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_ INTRODWCTION
Behind the Scenes

VAAS

The only thing more dangerous than being on Vaas's side is opposing him. He's unpredictable, violent, merciless,
sadistic, coked up to his eyeballs, and is fond of acting reasonable for just long enough to make his inevitable
outbursts of rage that much worse by comparison.

NO1LINao

He was born as a high-ranking member of the Rakyat tribe, with his sister in line to become its leader. He could

have been the most powerful warrior on the island, but instead, he became Hoyt Volker's right-hand man. Hoyt had
everything Vaas thought he wanted: money, respect, and an immense amount of drugs. Now Vaas is Hoyt's enforcer,
and runs most of Rook Island like his personal non-stop party. No one is safe from Vaas, whether they're with him or
against him, and the occasional glimpses of his remaining humanity and decency just underscore his psychosis.

N3IVdWY9
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YIAVILIINN

For anyone from outside the island who falls into Vaas's clutches, their life is subsequently either short and brutal
or long and painful. He's fond of raising extra cash by kidnapping random tourists from around the Pacific Rim, ‘
holding them for ransom, and then selling them into slavery regardless of whether or not the money comes through.

That was his plan with Jason Brody and his friends, but it didn't quite go as Vaas expected. Jason escapes his cell,
and instead of being eaten alive by the jungle or killed by Vaas's men, he falls into the Rakyat's hands. Vaas wanted
an easy payday, but now he’s got a rival—one who could very easily pull Vaas's entire operation down around him.
Enraged that a “pretty boy” would dare challenge him, Vaas screams, “If the jungle doesn't eat you alive, | will!”

SNOILY0T AN
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Bull character concept developed
(brutish, aggressive, intimidating)
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Script revisions cause Bull to be shaped into Pyro
(volatile, explosive, rage-filled) ‘ |
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Casting Mando implies further adjustments to the
character; Vaas is born.

Vaas is a more subtle version of Pyro. We decided that
his psychapathic nature was best portrayed through
Mando’s acting, so we removed the more obvious cues
(red hair, facial burns, etc.). Some of Vaas’s “insan-

ity” is still captured in his rough-shaved hair and the
bandages on his fingers, covering scabs he incessantly
picks at. Few are aware that the three white straps
hanging loosely across Vaas's chest are actually an
allusion to the three white stripes worn by military
generals.




=
—i
=
(=]
S
=
L]
=t
=
=







=
=
=
(=]
=
[=;
o
=
=)
=




aim B BN NN W w0




-

NOLLINADYULNI

7

i




L

.




=
—
=
(=}
=
=
(]
—
=







INTRODNCTION
Bahind the Scenes

Citra is a legend. Few of the island’s natives have seen her, and while they all believe in her and what she promises
them, only her most loyal warriors are allowed within her presence. Through sheer charisma, she’s forged what's left
of the Rakyat's warriors into a band of guerrilla fighters capable of withstanding Vaas and Hoyt's forces.

NOILINAOYINI

After her brother, Vaas, deserted the tribe, Citra has sworn to crush him and drive the pirates from Rook Island.
Their forces clash almost daily, and while the pirates have taken most of the island, they cannot yet touch either
Amanaki Village or Citra's temple. The Rakyat are outgunned, outnumbered, and lose ground daily, but Citra’s re-
solve has driven the Rakyat to keep fighting despite the tremendous odds. The Rakyat live to fight, and she is their
inspiration.

SIS

When Jason is ready, Dennis will introduce him to Citra. She has the ability to unlock great power within him. The
path is dangerous, but if Jason wants to defeat Vaas, Citra and the Rakyat’s mystic traditions may be his only
chance. Citra sees more in him than a great warrior—she sees a kindred spirit.

STIHAOUL 7 SINIWANIIHOY
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INTRODUCTION

Behind the Scenes

Dennis was born and raised in Liberia. In search of a better life, he left his homeland and immigrated to America,

where he didn't find the promised land he'd heard of. He drifted from job to job, moving across the world until one

day, he discovered Rook Island and Citra. He embraced the Rakyat’s cause and proved to be as dedicated a warrior
as any of the natives.

NOILINAOYLNI
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When Jason escapes from Vaas's clutches, Dennis doesn't see it as luck, but instead he sees it as destiny. He
provides Jason with guidance and tutelage when he first wakes up, as well as a much-needed loan. Dennis is the
key to understanding the subtle cues and details of the Rakyat and their culture. He introduces Jason to the Rakyat,
and in many ways, to the jungle, which Dennis regards as the true power on the island. Dennis sees great potential
in Jason, teaching him to follow the Path of the Warrior, telling him with a knowing smile that, “The ways of the
jungle and of war share a common ancestry. They are the drumbeats of the human heart.”

SNOELY3ET ATH

In the end, however, Dennis is just a guide. It's up to Jason to actually walk the path, wherever it winds up leading.

31811931100
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INTRODUCTION
Behind the Scenes

On an island marked by depravity and violence, Buck may be the most depraved and violent of all. He lives by his
own rules, and does whatever it takes to feed his own insatiable, twisted desires.

NOILINGOUINI

His story began in Australia, where he joined the armed forces at an early age. His commanders quickly discovered
his sadism and discharged him. He fell into mercenary work, leading to a contract with Hoyt Volker, the South Pacif-
ic’s most notorious drug runner and slave trader. Hoyt realized that Buck's ferocious combat skills and unrelenting
brutality could be of use. Since then, Buck has answered to no other man. When Hoyt needs someone eliminated,

Buck gets the call.

NSV

SNOISSIN 3618

>

Buck is a man of distinctive tastes. Violent torture is his favorite diversion, and he takes a perverse pride in his
stomach-churning assaults. “Around here,” he says with a savage leer, “we eat what we kill.” His oversized Bowie
knife is never far from his grasp.

HIAVIELION

Jason Brady first encounters Buck in a desperate search for his kidnapped friend, Keith. Jason learns that Buck has
purchased Keith, and bargains for his safe return. Buck makes Jason a deal: If Jason can find and deliver a price-

less ancient knife, Buck will let Keith go. Jason agrees, and embarks on a dangerous quest to recover the knife and
present it to Buck.

SROLLYIOT A3%

The real problem is that Buck isn’t just holding Keith hostage. Keith has become so much more. Buck is only human
after all. Jason and Buck will have to compete for who is the better man, and only one will emerge victorious. And
Buck doesn’t fight fair.

S3141LI3TI00
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| INTRODUCTION

Behind the Scenes

HOYT > =

Hoyt Volker's father was a sadistic, brutal man, and the boss of a South African mine. Hoyt swore to outdo the old
man, and staked a claim on the lucrative market of international human trafficking. He made his way to the top
of a consortium of slave traders through shrewd political maneuvering. Hoyt followed that up by killing the man
himself, right in front of his family.
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Rook Island has no laws, which made it a perfect place for Hoyt's base of operations. He built it from the ground
up, hiring an international cadre of freelance psychotics to do his dirty work. Everyone working for him is trained
according to Hoyt's particular code.

Vaas is his newest recruit, and one of Hoyt's most promising men. The Rakyat regard Hoyt as the power behind the
throne, the man who turned Vaas's insanity into a force to be reckoned with. Now, Hoyt and his army of bloodthirsty
mercenaries are prepared to do whatever it takes to stop the native rebellion.

STIELIFNI0D

You want to join his army? On Rook Island his rules are simple: “First, protect my product. You can fuck them, boys,
but be gentle. Second, kill any native on sight. And, finally, all profits go to me.”

SIUHADNL 8 SINIWAATIHOY
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We have more than thirty different species of good-sized animals plus a whole pallet of mid-sized animals and
critters that inhabit their respective biomes. You will encounter many different species, and all of them behave ac-
cording to the habits of their real-world counterparts; deer will run away if you are noisy or if a predator, like a tiger,
Is roaming around. Some animals will serve as bait, like boars; some other animals will be reclusive but deadly, like
crocodiles or snakes.

When hunting predators, the key is to scout, stalk, and strike from a safe distance. For tricky prey, | will gather
the right plants and craft the Hunter's Instinct potion, which gives me enhanced animal perception. With this |
can track my target through dense foliage, find a vantage point, and take my time to ensure getting the right shot
before my prey has time to react and attack. — Mark Thompson, Lead Level Designer

One of the things | love most is when the wild animals do something unexpected—the first time | saw a tiger
charge a pirate roadblock? That was pretty cool.... — Jamie Keen, Lead Game Designer

PRIMA Official Game Guide 3
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The environment isn't just about gathering resources and hunting. It is also a powerful weapon or tool for combat.
Staying underwater allows you to approach undetected. They won't be able to see you stalking through high grass
or dense jungle, or climbing vines and ledges to try different approaches to combat scenarios. If you are detected,
you can disappear into the jungle or dive into the water, causing the enemy to initiate a search. Done right, you can
double back on the enemy and regain the element of surprise. — Mark Thompson, Lead Level Designer

NOILINAOYLNI

=
=
g
=
™
-~







INTRODUCTION
- Behind the.

Rook Island is under the control of Vaas's pirates and t
that the pirates use to subjugate the native islanders.

When Jason captures an outpost, he frees it from the pirates’ control, allowing the Rakyat warriors to move in and
claim the area as their own. The world becomes friendlier, the roads become safer to travel, and the island more
conducive to exploration. This change brings Jason new opportunities on the island. New activities, challenges, and
side quests become available. New safe houses, shops, and fast-travel points are unlocked. Outposts really give
the player agency—the opportunity to have a real impact on the island. — Mark Thompson, Lead Level Designer

Scenes
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the Scenes

We have three main land biomes (Jungle, Coastal, and Grasslands), and
each biome has different sub-biomes, ranging from bamboo forests to can-
nabis plant farms to mangrove swamps to dry grass fields. We also have a
variety of underwater biomes with their own vegetation—sea grass, coral
reefs, and many others—which will keep the player’s underwater explora-
tion interesting.

Hala. Ti. Aloe. Tiare. Phoenix. Kawau. Taro. Koa. Banana. Those are only a
few names of the many plants you'll find in the islands. Great care was
taken to make sure that we respected each plant's real growing conditions
versus gameplay use and aesthetic purposes. Is also worth mentioning that
many of these plants will be useful for crafting different items. This cre-
ates a great relationship between the player and the surroundings he finds
himself in. — Chris Easton, Production Manager
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It's you, an island full of pirates, another island
full of mercenaries, and about ten million bul-
lets. Far Cry 3 is your fight, conducted your way,
and we'll help you decide what “your way" is.
Sneak in and slit throats, assassinate your tar-
gets from half a mile out, or reduce everything
in front of you to a red smear—it's your call
and we'll help you make it.

SNIPER RIFLES
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_02: HUNTING SEASON

Nature still runs most of the show on Raok
Island, and if the army of guns for hire doesn't
get you, the jungle full of predators with no
instinctual fear of man might. To survive, you
need to take them down, both to claim their
valuable skins and keep your own skin in one
piece. We've got advice for you on how to stalk
and kill the most dangerous animals the island
has to offer.

BULL SHARK

BUFFALD

W

CASSOWARY

%]

40 primagames.com




~ INTRODMCTION

03: STORY CAMPAIGN

A few hours ago, Jason Brody was a twenty- :
something SoCal kid with no plan. Now he's a FARCRY
revolutionary, fighting in a war that might as .
well have not existed before he came here. Far
Crv 3s main campaign is Jason's fight against
Vaas, Hoyt, and in a very real way, himself.
We'll walk you through Rook Island’s worst
firefights and most dangerous ruins, with tips
and tricks that'll keep you mostly intact, if not
mostly safe. Or as safe as you can be on Rook
Island.

NSIVdIWED

THE MAIN CAMPAIGN

st B e s 1)
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1 04: SIDE MISSIONS

As you reclaim Rook Island for the Rakyat, they
return to their ancestral homes for the first FARCRY _

time in years. Once they're there, many of them ‘ mmAEr -
find they have unfinished business to attend SIBE MisSien: = e e
t0. To learn more ahout the island and your = ' .
adopted people, seek out these optional quests.
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05: THE PATH OF THE |

The Rakyat tell you the jungle is alive in its
own way, and that at times it brings you to
where work needs to be done. Whatever you're
hunting, the game is the same: Stalk them to
receive rewards from the Rakyat. This guide
helps you become a bounty hunter, eliminating
the most dangerous animals on the island,
human and otherwise,

OTHER MISSIONS

DASHING ASSAULT
=)

06: MULTIPLAYER

Six months before Jason set foot on Raok Is-
land, there was the S.S. Astrid. Its captain tried FARCRY

to make some money off a quick double-cross,

but he picked four of the worst possible targets MSLTILEMES
for the scheme. As Callum, Leonard, Tisha, or

Mikhail, you've gat your own reasons to fight

through Rook Island, and most of them involve
a dollar sign. We’ll show you how to succeed
both in Far Cry 3s co-op campaign and in its

hectic team multiplayer modes, where Vaas's
pirates take on the Rakyat's warriors in a near-
constant struggle for control.

)
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~ INTRODNCTION

0 Play

NOILINAOYINI

I This isn't just a run for revenge or a rescue mission. You're saving the
island, piece by piece, and that means you're capturing territory. Undo
Vaas's smuggling operation, destroy his safe houses, disable the radio
scramblers he's using to control the air, and pull his entire chain of
command down piece by piece. We'll coach you on how best to infiltrate
and destroy the fortified locations throughout the island, and walk you
through the process of scaling the dilapidated wrecks of Rook Island’s
: radio towers. i
E
B
J ]

A lot of civilizations have come and gone on Rook Island. The ancient
Chinese laft a network of rickety ruins, held together by rope and rotting
wood, lost for centuries. The Japanese built extensive fortifications here,
preparing for a war that, in the end, they hrought with them. At the same
time, there was always the Rakyat, maintaining their own quiet settle-
ments. Explore the ruins of the island, collect the treasures they have to
offer, and discover the secrets behind the Japanese soldiers’ deaths, the
consequences of their experiments, and the relics of the Rakyat's gods.

AT

;'g
| &
g
09: ACHIEVEME
It's not over until you've got a shiny platinum trophy or a cool thousand FARCRY. i §
points for your Gamerscore. We list all of Far Cry 3s achievements/ : a

trophies, from the obvious to the well-hidden, with notes on how best to el e -

| obtain them.

SAHJ0UT T SINIWIATIRTY
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Cast of Characters
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An extreme sports enthusiast from Santa Monica, Jason's life was enthusi- ‘ Z@
astically going nowhere before he came along with his brothers and friends fgf
on a whirlwind tour of Asia’s finest party spots. An idle conversation in a | =
nightclub elevator sent them off to one last stop. Now Jason's got a new tat-
too, a cheap gun, and a mission.
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Vaas has managed to weaponize bipolar disorder. He's smart,
intelligent, and friendly... right up until he isn't. It'll take about
ten seconds, and then you'll see the ruthlessness and insanity
that let him take over Rook Island. He's drugged to the gills, |8
absolutely ruthless, kills at the drop of a hat, and has your ?
friends. Get to work. =
B
=
=
-
=
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After a childhood in Liberia and a stint as an immigrant in the United States,
Dennis found his way to Rook Island. He's been accepted as an adopted
member of the Rakyat, and he sees something in Jason that nobody else
(including Jason) does. It's possible he's crazy. Still, when you're drowning, it
doesn't matter who's willing to pull you up. Right?

...and speaking of crazy: Willis Huntley claims to be an embedded agent in
an unnamed American governmental agency. He claims a lot of things that
may or may not be true. What you do know is that Willis has a line into Vaas
and Hoyt's operation and he's willing to trade favors. It's worth putting up
with a few idiosyncrasies for that.

primagames.com
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The few parts of Rook Island that aren’t under the control of Vaas or Hoyt are
under Citra's control. Through sheer force of will, she’s led the Rakyat tribe
to make what few gains they have in recent days. You can go a long way on
Rook Island just through your deeds, but in the end, it all comes down to
whether or not you can impress Citra.

Nalvdlya

LEFVAR IR

SNOLL¥I0T ASH

DAISY LEE

Grant's girlfriend and a professional swimmer, Daisy’s probably dealing
with this entire situation better than anyone. She's working on a way off the
island before anyone else.

SAIHAOUL 3 SINGWEARIHTY
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The man behind the man on Rook Island. Hoyt has hidden his background,
but claims to be descended from a European mining fortune. He's as bad

as Vaas in his own low-key way, but Vaas at least has the excuse of being
completely insane. Hoyt has no such justification, and that makes him much,
much scarier.

An aspiring actress and Jason's long-suffering girlfriend, Liza couldn’t wait
to get back to California. She had a great role in a studio production waiting
for her, but the vacation lasted just one day too long.

primagames.com



N
<

NOILINQOUINI

OLIVER CARSWEL

v2r's parents are rich to a silly degree, and that means Oliver has wanted
“rnothing in his life except, well, parents. He's mostly filled that gap with
“rugs, hut if you can catch him while he's sober Oliver actually has a pretty
z20d head on his shoulders. Catching him sober is a big if, though.

YIAF TN SNOISSIN 3
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Jason's older brother and a former reservist in the U.S. Army. After their
father's death, Grant was the one to step up and keep his younger brathers in
line. Too bad for him.

5371811337109
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DR. EARNHARDT

Rook Island attracts people who want to disappear, and that suits Dr, Eamn-
hardt fine. He's harmless, although he's playing candyman to half the North
Island and his drug intake would dwarf that of the average touring funk

Jason’s younger brother, Riley is missing in action from the moment the

band. He's a good person to know, but not because of anything you did or are.

game starts. This entire doomed vacation began as a celebration of Riley
getting his pilot's license. Now it's a question of where he's gone,

On Rook Island, some people learn who they really are. Unfortunately, Keith
did, and it was not what he was expecting.

primagames.com
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He's not a person so much as a vaguely person-shaped collection of horrible
warning signs. He's introduced to you as 2 hitman in Hoyt Volker's employ

and Buck actually manages to get worse from there. The real problem is that
for quite a while, you're going to have to follow his lead.

In life, sometimes you can succeed in your chosen field not because of
nard work, luck, or connections, but simply because of an accent. Sam has
nenefited from the German reputation for precision and discipline, and that's
why he’s got a high position in Hoyt's mercenary corps. There is literally no
other reason. Sam thinks this is hilarious, which may be one of the reasons
why he gets along so well with Willis Huntley. When you reach the South
Island, Sam is the best friend you've got.

SNOILIYI0T A3Y
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This is, at its core, a game about survival,

You are outgunned, outnumbered, and vastly outclassed at the start of the game. Rook Island is one of the most dangerous places on Earth, full of both
human and animal predators, and you're a scared Kid from southern California with a camera and an old pistol. If the pirates don't get you, the big cats
or angry bears will,

How are you going to survive this? Any way you can.

Far Cry 3 features a flexible system that allows you to approach most of th
you can load up on relevant skills, pack a full arsenal of silenced weapons, and

L
/ assassinate anyone in your way. If you'd rather go in guns blazing,
load up on machine guns and hand grenades. You also have the option of deal t

targets at extreme long range with a high-powered rifle, setting up

There is no real “right choice” here. It's mostly down to your personal |
of the above.” Whatever approach works is the right one, and you shaulc be

a player. As far as this guide is concerned, the real aption here is “all
v {0 switch between them at a moment’s notice.

on
~
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ortunately, none of the pirates or mercenaries on Rook Island are likely to respond to-an‘open and impassioned plea for reason amidst the violence.
That means you're going to have to deal with them by, for the most part, killing them by the dozen.

ASSAULT

"2u nave alot of options when dealing with enemies in Far Cry 3. When
iginal plan fails or if you decide it's unnecessary, that's when you
= =oly kick in the door and shoot everyone you see.

is @ workable but dangerous option. Jason is unnaturally tough and
irates can often be killed with a single well-aimed burst to the center

ass, but there are a lot of pirates. Early in the game, before you start

ning away at Vaas's shipping networks and personnel, fighting them
draws in reinforcements or patrols from nearby parts of the island.

=, they may show up in jeeps or boats with mounted guns.

zood news is that while you do receive big EXP bonuses for using
th and Takedowns instead of open combat, the frequent waves of
forcements do tend to compensate for that, particularly if you land a
« headshots orexplosion kills. You are not really penalized for gaing in
2.5 blazing, except that it's a more dangerous approach.

3 M4 Dificial Game Guide




FARCRY

If you prefer assaults, it's a good idea to do what you can to weaken or
eliminate the enemy response ahead of time. Snipers and heavy machine
gunners can inflict heavy damage and are difficult to kill with standard
weapons, so if you can take them out ahead of time, it makes the assault
much easier on you. Another solid option is, if you think you might get into
trouble, be sure to lay down a few G4 charges along your planned escape
route, in order to cover your retreat.

There are also a number of missions, particularly late in the game, where
this approach simply will not work. Part of the reason this guide empha-
sizes flexibility is that the story missions often require you to change up
your plan. If you get used to solving every problem with a hail of bullets,
some of the later missions will make you pull your hair out.

STEALTH

The longer you can go without alerting an enemy stronghold to your pres-
ence, the hetter off you're going to be, and that's where stealth comes into
play.

By pushing the crouch button, you hunker down to the ground. While
crouched, you move more slowly (unless you take the Jungle Run skill, in
which case crouching actually makes you run faster) and you make much
less noise.

One of the first skills you acquire is the Takedown, which allows you to
launch an instant-kill, silent knife attack on an enemy from behind or by
surprise. Takedowns have a surprisingly long range, but still require you
to be close to an opponent before you can use them. A target you kill with
a Takedown is worth double the usual EXP, and later skills allow you to
use multiple Takedowns in a row against targets that are close enough
together.

As a general rule, your best bet for avoiding detection in Far Cry 3is

to avoid an enemy’s line of sight. Foliage is excellent for this, and both
bushes and tall grass make excellent natural camouflage. Shadows can
conceal your presence at medium range, but are unreliable at best.

When an enemy initially realizes you're in the area, a “plink” sound effect
plays and an indicator marker appears on your HUD. This marker fills in
gradually as a suspicious enemy comes closer to you. Once they get a
good look at you, the marker turns red. At this point, the enemy knows
you're there and will attack on sight, although you can ditch your foe
relatively easily by sprinting to a hiding place. Hostile wildlife do not use
this system and usually announce their presence by either growling or
mauling you.

In the event you're detected and you don't want to simply finish the fight
off the old-fashioned way, enemies in Far Cry 3 are not particularly persis-
tent. You can fast-travel in mid-combat, going to a distant safe house to
prepare fora second attempt, or simply disappear into the underbrush

54

SNIPING

Both the North and South Islands have very hilly terrain, and most of the
areas you fight through in Far Cry 3 were designed for business or produc-
tion rather than tactical utility. You can go a long way in this game if you
play it as a sniper, using a silenced rifle to eliminate enemies from higher
ground.

The first sniper rifle you can acquire in-game is likely to be an SVD, which
is one of the Russian surplus rifles carried by Vaas's men. It is accurate
and semi-automatic, but you can't attach a suppressor, At best, you get
one shot befare everyone in the time zone knows where you are. At the
same time, your aim is naturally unsteady unless you hold your breath for
a few seconds.

Once you've got some money in your pocket or you've torn down a few of
Vaas's radio scramblers (see pg. 226), you can upgrade from a vendor
toa silenced M-700. It's quite likely that you've also earned enough EXP
(see pg. 84) to pick up the Steady Aim skill, which increases the amount
of time that Jason can hold his breath. This is where sniping really comes
into its own, as it lets you eliminate both guards and alarm panels from
hundreds of meters away.

With that said, Vaas's pi-
rates may be drugged-up
scumbags, but they've
all been in gunfights
before. If one of their
buddies drops over

dead with an exit wound
where his face used to
be, they've got enough
experience to know that A) there’s a sniper and B) where the sniper is
probably firing from. At that point, they'll take cover, call for reinforce-
ments if possible, and swarm in your general direction, which forces you
to switch to other weapons or disappear into the jungle.

You want to be patient and smart as a sniper, and pick your targets
carefully. Enemy snipers are often a good first pick, as by their nature,
they tend to be stationed in high towers, well away from the rest of the
targets in a zone. If a man on the ground wanders well away from the rest
of his team, that's another good chance for a sniper kill. Don't just take
whatever shots you have, but eliminate each man in turn.

Even I you don't intend to play Far Cry 3 with sniping as one of your go-to
tactics, it's worth carrying a scoped rifle for a couple of reasons. One is to
eliminate outposts’ alarm panels, as one round is enough to render them
unusable, which may be a safer option than sneaking in and disabling
them by hand. The other reason is to knock off a couple of enemy snipers
at the start of a fight, which drastically reduces the amount of damage
you take during an assault,

primagames.com




TAGGING

By pointing your camera or aiming along your weapon at a distant enemy,
you can “tag” them. The camera or a scoped rifle can do this at long
range, maybe up to 100 meters. A tagged enemy acquires an icon over

ts head, and you can see a silhouette of its body through buildings or
“oliage. A tag lasts until the tagged enemy dies or you get more than 100
meters away from it.

Lgainst human opponents, the first or second thing they do once they
realize they're in a fight is find cover. In wilderness or near the roads,

2 pirate or mercenary dives behind the nearest tree or vehicle. Indoors
ar in more fortified locations, they'll use crates, cars, or buildings when
available. A preemptive tag makes it much easier to keep track of them,
especially in deep underbrush or at night, and also gives you an idea of
what weapons they're carrying.

i 1,
Hunting is also greatly simplified by use of tags. It's easier to sight in on a
distant animal's silhougtte, and most of the herbivores on the island will

run away as soon as they notice any human in the area. A quick tag lets
you sort them out from the ground clutter and track them down.

PRIMA Official Game Guide
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RECONNAISSANCE

It's easy to undervalue
Jason's camera, Even
after you've gotten a
decent scoped rifle, the
camera has a smoother
and more powerful zoom,
which enables you to tag
enemies faster and from
a greater distance than
you can with a weapon.

When you're preparing to assault a fortified location, your first item of
business should be to find a decent vantage point and scope it out with
your camera. This enables you to keep an eye on every visible enemy in the |
area below you, which is a big help when it's time to go in there.

MELEE

Jason is given a machete
garly in the game, which
serves throughout as a
tool for skinning animals,
harvesting plants, cutting
down unsuspecting
sentries, and stabbing
- people. Your melee attack
* . is actually very powerful,
and even your default machete can kill an average target in two or three hits.

If an enemy survives your first melee attack or they have the chance to

hit you first, they'll knack you off your feet with the stock of their rifles

or shotguns. This opens you up to point-blank gunfire and stuns you for
acouple of crucial seconds, which makes melee a hit less than viable
unless you're truly desperate. Later in the game, you can pick up the

Stone Wall skill, which makes it much harder to knock you down and :
makes stabbing peaple to death a much more viable part of your offensive |
strategy.

As you'll be able to tell when they are used against you, knives and arrows
both bypass body armor. When enemies start showing up in bulletproof
vests (or worse, in full suits of riot gear), you can shoot at them all day
without any appreciable effect, but a few knife swings will do the job in
seconds.

FLEXIBLE RESPONSE

The first couple of missions of Far Cry 3 are arguably the toughest part.
Once you've survived a few story missions and liberated a few outposts,
you should have enough experience, crafting materials, and additional
firepower to smooth your ride through the rest of the game.

As you progress through the main campaign, you're also required to
undertake a variety of different missions, ranging from assassination to
infiltration. Particularly in the last half of the game, an all-out assault is
not only unwise, but grounds for mission failure. Your best bet for survival
and eventually success is to adopt a flexible outlook, keeping each of

the available strategies in mind and switching between them as they're
appropriate and available.

This guide’s walkthrough is written with a heavy bias towards stealth, but
it should not be considered the only way to gt through the game. Don't be
afraid to experiment and figure out what approach works best with your
preferences.
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On the North Island, most of Vaas's pirates wear red shirts and masks. On the South Island, Hoyt's mercenaries are dressed in gray and wear body armor,
By way of comparison, the Rakyat tend to dress in blue. When in doubt, your crosshair tums green when pointed at a civilian or friendly target.

In addition to your standard-issue mercenary
or pirate, which can be adequately described
as a guy with a social disorder and an assault
rifle, there are four specific enemy types in
the game that behave according to different
patterns, These can be identified at range by
what weapons they carry, their uniforms, or by
the icons that appear over their heads when
you tag them.

QOut in the world, many of the troops

you encounter are going to be those
standard-issue gunmen. Their standard operat-
ing procedure is to initially hunt for cover, hiding
behind the nearest tree, vehicle, or building, be-
fore moving into a flanking position. They're very
good at using superior numbers against you,
and if you allow them to do so, you're going to be
in serious trouble. Your best bet is to eliminate
each one in turn quickly and decisively, before

i et

they have the chance to get tactical. They're occasionally joined on patrol by the following type of character.

CHARGER

These guys are often tweaked out on something chemical and are
not particularly burdened by a fear of death. Some favor knives,
some carry shotguns, and others prefer to use Molotov cocktails with
absolutely no thought given to whether or not it’s a good idea. In all three
cases, their basic strategy is the same: they run straight at a target and
keep attacking until either they're dead or it is.

Note that chargers’
knives can bypass
body armor and inflict
damage directly to
your health bar, This

4 makes them much more
dangerous than you
might expect. You can
| ~ have a lot of fun with
them if you lay a bunch of land mines d|rectly in front of yourself, and
then antagonize them with a couple of warning shots. Exit the chargers,
often in pieces.

Molotov chargers can
. be harder to deal with.
You can identify them
from a distance by the
bottles strapped to their
vests, or by the fact that
they're usually drunkenly
staggering around. Hit-
ting a Molotov charger in
the chest or back often ruptures one of his firshombs and engulfs him in
flames. This does not necessarily kill him but does mean he often comes
reeling at you.
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When you're attacking outposts or going on story missions, you can also
run into these more specialized troops.

SNIPER

There are two kinds of snipers in the game. The first, and more

commaon, is a guy with an SVD, who can often be distinguished
from his forebears by the fact he's sweeping his entire cone of vision with
a laser sight. This lets you see him from a long way off, but by the same
token, he can also see you from a greater range than any other enemy. A
shat from a sniper can knock off up to two blocks of health while simulta-
neously damaging your body armor, and if snipsrs have you in their sights,
they don't tend to miss. The only way to avoid sniper fire is to break the
line of srghL just sprinting to the side won't work.

The second variety of
sniper is carrying an
RPG-7, which may
constitute an abuse of
the term. They do not
use a laser sight and are
usually only identifiable
by the presence of the

® RPG-7 itself. If alerted
to your presence, they retreat to a safe d|stance and pelt your position
with anti-tank rockets. Their aim isn't great and the rockets are easy to
seg coming, but it's still something you want to deal with early on. The
advantage to an RPG is that they only have to get lucky once.
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HEAVY

These guys are draped in full-hody riot armor and carry PKM LMGs.
When they spot you, their favored approach is to walk straight toward
your position and pour bullets into you until you drop. Thanks to their armar,
they can shrug off most small-arms fire and are immune to standard Take-
downs. To kill a heavy easily, shoot off his mask and then take a headshot.

One advantage you have is
that, as you might notice
when you're dealing with
chargers, body armor
doesn't protect very well
== against knife attacks. If
you're at melee range with
a heavy, you can take him
down in a few panicked
swings, although he's likely to be firing at you at paint-blank range the entire time.
Late in the game, you can unlock the Heavy Takedown skill to quickly eliminate
them. Once you have Heavy Takedown, any Takedown method, such as pulling
them into a river or jumping on them from overhead, will work to eliminate a heavy.

If you're stuck dealing with a heavy at medium to long range, your best bet is probably
to use explosives or Molotovs. Heavies move slowly and in straight lines, so it takes a
trivial effort to get one to chase you right to where you left a few C4 charges. They also
crumple like anyone else if you manage to find a mounted gun to use against them.

DAMAGE AND HEALI

At the start of the game, Jason has two hlocks of health. If a given injury depletes part of a block of life, it gradually refills itself if you can go for a few seconds
without taking any more damage. You can eventually acquire up to four additional blocks of health by purchasing the appropriate skills (see pg. 84).

~ INTRODNCTION

The Basics

HEAVY FLAMER

These are a specialized unit used to guard outposts on the South
Island. Unlike their machine-gun-wielding brethren, a heavy flamer \
wears a full-body fireproof moon suit and carries a flamethrower, This makes it |
tricky to deal with them at melee range, as Jason tends to panic if he's on fire. |

=

As with heavies, they're immune to Takedowns until you acquire the
Heavy Takedown skill, and most of the same rules of engagement apply.
Stah them to death from behind if you can, and if you can’t, use high
explosives or a mounted gun.

Once a block of life has been emptied, it stays that way until you heal it. You can purchase Medical syringes from vendors for $100 apiece, find them in
the game world inside white and red medkits, or produce them yourself through crafting, forthe cost of one Green Leaf per syringe. They heal a base of
two blocks of life each, and can be augmented to heal up to six by acquiring certain skills. You receive the Needle Exchange Achievement/Trophy (see pg.
271) for creating a total of 25 syringes, and Medical syringes are likely to be a significant portion of that number.

e P =

If you have no Medical syringes on hand, you can also employ basic first
aid to restore some of your life. This takes a second longer than using

a syringe and isn't quite as effective, although like syringes, you can
purchase particular skills to improve the efficiency of first aid. These skills
may seem like a waste of points, given how common medkits and Green
Leaves happen to be, but they're useful in certain story missions towards
the end of the game.

PRIMA Official Game Guide

* Green leavesarevery

common in the game '

. world, although they are

- not native to every part

- of Rook Island. They're
particularly rare on the

- South Island, so it's

. useful to stock up on

i = = - them whenever they're

readily available. The countryside around Amanaki Village is particularly

full of them.

It is very easy to take more damage than you think you did in Far Cry 3.
Jason can absorb a couple of bullets without it really slowing him down,
but sustained weapons fire from multiple targets, melee attacks, certain
animals’ bites or claws, explosions, and fire can all drain your life very
quickly. Even if you think you're in good shape, stay moving, make use of
hard cover, and keep ane eye on your health meter. Syringes are cheap,
and you should never hesitate to use one even if it seems like a waste. You
are always closer to dead than you think you are.

=%

This goes double for falling damage, which ramps up quickly. Even a short
fall can knock off a block of Jason's health, and anything higher than
forty feet or so can kill him outright. (Jason is heavily bullet resistant, but
as you'll discover over the course of the game, he's got bad knees and a
glass jaw.) Be very careful around high ledges.

In the event that you die, you return to the closest safe house or equiva-
lent location. Your equipment and accomplishments are reset to what they
were at the time of your last auto-save, and any random encounters you
ran into have since reset and despawned. You are not able to die your way
through an encounter in this game.
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Your first gun, purchased with a loan from Dennis, is an old M911 .45 pistol. This is completely insufficient for the job at hand and you should be looking
for the opportunity to upgrade. The first option to do so s right after you hring down the first radio scrambler outside Amanaki Village, as the general store

owner in town will make a couple of other guns available for free as a reward.

Both human clerks and self-serve gun vending machines share the same available inventory. Whenever you purchase a new weapon or modification
from them, it becomes a permanent feature in their menu, and you can equip it for free at any point thereafter by visiting any clerk or vending machine
in the game. You must purchase the gun in question to unlock it in this way; picking up an AK-47 or M133 from a dead pirate does not count as having

purchased it.

The prices for new guns can be steep, particularly early in the game, but
as Dennis explains to you, the local merchants would be doing a lot more
business if nat for Vaas. You can expand their inventory and connec-

tions by finding and disabling the scrambler devices on the radio towers
scattered throughout the island. As a reward for doing so, the island’s
merchants will waive their costs for most of their weapons. They'll still
charge you for ammunition, explosives, medicine, and hody armor, but hey,
everyone’s got to eat.
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What this means to you is that unless you're desperate, there is no real
reason to actually pay for a normal gun in Far Cry 3. By the time you've
disabled a few radio towers, most of the guns in the game will be avail-
able foryour use absolutely free. In the meantime, you can find most of
the weapon types in the game on Vaas's men. Any missions that require
the use of a specific gun will also have one lying around near their start-
ing paints.

SIGNATURE WEAPONS

The exception to the “don't pay for anything” rule is with the signature
weapons. These are high-end, heavily modified guns that become avail-
able for purchase after you've accomplished certain associated tasks,
They are all expensive, they are never offered for free, and they are all very
much worth the asking price.
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~ INTRODCTION.

~ TheBasies

AMMUNITION

Early in the game, when Jason’s storing everything in the pockets of his cargo pants (we hope),
you can't carry a lot of spare amma. It's going to make fights short, brutal, and occasionally
desperate, as it's very easy to run dry in mid-battle.

NOLLINOCHLNI

Dead opponents drop their main weapon, which is worth half a clip's worth of its designated
ammunition (for instance, a dropped AK-47 is worth 15 rounds). You can also find small

boxes of bullets in the game world, which do not respawn and which provide a small amount
of ammo for every weapon type you're carrying at once. Larger ammo stores, which can be
interacted with, give a larger honus and can be used up to three times before you expend their
supply. RPG-7 and GL-94 ammunition and flamethrower fuel can be found in the larger ammo
stores but not in the smaller hoxes. You may also discover small amounts of ammo or a single
arenade inside loot boxes (see Making Money, pg. 89) or by looting corpses.

NSVdWYa

To resupply, visit the island’s vendors. You can purchase specific ammunition a bit at a time, or
buy a full bandolier for every available gun and throwing item you have, with a 20% discount
for buying in bulk. When you use that option, you automatically refill your supply for whatever
weapons you're carrying at the time. If you want to buy bullets for a gun you aren’t using (for
instance, sniper rifle amma when you aren’t carrying a sniper rifle), you'll have to do that
manually.

is

%
i}

At the start of the game, you have the inventory space to carry a single firearm as well as a couple of grenades, Molotovs, C4 charges, and land mines.
(Really, it's a wonder anyone’s willing to shoot at you.) You can eventually create new holsters that let you bring up to four guns into the field with you, and
unlike most of the other crafting items, the materials to do so are readily available.

S 30

SNOIS

You have a very low ammo capacity until you craft your first ammo pouch, which limits your choices in the field. Most of Vaas's pirates use assault rifles
or shotguns, which means you'll be using them as well, so you can steal and use ammunition from dead enemies. Once you've had the chance to do some
crafting (see pg. 74), you can make a better pouch in which to store your ammunition and you have a lot more flexibility.

You can create up to four additional pouches over the course of the game, each of which adds to your capacity for that weapon in a fixed amount. g
Handgun Rounds: +12/+12/+48 .
SMG Rounds: +40/+40/+40/+80

Shotgun Shells: +6/+6/+18/+14 !
Assault Rifle Rounds: +60/+30/+30/+120
Sniper Rifle Rounds: +5/45/+5/+10 B
LG Rounds;: +80/+80/+80/+80 B

Grenades and Molotovs work a bit d'ifferently‘fhan other weapons. At the start of the game, your carrying capacity fof githeris a ﬂaty‘zrem;and you .éannat
buy them from the vendor in Amanaki Village. Once you've found some, likely from loot boxes or by searching dead pirates, your base capacity goes up-
to 2 and they become available for purchase. Crafting a new Throwable Pouch improves your capacity by 2 every time you do it, to a maximum of 10.
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CUSTOMIZATION

Sound Supprassor

xtended Magazing

Red Dot Sight
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AVAILABILITY

When you first pick.up a gun, it has no attach-
ments and comes in a standard color. When a
weapon is unlocked for your use at any vendor
on the island, you also have the ability to pay
for certain special after-market modifications
to the gun, which are permanent until you opt
to remove them. You can also drop $200 apiece
for one of six customized paint jobs, which
differ by the individual weapon.

Buying all six paint jobs and all available
attachments for a single weapon unlocks the
Aftermarket Junkie Achievement/Trophy: (see
pg. 271).

