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How to Use tHis GUide
destRoY PANAU
to sAVe it

Chapter 3: Weapons

You have two jobs to do in Panau: create enough chaos to shatter
the current government and then survive the power grab that will
surely explode in its vacuum. Our guide is essential for agents
who not only want to see every sight in the beautiful island
nation, but who also want to complete every mission and locate
all collectibles, such as vehicle parts.

Chapter 1: Cast of Characters
Get the full rundown on all weapons you can use in Panau,
including how to find them and which are best for specific
situations.

Chapter 4: Vehicles

As you attempt to solve the situation on the island nation, use the
intel on all major players in Panau to decide your loyalties. You
will create enough chaos to destabilize the current regime.

Chapter 2: Field Guide to Panau
There are a lot of wheels in Panau—and no shortage of wings,
either. This chapter details all of the vehicles you can use in your
adventure.

Chapter 5: Exploring Panau

Learn the essentials of playing Just Cause 2. Everything from
how to work up enough chaos to meet goals to details on how
to find and accept missions are found in this chapter. Plus, check
out tips and tricks for using Rico’s full playbook—that grappling
hook/parachute combo is both fun and versatile.
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Panau may be an island nation, but the series of islands that
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and sniping dangerous thugs. The missions in this chapter
are split into the three factions. Each mission entry is
complete with strategies, location, and rewards.

Chapter 6: Agency Missions

Chapter 9: Challenges

Though you must work for the different factions in Panau to bring
down the regime, your first loyalty is to the agency. All agencydirected missions are explained in this chapter, complete with
locations and strategies.

In addition to taking missions for the agency and factions,
you can earn cash by participating in a series of racing
challenges all over Panau.

Chapter 7: Stronghold Takeovers

To help the three factions expand their inﬂuence, you must take
over key government facilities such as military bases and ports.
When you assist factions in these nine takeover missions, you
unlock more faction missions. Use the strategies in this chapter
to effectively conquer the strongholds.

Chapter 10: Collectibles

Each of the factions has an asset spread around Panau that
they want you to locate on their behalf. This chapter discloses
the locations of all 300 collectibles.

Chapter 11: Achievements and Trophies

Chapter 8: Faction Missions

Bragging rights are now a major part of gaming! Use our
award charts and strategies to bank all of the achievements
and trophies in Just Cause 2.
There are dozens of faction missions, including escorting assets

primagames.com
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make up the country amount to a lot of real estate. Use these
maps to see who controls what territory, the location of missions,
and tips for destabilizing Panau.
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CAST OF CHARACTERS
THE PLAYERS
OF PANAU
As the situation in Panau reaches a boiling point, numerous
players jostle for the power grab coming should the national
leadership topple. At the heart of the bubbling drama are three
factions and a cast of exciting characters. Use this intel to
familiarize yourself with all the relevant factors at play in Panau.
Knowing exactly who stands to gain by the failure of the current
regime will help you sort out loyalties. Although, Panau is the
kind of place where you look out for number one—so you don’t
step in number two.

The Factions

There are three factions with Panau positioning to take over
should the new regime of Panau fall. Rico must align himself with
all three of these factions, helping them destabilize the country
so that when Baby Panay, the new leader of Panau, falls, a
power vacuum is created. Hopefully, that vacuum will be filled by
somebody with a benevolent streak.

Reapers
The Reapers are a Panauan revolutionary group believed to have been in
contact with many of the Socialist and
Communist regimes of Asia over the
years. The Reapers organization today is
less of a militia and more of a gangster
outfit. The Reapers are driven by their
anger at the Panay government’s historic capacity to squander
wealth while leaving the real workers of the island in squalor.
Their leader, Bolo Santosi, is determined one day to rule the
island, or at least plunder its riches.

Roaches
The Roaches, led by Razak Razman, are
a criminal organization of the same ilk
as the Mafia or the Yakuza. They are a
mainly urban outfit that deals in traditional organized crime ventures such as
drugs, prostitution, and smuggling. In
the last few years, their operations have
expanded notably, mostly in and around Panau City.

Ular Boys
The Ular Boys stem from the indigenous Ular jungle tribes of
Panau and claim to be the rightful rulers of the island. Under
the charismatic leadership of Sri Irawan, the disparate tribal

6

groups have in recent years come
together to form one terrifying and
volatile, even bloodthirsty, force.
There also have been reports of
sectlike brainwashing and the distribution of powerful hallucinogenics
among the young Ulars. All to build
a dangerously tight community of
bloodthirsty and blindly loyal gangsters. But the accusations
of power abuse and gangsterism thrown at the Ular Boys are
always jostled by the cold, distant, and highly educated Irawan.
The accusers then usually find themselves mysteriously killed,
dismembered with their heads impaled on spikes at the roadside
in the true ancient Ular tradition.

The Actors

As the situation in Panau deteriorates, the personalities at the
center of the unstable regime and its possible replacement heat
up. At the center of the thrilling developments is agent Rico
Rodriguez, an effective asset who is as deadly as he is stylish.
But Rico shares the spotlight with such strong characters as
Karl Blaine, an aging spy who really needs to dry out, and Bolo
Santosi, the passionate leader of the revolutionary Reapers who
seems to want to restore ownership of government to the people
of Panau but who may have her own agenda.

Rico Rodriguez
Birthdate: January 25, 1968
Allegiance: Agency
Rico Rodriguez is a longtime
Agency field operative, renowned
for his expertise in high-risk
deployments of “regime-change”
missions. The Agency first
approached Rodriguez during the
invasion of Panama in 1986 and
has since been in the Agency’s employ. Rodriguez made quite
a name for himself during the San Esperito debacle a few years
back and has proven himself in difficult situations more than
once over the years.
He is an expert marksman, demolition technician, pilot,
and driver and has done fieldwork that includes paramilitary
training and political subversion. Rodriguez is also known for his
expertise in the use of the grappling hook/parachute combination, a somewhat flamboyant but extremely effective means of
transportation.
The Agency considers Rodriguez to be a “high maintenance”
operative, and he has more than a few loose-cannon tendencies.
He works best with his old commanding officer Tom Sheldon but
has difficulties taking orders from other operatives.
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Jade Tan

Birthdate: July 4, 1949
Allegiance: Agency
Tom Sheldon is a longtime Agency
operative who first came into
Agency employ in the late sixties.
Sheldon was active during the
various Agency black ops of the
Vietnam War (including ops in Laos
and Cambodia).
Sheldon was active in the South American theater during the
eighties, and he played an important role in the operations that
led to the election of the famed “Papa Panay” of Panau.
A few years back, Sheldon and his protégé, Rico Rodriguez,
played a vital role in overthrowing President Salvador Mendoza of San
Esperito. Sheldon has since been working the South Pacific theater.
Recently, Sheldon was on assignment in Panau when he was
reported missing. Some sources within the Agency claim that he
has gone rogue. If this is true, he constitutes a major threat to the
Agency that must be dealt with.

