemy and another 
player shoots and kills that enemy in the air, both players earn a Team Bullet 
Slide skillshot. There are also some new skillshots exclusive to multiplayer. For 
instance, if two teammates shoot and kill a single enemy, both players earn the 
Double Penetration skillshot. So, as you can see, working together isn’t only 
a great way to boost your personal skillpoints, but it also goes a long way to 
boosting your team’s score. Study the following list of multiplayer skillshots and 
endeavor to perform them regularly during your online matches. 
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Leash Upgrades
Upgrade Cost Description

Leash Recharge 1 2,000 Reduce the recharge rate of the leash to 5 seconds

Leash Recharge 2 4,500 Reduce the recharge rate of the leash to 4 seconds

Leash Recharge 3 6,000 Reduce the recharge rate of the leash to 3 seconds

Thumper Capacity 1 1,000 Upgrade the maximum number of Thumper charges the leash can store by 1

Thumper Capacity 2 3,000 Upgrade the maximum number of Thumper charges the leash can store by 2

Thumper Capacity 3 5,000 Upgrade the maximum number of Thumper charges the leash can store by 3

Leash Upgrades
Upgrade Cost Description

Ammo 
Capacity 1

1,000
Upgrade the clip size of the Peacemaker by 10, 
its maximum ammo by 60, and its charge shot 
capacity by  2

Ammo 
Capacity 2

2,500
Upgrade the clip size of the Peacemaker by 20, 
its maximum ammo by 120, and its charge shot 
capacity by  4

Ammo 
Capacity 3

4,500
Upgrade the clip size of the Peacemaker by 30, 
its maximum ammo by 180, and its charge shot 
capacity by  6

Speed 1 500
Upgrade the reload speed of the Peacemaker by 
20%  and its firing rate by 10%

Speed 2 1,500
Upgrade the reload speed of the Peacemaker by 
35%  and its firing rate by 20%

Speed 3 2,500
Upgrade the reload speed of the Peacemaker by 
50%  and its firing rate by 30%

Power 1 1,500 Upgrade the damage of the Peacemaker by 20%

Power 2 2,500 Upgrade the damage of the Peacemaker by 40%

Power 3 3,500 Upgrade the damage of the Peacemaker by 60%

Leash Upgrades
Upgrade Cost Description

Ammo 
Capacity 1

3,000
Upgrade the ammo capacity of the Penetrator by 6 
and its charge shot by 1

Ammo 
Capacity 2

4,500
Upgrade the ammo capacity of the Penetrator by 9 
and its charge shot by 2

Ammo 
Capacity 3

5,500
Upgrade the ammo capacity of the Penetrator by 12 
and its charge shot by 3

Speed 1 2,500 Upgrade the reload speed of the Penetrator by 20%

Speed 2 4,000 Upgrade the reload speed of the Penetrator by 40%

Speed 3 5,500 Upgrade the reload speed of the Penetrator by 60%

Power 1 3,000
Upgrade the damage of the Penetrator by 20% and 
increase the speed of the drill by 20%

Power 2 4,500
Upgrade the damage of the Penetrator by 35% and 
increase the speed of the drill by 40%

Power 3 6,000
Upgrade the damage of the Penetrator by 50% and 
increase the speed of the drill by 60%

Always upgrade a weapon’s ammo capacity at  
least once so you don’t run of ammo in the  

middle of a wave.

Weapon Upgrades
Each weapon in multiplayer can be upgraded, increasing its ammo count, 
reload speed, and general effectiveness in combat. In all, each weapon 
has nine different upgrades in three categories: ammo capacity, speed, 
and power. The three ammo capacity upgrades increase the amount of 
ammo and charged shots you can carry for the selected weapon. In some 
instances, these upgrades can even increase the size of the weapon’s 
clip. Speed-based upgrades improve the reload speed of the weapon 
and, in some instances, can even increase the weapon’s rate of fire. 
Power upgrades increase the damage inflicted by the weapon. And in 
the case of explosive weapons like the Flailgun and Bouncer, the power 
upgrades also increase the blast radius of each flail or cannonball.

In multiplayer, you can only equip the PMC and one backup weapon. 
Instead of purchasing a variety of backup weapons, pick one and then 
spend the remainder of your skillpoints on upgrading it.