Most of the normal guns in the game are available at the first vendor you see, right there in Amanaki Village.
The exceptions are the D50, BZ19, Vector 45 ACP, SPAS-12, P416, 793, ACE, and MKG. These become available for purchase upon the completion of the

“Three Blind Mice” story mission, right after you're able to reach the South Island.
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HANDGUNS [
: > can use a handgun while you're on a zipline if you've purchased the Line Gunner skill. Beyond that, there's no real reason to use one besides personal g ‘
ww=izrence or pure style, although the D50 does chew through normal troops. =]
3252 Ammo Capacity: 24 E
b e A4 Wagpum
Lyz1able Mods: None Available Mods: Extended Barrel, Night Sight, Red Dot Sight, Reflex Sight %
zchments: 0 Attachments: 2 g
Tnis is the first gun you can get. It's reasonably accurate and the high You cannot upgrade its capacity and it takes a while to reload, but
szliner gives it some decent stopping power, but the low clip size is the .44 Magnum is not just a handgun. It is a statement. It is also
=ra5lzm. You'll want to upgrade as fast as you can. arguably a siege weapon. For pure damage in this category, it's hard to
beat, and is only outclassed by the D50.
) D50
Available Mods: Sound Suppressor, Extended Magazine, Night Sight Available Mods: Ex_tended Magazine, Night Sight, Optical Sight, Red
Mttachments: 2 Dot Sight, Reflex Sight 7
. . , - Attachments: 2 g
fie 6P9 is probably the lowest-caliber weapon in the game and inflicts | &
21y little damage compared to other firearms. That makes it decent Sometimes you want a personal sidearm that is capablz of takingdown =
zzainst unarmored humans or light game, but it'll merely annoy some- an angry finback whale. That would be the D50. It is not a subtle gun, but -
ane in body armor or anything bigger than a boar. On the plus side, for sheer damage, it is arguably the best possible use of your handgun
you can equip it with a silencer, it's very accurate, and you can get it ammunition. It's accurate, stable, and provides a truly ridiculous level
for free. It's an excellent early option for players who prefer a stealthy of raw stopping power, without the low capacity and reload time that
znproach, but you will rapidly acquire better weapons, plagues the .44 Magnum. For some reason, you can use this while you're
on a zipline, thus proving that Jason Brody is some kind of cyborg. |,
c3
&

6
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FARCRY

SMGs

The name of the game with SMGs is accuracy by volume. An assault rifle or LMG provides greater damage per bullet, but SMGs tend to offer a greater rate
of fire. If you prefer to spray and pray, an SMG is useful for that purpose. Most are also small enough that you can use them one-handed, and with the Line
Gunner skill, that means you can fire them while you're using a zipline. There is a certain level of raw style involved when you riddle a location with bullets
! while you're sliding down a wire, and that's probably the single best reason to carry an SMG.

Base Ammo Capacity: 40

‘ Available Mods: Sound Suppressor, Extended Magazine
Attachments: 1

The Skorpion is carried by a lot of enemy snipers as a fallback weapon
for short-range work. It's inexpensive, easy tofind, and is clearly worse
1 than every other SMG in the game. If you like SMGs, find the first
upgrade you can.

Availahle Mods: Sound Suppressor, Red Dot Sight, Reflex Sight
Attachments: 2

The addition of a suppressor and some upgraded sights makes the
A2000 an all-around better performer than the Skarpion, particularly

if you're trying to-avoid attention. It's an excellent weapon for when

an infiltration goes sour on you, but it's a middle-of-the-road option
hetween the Skorpion and the MP5. You can sometimes find one for free
0N an enemy sniper.

24

Smm

MBS
Availahle Mods: Sound Suppressor, Extended Magazine, Red Dot
Sight, Reflex Sight
Attachments: 2

Yet another incremental upgrade from the previously
available SMG, the MP5 has a long and storied history

* invideo games. It’s reliable, precise, and lethal, and is
a clear upgrade over the A2000.

24

gmm
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T 8715 seems like it got loston the way to m‘le class
* 2z 1he adge on-accuracy and raw: ﬂamage over the . |
5 2nd has a- 64—r0und standard clip, but it doesn't }
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FARCRY

ASSAULT RIFLES

Maybe two-thirds of the pirates and mercenaries around Rook Island carry assault rifles, which means you're likely to be using one for at least the first
quarter of the game, if only to scavenge ammunition from dead opponents. Fortunately, they're a good all-around choice for most fights.

Base Ammo Capacity: 60

Availahle Mods: None
Attachments 0

STG-90;
Available Mods: Extended Magazine, Red Dot Sight
Attachments: 1

The STG s superior to the AK-47 in only two categn-
~ ries: rate of fire and having the option for attach-

, ments. In most other ways, it's a flat downgrade,
(I butifyouinstall the red dot s;ght ltsacompet[tlve
|| choicewiththe AK.

I

Available Mods: Sound Suppressur Extended Magazme
Optical Sight, Red Dot Sight, Reflex Sight

Attachments: 2
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Availahle Mods: Souhd Shhﬁréssor, fxtended Magazine,
Optical Sight, Red Dot Sight, Reflex Sight

NIIVAINED

Attachments: 2 1
Nz
............ £
I 54;11531 : Ee =
Available Mods: Extended Magazme Marksman Slght Uptlcal Slght, ' %
Red Dot Sight, Reflex Sight =
Attachments: 2 =
e
,,,,, | =
| %
=
,,,,,, | 8
' . - o
Available Mods: Extended Magazine, Marksman Sight, =
Optical Sight, Red Dot Sight, Reflex Sight =
Attachments 2 %
versahhty, the ACE | ¥ ES
=
| =
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=
&
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FARCRY

SHOTGUNS

When you're forced into close quarters, shotguns provide enough raw damage to drop most enemies in one or two shots. At medium to long range, how-
sver, they aren't entirely useless, but you're better off with any other kind of gun. Putting an expensive modified sight on a shotgun is largely a waste of

money.

Shotguns also make good hunting weapons against small to medium game. If anything bigger than that, like a bear or tiger, is close enough to be within
a shotgun's specific range of efficacy, they're also close enough to tear off your entire face. It is thus not your best available option unless you're using it
as a last great act of defiance. (This does not apply if you're using a Bull, however.)

Base Ammo Capacity: 6

- 1887 or better handy.

£
12mm

1887

Available Mods: Extended Magazine, Night Sight, Red Dot Sight, S aEe
Reflex Sight A e W

Attachments: 1

~ Youlose out on the cool pump-action from the
M133, but the 1887 gives you better all-around
stats and its damage doesn't drop off as rapidly

~ over long distances. The extended magazine’sa
li ~ ‘

12mm

SPAS; 12

Available Mods: Extended Magazine, Night Sight, Red Dot Sight,
Reflex Sight
Attachments: 2

il the SPAS-

un features
o in its class,
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SNIPER RIFLES

¥ =ways a good idea to have a sniper rifle with you. With a high-powerad scope and a sound suppressor, you can use it for hunting, for quietly eliminat-
ani targets like enemy snipers, and for disabling alarm panels in outposts. It doesn't really come into its own until you can pick up the Steady Aim
i utyoucan do that very early in the game.

NOILONQOUINI

et = the pirates on the North Island are too stubborn or intoxicated to die from a single body shot from a sniper rifle, so when you're using one, always
o their heads. The South Island mercenaries and privateers are all wearing light body armor, but by the time you're routinely fighting them, you
“0. 7 be able to get your hands ona 293, which makes body armor irrelevant.

2222 Ammo Capacity: 5

=
| =
E
S0 =
Syziizhle Mods: None
2=achments: 0
=
svzizble silencer means lt’s not a subtle ‘ = : : ‘
weapon at all. At best you can get one shot = ' = i
S=fore everyone in the’nme zone knows exactly
15272 you are. ;
= é
100 = i
yzilable Mods: Sound"'Suppressb‘r, Extéhded Magazih‘e,
sigh-Power Scope, llluminated Scope
Etiachments: 2
=
=
=
=
]
| U
g

Lyailable Mods: Sound Suppressor, Extended Magazine,
High-Power Scope, llluminated Scope

Aitachments: 3

rateof fire.
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PRIMA Official Game Guide 67



LIGHT MACHINE GUNS

Sometimes you do not want to utilize tactics or subtlety, but instead wish to kill everyone and everything you see in a loud, satisfying, and expedient fash-
ion., That is where a light machine gun (LMG) comes inta play. They feature high rates of fire paired with a decent level of damage per bullet, but using one
slows you down to the point where you might as well be mounted on a tripod.

Heavy machine gunners are relatively rare throughout the game and do not appear at all outside of scripted encounters. That means it's difficult to resup-
ply LMG ammunition in the field, so if you want to use one, you may wish to wait until you've had the chance to craft a couple of ammo pouches. Once you
canicarry-a good amount of reserve LMG ammunition, it's a much more useful weapon.

Base Ammo Capacity: 80

Availahle Mods: None
Attachments: 0

enemy heavies throughout the game

Uty

Available. ModsExtended Magazine, l)pfical Sight, Red bot Slght
Reflex Sight

Attachments: 1 7 e ; -

Tms is less a light machme gun and mnre an
assa ult nﬂe chambered for LMG ammo. Its a

Available Mods: Extended Magazme Marksman Slght,
Optical Sight, Red Dot Sight, Reflex Sight

Attachments: 2

The MKG cnntmues the process of blumng the fin
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LAUNCHERS |

ash- ‘2. zlmost always have grenades and C4 on hand, but sometimes you want to blow things up that are a little farther away. That's where launchers g
g one sme into play. =
Iz
2
SUp- ‘
 you T
67 |
£2se Ammo Capacity: 3
&vailable Mods:None =~ g - 0 B
h | =
mclassmantl tank roc t A RPG—T i %
! Lo
=an't carry that mu ) ' g =
=latively slowly, ' -
ca rylng an RPG-7 around‘n‘ you're just explori §
|sland but for specmc purposes llke figh | =
| @
-Jm:‘ler is appmpr’ ......... §
el youcantbeatiy ol e e
g_\
T i I . e =
8ase Ammo Capacity: 6 &
' Xyailable Mods: None
B
o2
=t
L8 e 3
5
l
better off SWItchmg weépons entlrely =
18
! ,,ﬁg
3 i m
i | §
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FARCRY

| SPECIALS

|
| This section in the vendor's inventory encompasses a few odd items that don't fit anywhere else. '

RepaitTool

| Available Mods: None

A blnwmrch on a'long stif:k tﬁ‘e Repar Tocl is USed‘to retijm damaged

‘*:stranded Rakyat yeu find for a $50 reward, but on your own, you're bet-
- term‘fﬁndmg a new vehicle than repairing the old one. The other use
of the Repair Tool is to set an enemy on fire by holding it to the enemy's
e head for a few seconds. Doing so unlocks the lmproper Use Ach1eve~
- “ment/Trophy. ‘ :

Flarie; Guny
Base Ammo Capacity: 3
Available Mods: None

~ Thisis a great improvised weapon if you're gaing after somebody yo -
* really hate. Whatever the flare strikes is usually set alight, whetherits an
~enemy, an oil slick, or a patch of grass. Most targets that are on fire will
panic and run in circles until eitheryou or the flames finish them off.

Reeur M&%
Base Ammo Capaclty )
Rvailahle Mods: Reflex Sight, Red Dot Sight
Attachments: 1

The bow is silent, its arrows are instantly lethal agamst humans
and small animals, you can usually reuse the arrows, and you can

rig up explosive or flaming arrows by combining them with grenades
or Molotovs. Conversely, nobody else in the game uses a how, which
means once you're out of ammo in a story mission, you're out. Playing
,;the game with a bow as your primary weapon is a bold persunal choice
and 2 self imposed challenge ,

Flamethroper

Base Ammo Capacity: 100
Availahle Mods: Large Fuel Tank (+100 fuel capacity)
Attachments: 1

e ffamethrower Iethal I’ts also a short range weapon unfortunatey
which makes it dmey to use agamst anything that can shoot back. Its
-~ real benefitis in  sefting grass, plants, trees, and buil dmgs alight around

 you, which can turm an entire hillsids into a firestorm in seconds. This is
flushing enemies out ui COVEr, detonatmg vehicles, taking out .
dulgmg, uralready barely restrained pyromania. N
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Typel0iFlarie)
Ayailahle Mods: None

NOILINAOHLNI

Tms lsaflare gun sometlme :called a srgnal plstol’ But the last

|
L e
| =
=
1"
| =
| o
| =
o e o
= A =<
TribalKnifeek =
| &
Availahle Mods: None =
&
(=
| =
=
| =&
=
=
=

CONSUMABLES

This category on the vendor's inventory encompasses the two items that youre likely to need vast amounts of: medical supplies and body armor.

M’edi*ei(m«e; sl ; BouljAimas
For $100, you : ,

SNOILY307 A3

S41811337100

bypass body 2 armor and mfhct damage stralght to you.
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EXPLOSIVES

can reduce an

, nemies you re up agatnst are smart enough to run hke
 hell when they nohce you Ve thrown a grenade, WhICh means you II

: remforcements who just pulled upto ina eep or patrol boat)

Molotow

Base Ammo Capacity: 0
The first thing to real-
ize when using any
fire-based weapon in
| this game s, as noted
_ when discussing the
flamethrower, that
he local fauna s very
flammable. A Malotov
in the right place will
itright or reduce them to 2 screaming panic,
ut thefue can and wnl spread to any grass, trees bushes or ou shcks

! ...oave tunnel or urban area butin the counuymde a smgle Molatov can

~trigger awhole host of unintended consequences. This is both a warn-
. ing-and a tactical advantage particularly in the more overgrown parts
- ofthe island. If an enemy has decided to take cover hehi nd atree, i

~ possible to teach him a valuable Iesson in fire safety.

-~ One Molotov dropped on an enemy vehlcle is usually enough to render
it inoperative. Naturally, throwing'a Molotov into water extinguishes the
wick and wastes the Molotov. ;

 any unarmored Human

When guile and stealth fall through, it then becomes time to blow everything up. Everything.

Base Ammo Capacity: 2

thnes tend to be a bit more ¢ useful agamst ammals than humans,

 relied upon to move in more predmtable patterns.

~ Once. you annoy a tiger or bear, it going to head sfralght at you, Wh“ h
‘ ith

€, dunng'certaln missions
where you ‘e called upon to- defend a parhcular locahon or mdnwduai

G4

Base Ammo Capacity: 2

{Good old reliable C4 is one of the hardest hnhng weapons you

have available to you. Always cary a couple of charges while you 're
exploring for demolition purposes, as you can use C4 to knock down
weakened walls in some of the island’s ruins. -

In combat Chhas a wule enough rachus of effect that you can easxly

use it to take down enemies who are in pursuit of you. This is very lise-

ful agamst heavies, who tend to walk straight at you with guns blazing
and, as such, can be easily led into an area where yoi’ve planted
charges. If you drop multiple C4 charges.in an area, you can detona‘[e
them | in the order jn which they were planted.

Ifyou' e feeling really clever and/or sadistic, the sound of a thrown
package of C4 hitting the ground has a reasonably similar effect to
that of a thrown rock. Guards can be lured over into a given area to
investigate whatever that sound was, and often do not realize what
they're looking at until they're rag- dolling across the landscape.
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UNLOCKABLES

" INTRODWCTION

TheB

These weapons are made available through various optional side missions. With the exception of knives, they appear at vendors under the “Signature

Weapon” category.

Japanese Tanto

Unlock: Find six Letters of the Lost (see pg. 257).

This short WWIl-vintage blade lends consider-
ably more power to your normal melee attacks.
Most human enemies will drop in one or two
hits. It really comes into its own against heav-
ies and other highly armored opponents, since
knife attacks hypass their Kevlar.

Bull

Unlock: Find 10 Relics. Pay $3010.

This M133 comes with a higher capacity, rate
of fire, and accuracy than the standard ver-
sion, and is coupled with the somewhat faster
reload rate on the M133 compared to the more
expensive models of shotgun.

The fancy sight on the M133 is actually a
drawback, as when aiming along iron sights,
it makes it difficult to see what you're shooting
at. When you're firing from the hip, however,
this is excellent for all situations in which a
shotgun excels. At close range, it can drop a
tiger or buffalo in one shot.

PRIMA Official Game Guide

Shadow

Unlock: Liberate 17 out of the 34 outposts.
Pay $2600.

The preferred sidearm of Jason Brody, guer-
rilla assassin. The Shadow has a maxed-out
accuracy rating and its damage per round is
closer to that of the .44 Magnum. It's probably
the best stealth weapon in the game.

Ripper

Unlock: Find and survive six Trials of the
Rakyat. You do not have to break UhiSoft's
high scores on each one, but you must live
until time runs out. Pay $4200.

The Ripper is a heavily modified PKM LMG that
boasts one of the most impressive sets of raw
stats in the game. It's still an LMG and still
isn’t suitable for anything but standing still
and pouring lead into a target zone, but for
pure damage, it's difficult to top this.

Bushman

Shredder

Unlock: Find 10 out u‘f D Memory Cards. Pay
$3275.

You can produce a similarly kitted-out Vector
A5 ACP on your own, but the Shredder has
generally higher stats, and in a weird twist of
fate, can be unlocked well before you gain ac-
cess to the standard Vector. Most of what was
said before about the Vector also applies here,
only moreso.

AMR

Unlock: Find 20 Relics. Pay $4800.

The standard model Z93 is already nearly
topped out for accuracy and damage, but this
goes the rest of the way there and throws in an
extended magazine. Against any human target,
the AMR is complete overkill. Its one drawback,
which is significant, is that the AMR has no
silencer. It will kill whatever it hits, but it also
putsup a big neon sign advertising your cur-
rent position. In certain story missions (such as
“Ambush”), this is not a problem.

Unlock: Disahle the scramhlers on all 18 radio towers. Pay $4400.

The Bushman is one of the single best all-around firearms in the game. It features enough stability
and accuracy that you could probably put every bullet in a short burst through the same hole, the
attached silencer means you won't alert the entire surrounding countryside to your presence, and it
simply chews through opponents. Even if the scramblers didn’t provide so many bonuses on their
own, it'd be worth disabling them all just to get your hands on this thing.

3
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SIMPLE AMNG PRUEN

The smaller containers can be fashioned out of the hides of commonly
available animals, many of which are native to the hills around Amanaki
Village. Boars, pigs, and goats are easy to find around Heron's Point, the
pirates’ guard dogs and the rabid hounds in the countryside can both be
skinned, and even deer show up as you travel to the northeast.

One of the basic features of your in-game map is that it has labels that
indicate what animals are native to a given region in the island. This is a
useful guideline, but it's not a hard-and-fast guarantee.

The fourth and final upgrade for most of your containers, except for
weapon holsters and rocket packs, requires the skin of a unique animal,
which only appears as part of a “Path of the Hunter” mission (see pg.
178). You unlock these missions by securing various outposts throughout
Rook Island.

74

At the start of the game, you're wearing a
T-shirt and cargo pants, neither of which were
chosen or designed for the purpose of guer-
rilla warfare. In order to survive, you need to
construct your own syringe kits, ammunition
bags, rucksacks, and even medication out of
the flora and fauna of Rook Island. You'll need
to hunt and explore to find the hides, skins, and
plants you need.

SYRINGES

There are five kinds of syringes in Far Cry 3. Medical syringes involve heal-
ing from trauma, and contain Green Leaves; Exploration syringes help you
reach new locations or survive longer in the wilderness, and require Blue
Leaves; Combat syringes specifically affect your ability to inflict or with-
stand damage, and are made with Crimson Leaves; and Hunting syringes
use Amber Leaves and boost your effectiveness against members of the
animal kingdom. Finally, Special syringes contain White Leaves, require a
massive amount of ingredients, and confer short-term, powerful buffs.

Naturally, you will be jamming Medical syringes into yourself at a ridicu-
lous rate throughout most of the game. Green Leaves are common across
most of the North Island and are easy to stock up on, and you'd do well to
have at least three Medical syringes on you at any given time. It's the first
recipe you learn, the first one you make, and the most important of the lot.

[t will be quite a while before you unlock any of the crafting recipes for
Special syringes, and you can find White Leaves well before that point.
They simply take up space if you pick them up before then, and can he
safely disregarded until such time as they have a use.

primagames.com
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=umans are only one of the dangerous things on Rook Island, and particularly on the North Island, they aren’t anywhere near the top of the food chain. Any
“mzyou're in the wilderness, you run a strong chance of running into some of the island’s animal population, which can mean anything from peaceful

“2=xistence to a brief and deadly fight.

‘o don't receive any EXP for killing an animal, but their skins and hides are used to create the containers and slings you need to upgrade your carrying
-zpacity. As such, you're going to need to hunt down at least a few animals. Late in the game, after you've crafted all of the available upgrades, you can
~unt and skin animals as an additional source of income, as most of their hides can be sold to vendors for a very reasonable price.

‘nen hunting, it's useful
22 carry silenced, high-
z2/iber weapons, such

25 the M-700. Animals
2 Just as vulnerable to
zadshots as humans
zr2, and using a sup-
“ressed rifle means you
non't get any attention
“rom any hostile pirates or mercenaries in the area.

]

ARSI

fou also should not hesitate to use grenades, land mines, or even C4
zzainst animals; to kill one that you find caged by Vaas's men; or to run
them over in a vehicle if given the option. You don't need to worry how
these animals will look when you mount them in your den, and you get no
oanus points for fighting fair.

Once you have the ability to carry more than three syringes, always have

2 dose of Animal Repellent (see pg. 268) on you. While it doesn't wark
underwater for what are no doubt highly scientific reasons, injecting
Animal Repellent gets even a wounded, hostile land animal to break off
contact and let you escape. Its base duration is anly 40 seconds, so do not
inger in the area.

PRIMA Official Game Guide

Macagques, crows,
vultures, seagulls, birds
of paradise, manta rays,
and Galapagos tortoises
- can all be found and
slain at various places
on the island. At best,

| you can get some vendor
- S rash for “skinning”
them, such as feathers or a shell, and hunting them simply involves
sneaking up on one. The only reason to hunt any of these creatures is

to unlock their unique entries in the Handbook’s Survival Guide, which

is written in Willis's unique style. Once you get a total of 50 entries, it
unlocks the Jungle Journal Achievement/Trophy.

As a final word, large or predatory animals are just as likely to attack
Vaas's men, Hoyt's privateers, or the Rakyat as they are to attack you. In
fact, it's not uncommon to find random wilderness encounters where some
of Vaas's pirates have attempted to capture a large cat and have made

a mess of it. There are ways in which you can easily exploit this if you're
clever, such as leading a tiger or bear into an enemy camp, then popping
Animal Repellent and running into the bushes. This is a very difficult ma-
neuver to pull off without getting killed, but if you can do it, it is hilarious.

75
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GALAPAGOS TORTOISE GREAT WHITE SHARK

;7 The Galapagos tortoise is one of the largest species of tor- ' The great white shark may be nature’s alpha predator, but

toise in the world, basically a big, semi-stationary, stumpy it doesn’t have much of a taste for man. That’s the official

creature. line, but the people of Rook Island have seen evidence to the
contrary.

i

£
=
=
2
P
=
| =

GOAT ”KUMODO DRAGONS
4/ Like desr, goats are calm and tend to run at the first sight of In[drllVIdulflly,aKomodo dragém tsnhtfmuch ogathrleatk h =
trouble. They also don’t tend to make a sound unless they're although it's aggressive and much faster than it looks. The | =
already frightened, which can make it tricky to hunt for problem is that they can take a bit of punishment and they E
them. If you startle a goat, your best bet is to tag it before it almost always show up in packs of three to five. Once you're | =

tear you to shreds in a hurry. When in doubt, assume

runs away, then give it a couple of minutes to settle down. You'll usually o tlea iy komoda dragonsthat i oo ok see et

find it standing still some distance away, which makes it much ea3|er to
kill and skin.

SHOYI0T AZH
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ASIAN BLACK BEAR

g " Bears are arguably the most dangerous predator on the island,
| @ | andthey've long since learned to get in the first shot. The closer
: you get toa bear, the angrier it gets, until it rears up on its hind
e 005 and charges. At that point, it runs faster than you can
| spnnt and you are in serious trouble. Listen carefully for its growls and if you
‘ 1 i see it stand up, run like hell. Do not stand there and think you can get it to
| break off its charge by shooting it, as that is not going to happen.

Bears are tough, to the point where you are physically incapable of carry-
i ing enough ammunition to kil one at the start of the game. A single bear
can absorb enough punishment that it can single-handedly wipe out an
outpost’s worth of armed mercenaries, which means for any outpost in

& the game where they've gat a bear in a cage, your strategy immediately

! defaults to “free the bear.” Hopefully, they'll either kill it or weaken it
significantly before you're forced to deal with it yourself.

If you are deliberately hunting a bear, there is absolutely no reason to use
conventional weapons. Pack an RPG-7 or grenade launcher, and if you
have the chance, lay down some mines or C4 charges along your planned
escape route. Bears are as close as this game gets to a tank, and should
be treated as such. A single RPG round is enough to kill one.

BIRD OF PARADISE

/' Birds of paradise are found throughout the island. Many are
kept as pets by locals as a sign of affluence. Some of the
more colorful breeds are prized by collectors all around the
world while the less colorful ones are used as mops, feather
dusters and organic French ticklers.

BLACK EAGLE

' The black eagle is revered by the Rakyat. That doesn't mean
it can't be hunted. Just be respectful about it, maybe.

»
BLACK PANTHER
==/ The rare black panther that roams the island is said to be
| darker than night.
:

|
BLOOD KOMODO ‘

/' One of the most disturbing creatures
komodo dragon with a strang
run red like blood.

on Rook Island is a
that causes its saliva to
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/' If a hoar decides to fight you, which usually happens if you
* stand around near one for too long, it can be a problem. Its
standard attack is a short charge that knocks you down,
which lets it follow up by goring you with its tusks. It can
nilict a lot of damage in that time, so you'll want to strafe out of the way
and retaliate with a couple of shotgun blasts. Fortunately, most boars on the
sland are reasonably calm and can be avoided or slain with little difficulty.

BUFFALO

' Most of the time, buffaloes can be found in herds and are
content to ignore you. They scatter if they hear gunfire. When
hunting one, make sure your first hit does as much damage
as possible, from a sniper headshot or a close-range shot-
zun blast, then be ready to chase it down. Nothing short of a clean RPG
nit can kill a buffalo in one shot, and they can even shrug off being hit at
nigh speeds with a vehicle.

Rarely, you can find an aggressive buffalo that attacks you on sight. They
move much faster than you'd expect, and while they're easy to dodge, they
knack you backward and down on contact. This gives them time fo set up
for another charge, which can be lethal. You can tell if a buffalo is about
to charge you, as it lowers its head and starts scraping the ground with
its left front hoof.

PRIMA Official Game Guide

_ The Basics

BULL SHARK

] 4 The presence of bull sharks is why it's a bad idea to go
\ swimming off the coast of the island. They're quite com-
mon, they're immune to the effects of the Animal Repellent
=% syringe, and they attack you on sight. If one sees you, it
can latch onto you as part of a quick-time event that, if you successfully

complete, ends when you stab it in the brain. This lets you skin them in
relative peace, assuming you survived the process.

Assuming that you do not feel like using your own legs as shark bait
(and you don't), a much safer method of shark hunting is to take one of
the larger boats out into the water and shoot at sharks from the relative
safety of its deck. It's a good idea to wait until you've got the Zoology 101
skill before you do this, just to maximize your gains.

Another good place for shark hunting is on the shallow sandbars on the
southeast side of the North Island. The water is deep enough near the
sandbars that sharks often swim by at a close enough range that you can
pick one apart with rifle fire.

CASSOWARY

=== Nobody seems to have bothered to tell a cassowary that it's

4 not dangerous. You may think it's funny when a tiny ostrich
o with an attitude problem rolls up on you, but then it's going

gm0 1y to peck your eyes out. Fortunately, cassowaries have

very low health.
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CROCODHE

/ Aside from a handful that appear during story or side
missions, you could easily go for the entire game without
seeing a crocodile. They lurk in rivers and lakes throughout
the island, floating silently until prey gets close. In other
words that's probably not a log, and unless it's glowing like it's loat, it's
not dead.

If you spot it early, you can easily take a crocodile out before you gat
anywhere near it by shooting into the water from dry land. If one gets a
hold of you, it begins a quick-time event that ends when it either kills you
or you stab it in the head, killing it.

Unlike the other animals on and around Rook Island, crocodile leather is
not used for any crafting recipe and can safely be sold for profit.

DEER

=7 As you might expect, deer roam the island in easily spooked
herds. They do not attack, but flee into the underbrush the

=4 fioult to find deer that are not already spooked hy something.

The easiest way to deal with them is to creep up on their herd through
the foliage and put a silenced rifle round into one of their heads from a
reasonable distance. Otherwise, you tend to have to chase one for a long
distance before you can get a successful kill.

8

moment they realize you or anything else is there. It is very dif-

DINGO

w In practice, a dingo is largely indistinguishable from a rabid
dog. They're slightly smarter and have a much greater sense
of self-preservation, which means it's easier to get away
from them without a fight They also move in larger packs,
W|‘||Ch can be a serious problem. If you're in a fight with a pack of them,
get to the nearest open, flat area—ideally a road, as that gives you the
clearest visibility. They're already tough to hit, so don't let them hide in
the foliage.

It is very likely that you will get more than enough dingo hides for crafting
purposes as a side-effect of exploring the island. They're very common in
the jungles north of Citra’s temple.

DOG

/' There are two kinds of dogs. One is the trained guard dog
that is often found alongside the pirates or mercenaries
you're fighting, most commonly on patrol in outposts. The
= qgther is found wild and rabid in the countryside, hunting
goats or deer in packs.

In either case, they're fast but don't take much to bring down, and it’s
often easier to take one out with a knife than to try and shoot it. Wild dogs
are also more bark than bite, and often give up very easily if you simply
move away from their location.

primagames.com




" The leopard is a solid #3 on the list of most dangerous enemies
in the game. They're fast, they move erratically, and if they latch
ontoyou, they can trigger a quick-time event that may end in an
instant kill. Fortunately, they have much less health than tigers,

to the point where you can kill a leopard from range with a single well-placed
rifle round, and you may even be able to take one out with an assault rifle if
you're lucky. Just the same, they're worth taking seriously.

MACAQUE

" Macaques are kept as pets in Amanaki Village, where your
weapons are automatically holstered. If you want to hunt
one down to unlock its Handbook entry, or because you have
something against cute monkeys, you can find two of them
roammg the ruins during the “Down in the Docks” story mission.
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MANEATER

¥ Rook Island fisherman speak of a bull shark with a tasts for luman flesh. Nane who set
out to catch it were seen again, but one man did manage to get a hook into the monster's
mouth before being slowly devoured. He probably should have stayed in bed that day.

MANTA RAY

" Manta rays are like eagles of the ocean, They soar through the waters with power and
k grace. They're strong. And they're always on the go.

SKOISSIW F0IS

WAV IdILTNW

MORAY EEL

" Maoray eels are another reason to be wary in the waters around Rook Island. These large

SNOILYA0T k3N

They have a second set of jaws which launch forward into their mouths, pulling prey
down their throats. L] ,,
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=4 These are your standard-issue pot-bellied pig. Like goats or
deer, they're easily frightened and spend most of their time
getting harassed by predatory dogs or Komodo dragons.
Mso, like goats or deer, your best bet is to take them out one

at a time with a rifle, then let the rest of the herd escape.

RED HEADED VULTURE

* The red-headed vultures on Rook Island mestly come from
Singapore and are harmless.

SEATURTLE

Locals hunt sea turtles for food and consider their eggs a
delicacy. Too bad you're not here for a culinary tour.

SNAKE

%+ Even at the start of the game, snakes aren't that dangerous.
A bite from a snake only does a little bit of damage, and one
bullet or knife slash is enotigh to kill one. They.can be hard
to.spot, but they make a disproportionate amount of noise.

Snakes ca nnot be skinned.
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7 These poor little guys don't really have much going for them. " Bears are a little more dangerous than tigers, but not by § -
Like pigs or deer, they tend to scatter once they realize much. Tigers roam the island in unpredictable pattems and | &
they're in danger, but it takes them longer to realize that can show up almost anywhere, where they're likely to attack ‘ S
than most of the other-animals on the island. on sight. They're faster than you are and once they're on top | g

of you, it's difficult to get away, Early in the game, if you see a tiger com-
ing, your hest bet is to ambush it with a few land mines. Fortunately, once
you have some of the better weapons, tigers aren't as scary and can be ‘
taken down with rifle fire. A single shot from the Bull can kil a tiger. % i
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Completing the mandatory mission “Secure the Qutpost” unlocks the Skill
tree system. Initially, very few of your skills are available for purchase,
but they are gradually unlocked for your use over the course of the game’s
story missions.

Finishing missions, killing human opponents, or finding certain collectible
items are all worth varying amounts of experience points (EXP). Every time
you reach a certain amount of EXP, they're automatically traded in for a
Skill Point, The more Skill Points you've earned, the more EXP you'll need
for the next one.

Every Skill Point you earn also adds to the tribal design on Jason's left
forearm, until it's an intricate sleeve tattoo that stretches from his elbow
to wrist. Spending three Skill Points after the two you are forced to spend
to complete “Harvest the Jungle” unlocks the Inked Up Achievement/Tro-
phy (see pg. 271), and obtaining all the skills in the game (which requires
you to complete the story campaign at least up to the “New Rite of Pas-
sage” mission) gives you the Fully Inked Achievement/Trophy.

The fastest way to grind Skill Points, outside of deliberately killing

every pirate you can find (which, to be fair, is probably going to happen
anyway), is to search the island for collectibles. Relics are worth 250 EXP
and there are dozens of them on the North Island, most of which aren't
that hard to find. Letters of the Lost are a bit trickier to come by, but any
of them that you can pick up are worth 500 EXP. Between that and the
bonuses you receive for liberating outposts and disabling scramblers,
Skill Points should be flowing freely.

84

NormaIEnemy[ll ) '7 ] 10

Headshot - i [ é?SO}oints

qu{gguwn i _;—x3 m;iti'prlieE - .
Heavy il - Wopomts
5(plosi!ngill o : %3 mult\plier'm _ i
‘Mylti-;Target Tal(eaovs;n iil(Jinomts per adaftional targét

Found Relic lasvpans
Multi-Kill ] 7x3 ;ﬁaoir&s" DEF enemy -
Disahle Ii;dmimnTn;Je;Sc;aHﬁnféri ) 500 Doi;ts -
Found letterofthelost  s00poits
Heq}lx_Bez;tEIown | 50_0 pointsi -
liberated Outpost 500 points. -
Llherated l]ﬂtpost no alarm; ' 550 point{ o N
Liberated Outpost, undetected 1500 piy -
SoyMission | 1000200030004000 points

*Vaas's pirates are worth a base of 10 points. Hoyt's priva
base of 20.

rs and mercenaries are worth a

16-17 | 2500 EXP

1825 | 3000EXP
R
0 400B0

primagames.com




-

SKILLS

COO0K GRENABES

HERON

_ INTRODECTION
_ [heBasics

You don't have to worry about spending points
“wrong” in Far Cry 3, as most of the abilities
are useful for any strategy or approach, and

it's actually quite easy to simply purchase all
of them once you've managed to get them un-
locked. There are enough sniper missions in the
early to mid game that it’s a good idea to pick
up Steady Aim early on, and the Horticulture
and Zoology skills in the Spider tree help you
get the most out of your hunting and foraging.

Each skill you acquire costs a single Skill
Point, although it may have other conditions
attached to it. Purchasing a skill also fills in a
predetermined section of the tattoo on Jason's
left forearm.

fe skills in this tree cover mobility, Takedowns, and attacks from long range. The Syringe Potency skills come in handy when exploring the island, as it
zives you more underwater time from Deep Dive, and the Death From Above Takedown is a lot of fun.

' Cook Grenades
Prerequisite: finish “Harvest the Jungle”

You can prime a grenade for a few seconds
oefore throwing it by holding down the throw
button. Most human opponents dive for cover
the moment they see a grenade out, so this is
useful for ensuring a kill.

' Hip Shooter

Prerequisite: Cook Grenades, finish
“Secure the Outpost”

{hen firing a pistol, SMG, or shotgun from the
Aip, or without aiming along its sights, there’s
z certain amount of target drift. This skill
minimizes it, which improves the gun's damage
autput.

' Aimed Reload
=
Prerequisite: Hip Shooter

/hile aiming along iron sights, you can quickly
reload a pistol or sniper rifle. This has the
useful side effect of allowing you to chamber

2 new round in the M-700 without losing your
sight picture.

PRIMA Official Game Guide

| Long Gun Expert
Prerequisite: Aimed Reload

Same benefits as with Hip Shooter, but now
applicable to assault rifles and LMGs.

NG Syringe Potency
UE Prerequisite: Cook Grenades

Syringes that confer a timed bonus last 25%
longer.

f\

Enhanced Syringe Potency
2z Prerequ|3|te Syringe Potency, finish

“Meet Citra”

Syringes that confer a timed bonus last 50%
longer.

 Steady Aim
=== Prerequisite: Cook Grenades

You can hold your breath longer while aiming

with a sniper rifle, thus steadying the crosshair.

This is almost required before you can get any
real work done with a sniper rifle.

51 Line Gunner

. - Prerequ151te Steady Aim, finish
“Meet Citra”

Line Gunner allows you to fire a pistol or

small SMG, such as a Skorpion, while you're
sliding down a zipline. This isn't as useful as
it sounds, and there are remarkably few situ-
ations where it comes in handy. One of those
situations is during a difficult story mission,
however, which makes this skill worth the (low)
price of admission.

1‘ Soft Landing
- Prerequisite: Line Gunner

As you'll notice early on, it doesn't take a very
long fall to injure you in Far Cry 3. This helps
with that, and is particularly handy during “The
Motherlode.”

r,;\ Cool Gunner

b J Prerequisite: Soft Landing, finish
“New Rite of Passage,” kill ten human op-
pnneqts with a mounted gun

It takes about 50% longer for a mounted gun
to overheat from use with this skill, This skill
would be more useful if you could pick it up
before “Saving Oliver.” but it sees some use
anyhow. One of the most satisfying ways to
deal with an enemy outpost is to steal a patrol
boat or jeep and use its turret to sweep the
place clean of life.
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Deep Breath
Prerequisite: Steady Aim, finish

“Meet Citra”

Jason can hold his breath for 25% longer.
There are more than enough Relics and other

undersea collectibles to justify your purchase of

this skill. It's also handy when using a river or
lake to stealthily approach a location.

Breath Control

Prerequisite: Deep Breath, finish
“Meet Citra”

An improvement on Steady Aim, this gives you
a surprisingly long window of stability when
using a sniper rifle. You'll want to pick this up
soon after it becomes available, as there are
a couple of story missions shortly after “Meet
Citra” that either require or reward the use of
asniperrifle.

Marathon Man

&€= Prerequisite: Breath Control, finish
“New Rite of Passage”

Jason can already sprint a considerable

distance without losing his breath and slowing

down, but with Marathon Man, he never gets
tired at all. This really comes into its own on
the South Island, where Hoyt's mercenaries
control most of the territory and the roads can
be deathtraps.

R Death From Above
Prerequisite: Cook Grenades

This skill allows you to use a Takedown auto-
matically on any enemy you're able to jump on
from above, even if they're aware of your pres-
ence. You can ramp off of hills or bounce off
short objects like some kind of stabby parkour
runner, then leap on an enemy to automatically
finish them off with your knife. Naturally, this
does not render you bulletproof, so doing it in
mid-combat is a lousy plan, but it's a great
opening move.

P Death From Below

Prerequisite: Death From Above,
finish “Meet Citra”

If you can approach an enemy standing at the
edge of a platform from below. you're able to
yank them over the side for a quick stabbing.
This is primarily useful for taking out sentries
who are on piers or docks. You can drag them
into the water to quietly eliminate them.