Maria Kane
Birthdate: June 15, 1970
Allegiance: Agency
Maria Kane has been with the
Agency since the mid-nineties. Prior
to the Agency approaching her,
she had a promising career in the
military. She served in the Gulf War
in 1991 in a Rangers special unit in
which she proved herself in several
covert ops behind enemy lines.
After the Gulf War, the Agency approached her several times
before she finally accepted their offer. Maria Kane, together with
Tom Sheldon and Rico Rodriguez, helped overthrow the regime
of President Salvador Mendoza in San Esperito a few years back.
Kane has proven herself to be both a steadfast and loyal
Agency operative, but many see her as cold and distant. During
the course of Kane’s career, it has become obvious that she finds
friendship superfluous; her only loyalties are with the Agency. Kane
is a born soldier: extremely professional, disciplined, and loyal.

Karl Blaine
Birthdate:
December 16, 1960
Allegiance: Mothers for
Fruit for Life
An Agency sleeper asset, Karl
Blaine has been on the island of
Panau longer than most. He is
undercover as a field worker for a
Swedish agricultural development
organization known as Mothers for Fruit for Life.
While posted on Panau, Blaine has only rarely been activated
and has taken to gambling and drinking heavily.

Birthdate:
October 31, 1981
Allegiance: Unknown
Jade Tan of Panau is a trusted
agency operative, used to
working under deep cover.
Using different honey-trap
techniques, she has been
invaluable in collecting information about the state of affairs on Panau.
Tan remains one of the most loyal and trusted information gatherers in Panau. Due to the nature of her work, her
connections to the Agency must be kept strictly confidential.

Sri Irawan
Birthdate:
April 22, 1974
Allegiance: Ular Boys
Sri Irawan is the leader of the
notorious Ular Boys, a criminal
organization of some power.
Irawan’s education at Princeton
and his fine manners clash
somewhat with the brutish
methods of the Ular, but the organization has reached new
heights under his leadership.
Irawan’s agenda is simple enough: power. And many
believe he only uses his ethnicity to build false loyalty among
the bloodthirsty warriors of the Ular Boys.

Bolo Santosi
Birthdate:
August 18, 1979
Allegiance: Reapers
Bolo Santosi is the leader of the
Panauan revolutionary clique
known as the Reapers.
Santosi stems from a long
family of revolutionaries, and
she is obsessed with the Communist history of the Chinese
people, even though most would argue that her true ideology
revolves around money and power. Bolo Santosi is widely
known for her corruption and arbitrary attitude toward the
Socialist cause. Her leadership of the Reapers remains
undisputed, however, and her passionate talk of revolution
draws new recruits each day.

Razak Razman
Birthdate: September 21, 1946
Allegiance: Roaches
Razak Razman is the leader of the Roaches. He was a good
friend and benefactor of Papa Panay. But there seems to
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be no love lost between him and
the current leader, Baby Panay.
The criminal activities of the
Roaches are well known, but the
right amount of money in the right
pockets allows Razman to remain a
prominent public figure.

General Masaio
Washio

His businesses are rarely
lawful ones, but even so, Razman
remains one of the most influential
businessmen on Panau. Some even
say that he might one day rule the island himself.

Since childhood, Masaio Washio
has lived in the shadow of his great
warrior father, Etsuo Washio. Like
his father, Washio joined the army
at age 15. But so far for him, there have been no battles, no
glory. Japan’s peacetime army has acted only to save earthquake
survivors. But the tune is changing. China will soon be on the
march, and the Japanese government is sharp enough to know
that if they don’t make a stand now, they will be washed away
with Taiwan, Hong Kong, Singapore, and the rest before the
United States and Russia dare call a halt to the expansion. So
Japan’s army is being secretly reawakened. Panau is going to be
the line in the sand.

Alexander Mirkov
Birthdate: July 21, 1964
Allegiance: Russian
Federation
Mirkov’s “diplomatic career” began
with the KGB. When the Soviet
collapsed, he transformed himself
effortlessly into a Moscow Mafia
boss, making a fortune selling off
military hardware, from suitcase
nukes to secondhand warships.
Ice-cold and ruthless, Mirkov’s heavy-set features give away
his roots in Ukrainian blacksmith stock. Always a loyal friend
to his ex-KGB friends, when the offer came for an “interesting”
posting as second trade secretary to the Russian Embassy in
Panau, Mirkov couldn’t resist. He conveniently arrived six months
before Papa Panay was blown up.
Mirkov’s real task: to assess all antigovernment groups on
the island, select the best candidate, then fund and train said
group until the candidate of their choice can be placed in the
palace. He views Razak Razman as a convenient ally and admires
the organized brutality of the Roaches.

Zhang Sun
Birthdate: February 3, 1947
Allegiance: People’s
Republic of China
Zhang Sun is the Chinese representative on Panau. He is an elderly
military intelligence chief with an
extensive background inside the
Chinese military’s inner circles.

Birthdate: December 8,
1942
Allegiance: Japan

But it must appear at first to be a popular rebellion. Which
is why Washio has forged an alliance with Sri Irawan and his
tribesmen. By promising them independence on the New Panau,
the Japanese will use their might to take the reins of government.
And once in power, the large indigenous Japanese population
can be directed to vote for secession to Japan.

Baby Panay
Birthdate: March 13, 1978
Allegiance: Panau
Pandak “Baby” Panay is the current
ruler of the nation of Panau. An
unremarkable man, he was long
ignored by the Agency and other
intelligence organizations, as
nothing was expected to come
of him. However, he is suspected
of assassinating his father, Papa Panay, in order to usurp his
presidency.
As regent, he does little in the way of leading his country,
choosing instead to indulge in various eccentricities and impose
his cult of personality upon the citizens of Panau.

Papa Panay
Birthdate: October 2, 1951
Allegiance: Panau

A thirty-year survivor of the
Chinese transition from repressive Communism to repressive
Capitalist free-market Communism, Zhang has pretty much seen
it all when it comes to violence, torture, and fear tactics.

The father of Baby Panay and longtime ruler of Panau before
his death, Papa Panay was as close to a benevolent dictator as
Panau had ever had. More importantly, Papa was in the Agency’s
pocket and a close “personal” friend of Tom Sheldon.

In his time, Zhang earned himself a reputation for his coldblooded savagery in several of the northern Chinese provinces.
Capable of shrewd strategic thinking, he sees the popular Bolo
Santosi of the Reapers as an expendable medium-term leader:
As soon as the Chinese-backed revolutionaries take the island,
he intends to seek its return to the beneficent rule of the Chinese
government back in Beijing.

Several more or less reliable sources report Baby Panay’s
involvement in the car bomb that killed Papa Panay. Regardless
of the truth of the matter, the new ruler of the nation is far, far
worse than the old.
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Welcome to Panau, Agent. Before you are inserted into active duty
on the island, it is imperative that you be intimately familiar with
the latest combat techniques, the use of your gear, and exactly
how to cause the chaos necessary to destabilize the current
regime. Without this mastery, you are likely to survive in the field
as long as a hot dog survives at a Fourth of July barbecue. So,
enjoy the flight into Panau and read up on these essentials before
entering Panauan airspace. Because once you set foot on the
island, there isn’t much the Agency can do to help you. After all, as
far the Agency is concerned, you don’t even exist. And even if you
did, you certainly wouldn’t be existing in Panau.