Peacemaker Carbine Costs and Upgrades Penetrator Costs and Upgrades
Buy Weapon: N/A

Buy Ammo Clip: N/A

Buy Charge: 150

Buy Weapon: 2,000

Buy Ammo Clip: 100

Buy Charge: 400

Outside of charged shots, you never have to buy ammo for the 
PMC. The weapon is automatically restocked to its maximum 
ammo capacity at the start of every wave, free of charge.
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Turbine Skillshots
Name Description Skillpoints

Blood Bath Use the juicer to kill an enemy 150

Turbine

Turbine Tactics
1  A massive turbine, known as the juicer, 

dominates the center of this map. The juicer 
consists of four large industrial fans, ideal for 
kicking enemies into. Each fan creates a suction, 
pulling anything that gets near it through the sharp 
rotating blades. Leash or kick enemies into any of 
these fans to score a Blood Bath skillshot. Team 
Blood Bath skillshots are equally simple. Simply 
slide into an enemy to knock them into the air, then 
have a buddy kick him into one of the fans. Blood 
Bath is the only unique skillshot on this map. So 
when not feeding enemies into the juicer, look for 
other lucrative ways to score points.

2  Sharpened pieces of rebar are scattered 
throughout this map, making Voodoo Doll skillshots 
easy to come by. There are even pieces of rebar 
located beneath the catwalks, near the team’s 
spawn area. Here you can leash, slide, or kick 
enemies into just about any surface to score a 
Voodoo Doll skillshot. But due to the low clearance 
and sharpened pieces of rebar above, don’t attempt 
Voodoo Doll-based team challenges down here. 

You’re better off operating in more open spaces where airborne enemies 
won’t be impaled on the ceiling.

3  At the start of a wave, enemies usually spawn near this sliding door, 
opposite your team’s spawn area. This is a good time to go on a Blood 
Symphony rampage. Ask your teammates to hold their fire and initiate the 
Blood Symphony once you have a large group of enemies in sight. During a 
Blood Symphony simply leash, kick, or slide into enemies to reduce them to 
a bloody pulp, earning you Blood Symphony skillshots for each kill. Slides 
are most effective during this brief duration as no enemies can dodge a 
slide. Plus, sliding is a fast way to zip across the floor, quickly moving 
through one group of enemies to the next. If your teammates cooperate, you 
should be able to finish a Blood Symphony with at least 1,000 skillpoints.

4  If you need to electrocute an enemy for a Shocker skillshot or team 
challenge, lure the enemy near the electrified wires on the map’s perimeter. 
This area is far enough away from the juicer to knock enemies into the air 
without worrying about them getting sucked into one of the juicer’s fans. So 
go ahead and feel free to leash, slide, or kick enemies in this area prior to 
knocking them into the wires. As usual, try to score Team Shocker skillshots 
whenever possible—knock an enemy into the air with a slide, then have your 
teammate kick them into the wires.

1

2

3 v

Team 
Spawn

Juicer
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Penetrator Skillshots
Name Difficulty Description Skillpoints

Breakdance Easy Drill an enemy into the ground 25

Fan-Tastic Medium Drill an enemy into the ceiling 50

Mile High Club Medium Send an enemy into the sky 50

Root Canal Medium
Insert a drill into an enemy’s 
head

50

Twisted Medium
Fire a drill into an enemy but 
have him die through other 
means

50

Air Strike Hard
Impale a thumped enemy into a 
standing enemy

100

Drilldo Hard
Ram two or more enemies during 
a slide with a charged shot

100

Shish Kebab Hard
Impale two or more enemies 
with a single drill

100

Stinger Hard
Suspend a drilled enemy in 
mid-air with a charged shot, then 
kick him into another enemy

100

Wingmen Hard
Impale two or more airborne 
enemies with a single drill

100

Upgrades
Upgrade Cost Ammo Cap.

Ammo Capacity 1 800 18

Ammo Capacity 2 1,000 22

Upgrade Charge 1 1,200 6

Upgrade Charge 2 1,600 9

Penetrator

Description: Originally designed for treacherous mining jobs, this 
is a heavy-duty power tool modified into a deadly projectile 
weapon. It ejects a high-velocity, self-motorized drill bit that 
can impale enemies and then allows the user to retarget them 
to any surface.

Charged Shot Upgrade: Shoots a hyper-velocity reinforced drill 
that allows the user to redirect the target to any destination. 
When the weapon is in charged mode, a lethal melee attack 
can be executed by ramming into enemies.