Dual Death From Above

2 Prerequisite: Death From Below,
perform at least one Death From Ahove Take-
down, finish “New Rite of Passage”

You won't see this situation happen naturally,

but if you can use a few thrown rocks to decoy
a pair of guards over beneath you, this lets you
gank them both at once.

@i Dual Death From Below

&8 Prerequisite: Dual Death From
Above, perform at least one Death From Be-
low Takedown, finish “New Rite of Passage”

Finding this situation under ordinary circum-
stances is only slightly less likely than seeing
a unicorn, but it's great for dealing with nests
of snipers.

) Gunslinger Takedown
LY Prerequisite: Dual Death From Above

[ an enemy is carrying a pistol, you can follow
up a successful Takedown by using his pistol
to fire at nearby enemies. This requires some
practice before you can get it to work, but a
Gunslinger Takedown can eliminate a large
crowd of enemies in seconds. It's more useful
against pirates, since they aren't wearing body
armor and the pistol is thus more effective
against them.
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SHARK

INTRODUCTION

Ihe

The Shark tree is one of the best options to start with, as it contains the skills that give you more health and improve the efficacy of your syringes and first aid.

Takedown
s Prerequisite: finish “Harvest the Jungle”

You must take this skill as part of a mandatory
story mission, and its various uses are covered
in detail elsewhere in the guide. Long story
short, this lets you stab people to death, and
that is surprisingly useful.

' Physical Conditioning
Prerequisite: Takedown, finish
“Secure the Outpost”

You get another block of health. Handy!

Improved First Aid _
Prerequisite: Physical Conditioning

This powers up the efficacy of standard first
aid, which is only used if you're completely out
of Medical syringes. This skill is rarely useful
unless you've truly screwed up, but there are
missions near the end of the story campaign
where the bonus to first aid is a lifesaver.

# Advanced Conditioning

Prerequisite: Improved First Aid,
finish “Meet Citra”

You get a fourth block of health. Great!

gj Advanced First Aid

Prerequisite: Advanced Conditioning

First aid now restores three blocks of health.
You have to take this anyway to get to Expert
Conditioning, but as noted previously, it's much
more useful late in the game.

‘ Expert Conditioning
Prerequisite: Advanced First Aid,

complete “New Rite of Passage”
You get a fifth block of health. Useful!

LA Peak Conditioning
S& Prerequisite: Expert Conditioning,
finish “Meet Citra,” craft 10 Medical syringes

You get a sixth and final block of health.
Excellent!

PRIMA Official Game Guide

ng Adrenaline
_J Prerequisite: Takedown, finish

“Secure the Outpost”

Any partially depleted blocks of health regener-
ate faster. This is an obvious must-have.

| Field Medic

Prerequisite: Adrenaline, finish
“Meet Citra”

Medical syringes now restore four blocks of
health.

Field Surgeon
VAR Prerequisite: Field Medic

Medical syringes now restore six blocks of
health.

% Button Up
1 Prerequisite: Field Surgeon, buy

three suits of body armor at a vendor, com-
plete “New Rite of Passage”

Body armor absorbs 50% more damagé. You
gain access to this skill right about the same
time you're heading to the South Island, where

the general quality of your antagonists takesa

sharp upward turn. It's worth getting, as you're

ahout to start picking fights with a higher class

of mercenary and the extra protection can save
your life. The secondary requirement should

- be satisfied well before you unlock the skm for

purchase.

i Adrenaline Surgé

S8 Prerequisite: Button Up, finish “Three
Blind Mice,” complete three Supply Drops

Your partially drained health blocks refill
themselves 100% faster. That really speaks
for itself.

[ Ironsides
B Prerequisite: Takedown, finish

“Secure the Outpost”

You take 50% less damage from explosions.
This takes the damage from an indirect RPG hit
down from “nearly lethal” to “survivable,” and
by the time you reach the game’s halfway point,
this is a legitimate concern.

| Fire Retardant
Prerequisite: Ironsides, finish “Meet Citra”

You take 50% less damage from fire. Given
the love of Molotov cocktails among certain
elements of Vaas’s men, this skill is more than
worthwhile. You should try to pick it up before
you undertake the “Kick the Hornet's Nest”
story mission.

| Evasive Driving

) Prerequisite: Ironsides, finish “Meet Citra”
Any car you drive takes 50% less damage
from all sources. This is virtually required to
complete any of the Supply Drop side missions,
since they almost require you to crash through
foliage like a maniac, and losing the car before
the finish line is a legitimate concern.

| Chained Takedown
. L il
J Prerequisite: Takedown, finish “Met Citra”

If you land a Takedown on an enemy, you can
use a quick motion command to instantly chain
your attack to a nearby enemy and kill him as
well. You can keep doing this until you run out
of living enemies in the area or miss the mo-
tion command, which makes it great for both

grinding EXP and clearing out enemies in close
Quarters,

Zj Grenade Takedown
" Prereqmsnte Chained Takedown, fin-

ish “The Motherlode,” kill 5 human enemies

with grenades

This is more useful for style points than any-
thing else, but like the Gunslinger Takedown,
you can use it to eliminate an entire group
of enemies in seconds. During a standard
Takedown, push your throwables button (RB/
R2/grenade) to yank the pin on your target's
grenade and kick him away, then back up
before it goes off.

P Heavy Beatdnwn

H-'r‘“ ;
Prerequnsne Grenade Taketlnwn kill

a shark cumplete “New Rite of Passage"
 This allows you to use standard Takedowns to ,

kill heavy machine gunners and flamers, and
as such, is virtually required. Before this skill
becomes available, your strategy with these
guys requires a lot of explosives and am- .
bushes after that, you can sneak up on thern
like anyone else.
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SPIDER

The Spider tree of skills involve hunting, stealth, and survival. The Horticulture 101 and Zoology 101 skills are must-haves.

E Sprint Slide
Prerequisite: finish “Harvest the Jungle”

You have to pick this up anyway, so it's good
that it's worthwhile. You can use this toend a
sprint by sliding into cover, such as dense foli-
age or underneath furniture, which has a lot of
use both in evasion and avoiding gunfire.

€ Expert Swimmer

== Prerequisite: Sprint Slide, finish
“Secure the Outpost”

This is a “sprint” for swimming. Before you can
pick up Deep Breath or the Deep Dive recipe,
this is a lifesaver as it lets you reach the surface
that much faster. Grab this before you go on the
“Mushrooms in the Deep” mission.

ﬁ Jungle Run

Prerequisite: Expert Swimmer, finish
“Meet Citra”

This actually makes you slightly faster when
you're moving in a crouched position. This has a
slight drawback in that you can't use your crouch
as a way to carefully navigate narrow platforms
anymore, but it more than compensates by letting
you land faster Takedowns from stealth.

9 Ninja Step

= Prerequisite: Jungle Run, liberate
two outposts without being detected, com-
plete “New Rite of Passage”

You're now almost as quiet when you're walking or
sprinting as you are when you're crouched. By the
time an enemy hears you, you're in Takedown position.

| Horticulture 101

Prerequisite: Sprint Slide, finish
“Secure the Outpost”

You receive double the leaves from any plant
you harvest. This is an easy way to accidentally
fill your rucksack, but there’s nothing wrong
with having extra syringe materials around.

Zoology 101

Prerequisite: Horticulture 101, finish
“Meet Citra”

Any animal you skin is worth two hides instead
of one. This allows you to not have to hunt any
extra tigers, leopards, or bears, and as such

is well worth the effort to acquire. Late in the
game when you don't need the skins for equip-
ment, this is also a license to print money.

88

; Stone Wall

&40 Prerequisite: Zoology 101

You spend a lot of the early game getting stock-
checked to the floor by pirates, and Stone Wall
prevents that. Animals won't use their grab or maul
attacks as often and it's harder to knock you over,
Some attacks can still manage it, such as the story
boss in “New Rite of Passage” or a charging buf-
falo, but this takes a lot of pain out of combat.

Penny Pincher

&4 Prerequisite: Zoology 101, finish
“New Rite of Passage”

An enemy corpse usually doesn't have more than
$15 on it when you loot it. With Penny Pincher, the
cash take from a looted body goes up to $20 or
more, ahout the same as a common loot chest.

Dealmaker

Prerequisite: Penny Pincher, com-
plete three “Wanted Dead” quests

By the time you can pick this up, money isn't that big
of a deal anymore unless you've totally ignored any
and all bonus missions. This skill trivializes making
vast sums of cash, particularly with high-end loot
items like the relics you can find inside old ruins.

gﬂ‘ Expert Archery
j Prerequisite: Sprint Slide, finish
“Meet Citra”

You gain additional stability when aiming a
bow. This makes it a much more viable option
as a go-to weapon throughout the game. If you
don’t care to use one, try to pick this skill up
anyway before “New Rite of Passage,” as you're
required to use a bow as part of that mission.

t{{} Combat Archery

_ Prerequisite: Expert Archery

Quick shots with the bow don’t fly very far or do
very much damage. With Combat Archery, you draw
the bow fast enough to eliminate that problem. As
with Expert Archery, take this skill before “New Rite
of Passage” to make that mission a little easier.

| Takedown Drag

258 Prerequisite: Sprint Slide, finish
“Secure the Outpost”

It requires a bit of practice to use effectively and you
still can't move a body once you've let it drop, but this
can greatly assist your stealth operations by letting
you drag all these corpses you're creating into less
obvious places.

=2 Knife Throw Takedown

Prerequisite: Takedown Drag, finish
“Meet Citra”

The last of the “extra style” Takedown options,
this lets you deal with a second enemy by
throwing a Takedown victim'’s knife at him. It's
a good option for when you've got two targets
that are far apart, and has the additional
advantage over the Gunslinger Takedown of
remaining quiet.

Loot Takedown
Prerequisite: Knife Throw Takedown,

finish “New Rite of Passage”

You automatically loot any human you kill with
a Takedown. This is a timesaving device more
than anything. Waste not, want not.

5@ Running Reload
&S prerequisite: Takedown Drag

This is one of those skills that's so useful on a
reguilar basis that after you take it, it's hard to
remember it was something you had to actu-
ally unlock. This lets you reload while you're
sprinting.

W) Nimble Fingers

Prerequisite: Running Reload, finish
“Meet Citra”

You reload pistols, SMGs, and shotguns 25%
faster. The last is the most important, as the
later models of shotgun have a glacial reload
time, particularly the SPAS-12.

1§ Prerequisite: Nimble Fingers

You switch weapons and aim alang iron sights
much faster than you do without this skill. Like
Running Reload, this skill fades into invisibility
shortly after you take it. It's a good quality-of-
life bonus.

‘ Nimble Hands

Prerequisite: Quick Swap, finish “Meet
Citra,” buy three types of gun attachments

This skill is useful because it removes one of
the major problems with the M-700 sniper rifle.
You can keep your sight picture while working
its action, which makes lining up your next
target that much easier. Its benefits for LMGs
and assault rifles are just icing on the cake.
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Maoney in Far Cry 3is easy to.come by and can
22 hard to spend. Since you can easily unlock
172 standard weapons for free by disabling
rzdio scramblers (see pg. 226), cash is mostly
szeful for buying ammunition, particularly at
e midgame when you've got enough ammo
zzpacity to be toting around an LMG or sniper
7ifie, and body armor. If you loot every chest you
run across while you're exploring and traveling,
/o should have no problem acquiring more
than enough money to keep you well supplied
“aroughout most of the game.

“your wallet is full and you want to burn off
some of your hankrall, try spending it on ammo
“or weapons you aren't using, extra explosives
there is no such thing as too much C4), or
maps (see Collectibles, pg. 234). In the late
zame, the signature weapons (see pg. 58) cost
three fo five grand each, and are all a worthwhile investment.

LOOT BOXES

~s early as your first missions around Amanaki Village, you should notice
the presence of glowing chests in the game world, which are marked on
your minimap with a diamond-shaped icon. They can he found just ahout
zverywhere, and they don't seem to belong to anyone. You can loot them
21| without any repercussions.

Loot chests come in three
varieties. The first and
most common are brown
or green wooden shipping
crates, which always
contain a small amount
of cash ($10-$50) and
a single loot item. The

- second are metal chests
n Army green, which have a chance to contain a small amount of random
zmmunition or a single grenade in addition to cash. The third, and rarest, are
red treasure chests, which are found near collectible items and can contain
zmmunition, a single high-value loot item, and between $200 and $300.

The items found in chests often have some interesting or funny history at-
tached to them, but if it shows up in your loot rucksack, it is only valuable
n terms of its resale value. There's no reason to hang on to a loot item
zny longer than you have to.

Many of the loot chests in the game refill themselves over time. particularly
ones located in or around outposts or villages. Green and red chests do not.

PRIMA Official Game Guide
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SKINNING

Once you've crafted the fourth-stage upgrade (Heavy Duty) for all of your
containers and pauches, commonly encountered animals’ skins are only
useful as another source of income. If you end up fighting and killing a
hostile animal or happening across a fresh kill, their hides' vendor value
is usually anywhere from $10 to $50 and can be an excellent source of
extra cash.
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_TRAVELING.

Rook Island has no native manufacturing, but over the course of its history, various warlords or armies have stolen, bought, or “acquired” a wide variety
of arms and vehicles that are now available for your use. Whether it's due to a local cultural flexibility about one’s possessions or Jason’s unspoken facility
for hotwiring cars, you can get into any vehicle you see and drive off without causing a social problem.

Most of the settlements throughout the island have at least one set of wheels parked nearby, and it's not uncommon to find an abandoned vehicle by the
side of the road. You can use them to cover ground faster than you can on foot, and in the event you destroy your ride, there's always another one relatively
close by. As with loot chests, any activity that spurs a loading screen (starting a mission, fast traveling, reloading a game, etc.) also causes any fixed
vehicles to respawn at their original location.

However, Rook Island does not have a [ot of auto mechanics. Most of the vehicles in Far Cry 3 have problematic handling as you approach high speeds,
and that’s mostly due to being old junk boxes that, in a more civilized place, would have been stripped for parts years ago. The exception tends to be the
jeeps and 4x4s that you can steal from the pirates, as they've got more mechanical savvy and can afford newer machines. As a general rule, if you have
the choice, try to grab heavy four-wheeled vehicles. ATVs and trikes are both very prone to rollover, and even sedans are hard to steer unless you're driving
like your grandmother. (You know you're in a backwater hellhole when a cargo truck is the best of your available vehicular options.)

Early in the game, Vaas controls most of the territory on the island and his men have the roads on lockdown. [t's unwise at this paint to drive anywhere,
asyou're likely to run into at least one heavily armed group of pirates, whether they're on foot or driving around in a jeep. You can avoid a lot of confronta-
tions by simply driving past as fast as you can, hut frequently, you'll be driving through one group of pirates toward one group of pirates to get past a
group of pirates, At that point, the entire thing just gets ridiculous. You're better off sneaking through the wildemess and, as the oppartunity presents
itself, seizing outposts to break Vaas's grip on the island.

After you've liberated a few outposts in an area, the roads are much safer, the Rakyat often patrol in jeeps or on foot, and vehicles become a more attrac-
tive option. If you're going into hostile territory, it's a much better idea to ditch your wheels, go in on foot, and to stay away from the roads.
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FAST TRAVEL

%5 Dennis illustrates in an early story mission, any safe house in the

zzme can be used as a fast travel location. This includes villages, towns,

-=rtain locations that are important in the story, and outposts you've
berated.

The main story missions all have one thing in common, and that’s send-
nz you all across the map without much in the way of waming. Fast
wravel locations become very valuable then, as while there are plenty of
2laces on Rook Island that are still half a klick or better away from the
nzarest outpost, you can shave a lot of time off by having a travel point
somewhere nearhy. [t's a good idea to liberate any outpost you get close to
simply for the sake of having the fast travel location.

WAYPOINTS

You can highlight any location on your map to use it as a waypaint. This
places an icon that's visible in the game world, in addition to indicating
on your minimap how faryou are from a given location. Waypoints can
be placed anywhere, but actual map icons—Relics, Letters, villages,
outposts—are “sticky” and can be highlighted somewhat more easily.

When you're using waypoints to help yourself hunt for hidden collectibles,
such as Relics, they can often lead you directly to an empty location. As a
rule, this means that there’s a way to get underground somewhere nearby,
whether it's a mine shaft, old cavern, underwater grotto, or basement
access. Rook Island has a lot of old tunnels scattered across it, and col-
lectibles are often hidden somewhere within.
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GLIDERS

There are a few abandoned hang gliders left here and there around Rook
Island. They can be used to cover ground faster than just about any other
vehicle on the island, and there are no hostile forces patrolling the sky. It's
a quick, peaceful way to get around. ‘

Then you have to land.

A glider slowly loses altitude as you move and eventually must be brought
down, although that can take a while if you're careful about keeping your
nose up. To land safely with a glider, find a long, flat surface like a road
and move parallel to it before gently bringing the glider down. Do not

be surprised if you crash, as parking a glider without scattering it and
yourself over the landscape is one of the tougher challenges in the game.
You can bail out over lakes or the ocean without taking damage, however,
as long as you're careful to not land on a shark.

Late in the game, you'll receive a wingsuit. This means you're running
around with deployable flaps under your arms as well as an attached
parachute.

What this means for your travel abilities is that you're now capable of
surviving very long falls without any real damage. When you're wearing
the wingsuit, any fall that’s more than about ten feet triggers an onscreen
prompt to deploy the suit, which slows your fall dramatically and allows -
you to control your descent. Once you're close enough to the ground, you
can then deploy the parachute to land safely.

The wingsuit still pays lip service to things like momentum, however,
which means a fall realistically has to be from a very high place in order
for it to help you in any way. If you fall off of a radio tower or something,
the wingsuit will deploy just in time for you to smack into the ground and
die. You can use the wingsuit as a method of safely dismounting fram
gliders, or to jump off of mountains and cliff faces. It's actually a lot of
fun.
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Dune buggies are useful for off-roading and
travel across the rocky beaches and bluffs.

They handle uneven terrain well, but aren't
great for sharp corners.

A simple four-door sedan that has gone from
being rusty to being held together mostly by !
rust, the Darran is easy tofind and just as easy
towreck. It's a reasonable means of getting
around the island, but the steering goes out at
high speeds and the vehicle is already on its
last legs. Bail out before the shooting starts
and expect that it won't survive a hostile
gncounter,

Rook Island has “acquired” quite a few jet skis
over the years from nearby resorts, and most
are still in good working condition. They're
fast, easy to find, and excellent in rivers, on
lakes, and on the ocean, but have exactly zero -
defensive capabilities and capsize easily.
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These can be tricky to find, as most of Vaas
and Hoyt's men favor the RHIB. The patrol boat
has the edge in durability and thus longevity
over its inflatable counterpart, but there are
no more than a handful in working condition
throughout the island. lts mounted turret pro- §
vides significant and portable firepower, which
is handy both for hunting sharks and dealing
with pirates.

=
| &
As you might expect from an inflatable boat, 2
the RHIB can't take much punishment before =
it sinks. It rides higher in the water than the =
Patrol Boat, which makes it a much better ™
choice for navigating rivers, and that in turn | =
makes it helpful for handling the occasional
inland assault. If a group of reinforcements ar
rive at an outpost in a boat, it'll be in.an RHIB,
complete with turret.
o
2
=
E
The Darrah has a bit more weight on its sidem : %
which means the Styrus is faster, but harder to =
control once you put a little extra gas behind it. <
This is not a great car for anything but strict
transportation. '
T
=
2
=
&
o
=
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These were built to last, and everyday use on
Rook Island has tested that design. Cargo

trucks don't have a great top speed, but they'r
durable, stable, and heavy, which is a big
advantage on these often-treacherous roads. If
you've got a choice in the matter, always gofor
I the truck when you can.

It's unlikely you'll encounter real troubleona
| glider, since most enemies aren't watching the
i sky foryou. If you've purchased the right skill,
dropping from a glider onto an enemy triggers
a Death From Above Takedown, which both
cancels out any damage you might have taken
from the fall and earns the Never Saw It Com-
ing Achievement/Trophy.
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If you've ever wanted to do a barrel roll in

a wheeled vehicle, the Quad can make that
happen. It's rollover prone at high speeds and
in sharp turns. It has got great traction, which
makes it an excellent off-road vehicle as long
as you keep one finger on the brake button.

Vaas's pirates favor these durable all-wheel
vehicles for their patrols, so for most of the
game, you'll assaciate the sight of these jeeps

with imminent armed conflict. If you get the
chance to drive one, it's a solid, useful vehicle
for everything from simple transport to vehicu-
lar manslaughter.

These inexpensive, fragile jeeps are driven by
many of the guard patrols on both the North
and South Islands. They're stable, accelerate
smoothly, and can be taken off road with little
difficulty. Even better, many of them come
standard with a mounted 12.7mm turret,
providing firepower that is both extreme and
portable. On the negative side, as you may
fiave noticed when fighting other people who
are driving them, it's a repurposed civilian
vehicle and is much less durable than you'd
think it would be.

PRIMA Official Game Guide
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THE MAIN CAMPAIG

The main story mode of Far Cry 3is Jason’s game, as he explores the
island to rescue his friends, depose Yaas and Hoyt, and save the Rakyat
tribe.

These thirty-nine missions test your facility with all the disparate areas of
Far Cry 3s combat system. Skills that may initially seem niche or worth-
less become vital at some point, and you should make sure to resupply
before you embark upon any chapter in the story, even one that initially
seems like it'd be a milk run.

Once you begin a story mission, like any other mission, you're locked into
the area in which it's set. Leaving that area, whether on foot or by fast-
traveling to another location, also abandons the mission. You must return
to its original starting point and begin from scratch.

98

EXPECTATIONS AND BREAKAGE

This walkthrough is written with a heavy bias towards stealth and assas-
sination where applicable, on Adventurer difficulty. It also assumes that
you go through the game with a minimal amount of side missions and
exploration, although unlackable signature weapons are often touched
upon.

[f you are aving trouble with the story campaign,
the difficulty down in the Options menu. If &
the recipes for two very powerful Special syringe
pg. 234), and there are enough Relics hidden on the North Island that you
could theoretically get them both before “Mushrooms in the Deep.”

These syringes, Touch of Death and Untouchable, both require a massive
amourit of leaves to create, but having them on hand trivializes any

combat encounter. Untouchable mak neible for 30 seconds (45
with Improved Syringe Patency), and
take into a one-hit kill on any targ
Improved Syringe Potency). You car
the same time, and a fresh buff ov

older one.

The walkthrough does not take
aceount because it would make both ©
boring. We mention them here fo
aware that if you're fiaving probl
mission, go pick enough [eaves
destruction.

d the guide extremely

pletion, and to make you
on exists. Abandon the
35 an unkiltable engine of
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' The Rakyat's traditional home is also the setting for over half of Far Cry 3's story mode. It has its share of settlements and ruins, but civilization has a very
shaky grip on the island, and the eastern half of the land mass has been alm(:)st'completely reclaimed by the jungle.
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So that's Vaas. He seems nice.
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) Grant and

| follow the onscreen
directions to complete
the tutorial. Once you're
out of the camp, the
training wheels are of-
ficially off the game. Use
the onscreen prompts to
take out the first guard
to find you.

Run into the jungle in
the general direction
, , of anywhere that is not
Grant springs you from here as fast as you can,
your cage shortly after ' sprinting away from the
Vaas leaves. The ensuing gunmen behind you until
tutorial mode is a quick a cutscene takes over.
primer on how stealth o 10U 11 €3N the First Blood
works in this game. - : . achievement/trophy.
Line of sight is your ‘
primary concern, and
it's relatively simple to
Tract guards with a few thrownnoeks Fortunately, Vaas's guards have
partying tonight, and they aren't hard to outma

NIIYdWYD

low Grant, and as
directed, grab your
stuff off the table. This
cludes a phone, a map, 0 ; e
2 lighter, and a tablet - | [tis diffioult to die dur
mputer, all of which . : . ( linger during the es Jlmclm x,‘ou van and

x'HbPimport nt later in ~ , ynurmn'31,|em !he \,amam[ roaming around on tf

ane way or another. Also,
take notice of the photo
e wall. You'll be meeting her Iater on.

and, it do
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Armed with Dennis's wad of cash, head into Amanaki's general store an
y a 1911 pistol. [t's all you've got the cash for right now, so all you can
do is gaze longingly at all of the other weapons in the store.




NIIYdINYI

“ zunin hand, follow Dennis to the road outside the village. He'll explain a few important things about the island and how it works right now.

Dennis asks you to climb the radio tower right outside the village for him.
Cross the street and follow the path up the mountainside to the radio tower.
That hissing you hear as you approach is from a shake at the base of the
tower, and while it makes a lot of noise, it can't do any real damage to you.
It'll still attack once you get close, so shoot it before you try to climb the
tower.

This radio tower is in the best repair of the lot, which isn't saying a great
deal. Take the stairs to the first ladder, then take a second set of stairs to an
exterior walkway. Follow it around to find the last ladder, which leads to the
top of the tower. Examine the junction box and Jason automatically breaks
the lock off of it, then disables the scrambler.

The nearby zipline leads straight to where Dennis is waiting for you. He walks
you through how to set a waypoint on your in-game map, which leads to your
next mission.
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You can’t get too far away from the village without causing a mission
failure at this point, but you've got some room to explore. Be sure to take
a trip back to the village's general store at some point, where you can sell
off anything you've found in the loot chests near the radio tower and pick
up a free STG-90 rifle. It's not a great gun, but it's a significant imprave-
ment over the .45.

Your next stop is an old ranch about 400 meters east of Amanaki. The
Rakyat keep this road clear of pirates, and you can borrow a sedan to
make the trip a little faster. Whatever you end up doing along the way,
remember that you only have 16 spots in your Loot Rucksack for now, and

you'll need six of them to accomplish Dennis’s mission.




The ranch serves-as

the Rakyat's hunting
grounds. There are a few
§ small packs of wild boar
¥ roaming around both

| inside and outside the

# ranch, and they are a

lot more docile than the
sl - & hoar found elsewhere

on the island. Tag them with your camera before you start, then hunt and
skin two of them. This is a lot easier with the STG-90 than the .45, but if
vau're having problems, there's some spare ammunition in the bed of the
nzarby pickup truck.

fou also need two Green Leaves, one Crimson Leaf, and one Blue Leaf. The
“armer two plants are all over the place, but the Blue Leaves can only be
“aund on the bed of the nearby river. While trying to pick them, be sure to
zompensate for the river's current.

MEDIEINE

!hen you've got everything Dennis asked for, fast-travel back to Amanaki
zs directed. He walks you through producing two Medical syringes and a
slot Rucksack with the stuff you just gathered. You'll also be given the
zhance to spend your first two Skill Points, although the skills available
=r2 [imited at this point. Get into Dennis's truck for a ride to your next
aDjective.

=RIMA Official Game Guide

SECURE THE OUTPOST

When you reach the Amanaki Outpost, Dennis and the other Rakyat wait
outside until you make the first move. Your goal is to sliminate the four
pirates on guard inside the base, as well as their guard dog.

If you're still using the
default .45, it's a good
| idea to goin quietly.

| It's easy to creep into
 theoutpost on its west
side, where you can pull
| the first guard out of
position with a couple
of thrown rocks. Use a

- Takedown to eliminate
him and leave his body
- in the grass if possible,

That evens the odds.

the shooting starts.

However you choose to do it, eliminating the
guards liberates the outpost and finishes the
mission. This area is now flagged on your map
as a fast-travel location, and when you head
into its main building, you'll find an ammo
vendor and a Memory Card (see pg. 265), but
unfortunately, no Liza.

Completing this mission unlocks quite a few

crafting recipes.
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At this point, you're on your own and can explore the entirety of the North
Island if you see fit. The further you get from Amanaki, the more pirates
- you'll rupinto, almost to the pomt of farce. It's a good idea to stay away
~ from the roads entirely until you've had the chance to liberate a couple
 of nearby outposts. The Welshore Wrecker's House (see pg. 187), north of
~ Amanaki on the island’s coastline, is a relatively soft target, and putting
it under Rakyat control does a lot to clear the area north of the village.
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FORAGING TIP

White Leaves area common sight around Amanak| ana ge, but fnr now

wmch are hlgh powared and éxpenswe buffs You also wont Ieam how to
 them for quite.a while, so carrying any White Leaves is, for
, a waste of your precious Rucksack space,

YOUR SURVIVAL GUIDE

The Jungle Journal Achievement/Trophy requires you to
unlock a tofal of 50 entries in the Survival Guide section
of your Handhook. You acquire a new entry whenever you

kill or skin a new animal, visit 2 named location on the island (for
example, Calvary Point), pick leaves from a new plant, drive a new
vehicle, or equip a new weapon, Entries for organizations or specific
people are unlocked by completing various missions.
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#hen you do decide to go see Dr. Earnhardt, it's likely to be an interest-
ng trip. You need to destroy a second radio scrambler to clear the map,
you're heading straight into more pirate territory, and the area around
=arnhardt’s village is often inhabited by leapards, which are one of the
most dangerous predators on the island. However you end up getting
there, expect trouble on the way.

Earnhardt himself is in his greenhouse. Speak with him, then go inside
the house to find Daisy on the second floor. She's been poisoned, and she
needs a certain type of mushroom to serve as an antivenom.

The cavern entrance is

about 100 meters west

of Earnhardt’s house,

down where the ocean

meets the bluffs, and

what he didn't tell you

is that getting inside
raquires a lengthy under-
water swim. Watch out

for sharks hefore you jump in.

PRIMA Official Game Guide
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Jason can't hold his breath for very long at this point in the game, but he
starts making panicked noises a few seconds before he's actually in any
real danger of drowning. Don't let him make you panic, and swim through
the-tunnel directly underneath the waterfall. You should get to open air
again well before you're in any actual trouble.

The cave is quiet, and serves as an unofficial tutorial on how to swim,
climb, and mantle up onto ledges. The climbable cliffs throughout the
island can all be identified by the same pattern of vines on their edge, so
this is a good opportunity to learn to recognize it.

—

Climb tp the first ledge ahead of you, then drap into the pool below and
get back up using the thick vines. At their top, jump to the vine-covered
ledge and keep the button held down so Jason grabs the edge and pulls
himself up.
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Follow the path to
another set of climbing
vines, then watch as
things get a little trippy.
The next few minutes

of the game are a
psychedelic adventure
in walking forward, but
it's not a bad idea to pay
attentlon to the dialogue here. Soms of it plays into conversations and
events that take place much later in the game.

When you come to
. after the end of this
long strange trip, take
a mushroom, then hang
a left out of the cavern
entrance. There are
plenty of sturdy vines
that you can climb back
up tothe plateau near

Earnhardts house. Go talk to him in the greenhouse then as directed,

go see Daisy. You'll receive 1,000 EXP, the recipe for Animal Repellent
syringes, Dr. Earnhardt's entry in your Handbook, and the Magic Mushroom
Achievement/Trophy.

108

THE MEDUSA'S CALL

This mission is the first that brings you directly into deliberate conflict
with the pirates. Be prepared before you start it, with body armor, a couple
of silenced weapaons, plenty of land mines and C4, and a good assault
rifle.

The Medusa is northeast of Amanaki Village, in a ship's graveyard on the
beach. If you didn't already liberate the Welshore Wrecker's House earlier,
this entire area is like a mosh pit for Vaas's men and you'll be fighting
for every step you take. If you did liberate it, however, it's a leisurely drive
through the country.

The road to the shipyard dead ends at some rocky terrain, so you'll have
to go in on foot. This begins a required stealth segment, where you must
assassinate three radio operators and search their bodies without trigger-
ing a general alarm. You can kill as many of the pirates as you like, but if
you fire an unsuppressed gunshot or one of the guards notices that you're
there, they'll destroy the intel you need and the mission fails.

That makes it sound a lot harder than it actually is. Use your camera

to sweep each location and tag the guards. The radio operators aren't
dressed much differently than anyone else, but they get a special yellow
icon over their heads when they're tagged.
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Bypass the first guard, who lsnt paylng alotof attentmn and Wa’|t in the
foliage for the first radio operator. There's another plrate nearby, but hes

ke busy with an arc welder and is easy to sneak past. Eliminate the radlo -
lgu:;r uperator and be sure to loat his corpse. E
it it | Go through the Shlp- ‘ § |
ou're wreck to reach the next g |
area, There's a pirate on =2
patrol here whose normal
, route puts him in direct -
| line of sight to the ship’s
= 0 hull, so don't go back out -
e el onto the beach until hi - =
= s e | back is turned. Tag him ‘ . = } | §
and the nearby radio operator S0 you can tracktheu motions, then take There's a set of stairs inside the [
them bath out when you have an opening. reach its top deck. This provide 2
g
operator. He's the ong on patml thls,t -
makes assassination easy. Take them |
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Using the radio also

triggers an alarm some-

how, and two groups

| of reinforcements will

converge on your loca-

tion, along with any of

the pirates you left alive.
i It's not quite as bad as it
[FoE = e looks, since you initially
have the advantage of higher ground, and the pirates can only approach
you through two relatively narrow areas: the gangplank an the ship’s how
or the stairs up to the forecastle. That means you can do a lot of the work
by throwing down a few land mines in the right places before they realize
where you are, and pick off the rest from range. If you get into trouble,
there's a medkit and a fresh suit of body armor inside the radio room.

By completing this mission, you unlock the recipe for the Enhanced
Perception syringe.

Dennis is waiting for you on the north side of Amanaki Village. He wants

you to sahotage Vaas's plans to attack the Rakyat by detonating a store-
house of weapons and ammo at a nearby logging camp. Bring a silenced
weapon with you, even if it's just the 6P9 handgun.

This quest takes you into what could be some new territory. If you haven't
already disabled the scrambler on the radio tower near your objective,
take the time to do so before you start the mission.




CAMPAIEN

re-
ced

an't

- @ From the vantage point
. overlooking the logging
camp, USe your camera
to tag as many of the
1 soldiers as possible,
' then sneak down inta the
camp. There's a gap in
the perimeter fence near
' the vantage point, and
there’s a soldier sitting -
. there with his back to it.
Shank him, then wait for
the patrol on the other
 side of the camp to turn
= away from you. This
' gives you an opening in
| which to reach and dis-
¢ able the alarm panel.

Use your silenced weapon to drop the guard sitting near the weapons
cache, then go inside. You can stock up on grenades and ammo while
you're here, but after that, plant the bomb and run like hell. You've got
about fifteen seconds to reach a minimum safe distance before the
charges go off.

At this point, you can either kill off the remaining guards to finish the
mission, or just slip away into the jungle. The river next to the camp can
be used for an easy exfiltration.

Success here'is worth 1,000 EXP. You'll also learn how to make the Deadly
Hunter syringe.

PRIMA Official Game Guide

The easiest way to get to Sunset Cove at this point is to fast-travel back

- both Komodo dragons and the occasional leopard, however, so you're
- going to warit a vehicle. Another option is to grab the glider from near

PRISON BREAK-IN

NolLanooHiN
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You have an open ticket to explore the island at this point. When you're
ready to progress with the story, head west to Sunset Cove, the area |
marked on your map. It's in another potentially unexplored region of the |
North [sland, and you'll find it useful to disable the scrambler on the "
nearby radio tower before you begin the mission proper.

HAAV LT

SNOILYI0T AN

to Dr. Earnhardt’s place, then go south. The peninsula is infested with

Earnhardt's house and bail out over the water just off the coast, which
neatly bypasses about half a kilometer of hostile wilderness.

However you get there,
Sunset Cove is a highly
fortified target that can

' be approached several
different ways. There are
a lot of small buildings
in the area that can
make for a fun assault,
i85k as you duck for cover
and constantly stay on the move and the pirates have a habit  taking
cover right next to one of the many red-and-white propanetanks that are
scattered throughout the compound. The entire area is built up against a
cliff face, which gives you a number of high vantage points from which to
pick off the guards below. You can infiltrate it from the water or the cliffs
and kill off the pirates one at a time, leaving their bodies in dark corners
and empty rooms. It's really upto you -

SAT18LAATI0D
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- Once you've Killed the camp operator, loot him to 'gét his keys to the

Whatever you end up doing, a good opening move is to come in from the
north side, behind one of the towers, and pick off the sniper inside with
asilenced gun. Sneak into the tower and disable the alarm system using
this panel, That makes whatever happens next considerably easier, as you
don't have to deal with a couple of waves of incoming reinforcements.

ave, come in from the norih

amp, Witk them out o

g ue cd

cellblock. The pirates’ prison block is accessible through a nearby cavern,

-and regardless of how you cleared out Sunset Cove, there are about a

dozen guards inside that cavern who are completely oblivious ta the
outside world. It's close quarters in here, which makes it a good time fo
pull out a shotgtin,

112

In the cellblock, there's a lot going on that's mostly for show. The tiger
can't escape its cage, so don't worry about it. Watch the movie that's
playing on the far wall, search the room for a half-hidden Relic, and when
you've seen all you care to see, go around the corner.
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you wake up, the

situation has dagenerat-

ed slightly. (The hit with

the lighter is another ‘ , s i

8 subtle plot element. It After landing, a three-minute timer starts. Head in the only direction

won't pay off for quite a you can and equip your gun, then shoot the valves off the water pipes to

while.) douse the flames that are blocking off the hallway. Climb the ladder out of
the greenhouse, then grab the medkit if you need it, cross the bridge, and
smash the door with your melee attack.
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Mash the button indicated onscreen to help Liza get your getaway car
started. Happily, somebody’s left a GL-94 in the back for you along with
an infinite amount of rounds, which is just the thing to scrape random

pursuit vehicles off your tail. Fire a few practice rounds to get a feel for
the weapon’s arc, then aim for their hoods or windshields.

Carefully cross the fallen concrete pillar to the other side of the room, then
shoot another valve to extinguish the flames. Crouch if you have to and
move along the narrow chunks of wreckage to continue moving up to Liza.

When you reach her, the game takes over and you've successfully escaped
the hotel.

When the car stalls out, Jason automatically switches into the front seat
and grabs a .45. Wait for the pirates to move over to the right side of your
screen, the better to level more of them at once by detonating the red
explosive barrel. Dealing with the ground troops completes the mission.
This is worth 1,000 EXP and unlocks Liza Snow’s dossier in the Handbook.

You also learn the recipe for the Deep Dive syringe and get the Worst Date
Ever Achievement/Trophy.
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The cave where Earn-
hardt stashed Daisy is
accessible via a small
path near the gazebo.
Enter the cave to reunite
Daisy and Liza, then help
Daisy out by finding the
power head. It's at the

| bottom of the water on
the far end of the cavern,
near a yellow barrel.

Bring that to Daisy, then
go see Liza hy the camp-
fire. The ensuing load

of characterization is
worth a cool 1,000 EXP.
Daisy's file is unlocked
in the Handbook, along
with the recipe for Fire
Arrows.

CIRES
n

utomatically returned to Earnhardt’s house, and whatever weapon
our top quickslot has been replaced by the .45 from the last
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Gitra's temple is well southeast of Amanaki Village. If you haven't explored
that region of the island yet, you're probably going to want to liberate the
Northview Gas outpost (see pg. 190) just to make sure you can get to the
temple without getting ventilated.

Dennis is waiting for
you in the temple’s front
yard. He'll introduce you
to Citra, the spiritual
leader of the Rakyat,
and she'll'introduce you
to her potent brand of
shamanic wonder drugs.
It's kind of her thing.

Much like the hallucina-
tion in the cave, all you
have to do to clear this
area is keep moving
forward. At the end of
the road, pick up the
ancient knife.

Back in reality, leave
the temple grounds to
complete this mis-
sion. You'll earn 1,000
EXP and the One of Us
Achievement/Traphy,
and unlock Citra’s entry
in your Handhook. More
importantly, completing
this mission unlocks a
full twenty-six new skills
for you to purchase.
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BAD SIDE OF TOWN

own, which has the most accurately descriptive name of any
raphical location on the planet, is now available as a fast-travel
stination on your map. It hasa general store, but that's about the best
thing you can say about it.