1

Target Cursor: These crosshairs indicate where you are
aiming. When the crosshairs include a rectangle, the
surface is close enough for your grappling hook to find
purchase. When you are aiming at something that can
be shot, the cursor turns red. When you are aiming at a
friendly, the cursor appears green.

2

Context-Sensitive Commands: Occasionally, specific
actions in the context of the current situation appear
here, such as the ability to stunt-jump onto a speeding
vehicle or hijack it.

3

Weapon: The currently selected weapon appears here.
The stars beneath the weapon icon indicate its current level. The number is the amount of reserve ammo.
The circle around the reserve ammo number indicates
the number of rounds in the current magazine. See the
“Black Market” section of this chapter for more information about upgrading gear.

4

Explosives: You may carry two different kinds of explosives into the field. The current selection appears here. The
stars beneath the explosive indicate the current upgrade
level. The number is the amount of explosives in reserve.

5

Objective: If you are in a mission, the current objective
appears up here. Use this info to keep on task.

6

Minimap: This map details your immediate surroundings and shares icons with your PDA, such as the location of an objective or an identified settlement.

7

Health: Your current health is noted here. You can regenerate approximately half of your health when injured,
but you must avoid incoming fire for a short period of
time to do so. To fully restore health, access a medical
kit, which you find all over Panau while on missions or
while just exploring. You can upgrade your maximum
health by locating five armor parts.

8

Heat: When you start stirring up trouble, you draw attention from the Panauan military. This attention translates
into heat. The more heat you bring upon yourself for
acting against government agents or interests, the more
response you draw. If you disappear from the view of
soldiers, heat starts to subside.

9

Signal Strength: Throughout Panau, you will locate
weapon, vehicle, and armor parts that you can use to
upgrade gear, vehicles, and maximum health, respectively.
The more bars you see in this indicator, the closer you are
to a part or a cash stash. When you are especially close
to a part or cash stash, the indicator flashes and a small
white arrow appears onscreen, pointing to the actual item.

10

Settlement Info: There are hundreds of settlements
all across Panau, from giant cities to small villages to
military bases. When you enter the borders of an estab-

RICO’S WAY
As Rico Rodriguez, you have access to some great training and
tools. The suave, flamboyant agent is capable of amazing feats
of acrobatics and deeds of derring-do, from fearlessly jumping
between speeding vehicles to hopping out of a helicopter in
midflight and not pulling the rip cord on his parachute until the
ground is mere meters away.
However, even though Rico is an excellent agent, he is not
superhuman. He bleeds just like everybody else. Therefore, to keep
him alive, you need to know all of the basics of being an agent in
the field, such as how to read your heads-up display (HUD) and
the best way to utilize the gear you buy from the Black Market.

The Essentials

When you first arrive in Panau, you are weaponless, save for the
revolutionary grappling hook gauntlet attached to your forearm.
You must start collecting gear and weapons immediately. You
must also learn how to best use your PDA, which offers constant
updates on your position (and condition) in Panau. The HUD and
PDA are synced, so you are always on top of the situation.

Main Game Screen
9 6
7

5
8

10

1

4

2

3
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lishment, its name temporarily appears here. The percentage
indicates how much of a settlement you have “completed,”
which means how much of it you have taken back from
government control. See the “Chaos” section of this chapter
for more information about completing settlements and how
that fits in with your overall goals on Panau.

Setting waypoints on your PDA is extremely useful.
When you are back on the game screen, a yellow box
shows you the direction and distance from your marked
waypoint. This is helpful for finding collectibles and
other pick-ups, using our lists of coordinates.

A common place to find medical kits is on the side of
gas stations, which are all over Panau.

ICON LEGEND
This is the icon legend for the PDA map:

The PDA Screen
Checking in on your PDA reveals a map of Panau, complete with
a list of all relevant info, such as current Chaos levels and known
locations. Use your PDA to remain abreast of the latest information.

#

Objective
Agency mission
Stronghold Takeover
Faction mission

6

Racing challenge
3

2

Military base
Military airport

1
5

Military harbor
4

Civilian village
Civilian City
Communication outpost

The PDA screen. You can zoom in to see locations in greater detail or zoom out to see which
groups in Panau control specific areas of the island.

1

Offshore oil rig

Map Cursor: When you look at the map, you change your
current view by moving the map cursor. When you move
over an identified settlement, you see pertinent information
about the settlement. Moving over an offered mission reveals
objective information and rewards for completing it.

Roaches stronghold

2

Icon Legend: The icon legend allows you to customize
which icons appear on the map when looking at your PDA.

Military stronghold

3

Database: The database keeps tabs on important information, such as known players in Panau, combat actions, and
the use of items.

4

Chaos Meters: To shake the government in Panau, you
must cause chaos. The overall amount of Chaos is the number above these meters. The meters measure the amount of
Chaos you must achieve to unlock new missions (Agency,
Stronghold Takeover, and Faction) and to earn new items in
the Black Market.

5

Resources: This area of the PDA keeps track of how many
weapon, vehicle, and armor parts you have located as well
as how much cash you currently possess.

6

Coordinates: These X,Y coordinates are useful for locating everything from upgrade parts to objects that you can
destroy to cause chaos. Many lists in this guide use coordinates to help you locate useful items and objects.

Reapers stronghold
Ular Boys stronghold

Combat

Nothing in Panau
is just given—you
must take it. The
currency most
recognized (and
respected) in Panau
is violence. Your
primary attack is
shooting, although
you may use
explosives to neutralize foes. In addition, you can also use the
grappling hook as a melee weapon. You are able to carry up to
three weapons at a time in Panau: two single-handed weapons
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While dual-wielding, you cannot throw explosives.

Reload often with the Reload button. It takes a
second or two to reload a weapon, during which
time you are defenseless. Therefore, reload behind
cover or after immediately finishing a firefight, and
you’ll go into the next encounter ready to play.

There are mounted
weapons around
Panau that you can
slip behind and use,
such as miniguns
and flak cannons.
These weapons have
unlimited ammo.

As a general rule, two-handed weapons are more
powerful than single-handed weapons. For a complete
list of all weapons and relevant stats, please see the
Weapons chapter.

While shooting, you can use the size of your target cursor to
judge your accuracy. The larger the cursor, the wilder your
shot. Shooting while running reduces accuracy. As soon as you
stand still, your accuracy improves. However, for the greatest
accuracy while shooting, switch to Aiming mode. This allows
you to really pinpoint your target cursor on your enemies and is
critical for scoring headshots, which are one-shot kills on most
thugs and brutes.

You may detach the
mounted guns from
their harness and
carry them into battle.
These miniguns have
incredible firepower,
but they slow your
movement and prevent
you from using
explosives or your
grappling hook.

Aiming mode decreases
your movement speed and
field of vision but greatly
improves your accuracy.