First Available: Act 6, Chapter 1

Magazine Capacity: 6

Base Ammo Capacity: 14

Unlock Re-arm Access Cost: 1,400 skillpoints

Ammo Clip Cost: 120 skillpoints

Unlock Charge Cost: 3,000 skillpoints

Charge Cost: 200 skillpoints

Multiplayer Costs and Upgrades
Buy Weapon: 2,000 skillpoints

Buy Ammo Clip: 250 skillpoints

Buy Charge: 450 skillpoints

Boneduster Upgrades
Upgrade Cost Description

Ammo 
Capacity 1

3,000
Upgrade the clip size of the Bouncer by 1, its 
maximum ammo by 6, and its charge shot 
capacity by 1

Ammo 
Capacity 2

4,000
Upgrade the clip size of the Bouncer by 2, its 
maximum ammo by 9, and its charge shot 
capacity by 2

Ammo 
Capacity 3

5,000
Upgrade the clip size of the Bouncer by 3, its 
maximum ammo by 12, and its charge shot 
capacity by 3

Speed 1 2,000
Upgrade the reload speed of the Bouncer by 
15%

Speed 2 3,000
Upgrade the reload speed of the Bouncer by 
30%

Speed 3 4,000
Upgrade the reload speed of the Bouncer by 
45%

Power 1 3,000
Upgrade the damage of the Bouncer by 20% 
and its explosion radius by 10%

Power 2 4,000
Upgrade the damage of the Bouncer by 40% 
and its explosion radius by 20%

Power 3 6,000
Upgrade the damage of the Bouncer by 60% 
and its explosion radius by 30%

Field Notes
The Bouncer is one of the most specialized weapons available 
and, as such, takes some practice before you can deploy it 
effectively. When you hold down the trigger, the weapon launches 
bouncing cannonballs. As long as you hold down the trigger, the 
cannonball will continue to bounce—releasing the trigger causes 
it to explode. So pay close attention to where the cannonball 
bounces before detonating it. This makes it possible to bounce 
cannonballs around corners or over (and around) pieces of cover. 
The weapon’s charged shot consists of a single cannonball that 
bounces in one spot, emitting a small concussive explosion with 
each bounce. While a charged cannonball bounces, you can 
reposition it by leashing or kicking it. Try to position it near choke-
points where you can kill multiple enemies—this is a great way to 
intercept hordes of berserkers as they rush toward you.

Bouncer Skillshots
Name Difficulty Description Skillpoints

Carpet 
Bombing

Medium
Bounce a cannonball at least two 
times before killing an enemy 
with it

50

Kick of Doom Medium
Kill an enemy by kicking a 
charged cannonball

50

Trickshot Medium
Kill an enemy with a cannonball 
bounced off a wall or obstacle

50

Lucky Shot Hard
Kill an enemy with a cannonball 
that traveled over 100 meters 
without bouncing

100

Meat Fountain Hard
Kill two or more airborne 
enemies with one cannonball

100

Sledgehammer Hard
Kill three or more enemies with 
one charged cannonball

100
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Field Notes
The Penetrator functions much like a rocket launcher. But instead 
of being armed with an explosive warhead, the Penetrator’s 
rounds are spinning drill bits, capable of impaling multiple 
enemies—this is how the aptly named Shish Kebab skillshot is 
achieved. Unlike most weapons, all it takes is one hit from this 
devastating tool to outright kill most enemies. It’s even effective 
at stunning minibosses. But instead of aiming for quick kills, 
take careful aim and try to score some of the weapon’s lucrative 
skillshots. The weapon’s charged shot works both as a melee 
weapon and a ranged weapon. Once you’ve charged the weapon, 
you can simply move next to (or slide into) enemies for an instant 

Chaingun
The chaingun cannot 
be purchased from 
dropkits. However, 
you can pick this 
weapon up off of 
dead chaingunners or remove them from turrets operated 
by other enemies. Chainguns have unlimited ammo, but 
are powered by a quickly drained battery. Furthermore, 
these rapid-firing weapons have a tendency to overheat, 
rendering them nonoperational until they cool down. So 
pay close attention to the color of the barrels. If the barrels 
turn red, lay off the trigger for a few seconds until the 
weapon cools down. Also, keep an eye on the weapon’s 
battery power, represented by the lightning bolt icon boxes 
in the lower-right corner of the HUD. Each icon represents 
one unit of electricity required to spin the barrels. As you 
run low on battery power, an alarm sounds to indicate the 
weapon is about to cease functioning. So spit out as many 
rounds as possible for as long as the weapon holds out. 
Hold down the trigger and rake it across multiple enemies 
to score Full Throttle skillshots, too. Chainguns are a great 
way to mow down multiple enemies in a short span of 
time, but this is not the most effective means of scoring 
skillshots. So before unleashing the weapon’s fury, weigh 
the pros and cons of effortlessly cutting down scores of 
enemies.