CAMPAIEN
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\ Head to the bar in town
and take a seat at the
= poker table. Afterward,
& follow the man in white
back through town. He's
not in any hurry, which
makes it easy to keep up
with him. If the man in
= White stops dead in the
nter of the road, he's about to turn around to check his six. That's your
cue to duck behind the nearest building or short wall. If you lose track of
him or break line of sight, you must reacquire him within twenty secands
or the mission ends in failure.

Successfully tracking him back to his home is worth 2,000 EXP.




Enter the man in white's house to make the acquaintance of one Willis
Huntley, government operative (?). You might recognize his unique tums
of phrase, as he's the guy who's been sending you the entries in your
Handbook. Sure, Willis is almost certainly crazy and might not actually be
any kind of secret agent, but he just handed you a flamethrower. How bad
a guy could he be?

The plan, such as it is, is ta deliberately antagonize Hoyt Volker by torch-
ing his drug farms near Badtown. The fields in question are almost hilari-
ously well-guarded by well-armed pirates and their trained Rottweilers.
The moment the locals realize they're under attack, more pirates will just
keep spawning until you either leave the area or finish the mission. The
key to success here is to go on a lightning strike; get in, get the job done,
and get gone.
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The game will advise you
to craft a couple of Fire-
. proof syringes before you
go to the drug fields, and
this is a solid call. As

- discussed in the Basics
section, fire in Far Cry 3
has a knack of spreading
‘ to anything in the area
that could concelvahly be ﬂammabJe |nc|udmg grass, trees, buildings,
ozople, and you. The Fireproof syringe doesn't last long, but there are a
zon of Crimson Leaves growing wild in the area and any protection from

= 3 “ire is worth taking. This includes the Fire Retardant and Ironsides skills.
SOl = Tne fishing village next to the drug fields is... well, it's full of dead
l‘ ’ “ishermen, just in case you needed more proof that Vaas has to go. More

mportantly for your purposes, the huts are full of extra ammunition and
£ medkits. If you get into trouble, and you will, it's easy to resupply by
ransacking the nearest building.

HEARTLESS PYRO

2 \ _ 27 | You get this Achievement/Trophy by killing 50 enemies -
% : ith the flamethrower. This includes animals, hut does not
include enemies that are killed by any resulting brushfires.

Since you get an infinite number of enemies during “Kick the

el Hornet’s Nest” and there’s so much flamethrower ammunition
& scattered throughout the area, this is an excellent time to go after
Heartless Pyro. The flamethrower has a very short effective range,
so stay in the fishing village and use its multiple hiding places and
blind turns to your advantage. Don't charge into a fight, but instead
clothesline your enemies with a stream of jellied gasoline. Keep a
healthy stock of Fireproof svnnges on hand in case a burning enemy
charges ynu

 that while the flame-
thrower is a lot of fun to
. use, and there's a ton of
ammo for it inside the

. shacks near the fields,

' you don't haveto use it
- to ignite the crops. Fire

' arrows, Molotovs, and

- the flare gun are all just
' asvalid, and you can
 detonate the fertilizer
drums near each of the
fields to set them alight.

illis
furns

jur
sally be
0w bad

forch-
1 hilari-
ilers.
iill just
. The

7 done,
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Once all five fields have been torched, you must move on to the next stage
of the plan: destroy Hoyt's boat. It's parked at the dock in the village,
behind a mounted gun, another couple of waves of pirates, and a heavy
machine gunner. After you deal with those guys, and it's perfectly valid to
plant explosives in the village well beforehand to preemptively detonate
the boat’s defense squad, you've got a forty-second window to take the
boat out before it escapes. A well-aimed grenade will do the trick, or you
can grab an RPG-7 from off a crate at the end of the dock. Either way,
sink that boat to finish this mission.

Your rewards include 2,000 EXP, a new entry for Willis in your Handbook,
and the recipe for Explosive Arrows (which is to say, duct tape plus arrow
plus grenade equals wackiness). You also unlock the Cargo Dump side
mission (see pg. 173).
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ast-travel point to it is the evocatively named Camp
hich is nowhere near as fun as the name might indi-

gitfier scare up
our fands on

. Mowwould

dy Aimi or, even

th Control. The M-7

tof yourt

When you arrive at the shack overlooking Barristown, you'll get another
call from Willis. It kind of sounds like he's sending you on another stealth
mission, but in practice, there's a zipline next to the shack that lets you
get right down to where you need to be. There's no reason to go waltzing
with guard patrols when you can get right to business.
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ese glys are Hoyt's men, and are a generally higher class of soldier

zn Vaas's pirates. For one thing, they're hoth wearing light body armor,

1ch means a clean headshot is the fastest way to put them down from

12r2. You can also use the rifle to detonate the land mines in the rice field
“om a safe distance, as they're all just under the surface of the water.

Once the mercs are
dead, go rescue Willis's
' contact Rongo. He's rea-
- sonably tough and will
. befineifall he has to

' deal with is some stray
.~ gunfire, but if a charger
gets on him or he's
caught in an explosion,
Rongo will fold like a lawn chair. Your best bet for getting him back into
Barristown in one piece is to go on an all-out offensive, keeping as much
of the pirates’ attention on you as you can. The most dangerous part of
this escort is right at the start when you're both still in the minefield. After
that, it's relatively easy.

: In Rongo’s house, you'll
| need to repel several
. waves of attackers while
Rongo searches for the
. shipping manifest you
need. About half of the
incoming attackers are
going to charge straight
. J inside after him, so leav-
ing a cauple of land mines on the stairs up to either entrance to h|s house
can clear them out in a hurry. Rongo’s even left three more land mines out
foryou, because he is a thoughtful sort of escortee. That leaves maybe a
dozen riflemen who are content to hide in cover outside the cabin and pop
shots at you, but they have committed one of the classic errors: they think
propane tanks are hard cover,

Atter you've killed the pirates, Rongo's finally got the time to dig up the
manifest. You earn 2,000 EXP for completing the mission, as well as the
recipe for the Sharpshooter syringe, a look at Hoyt Volker's dossier, and the
whereabouts af your buddy Oliver.
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SAVING OLIVER

C b ——
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The closest outpost to Willis's rendezvous point is the Rail Yard. Fast-
travel there and head north to/an old mining depot, where you'll find out
two things: one, the entire area is infested with Komodo dragons, and
two, you're late. Get into the jeep parked at the rendezvous point and drive
south to the river, where you'll have to dispatch two pirates.
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U= your camera to tag as many of the merce-
“=5 35 you can, then as one of them starts
=2 Oliver over to the helicopter, switch to
i .ﬂe and open fire. It doesn't matter if you
+ zmyone with your first shot, although it's
=07l you just need to get them to dive for
e which gives Oliver his chance to escape.

e
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Then he makes his big mistake, which is to pick up a gun and draw at-
“==tion o himself. Oliver isn't that damage resistant, which means any
=2 dier who gets close enough to him can kil him without much difficulty.
That wouldn't be so bad if they weren't all charging his position Cov

IZ] armor.
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PIECE OF THE PAST

You'll automatically return to Daisy's cave with
Oliver in tow. She's been busy, and has cleared
a lot of the wreckage away from the far end

of the cave, which lets you get to a very well-
hidden Relic (see pg. 236). There's also a dish
of Earnhardt’s pills set up near Daisy's boat,
and you can take two of them to have a couple
of interesting flashbacks (see “The Social
Club,” pg. 173).

Leave the cave to get a call from Willis. He has
~aleadon Keith, which means you need fo go
~ see a guy named Buck in the bar in Badtown.
Buck, in turn, wants a favor of his own: help him
find and claim an- uld Chinese ritual knife that’s
«, Iucated somewhere an the 1sland and he Il glve
you Keith. "

Towards that end you must “mﬂltrate the

Nostalgia, an ocean liner that's currently docked i -

off the east coast of the island, almost directly north from the Teqmla Sunrise outpost (see pg. 173). This can be accomplished as a stealth mission, but there
ate 2 lot of complicating f ctors that can tum thls mtoa shoot 'em up. Bring a shotgun, plenty of C4, a fresh suit of body armor, and just to be safe, a couple
of doses of Deep DIVB -

e A " =T B—
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| The Nostalgiais about 400 meters out to sea, so you'll need a boat to get
aut there without becoming shark bait. Luckily, there are quite a few as-
sorted water craft parked in the waters up and down the coastline nearby.

P T TR—

move through the rest of the hold.

==1MA Official Game Guide

However you get aboard,

watch out for the heavy
machine gunner on the

! ship's bow and the two
| snipers who are sta-
tioned on the forecastle.

Sweep the ship clear of
human life, then head
further inside.

Below decks, use a Takedown on the first soldier you see, then carefully
tag the two pirates in the next room. When the patroller moves away, slip
into the room and silently kill them both. That lets you disable the nearest
alarm panel, which in turn makes it theoretically possible to stealthily
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if you end up in a fight. Deal with the chargers and soldiers in the rest

of the ship, which culminates in committing a crime against the entire
field of archeology (be sure to use a lot of grenades in the room filled with
ancient terracotta soldiers), and as you approach the last door, keep some
C4 handy. A heavy machine gunner will come through that door right as
you approach it, and the fastest way to deal with him is to drop a charge
at his feet the moment you see him and backpedal away. C4: It Solves
Problems.

After you've gotten a chance to use the laptap, you'll have a close encoun-
ter with Hoyt's uniquely paranoid take on computer security. Now that the
ship’s sinking, you have to escape before it reaches crush depth.

126

That's a difficult prospect, though, and as such you shouldn't be surprised

There are a number of oxygen tanks scattered around your escape route,
but they're easy to miss and it's not immediately obvious which way you
should go. If you're having trouble, this is why we mentioned having a
couple of Deep Dive syringes with you.

After you find the first oxygen mask, tum left at the hallway and go
through the open door to reach an air pocket. Keep following your objective
markers through the ship, but stay on your guard, as one of the pirates
isn't quite as dead as he looks, Take care of him with the onscreen button
prompts, then make a break for the window to escape the wreck of the
Nostalgia.

When Jason comes to, you've washed up on the shore near Nat's Repairs.
You'll receive 2,000 EXP, the valuable Endorphin Boost recipe, and Buck's
entry in the Handbook. You've also acquired an old compass.
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Suck’s waiting for you at the end of the peninsula southeast from Nat's
Repairs, and he's got a history lesson for you. Long story shart, Vaas and
Hoyt have some men out looking into rumors about ancient Chinese ruins
on the island, which the Japanese were also looking to find during World

ar Il, and finding Buck’s knife is going to put you in direct conflict with
them.

PRIMA Official Game Guide
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~ The old Japanese bunker at the end of this peninsula is the site of the most

recent dig. When you enter, that ominous hissing you hear is from a couple
of irritated snakes that are scattered throughout the area. Watch out for
them, as they're placed to jump on you if you go looking for extra loot.

Use the crates against

the wall to reach the

overhead ledge, then

edge around the hole

in the floor and jump

across the gap. The

broken staircase leads

down into a drainage ‘ -
ditch, and that in tumn e
leads to an old Japanese submarine station.
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The station abuts the old Chinese tomb that Buck mentioned, but it's at
best problematic to get through the station without a fight. There are two
chargers with Molotovs on sentry duty, one of whom is on top of the wreck-
age of the submarine, and they're likely to see you the moment you get out
of the water. You can easily drop the first pirate by the stairs with a Death

From Below Takedown, then swim back down beneath the surface of the
water and use the discovery of his corpse as a distraction, but honestly,
that's a lot of work for no real reward. It's easier to just shoot everyone.

When you make it into the cavern, you'll have snuck up on four of the
most oblivious guards in the history of the species. One of them is sitting
on a mounted gun that’s pointed back towards the entrance, but another
is busily setting up breaching charges on the entrance to the tomb. If
you use a couple of thrown rocks to bring the first two guards over to th
entrance, you can then use the pirates’ own charges to blow the door a
take out the gunner simultaneously.




at the end of the path before you jump down. There’s a crocodile
= ting for you in the water, but you can easily shoot it dead from here,

7 through the water, get out of the water to open the gate, and drap
“z2« into the water. In the front hall of the ruins, jump across the gap...

= =r=ak with this kind of thing.

o
=
=
T
=
o
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“=11 you come to, it's time for a puzzle of sorts. You need to get to the
=" ledge, but there are no handholds with which you can scale the wall.

Sweep the area for loot boxes, then take the compass piece from the tomb.
In the best traditions of action archeology, that triggers the destruction of
the ruins. To escape, if you're facing the tomb, turn left. There's a narrow
wooden walkway along the wall that you can use to reach open air.

You'll end up a few hundred meters southwest of Badtown, 2,000 EXP
richer.
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~_7 |ft, open the door, and break the three old wooden poles holding the
- _.ce gate shut. This partially floods the room. Repeat the process with
= right-hand door, and when it gets stuck, swim over it and break the
==cond set of poles. You can use the ensuing higher water level to reach
= ledge.
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The next stop on Buck’s magical misery tour is about half a kilometer
west, near the Old Mines. You'll know you're getting close when you find

the abandoned ore conveyor.

If youi aren't already carrying an M-700 with a high-power scope att:
get one before you start this mission. It's also a good idea to pick up
Landing in the Heron skill tree, as thers are a few jumps in this mi
that can inflict significant damage if you don't hit them exactly ri
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r another illuminating conversation with Buck, head into the old
mrng tunnels. Vaas's dope squadron is already here, You can save some
==mo by shooting out the old tunnel supports, which drops large chunks
eiling on the head of anyone who's standing nearby, but that

alert every guard in the area that something’s up. These are very

uarters, which makes it an excellent place to use your multi-target
kz=down skills.

When you get through
the first tunnel, you
emerge onto a narrow
hridge. Take cover
behind the minecart and
counter-snipe the two
snipers at its other end.
Eliminate the soldiers
2 toyour left, across the
chasm, and stay at
range for as long as
possible. A heavy and
a couple of Molotov
chargers appear from
the snipers’ ledge and
rush you as soon as they
realize you're there. The
- farther away you are,
the less of a problem they'll be. You can mine the rope bridge across the
chasm to help deal with the heavy.

The next leg of the tripiis in an unstable cavern, with a bunch of soldiers
and snipers who were already alerted to your presence when you took out
the snipers in the previous room. Destroy the wooden supports before you
go through it, so stray bullets can't drop rocks on you, and deal with the
soldiers.
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Now that you're the only
living human left in the
tunnel, use the compass

to open the old Chinese

door, In the “dead end,"

use the not-at-all-

labeled switch on the

floor to open three secret
doors. The two on the top
level simply lead to loot
chests, while the third,

in front of you, leads

deeper into the ruins.

You'll need to watch out

for some Komodo drag-

ons, but otherwise use

some carefully judged

leaps to get from rock to B8
rock and move closer to your goal.

Atter an elevator ride that goes exactly like | think we all believed it would,
kill the snake in the path ahead, then carefully run across the gaps in the
path ahead of you, If you try to jump the chasm, it's easy to overshoot the
next platform or to get just enough vertical height that you'll take damage
when you land. It's better to simply sprint off the edge of the previous
platform and trust to your momentum to carry you to safety.

Repeat the process a
couple more times to
reach the temple you
saw below you, Take out
a Komodo dragon on the
floor before you descend
the stairs, then search
the area. The next piece
of the compass is on

a nearby bier, but be
sure to oot any chests
around before you take
it, as it's apparently a
load-bearing quest item.
The next stage of the
quest is straightforward
enough: run like hell,
You'll get 2,000 EXP the
next time you see daylight.




Naturally, you're a few
steps behind Yaas's
men. You can drop the
first guy you see with
a Death From Above
Takedown, but they've
brought a couple of
guard dogs with them,
; which means the rest of
this stage is likely to turn into a firefight. When the drawbridge ahead of
you drops down, it's so a heavy machine gunner can march in and apen
fire. Greet him with a couple of Molotovs to the dome.

.IN CONG | PRESUME?
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Use the zipline to get
down to the gangplanks
£ Delowyou. It's possible
& | to time the landing so
you end up in position
to take out at least two
of the nearby pirates
with a Chain Takedown,
L but don’t stress it if you
can't handle it. Deal vv1th the closest soldiers, then take cover and pick
off the eight guys below you with a silenced rifle. Stay mobile; you've got
higher ground, but at least one of the chargers below you has a really
good pitching arm and there’s a chance he can drop a Molotov on you from
there. When the zone's clear, use the third zipline to descend to the floor.

The third zipline you take sets you down in a storage room with a lot of
ammo and grenades. Stock back up, then continue down through the
ancient Chinese construction gangplanks. Hoyt and Vaas's men have left
a lot of supplies (mostly grenades) scattered around down here, so feel
free to blow up anyone who locks at you funny.
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s is a good opportunity to use Line Gunner. Grab that skill if you don't
= r=ady have it, and be sure to pack a one-handed gun. The Skorpion may
2t best for this purpose.

$
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DEATH BY ZIPLINE

While you're ziplining around the ruins, if you release your
orip early and fand on an opponent, you can kill him with
| 3 Death From Ahove Takedown and earn the Never Saw it
Eummg Achievement/Trophy. This is one of the better places in the
game toeamit.

ere’s a massive cenote, a deep sinkhole that exposes a natural source
7 groundwater (who says video games aren't educational?), north of
l‘a aki Village. You may have stumbled across it earlier in the game, as
5 Just south from where the Medusa is beached. Now Buck is waiting
nzre for you, and he'd like you to take a leap of faith.

The water around the
tomb is heavily acidic
and inflicts significant
damage upon even brief
exposure. Swimming in
it is lethal and should

be avoided, even if you
think it's how you're sup-
posed to make further
& progress. Itisn't.

This may not look safe
(at all) but there's more
than enough water at the
bottom of the cenote to
break your fall, There are
even a couple of hidden
Relics on either side of
the cenote's walls (see
pe. 2314), just to reward

il roryour hravery and/or stupldlty The tomb you're lookmg forison the
«=st side of the cenote, and can be reached by climbing some vines. Enter
iz tomb through the ancient door set into the side of the tunnel.
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As you cross the hot
springs, pull out your
sniper rifle and use it to
dispose of the mercs who
are taking cover on the
land bridge. Prioritize
the guy with the R
obvious reasons, before

| you mop up the riflemen.

ve through the gap in the wall and, again, duck behind cover and take
out the riflemen atop the ancient staircase. Having a high-power scope
on your rifle is a big help here, otherwise you need to dash to the big rock
ahead of you before you can realistically hit anyone on the wall. Once
they're out of the picture, climb to where they were using the vines on
the low end of the wall. There might be one last charger between you and
the inner ruins, but once he's gone, that eliminates the last of the armed
resistance.

Hurdle the low wall past the ancient door, then use the scaffolding to get
down to water level. You may take a little bit of incidental damage from
the water, which ebbs and flows a bit, but there’s enough dry rock that
you can reach the ledges on the other side of the lake with no more than
minor burns. Loot the old chests, then use the sturdy vines to reach the
tomb interi




_s= the compass on the Buddha statue to open the secret door. That
= 33ing you hear is from a few Komodo dragons who live down below. Deal
th them, then open the sarcophagus.

Buck wants you to
deliver the knife to

him at his home near
Badtown. Your first clue
that this probably isn’t
going to go well is that
he's not wearing pants.
The second is how Keith
is acting. The third Is,

8 well when Buck tries to
stab you to death. And
he seemed S0 nice.

‘e the trap that you were probably expecting goes off, turn around and
zprint like hell for the door on the other end of the room. Slide underneath
- 25 it closes, then perform a quick-time event (depress your shoulder
cuttons or triggers in rhythm) to escape the tomb before the ceiling
-rushes you flat. You'll get 2,000 EXP for surviving that.

Killing Buck is done via a series of quick button presses, as shown on

screen. They don't change between attempts, so if you leamn the sequence,

you can win by anticipating the prompts.

While this barely counts as a win, it's still a win. Jason automatically
takes Keith back to Daisy's cave underneath Dr. Earnhardt's house, where
you're just in time for Jason to have a massive psychotic break. That
comes free with Keith's dossier in the Handbook, 2,000 EXP, and the
Retake Wall Street Achievement/Trophy.
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Back in Daisy's cave, you can have short conversations with both Oliver
and Daisy for some character background. The same bowl of red pills from
[ast time has been replenished, which lets you go on a third flashback
mission (see “The Social Club,” pg. 173).
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In Churchtown, go to the
Rakyat leader to get his
time bomb. Plant it on
the fuel truck, then turn
_ around and sprint for the

water tower. Climb its
[adder and wait for the
truck to explode; at this
point, firing a shot or

1 |eaving the water tower
are both grounds for

. , - mission failure.
When you try to leave Citra's temple. Dennis comes in with an update,

concerning some business you have to attend to. Churchtown is an
unremarkable urban area east of the Rust Yard outpost which you've had
no real reason to visit before now, and it's the site of a planned ambush of
Vaas's men by the Rakyat.
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Once the ambush starts, you're free to deal with the soldiers however you
want. It's not a bad idea to stay up on the water tower for the first couple
of minutes and do your best to knock these guys out with a few careful
headshots, or else you can slide back down the ladder and go mix it up
at close range with a shotgun. The mercs in the convoy wear body armor;
carry P416s, and are a generally better quality of soldier than Vaas's men.
This is reflected by them being worth double the EXP per Kill.

The Rakyat can really take care of themselves here, but if the fight goes

on for too long, they'll eventually all be killed out of pure attrition and

you'll fail the mission. Meanwhile, the engmy receives regular reinforce-
ments, in the form of jeeps coming in from the south side of town or
sootsoldiers storming out of the church. You'll want to be precise and
expedient about dealing with the soldiers. If all else fails, you can reload

an old checkpoint and bring an RPG-7: the prisoner transport vehicle is
effectively invincible, so you can blow up everything else on the street with
reckless abandon.

After enough of the enemy soldiers go down, the APC makes a run for it.
Sprint over to the cargo truck on the west side of Churchtown, and prepare
for the slowest high-speed chase in video game history. The soldiers are
on the road to run interference, but don't do so particularly well.

When you catch up tothe APC,ﬁk’eﬁminate the last two soldiers guarding it.

It’s a good idea to use an En;,kdorhghin Boost at this point, right before you
open the back of the truck. Trust me on this one.
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Mash the‘but{oﬁ shown onscreen to break your bonds and get to the sur-
 face. When you emerge from the water, there’s a really unlucky pirate with
a shotgun standing nearby, and ahout all you've got left on you is your -
machete and your.camera. (The extra health blocks from an Endorphin 2
Boost will persist until they're depleted, however, which is why takingone | &
was a good idea.) Take him out and confiscate his weapon. §
"
ro

There are two more pirates nearby who are just asking for a quiet knife
to the neck. Search all the bodies for extra ammo and grab their rifles,
then proceed to the nearby settiement. You may have noticed thatasa

“reward” for your efforts, the pirates now all know you as “Snow White."
Let's all choose to regard this as a sign of their respect.
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There’s a sniper watching the road, so fade into the foliage nearby and
scan the place from the cliffs with your camera. If you linger there for long
enough, one of the guys from the village will wander underneath the cliff,
making him easy prey for a Death From Above Takedown. Drop him, then
sneak across the road and use a Death From Below to eliminate the sniper.

You've got a difficult
challenge here. If you
™ can take down all six of
the troops in this area
and defuse the alarm
console, you're in good
: . @ shape. You have no
| : i Medical syringes, so this
Lt | S is where the skills that
enhance first aid really come into their own. The longer you can go without

~this devolving into an all-out assault, the better off you're going to be.

The helicopter landing zone is on the other side of the bridge. Use the
river and the cliffside to dodge the sniper’s line of sight, then slip into
the building using the stairs and take him out. There's a heavy machine
gunner on patrol, along with two more snipers, and it's at best difficult to
avoid them all. At this point, your best het may be to run for it.

Your next challenge,
such as it is, is to crawl
out of the mass grave
Vaas just left you in. Do-
ing so unlocks the Have
| Told You? Achievement/
Trophy.

He made sure to strip
your corpse before he
tossed you'in the heap,
50 you have absolutely
nothing left besides your

knife. The good news

is that all your stuff is

locked up in a nearby

ranch; the bad news is
that it's being guarded
by a particularly tena-
cious group of pirates.
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“~=Tirst shack you come to contains a medkit, a land mine, and a suit
* 2ody armor. Grab them all, then use a few thrown rocks to decoy the
z_zrds away from the buildings as best you can. There's some G4 and a
20t0v In the next shack, hut the real prize is in the third building, which

n1zins a flare gun. It's not ideal, but it goes a long way to even the odds,

"= rzal problem is in the furthest building, all the way across the yard.
=125 2 heavy machine gunner standing right inside the doorway with
“2uple of guard dogs, and the flare gun represents your best chance of
72 him out without him chewing all the flesh off your torso with his
This may mean you set the building on fire, but having to wait a
o2 of minutes to reclaim your gear is a small price to pay.

=TV

S 15 your Iastchance to visit avendor tweak your arsenal, accom phsh
= missions, or sell off your loot. Once you start “New Rite of Passage,”
ie stuck on missions for a while.

* WA Official Game Guide

NEW RITE OF PASSAGE

Once you've taken care of business, head back to the temple and talk with
Citra. To prove yourself to her ance and for all, you get to take on the giant
from her story: the Ink Monster.

Regardless of what you
had on you when you
went to the temple,
you've now got two Medi-
cal syringes, a recurve
bow, and an infinite sup-
ply of explosive arrows.
The Ink Monster doesn't
take any appreciable
damage unless your arrow detonates against its mask, and the best time
tofire is right when it leans over to breathe fire on you. This is a delicate
balance, as the fire breath also knocks you down. You want to [aunch an
arrow, then strafe out of the way before the fire makes contact. Again,
those two Medical syringes might not go a long way, but the skills that
hoost your first aid can really pay for themselves here.

After seven to nine clean hits to the giant’s mask, it dissolves into smoke
and the next phase of the fight begins. When darkness descends onto the
courtyard, look for and kil the giant’s footsoldiers, miniature versions of
itself that fight a lot like knife-wielding chargers. They can be difficult
to pick out of the shadows, but you can see them by their glowing eyes.
They're also trying to disembowel you, so that helps.
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After that particular
batch of shenanigans,
you'll appear on the
north side of the island
south of Vaas's strong-
hold. You've received
3,000 EXP, and most of
| the remaining locked
skills are now unlocked.

Once you've cleared the courtyard the Ink Monster returns for a second
~ round. This time, it generates and throws orbs of smoke down at you in
salvos of three. If one makes contact, it inflicts damage and knocks you
- down, which is often enough for one of the subsequent orbs to hit and
damage you. Keep strafing back and forth to avoid them, and pick your
shots carefully. Don't just randomly throw arrows in the Ink Monster's
general direction, but instead, wait for a clear shot The best ‘ume is right
after it has thrown the third orb inasalvo.

! ganme: sirh
ard [ 1 :fﬂ““ nand all PEFIT

}[} ir
f work just as well on
h means ynn can Mw ‘rh'-m ouf in

When it has taken
enough damage, the Ink
-~ Monster falls forward
and its arm drops onto
the courtyard. Run up its
forearm to its face and
deliver a final attack.
Don't linger up there

,~ i i either, as. mrssmg the
button prompt causes a particularly, tey sort of mission failure.
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Swim across the water
= Vzas'sisland. You can

nk the first guard
24t off the dock, and
52 next two guys are too
2.5y being pointlessly
crezl fo notice you're
“ere, Rescue their

wctim, then move forward into the compound.

CAMPAI&N

There are three riflemen, two dogs, and a sniper covering the front yard
of Vaas's compound, which makes it difficult to infiltrate the place
undetected, There’s really no point in even trying, though, as Vaas already

knows you're here,

Enter the compound,
then run through the
building and climb the
ladder to safety. When
you emerge on the roof,
you'll be pleased to find

that you are suddenly the |

most popular man in the
world.

The key to surviving
this encounter is to
stay out of the open.

. Keep ducking between
the buildings and don't
linger in open windows,
as there's-a jeep in the
yard with a mounted

— gun that can turn you

into Swiss cheese. There's a lot of ammo and other supplies in caches in
the wrecked buildings on either side of the yard, which gives you further
incentives to always stay on the move. When you have the chance, take
out the jeep with a cooked grenade or an RPG, and try to let as many of

- the pirates come to you as possible. There are a lot of them, but not an
infinite number, and you can win by reducing their numbers one-and two
ata time. i
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You can also free a tiger from a cage on the south side of the lot. It won't
last long considering the sheer volume of firepower that'll be directed at
it, but that’s at least ane or two mare goons that you didn't have to shoot.

When you get close enough to the hangar on the east side of Vaas's com-
pound, its doors open and disgorge a few more troops, with a heavy gunner
in the lead. You can mine the ramp in front of the door to dissuade them,
use your old buddy C4 to even the odds, or drop down behind the heavy from
the roof of one of the nearby buildings and use a Takedown on him.

144

After all his men are dead, enter the hangar to confront Vaas. It's anyone’s
guess what happens next. Drug flashback? Vision quest? Whatever it is,
when he yells to shoot him, do so. You and your new Vector .45 SMG will
then need to mow down the visions of Vaas as they rush at you, in order to
buy enough time to reach the end of the path. Once there, use a Takedown
on Vaas.

You receive 3,000 EXP and the Taken for Granted Achievement/Trophy for
dealing with Vaas Montenegro. As a sort of unofficial honus, any pirates
you encounter from here on out will recognize you on sight. It doesn't
change their reaction any, but it does wonders for the old self-esteem.
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phy for - , After the battle, you're returned to Citra's temple, where the victory party
a,jgtes - - ‘ is in full swing. Head back north through the temple to find Dennis, who's |
st - . drunk but who's got news from your friends. At your leisure, get hack to
: - Dr. Earnhardt’s mansion and reenter Daisy's cave. Things are about to get
really awkward,

S3T41LLI3T10D

You can have short conversations with Oliver and Keith, but to get on with
the husiness of killing Hoyt, exit the cave.

You may have seen the South Island before now, but you couldn’t get
there. Now you've got to investigate it to get closer to Hoyt, and Willis is
your way in.
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Head to the old Amanaki Outpost to get back in touch with Willis. He's
on his way out via his own p|ane but he’s got a deal for you: get to him
before he takes off and he'll give you a ride to the South Island.

That starts a five-minute timer. You have to get from the Amanaki Outpost
to Willis's landing strip, which is in a clearing east of the Rust Yard outpost.

You may want to abandon the mlssmn and 20 liberate the Rust Yard if ou
hay

Getting to the Rail Yard stops the timer and engages a new stage of the
mission. Deal with the six pirates who are currently troubling Willis; he's
creating enough of a distraction that you can flank them and eliminate at
Ieast a couple with Takedownss. Once they're out of the picture, drop a few
land mines in the shacks tothe west, as a lethal surprise for any pirates
who try to take cover msrde and get ready to repel another wave.

Most of the second batch of pirates are chargers with knives, which can
complicate matters, and a heavy gunner shows up from the west when
Willis's repairs are about halfway done. There's a mounted gun near Willis
that can be helpful, but the drawback to using it is that Willis is close
enough to it that he may end up catching a few rounds that were meant
for you. There's some ammunition and a suit of body armor in the shack
west of Willis's plane for when you need them.
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Next stop: the South Island. Get in the plan

NIIYdINYD

Ll

en the repairs are complete, mop up the rest of the pirates, which may
nclude as many as three heavy gunners coming in from all sides. The
mounted gun is your best option for handling at least two of them, and
Willis contributes some firepower of his own.




_THE SOUTH ISLAND

Hoyt runs a much tighter ship than Vaas ever did, and. he doesn't have the Rakyat's ancestral homeland in his territory. Even after you've liberated a
couple of outposts, Hoyt has his men shooting the Rakyat on sight, and small armed bands of his men are never less than a frequent random encounter.

The South Island has more settlements and wide open spaces than the North Island, and the terrain is much flatter. There aren't as many wild animals,
although they're more common towards the southwestern part of the island, and even harvestable plants are much rarer than they should be. If you've got
any hunting left to do, you're better off doing it back on the North Island.

28. Three Blind Mice

29. Doppelganger

30. Triple Decker

31. Defusing the Situation
32. Deepthroat

33.AllIn

34. Paint it Black

35. Black Gold

* Reer to North Islan
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THREE BLIND MICE

Don't wait too long to deplay the wings on your new wingsuit, or you'll lose
too much altitude to reach the island. Not landing in the designated drop
zone is grounds for mission failure. Fortunately, if you start to glide right
when the button prompt shows up, it's easy to get to the right place, a
doing so unlocks the Higher Than A Kite Achievement/Trophy.

| CAN SEE HUYT’S HOUSE FROM HERE

Mizlcome to the South Island, the home of Hoyt Volker and his mercenary
sackup dancers. You'll come here for the first time in the time-honored
Jzson Brody style: crashing to earth unexpectedly.
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Your drop zone is right
next to a group of
pirates, and they have
| a truck you could use.
They're also trying to
transport a tiger, so the
easiest way to deal with
| them is to shoot the door
on the tiger cage. It's
more than capable of
dealing with all of them
for you, and you can
either snipe it when it's
done or just let it wander
away. Use the pirates’
truck to reach Thurston
Town.

You'll have to abandon the truck at the town gate and go in on foot, The
Crazy Cock is on your right as you enter town. Go inside to order a beer
and play low-stakes poker with Sam in the back room. He'll bow out after
the first hand. Follow him.

| Making Sam's acquain-
tance is worth 3,000 EXP.
It also makes the last
eight standard-issue
guns (the D50, BZ19,
= Vector .44 ACP, SPAS-12,
P416, 293, ACE, and
MKG) available for sale
e : at any vendor, along with
the loot and item maps for all the subzones within the South Island.
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DOPPELGANGER

You're free to explore at this point. Thurston Town has been unlocked as a
fast-travel point, which allows you to go back and forth between the North

and South Islands at will.

Hoyt's privateers have full control over the South Island at this point in the
game. They are hetter armed and armored than Vaas's men ever were and
they patrol the roads in groups of two to four. Driving anywhere on the
South Island is a dangerous prospect. Until you complete “Doppelganger,”
do not use the roads at all unless you're prepared to fight a small war.

When you're ready to

| move on with the story,
Sam has gone back to his
apartment in Thurston
Town, and he’s got kind
of a ditzy plan for you:
infiltrate Hoyt's orienta-
tion meeting and steal a

i privateer's uniform.

The docks where you will undertake this suicide mission are about 750
meters south of Thurston Town, built around a cenote, and when you get
to the mission area, Jason automatically puts away his weapons. You can
still throw rocks or use your camera, but you are not allowed to cause

a fatality or even an injury for the duration of this mission. It is a pure
stealth operation.
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Tnrow a rock to distract the first guard and slip down the walkway while
715 back is turned. Stay low and wait for the charger in front of you to turn
zround and go back down the hall. You can shadow him all the way back
torage area, where he'll take a seat. Wait for the other guard on duty
e to turn around and go off in'the other direction, then slip off to the

Hug the side wall until
you reach the ramp, then
throw another rock to get
the guard’s attention.
Quickly slip down the
ramp while he’s looking
the other way, then go
down inta the cenote

praper.
3l can

S€

ure
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The guard immediately inside the entrance presents a unique challenge.
Get up behind him, then toss a rock back the way you came, towards the
wall. He'll turn in that direction for just long enotigh for you to move down
the path into the foliage behind the waterfall, where they're keeping all
the dead villagers (also; ugh).

In the next area, use the crack in the wall to help tag the guards below
you. If you wait for a second; one ofithe two mercenaries next to you sits
down and the other moves to overlook the floor below. That lats you move
past them both into the foliage on the feft and down to the floor without
incident.

- CAMPAIEN
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From here, toss a couple of rocks into the far left corner of the room ahead
of you, in the same corner as the heavy gunner, then throw a couple more
back the way you came. The first rocks distract the two heavies and two
riflemen on the floor; the second set of rocks distracts the guards you just

evaded. This gives you a couple of seconds, if that, to get across the room,

under the ramp, and through the doorway they're all guarding before they
notice you. This is made much easier if you've taken the Jungle Run Skill.

HUH? WHAT WAS THAT"
@M i you distracta tntai of 25 enemies wnth thrown mcks you

S receive the Rock Always Wms Achsevementﬂmphy
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Drop into the water and quietly swim beneath its surface to Hoyt's boat,
The hard part of this mission is now officially over with. Swim to the stern
of the docked boat and use its ladder to get on hoard, then shank the
soldier on duty. RIP Foster; your sacrifice will not soon be forgotten.

ead to the boat's bow
nd brazen it out. Sit
hrough Hoyt's speech,
nd when he’s done, get
back in the water and

- swim back to the bottom
© of the cenote. Steal the
oat, and use it to make
i your escape.

You'll receive 3,000 EXP once you leave the cavern. With the privateer's
uniform, you're considered a friendly face by all of Hoyt's men on the
South Island until you do something that proves atherwise. The exception

is at the various outposts, where they're sufficiently paranoid that the
disguise won't hold.

As a side effect, you now have access to six new fast-travel points on the
South Island that you didn’t have before. These fast-travel points can

be used even if you haven't visited the parts of the map where they're
located.

YOU CAN HEAR ME NOW _
!f_f_nth the extra fasMrave! poinis i m place at sasea eas

| more rmpoﬂanﬂy, deactwate all the | remammg scramh!e -
Once you've deactivated nine radio towers, you receive the Full Bars
Acmevementlrrophy msahhng all e;ghteen scramhlers uniocks the -
f -

hut this heawly modlﬁed assautt rifle is one of :
weapons in the game If not the best. '-
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The “old temple” is a
multi-level archeological
dig that's presently being
used as a stronghold for
the privateers. It's intensely

- well-guarded, with two

. snipers near ground level
and two heavies on the top
floor, and the three VIPs

S$3181193T109

S2m's instructions send you to an old temple about three kilometers F | you need—identifiable b
sarhwest of the docks, right outside the new Camp Romeo fast-travel s | | theiryellow hats and white
=aint. . clothes—are scattered

amongst them. One VIP.is
always in the mine tunnel

on the top level of the dig,
while the other two patral

at ground level. Looting
= = chests, using a zipline, or
taking pictures with your camera are nt considered “suspicious behaviors,” so
feel free to explore the area and tag goons as much as you want. The loot chests
- inthis area have some good stuff in them, including valuable Chinese artifacts. |

| SANAONL B SINIWIATIHOY
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You really wantto pre-
emptively assassinate
the two heavy gunners
on the top level before
you start looking for the
VIPs. Once hodies start
showing up, it becomes
increasingly difficult to
= : = keep an all-out firefight
from starting, and the two heavies are the main complication thereof.
By now, you should have the firepower to handle a little thing like twenty
armed mercenaries looking to kill you. Forestall that encounter for as long
as possible, then kill and loot the three VIPs and get out of here. You'll
earn 3,000 EXP when you reach the house on the western hill, where you
can also find a medkit and some replacement body armor.

Sam doesn't have anything else for you right now, but he does need help
with a task of his own. Go to meet him at another one of Hoyt's growing
operations.

The drug fields are just east of Alpha Camp, which makes it easy to reach
via fast-travel. This is another escort mission of sorts, but Sam can take
care of himself most of the time. Your biggest concern is that you're up
against what's left of Vaas's pirates, and for some reason, a lot of the
survivors are among the most pyromaniacal of the bunch.

Don't stop to loot, or Sam will get too far ahead of you. When you reach the

first shack, stand well outside it and take out the incoming pirates.
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 would ordinariyly bea good idea o useSam as bait, since most of the pirates will go straight for him. The problem is that many of ihe pira{es in fhis::
mission are chargers with Molotovs, and as you've noticed by now, fire in this game is extremely dangerous. Sam is fine if somebody’s “just” shooting at
I aim, but if the cabin catches fire around him, he's likely to die before you can do anything about it.
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DEEPTHROAT

The mining colony that Sam mentioned is built around a shallow river in

the center of the South Island, and staffed with some of the most aggres-
sively paranoid guards on the island. It's possible for a fight to start early
if you get too close to the bridge on the west side of the river, as the guys
over there are engaged in skullduggery, You're better off fast-traveling to
Camp Echo and approaching the river from the east.