Though we cover this in greater detail in the Weapons chapter,
you should always consider range when engaging an enemy.
Some weapons are better at close range than others, such as
the two shotguns. An assault rifle, on the other hand, is effective
at medium range. Range dovetails into accuracy, because when
you use a weapon properly, your accuracy improves. Expect
poor results if you have a shotgun and are attempting to shoot
an enemy who is on top of a guard tower while you are halfway
across a courtyard. Thanks to the decreased accuracy, you will
burn through more ammunition in order to eliminate the target.
Rate of fire is
also an important
factor to keep
in mind while
choosing weapons.
A weapon with a
high rate of fire,
like a submachine
gun, has decreased
accuracy. However,
if the submachine gun is used properly at close to medium range,
the accuracy is much greater than over great distances. The
weapon may go through ammo fast, but because you are close
enough to the target to make more shots count, you eliminate
the enemy quicker.

Using explosives is another great way to eliminate threats.
Thanks to an explosive’s powerful blast, you can usually
kill any enemy caught within the blast radius with a single
charge or grenade. However, in the case of fragmentation
grenades, you must consider the countdown time between
throwing the grenade and it arriving at its target. A grenade
usually takes five seconds to blow. This is sometimes more
than enough time for an enemy to spot the incoming grenade
and run beyond the reach of the blast radius. However, if
you hold down the Grenade button for a few seconds before
letting go, you can effectively “cook” the grenade. When you
throw it, the countdown is much shorter.
You can overcook a grenade and have it blow up in
your face, so don’t hold on to it for more than three or
four seconds.
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and one double-handed weapon. You may dual-wield singlehanded weapons to increase your firepower, but you are going to
burn through ammo much faster while doing this.
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Some vehicles are equipped
with weapons, such as
mounted guns you can use
while driving.

You are not the only person on Panau with a weapon, you know.
Every soldier in the Panauan military is armed—sometimes to the
teeth. Often, the best offensive is a good defense. If you get into
trouble, use the Dodge button to evade an incoming attack by
rolling away.

Driving

Panau may be an
island, but it’s a
pretty big island.
Traveling strictly
on foot will get
you from one side
to the other, but
it will take a long,
long time. You are
better off driving.
There are dozens of land- and sea-based vehicles to take control
of in Panau, from sedans to motorcycles to speedboats. Most
automobiles and boats handle similarly, with acceleration and
braking controls in the same place.

Whenever possible, you should dive in and out of cars
and trucks to cut travel time and to zero in on the
Trying Everything Once achievement/trophy, which
requires you drive 104 unique vehicles.

Off-roading
should be
limited to
off-roadcapable
vehicles, such
ATVs and jeeps
that are built
specifically to
handle rough
terrain. A regular car will get banged up quickly and even
stranded on uneven terrain.

Swimming

However, while the controls may be similar, handling most
certainly is not. Though vehicles in similar classes may handle
the same (e.g., there is not much difference between sedans),
the difference between a transport truck and a dirt bike is
substantial. Heavier vehicles require more time to reach top
speed and require greater distances for stopping. Small vehicles,
such as motorcycles, are more nimble than cars and can easily
weave through traffic.

If you need to make a quick turn, use the handbrake on
an automobile to drift.

In addition to running, you can also swim through the water
and under it (which is a great way to escape enemy detection).
To swim, simply control Rico the same way you would while on
the ground. However, while underwater, you must keep tabs
on his current air supply, which appears onscreen. To control
depth, move the camera up and down. For example, if you are
swimming underwater and need to surface, position the camera
so you are looking up and then swim forward.
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Stunt Jumping/Hijacking

Driving a car may cut down on travel time, but if you really want
to get somewhere on Panau in hurry, you take to the skies. There
are multiple airplanes and helicopters for use in Panau. Most
airplanes are located at airports and range in size from personal
craft to jumbo jets. Helicopters, on the other hand, are more
common, and you can locate occupied helipads on both military
sites and civilian centers.

Some locations are impossible to reach by car, too,
such as mountaintops. Use aircraft to reach great
heights in Panau.

While on any vehicle, you may perform a stunt jump. This
command moves you out of the driver’s seat (which is very
dangerous) and on top of the vehicle. From this position, you
can shoot, use explosives, and deploy the grappling hook.
If you are close enough to another vehicle, you can quickly
jump to it. You do not need to aim specifically for the second
vehicle; Rico’s instincts take over and he makes the jump
successfully. From the stunt-jump position, you may enter
a vehicle. However, if a hostile occupies the driver’s seat,
you must do something about that person before you seize
control of the vehicle.
To hijack a vehicle,
follow the onscreen
prompts to beat the
driver senseless and
eject him. If you miss
a prompt, the driver
hits back and you take
damage. Miss too many
prompts and you’ll be
the one who’s ejected.
When you move into the stunt-jump position in an
aircraft, the vehicle immediately starts losing altitude.
If you don’t jump away from the aircraft, you will perish
when it hits the ground.

Helicopters are much easier to control than airplanes, because
you can easily change altitude and can nimbly pitch and bank
using the same controls as if your were running. This increased
mobility allows you to get in and out of tight spots. Contrast
that to an airplane, which requires a runway to both take off
and safely land. Banking in an airplane also requires extra
room, since you turn much wider, although there really are few
obstacles to avoid in the sky....
While flying through unfriendly airspace, watch out for
surface-to-air missiles (SAMs). To dodge an incoming
SAM, quickly change altitude while banking. You can
destroy SAM batteries with your vehicle’s weapons, or
you can blow it up while still on the ground.

While stuntjumping, you
may also move
around the
outside of the
vehicle. Use
this technique
to avoid
getting shot by
enemies (not
the current driver who remains behind the wheel) leaning out
of open doors. Some enemies manage to use doors as cover,
so you must sometimes move around the car to get a clean
shot at a target. While hanging off the grille or trunk of a
vehicle, you may not use explosives.
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Grappling Hook

Any secret agent can shoot a gun. Big deal. Only a super agent
like Rico can use a personal grappling hook attached to his
forearm to get him out of sticky situations in a blink of an eye.
That grappling hook is an incredibly versatile tool, too. It can be
used for multiple things, such as ripping an enemy out of a tower
perch or beating an enemy senseless with the sharp, hard hook.

You can tether together slingshot moves to stay airborne for
quite some time. Just drift through the air, looking for an object
to grapple toward, such as trees or the sides of buildings. The
grappling hook acts like a bungee cord, pulling you in and then
releasing you with a little “spring action” that gives you extra
momentum.

In Combat

General Use

The most common use of the grappling hook is to attach it to a
distant surface and pull yourself to it. This works at almost any
angle, from pulling you straight up to pulling you across a gap
in the ground. However, the grappling hook does not stretch
forever. It only goes so far. To judge if you are able to attach to a
surface (or a vehicle or an enemy) you are aiming at, look at the
target cursor. If the rectangle appears around the crosshairs, you
can successfully grapple.
One of the basic uses of
the grappling hook is to
grapple to a vehicle, which
places you in the stunt
position, unless you grapple
to a motorcycle. Then you
immediately eject the driver
and slide right behind the
handlebars.