Penetrator Upgrades
Upgrade Cost Description

Ammo 
Capacity 1

3,000
Upgrade the ammo capacity of the Penetrator by 6 
and its charge shot by 1

Ammo 
Capacity 2

4,500
Upgrade the ammo capacity of the Penetrator by 9 
and its charge shot by 2

Ammo 
Capacity 3

5,500
Upgrade the ammo capacity of the Penetrator by 12 
and its charge shot by 3

Speed 1 2,500 Upgrade the reload speed of the Penetrator by 20%

Speed 2 4,000 Upgrade the reload speed of the Penetrator by 40%

Speed 3 5,500 Upgrade the reload speed of the Penetrator by 60%

Power 1 3,000
Upgrade the damage of the Penetrator by 20% and 
increase the speed of the drill by 20%

Power 2 4,500
Upgrade the damage of the Penetrator by 35% and 
increase the speed of the drill by 40%

Power 3 6,000
Upgrade the damage of the Penetrator by 50% and 
increase the speed of the drill by 60%

Multiplayer Costs and Upgrades
Buy Weapon: 2,000 skillpoints

Buy Ammo Clip: 100 skillpoints

Buy Charge: 400 skillpoints

kill—slide through multiple enemies for a Drilldo skillshot. But 
upon firing the charged drill, you can guide the round after it 
impacts a target, effectively flying the impaled enemy into others.
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Xbox 360 Achievements and PS3 Trophies

Icon Name Description Gamerscore Trophy How to Obtain

Grilled Meat
Prepare a big meal using an improvised 
electric stove

15 Bronze
Electrocute the muta-burnout boss in Act 6, Chapter 3, by 
kicking him into the electrified wires.

Armed and 
dangerous

Grow as a person, experience betrayal. 
Again.

15 Bronze In Act 6, Chapter 3, input the disarm code for the DNA bomb.

Stowaway Catch a ride 15 Bronze
This is earned at the beginning of Act 7, Chapter 2, for making it 
aboard Sarrano’s jumpship.

GAMEPLAY

Pointless
Execute at least 10 headshots before 
you find the first dropkit

10 Bronze
During the Prologue and before accessing the first dropkit in Act 
1, Chapter 1, score at least 10 headshots.

Disco Inferno
Kill all enemies without leaving the 
dance floor in the city outskirts

10 Bronze
In Act 2, Chapter 1, kill the chaingunner and all other enemies 
while never leaving the dance floor area.

Chop-Chopper
Kill the enemy inside the airborne 
helicopter in the park

20 Bronze
Use the Head Hunter to kill the banshee door gunner as the 
chopper flies over the park in Act 4, Chapter 2.

Red Barrels
Explode all the red barrels on the 
rooftop while in a helicopter

10 Bronze
At the end of Act 5, Chapter 3, use the banshee’s chaingun to 
shoot all the red barrels on the rooftops.

No Man Left 
Behind

Kill all enemies while escaping from 
the collapsed building

20 Bronze
At the end of Act 4, Chapter 3, kill the two skulls before reaching 
the elevator; a Thumper works well.

I Might Be Late
Kill all enemies during the sprint to 
Sarrano’s jumpship

20 Bronze
Once the timer starts, kill every enemy at the end of Act 7, 
Chapter 1, while racing to Sarrano’s jumpship.

Just One Last 
Thing

Kill all enemies before you reach the 
escape capsule

20 Bronze

As soon as you enter the Ulysses at the end of Act 7, Chapter 2, kill 
every Heavy Echo shock trooper you encounter. Thumpers and the 
Boneduster’s charged shot work well. Enter the capsule and kick 
the final shock trooper as he tries to enter through the hatch.

Om Nom Nom!
Feed a Venus man-eater with a Nom 
parasite

10 Bronze
Kick a Nom parasite toward a Venus man-eater. This can be 
accomplished at multiple points during the campaign.

SKILLSHOT ACCUMULATION

Wannabe
Perform 10 different single-player 
skillshots

10 Bronze
You can earn this early on in the campaign just by performing 10 
different skillshots.

Somebody
Perform 25% of the single-player 
skillshots

20 Bronze Perform at least 34 different skillshots during the campaign.

Big Cheese
Perform 50% of the single-player 
skillshots

30 Bronze Perform at least 68 different skillshots during the campaign.

Celebrity
Perform 75% of the single-player 
skillshots

40 Bronze Perform at least 102 different skillshots during the campaign.

Golden Idol
Perform every single-player skillshot 
in the game

50 Gold Perform all 135 skillshots during the campaign.

Master of 
Disaster

Earn 2,000 points or more at once 40 Silver
This is easiest in Echoes mode. At the start of the Jumpship 
level, unleash a Thumper to kill multiple Heavy Echo shock 
troopers with Flyswatter and Shocker skillshots.
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