Don't make any hostile moves or the entire gorge will turn against you at
once, complete with an alarm and impending reinforcements. Worse, the
meeting you're here to check out will break up. Instead, simply make your
way west along the gorge, using the ziplines and gangplanks to navigate
back and forth as needed. Jason will say something when you've reached
a good vantage point.

primagames.com




You can't make the jump across the gap in the bridge, so don't try; that's |
a good way to end up in the middle of the river with no convenient way |
back up to the gangplanks. Instead, backtrack west a bit and use the
ramp to ascend to a higher level of the mining facility. You can follow

the gangplank all the way to its end to find a ledge you can mantle onto,
then zipline across the gorge a couple of times to finally reach a path that
leads up to the bridge.

“ut your camera and photograph the traitors’ meeting, then use your

== 7o take out their jeep. You have time to use the nearby zipline to get
= = bit closer to the bridge for a clearer shot, but as a trade-off, there
= “-r=2 mercs near your landing point that may, for whatever bizarre
=27 consider aiming the RPG to be a hostile activity.

Achievement/Trophy during “Lin Cong [ Presume?” thisis
. a good second opportunity. Ziplines are one of the primary
methods of navigating the ravine, and there are a lot of privateers here.

All'the while, a murderer's row of Hoyt's privateers will be constantly mov-
ing into try and punch your ticket, including a frankly ridiculous number
of guys with rocket launchers. Keep checking the side tunnels for ammu-
nition and medical supplies when possible, and don't use up your RPG-7

ammo frivolously. It'll help to have it on hand when you reach the bridge,
as a couple of jeeps with mounted gun turrets will arrive when you do.

ough hard cover around the old gangplanks that you should

¢ = rzlatively easy time remaining unventilated. The survivors of the
"2 will use an RPG of their own to detonate the bridge ahead of you,

easily circumvented with another zipline at the end of the north

e gorge.

Once you have the list of traitors in hand, don't stop moving. There’s a
gap in the safety rail on the bridge. Take a running leap off of it and use
the wingsuit to survive the fall. Keep moving toward the parked jeep near
the river until the mission's complete. You'll receive 3,000 EXP when you
reach your escape vehicle.
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The communications facility is just outside Camp Charlie on the west coast
of the South Island. It's adapted from another WWIl-era bunker, and while
you can get a long way in without detection by using the old trenches, this is
going to turn intoa full-on firefight sooner or later. You can make life easier
by sniping the sniper watching the front entrance, then using the window of
time between his death and his body being noticed to disable the facility's
alarm system,
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Blowing the door to the inner bunker is perhaps
the least stealthy thing ong can do without a
brass band, s you should not be surprised
when the mission turns dangerous shortly
thereafter. The gunmen are small fry by now,
but there are several heavy flamers among
them who can make short work of you in these
close quarters. They keep a lot of explosives
down here, though, including three C4 charges
that are right in front of you when you enter
the building, and it would be a shame to waste
them.
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There’s a scripted ambush waiting for you in front of the ladder to the
satellite dish, where a flamer and his buddies kick a few propane tanks
down the stairs at you when you enter. It's difficult to avoid damage
entirely unless you know it's coming (which you now do), but they're the
last remnant of resistance inside the bunker. Climb the ladder.

Once the area’s been
swept clear, plant your
leftover land mines and
C4 in the area between
the bunker exit and the
satellite dish. You've got
some time to kill before
Sam arrives with your
ride, and the place will
be crawling with mercs a
shortly. There are enough

| randomly explosive items '
in the area that you can
 Usethem to take a lot of
wind out of the incoming
privateers’ sails, includ-
ing a stack of oxygen
tanks.

The rooftop around the satellite dish is likely to present some serious dif-
ficulty. The area is covered by a coupls of snipers, they've got a guard dog,
and the entire place is covered in that uniquely flammable breed of Rook
Island grass. There are a ton of grenades lying around the area, which
suggests at least one method of dealing with a few of these guys, and a
new suit of hody armor in the hunker below the satellite dish.
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Nhen Sam shows up in a helicopter, get to him quickly: there’s enough
massed firepower in the area around the satellite dish that they can blow
fim out of the sky in short order.

Once you're off and away, detonate your bomb to take out the satelli

dish and earn 4,000 EXP.

Use the wingsuit and parachute to bail out of Sam’s chopper;
meet him outside Camp Delta when you've got the time,
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Drive the jeepiinto the reservoir and lay waste
to everything you see. You can crash straight
through the corrugated-steel barriers by the
sides of the road, but you'll need to get out of
the truck to plant the four required charges.

Three of the four charges are in relatively
obvious locations, but the fourth target loca-
tion isn't immediately obvious. The anly way
to.reach it is to use the big stack of blue ol
drums nearby to jump the fence.

= = -

Sam’s manning the turret on the jeep for this mission, and as before, he can really take care of himself unless a couple of heavies show up at once. His

health regenerates quickly if he can go for a few seconds without taking damage. Just the same, try not to leave him alone for too long, as heavy flamers
can destroy the truck very quickly.

i,

Once you've planted and detonated all four charges, drive Sam to the main building, park on top of the jeep icon in the driveway, and get into the jeep’s
turret. Use it and the scattered explosive barrels in the storage yard to hold off Hoyt's men as best you can. The Cool Gunner skill will really pay off here, as
this is what people in the trade refer to as a “target-rich environment.”
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ACED IN THE HOLE

Rearm and resupply at the vendor of your choice. An RPG-7 or GL-94 is
a handy choice for dealing with the opposition in the next couple of story
missions. You're heading into Far Cry 3s endgame, and nothing about it
is particularly subtle.

PRIMA Official Game Guide
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Fast-travel back to the Compound to meet up with Sam again. Once you
enter Hoyt's poker game, you're on a nonstop ride to the end.
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Go inside the Compound with Sam for a quick round of poker with Hoyt. The ensuing boss fight plays out a lot like the one against Buck—you can memo-

rize the buttons you're asked to hit and preemptively hit them. The window for success is very small, however. Winning this fight earns you the Poker Night
Achievement/Trophy.

PROMPTS VS. HOYT
360: A, X, B, X: X, B; X, B, A X B, A X B .
PS§3: X, Square, 0, X; Square, 0; Square, 0, X; 0, X, Square, 0

Keyhinds

| [‘

Enter the keybindings you've set for yourself here to reveal the sequence. Alternatively, set the keybindings to something easy like 1, 2, and 3

BETTING AGAINST THE HOUSE

There's a cache of ammo with a medkit and some fresh bady armor in the

lobby of Hoyt's building, which makes it an effective place to hole up and

dispose of the first wave of troops. The only gate left open in the Com-

pound is on the west side of the facility, which is blockaded by a heavy

flamer and two jeeps with mounted guns. An RPG-7 is useful to deal with

them expediently.

‘*‘? y Steal a jeep on your way

: - outthe door and drive

west with your foot all

the way down. Littlegate
Bridge goes up as you

- approach, which means

- the last half of the trip

. will be done off road,

: and it turns out that

Hoyt's guys have a mortar team that's only too happy to bombard your

position. That means that once you're out in the world, you cannat stop

moving for anything or you're two hundred pounds of chunky salsa.

You have twelve minutes to make it to the airstrip. The entire Compound
has been turned against you, and the first thing you see when you go
downstairs is a heavy flamer kicking his way through the front doars. This
can get really entertaining.
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fie | Once you're at the

g | airport, fight your way
through the mercs and

] privateers on the runway,

ith The only good news is
that even Hoyt's crew

vay isn't crazy enough to

2 bombard this area, so

I the mortar barrage stops

ate 8 once your feet are on the

) tarmac.

ns

in

:
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CAMPAIGN

On the airport tarmac, i it looks like it could explode, it probably can.
Hoyt's aircraft all apparently run on a rich mixof jet fuel, nitroglycerin,
and plastique. This limits your choices in hard cover, which means your
best option is to keep moving. It's also something you can use toyour own
advantage, as even Hoyt's hest men will occasionally duck behind 2
parked fuel truck. This is unwise of them.

Rileyis on the west side of the airport inside the arrival termmal behmd
alocked door. Rescue him, then clear out the last wave of goons, which
includes a heavy flamer, to get him to the helicopter. At this point, you
can go ahead and use up absolutely everything you've got. This is the last
time in the story missions that you'll have to ﬁght on foot, 50 go ahead
and leave everythlng on the ﬂeld """
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With Riley behind the stick, use the helicopter's mounted gun to deal with everyone trying to shoat you down. If you somehow managed to leave something
intact on your initial run through the airport, go ahead and remedy that situation now. Sweep it all with machine-gun fire and watch it all burn, with a

particular eye out for ground troops with RPG-7s. You'll be 5,000 EXP richer by the time you're clear,

THE DOCTOR IS OUT

Riley flies you back to Earnhardt’s place, which
has seen slightly better days. The vending
machine on the first floor is upended, but still
works just fine if you need to resupply. There’s
no real need to do so.

Earnhardt is outside his house, in the gazebo
by the cavern entrance. Talk to him, then go
back to the helicopter.
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HARD CHOICES

It's time for one last ceremony of the Rakyat. Enter the temple, suspi-
ciously quiet though it may be. When you're free, walk forward and keep
walking forward, as creepy as things may become.

Whichever you cheose, you unlock the What A Trip Achievement/Trophy,
and you've completed Far Cry 3's story campaign.

You'll be able to go back to Rook Island and explore it further after the

_ end of the game's credits. The island is more or less the same as you left
3 T e T it except that Citra's temple has collapsed, and you've lost the benefits
At the end of the path, you have one last choice to make which will of the privateer uniform. You are once again a shoot-on-sight for every
determine your ending: save your friends once again and leave the island, surviving member of Hoyt's mercenary corps.

or destroy your past forever,
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_DOG SOLDIER

SIDE MISSIONS

As you recapture parts of the island from Vaas and Hoyt, you're also giving the Rakyat and the other natives the all clear to move back into the area. Some
of these peaple have extra work they're willing to pay you to do, and that's where side missions come in.

Most of these are simple fetch or kill quests that are difficult in direct propartion to how much of the area you've managed to clear out. Random encoun-
ters or a high pirate/privateer presence in the area can both make a side mission much more interesting. Alternatively, if you wait to complete a side
mission until late in the game when the Rakyat have retaken most of all of Rook Island, it'll be over before you know it.

Unlock: Liberate the Nat’s Repairs outpost. Unlock: Liberate the Hubert Shore Power outpost.

. While he may not be

the easiest guy to talk

to, Alfie needs some

.~ medicine. First, gather

. three Golden Beehives

- from the yard outside his .
 house. Next, head a short

. distance north to get

 Heliconia. Finally, go to

=

the valley to thé ﬁortheast‘ while remaining wary of bears, and grab three
Screwpine Fruits. After bringing the final set of plants back to Alfie, he'll
teach you the recipe for the Nature Boy syringe.

Matti, who lives down the west road from Nat's Repairs, wants you to
track down and kill his dog. She's gone rabid and has become the alpha
of a pack of like-minded dogs.

Unlock: Liberate the Hubris Farm outpost.

Afriend of Dennis's is
digging outside of the
ruins northeast of Citra's
temple, and he wants
three tablets. One is on
the floor in the flooded
basement of the nearby
temple ruins, near a
Relic (see Shark 26,
= Pg. 245). The second is
= on the west side of the
temple’s gate, in the
shadows underneath the
vestibule.

The third is inside the
wrecked temple to the

¥ south, and requires you
to blow open the fragile
wall on its western calumn. Climb up through the wreckage of the wall,
cross the gangplank, and carefully pick your way around the molding on
the edge of the building until you can gat to the shadowed area hehind
the ladder. There's another Relic located in the same building (see Spider
7, pg. 237), hut the Relic is on the floor above the tablet.

This sounds straightforward, but as you'll be able to tell when you get
close, the “pack” is more like a small battalion. Matti’s dog stands
slightly apart from the pack but doesn't differ from the others in any im-
mediately obvious way, so your only real method of finishing the mission is
to kill them all until your objective’s completed. Fortunately, since they're
just dogs, you can stand about 90 meters away and plug them at will

with a silenced rifle. One or two might get close enough to attack, but it's
possible to kill Matti's dog with zero risk to yourself.
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SIDE MISSIONS

Unlock: Liberate the Valsa Docks outpost.

Upon accepting this
mission, Tang hires you
to go grab three dog
tags off of the corpses
of Japanese soldiers in
the area. The first is on
an anti-aircraft cannon
north of the quest giver,
. the second is on the
cannon just east of the Valsa Docks and the third is inside a well-hidden
underground bunker southeast from the second tag's location. There's a
red loot hox near the third tag.

The later in the game you do this quest, the easier it'll be. If you don’t run
into any tricky random encounters along the way (this quest does take you
into hills that tend to have a high chance of leopard attack), this is ten
minutes’ work at most.

Unlock: Liberate the Northview Gas outpost.

Rohana would prefer it
: if her son-in-law did not

You need to be careful while doing this, as the son-in-law spawns along-
side a couple of friendly Rakyat, and if you aren't careful, a stray bullet
may hit one of them and cause them to attack you.

Having intimidated the son-in-law, return to Rohana for your reward.

On behalf of Nero, a
| would-be revolutionary in
| Badtown, go to the three
| places he's labeled on

1 your map and photo-
graph the dead pirates
_.| there. In the event you
~— run into living pirates

: along the way, photo-

graphmg them does not count for the purposes of the quest. He wants the
preexisting dead guys.

0f the three dead pirates, there seems to be a 100% chance that a tiger
will spawn in the area nearby the pirate to the southwest of Badtown, and
the corpse on the southern hill is guarded by a trio of Vaas's pirates. This
is in addition to any other complications that may ensue. such as patrols
or other wild animals.

PRIMA Official Game Guide

Unlock: Liberate the Harmanse Gas & Repair outpost.
In Thurston Town, Seto hires you to retrieve three of his family heirlooms.

The first, his mother's
necklace, is in the
possession of a gambler
| who's recently lost $300
to three poker sharks
inside the Crazy Cock.
Enter the bar and play

win back his stash. They
favor a higher-stakes
game than the poker
games everywhere else
on the island; the “nov-
ice” game has a $500
buy in (!). In order to
win back the gambler's
money, you have to force
the other three players
to bust out and leave
the table, which isn't

as hard as it sounds.

the Necklace. You also
get to keep the money
you just won.

The drunken privateer
isinan alley just far
enough outside Thurston
Town that you'll be able
to attack him. Kill him
and loot his corpse for
the Watch; Seto did say
that it was theoretically
possible to just grab the
Watch off the guy after he passed out, but that's not a Jason Brody plan.
Remember, if homicide isn't the answer, Jason did not understand the
question.

The third privateer is
having a meeting in a

| field nearby, with three
buddies and their pet
dog. Kill them all and
oot the target's body for
the Rosewood Knife.

Return the three items to Seto. In addition to the usual monetary reward,
this also unlocks the Handbook entry for the Astrid Incident, which
involves four familiar-looking people.
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poker with them until you

Return to the gambler for
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Unlock: Liberate the Bridge Control outpost.

There's a guy, Steven, outside the poker game on the island west of Bridge
Control who'd like you to look into his buddies’ disappearance. The “sa-
cred pool” he mentions is 160 meters north, by the side of the river.

Inside, take a quick
swim to find the bodies
of the villagers (and,
nearby, a Relic). On your
way back outside, watch
out for a crocodile that's
waiting in ambush.
Shoot it, then return to
Steven.

Speak to Joseph, the

shack. This is a straight-
8 forward assassination
. mission against a group
of Hoyt's privateers, and
| the first target is 150
meters northwest of the
e quest giver. He's firing

a gun into the air for some reason, and is accompanied by two chargers
and a heavy.

- With him dead, proceed
2 400 meters north to

§ the second target. He's
on an inflatable hoat
just offshore, with two
normal soldiers and a
sniper covering the road.
t's easy to sneak around
them to the east, stah

i the sniper, and use a
Chain Takedown to deal
with the two guys in the
road. After that, take out
your target.

The final of the three privateers is on the small island east of the Bridge
Control outpost. Your target is on the north side of the island and most
of his backup is scattered across the area to the south, so you can sneak
around the shuttered house, shank him, and be back in the water before
any of them realize you're there. Return to Joseph to finish the mission.
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wounded man inside the

Unlock: Liberate the North Krige Crest outpost.

Nina in Gaztown needs some privateers’ blood diamonds to buy pas-
sage back home to Samoa. This will involve going to several camps of
privateers, most likely murdering them, and taking their diamonds, each
of which can be found in an open carrying case. The first group is three
riflemen; the second is three riflemen and a sniper.

Deliver the diamonds to Nina and the other shoe promptly drops. Kill her
husband, who makes the immediate mistake of turning his back on you,
to complete the quest.
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SIDE MISSIONS

CARGO DUMP

Unlock: Finish the “Kick the Hornet's Nest” story mission.

The “mystery man” who
gives you the quest also
gives you a scanner. It
pings more rapidly when
you're getting closer

to one of the packages

' he's lost. To finish this
quest, he needs you to

. = find and photograph the
barcodes on those ﬁve packages which are liberally strewn across the
nearby jungle.

You can comfortably expect a lot of encounters with animals while you're
tracking the packages, such as bears, snakes, and a crocodile that's
waiting in the river. The scanner's pinging tends to drown out animal
sounds like snakes hissing at you, so stay on your guard or bring a few
Hunter's Instinct syringes.

The first package is at

~ the base of a cliff and is
| easy to find; the second’s
| stuck in the fork of a
tree. To get to the third,
you have to stand on dry
. land somewhere near
the shipping crate in the
river and shoot the chain
off |ts door, then swim over to it. There are a couple of crabs in the ship-
ping crate, and if you haven't already found one on a beach somewhere,
you can kil a crab to unlock its entry in your Handbook.

The fourth is out in plain sight near a fork in the river, while the fifth is on
a ledge behind the nearby waterfall.

To photograph the fifth barcode, you have to get down to the water from
the cliffside above, then climb up some vines on the east side of the river,
deal with a snake, jump across a gap, then carefully move across the
cliffside to get to the ledge with the barcode.

Weirdly, simply photographing the last barcode is enough to finish this
mission. You don't have to return to the mystery man.

THE LIGHT AT THE
END OF THE JUNGLE

Unlock: Liberate the Cradle View outpost.

Rebecca asks you to play private detective on her behalf. Her husband David
is apparently seeing someone else, and she wants to know who and why.

David is having a meet-
ing in a building on the
other side of their small
village. Sneak up to the
window of the building to
overhear his conversa-
tion. Whether you tell
Rebecca what he's up to
or give David the chance '
to come clean on his own, this mission is over.

125.00M PRIMA Official Game Guide

THE SOCIAL CLUB

Unlock: Finish the “Saving Oliver” story mission,

ROIL3NOOULNI

“The Social Club” is not a normal type of mission. It has no rewards,

and it doesn't count as a mission for purposes of the log screen in your
Handbook, but it does shed some light on what Jason and his friends were |
doing before they decided to come to Rook Island. |

After you return with Oliver to the cave under Dr. Earnhardt's mansion
(“Saving Oliver," pg. 122), you can find a dish of Earnhardt’s red pills in
the food cache by Daisy's boat, with a sign that says “Eat Me" underneath
them. Taking one of these pills triggers a flashback to when Jason and his |
friends were partying in Bangkok.

NSIvdIva

After you take the first pill, go up to the bar and order some drinks. Jason
wakes up in the cave shortly thereafter, but you can take another pill to
reenter the flashback.

SNOISSIW 301S
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Should you do so, explore the club in search of Riley and Keith. From the
bar, go downstairs to the dance floor. If you're facing the DJ, the restrooms
are in the back right corner of the room, and that's where you'll find Riley.
That uses up the pills for now.

Returning to the cave
with Keith (“Unhappy
Reunion,” pg. 135)
also replenishes the
red pills. Take one and
¢ you'll be returned to the
club right in time to put
your weight on it. After
= you've had a chance to
dance for a bit, there'll
be a short fight on the
dance floor. Block the

¢ first punch and retaliate
. by pushing the button
prompts onscreen, and
you'll get rushed out of
the club. At that point,
someone will suggest
you go skydiving at this place called Rook Island, and we all know how
that turned out.
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There are a number of ancient stone carvings throughout the island that are labeled on your map with a . Approach one and interact with it to begin
one of the Trials of the Rakyat, a pure combat minigame. Your goal is to break the developers' high scores before the two-minute clock runs out. If you can
get the first-place score, Jason's name replaces the developer's on the face of stone.

During a Trial of the Rakyat, you have infinite ammunition for the primary weapon(s) required by the Trial, as well s infinite Medical syringes, and every
enemy in the Trial is outlined through cover as if you'd tagged them with your camera. If you have the Japanese Tanto equipped, you will also be using it
during a Trial. Shoot the blue time barrels during a Trial to receive a ten-second bonus to the clock. As with story or side missions, attempting to leave the
area during a Trial of the Rakyat is considered the same as abandoning it and will end the round early.

Your skills persist into a Trial of the Rakyat, which means it will be easier to get a high score on a given Trial if you've purchased the skills that specifically
influence the weaponry or style of play involved in it. For example, Hide and Seek is a stealth mission, and you'll find it much easier to rack up the points if
you've got Jungle Run, Ninja Step, and a couple of the more advanced styles of Takedown.

Once you've found the stone that starts a Trial, you can play through that Trial again from anywhere in the game world hy selecting it from the map

screen. An interesting side note here is that after the Trial, you'll reappear standing in front of that Trial’s activation stone, which makes it useful as
another method of fast-traveling to a distant location,

: Each Trial has its own
FRAG MEUP vasmseanetan | particular goals. If Jou TIP BOX: SCORING
! . score above a certain
minimum threshold, you
receive a $250 honus.
- If you get past a second
I goal, you get 400 EXP.
and for a high score, you
get $500. These honuses
stack, and are indepen-
b dent of your place on the
high score tahle.

TRIAL §F THE =
RAKYAT

Wi Kills Bonuses

Trials of the Rakyat use a slightly different naming scheme for their Assaulter Kill: 5 points feadshot: 10 points
enemy lineup than the main game does. Assaulters and defenders are Berserker Kill: 10 points fakedown: 19 points
standard riflemen, with defenders more inclined to use cover or drive Defender Kill: 10 points Stealth Kill: 25 points
vehicles. A berserker is a shotgun-wielding charger, whereas a beheader Beheader Kill: 15 points

is a charger with a knife. Molotov throwers are self-explanatory, as are Melotov Thrower Kill: 15 points

RPG shooters and heavy gunners. RPG Shaater Kill: 15 points

Heavy Gunner Kill: 50 points

HIS.
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SIDE MISSIONS
. Othier Missions

DASHING ASSAULT ) BONE CRUSHER )
g
o=
g

! =]
I
\
.
I w3
! |
=3
sifically This is a fight through a logging camp with a standard-issue STG-90 and You start this Trial by getting bolted into a jeep. The only attack you've got
oints if grenades. There are a lot of time barrels scattered t_hroughoutﬁhe map, is to ram into things with your vehicle.
so exploring a bit and getting their locations down s a necessity before It can he tricky to hreak the high score since you can’t score Takedowns or
you can seriously start racking up the points. After about 90 seconds, stealth kills, so you just have to compensate with raw volume. There are
heavy gunners begin to spawn and will continue to do so until the end of afew time barrels in the middle of this map, along the main drag in the
the Trial. It's thus important to stay alive until they do, and to use your outpost, 50 be sure 1o cut through there and grab them. &
grenades to take them down. | =
e
g
: i ; 3
HIDE AND SEEK ORD OF FIREPOWER =
You're given a silenced ;gﬁ;\%gta'\rﬂ:mvjé and
ai?cinsagogzlgigpilse‘ against a large number g
early in the gam;.yThis of privatgers o Hayts 3
is the easiest Trial of gﬁggsodt,ri (\tllgztelyquarter 5 E

the Rakyat to find, given
as how it's just north of
Amanaki Village, but it's
one of the harder ones
to get a high score on because it really rewards stealth and having the
advanced, multi-target Takedowns. Fortunately, there are a lot of privateers on the ship. Time harrels are a
little hard to come by, but you're never short of targets.

outnumbered, which

means you might get one
= ; Takedown before it’s an

open firefight. Try to hit more than one target with it.

 useful on
main unseen

Jungle Run, Ninja Step, and Knife Throw Tekedown are all v
this map. As a general rule, the secret to a high scorzis
for as long as possible, using the 6P9 to blow up the
assassinating every pirate you can find.
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FRAG ME_UP

They have jeeps and the occasional helicopter. You have a machete and
an unlimited supply of grenades. Let the party begin.

You can score a Chain Takedown and a Knife Throw Takedown against the
first three privateers, which gets you off to a good start. The new targets
show up in jeeps, so watch out; they will try to run you down if they get
the chance. In general, this is good practice for “cooking” grenades, as
throwing one so it detonates in mid-air is your best shot at destroying
helicopters.

BULL'S EYE

This is made a great
deal easier if you've
taken the Deep Breath
skill. You're given a
PKD sniper rifle with an
infinite number of rounds
in the chamber, so its
high rate of fire and

- : semi-automatic action
both come in handy. The key to high scores on this map is, simply enough
scoring a series of consecutive headshots.

Don't be afraid to move around a little from your position, as thers are 2
few time barrels that you can't see otherwise, either due to the foliage or
the bridge. You should also do your best to take out enemies as quickly
as possible, as otherwise the sheer spawn rate tends to bring you down
The pirates on this map are only using AK-47s, but if twenty guys arz 2
hitting you with every fifth bullet, that still mounts up quickly.
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The Cool Gunner skill helps with this mission, but is by no means
required. You're in a jeep’s mounted gun turret and enemies can show
up from all around you, including in gunboats and helicopters. Pay close
attention to your on-screen targeting indicator, as it's your only real clue
as to what direction the next wave's coming from.

The key to destroying a helicopter with a mounted gun is to aim at the
cockpit. The helicopter itself can be blown out of the sy if you pour
enough bullets into it, but it's much faster to shoot the pilot and co-pilot.
At that point, it corkscrews out of the sky and will destroy whatever it hap-
pens to collide with or land on.

POINT BLANK

You're handed a SPAS-12 and put up against an infinite number of
berserkers. As such, this is mostly about maximizing your kills while
respecting the high reload time on the SPAS-12. There’s usually only one
berserker active at a time, so once you've destrayed the multiple time
barrels in the area, try to hit each one with a clean headshot and reload
between spawns. Weirdly, for a mission that involves a shotgun, this is
primarily a test of your precision aiming. Berserkers spawn as fast as you
knock them down, so a high score on this Trial is achieved by a long series
of consecutive one-hit kills.
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FURIOUS GUN

HOSTILE SWAMP

NOILONGOULNI
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You've got an STG-90, frag grenades, and a swamp full of chargers,

Every time you score a kill, regardless of what that kill is with, you switch

weapons. You begin with a 45 and cycle through every conventional riflemen, and Molotov throwers. The faintest amount of fire can turn half =
se model of handgun, shotgun, SMG, LMG, and assault rifle in the game, as the map into a barbecue pit. The key seems to be to land as many early z
2 well as the Recurve Bow. Takedowns as possible, and then stay mobile. Z
| =
The fun part of this is that it means you do not have to reload at any point =
in time unless you miss somebody with every single round in the clip. The
area is also packed with picturesque ruins and time barrels, which gives DECI MAT'ON BARRAGE
0i. you a lot of room to play around. The entire area sees you the moment the .
12p- Trial starts, so stealth is out of the question, but you can climb the ruins :
and jump down onto targets for Death From Above Takedawns and the &
associated bonus points. =
3
=
=3

TRANSPORT DESTRUCTION

SNOLYIOT AN

You're in one of the old
anti-aircraft bunkers

facing out towards the
ocean, and up against

- a bunch of helicopters. 2
You've got an RPG-7, but &
you're almost better off | g
You get an RPG-7 with infinite rockets and you're up against a horde of , ‘ not USINg It SHICEA MiES. &
e ' pirates in jeeps and helicopters. You don’t have a lot of room to dodge and i lot of i ‘ ™ agamstg helicopter =
the RPG-7 takes a painfully long time to reload, so this Trial is all about EAL3 MR 4 10c0) SECHICS, The m““”fﬁd gufl I the bunkgr}s a much more ;
i ! rapid response effective weapon against them, particularly if you specifically spray the
' helicopter's cockpit.
ulll ‘ Save the RPG-7 for any helicopters that appear above the bunker, and for
ies J the time barrel directly behind you at the start. E=S
=
=
| =
=]
L
: g ¥
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x"s Bne Hom Hide
& Have.l Heed:)

Huntlnglsa blg part of life on Rook Island whether it's for food, revenge, orbraggmgnghts In your case, it’s a decent source of extra cash, and prowdes
you with the rare, one-of-a-kind skins and hides you need to create the best possible pouches and bandoliers.

~ Each of the Path of

 the Hunter quests is
activated when you liber-
ate a certain outpost. By
taking the quest off the
bulletin board, you begin
_ amission totravel to a

|| nearby area, pick up a

=5 specific weapon, and use

it to kill animals who are creating problems for the Rakyat.

PATH OF TWE HUNTER -
Rewait: § 250 1

You must use the specified weapon or your machete/Tanto to complete a
Path of the Hunter quest. You are not allowed to bring a modified version
of the same weapon with you to the field with the sole exception of the
Japanese Tanto, and you cannot inflict damage to a targeted animal
with any other weapon without causing a mission failure; thus, you
can't “soften up” a bear or tiger with grenades or a mounted gun before
inflicting the killing blow. Once you do kill your target(s), the mission is
immediately over and you're given the cash bounty on the spot.
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Killing or harming a target with a weapon other than the one specified by
the terms of the quest causes a mission failure. If a targeted animal dies
for some other reason, such as falling into a nearby body of water, you will
still receive credit for completing the quest.

One advantage you

do have is the use of
various syringes. Many
quests suggest the use
of a Hunter's Instinct
syringe to help track
animals through dense
foliage, and you can use
Deadly Hunter to i lmprove
the amount of damage you deal to ananimal with every attack. If you're
really stumped with a given quest, you can go Relic hunting until you
unlack the recipe for the Touch of Daath syringe. It doesn't last long, but
Touch of Death makes every shat you take a one-hit kill.

HUNTIR'S INSTIRCT

Each rare animal you
target in the Path of
the Hunter comes with
its own unique entry in
the Handbook's Survival
Guide. Completing a
single Path of the
Hunter quest unlocks
the Bagged and Tagged
Achievement/Trophy, and killing a rare animal (for instance, the Golden
Tiger or Undying Bear) unlocks the Poached Achievement/Trophy.

primagames.com




N TR TR - P - - - - — - -

COMMON ANIMALS

These are useful for picking up extra hidas or skins for crafting purposes, and can be worth a nice bit of extra income early in the game.

What's a bit strange is that quest for quest, these are much more difficult challenges than the bounties on rare animals, and you would do well to leave
them off until you've acquired all of the skills that improve your proficiency with the weapon at hand. For bow hunting, that's Expert Archery and Combat
Archery; for long guns, that's Hip Shooter, Aimed Reload, and Long Gun Expert; and for sniper rifles, having at least Steady Aim is a big help. Enhanced
Syringe Patency is another good pick, to let you get the most out of your Deadly Hunter buff.

With many of these bounties, the real trick is finding your target. Hunter's Instinct syringes can help, as they artificially tag your target so they can be seen
through obstructions. They're considerably more effective at night, however, when the highlighted animal stands out in sharper contrast.

Bow Hunt: Komodo Dragons Flamethrower Hunt: Leopards

SRR ey e Pick this up off the North
Krige Crest bulletin
board, then head north.
If Littlegate Bridge is
up, you'll need to take a
detourorramp off itina
jeep from the outpost.

South of the Break Point Docks, four Komodo dragons have attacked an
isolated farm. Komodo dragons are just resilient enough that they'll keep
coming after one arrow, and the tall grass around the farmhouse makes

it difficult to spot them before they spot you. Use Hunter's Instinct to get
the early tag, then Deadly Hunter to try to pick them off before they close
to bite range. If they do fasten onto you, you're better off falling hack
rather than using your knife. It takes three or four knife hits to kil a single A —
Komodo dragon. - e

Bow Hunt: Leopards

: = ’ 7 You need to go north
of Hubert Shore Power
» and fill four leopards
with arrows. It takes
three clean hits from the RS - SRS
bow to bring a leopard This isn't quite as hard as it sounds, as the leopards tend to break and
down under ardinary run the moment the flamethrower kicks on. If one dies in the firestorm
circumstances, which that results from you torching every scrap of vegetation in the area, that
means this is largely also counts towards completion credit. You are really going to want a few
dependent upon getting Fireproof syringes, though, as the leopards are holed up in a nice grassy
in the first hit. location and it's easy to set the entire place on fire.

If you're fucky, the
leopard reacts to the
first arrow by roaring at
you, which is enough of a
window fo fire a second
arrow if you have the
Archery Skill.
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FARC

Flamethrower Hunt: Wild Dogs

Reward: $350 - : ' .

From the Lazy Shore Marina, go northwest to find the flamethrower. You'll
want to bring some Fireproof syringes, too.

The dogs are all initially standing in the junkyard near the Trial of the
Rakyat stone for Overheat. Tag them all with your camera while you can,
then get to making, um, hot dogs. (Sorry.)

A dog that’s on fire tends to leap at you, which means it'll ignite both you
and any nearby plants before falling over. This is why Fireproof comes in
handy. Another alternative is to ignore the flamethrower entirely and treat
this as a knife challenge, since one hit from the Tanto kills a dog.

Machete Hunt: Bears

Reward: $500 .

Head southeast from Bridge Control to find the machete in question inside
a dockhouse, then go south for this year's Wrestlebear match. It takes
about seven clean hits from a Japanese Tanto to kill a bear with melee
attacks. Good luck with that.

Your best bet is probably to come prepared with either Untouchable or
Touch of Death syringes. Otherwise, this is one of the most difficult and
painful side missions in the game.

Pistol Hunt: Bears

Reward: $400 ' ' ' '

The Dry Palm Storage Depot is the starting paint for this quest, which is

 clearly being offered by a madman. You have a .45 against three bears,

who have claimed a nearby mine tunnel as their own and who you will

often find moving in a tight group. Frankly, your best bet for this ong is to

use a Touch of Death.

180

RPG Hunt: Rahid Dogs

Southeast from AM 12, a kennel full of infected dogs all aait RG
justice. It is possible that whoever put this bounty up did so entirely o see
if someone would actually do it.

Only fire the RPG-7 at all if you've spotted a dog at long range, of course.
Otherwise, just stab it with your knife.

There is a lot of gear inside the kennel, including multiple medkits, lots of
rackets, three grenades, and a body armor, so you may want to keep hold
of this one until you need a quick resupply.
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SMG Hunt: Bears
BBl = -

Go to Broken Neck Home and grab the quest off the board, then head east
across the bridge to grab a Skarpion.

This quest can be a nightmare. Even with all relevant skills, it takes about
two full clips at point-blank range from the Skorpion to kill a bear. Even
with a Deadly Hunter syringe activated, it takes just over one clip, which
means it'll have time to rush you while you're reloading.

SMG Hunt: Tigers
(Mg =0 - =

n off the
ses you've got

From the Spine Ridge Site, head northwest and gr:
pile of ammo, then go tiger hunting. About the only zdvar
are range and the ability to climb onto rooftops.

PRIMA Official Game Guide

Shotgun Hunt: Bears
Reward: $225 ‘

SNl HaT Beies
« el il 1

From Amanaki Town, unlocked when you liberate the Amanaki Outpost, go
southwest. Grab the shotgun, then go to the nearby cavern marked on your
map. Use a Deadly Hunter syringe; with it and skills like Hip Shooter, the
M133 can level a bear in one hit.

Shotgun Hunt: Bears ‘
Reward: $250 '

L Y

=i 50

Go to North Krige Crest to get the quest, then head southwest to find the
M133 you need. The bears are west of the M133's drop box, and what
makes this a much bigger complication than the Amanaki Town version is
that the cave is smaller. They might be standing right next to one another
when you show up, and in that case, you'd better kill one with your first
shot.
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i ‘;“ Shotgun Hunt: Rahid Dogs Sniper Rifle Hunt: Deer

_Reward: $175 , - . Reward: $200

The Rakyat are hungry,
S0 go east from the
Valsa Dacks to find an
M-700 rifle and a field
full of deer. The M-700
without mods isn't quite
powerful enough to drop
a deer with one body
shot, so you'll need to
creep up on them and go
 for clean bullets to the
head. The game recom-
mends you use Hunter’s
Instinct syringes to help
with this, which is a
good call. Yellow Sage, a
source of Amber Leaves,
is plentiful in the area.

Be sure to tag a deer with your camera before you take a shot, so you can
keep tracking it in the event that you miss.

Sniper Rifle Hunt: Leopards
Reward: $350 .

¢ North of the Satellite
Communication Hub,
grab an M-700 to take
out some leopards.

i

ost, head west and take the M133 and shells from

the box at the fork in the road. Your target, a pack of rabid dogs, lurks

| atop the nearby bluff, Picking them out of the dense foliage can be tricky,
s0 hring some Hunter's Instinct syringes and keep moving so they can’t
hamstring you from behind.

As noted elsewhere, a
clean headshot drops a
leopard. Not getting a
clean headshot means
~ the situation's about to
~ degenerate into a knife
fight with a giant cat.
That doesn’t go well for
anyane.

From Amanaki Outp
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RARE ANIMALS

These animals only appear as part of the Path of the Hunter. With the exception of the Albino Crocodile, their skins are required to create the fourth and

largest version of your various ammunition pouches.

Bow Hunt: Black Panther

Weirdly, this quest shows up well away from any outpost. It's unlocked
when you liberate Orphan Point, but the poster that advertises the bounty
is on an otherwise unremarkable cabin north of Sunset Cove.

The Black Panther is basically a leopard, and the odds are pretty good
that it'll find you right after you get to the old AA bunker where the bow's
stashed. Like leopards, a big key to this fight is getting in the first hit.

Bow Hunt: Blood Komodo

Go to the Cliffside Overlook, grab the quest, and head northwest along the
road. The Blood Komodo spawns alongside three normal Komodo dragons,
which can complicate things. If the arrows don't kill it, remember you can
still get completion credit if you finish it off with your knife.

PRIMA Official Game Guide

Bow Hunt: Golden Tiger

At the Mosquito Yard, pick up the quest at the hoard, then go northeast to
find the bow it requires. There is no guarantee here that the Golden Tiger
will be the only tiger in the hunting zone, and you are not allowed to cheat
the mission by loading explosive arrows. It will take three or four standard
arrows before the Golden Tiger dies, assuming you have both skills that
modify your archery abilities. Use a Hunter's Instinct syringe to find and
tag it, then inject Deadly Hunter and take your shot.
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Bow Hunt: Maneater

Reward: $400 V

From Kell's Boat Repairs, go out on the dock and grab the bow. This can
be a nerve-wracking quest, since you either need to use yourself as bait
or spend a ot of time in shark-infested waters, Worse, you can’t reuse any
arrows.... or you can, but good luck finding them if you miss.

Take the patrol boat out from Kell's Boat Repairs. The Maneater appears
alongside three normal bull sharks, but is hard to distinguish from them,
You can try using the patrol boat’s turret to take them out of the picture
quickly, but that can be a gamble. However you do it, chase the Maneater
down with your boat, then stand on the boat's deck and fill the Maneater
with arrows until it drops. If you're feeling really courageous and/or dumb,
jump into the water nearby and hope it tries to grapple you. Escaping a
shark's grapple attack means Jason automatically stabs it in the brain,
which qualifies as a kil for the purposes of this quest.