As mentioned in the “Combat” section, you can use the grappling
hook as a melee weapon. While close to an enemy, hit the Melee
button to swing the grappling hook. Low-level enemies, such as
grunts, require just one or two hits, depending on whether you
have already softened them up with bullets. Elite enemies can
withstand more hits before they go down.

Melee should never be your primary attack, since it
requires you get close to an enemy to land the blow.
However, in a dire situation, it can be an effective fightender.

Slingshot
The slingshot is a
useful trick that
combines the
grappling hook
and the parachute.
To slingshot into
the air, grapple
toward a surface
and then release
the parachute.
You release the grappling hook and then drift up into the sky.
The slingshot technique is great for crossing distances if you are
suddenly without a vehicle or need to get somewhere close by
quickly and don’t have time to steal a car.

You can also use the grappling hook to pull an enemy off his
feet. Now, depending on where the enemy is standing, this has
different effects. If you pull an enemy off a tower, they fall to their
death. Grappling an enemy on flat ground just sweeps them off
their feet; they will scramble back up right away. However, you do
stop them from firing for a few seconds as they pull themselves
off the ground. You can also use the grappling hook to pull an
enemy out of cover, which proves useful early in your adventure
and is one of your most reliable maneuvers.
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The grappling
hook can not only
connect you to
another object
or surface, but
you can also use
it to hook two
things together
independently of
you. This is called
a dual-hook. To dual-hook, fire the grappling hook at a surface,
object, or enemy and then hold down the button. While holding the
button, drag the target cursor to another object or surface. When
you release, the grappling hook binds the two objects together.
There are many uses for dual-hooking, such as tethering an enemy
to the ceiling. This puts them out of commission, since they just
dangle there like a pinata. (In fact, if you beat them with a melee
attack while they hang there, you bank a Pinata Kill. If you shoot
them as they hang, that counts as a Suspension Kill.)
Dual-hooking is a fun way to
bring down statues of Baby
Panay spread around the
island. Dual-hook the statue
to a large vehicle and then
drive off, pulling the statue
to the ground.

visited it. To call upon the Black Market, you must place
a beacon on the ground in a space large enough for a
good-sized chopper to drop from the sky.
The Black Market accepts only cash. Here is the Black
Market inventory and price list:

BLACK MARKET PRICES
Vehicle
Makoto MZ 260X
Pell Silverbolt 6
MTA Powerrun 77
Rowlinson K22
Shimuzu ATV110
Garret Traver-Z
Poloma Renegade
Hedge Wildchild
GV-104 Razorback
Sivirkin 15 Havoc

Cost
$25,000
$30,000
$30,000
$35,000
$25,000
$40,000
$50,000
$50,000
$100,000
$100,000

The Black Market chopper will not extract you from a
fight. If you have any heat on you, the chopper will only
offer weapons and vehicles.

All vehicles, including Black Market vehicles, are
detailed in the Vehicles chapter.
Experiment with dual-hooking. The uses are seemingly
limitless, such as attaching a pursuing vehicle to a
bridge support. When it reaches the end of the hook,
the vehicle flips into the air.

You can even dual hook two enemies together! Connect
two incoming thugs with your grappling hook to watch
them smash into each other. If they are far enough apart
or weakened by bullets, the slapstick violence may even
result in a kill.

Black Market

After you complete
the second
mission, “Casino
Bust,” you unlock
access to the
Black Market. Run
by the enigmatic
Sloth Demon,
the Black Market
is a source for
weapons and vehicles. You can also use the Black Market to
extract you to a distant location, provided you have already

When you initially unlock the Black Market, you can buy only
one weapon and one vehicle. However, over time, you unlock
more items in the Black Market by raising Chaos. There is
a Black Market meter in your PDA that shows how much
Chaos you must raise before the next set of items is unlocked
in the store. The items are unlocked in this order:

BLACK MARKET UNLOCKS
Level

Weapon(s)

Vehicle

1
2
3
4
5
6
7
8
9
10

Frag grenade, pistol
Revolver, sniper rifle
Assault rifle
Triggered explosive
Sawed-off shotgun
Shotgun
SMG
Machine gun
Grenade launcher
Rocket launcher

Makoto MZ 260X
Pell Silverbolt 6
MTA Powerrun 77
Rowlinson K22
Shimuzu ATV110
Garret Traver-Z
Poloma Renegade
Hedge Wildchild
GV-104 Razorback
Sivirkin 15 Havoc
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Upgrades
Within the Black Market, you can upgrade weapons and vehicles
to improve their power and effectiveness. To upgrade items in the
Black Market, you must locate weapon and vehicle parts in the
field. The signal next to your minimap aids you in finding parts.
It flashes when you are close to one. Each weapon and vehicle
may be upgraded five times. Each upgrade costs more than the
previous. Here is the cost structure of the Black Market:

around, nobody gives you a second look—including enemies.
But if you act aggressively toward a soldier or trespass on
government-controlled property, such as a military base, you
gain heat. The more heat you have on your head, the more
reinforcements are called in to deal with you.

Boiling Point

BLACK MARKET COSTS
Upgrade Level

# of Parts

2
3
4
5
6

5
10
15
20
25

Weapon and vehicle parts
are found inside these
crates.

There are four levels of heat. When you first arrive, you can generate
only the first level of heat, which prompts a basic military response
of low-level soldiers and perhaps a pursuit vehicle if you are mobile.
However, the longer you spend on Panau taking missions and causing
Chaos, the more heat you can bring upon yourself. Eventually, you
will be such a thorn in Panay’s side that you are worthy of four levels
of military engagement. Each successive level of heat increases
the number of soldiers and support vehicles, increases the level of
aggression, and even generates tougher enemies.

Enemies
There are 400 armor parts, 862 weapon parts, and 812
vehicle parts.

When you upgrade a weapon, you improve its damage, rate
of fire, accuracy, magazine size, and overall maximum ammo.
Upgrading a vehicle increases its top speed, acceleration,
handling, and armor. However, some vehicles receive weapons
when upgraded to Level 6, the highest upgrade level. The
MTA Powerrun, Rowlinson K22, and Garret Traver-Z all receive
machine-gun weapon upgrades at Level 6. The MTA Powerrun
also receives rockets at Level 6.

There are multiple enemy types in Panau. At first you encounter
only grunts, which are low-level soldiers who are not particularly well trained and who wear less armor. However, you will
encounter tougher enemies as you dig deeper into the missions.
Soon you will face down heavily armored colonels, crafty ninjas,
and aggressive elites.
Colonels are special targets. There are 50 of them in
Panau, and you get a cash bounty for eliminating each
one. For a full list of colonels, including their locations,
please see Chapter 5, Exploring Panau.

Grunt
Don’t hoard your upgrade parts. Spend them on your
favorite weapons and vehicles to make them more
powerful. This will make exploring the island easier and
a lot more fun.