Bow Hunt: White Belly Tapir

Reward: $225

From the Rust Yard, head southwest to the island in the middle of the
river. The White Belly Tapir is a member of a large herd of tapir, but it's
easy to pick out from the rest due to being, well, white. Just the same, it's
very good at staying hidden in the foliage, so patience is required to flush
it ouf.

Don't be surprised if it runs away from you and ends up drowning in the
nearby lake. Ifithat should happen, you'll still get quest credit and be able
to skin'it,

primagames.com
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Machete Hunt: Albino Crocodile
Reward: $450

Starting at Bridge Control, head east to an isolated village, which you
might recognize from one of the Trials of the Rakyat. Look for the white
crocodile, then jump into the water and wrestle it on purpose. Win the
ensuing button-mashing contest and you live; don't, and you die. Just like
normal croc leather this isn't useful for anything but a quick $60 at the
closest vendor.

Shotgun Hunt: One Horn
Reward: $200

Weirdly, Camp Murder doesn’t have a mission that targets people. Turns
out the brochure lied.

Go quite a ways southwest from Camp Murder to find the One Horn buf-
falo. Surprisingly, this is a harder mission than it sounds like it should be,
because there are four other buffalo in the same area as the One Horn and
they're all hostile. The result can be a lot like stepping into rush hour traf-
fic, as several buffalo charge and gore you simultaneously. The One Horn
nimself only attacks with headbutts, but can be a handful considering
you're stuck with an M133.

PRIMA Official Game Guide

Shotgun Hunt: Undying Bear

|

SeEEEEERTORREIE
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From Cradle Gas, go south. The Undying Bear is easy to find, as it makes
its home in a cave within the hunting zone, and there are a bunch of dead
villagers on the ground inside to seal the deal.

Get as close as you can before the bear notices you, then inject a Deadly
Hunter syringe and nail it point blank in the face with your M133. You
should be able to do significant damage that way, so only a couple of
follow-up shots are required to take it down.

Sniper Rifle Hunt: Yellow Neck
Reward: $225

o
Huch Cassowhry wilh &

North of AM 12, grab the M-700 rifle from off the crate next to the truck,
then cross the rope bridge to find and kill the Yellow Neck. It spawns near
a bunch of normal cassowaries, which are just as fragile and aggres-
sive as they always are. They won't hide in the underbrush; they'll come
straight after you for the Kill. It would be frightening if they weren't so
ridiculous.
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WANTED DEAR
Rewart: $ 275

Even after you've chased every other pirate or privateer out of the area, there are still a few crews out there making life difficult for the Rakyat. The Rakyat
are willing to pay you to take care of the problem.

WAL FONMEER o SNRERESE W dmant

b

11 cTine ; washs

As with the Path of the Hunter quest, Wanted: Dead bounty hunts become available on the bulletin boards outside outposts that you've liberated. Accept-
ing a bounty on a given target phases in a group of enemies at the cited location, and in order to complete the mission, you must kill their leader with a
knife. No other method will do. You can use melee attacks, Takedowns, or throw somebody else's knife via a Knife Throw Takedown.

This has the additional complication that many commanders carry shotguns, which means in a practical sense, these are all initially stealth missions.

In the event you manage to get something else to kill a target for you, such as a Rakyat patrol or a randomly encountered animal, it still counts as a
success for the purposes of the mission. This is a big help, because if your target has holed up anywhere near a road, there is a very good chance that a
Rakyat patrol will appear at some point during the mission. It's not guaranteed, but count on about a one-in-four chance of receiving sudden backup.

Once you've managed to stab the enemy commander to death, the mission is over. You can proceed to either run into the bushes or wipe out every other
pirate in the area as you prefer. If you have the chance to loot his corpse or you've purchased the Loot Takedown skill, keep in mind that a mission target
often has a large amount of cash on him, which is often equal to the amount of the bounty itself. This makes the earlier. easier Wanted: Dead quests a
great way to earn money early in the game.

You earn the In Cold Blood Achievement/Trophy for completing a Wanted: Dead quest. There are a total of 25 quests in this series on Rook sland, but you
only need to complete 24 of them to receive credit for 100% completion in your Survival Guide.
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NORTH ISLAND

Amanaki Outpost
Reward: $175

wilmn .

M OUT| 8 TAYE PICTIRG 88 HOLSTER

There are three riflemen, one of whom is almost permanently distracted by
the corpse he's hacking apart, and one commander to deal with. I you go
in quietly through the forest, you can use a Takedown on the seated pirate,
then chain it into a Knife Throw Takedown to eliminate the commander in
seconds for a nice EXP bonus.

Welshore Wrecker's House
Reward: $175

Getting to the farm in question is the first trick, as you have to cut all the
way around the bluffs and come in from the southern approach. Stay in
the bushes and wait for the commander to patrol around the outside edge
of the farm, then go in and take him out. It's likely that you'll need to drop
the seated guard with a silenced weapon.

PRIMA Official Game Guide

Cradle View
Reward: $250

The hideout of te Iatescommande; ié at tye top of a hill to the west,
and he's got a sniper watching the main approach. It's easy to use the tall

grass to either side of the road to sneak past him. The commander is usu-

ally hanging out behind the main building, and unless the whole camp’s
on alert, it's trivial to eliminate him without taking out his crew,

AM 12 .
_Reward: §300

1 WORWAL £ CIORGER

This is a mission where the knife-only restriction can he a pain. Were it
not for that, it would be easy to cap this guy with a silenced rifle and be
done in five seconds, but sadly, such is not the case.

Instead, you can use the same rifle to knock off the sniper on the second
floor, then eliminate the chargers around the house as they dash across
the field. Once the commander is alone, disappear into the bushes until
you can come in from behind or cut through the first floor of the house and
take him out with the knife,
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Tequila Sunrise
Reward: $175

The old bunker where this target is holed up is a hard target for an as-
sault. There are two guards out front and if you're noticed, three chargers
with Molotovs come running out of the front door.

If you'd prefer to go in quietly, climb the hill to the side of the bunker and
look for a gangplank set into the cliff face. It's possible to bypass all of
the guards and go straight to the commander that way.

The Neck’s Diner
Reward: $325

The commander for this mission is also the guy who's watching the roads
from the roof of the target location, so don't snipe him. He's also got a
heavy watching the base of the stairs and another one at his back on the
second floor, the latter of whom is very difficult to tag from outside the
building, so it's easy to run right into him without realizing he's there. This
means a stealth run on this mission is at best difficult before you have
the Heavy Beatdown skill.

Ifyou do, you can sneak around to the south side of the building, distract
or assassinate the heavy there, then go up the stairs and drop the second
heavy with a Takedown right as you enter the room. You'll have to move
fast on this one, before one of the chargers notices the corpse of the first
heavy. "

188

Hubris Farm

Reward: $250 ‘ ‘

Your target on this mission probably knew you were coming. He's hiding
out in a half-sunken bunker on the beach south of Hubris Farm, with four
snipers on the bluff around him and a heavy on guard detail. Thisis a
hard nut to crack.

Pull out your own rifle and get to work, eliminating the distant snipers
one at a time and staying mobile. [t's reasonably easy to pick the com-
mander’s forces apart with guerrilla tactics, and better yet, you're close
enaugh to a well-traveled road that you're likely to get Rakyat backup at
some point. If they kil your target, it still counts as a successful mission.
(Apparently, you respect Rakyat tradition more than the Rakyat do.)

Cradle Gas

Reward: $275
%

It's easier to deal with this campsite if you circle around and hit it from
the north side. If you've learned the Knife Throw Takedown, this is your
first good chance to use it. Sneak up to the charger hy the hut on the west
side of the camp, use a Takedown on him, chain the Takedown to the
seated charger by the fire, then cap it off by throwing his knife into the
commander.

primagames.com




~ SIDE MISSIO

Other Miss

0Id Mines Valsa Docks #2

Reward: $300 Reward: $200

This mission takes you out to the Temple of Stone, on an island across the
water. You can tag or snipe the commander's four riflemen bodyguards
from a good distance away, even from the mainland if you've got a high-
power scope, then climb the hill to deal with him.

Mosquito Yard

Reward: $225

Fp Takedown

The commander for this mission is holed up inside the back room of a
shack while he's got six chargers and a sniper on the road outside. The
sheer drop behind the shack makes it hard to get to the commander
without drawing attention, so your best bet is to eliminate the sniper and
as many chargers from range as possible, then go in hot and stab the
commander to death.

Valsa Docks #1

Reward: $300 = .

Your biggest problem here is getting across the water between this target
and the Valsa Docks without being spotted, but a Deep Dive syringe can
solve that. The second higgest problem is getting through all four riflemen
to the commander. You're also close enough to 2 road that it’s very likely
that the Rakyat will drive by and jump in.

PRIMA Official Game Guide

NOFLONAOULNI

NBIYJINYS

HIAVIAILTRIN

SNOILYI0T A3




‘ Mosquito Yard #2
Reward: $175

Weirdly, the bounty post for this is on the wall of the house from the
previous mission. From there, the target for this bounty is a bit of a

I jog—a little over half a kilometer away from the_poster, on ’{he road to Dr.

| Earnhardt's house. Look for him and his three privateer buddies by the

3 wrecked truck by the side of the road. If you can manage to get into the

area without the Rakyat messing things up, there’s a guy directly behind
your target who's got a knife. A Knife Throw Takedown will finish this in

|

H

i

I

high style.

Orphan Point
leward: $250

I

N Here's another one of those missions where the knife-only restriction
chafes. If you take a boat out of Orphan Point and dock on the east side of

H the peninsula, you can go west on foot and come up on a hill, in a nearly

perfect position to assassinate the commander. The problem is that he's

| very carefully positioned so you cannot attack him with the knife.

That means you get to move around the cabin he’s stationed at, eliminat-
ing or evading his guards, so you can stab him in the neck. The easiest
way to do that is to wait atop the nearby hill until both the patrollers move
back behind the house, then slip around behind and inside. Go through
the house, gank the commander, and then get out of there.

190

Northview Gas
 Reward: $225

The sniper you're after is taking a break when you arrive at his camp. He's
just chilling out and roasting a fish while his guards keep watch. Due to
how they're positioned around him, you can assassinate all his guards
from a distance and he'll never natice as long as you're careful about
where the badies drop.

Nat's Repairs
Reward: $300

You might recognize this target's hideout from one of Buck’s history
lessons in the main game, or as where one of the Letters of the Lost can
be found. It's a bunker on a peninsula bordered by impressively shark-
infested waters, which discourages sneaking up on the target via the
water. On land, it is guarded by a couple of riflemen, a couple of chargers,
and a guy with an RPG standing on the roof of the southwestern building.
Naturally, that last one is your priority target. He's standing too high up
to be eliminated with a Death From Below Takedown, sadly, but you can
knock him off from quite a distance with a scoped rifle.

With him out of the picture, you have a lot more flexibility with which to
eliminate everyone else. The Rakyat are likely to appear during this mis-
sion, and make a handy distraction if and when they do.
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SOUTH ISLAND

Harmanse Gas & Repair

Reward: $375

This target is holed up on the old anti-aircraft bunker north of Turtle Hill,
and he's got a ton of riflemen, a heavy, and two guys with RPGs watching
the northern road. An all-out assault tends to get bloody in a hurry, but he
has next to nobody watching the southem approach. If you wait in cover
by the southern side of the cannon emplacement, the commander patrols
right by you and is easy prey for a Takedown.

a two-for-one
5 to complete

st of the bounties on the South Island
fied, you must eliminate both commande

I w.wn )

he mission
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Break Point Docks #1

Reward: $500 ;

' Un:usdally,nnfe of yourtargéfs for this mission is a heavy flamer. Both

he and his partner have a lot of guards, as well as two guard dogs, and

they're watching each ather's backs across a road at the top of a high hill. |

The heavy makes things a little easier on you by accasionally patrolling to
the far end of the area, ‘Wwhere none of the guards tend to go but thi
still Ilkely to turn into a hairball.
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FARCRY

i l Break Point Docks #2 Maw Docks & Repairs
Reward: $500 ‘ ‘ ‘

!
‘ : i bl ke B o

‘ This won't be easy. These targets’ guards include three heavies, including

. a flamethrower. and several chargers, all of whom surround a farmhouse

“ that contains two separate targets. You can approach it from the north

I without real difficulty, at least compared to the southern road, but getting
in and out without an all-out firefight is close to impossible. This is an-
other target where you'll want to use land mines and sniper fire to whittle

| away at the reinforcements before fading out, then coming at them from

i another angle and finishing the job.

|| Longshore View
“‘

This can be a lot of fun, because the area in which your targets are hiding
out is a lot more elaborate than the other Wanted: Dead missions. They're
holed up inside an old bunker complex from WWII, and you can gain
access to it through an underground lake north of the target zone. If you
zoom your map all the way in, you can just barely see its western entrance
as a black line. (A Relic, Spider #19, is located inside the same cavern.)

If you enter and swim to its southern end, you can access the bunker
through an underground tunnel and no one will see you coming. You'll get
the drop on one of your targets, a heavy flamer, and be able to disable him
without an issue.

The second one's trickier, as he patrols outside near one of the old can-
nons, and there are a couple of chargers and ancther heavy flamer in his
neighborhood.

\ i Ad Hy

' i This is a big sprawling area with a lot of guards, but there’s one vulner-

‘ able point. Circle around to the south, come up behind the seated guard

\ ‘ near the commander, hit him with a Takedown, and throw his knife into
the commander’s head. Then fade away.

At this point, the other commander holes up on the south end of the camp
and lets his men try to flush you out. That's a good opportunity to get the
. drop on him and finish the job.
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“uohorn Kid Farm

Beward: $350 -

1= % the snipers you're sent to kill is standing in the middle of his

«m2. well-guarded but out in the open. The other one is up in the sniper's
=2 on the southern edge of the area. Either way, a surgical assassina-
i sn't really in the cards on this one.

* you sneak around to the north, you can take out one of their sniper
2ackup without much risk of being noticed. From there, a silenced gun
sis you pick off a few of the outliers before you go in to stab your targets.

PRIMA Official Game Guide

 SIDE MISSIONS

Qther WMissions

Lonely Shore Way

<& Takedown &

You'll want to grab a hoat from nearby to get to this target, who is out on
the small islands to the northeast. The patrol boat docked at Lonely Shore
Way has a mounted gun on it, which is tempting until you realize that half
the perimeter guards around your target are carrying RPGs. It's basically a
sniper surrounded by a ring of snipers, which changes things up. You can
counter-snipe them from the water or from the island to the west, but you
can't creep up on them from any other direction than the path up from the
west due to the height of the surrounding bluffs.

East Ridge Camp

The targets and their guards are holed up inside the same bunker as Let-
ter of the Lost #20 (see pg. 264). Aside from one guy on the roof, they're
all watching the water and aren't looking for anyone to come in from

the south, and were it not for Rakyat tradition you could just use one G4
charge and take out most of the camp. Instead, if you drop in via the roof
and kill the RPG guy up there, you can use Death From Above to eliminate
the first commander via a sudden surprise attack, then wipe out the oth-
ers with a standard assault.
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SUPPLY D

make, but their delivery man has been killed. It's up to you to finish the job.

Every time you disable one of Vaas's radio scramblers, you also open up a Supply Drop mission. Somewhere nearby, the Rakyat have an urgent deli

Supply Brop Quest

Wi

very to

The starting point for it is found somewhere near the radio tower, typically at its base or somewhere near one of the ziplines attached to its top, and is
labeled on your map with a 3. The goal is simple: get from paint A to point B as fast as you possibly can. Your route to your goal is indicated by lit flares

scattered across the road, as well as target indicators on your minimap.

S DREP . i
~p Gl le ies o tiis
Reward: 5 175 vahicte o the fare marker befor
250 XP - tme runs nutl

]

The point of a Supply Drop is to deliver the medical supplies inside
yellow backpack, which can be found in or on the vehicle required for the
Supply Drop. You must get that backpack, and thus the vehicle, to the
final stop, although it does not have to be in good condition when you
get it there. As long as the backpack is fine, you can leave the vehicle
in-a smoking heap at the finish line and receive full credit. You cannot,
however, finish a Supply Drop on foot after you've wrecked the vehicle.
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The time limit on Supply Drops is very tight, often clocking in under 90
seconds. You do not have to touch every flare along the path in order to
succeed; in fact, if skipping a flare saves a couple of seconds, you should
do that whenever possible. If you run into trouble on the road, such as
stray buffalo or armed pirates, or if you crash or roll your vehicle, just
restart the mission. You'll lose too much time to have any real chance of
completing it. That also means that you cannot simply power through the
entire run with your foat all the way down on the accelerator, as many of
the Supply Drops are done on trikes or ATVs, and those are just as rollover-
prone in-game as they are in real life.

One helpful trick, particularly early in the game when the pirates control
more territory, is that any random encounters that have spawned in the
general area of a Supply Drop will vanish if you manually restart the
mission. This includes armed opponents along the road, who can inflict
enough damage on your vehicle that it may get totaled before you reach
your goal.

You get 250 EXP and a small sum of money ($175 to $500) for finish-
ing a Supply Drop. To earn the Road Trip Achievement/Trophy, complete
any Supply Drop quest. You must also complete three of them to unlock
the Adrenaline Surge skill for purchase, which vastly speeds up the rate
at which partially depleted health blocks regenerate. If you complete

all eighteen Supply Drops, it counts towards 100% completion in your
Handbook but has no ather benefits.

primagames.com
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RACING CHALLENC

= side, several civilians
throughout the island
are hosting a series of

= racing challenges. These

| are activated by clearing

© out various outposts in

" the same general area,
and take the form of a wager between you and the race director. [f you can
complete a one-way course through the island before time runs out, you win.

You can run a challenge course for free as many times as you want, or put
down $50, $100, or $200 as a wager towards your success. Victory earns
you that much, while defeat means you lose your money.

Unlike Supply Drops, success in a racing challenge is tracked by hitting
markers on the course rather than simply reaching the finish line. As
such, you cannat skip any of the markers and still complete the race.

Everyone on Rook Island tends to-do at least a little hunting or ﬁshing,k k
s0 everyone also tends to carry a knife. It makes sense they'd take up
competitive knife throwing.

You unlock a Knife Throwing minigame in Amanaki Town by clearing the
“Secure the Outpost” story mission (pg. 105), and as you retake the islang
from Vaas and Hoyt, more villagers will show up looking for a game. Knife
throwing is marked on your map with a &.

Wherever you play it,

the game’s the same;
challenge an islander to
some target practice and
put a little cash down on
the outcome. You can run
as many practice rounds
as you like for free, or bet
$50, $100, or $200 with
the guy running the game.

PRIMA Official Game Guide

IDE MISSIONS
- V’OlhEo Missions

Racing challenges are strictly for fun and provide an entertaining diver-
sion from the life-or-death nature of most of the other side missions in Far
Cry 3. Your success, failure, or complete avoidance of these minigames
does not affect your completion rate, does not unlock any bonuses, and
has no associated Achievements or Trophies.

When you push the button to throw your knife, a slider appears and travels
along a gauge. The sooner you throw, the less power Jason puts into it, but
i you wait to release until you're in the red zone, you're likely to miss the
target entirely. You score 5 points for a hit on the outer ring, 10 for a hit
on the white ring, 25 paints if you hit the inner white ring, and a cool 100
points for a bullseye.

. Knife throwing is a good
way to earn some extra
money early in the game.
It takes some practice,

. hut the Al does not get
appreciably more skilled
based upon the value of
the wager. Your knife-
throwing record does
not count towards any sta‘[lstlcs tracked in the Handbook, and you do not
need to play the game at all for 100% completion.
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Sharpshaoting challenges come in three types: sniper rifle, pistol, and
shotgun. In all three cases, you'll be skeet shooting, although Rook Island
being what it is, they find it more cost-effective to use actual ducks. The
targets are released from the sides of the screen and you've got until they
get out of sight to destroy them.
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You can also wager some cash on a friendly
test of your aim. As you liberate more outposts,
civilians can move into the nearhy abandoned
houses and are willing to challenge your shoot-
ing ability. Once unlocked, a shooting challenge
is labeled on your map with a &,

HARPSHODTER TAR
Pistol Challsnge  cho

Depending on the amount of your wager, you must shoot eight, ten, or
twelve ducks out of the sixteen released in order to collect on the bet.
Back out early or miss the par and you lose the money you put up; suc-
ceed, and you win that amount. You can bet $50, $100, or $200 on a
sharpshooting challenge, or try a round out for free,

Sharpshooting isn't tied to any Achievements, Trophies, skills, or other
accomplishments. It's strictly meant for fun and to help hone your skills. If
you can win an expert challenge with the sniper rifle, you're truly a master
of this game.

primagames.com
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The game of choice on Rook Island is Texas Hold ‘Em. Each player is dealt
twa cards, and three are placed on the table face up as the “flop.” Two
more cards are dealt face up as the round continues, and the strength

of your hand is determined by your two cards plus the value of the flop to
make the best poker hand of five cards. This is the favared style of poker
played in most televised tournaments, as well as in most recent video
games. The rank of winning hands, from best to worst, is as follows:

Royal Flush (Ace, King, Queen, Jack, 10, all of the same suit}:
Straight Flush (five numerically consecutive cards of the same suit)
Four of 2 Kind

Full House (a three of a kind and a pair in the same hand)

Flush (five cards of the same suit) !

Straight (five numerically consecutive cards)

Three of a Kind ,

Twa Pair

One Pair

High Card (Ace, King, Queen, Jack, 10 through 2, in that order)

PRINA Official Game Guide

SIDE MISSi.NS
[ther Missions

[f you'd like to take some time off from the
relentless violence of everyday life on Rook
Island, liberating various outposts around the
island also gradually unlocks a few places you
can visit to play some poker. These are labeled
on your map with a 8.

POKER cﬁfamwmw
Bﬂaamgpomms«cm e

You can drop into a game for $150, $200, or $250, or play a few practice
hands for no money down. Your stakes in a single game are limited to
what you've put up plus what you've managed to win, so you can't sit
down toa $150 game and buy the hand with a thousand-dollar bet. As in
real poker, you can always cash out and walk away with whatever you've
got, or you can play the game until you or all of your opponents are out of
chips.

In this minigame, as with the real game of poker, the key is to know when
to bow out of the hand. If you've got nothing after seeing the flop and one
of the CPU players raises the stakes, don't throw more money into the pot
“just to see how things turn out.” The CPU in Far Cry 3 does not tend to
bluff, so betting more money on a bad hand won't turn out well for you.

CARD SHARPENING

Winning $1,500 while playing poker earns you the Poker

Bully Achievement/Trophy. The easiest way to do this is to

liherate the Harmanse Gas & Repair outpost on the South
Island (pg. 213) and speak to a guy in town to start the “Father’s
Burden” side mission (pg. 171).

As part of that mission, you can enter a hlgh-stakgs puker game
in the Crazy Cock where the minimum buy-in is a cool $500. If

you force all three other players out of the game, you'll walk away
$1,300 richer and get the Achievement/Trophy on the spot. You alss
tend to get better cards during “Father’s Burden” than you do in
ordinary poker games.
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Far Cry 3 comes with two games. One is Jason's, featuring the rise and fall of Vaas Montenegro and the liberation of Rook Island. The other features four
strangers from what's known as “The Astrid Incident,” survivors of a double-cross gone wrong.

The S.S. Astrid is a black-market cruise liner, a source of illicit thrills to the well-heeled who are looking for a little more fun than the law allows. Its
‘ captain decides to take the money and run one night, selling his ship and his crew out to Vaas Montenegro and his band of pirates. The captain makes it

off the ship with the safe, containing his money and his crew’s pay. There are only four survivors.

LEONARD

Like his father, Leonard was a police officer on the streets of Philadelphia,
but temptation got the better of him. He wasn't the dirtiest cop out there,
but he had a flexible approach to things like evidence and bribery. It got
results, but he eventually got into more trouble than he could handle.
Leonard lost his job and hadge, and ended up doing a security job ahoard
the Astrid. In the aftermath of Vaas's attack, Leonard is all too willing to
jump into the thick of things, keeping his head clear and his jokes filthy.

TISHA

The Army got Tisha out of a bad home life. She did four tours of duty
overseas as a combat medic, where her ability to stay focused under fire
eamned her respect and admiration from her peers. The exception was her
commanding officer. He tried his luck and she knocked him out. He got her
classified as a section eight, and she was dishonorably discharged. She
found a new job saon enough, as a ship’s doctor aboard the Astrid, but
Tisha's run of bad luck didn't stop there. Now, in her fight to get her money
back, she's chosen to emphasize the “combat” part of “combat medic.”

MIKHAIL

Mikhail never knew his parents. He grew up an orphan on the streets of St.
Petersburg, doing what he had to do to survive, and petty crime was just
how he had to live. By the time he was a teenager, he'd moved up from a
leader of a street gang to a member of the criminal elite. Years later, after
serving as a devoted member of his arganization, he broke ranks with
them when he discovered his lover was pregnant. Now he’s just trying to
earn an honest living for the first time, to give his wife Katya and their
daughter a new life outside of Russia. Naturally, that means he's ended
up fighting an entire island full of pirates.

CALLUM

As you can probably tell from hearing him speak, Callum is from the
poorest parts of Glasgow. His facility with knives comes from a life spent
fighting with them, tearing other kids apart to hold on to what little he
could call his own. He's on the Astrid because he's on the run from both
the police and his rival gangs. To his surprise, Callum’s managed to put
his talents to work as a chef, but when the pirates attack, it's time to go
right back to his old way of life.
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TEAMWORK

MULTIPLAYER

In co-op, the important thing to remember is that you need your teammates, and they need you. If you've been playing a lot of the single-player story

campaign, you may have gotten used to relying on Jason’s speed and resilience, but that doesn't apply in co-op. (Maybe there’s something to all that stuff

about the “tatau.”) In co-op mode, you have much less health, and can be knocked down very quickly if you're unlucky or careless. This reduces you to a
dying state. At that point, you're out of luck until such time as one of your friends can come over and bring you back to your fest.

Many of the tips from the game’s solo campaign apply just as well here. You can opt for stealth, sniping, or a full-on assault, and Takedowns remain a
vicious method of dealing with your targets. Unlike the solo game, however, there is no leveling system in co-op.

BATTLE CRY

One of the ways teamwork is encouraged is the Battle Cry, a move that confers a short-lived buff on you and any of your nearby teammates. Which specific ;

Battle Cry you have and its effects are determined by your current loadout, and they can include health regeneration, speed bonuses, or a hoost to your
outgoing damage. What Battle Cries your group has and their current status are tracked on your party frames.

MULTIPLAYER

You've already seen some of this conflict. On one side, there's the Rakyat, the defenders of an ancient civilization that's seen much better days, fueled by
their nearly religious devotion to Citra. On the other side, there's Vaas's pirates, a who's-who of international scumbags, propelled by cocaine and looking

to wring as much money out of the island as possible.

Far Cry 3s multiplayer modes are about the near-constant conflict between them as they struggle for control over Rook Island. This isn't a pair of well-

funded national militaries dealing out high-tech headshots. This is an all-out war between two guerrilla forces using whatever they can find, however they |

can use it.

TEAMWORK

As in the co-op mode, going it alone in multiplayer is a bad idea, and
that's indicated by gameplay in the same ways. You can use Battle Cries
just as in co-op to provide your teammates with short-lived buffs, and in
the event you get dropped by enemy gunfire, any member of your team can
bring you back up to your feet. If you mash the button displayed onscreen,
it extends the time until you bleed out, giving extra time for friendly play-
ers to reach you and get you back into the fight.

This is your big takeaway point in multiplayer: alone means dead.
Takedowns remain just as lethal in multiplayer as they ever were in the
other modes, which means having someone around to watch your back is
of paramount importance. Always keep checking your six and watching
above you for other players on ziplines or high ledges.

EXP AND LEVELING

You receive 100 EXP for an enemy kill, and 50 XP for a kill inflicted with
the knife. Leveling up increases your access to new and better weapons
and equipment, such as land mines.

PRIMA Official Game Guide

AIRDROPS

As you gather EXP during a given match, you gradually charge up the
ability to call in airdrops. This is a stolen C-130 or helicopter, piloted by
an NPC, and carrying something they stole from somewhere. This may
involve dropping drums of burning oil on a given location, which sets
everyone and everything in the area on fire, or worse—a chemical agent
that the fighters have nicknamed “Psych Gas.”

Under the influence of Psych Gas, you perceive all fighters on the battle-
field as “ink demons,” similar to those found in “New Rite of Passage”
(see pg. 141), and have much less ability to tell friend from foe. You can
use Psych Gas to trick the enemy team into either hesitating at a crucial
moment or tearing itself apart, but you are not immune to the effects of
Psych Gas just because you're the one who called in the drop. Be careful.

You can call in an airdrop on a given location via a GPS tracker. You're
vulnerable while you make the call, so be sure you're behind cover and
ideally have someone watching your back while you do it.

FLASH DRIVES

As a reward for a successful match, you may receive a Flash Drive, which

contains encrypted information. You can try to decrypt it, which leads you

to discover new signature weapons.

As in the solo campaign, the weapons you can discover through Flash
Drives are souped-up versions of the existing weaponry. They include
some of the most powerful weapons in the game, so decryption is always
going to be worth your time. In the event you receive a weapon you don't

_particularly care for, you can kesp it around to give to a frie}ld]
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Multiplayer includes four team-based game modes: Domination, Firestorm, Transmission, and Team Deathmatch,

Choose Quick Match to jump right into the action or set up a Custom Match to fine-tune the game the way you want. You can even create your own map in
the Map Editor or play other user-made maps by browsing the Map Editor Archive or trying out the Map Editor Playlists.

DOMINATION

Dominate the other team by capturing and holding the Command Points.
The team that holds the Command Points for the longest cumulative time
wins.

There are three Command Points, each with its own unique name. Each
Command Point is marked with a flare. Stay close to the flare to capture
the point. If there's an enemy inside the capture area, you can't capture
the point. Clear the area of enemies to continue capturing.

The bar at the top of the screen shows the status of the fight. Your team is
always blue, The blue circles represent the Command Points that are cur-
rently under your control. The red ones represent the points that are under
the enemy’'s control. The more blue, the better.

TEAM DEATHMATCH

[t'is possible you know what this is already. In Team Deathmatch, the
side with the highest kills when time runs out wins the round. There's ane
caveat. Each time you revive a teammate, a point is subtracted from the
enemy team. Stick together and keep reviving.
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TRANSMISSION

Vaas and Citra want their voices heard, and they're sending their soldiers
onto the field to make sure it's done.

Several transmitters are scattered across the map. Your team needs to
take the transmitters and hold them the longest to win. Your minimap will
highlight the transmitters that are active. Capture an active transmitter
by remaining in its capture area. The transmitter can't be captured if the
area is contested.

Once you control the transmitter, you start scoring points. After @ while
the transmitter will heat up, broadcasting louder and doubling the points
given.

If you lose the transmitter to an enemy, don't worry. The transmitter can
be captured again and again until it overheats and goes dark.

PRIMA Official Game Guide

 MULTIPLAYER

FIRESTORM

Each team has two supply depots. Your job is to trigger a firestorm and
destroy your enemy’s supplies while protecting your own. In other words,
both teams play offense and defense at the same time.

Firestorm is a two-stage process. In the first stage, your team needs to
ignite the enemy’s supplies. Interact with an enemy supply depot to set it
on fire. Once you've ignited the first depot, you have a short time to ignite
the second depot before the first burns out.

When a team manages to ignite hoth of its enemy's supply depots
simultaneously, a firestorm is triggered and the second stage begins. A
radio will activate in the middle of the map, and it’s an all-out brawl to
see which team can capture it first. As in Domination, you need toremain
in the capture area to get the radio. You can't capture the radio if the area
is contested. If the team that triggered the firestorm captures the radio, a
plane will dump gasoline onto the area, igniting the rest of the map and
ending the game,

If the team that didn't trigger the firestorm capturesthé radio, a plane
will dump water onto the area, quenching the flames and resetting the
match to the first stage.

In summary, ignite the enemy supply depots simultaneously and then
capture the radio to win the game.

201

NOILINGONIN)

NIIVdINYS

SNOISSIN 3018

SNBILYI0T AZH

~ SETEILI3T100

SIHJOUL B SINIWAAIIHOY

 HIAYIAILTION







=
m
-
=
o
e
=
=
=
7]




O¥TPOSTS

There are thirty-four fortified locations throughout Rook Island, where Vaas and Hoyt garrison their troops and equipment. Each one of these outposts
represents a link in their supply chain, and taking them out is tactically useful for bath you and the Rakyat.

Each liberated outpost provides you with a new fast-travel point on your map. The back room of each outpost contains a self-service weapons vendor, al-
lowing you to reequip yourself and sell off your loat, and may also have spare medkits, ammo, or loot chests. You can only find Memory Cards (see pg. 265)
by liberating outposts.

“Liberating” is, in this case, a gentle euphemism for “killing everyone inside.” An outpost is considered liberated when every guard within it is dead,
whether you're the one who did it or not.

Most of the outposts are rigged up with at least one alarm, which is marked on your map with a <& icon. and appears s
itin game. You can shoot the red control panel at the base of the alarm to disable that particular panel, and if you do
the soldiers won't tend to notice you've done it unless they're standing close by. There may be more than one alarm panel in
get to one of the panels, you can disable it by hand, which permanently shuts down the whole outpost's alarm system.

e with a silenced weapon,
se, however. If you can

s, it summons reinforce-
1rby patrols along with
= more rzinforcements show up

If you're spotted by one of the outpost's guards, their first reaction is often going to be to go set off the alarm. I the
ments from elsewhere on the island, which will arrive at the base via nearby roads in thirty seconds. They will often &
them. Atypical group of reinforcements is three or four armed riflemen in a jeep, but the further you get into the game
and the better armed they are.
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Each outpost you I|berate is worth at Ieast 500 EXP. i you dn S0 W|thout
setting off an alarm, whether it's because you sabotaged the alarm oryou
killed everyone before they could reach it, you receive a banus of 50 EXP. If
you manage to eliminate every soldier in the outpost without any of them
realizing you're there, you receive 1,500 EXP.

PRIMA Official Game Guide
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| These bonuses are

calculated based

upon whether or not

the soldiers at a given

| outpost see you. If they

| notice a couple of bodies

or something other than

you clears the outpost,
i ' = such as an unexpected

wild ammal attack, you can still receive the I¢ 500 EXP for remaining .

undetected. That bonus is only blown if one of the guards at'some point |

lays his eyes on you. =
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Finally, the big reason to attack and capture an outpost is that it dramatl-
cally reduces the number of pirates or privateers that appear throughout
the nearby area. As noted in the walkthrough, before you capture an
outpost, the roads on Rook Island are so heavily patrolled by Yaas's men
that they're nearly unusable. You can’t go more than maybe two hundred
meters without running into a jeep full of plrates with kill-on- S|ght orders,
which makes simply getting around the island a dangerous pmposn’uon
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A working outpost on an illuminated section of your map has a red ring
around it. This represents the outpost’s patrol range, and if you go within
that zone, you are guaranteed to encounter enemy forces. This means
using the roads is difficult without ending up in a car chase or run-

ning into a blockade, and any sound you make, such as hunting with

Camp Mordes

Capturing an outpost repaints that area of the map in forest green. This
indicates the Rakyat have control, and they take over the patrols in the area.
Civilians move back into the zone, optional side missions or challenges may
become available, and if you run into trouble, there's a good chance there
will be a few armed Rakyat in the area who can lend you a hand.

an unsuppressed rifle or using explosives, will bring a group of enemy
troops running to investigate. A good example of this is in the early story
mission, “The Medusa's Call"; if you capture the Welshore Wrecker's House
beforehand, the approach to the Medusa is quiet right up until you're in
the mission zone. If you did not capture the outpost, you will have to fight
for every step you take north of Amanaki Village.

This section is an attempt to discuss each outpost's layout and personnel
ina way that will help you clear the place out, with a few suggestions

for tactics. You have an enormous amount of freedom in how you choose
to deal with every outpost, and none of the strategies detailed below
should be considered the One True Way to handle the situation. You do get
significant EXP bonuses for clearing an outpost with stealth tactics, but
the extra guards that show up in a reinforcement wave can easily make
up the difference.

That said, far Cry 3's dynamic encounters do tend to complicate things
like this in both good ways and bad. It's not unheard of for animals to
wander into the area, random Rakyat patrols to lay siege to an outpost,
or a jeep full of pirates or mercenaries drive through the base while out
on patrol. This may be good for you, such as when a full pack of Komodo
dragons depopulates the base while you're still running recon, or bad,
such as when a bunch of soldiers creep up on you from hehind while
you're tagging the enemies in the outpost. In short, these strategies tend
to work, but there will always be unforeseen complications.

~ OUR ANIMAL FRIENDS

Several outposts contain animals in cages, presumably captured so they can
be sold off. Most of the time, these animals are extremely annoyed and will
go straight after their captors if they're freed. You also have the option of
killing them while they're in their cages with a couple of C4 charges, which
can be a relatively easy way to get skins from some of the more dangerous
animals.

If you free an ammal it's often a painless way to depopulate the outpost
without any danger to you. A hear or tiger is capable of (but not guaranteed
to) single-handedly taking down every enemy in any outpost on the North
Island, and even a couple of dingoes or a leopard will bring down orie or two
pirates before they're taken out. As a result, many of the strategies in this
chapter default,,to “let out the animal,” or if you prefer, “the Bear Offensive.”

Conversely, however, if the animal in question is still alive and free when
yﬂur Rakyat posse shows up ’fo take cnntrol of the base it's happy to attack them too. They may consider this a betrayal, in which case they'll go afteryou
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It an alarm is raised at a North Island outpost,
reinforcements arrive in thirty seconds. This
typically takes the form of a jeep with four
standard soldiers inside, and may be followed
by anather jeep'if the alarm persists. If the
base is on or near the water, a gunboat may
show up instead, complete with a mounted x
gun. Should this be the case, the drivers of the
gunboat are content to stay on the water and
fire at you until such time as you retreat far
enough inland to make that impossible.
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VALSA DOCKS

There are two normal troops and twa chargers with shotguns inside the
Valsa Docks. They've captured a cassowary, and you can shoot its cage
tofree it, but it's at best a momentary distraction. Aside from that, four
ordinary soldiers don't pose a major threat even early in the game.

Given how close this outpost is to Amanaki Village, it's likely to be one of
the first bases you attempt to liberate. Getting there early in the game can
be half the trick, as the pirates control most of the island and the area
north of Amanaki is infested with them. This can seriously complicate
things if you gofor an all-out assault, as it's likely that the sound of
gunfire will draw in pirates from the roads outside.

 There's a hole in the fence near the alarm post, which makes it easy to
sneak in and disable the switch. From there, there's only one charger on
ground level who's actually on patrol, and it’s easy to lure him in with a
thrown rock, With him dead, the sniper’s husy watching the water and
the other two guards are both busy with salvage operations. You can take
all three down without having to use any special tactics to speak of and
collect an easy 1,500 EXP.
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ORPHAN POINT

As one of the few outposts on an island, Orphan Point represents an inter-
esting tactical challenge. The outpost itself is lightly guarded, containing
one sniper, three normal soldiers, and a charger, but the sniper is covering
the northern approach, the others are watching the water, and the area
itself is likely to have at least one patrol boat full of pirates.

The weak link is actually the sniper, who has a weird patrol route. Tag him
from a distance, wait for him to turn away, then approach from the north
side of the island and take him out. With him out of the picture, it's easy
to pick off the others from the rooftop.

PRIMA Official Game Guide
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MOSQUITO YARD

- This'is likely to turn into an assault regardless of what you'd prefer.

Mosquito Yard is lightly guarded, with only a couple of chargers anda
sniper on patrol, but the area around it tends to be lousy with pirates.
You shouldn't be surprised if you aren’t able to reach the outpost W|th0
bringing the party with you.

In the event that you're able to get to the outpost without a hassle, .
Mosquito Yard is one of the first outposts that you're able to deal with by
means of releasing one of our four-legged friends. They've got a caged
tiger on the premises, and depopulating the base is as easy as snmply
letting that tiger out to play.
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FARCRY

NORTHVIEW GAS

There are a lot of hoars and tigers in the hills surrounding Northview Gas,

which makes getting there half the fun. If you're ever going to trick a tiger
into wi ping out:a base for you, it's likely going to be here.

The base itself | |s peopled by two chargers and four standard soldiers,

and a front ,assaultfrorn the road is tricky owing to the presence of a
mounted gun. The g d news is that there’s a hole in the back fence that's
ust blg enough to sI| p through whsch glves you a good opportunity to

CLIFFSIDE OVERLOOK

Earlier in this guide, we briefly touched upon the “free the bear” strategy.
Now is the time when you can see it in action. The Cliffside Overlook is
sort of a soft target to begin with, because while it has got six pirates on
guard and a mounted gun covering its front gate, there are two separate
holes in its perimeter fence that you can use to quietly infiltrate it, It's
easy to just come in from the back and start slitting throats. It's tactically
sound and is nowhere near as entertaining as the Bear Offensive.

“The bear's cage is inside the large concrete garage near the back of the

outpost. You can get a clear shot at the cage door from the gap in the
back wall. Bring a silenced handgun, break the lock, and watch the fun.
The pirates may win this fight, but the bear should take down enough of
them hefore it dies that you'll be able to cleanly mop up the survivors,
then collect a free bear skin. It's a win-win!

primagames.com



 KEY LCATIONS
— Outposts

HUBRIS FARM HUBERT SHORE POWER
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If you approach the Hubris Farm from the south, you can see it from a long There are only six guys on duty, four of whom are chargers, and the heavy g
way off. Two snipers are on constant watch from either side of the main hoar population in the area makes it difficult to sneak in at ground level | &
building, sweeping the jungle in front of them with laser sights. They without being seen. (The boars squealing can give you away.) There'sa 5
both go on patrol occasionally, but if you stay in the foliage to the north zipline anchored in the hills above this outpost that lets you get onto the
of the camp and wait it out, you can assassinate them both without too roof of the shuttered garage with minimal chance that you'll be spotted.
mugh trouble. At that point, it's just a question of luring the chargers and From-here, you can scope the place out and get up to shenanigans.
soldiers on the ground out and efiminating them one at a time. The captive leopard in this outpost can deal with a couple of the thugs
foryou, but it doesn’t have the stamina to stand up to the entire base | B
atonce, It makes a handy distraction for you to get to the alarm panel, =
though, or to set up a couple of the chargers for a Dual Death From Above | §
Takedown. - : | = ‘
|0 '
o
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=
=
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FARCRY

CRADLE GAS

Between the mounted gun on the roof of the gas station and the seven
pirates on patrol at any given time, this can be a difficult outpost to liber-
ate. I you take out the sniperon the roof before he can get to the mounted
gun, that evens the odds somewhat. There are multiple yellow explosive
harrels on the grounds of the outpost, which can be used to deal with the
ground forces relatively painlessly. You can also go into the base through
a hole in its southern fence to easily reach the alarm panel.

212

With some exploration, it's possible to find your way inta the 0ld Mines via
the mining tunnel in its back wall. It involves climbing the gangplanks in
the underground lake southeast from the outpost. This is also the only real
way to infiltrate the place without being seen, as the Old Mines are built
right up against a rocky overhang and there are a couple of snipers and
dogs on patral. It's actually one of the most tactically sensible outposts on
the North Island.

They've got an unhappy leopard in a cage, but as with the Hubert Shore
Power outpost, the leopard won't last long if all the pirates go after it
at once. You can also assassinate the sniper stationed in the hut on the
north side of the outpost near the road. Nobody should notice his body
for a while, you can mine the path leading up to'his hut, and it's a good
vantage point from which to kill the other guards with a sniper rifle.
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CRADLE VIEW RUST YARD
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There are a couple of caged dingoes against the back wall of the Cradle This can be a tough one. The Rust Yard is a wide-open area with six =
View outpost, and due to the relative lack of firepower among the guards, pirates and chargers on patrol, as well as their faithful guard dog. If Vaas =
the dingoes might take a couple of people out before they go. This is one still controls the other outposts in the region, it's common for patrol jeeps =~ | Y
of the easier outposts to clear, as it's all soldiers and normal chargers. full of pirates to drive through the base at random intervals. It's easy to

" One option you have is to deliberately lure the outpost's guards into chas-
ing you onto the hillside north of the outpost. The entire thing Is covered ; ; , =
in dry grass, which means it’s possible to trick the chargers into burning On the other hand, the Rust Yard is in tiger territory. Careful strategizing | I
themselves to death the moment they toss a Molotov at you. may be made mstantly redundant because the entire base has ]US'[ gotten

its hairstyle caved in by a passmg tlger

[ure the guards outside one at a time wnth thrown rocks, assuming noth-
ing else interferes. ,
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Three normal soldiers are on guard at AM 12, along with seven guard
dogs. This complicates things, but also means you can sneak in through
the back, climb onto the roof of one of the buildings, toss a couple of
rocks to lure them into position, and blow up the majority of the hostiles

~here with one C4 charge.

o

CAMP MURDER

As you can tell from the

. map, Camp Murder—

¢ voted least popular
summer destination for
yaung adults for eighteen
years running—sits
right in the middle of a

. tight cluster of pirate

. * outposts, and right on
top of an |ntersect:0n between well traveled roads This means that at any
point, a few pirates might joyride through the area and force you to recon-
sider your previous plan. On the other hand, if you liberate every outpost in
the area besides Camp Murder, there's a real chance that you'll show up
here right in time to see some Rakyat attack the place.

That probably won't go well for them, because the garrison at Camp
Murder is three drunken chargers with Malotovs, two shotgunners, and
one sniper with an RPG-7. Anyone attempting an all-out assault is going
tofinish plowing through the chargers right in time for an incoming rocket
to blow him into jambalaya.

The sniper goes on regular patrols, but spends most of his time on the
roof of the safe house. It's easy to sneak info the camp via the back road
and climb up there with him for a quick Takedawn. Try to leave his body
on the roof toensure it won't be discoverad early. then work your way
through the chargers. Two of them aren’t ed fo leave the campfire
out front, so you really just have to eliminate the two drunk guys near the
safe house before you've got the run of the place. This is a really good
opportunity to use thrown C4 charges as a “distraction.”
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TEQUILA SUNRISE

About the only good news to be had in Tequila Sunrise is that it has the
least defended alarm panel of any outpost in the game. It's on the narth
side of the outpost, right by the side of the road, and getting to it without
attracting a guard’s attention is absolutely trivial.

[t's all downhill from there. There are two heavy machine gunners in Tequi-
la Sunrise, as well as a charger and two normal soldiers. Getting through
the outpost without the Heavy Takedown skill is a difficult propasition.

If you don't want to wait until that late stage of the game, your best bet
is to set an ambush. Lay a lot of mines and C4 charges right outside the
outpost, then fire a couple of rounds in the air and wait for the heavies
to storm your way. Alternatively, just bring an RPG with you. You'll lose
the chance at the 1,500 EXP bonus, but on the other hand, there will be a
series of large explosions. It's worth it.
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NAT'S REPAIRS

ThlS is a difficult outpost to assault directly. It's right on the road, which
means patrols pass through it reasonably often and it has four snipers
covering it from bath sides. On the other hand, it's in a valley, which
makes it an excellent sniper's alley if your tastes run that way.

On the other other hand, there’s a caged bear inside the camp, which
means the Bear Offensive is officially go. Because most of the snipers will
sling their rifles and pull out their Skorpmns when the bear comes to play,

itis entlrely likely that the bear can wrpe this base out all by |tself Your-

Rakyat buddies.
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KELL'S BOAT REPAIRS

It's tempting to try to infiltrate Kell's Boat Repairs via the water, hut it's
built on an inlet that features the single largest population of bull sharks
of any place in the game. It's very unlikely that you can reach the dock
without getting attacked at least once.

There's a caged dingo on the dock, but it's barely worth freeing. Instead,
you can very easily take advantage of the outpost's layout—lots of ground
clutter, three separate entrances, lots of guys on the ground—to pick off
the patrol one at a time, using thrown rocks to draw them outside. The guy
on the roof of the safe house has an RPG, so you definitely want to take
him out first with a silenced rifle, if possible. There’s one guy who spends
almost all his time directly in front of the dingo’s cage, and it's easy to
miss him while you're tagging the others, so be careful.

216

THE NECK'S DINER

Even if this is the [ast remaining outpost in its area, The Neck's Diner is

a tricky outpost to take down because of the two heavy gunners watching
either entrance. The real problem it presents is that it, like a couple of
other outposts. is on a major road, including a trail that moves in from the
south. It's easy to get caught by surprise by a random patrol while you're
trying to scope out the outpost from the southern hilltop. If that hap-
pens, or if the alarm goes off, you're going to end up with two waves of
reinforcements from the east, then the west, and they'll bring any nearby
pa‘mls in with them.

you're a sniper by inclination, there's a ladder on the back of the main
uil Jﬂafhat lets you get to the roof. You can drop the charger that's on
uard duty across the road, then use thrown rocks to bring the guards in
glow you for elimination via a Death-From Above Takedown. The single
2asiest way to liberate this outpost without an alarm is to deal with the
four normal guards on the camp interior, then handle each heavy indi-
vidually with either a Heavy Beatdown or a melee attack from behind.

3
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BROKEN NECK HOME

This outpost is remote enough that reaching it requires a hefty amount
of overland travel, dodging patrols all the while. When you reach it, you'll
discover a fortified location where two heavy gunners, a sniper, a guy
with an RPG, and a couple of guard dogs are all watching the front gate
like hawks. A frontal assault is inadvisable, and while getting into the
area without being seen isn’t difficult, you're lucky to get a couple of
Takedowns off before the dogs pick up your scent. You'll definitely want to
snipe the guy with the RPG.

The easy-mode method to liberate the outpost is, of course, to free the
caged tiger. It's easy to come at the outpost from the sauth and take a
shot at the tiger's cage door without being seen, and from there, the tiger
can usually take out most, if nat all, of the pirates before it's brought
down.
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Hoyt controls the South Island, and since his mercs are better trained and
equipped, they also enjoy a generally higher standard of reinforcements. On
the outposts that are towards the edges of the island, you can expect the
backup to take the form of one or two full jeeps, which may contain a couple
of snipers or even a couple of heavies.

The closer an outpost is to the Compound, the more heavily defended it is. At
this point, reinforcements may show up in gunboats or even rappel in from
one or two assault helicopters. Once a helicopter has dropped off its ground
troops, it hovers ahove the outpost and provides supporting fire. Fortunately,
thisisn't as big of a deal as it sounds like, because helicopters can be taken
down with a few bursts from an assault rifle.

Many of the South Island outposts feature a break room located on the floor
ahove the safe house, which is often a popular place for a couple of the
guards to hang out. This room usually contains a few items, such as medkits
or C4, and one of the large ammo crates. That ammo crate will explode like a
fireworks display if it catches a round, which can be a hilarious yet effective
way to deal with any guards in the room.
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STUBBORN KID FARM

The presence of three heavies makes this a difficult outpost to capture.
There's a tall guard tower across the road from the outpost that is unoc-
cupied when you arrive. It makes an excellent vantage point from which to
thin the guards’ numbers with a rifle. It's a long shot, but you also have a
clear line of sight on both alarm consoles. If you're patient, you can tzke
them both out before you score your first kill. A scattering of land mines
and C4 across the road will take out the heavies.

Another advantage you've got is that the Stubborn Kid Farm is in bear
country. You can anger one on purpose and lead it near the outpost, or

if one’s minding its own business nearby, use a few thrown racks to lure
the outpost's guards over to it. Even a bear can't withstand thres heavies
for long, but it makes an excellent distraction and will take at least two
guards down with it.
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Since this outpost is next door to Thurston Town, it makes a good first
target for your revolutionary ambitions on the South Island. It has a heavy
watching either main entrance and a sniper in a high tower over the road,
but is otherwise lightly staffed. The alarm panel is right near the front -

gate, which means if you can use an animal or a C4 charge as a distrac-

tion, it's very easy to disable the alarm while everyone is looking the other
way. If you can also use that opportunity to dispose of at least one of the
heavies, that means you're in good shape to take out the rest.
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It's hard nat to feel sorry for these guys. They've got a fence up that has
pretty good coverage of their entire location, they're on top of a hill for
maximum ability to spot an incoming assault, they've got a guard dog,
and they've even got a mounted gun on the front gate that's always
manned. They're really working hard to make sure this outpost doesn't
fall, and none of it matters because they have a caged bear on the
premises and it's right next to a gap in their fence. Shoat the lock off its
cage with a silenced weapon and the bear can take care of business all
by itself. :
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LAZY SHORE MARINA

The heavy gunner on the Lazy Shore Marina’s dock never gets close enough
to the water for a Takedown, which is a bit of a disappointment, and the
high-traffic bridge on the east side makes it difficult to enter the outpost
covertly from that direction. The big X-factor when capturing this outpost
is whether you'll be able to do it before a patrol comes by and spots you.

If you come in from the west, however, you can sneak up the stairs to the
guards’ break room, throw a rock inta the far corer, and use a Chain or
Knife Throw Takedown to eliminate anyong inside. At least two guards are
always in this room if the outpost isn't on alert, and a third patrols inside
it. That makes them easy prey for a Chain Takedown, and one of the heav-
ies patrols by underneath the balcony, which is a good chance to drop him
with a Death From Above Takedown. (Note that you do still need the Heavy
Beatdown skill before Death From Above will work on a heavy,)
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EAST RIDGE CAMP

The road leading up to the East Ridge Camp is covered by two snipers in
high towers facing either direction, which makes it difficult to approach.
There's a small trail leading into the back way, which makes it easy to get
to one of the alarm panels and shut it down. If need be, you can free the
two dingoes in the cage as a distraction, snipe both snipers, and disable
the alarm before the dingoes get mowed down. Another option is to wait
outside the meeting room, as three separate guards often come in to talk
amongst themselves, and that makes them perfect targets for a Chain
Takedown.
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[t's tempting to sneak up on the Spine Ridge Site using the small nature
trail toits east, which lets you get the drop on the sniper who's keeping
watch from above it. Unfortunately, half the camp is looking right at the
guy and the other half are standing on the balcony above the safe room
with RPGs. e L T
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The hilarious option is to shank the éini‘per,, ‘then”,immed‘iatel‘y firean RPG

into the lounge above the safe room, which will kill two to four guards at
once and detonates their ammo stash, resulting in a huge wall of fire and
a crackling, continuous explosion. That'll also leave two riflemen and an
RPG sniper alive and at ground level for the clean-up.
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FARCRY

NORTH KRIGE CREST

It you approach the North Kriga Crest using the small trail that leads

into it from the north, you'll come out atop the gangplank that overlooks
the site. This will putyou directly behind one of the snipers on the upper
level, which is a big help, as the theme of this outpostis that it is set in a
world where RPGs come free in specially marked hoxes of cereal. Starting
a shootout while liberating this outpost means your position will be bom-
barded by multiple incoming rockets, and hilarity frequently ensues.

If you'd rather go in quietly, the southern approach lets you slip into the
guards’ break room from a hilltop to the west, where you can snipe two
of the RPG guys and gank the third. It also puts you into position to use a
Death From Above Takedown to eliminate at least one of the heavies.

-2

MAW DOCKS & REPAIRS

Triggering an alarm at the Maw Docks & Repairs causes an armed
response that's roughly equal to the Normandy invasion. Expect multiple
gunboats topped off with an attack helicopter. It's almost worth saving
this until last and deliberately triggering an alarm just so it feels like an
adequate finale.

Fortunately, the initial defense team is relatively weak, although it's
sniper-heavy, and they're all watching the east approach. You can come:
infrom the west side, off the river, and pick them off with stealth tactics
from behind.

primagames.com

Ll I S

O N G e—




LONELY SHORE WAY

Like several other outposts, the big complication in Lonely Shore Way is
that it's on @ major interchange. A jeep full of Hoyt's privateers regularly
comes through the area, which means their reinforcements have rein-
forcements and you'll need to be very careful while running recon.

[t's built in a valley with high walls, which is ideal for scoping the place
out. You'll need to get much closer before you can count on doing any
damage with a sniper rifle, and two of the guards spend most of their
time indoors, which can make them hard to spot.

If all else fails, they do have a caged tiger on the premises. Sneak in
through the back, shoot the lock off its cage, then use Takedowns and
your rifle to eliminate the guards while they're focused on the tig
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LONGSHORE VIEW

The big thing to know about Longshore View is that disabling the alarms
is priority number one. This is already a well-defended outpost, with two
snipers and two heavy flamers among its personnel, but if they call for
reinforcements a small army shows up. The first wave comes in the form
of two jeeps from the west, which will include two snipers, and the second
rocks up with two heavy flamers in the hack of the car. It's better to not
have to deal with that at all.

Fortunately, you have one big advantage here, and that's the big darkened
warehouse on the east side of the outpost. It's easy to lure a few guards
in here for a quick stah to the neck, then use the opening created in their
patrol routine to disable the alarm panel. From there, you can either go
out guns blazing or use the ladder on the back of the warehouse to reach
its roof for some sniper kills.
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Given the proximity of this outpost to the Compound, taking it by stealth is
unlikely due to the frequent patrols in the area. It's easy to disable both of
its-alarm panels from a couple hundred meters out with a silenced rifle if
you approach from the east, but two men are permanently stationed near
the foremost panel and will go on alert when the panel explodes. If there
‘was ever an outpost where your best bet was to drive a vehicle up to it
~and mow everyone down with a mounted gun, this would be that outpost.

24

DRY PALM STORAGE DEPOT

This would be a fun place for a gunfight if not for the enthusiasm with
which Hoyt's men reinforce this outpost. The first wave is close air sup-
port and it just gets sillier from there.

To take the place with a bit less fuss, come in from the hills to the north-
east and get onto the rooftops surrounding the old mine tunnel. You can
decoy the guard near the topmost alarm panel with a thrown rock, hit him
with a Death From Above Takedown, and disable the alarm. If you can deal
with the nearby heavy and sniper at the same time or shortly thereafter,
all the better, and that deals with all of the major complications this
outpost has to offer.
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BREAK POINT DOCKS

Let this be a lesson to all you would-be militia leaders out there: do not
keep tigers in your fortified enclosures. The two heavies and the sniper
covering their flanks would make the Break Point Docks a hard target,
but they just had to capture the kitty. That's going to cost them. Two of
them even spend most of their time standing in front of the tiger's cage
as if even theycan't believe they're doing this. If you back the cat up
with a rifle from long range, it's more than capable of handling the entire
garrison.

PRIMA Official Game Guide

BRIDGE CONTROL

The snipers among you should enjoy liberating this outpost. There's a big

hill south of it that gives a clear field of vision on most of the guards’
patrol routes, so it's entirely possible to clear the entire group by bemg

patient and eliminating them one by one.

If you've cleared out the rest of the outpost and you can’t figure out whyﬂ'itw
hasn't been liberated yet, there's a sniper stationed inside a guard booth
on the other side of the road He’s far enough away that he’s easy to miss
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There are eighteen radio towers scattered across Rook Island. Vaas's men
have rigged these with scramblers, which mes hie Rakyat's supply
lines and interfere with your tablet's abili own satellite images.

y
ore the island’s contact

with the outside world.
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Each scrambleryou deactivate allows the island’s merchants to get new #1: QUTSIDE AMANAKI VILLAGE

inventary in stock, and in gratitude, they'll waive the costs on many of
their weapans. The rate at which they unlock their inventory is determined
by the number of scramblers you've destroyed:

1Scrambler Free 6P9 STG 90 —
2 Scramblers: Free AK-47, Skorpmn Repaerool
4Scramblers Free PKM, 1887 j

5 Scramiblers: Free Hamethrower A2000, M133
6 Scramblers: Free RPG-7

7 Scramblers Free U100, Flare Gun
8 Scramblers: Free F1, 6l-94
9 Scramblers: Free MP5

10 Seramblers: Free MS16
11 Scramblers: Free 44 Magnum
12 Scramblers: Free D50, Vector .45 ACP —
13 Scramblers: Free SPAS-12, ACE.
14 Scramblers: Free MKG. BZ19
15 Scramblers: Free PA16, 793 - -
16 Scramblers: No additional benefit
17 Scramblers.;_No addi‘tiona‘l be‘neﬁt

| You must deactivate
this tower as part of
the mandatory “Down

- in Amanaki Town” story
mission.

e © © © & © © © © © © © o © © ©o & o

#2: WEST OF HERON'S POINT

When you get to a new part of the island, your map is effectively useless
until such time as you find and deactivate the nearest scrambler. Doing 50
clears the “fog of war” from the area surrounding the radio tower, which
allows you to track herbs, items, and loot on your map, as well as use your
tablet to see the island's roads, caverns, and settlements. Each disabled
scrambler also activates at least one Supply Drop mission (see pg. 194), the
starting point for which is usually located somewhere very close to the tower,

Finding and deactivating all eighteen radio scramblers on Rook Island
lets you purchase the Bushman signature weapon, a highly madified as-
sault rifle that's easily one of the best guns in the game.

As a final useful feature, deactivating a scrambler also briefly points out
areas of interest in the countryside surrounding the radio tower, such as
ruins, crash sites, or nearby settlements. These areas can be counted on
to have plenty of loot or a collectible item. )
You're likely to run
across this tower while
you're on your way to Dr.
Eamhardt’s house. Use
the vines on the face of
| the bluff to reach it, then
go up the fallen walkway
* toclimb the two ladders.
After that, just follow the
walkway around in either direction to a thlrd ladder, which leads to the
base of the ladder that leads to the top of the tower,

Climbing each radio tower is an exercise in pure platforming skill. Like
most places throughout the island, the radio towers have fallen into
disrepair over the years, and you'll need to be inventive in order to scale
them. You'll also need to be careful, as even a short fall off of a tower can
inflict significant damage, and may even be fatal. Worse, your wingsuit
cannat save you from a fall off of a tower, as there's not enough time for it
to break your momentum.

entirely for arganizational purmnszs. a5
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FARCRY

ﬂ #3: EAST OF MOSQUITO YARD #5: NORTHEAST OF TEMPLE GATEWAY

1 . Do not be surprised if you
| | have to wade through
| a mess of goats and

Komodo dragons to reach
the base of the radio

‘ tower, Getting to its top is

. largelya process of find-

i ing and scaling a bunch

of ledges, none of which

are particularly well hidden.

#4: SUNSET COVE, WEST OF ORPHAN POINT

After dealing with a couple dozen angry dingoes, climb the first set of
stairs and use the ledge to mantle up to the next level. Duck underneath
the beam and go upstairs again, then climb the ladder.

This is where things get a little more interesting. There's no obvious way
up to the next level of the tower, but if you get to the highest point of the
fallen catwalk, it's just barely possible to jump up to the base of the next
set of stairs. This isn't as ebvious or as easy as it sounds, but if you hop
straight up and push forward at the apex of your jump, you should be
able to make it. From there, mantle up another ledge and climb two more
ladders to reach the tap.

=

| - In what almost qualifies |
| as some kind of obvi-

| ous trap, you can get |
| halfway up this tower by
just using its stairs. At |
that point, you'll need

to use some Very narrow
improvised walkways to

get the rest of the way to
| the final ladder.
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 KEY LOCATIONS
Radio Tawers

#6: NORTHEAST OF OLD MINES #7: NORTH OF BADTOWN

NOILONGOUINI
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The local population of Komodo dragons can make the approach to th
radio tower either dangerous (if they see you) or hilarious (if they go aft‘er: -

I
=z
5
=
=
. =1 =
question of finding the right ledges to grab omto. a
‘Compared to the last few towers this one’s a breeze to get to U;e the =
roof of the wrecked car to climb up to the first level, then carefully creep | g
around the edge of the ironwork to reach the stairs. Use the collapsed =
walkway to reach the next ledge, then follow the makeshift bndges around B2
the exterior of the tower to get to the final ladder. .
= :
£
=
=
=
B
e
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This tower is reasonably
.| straightforward and

- | is mostly a process of
looking far, and then
climbing, a hunch of the
ropes that have been left
in place.

The ladder is long since
broken, so you'll need

. to use the makeshift
wooden hridge to reach

' the first level of the
tower. Use the wreckage
of the stairs to reach the
first ledge and mantle |
up it, then follow the o 4

“ walkway around and mantle again.

|
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You get dropped off right next to this radio tower after finishing “Warrior

Rescue Service,” so you may want to wait until that point in the story for
expediency’s sake.

After wading through some sleepy tapir, go up the staircase and inch
towards its edge until you can climb up to the first ledge. Take a long
jump across the gap in the walkway, then crouch down and carefully creep
along the narrow beam on the side of the tower until you can grab the
overhead ledge. Use the makeshift bridge on the next level to reach a few
more climbing points, then take the ladder to the top.
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KEY LOCATIONS
~ Radio Towers

#11: NORTH OF HUBERT SHORE POWER

NO1LIRADYULN
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As you'll soon discover if you try it, this radio tower is effectively unap-
proachable from the north owing to all the mountains in that general

area. The only real way to get to it is to start from Hubert Shore Power
and follow the road north, pirates permitting. The tower is also in leopard
territory, so take it slow and listen carefully for growling. ‘

Take the stairs up to the first landing, then duck under the strut and climb
up two rope ledges. Jump across the gaps in the exterior catwalk, then
climb up another level and cut across the middle platform to the broken
walkway. That'll take you straight to the last ladder.

 SNOI1Ya0T A3N

- {—3
The theme of this tower is that most of the floor is gone, so you spend E
most of the ascent inching around on ridiculously narrow boards. Use a §
few rope ledges to work your way up the first few floors, then jump onto o
. what's left of the exterior catwalk and jump across the gaps to the ladder. =~
' This is a lot harder than it sounds.
B
L s
L&
=
L%
43
=
|2
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#14: EAST OF GAZTOWN

#15: NORTH OF LONGSHORE VIEW

232

1 | #13: SOUTH OF EAST RIDGE CAMP

Head up the stairs and the
makeshift ramp, then jump
across the gap to the ledge
+ and pull yourself up. Mantle
up onto the nearby walkway,
and then onto the collapsed
ramp nearby. Jumping

onto the ramp at its base
doesn't tend to work very
well, so go straight up onto
the ramp itself and jump
onto the twisted platform
above it. Creep across the
narrow beam, leap up to the
next ledge, hop across the
gap, go up the stairs, and
take a flying leap to grab
the ladder to the top.

The first leg of tha ascent
up this tower isn't much to
speak of. It's just six ledges
in rapid succession. It gets
complicated after that,

and you have to carefully
edge around a corner. Once
you're there, drop down to
the platform with the loot
chest, then climb back up to the ledge.

Take a careful jump down a level, move past the buckled part of the catwalk,
then climb up another ledge. The trick to this tower is figuring out exactly how
you're meant to get to the last ladder, and realizing that it doesn't involve an
intricate process of creeping along narrow support beams.

Climb the first set of stairs,
cross to the corner of the
platform, and take a long
running leap across the gap
to the opposite corner. Jump
to the half-collapsed walk-
way, then climb up to the
next level to find a stash of
cash. Grab it, then climb up =

another ledge above you. Jump off what's left of the next staircase and grab
onto the ledge, climb up, and follow the path around across the narrow metal
slats. When that dead ends, take a very careful jump down to the platform
below you, then climb up to the center platform, crouch, and inch across the
slat until you can climb the overhead ledge.
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KEY LIDATIONS
- Radio Towers

#16: NORTH OF DRY PALM STORAGE DEPOT

The stairs at this radio
tower have been destroyed.
The only way to start climb-
ing it is to use the zipline
anchored to the nearby
building. After that, the rest
of the tower is almost an
anticlimax; just look for the
ropes and mantle up to the
ledges above you.

Mantle up three levels, then
use the slat to get up the
buckled walkway. There’s a
gap you have to circum-
vent, but the ceiling is low
enough that trying to jump
it usually knocks you down
a floor. Instead, crouch and
> use the support beams to
help you inch across, then climb up the next Iedge Use the board on the floor
to get to the exterior ledge, loot the chest, and then turn around and take a
flying leap to get to the next ledge. Pick your way across the rickety series of
hoards that pass as this level’s floor, then climb one last ledge to reach the
final ladder.

#18: EAST OF SATELLITE COMMUNICATION HUB

PRIMA Official Game Guide

Go up the first set of stairs
and climb onto the ledge.
Take a long jump across
the gap in the catwalk to
reach the ropes, then edge
along the broken beam
until you can drop onto the
platform below. Climb anto
the overhead platform, inch
across the beam to the other 5|de of the tower, and then move far enough
out onto the broken beam to grab the ledge above you. Inch across one last
narrow beam to reach the fallen walkway, follow it to its end, and jump up to
the final platform.
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PARCKY
COLLECTIBLES

RELICS

Due to decades of exploitation, tourism, and unrest, the Rakyat's ancient relics have ended up scattered across the island. There are 120 Relics, shaped
like the sacred animals of the Rakyat, and they've found their way into some truly strange places.
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OLLECTIBLES
glics

Each Relic you find is worth 250 EXP, which makes them an excellent source of skill points, particularly early in the game. You can find most of them
without needing any special equipment or skills, although there are a few exceptions, and they provide a handy excuse to go off and explore Rook Island.

The item maps, available at any vendor, mark the location of most Relics within a given area of the island with an urn-shaped icon ( (7). These maps only
cost $500 each, and there's no reason not to pick them up as you go. Even though you've got this strategy guide, the in-game maps give you the ahility to
set a waypoint on a distant Relic, allowing you to mark it on your HUD. This is invaluable when exploring.

Between the map in this guide, the in-game maps, and the following tips, you should be able to pick up 118 out of the 120 Relics without a prablem. The
ones that are harder to find are #1 (Spider 1) and #22 (Spider 22), as noted below.

Finding 30 Relics unlocks the Untouchable crafting recipe, which allows you to create a syringe that confers a short-lived immunity to damage. Finding 40
Relics unlocks the Touch of Death syringe recipe, which allows you to kil any target with a single shot for as long as the buff from the syringe lasts. These | =
two Special syringes both require a vast number of Leaves to create, but they're powerful enough that they're worth it.

If you can find 60 Relics, you receive the Archeology 101 Achievement/Trophy.

$37411337109
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This is one of two Relics in the game that will not show up on any map. After
you rescue Oliver (“Saving Qliver" pg. 122), you'll retuitn to the cave under Dr.
Earnhardt’s house to discover that Daisy has cleared away some of the wreck-
age from the far end of the cave. ff you swim out into the water and climb up
on the beach behind the wrecked ship, there’s a hidden cavemn back here with
two loot chests and, tucked offin an unremarkable corner, the first Relic.

#2: SPIDER 2

o 7 L A e

| Off the southwestern coast of the North Island, there’s a small island with the

wreckage of a temple on it. You can see this Relic from the water through a

gap in the wall, but to get toit, you have to climb a tiny, easy-to-miss ledge on
the north side of the island. Once you do, drop down through a hole in the roof
tofind the flooded remnants of the temple and grab this Relic off its pedestal.

#3: SPIDER 3

e s -

Located on the east side of the cenote north of Amanaki Village. Dive into
the cenote from above, then swim east and climb up onto one of the viny
ledges. After a series of increasingly tricky jumps from ledge to ledge, you
can find this Relic and a red loot chest inside a well-hidden tomb,

“"‘2’3’6 ai

#4: SPIDER 4

L

that overlooks the logging camp (“Playing the Spoiler,” pg. 110), there's
an easy-to-miss ruin built into the side of a rock seam. The Relic is inside.

#5: SPIDER 5

Circle around to the south face of the mountain east of the Amanaki
Qutpost. There’s a rock seam that leads to a large cavern, where someone
has hidden this Relic on an altar,

#6: SPIDER 6

Go east from the Cradle View outpost and use the bridge to cross the
river. On the far side, there's a big cavern right off the road that has three

separate entrances. Where the three paths converge, there’s an altar with
this Relic and some cash on it.
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#1: SPIDER 7

East of Citra's temple on the North Island, there’s an old fort that's just
south off the main road. When you approach the fort, climb the ledge on its
right tower, drop a G4 charge, back off the ledge, and detonate it. This takes
down the wall, which lets you cross the scaffolding to the fort's other tower.
The Relic is found atop it. If you're on “A Connection To The Past” (see pg.
170), one of the tablets you need is on the floor below the Relic.

#8: SPIDER 8

i

About 100 meters north of the Cradle Gas outpost, you can find a hole in
the ground that lets you drop into an old ruined temple. Unfortunately,
this is something of a trap, as the fall isn't survivable. The real way to get
inside is to search the cliffs slightly south of the hole in the ground, where
you'll find a flooded cavern. You can use the ledges inside it to get to the
temple, although it takes a few careful jumps.

When you do reach it, don't bother trying to leap across the three pillars
to the Relic. You can get just close enough to grab it by standing on the
slight incline behind the Relic’s pillar.

PRIMA Official Game Guide

COLLECTIBLES
—— Ralics

#9: SPIDER 8

Along the river north of Rook Point Tower, there's a crevasse at the top of

a waterfall. This can be tricky to figure out, but you need to drop into the
crevasse so you land in a hidden tunnel, where you'll find this Relic at the end.
To escape safely, don't try to go out via the waterfall, as the water outside isn't
shallow enough to allow you to survive the fall. Instead, return to the crevasse
and drop into the water, then swim to safety. Watch out for a crocodile.

#10: SPIDER 10

It's easy to find this Relic. It's on the other side of a wrought-iron grate
across a sewer tunnel, on the mainland west of Vaas's stronghold on the
North Island. To get inside, circle around to the north side of the cliff and
enter via an old personnel door. Hug the right wall as you enter and you
can work your way around to a cliff with some conveniently located vines
that you can scale to reach the tunnel where the Relic is located. There
are also multiple loot boxes in the pool below, including a red one.

#11: SPIDER 11

Located 160 meters south of the Birdhouse Tower on the North Island,
inside a set of ruins. (If you look at your map in-game, the Relic is almost
directly above the “bear territory” icon.) -
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About 130 meters directly north from the Delta Camp fast-travel point on
the South Island, on an altar that's on top of a hill.

#13: SPIDER 13

You'll probably notice the icon for this Relic on your map when you take
down the scrambler at Radio Tower #18. It's located almost directly

underneath that tower, in a cavern you can access through an entrance to

the tower’s north.

#14: SPIDER 14

At 200 meters south of the East Ridge Camp on the South Island, look for
an outdoor parking lot with a red roof by the side of the road. The Relic is
hidden behind the red wooden dumpster in the corner.
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#15: SPIDER 15

[nside a cavern by the side of the river about 320 meters northwest from
the Bridge Control outpost on the South Island. You need to take a short
underwater swim to reach the area with the Relic. The “Home Delivered”
side missian takes place here (see pg. 172).

#16: SPIDER 16

About 190 meters south of the Spine Ridge Site on the South Island. look
for a short side trail on the west side of the main road. It leads up to
what's left of a temple entrance built into the side of the mountain. You'll
find this Relic inside.

#17: SPIDER 17

Located 450 meters east from the Dry Palm Storage Depot, there’s a
cavern entrance on the south side of the road, right at the end of a small
trail. Enter, jump across two gaps, and follow the tunnel to its end to find
a well-hidden Relic and some loot hoxes.
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#18: SPIDER 18 #21: SPIDER 21

Right inside a cave on the west side of South Island. When you disable the (o to the Temple of Stone on the North Island. At the top of the stairs,
scrambler on Radio Tower #14, it shows you this Relic’s location. There's there's an open passage that leads down into a catacomb, where this
also a zipline from that tower that drops you directly outside the cave, Relic sits in plain sight.

which makes this Relic a gimme.

#22: SPIDER 22
#19: SPIDER 13 — N—

Just inside the prison entrance in Sunset Cove. You'll practically trip over
Located 450 meters south of Maw Docks & Repairs on the South Island, it during the “Prison Break-In" story mission.
there's a well-hidden underground lake. You can either access it through
a sinkhole on the surface, which has a risk of killing you in the fall unless
you hit the water, or through a cave entrance on the nearby western coast-  #23: SPIDER 23
line. Whichever you end up doing, cross the rope bridge on the upper level B
and carefully climb across the rocks to where this Relic is hidden.

#20: SPIDER 20

East of Amanaki Village, there's a well-hidden cave on the west side of a
hill. It's easiest to spot if you look for a small clearing with a loot box and
a bunch of rhododendron bushes. Inside the cave, you'll find the Relic and
some cash on a makeshift altar,

About 500 meters northeast of Longshare View, thers
in the southern side of a hill by the side of the river. This Rel
inside. The big complication is that it really is in the mis

although you pass right by it during the “Dirty Wark™ si
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This Relic can be found 460 meters west from the Temple Gateway fast-
travel paint. In order to reach this Relic, you must travel south along the
east side of the river on the top of the bluff until you see a rope bridge.
Cross it, then look for anather one below you and cross that one to a well-
hidden dugout in the side of the bluff.

#25: SPIDER 25

= > -

I you go 320 meters west of the Lazy Shore Marina on the South Island,
there's a shallow cavern built into the south face of the ravine. This Relic
is inside.

You can’t drop down to the cavern from above, as the slope above it is
too steep to avoid taking damage. You have to climb the hills north of the
ravine and use your wingsuit and parachute to glide in, which may take a
couple of tries to get just right. This is further complicated by this entire
area being guarded by some of Hoyt's most aggressively paranoid troops,
who will often attack on sight regardless of whether or not you have the
privateer uniform. It's a good idea to wait to go after this Relic until after
the story campaign.

240

Northeast from Citra’s temple, there's a large, surprisingly intact ruin by
the side of the road. (If you've unlocked the quest, the guy who starts the
“A Connection to the Past” side mission is standing right outside.) Go
straight in through the front door and down the stairs to find this Relic on
a shelf.

#21: SPIDER 27

il

Go through the mining tunnel in the Old Mines outpost. Slide down the
ladder and go southeast down the passageway until you emerge above
a small lake. After you cross both rope bridges, the Relic is in the ante-
chamber directly ahead of you.

#28: SPIDER 28

=

I you take the west-facing zipline off Radio Tower #11, you land almost on
top of this Relic. It's on the ground underneath a table by the side of the
road, behind a loot chest.
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#29: SPIDER 29 #32: SHARK 2
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Go to the Longshore View outpost on the South Island, grab a vehicle, and There’s a ship wrecked off the west coast of the southwestern peninsula
drive west. About 430 meters away, you'll find a warehouse on the north of the North Island, just south of the start of the Shark Bait Run (see pg.
side of the main road. The Relic is inside, but the only way to get in is to 185). The prow of the ship has run aground, but the rest of her is on the
go around to its parking lot and jump onto the maintenance gangplank, ocean floor, along with this Relic.

then go in through the second-floor window.

#33: SHARK 3
#30: SPIDER 30 ,

z
=
&
Southwest of Orphan Paint, there's a buoy out in the middle of the water N
There's a general store directly east of the Stubborn Kid Farm on the South with bells on it. If you dive beneath that buoy, you'll find this Reliconthe &
Island. Across the street from that store, there’s an abandoned mine. The ocean floor underneath the hull of half a shipwreck. 5
Relic is inside a mine cart right outside the tunnel entrance. £
#34: SHARK 4
#31: SHARK 1 - -
=
:E" =
=
s

There's a buoy in the waters just northwest from the Welshore Wreckers’

Near Radio Tower #2, there’s a buoy covered in bells out in the middle of House on the North Island. Swim underneath the buoy to find a shipwreck
the water. If you swim out to it and dive down, there's 2 wrecked ship on on the ocean floor with this Relic in its hold. You'll probably want a Deep
the ocean floor at the buoy's base. The Relic is actually undernsath the Dive for the trip.

shipwreck, lying in the sand, so don't waste air lookinz 2round on the

deck.
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#35: SHARK 5

From Northview Gas on the North Island, take the main road northeast and
look for a waterfall. This Relic is in a submerged ruin right behind it.