Heat

Armor: Low

Naturally, trying to overthrow the government gets the attention
of the military in Panau. The measurement of attention you bring
down on yourself is called heat. When you are just walking

16

Weapons:
Pistol, SMG,
sawed-off
shotgun,
shotgun,
revolver
Behavior: Your
standard
soldier, grunts tend to travel in packs whenever
possible, finding safety in numbers. However, you will
encounter some grunts in towers with sniper rifles or
rocket launchers.
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Armor:
Medium

Weapons:
Shotgun,
assault
rifle,
machine
gun, frag
grenade

Behavior:
Elites
are both larger and more aggressive than grunts.
Thankfully, they are not nearly as common. Their
increased armor allows them to withstand more
attacks, although there’s no stopping a one-shot-kill
headshot.

Behavior: Colonels are equipped with armor that
protects them from most weapons unless you
score a headshot, which does damage but does
not induce a one-hit kill like it would on a grunt or
an elite. You cannot grapple colonels.

Weapons:
Shotgun,
assault rifle,
machine gun,
frag grenade

Demolition Officer
Weapons:
SMG,
triggered
explosives

Armor:
High

The best way to bring down a colonel is with an
explosive or a mounted weapon.

Armor:
Medium
Behavior:
Demolition
officers are
similar to elites in that they can withstand more hits
than a grunt. However, this enemy primarily relies on
explosives to attack unless you get so close they must
switch to an SMG.
When killed, a demolition officer drops multiple timed
charges on the ground. Get back before they blow!

Ninja
Weapon: SMG
Armor: Low
Behavior:
Ninjas are
fast-moving
targets who
use smoke
bombs to
seemingly
vanish and reappear elsewhere—usually just outside of
your field of vision. You cannot grapple ninjas.

When you bring down enough heat, or you have attracted
heat while you are airborne, you often encounter an enemy
attack chopper. Whenever you spot one, make it your top
priority, because the mounted weapons on an attack chopper
can cut you down within seconds. The best way to handle a
chopper is to grapple to it, shoot any guard who hangs out
the side, and then smash the pilot’s face until he releases
the controls and can be thrown to the ground. Now you have
your very own chopper to use against your enemies.

Cooling Down
Heat is
unavoidable,
especially
when you are
on a mission
that requires
you to attack
an enemy
installation.
You just have
to manage your enemies during the course of the mission.
However, if time is not of the essence during a mission or
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Colonel

Elite
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if you are between missions (causing trouble), you can hide to
reduce heat. Just move away from the current engagement and
seek solitude on a rooftop or in the forest, watching the Heat
meter around your minimap drop until it is empty.

Gas pump

490

Generator

400

Industrial chimney

50

However, while things cool off, you are not in the clear. When
the heat starts to subside and enemies give up looking for you,
the Heat meter turns orange and a small orange exclamation
point appears below the minimap. During this period, if you are
spotted, all heat returns—and it returns to the current level.

Mobile radar

30

Offshore rig

11

Pipeline

55

Propaganda trailer

100

Radar

75

Radio mast

25

Though you are collecting cash and parts for completing
missions and eliminating high-value targets, the currency you
trade in the most is Chaos. Chaos is how you will bring down
Baby Panay’s government and unlock missions. How do you
create chaos? Completing a mission always results in Chaos. But
you also generate Chaos by destroying government assets in
Panau. There are literally thousands of things to blow up to rattle
the government—and it is always fun to make things go boom.

SAM site

185

Satellite dish

30

Silo

90

Skull

100

Transformer

100

Water tower

220

Asset Liquidation

Wind turbine

50

Chaos

You are not considered completely done with Just
Cause 2 until you have eliminated every government
asset and located every upgrade part. The Statistics
tab in your PDA tracks all of your Chaos-related
destruction.

When Baby Panay seized control of Panau, everything owned by
the government suddenly had a target painted on it. Fuel depots,
generators, broadcast towers, wind turbines—if the government uses
it, it’s a target. Anything that explodes can also generate Chaos,
such as gas stations along the roads and highways of Panau.
Chapter 5, Exploring Panau, details every destructible
object in Panau, from gas pumps to radio masts, and it lists the
location for each target so you can work your way to 100-percent
completion of the game. However, to get an idea of how many
things you can destroy in Panau, here is an overall list of assets
that you can blow up to generate chaos:

Object

Number

Baby Panay statue
Bio-fuel shaft
Black box
Broadcast tower
Cash stash
Colonel

90
15
100
320
450
50

Communication station

75

Crane

40

Drug drop

100

Fuel depot

1,020

Gas holder

30

18

Some objects are worth more Chaos than others and result in
a cash payment, such as Baby Panay statues, oil pipelines, and
radio masts. There are fewer of these high-value targets than
basic destructibles, such as gas pumps and broadcast towers.
Don’t ignore the small fuel
drums you encounter on
missions. Shooting these
so they blow up not only
kills nearby enemies, but
also pays out a +10 Chaos
bounty. That’s not very
much, but consider how
many hundreds of these
you will blow up while
completing all Agency and Faction missions.
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Playing the Percentages
You also generate
Chaos by liberating
settlements,
cities, and bases.
Every location in
Panau starts out
under complete
government control.
However, as you
destroy assets
within the borders of that location, you see the percentage of that
settlement or site tick upward. To earn 100 percent and completely
free a site (which pays out in cash and Chaos), you must destroy
all government-owned assets and pick up all upgrades. So, use
your signal to locate part crates in every village.
Use our complete part location table in Chapter
5, Exploring Panau, to score 100 percent in every
settlement, base, or city.

Mission Management

There are three types of missions that you must undertake
to eventually topple Baby Panay’s regime: Agency missions,
Stronghold Takeovers, and Faction missions. When you first arrive
in Panau, you automatically begin the first Agency mission, which
then funnels into the second Agency mission. Following the
completion of the second Agency mission, “Casino Bust,” you are
then able to spread out and begin taking missions from the three
factions within Panau that are also seeking to control the island.
All three of these mission types are related, as you cannot open
up the main Agency missions without generating Chaos through
general mayhem and by completing Faction missions.

After
completing the
second Agency
mission, you
are introduced
to the three
factions:
Reapers,
Roaches,
and Ular
Boys. The first thing you must do to establish trust with
the faction leaders is help them roll a government outpost.
These missions are called Stronghold Takeovers, and there
are nine total. Once you help a faction seize a stronghold,
that becomes a base of operations for the faction. You can
then begin taking missions for that faction within the area of
influence around the stronghold, which you can view on your
PDA map. At first, the amount of real estate a faction controls
around a stronghold is small. But as you generate Chaos
and complete missions for that faction, that area of influence
widens, which in turn unlocks more Faction and Stronghold
Takeover missions.
By the time you finish the game, the three factions
will control all of Panau.
In addition to running missions for the factions,
you can also curry their favor by seeking out their
errant collectibles. The Reapers are looking for
black boxes. The Roaches are after drug drops.
The Ular Boys seek sacred skulls. The locations
of all 300 collectibles are detailed in Chapter 10,
Collectibles.

Challenges

Agency Missions
Agency missions
are those you
undertake on
behalf of the
Central Intelligence
Agency, your
employer. There
are seven Agency
missions that make
up the backbone
of the story line and lead from your first arrival in Panau to the
final battle with Baby Panay. To unlock these missions, you need
to generate Chaos. Monitor the Chaos meters in your PDA to see
how much trouble you must stir up to unlock the next Agency
mission.

Running low on cash? Then enlist in a racing challenge.
Racing challenges are unlocked around the island as you
expand each faction’s area of influence. There are 75 total
racing challenges that span land, air, and sea. Each challenge
pays out $20,000 if you win the racing event. For a full list of
racing challenges, please see Chapter 9, Challenges.
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You also bank chaos by locating collectibles for
each faction. All collectibles are listed in Chapter 10,
Collectibles.

Stronghold Takeovers and Faction
Missions
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WEAPONS
PARTY FAVORS
Rico’s primary tool is his grappling hook, which he can also use
to grab enemies, string them up, or use as a melee weapon. But
he’ll need more than the grappling hook to get the job done in
Panau. Rico must collect, purchase, and use a series of firearms
and explosives against his enemies. These same weapons are
also used to ruin government assets, which in turn fosters Chaos.
Study the weapons detailed in this chapter before heading out
into the field. The weapon listings here detail critical information
about each piece of deadly gear, including the improvements that
each upgrade makes when you spend weapon parts in the Black
Market.

Firearms

There are two types of firearms: single-handed and doublehanded. You can carry two single-handed weapons into battle
and strap one double-handed weapon to your back. The key
difference is that you are able to dual-wield single-handed
weapons, which greatly increases their effectiveness, although
you will burn through ammo at a much faster rate.
Firearms range in size from a small pistol to an
enormous rocket launcher. However, the size of the
weapon does affect your speed.

As mentioned in the Field Guide to Panau chapter, all weapons
may be upgraded in the Black Market, which affects their power,
rate of fire, and ammo supplies. As you consider which weapons
to upgrade and to carry into battle, consider these factors:

Magazine size: Number of bullets per magazine
Max ammo: Maximum number of bullets you can
carry
Minimum number of shots: Minimum number of
shots required to kill either a grunt or an elite

Headshots score instant kills, regardless of the number
of shots needed to drop a target.

Pistol
Black Market Price: $20,000

20

The first weapon you
find in Panau is the
pistol. This is your
basic point-and-shoot
sidearm. As a singlehanded weapon, the
pistol may be dualwielded to double the
firing power. Without
upgrading, the pistol is not terribly effective unless you score
headshots with it on a regular basis. While you shouldn’t overlook the
pistol when you are in a jam, almost every other weapon is preferable.

Level Magazine Size Max Ammo
1
12
120
2
14
140
3
16
160
4
18
180
5
20
200
6
22
220

Min. # of Shots Min. # of Shots
to Kill Elite
to Kill Grunt
14
6
13
5
11
5
10
4
8
4
7
3

Revolver
Black Market Price: $40,000
The revolver is similar
in shape to the pistol,
but it has much more
stopping power. The
revolver can eliminate
an enemy with a single
shot, regardless of
whether it hits the head
or torso. The drawback
of the revolver, though, is that its magazine size is so small.
Even when fully upgraded, the revolver still has fewer
rounds in a magazine than the starting-level pistol.

Level Magazine Size Max Ammo
1
5
50
2
6
60
3
7
70
4
8
80
5
9
90
6
10
100

Min. # of Shots Min. # of Shots
to Kill Elite
to Kill Grunt
2
1
2
1
2
1
2
1
2
1
1
1

Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited.

CAST OF
CHARACTER

FIELD GUIDE
TO PANAU

WEAPONS

VEHICLE

EXPLORING
PANAU

AGENCY
MISSIONS

STRONGHOLD
TAKEOVERS

FACTION
MISSIONS

CHALLENGES

COLLECTIBLES

ACHIEVEMENTS
AND TROPHIES

PARTY FAVORS
Firearms • Explosives

Shotgun

Black Market Price: $35,000
The sawed-off shotgun
is a deadly instrument
at close range, capable
of doing enormous
damage. Note how it
takes a single blast
from the sawed-off
to kill a basic enemy.
This incredible power
comes at two prices, though: This weapon has very limited range,
and it holds few cartridges in a single load.

Level Magazine Size Max Ammo
1
3
30
2
4
40
3
5
50
4
6
60
5
7
70
6
8
80

Min. # of Shots Min. # of Shots
to Kill Elite
to Kill Grunt
2
1
2
1
2
1
2
1
2
1
1
1

Submachine Gun
Black Market Price: $35,000
The submachine gun
is one of the most
useful weapons in the
game, thanks in large
part to its versatility.
At its lowest levels, the
SMG may not have
tremendous stopping
power, but the rate of
fire is enough to deliver the increased number of bullets needed
for the kill in a short period of time. The trade-off? You’ll go
through half a magazine just to kill an elite, provided you are
close enough to make every shot count.

Upgrading the SMG turns it into a superweapon that
not only holds a lot of bullets, but also delivers them at
such a fast rate your enemies barely have time to react
before they’ve been gunned down.

Level Magazine Size Max Ammo
1
30
300
2
34
340
3
38
380
4
42
420
5
46
460
6
50
500

Min. # of Shots Min. # of Shots
to Kill Elite
to Kill Grunt
14
6
13
5
11
5
10
4
8
4
7
3

Black Market Price: $45,000
The shotgun has
greater range than
the sawed-off but
does just as much
damage. And it
is more common
to find while
exploring Panau.
So, what’s the
drawback? The shotgun is slow to fire, slow to reload, and is
a two-handed weapon. It is also not effective at long-range
skirmishes. Upgrade the shotgun to increase the number of
bullets it holds and to increase its accuracy.

While the shotgun is always useful, once you reach
Level 4 with it, it is one of the best weapons to use
in close-quarters combat.

Level
1
2
3
4
5
6

Magazine
Min. # of Shots Min. # of Shots
Size
Max Ammo
to Kill Elite
to Kill Grunt
10
200
2
1
12
240
2
1
14
280
2
1
16
320
2
1
18
360
2
1
20
400
1
1

Grenade Launcher
Black Market Price: $75,000
The grenade
launcher is a tricky
beast, but one that
does outrageous
damage once you
have its nuances
down. For one
thing, the grenade
launcher fires a
shell directly at the target cursor. The shell travels along an
arc and will drop to the ground, sometimes closer to you than
the actual target. You must compensate by aiming higher.

The grenade launcher is perfect for laying waste to
assets like fuel depots and broadcast towers during
a mission. A single shell does great damage, so you
do not need to stop and linger to finish off a target.
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Level Magazine Size Max Ammo
1
6
30
2
8
40
3
10
50
4
12
60
5
14
70
6
16
80

Min. # of Shots Min. # of Shots
to Kill Elite
to Kill Grunt
1
1
1
1
1
1
1
1
1
1
1
1

Assault Rifle
Black Market Price: $55,000
The assault rifle is a
powerful medium- to
long-range weapon
that is useful for
gutting enemies
without having to get
too close to them. It is
a two-handed weapon,
so you may not dual
wield with it. The assault rifle is one of the best all-purpose
weapons to have on the island. Upgrade it regularly.

Many soldiers use assault rifles, so you are rarely
without ammo unless you burn through it with abandon.

Level Magazine Size Max Ammo
1
32
320
2
36
360
3
40
400
4
44
440
5
48
480
6
52
520

Min. # of Shots Min. # of Shots
to Kill Elite
to Kill Grunt
9
4
8
3
7
3
6
3
5
2
5
2

Sniper Rifle
Black Market Price: $45,000
The sniper rifle is a
lethal tool, capable of
delivering a singleshot kill with pinpoint
accuracy, even at its
lowest levels. If there
is no heat on you and
you have the freedom to
settle into a perch with
a great view of an enemy-held location, you can do serious damage
before being detected. However, the trade-off with the sniper rifle is
that it carries few rounds per magazine, and until it has been significantly upgraded, you cannot hold much reserve ammo.

22

The sniper rifle is almost useless at close range. Do not
carry it unless you have at least one single-handed
weapon with a solid ammo stock.

Level Magazine Size Max Ammo
1
4
20
2
6
30
3
8
40
4
10
50
5
12
60
6
14
70

Min. # of Shots Min. # of Shots
to Kill Elite
to Kill Grunt
2
1
2
1
2
1
2
1
2
1
1
1

Machine Gun
Black Market Price: $70,000
Even at its lowest
levels, the machine
gun is quite deadly
thanks to its stopping
power and solid
magazine size.
However, the machine
gun is not a common
weapon on Panau,
making it easy to run out of ammo while on a mission. Because
of this, it is essential to upgrade it on a regular basis.

Level Magazine Size Max Ammo
1
50
250
2
60
300
3
70
350
4
80
400
5
90
450
6
100
500

Min. # of Shots Min. # of Shots
to Kill Elite
to Kill Grunt
5
2
5
2
4
2
4
2
3
2
3
2

Rocket Launcher
Black Market Price: $80,000
The rocket launcher
is death in a cylinder.
It is positively deadly
against human targets,
and it is effective at
destroying government
assets large and small.
Such power, though,
comes at a price. The
rocket launcher is not commonly found on Panau, so it is easy to
run out of ammo, even with an upgraded model. Its reload rate is
also long, so between shells, you leave yourself open to counterattack by a survivor...provided you left any, of course.
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Min. # of Shots Min. # of Shots
to Kill Elite
to Kill Grunt
1
1
1
1
1
1
1
1
1
1
1
1

Level
1
2
3
4
5
6

Max Carried
15
20
25
30
35
40

Range (in meters)
7.5
8
8.5
9
9.5
10

Triggered Explosives

Explosives

Black Market Price: $30,000

Explosives are secondary weapons, thrown to produce damage
with an area effect. There are two types of explosives: fragmentation grenades and triggered explosives. Even at their lowest
levels, these weapons are capable of shattering enemies, but
you better be careful. The blast radius of an explosive does not
discriminate. If you are too close to an explosive when it goes off,
you will take significant damage or possibly be killed.

Max carried: Maximum number of explosives you
can carry
Range: Blast radius of the explosive; enemies
within the radius who are killed

Frag Grenade
Black Market Price: $25,000
Fragmentation
grenades are handthrown explosives
that have a modest
blast radius at its
lowest levels, although
the power of the
detonation is still
enough to instantly kill
anybody caught in it, yourself included. Frags can be bounced
off walls for bank shots or rolled along the ground to slip
beneath targets.

Frags are useful against assets, especially after you
have upgraded them a few times.

Unlike frag
grenades,
triggered
explosives stick
to surfaces. This
allows you to plant
them as bombs,
move away, and
then detonate
them from safe distances. To detonate a triggered explosive,
you just need to hold down the grenade button. Rico will
then lift the detonator and press the button, initiating the
explosion. Since these are detonated remotely, you can plant
multiple triggered explosives around a site and then set them
off later. However, you may not set off planted explosives in a
particular order. They all go up when you hit the detonator.

Triggered explosives are great for destroying assets
at government-held sites like bases and harbors, as
well as Baby Panay statues.

Level
1
2
3
4
5
6

Max Carried
15
20
25
30
35
40

Range (in meters)
7.5
8
8.5
9
9.5
10

Be very, very careful when using frags in close-quarter
combat. In fact, avoid doing so unless you are out of
ammo for your three other weapons.
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Level Magazine Size Max Ammo
1
3
6
2
4
8
3
5
10
4
6
12
5
7
14
6
8
16
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VEHICLES
BY LAND, SEA, OR AIR
Panau may be an island nation, but it is hardly a postage stamp.
The country is composed of several islands of varying sizes.
Some are connected by bridges, while others require airplanes
or boats to visit. As you explore Panau and take on missions for
the Agency or the factions, you will often rely on vehicles to get
you from point A to point B (and typically to point C) as fast as
possible. You have the freedom to take any vehicle you want,
giving you full access to land, sea, and air in Panau. You can putt
along in a little scooter one minute and then roar to the edge of
the atmosphere in a fighter jet the next. The only catch is that
occasionally you need to forcefully eject the driver of the vehicle.
But dealing with a stubborn driver or pilot isn’t too much trouble
for the world’s smoothest superagent. Just apply those fists to
the driver’s face a few times and then enjoy your new ride.
Remember, if your vehicle starts to catch fire, bail as soon
as possible. You have only a few seconds before it goes up
in a fireball. If you are still behind the wheel when it blows,
you die instantly no matter how much health you have.

Boyd Fireflame 544
Top Speed: 70
Acceleration: 60
Armor: 30
Handling: 45

Chepachet PVD
Top Speed: 68
Acceleration: 52
Armor: 65
Handling: 60

Chevalier Express HT
Top Speed: 55
Acceleration: 30
Armor: 41

We have collected every vehicle available to you in Panau. Each
vehicle is pictured, and all relevant stats are included, such as the
top speed (useful for racing challenges or escape missions), the
rate of acceleration, and the amount of armor. If a vehicle has any
weapons on board, we note that as well.
Black Market vehicles listed in Chapter 2, Field Guide
to Panau, are integrated in this chapter. The weapons
added via upgrades are detailed in their entries.

Cars and Trucks

The primary method of travel in Panau is via car or truck.
Thousands of sedans, buggies, pickups, and other four-wheelers
race the country’s extensive road and highway system. Expect to
find higher-end cars in the big cities, while medium-class sedans
rule the rural roads. The cars and trucks you order up from the
Black Market are among the best of the class, so when you are
caught in a jam, use any of these automobiles. Even the most
basic civilian sedan has some armor, which will give you at least
a few seconds of getaway time.
When you get out into the sticks, definitely expect to
see fewer cars.

Handling: 51

Chevalier Liner SB
Top Speed: 50
Acceleration: 39
Armor: 30
Handling: 48

Chevalier Piazza IX
Top Speed: 40
Acceleration: 35
Armor: 20
Handling: 45

Chevalier Traveller SC
Top Speed: 52
Acceleration: 40
Armor: 30
Handling: 49
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