#36: SHARK 6

About 360 meters downriver and southeast from the Cradle View outpost,
there's a crashed truck in the river at the base of a waterfall. This Relic is
in an open crate near the truck

#37: SHARK 7

Starting at the Rust Yard outpost and heading east, there’s a broken
bridge over the river with a truck on it about 280 meters away. The Relic
is on the riverbed below the truck, next to a red loot chest. Churchtown,
where the “Ambush” story mission is set, is right nearby.
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#38: SHARK 8

-~

Go north from the Old Mines outpost until you hit the coastline, then move
west. This Relic is in an undersea cavern near a red loot chest, located
underneath the bluffs.

#39: SHARK 9

About 500 meters north of the Broken Neck Home outpost, you can find
this Relic lying in a small crevice on the coastline. It's funny, as it looks
like it should be inside the nearby caverns, but no, it's right out in the
open.

#40: SHARK 10

Southeast from The Neck’s Diner on the North Island, there's a fork in the
river with a cave right at water level. Swim inside and go underneath the
wooden obstruction in the tunnel to find this Relic at its end. Realisti-
cally, you'll need a Deep Dive syringe to get to the Relic and back without
drowning, even if you've got the Deep Breath skill.
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#41: SHARK 11 #44: SHARK 14 |
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The Path of the Hunter quest to kill One Horn takes you to a clearing in About 190 meters north of the Break Point Docks, on the narth side of the
the jungle that has a grate set into the ground, below which is this Relic. road, there’s a very small cavern in the side of a hill. Inside, at the end
You can also see on your minimap that there’s a long trail of blue plants of a small underwater pond, you'll find this Relic on the floor, It's very
located underground, and following that trail leads you right to a flooded difficult to see. &
cavern. Swim through the underwater passage to find this Relic. =
=
#45: SHARK 15 <
#42: SHARK 12 — = z
=
=
g
=
If you zoom your map all the way in on the Break Point Docks and look
You'll want a Deep Dive syringe for this one. In the deep water just east of to its east, theres a small cavern at the water level a couple of hundred &
Kell's Boat Repairs on the North Island, there’s an underwater ruin that's meters down the coastline. The cavern leads to a long flooded tunnel, at =
inhabited mostly by manta rays and loot boxes. This Relic is sitting on an the end of which you can find a well-hidden stash of military equipment, a =
altar inside it. As a serious drawback, the water surrounding the ruin is red loot box, and this Relic. =
probably the single best place in the game to find multiple sharks, so you -
should not be surprised if you run into a few.
#46: SHARK 16
#43: SHARK 13 G o
28
5
=
b

Southwest from the Spine Ridge Site, this Relic sits atop a pedestal at the
bottom of the lake, near its center on the map and a short distance north
This Relic is at the top of a hill just southwest from Turtle Hill on the South of a waterfall.

Island, fallen behind a crate just outside a small cabin. You can only climb

it from its northern face, via a path that's outlined on your map.
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Located underneath the hridge east of the Compound on the South Island,
in front of the wrecked car on the riverbed.

#48: SHARK 18

Found at the end of the mine tunnel above the North Krige Crest outpost.

#49: SHARK 19

There’s an abandoned viilage about 270 meters southeast from Maw
Docks & Repairs on the South Island, by the side of one of the smaller
roads. The Relic is inside a building on the northeast side, behind a
wooden structure.

244

#50: SHARK 20

North of Longshore View, just up the road from the Junkyard Rally Racing
Challenge, there's an abandoned settlement along the main road. The
Relic is inside the largest building, on top of a TV set.

#51: SHARK 21

Go 400 meters southeast from the Valsa Docks, and look for a couple

of big rocks a short distance out into the water. An ald shipwreck ran
aground on them, and you can find this Relic on the rocks' south face on
the ocean floor.

#52: SHARK 22

On the north end of the inlet on the southeast side of the North Island,

3 short distance up the coast from Kell's Boat Repairs, this Relic is on
the ocean floor inside a sunken rowboat. Getting to it requires swimming
straight down for a considerable distance, and realistically, you'll want a
Deep Dive syringe to survive the trip.
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#53: SHARK 23 #36: SHARK 26 £
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This ane is so straightforward that it almost seems like a trap. Go to the It you turn left from where you found Relic #26 (Spider 26), there’s a side

lake east of Amanaki Town on the North Island. The Relic is almost directly passage that leads to a flooded basement level. This Relic is sitting on a

underneath the jet ski that's parked at the dock, sitting on the lakebed. dais underwater in plain sight.

#54: SHARK 24 #57: SHARK 27 2
g
=
g

Located 260 meters south-southeast of the Mosquito Yard outpost on There's a lake north of Radio Tower #6 with a big, obvious cave at its

the North Island, this Relic is in an abandoned archeological digsite. You southern end. Take a look inside to find a big, obvious altar to match, with J

can drive straight to it off the main road. Look for the handmade wooden this Relic in a place of pride. o

fence. =

#58: SHARK 28 =
#55: SHARK 25 —= ,
g
g
=
i) ,-’
= There's a long, curving road away from the Hubert Shore Power outpost | e

About 300 meters east of the Delta Camp fast-travel point on the South that leads up into the mountains. At the first turn, there’s a hole in the | 2

Island, you can follow a meandering side road to an abandoned ranch. ground that drops directly into an underground river. You'll need a dose of 2

This Relic is on its back porch, next to a big pallet full of what we're sure Deep Dive to survive the swim without drowning, but you can pick up this §

is just flour. (Relic #72 is about 150 meters southwest from here, so if Relic on your way out. The exit drops you off in a pond just downhill from b

you've just found that one, slide down the mountainside towards the the entrance. =

windmill and you're practically there.) g

o
b
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#59: SHARK 29

This one is on the west end of the large ravine on the eastern half of the
South Island, at the base of the waterfall, almost exactly in the center of
the map. It's 320 meters east from the Kamikaze Pass Racing Challenge.

#60: SHARK 30

5

On the northeast coast of the North Island, there’s a big wooden bridge
across the river, just west from the island south of Vaas's stronghold
where Relic #99 is found (see pg. 253). Drop into the water under it and
swim underneath the waterfall to find a well-hidden tunnel, highlighted
by the line of Blue Leaves on your minimap. This Relic is at its end.

#61: BOAR 1

Go 280 meters east of the Valsa Docks outpost on the North Island, and
look for a large natural stone arch. The “Tagging the Past” side mission
begins inside a shack directly atop it. If you go undemeath the arch,
there’s an old overgrown temple entrance huilt into the side of the hill.
Use your machete to cut away the vines, then descend the stairs and
climb up into the hole in the wall. You'll have to do some shoving to clear
away some crumbling bricks, but this Relic is behind them.
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#62: BOAR 2

Near Radio Tower #2, west of Heron's Perch, there's an old Japanese anti-
aircraft gun rusting away on the side of a cliff. If you climb the trail up to the
platform the cannon’s mounted on, this Relic is sitting at the cannon’s base.

#63: BOAR 3

At the end of a small side road just east of the Amanaki Outpost, this
Relic sits peacefully on an altar.

#64: BOAR 4

One of the long meandering roads west of Calvary Point goes past an
easy-to-miss underground ruin. Hack the vines away from its entrance to
find this Relic inside.
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Relics

#65: BOAR 5 #68: BOAR 8 ; =
3

There's an old mining station about 260 meters north-northeast from the Go east of the AM 12 outpost, driving along the main road, and keep an

Rust Yard outpost on the North Island, which you have to reach at one eye out for a side trail that leads north and curves around a high bluff,
point during the “Saving Oliver” story mission. While there, you may have The trail leads into a cavern, inside which you'll find an old ruin with a

noticed the old mining tunnel east of the station, which is blocked off weakened wall. Blow it down with C4 to reach an old catacomb that leads o
with a weak wall. Blow it open with C4 to find a gangplank. If you follow up to the top of the bluff, where this Relic has a place of pride atopanold = =
it around to its end, you can climb a ladder to a high platform where this pedestal. =
Relic is waiting for you. &
|
7]

#69: BOAR 9 |

#66: BOAR 6 E

i |

[ |
g
E
=

Z
: &
) e = = o £ e About 490 meters east from the Hubert Shore Power outpost, theres a very | 5
About 135 meters northeast from the Cliffside Overlook, inside a house well-hidden old ruin built into the west side of a mountain. An old rockfall 5
by the side of the road. You can see the house from the bluffs behind the has almost blocked the passageway, and the only way you can tell there's | 2
Overlook, but you'll need to drive around unless you've got the wingsuit. ~ anything there at all is because, if you zoom your map in all the way, -

there’s a tiny white dot to indicate its presence. Once you know it's there,
> ~ you can crawl under the rockfall, blow open the weak wall at the end of
#67: BOAR 7 - the path, and find this Relic inside a cache of old artifacts in what's Jeft
: = _ of aRakyattemple, but knowing it's there at all is the hard part.

$31411937109

e o e |

It you follow the old nature trails north from the Hubris Farm outpost on
the North Island, one of them leads to a crashed WWIl fighter plane on
top of a cliff. This is ahout 240 meters east from Radio Tower #3, and is
one of the points of interest shown to you when you destroy that tower's
scrambler.
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#10: BOAR 10

boarded-up cavern along the side of the river. Smash it apen with your
machete to find two metal loot chests and this Relic.

#71: BOAR 11

About 100 meters southwest of Camp Murder on the North Island, there's
an old ruin with a conspicuously weak floor. Blow it open with some C4 to
reveal an old staircase, which leads straight down to this Relic.

#12: BOAR 12

L -

Climb the bluffs to the east of the Satellite Communication Hub on the
South Island. At the topmost peak, if you look on the bluff's eastern side
neara parked glider, you'll see a chunk of old temple ruins with this Relic
on it, positioned so it's invisible from below.

It's also possible to find your way here via a side trail off the main road
near the small lake. This route requires a C4 charge to knock down an old
wall.
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#13: BOAR 13

About 130 meters southwest from the Trial of the Rakyat stone for Over-
heat (pg. 176), look for a big ruin that you can blow open.

#14: BOAR 14

If you go to the Lazy Shore Marina and head 280 meters northwest via the
side road, there’s a small abandoned shantytown. Look behind the build-
ings for a hole in the ground that's been covered up with a couple of old
signs. Use explosives to destroy the signs and reveal a hidden basement,
inside which you'll find two green loot boxes and this Relic.

#15: BOAR 15

=

st way to reach the general area where this Relic is kept is to
fiicle and drive in on the high mountain roads. When you get

re, you can see this Relic on the ather side of a blocked hole in the
ground, in some picturesque ruins. To get inside, look on the east side of
the hill to find a well-hidden cavern entrance. You'll need to blow the door
apen with C4.
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#76: BOAR 16 #79: BOAR 19 B
" = P — =
=
=
L}
=
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=
=
North of the Trial of the Rakyat stone for Decimation Barrage (see pg. The Dry Palm Storage Depot on the South Island has a Path of the Hunter
177), near a crescent-shaped lake, you can find a large cavern with quest (Pistol Hunt: Bears; see pg. 180) that leads you to an old mine tun-
a weakened wall just inside it. Blow it open to find a cave-in that's nel southeast from the outpost. Once the bears have been dealt with, look
destroyed one of the old temples. Thankfully, the Relic is safe. toward the back of their tunnel to find this Relic and a metal loot box. (The o
Relic appears here whether or not you're on the Path of the Hunter quest, =
but thisis a useful guide as to where to go.) =
#77: BOAR 17 g
E——— #80: BOAR 20 |
=
E
About 600 meters south of the East Ridge Camp, there's an isolated and E
abandoned settlement built on what might be the highest point on the §
South Island map. The only real way to reach it is to follow the paths Located inside an old bunker at the veryend of the peninsula southwest =
around from the southern approach, past the nearby Radio Tower. It's a from Nat's Repairs. You'll be able to see this Relic from outside through %
long walk, but a relatively peaceful one. its observation slit, but to get to it, you need to use a grenade or G4 to e
blast through the wall or door of the room it's in. Letter of the Lost #14 -
(see pg. 262) is in the same general area,
#78: BOAR 18
o -
S
E =
E=——
E =

il

B

g

Maybe 400 meters southwest from Romeo Camp, look for seme ruins on =

the south side of an otherwise unremarkable dirt road. You can use some =

vines to climb down into an underground tunnel, then bomb a wall open 2

to reveal a hidden treasure chamber. This Relic is inside. along with a red 3

loot box. '_a?_
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In the hills overlooking the Dry Palm Storage Depot on the South Island,
there’s an old mining tunnel. The entrance is sort of hidden among a
bunch of smaller buildings, but inside, you can follow an old wooden
walkway around to its end. Once there, take a flying jump and mantle onto
the ledge across the way to find two loot boxes and this Relic. Don't be
surprised if it takes a couple of tries, as this is one of the more difficult
jumps in the game.

#82: BOAR 22

a =

On the north side of the same island as Orphan Point, in the old fishing
village, look for the wrecked fisherman's hut. It has been knocked off of its
foundation. Drop down into what used to be its basement and turn around
to find this Relic jammed into its corner,

A
F R
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#83: BOAR 23

Dive into the cenote north of Amanaki Village, then climb the vines on the
west wall to find a hidden tunnel. If you don't get this earlier, you'll visit
this area during the “Lin Cong | Presume?” story mission.

#84: BOAR 24

About 80 meters northwest of the Break Point Docks on the South Island,
there's a tomb built into the side of a hill that you can blow open with
some C4. The Relic is inside. You probably want to wait to do this until
you've captured that outpost, as the C4 will alert everyone within the area
code to your presence.

#85: BOAR 25

North of Radio Tower #9, on top of an unremarkable hill, there's an altar
with this Relic on it. About the only clue you get to its presence is the

anoramic countryside shot you receive when you disable Radio Tower #9's
crambler.

D
S
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#86: BOAR 26 #89: BOAR 29 o
SS— i | %
%
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About 160 meters north of Radio Tower #8, there’s an abandoned shack If you zoom in on your map while standing at The Neck's Diner on the North
by the side of the road. Go inside and look behind the two stacked crates Island, there's a small trail leading south from the outpost that dead
near the bed. ends at a shantytown. That, in turn, abuts a cavern, which contains this
Relic. You can also come up on the same cavern from the south, going in o
through an old mine entrance, but that requires a couple of dangerous =
#87: BOAR 27 jumps to get to the same place. | B
#90: BOAR 30
Z
E
=
g
Found 330 meters east from the Old Mines outpost on the North Island.
Look for the north-facing mine tunnel near the old storage shed. You'll ~
need to take the northern road around from the outpost, as the mountains T ] § | &
between the two points are nearly impassable. Found on a workbench in a tool shed in an abandoned gas station 280 =
meters east of Camp Murder. If you go for this Relic after you've liberated %
Camp Murder, the Pacific Coast Loop Racing Challenge is available on the =

#88: BOAR 28 other side of the same station.

o —

#91: HERON 1

$31411331109

Northeast of Radio Tower #11, a cavern in the side of the mountain ; Rooue,
leads to what's left of an ancient temple. This Relic s inside a collapsed 4 -y _ s

= 7 <

vestibule towards the back;

The paths along the mountains north of the Northview Gas outpost are
hazardous at best, and hiking up from their south side requires an epic
journey that covers about a kilometer and involves a long dark tunnel and
navigating through the site of an avalanche. If you start at Radio Tower
#3, hawever, it is much easier, Either way, the end of the road puts you at

an isolated altar that's about 300 meters north from Northview Gas,
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This Relic can be found inside an abandoned chicken coop about 330
meters west of the Break Point Docks on the North Island.

#93: HERON 3

On the side of a hill near Radio Tower #9, there's a half-overturned trans-
port truck by the side of the road. This Relic is sitting behind it.

#94: HERON 4

ol T R el PR,

This Relic is tough to get. It's at the base of the cross on top of Calvary
Point, a big monument north of Citra's temple on the North Island, but the
only way to get to the top of the peak is to fly there. The closest available
glider is about 400 meters away near a Radio Tower, and while flying there
isn't a problem, landing on top of the mesa without falling to your death
can be quite the challenge.

It's a good idea to wait on this one until you have the Soft Landing skill.
Alternatively, if you wait until late in the game when you have the wing-
suit, you can simply parachute onto Calvary Point. That represents its own
challenge, but at least you're guaranteed to survive the fall.

252

There's a small island northeast from the AM 12 outpost that's so close to
the mainland it's nearly a peninsula. Climb the cliffs on its south side to
find this Relic sitting on an altar.

#36: HERON 6

This can be found atop a mountain about 300 meters southeast from

the Cradle Gas outpost on the North Island. The easiest way to get to it,
however, is to fast-travel to the Hubris Farm and use the paths to its north
to get up to the Relic’s general altitude, then work your way east.

#97: HERON 7

From the Hubris Farm, take the northern path from the outpost and follow
it east at the first major turn, right up until it fades away on your map.
There's a very small lake about 340 meters away from the outpost with
what looks like a bunch of foliage nearhy, but which is actually the over-
grown wreckage of an old Zero fighter jet. The Relic is on the north side of
the wreckage. If you've found the eighth Letter of the Lost (pg. 260), this
Is about 120 meters straight north from it.
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#98: HERON 8 #101: HERON 11 =

- — S———— s
=
&
&
ar
=
E

There's an altar with a Relic on it on the island east of the Broken Neck There's a very small peninsula on the east coast of the North Island, just

Home outpost. Getting to it is the trick, but you can scale the island's north of Nat's Repairs. It takes a little finesse to climb the rocks here,

southern cliff if you're persistent enough. It might take a few tries, usually done by taking a running jump up the side of the slope that's right

however. behind the two palm trees. Once you manage that, you can grab this Relic &

off an altar. =

=

#99: HERON 9 &

- #102: HERON 12 &
=
3
=
.:"’8

= a ,

If you look across the water at the island south of Vaas's stronghold on the

North Island, you can see the altar with this Relic on it. Grab a jet ski and To get this Relic, sprint up the southwestern face of the mesa just outside = 7=

head out there, although you do have to dock about as far away from the Harmanse Gas & Repair. =

Relic as possible. The island is home to a herd of wild boar and often at =

least one tiger. 2

#103: HERON 13

#100: HERON 10 - :
oF
e
g
24

East of the East Ridge Camp on the South Island, there’s an improvised
= ~ shooting range set up by the side of the road. It's really easy to spot at

on the North Island, you can find this night due to having a couple of really bright lights set up. The Relic is

Relic on an altar underneath a zipline. It's right by the side of the road. sitting out on top of a picnic table, between two large ammo crates.

M L

North of the Tequila Sunrise outpost

SIIHA0UL B SINFWIAFIHOY
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#104: HERON 14

Take a hoat out to the island off the South Island’s southeast shore, south
of Turtle Hill, and climb to the top of the hill.

#105: HERON 15

Go to the general store found east of the Stubborn Kid Farm outpost on
the South Island. Take the road north for about 270 meters and watch
the right. You'll find a small abandoned ranch, and this Relic is inside its
toolshed, along with a medkit and a green loot box.

#106: HERON 16

About 150 meters southeast of Radio Tower #2, there are a couple of
beached canoes and a blue lean-to on a small inlet by the side of the
road. The Relic is near the canoes. If you don't find it beforehand, there's
a Wanted: Dead mission (pg. 189) out of the Valsa Docks that leads you
straight here.
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#107: HERON 17

This is unquestionably the most difficult Relic to acquire, and is one of the
hardest challenges in the game.

This Relic is found just west of Gaztown, barely a hundred meters from the
associated fast-travel point. The trick is that it's inside a cavern halfway
down the bluffs right outside the city, and there’s just enough of a rock
outcropping to prevent you from getting inside the cavern from above.

The only way in is to go north along the road a bit, to where the safety

rail is broken, and jump off the cliff. Pop your wingsuit immediately, then
your parachute, and do your best to glide into the cavern. If you miss,
remember that you can fast-travel in mid-air. Otherwise, you're probably
going to die.

#108: HERON 18

Located 180 meters southwest from the Dry Palm Storage Depot on the
South Island, at the foot of a grave.
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#109: HERON 19 #112: HERON 22

When you disable the scrambler on Radio Tower #16 (see pg. 233), a Sup- In Sunset Cove, you can take a zipline off the Radio Tower to travel in the

ply Drop quest becomes available nearby (see pg. 194). This Relic is in a general direction of an old anti-aircraft emplacement. This Relic is inside
hidden cave on a ledge below the vehicle for the Supply Drop. If you face a darkened room by the road leading up to the bunker, sitting on top of

north off the edge of the cliff and look down, you should be able to see the crate right inside the doorway.
lip of the cave and drop onto it.

#113: HERON 23
#110: HERON 20 =

There’s a small farm just south of the Compound on the South Island, on to reach it is to grab a jet ski from the dock outside the Welshore Wrecker's
the other side of the road. This Relic can be found there next to a chicken House and drive out to the island, as it is firmly in the middle of shark ter-
coop. ritory. Once you get to the island, climb up a few ledges to find this Relic

sitting on a stone dais.

#111: HERON 21

#114: HERON 24

About 375 meters southeast from Dr. Earnhardt's mansion on the North 3 2

Island, on an offering table in a set of picturesque ruins. The small island southeast of Kell's Boat Repairs on the North Island has
alarge outcrop of granite on it. It doesn’t look scalable at first, but there
are just enough ledges on the south face that you can jump fram rock to
rock and reach its top, where this Relic is waiting on an altar.

PRIMA Official Game Guide
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Another one of those big piles of rock with an altar and a Relic atop it can
be found on the peninsula south of Turtle Rock on the South Island. Luck-
ily, this one can be scaled with some handy vines.

#116: HERON 26

Head 270 meters north-northeast from the Hubris Farm, and you can fol-
low a trail up into the mountains to discover a small cavern on an isolated
peak. Crouch to slip past an obstruction in the tunnel and you'll find this
Relic and a red loot chest on an old altar,

#117: HERON 27

7

North of the AM 12 outpost, there's a peninsula that looks kind of like it's
pointing at a small island just off the north coast. This Relic is on an altar
on that island. The only way to get to it is to swim around to its northern
face and climb some vines you'll find there.
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#118: HERON 28

Located at the top of a steep hill, 460 meters south of the East Ridge
Camp outpost on the South Island. It's surrounded by a potpourri of
Leaves.

#119: HERON 29

Climb to the top of the Rook Point Tower on North Island to find this Relic.

#120: HERON 30

Inside a cabin on top of a foothill 194 meters northeast of Gaztown on the
South Island. A Supply Run starts right outside the building, and the side
mission “Bled Dry” leads you straight here. It's a busy location, really.
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{larld War I1, a unit of Japanese soldiers came to Rook Island as
“27 27 thelr forces” naval defense. They spent their days watching for 2n
“=rcan attack that never came, and searching for an ancient Chinese
2 that they never found. In the end, they never left. As you explore

= ziand. you'll often run across their old fortifications, which have since
7 repurposed hy generations of smugglers, fugitives, pirates, and the
ional tourist,

)

of the soldiers died holding letters, and they tell the story of what
ened to their unit. Each Letter you find is worth 500 EXP, and most of
are also surrounded by useful items and loot boxes.

= nding six Letters unlocks the Japanese Tanto, which is a free upgrade to
2ur standard machete. It's available from any vendor.
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About 300 meters northwest from the Southview Gas outpost, there's an old
anti-aircraft battery by the side of the road. Sato's corpse can be found at
the base of its cannon. =~

On the southwest peninsula of the North [sland, north of Sunset Cove, there's
an old anti-aircraft emplacement on the eastern coastline. The easiest way
fo get inside and find this Letter is probably to jump up onto the hase of the
cannon. From there, it's a straight shot to the soldier’s final resting place.

This Letter is found ahout 360 meters east from Heron's Perch on the North
Island, close to the pig icon on the map. When you see the Letter icon, go 60
meters north of it tofind a small, well-hidden cave entrance in the side of
the hill. Inside, you'll find a mummified soldier and two loot boxes.
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#4: REN'S LETTER

more likely that, if you're tracking the Letter’s icon on your map, you'll find it
by sliding down toxthe“cavern’s_ exit from the hillside above.

=
| =
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| 2
=
=
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L
=
There's a peninsula south of the Temple of Stone that’s home to a lot of cas-
sowaries. It also features an old WWII bunker that can be difficult to find a
way into, but there’s an unobstructed doorway on its east side. Inside, you'll | «»
find this Letter on a soldier’s body. =
| =
4
2
g%.;
=
=
5
e - i : = N =
About 300 meters east of the Amanaki Outpost, there's a small, well-hidden | 5
cavern tunnel in the hills near the river. If you zoom your map in all the way, | £
it's just visible as a small black dot across one of the smaller trails. It's a bit 1 =
i
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Directly north of AM 12, there's a curved peninsula with a nearly intact
bunker at its end. It's surprisingly large and has a lot of loot in it, but the
dead soldier holding the Letter is easy to overlook. He's near the entrance to
the bunker in a locker room, next to a couple of trash cans, and you're likely
to mistake him for a pile of random debris the first time you see him.

#8: MOGI'S FOURTH LETTER

About 370 meters east of the Hubris Farm, right where the road curves south,
there’s a wooden gangplank at the top of the hills on the north side of the road
that looks like it's a random chunk of debris. If you climb the hill and look at it
from the north, it's actually part of some very effective camouflage for a dugout. It
contains two metal loot chests and a dead soldier, who is holding this Letter.

: ruined bunker west of Radio Tower #10, on the coastling, with this
nside it. [t's directly north of the Trial of the Rakyat stone for Bull's Eye
2. 173).

|
see pg
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#10: TADAO’S SECOND LETTER >
g
2
s
2
Along the coastline south of Kell's Boat Repairs, there's another old Japanese
bunker by the side of the road, with this soldier inside the only part of it that
still has a roof. w
=
#11: SHINII'S LETTER -
=
=
o
This is almost disappointingly easy to find. Directly north of Tequila Sunrise | =
on the North Island, there’s another old bunker that's standing wide open =
right by the side of the road. Go inside, and you'll find this soldier lying S

inside near a window. He's surrounded by ammo and a couple of metal loot
chests.

$318119371109

On the east coast of the North Island, north of Tequila Sunrise, there’s a cav-
ern by the side of the main road, attached to a shallow ravine near a wooden
bridge. This soldier is found at its end. |

SAIHAOYL 8 SINIWIAIIHTY
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#13: HAYATO'S SECOND LETTER

Southwest of Nat's Repairs on the North Island, there’s an old bunker at the
very end of the peninsula. Part of it is half-sunken on the peninsula’s south-
ern shore, and just inside its doorway, you'll find the corpse of a Japanese

#14: HAYATO'S THIRD LETTER

=
=

Look inside the bunker just north of Turtle Hill on the South Island,

Starting from the Lazy Shore Marina on the South Island, go southwest,
across the river, and look for a rocky hole in the ground at the end of a small
side trail. You can use some vines to slide down through the hole into a shal-
low pool, where you'll find a loot box and the Letter.
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#16: MASAHIRO’S LETTER

NOILINAOYLNI
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Southeast from the Echo Camp fast-travel point on the South Island, there’s
an anti-aircraft gun pointed out towards the southern seas. The soldier hold-
ing this Letter is sprawled in the tall grass nearby.

SHOISSIW 361

LEPLAE IR

Follow the coastline west from the East Rldge Camp on the South Island and
ook forthe old anti- arrcraft battery The dead soldier is inside.

SNOILYI0T A

$3181L337109

-South ofthe Longshore View outpost, theres a bunker hutlt into the face of
the cliffs overlooking the ocean. There’s a barely visible path that leads from
in front of the bunker's observation slit to a doorway in the cliffs, which lets

you get into the bunker to take the Letter

S3IHA0YL 3 SINFWAAZIHDY
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There's a small settlement east of the fast travel point outside Gaztown on the
South Island. If you zoom the map all the way in, you can see a small side trail
that extends east off of the main trail. One of the Supply Run quests also sends
you here at its end.

Once you're here, you can look behind a shack and find a ladder that leads
down into an old trench. At its end, you can find a mummified soldier clutching
the Letter, with three grenades, some ammo, and twa medkits nearby.

#20: HURK'S FOURTH LETTER

Start at Thurston Town and go west, following the South Island’s northem
coastline. About 840 meters from Thurston Town (or if you prefer, 430 meters
northwest from Delta Camp), there's a wrecked bunker on the shoreline
facing north, right by the side of the road. It's a little tricky to find your way
inside, but the entrance is on the west end. The final Letter is held by a dead
soldier, slumped on a mattress in the corner of the basement.

264
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Unsurprisingly, given the rest of what they're into, Vaas and Hoyt have also tumed Rook Island into one of the hubs of the international drug trafficking

 COLLECTIBLES

~ Memory Cards

NOLLIRAOYLNI

 BENZODIAZEPINE FORMBLA

circuit. While you're blowing up their stuff, killing their men, taking over their territory, and generally cancelling their holidays, you can also dig up a series
of twenty Memory Cards that provide new evidence and insight into the island’s drug trade.

All twenty Memory Cards are found in the safe rooms of liberated outposts, near the automated vendor. Each is worth $250 and a random piece of drug-
related loot. As the safe house door in any outpost will not open at all until it has been captured, you cannot claim a Memory Card by stealth.

Finding ten Memory Cards unlocks the Shredder signature weapon for purchase.

#1: BARBITURATES FORMULA
Liberate the Orphan Point ouEposmt.

#2: BENZODIAZEPINE FORMULA

Liberate the Welshore Wrecker's House outpost.

#3: COCAINE FORMULA
Liberate the Amanaki Village outpost.

#4: CRACK COCAINE FORMULA
Liberate the Northview Gas outpost. '

#5: ECSTASY FORMULA )
Liberate the Rust Yard outpos?

#6: FAILED DRUG PATENT 1 FORMULA
Liberate the Cliffside Overlook outpost.

#7: FAILED DRUG PATENT 2 FORMULA
Liberate the OId Mines outpost.

#8: FAILED DRUG PATENT 3 FORMULA
Liberate the AM 12 outpost. o

#9: GHB FORMULA
Liberate the Hubert Shore Power outpost.

PRIMA Official Game Guide

#10: HEROIN FORMULA

Liberate the Broken Neck Home outbbst.

#11: KETAMINE FORMULA
Liberate the Camp Murder oﬂ{prst.

#12: KHAT FORMULA

Liberate the Kell's Boat Repai'rs cﬁtpost.

#13: KROKODIL FORMULA
Liberate the Nat's Repairs outpoét. 7

#14: LSD-25 FORMULA
Liberate the Lazy Shore Marina ohtpogt.

#15: MARIJUANA FORMULA
Liberate the Bridge Control outpo_st.

#16: METH FORMULA
Liberate the Spine Ridge Smﬁrgt.

#17: MUSHROOMS FORMULA

Liberate the Longshore View oﬁtpbst.

=
=
=
#18: OPIUM FORMULA
Liberate the North Krige Crest outpost. |
=
#19: PCP FORMULA §
Liberate the Maw Docks & Repairs outpost. =
#20: SPICE FORMULA
Liberate the Satellite Communication Hub
outpost. | o
ar
g
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Whenever you search a corpse or raid a loot box on Rook Island, you find a loot item in addition to cash and ammunition. No one’s sure how these items
got here, what they meant, or where they came from, but they're here now and you can usually find somebody who wants to buy them. Loot items have no
purpose besides being hocked for some quick cash, and are kept in your Rucksack alongside Leaves and animal skins.

As a rule, loot boxes in or near the Chinese ruins or Japanese bunkers have the most valuable items inside. You should also make it a habit to loot bodies
whenever possible, as while most of the pirates don't have much of worth in their pockets, their commanders or Hoyt's privateers are often carrying expen-
sive trinkets like Gemstones or Conflict Diamonds. The Loot Takedown Skill (pg. 88) helps with this.

Loot

Text

An Ace of Clubs one ot the edges slightly nicked. Good for cheatrng at a poker game.

A ﬂask of bootleg alcohol Drstrlled Ior;ally and strong enough to blind a goat

A small bottle of amphetamlnes with a hand written label: “Here s the top shrt | promrsed En]oy ) L <

Ancient Chinese coins can be up't to 2, 500 years old. Who knows how old the ones on Rook Island are.

Beautdul Seashell

Big reather

Used batteries. They may still hold a small eharge.

Asimple beaded necklace most likely made by one of the locals.

It won't be hard to find a buyer forthis beautiful seashell.

An oversized feather. What it i is doing here isa mystery.

A black poker chip, the embossed stamp showrng it as loot from the Jenl Soleil Casrrro Crurse herst

A common blue poker chip from the Jeni Solerl Casrno Crurse heist. Probably worth a few dallars.

Looks llke a small carving of a boar Someone must have a thmg forthem

A bootleg DVD with "XXX' sorawled oniti in felt tip. It has been played a lot of trmes

This compass no longer works but it'd make anice paperwerght

The Six Noble Arts of the Zhou dynasty Irsl archery as a skill worthy of the emperor
This arrowhead is worthy of whatever you can sell |t for.

Bronze working started in the Xia Dynasty Maybe that lrttle fact wrll get you a few more bucks forthrs when you sell it.

This pot ||kely predates more exqursrte porcelain wares, but you can probably still sell it for some cold hard oash

An ornately detarled oeremonral knife. Its orrgmal use is likely long forgotten

Chocolate. Full of calorres but way past its exprratlon date.

Cigarettes. Probably as valuable here as they would beina prrson

These were used to drIute ink when wrrtmg callrgraphyor pamtmg Surely someone here wrll pay to take it off your hands

Good old fashroned cocaine. Some drugs never go out of style.

A rare African conflict diamond, probably brought over hy a mercenary. It's sure to fetoh a pretty penny.

Aknock off “Cuban” cigar, moreflllerweedthanqualrtytobacco

A paper bag, damp with red spots and buzzmg with flies. You can sell that Sure

The head of a doll wrth creepy oversrzed eyes. Both its body and owner were ||kely Iost long ago.

The Chinese sure love their dragons Did you know that |t $ the only mythrcal creature on the Chmese zodrac7

A smaIIer versron of a soldier from the famous Terracotta Army [t may | look Irke a cheap tourrst rtem but it's the genuine ar‘ocle

An ephedrme pill, handy for those wrth a stuﬁy nose and meth cooks.

Counten‘ert money with flattened zeroes. Perhaps printed trom the Shah of Iran S mrssmg prrntrng pre357

A fake piece of ID7 Who the hell cards in this part of the world?

Feathers have a surprrsrng number of uses. Just ask the ancient Romans. But really, you should Just sell them

Glue: around these parts it's more Irkely to be used as recreatron rather tharr tor rts mtended puroose

A gold oharn that went out ot style decades ago.
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COLLECTIBLES
Loot

AJack ot Dlamonds Someone drew a dlck on poorJack

Chinese jade can date back to Neolithic times, Too had no one on Rook Island knows whatthat means.

Still, it should be worth some cash. ) $55.00
Mhmday—old marijuana joint, half-smoked and still pungent$ V M w$16.00
hﬁ’g'otbiamonds embossed in gold leaf no less. Appears to be valuable. ’ ’:$15.700
At one time this LCDN watch would' ve been consrdered hrgh -tech. - ) . - $15.00 |
Thls isa decerdwstrrpmteathery skm and it should fetch a good price at the store - 71_’7 1 $1t].00
A worn and empty leather wallet, still soft probably made from boar skin. - $16,07)-i:
A set of dog tags probably from some merc who wantedto remenmer his er his years in the military when he meant something. $15.00
Crystal meth, the poor man's cocaine. Its purity is questronable ) - _3355.007 |
A meth plpethat s seen heavy use. - ,, 7 $8,0Q
A mini tlashhght like this would hke|y be a sought- after rtem in these parts. o ‘ $12.00
A small bag of dried halluornogemc mushrooms Barely strong enough to spice a salad. P $45.00
A picture of a naked dwarf, laughing and porntmg atthe camera. And he's not using his fingers. . $1.00 I
Why would someone place these pink and fuzzy strlpper handcuffs here? Scratch that. Do you really want to know7 $15.00
A polymer bahk note, much more durable than paper money. = $60.00
Your typical exéhué of Chrnese porcelain, or “China” as some folks call it. -g;o;w
Thrs would sell for a mint in the States, but expect less around these parts.
A tattered pomoimag wrthstuck pages and far too muoh mrleage.tHandIe with care. = $18.00
A Queen of Hearts with extra hearts added. How cute, $15.00 i
Ared poker chip wrth waorn inlay, but definitely from theJenr Solerl Casmo Crurse herst $10.00
| Anold teddy bear, eye mrssrng and a“musty smell Stuffmg is visible between the strtohes §12.00
Aworn, npped label names the bear “Bo B--" . -
his necklace is adorned with the skuH of a small rodent Classy $12.00 |
t's a rusty trombcme' Who knew that was real! = $7.00 |
his rusty utility knife i rs dull and worn. lt wouldnteven cut paper. $12.00 W,
| Sancai translates into “three colors.” Thrs httle statuette used tofit wetl into that category, $55.00
uttime and age have tumed it into a “one-cai.” - i
Chinese medicine can include everything from ginseng to powdered trger bones $55.00
| A person who believes in that stuff will buy anything.
hells are hard and durable. You can definitely profit from them at the store $10.00 k
| A pair of plastic sunglasses shutter Ilke they fell out of an 80s music video. Tragroal[y mrsmatohed in this heII. V' : $5.00 ,
battered smartphone. Last year's model, but it'll still fetch a few pennies around here. $65.00 «
Whoever lost these keys vron i be getting them back anytime. soon : $10.00' - '
| Someone's Iucky lighter. It's little more than a trinket now that rt's out of lrghter fuel. $1.00 ‘
detailed carvrng of a spider. Keep away trowm araohnophobes = $14700 =
7 Svunglasses that were once tragically hip but are now just tragic. - $1000
| Toothpaste Good to see someone still cares about dental hygiene out here. = : $16.00 =
’ = $ =
Water punfrcatron pills, vrtal for stayrng hydrated wrthout gettmgthe runs. -~ $25.00
V A whrte poker_ohrp v_vorth $10 even though someone tried to soratch an extra;eimr‘tmee_mi - $1000
* Found by “skinning” a dead crow or vulture ** Found by skinning a crocodrle =+ Found by skinning a Galapagos tortoise.
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CRAFTING REGIPES

There are two different kinds of crafting you can do in Far Cry 3. The first involves creating new chemical blends to use via your syringes; the second is
fashioning new pouches and bandoliers out of the skins and hides of the animals of the island.

In the first case, you're given the recipe for Medical syringes early in the game, as part of a mandatory story mission. The rest of the syringe recipes are
unlocked gradually as rewards for finding collectibles or completing story missions.

| [n the second, you gradually figure out how to create bigger and better containers by making the simpler, smaller ones. The first three upgrades for any

bandolier are made using the skins of conventionally available animals found throughout the island.

The final upgrade for every container you possess, with the exceptions of Weapon Holsters and Rocket Packs, is made using the skin of a unique animal.
These cannot be found under ordinary circumstances, and are the specific targets of various Path of the Hunter quests (see pg. 178).

l The tracked Recipes statistic in your Handbook works off the syringe recipes you know and of the containers you've created. If you've unlocked the next
1 largest size of a given container but have not yet created it, it will not count towards your Recipes total until you've actually put it together,

Materials

il

Item Effect

Syringes ” -

Nledlcme - Reslore 27healtll bers (base)i. - T -
Hunting L

Animl Repellent

|
| Heaty Hustan

Hunter's Instinct

| Hostile land animals will nt attack you. Duration: 40 seconds.

:Green Leafxl

Green Leaf x2, Blue Leaf x1

Complete “Piece of the Past”

Your eltaeks deal more damage to animals. Duration: 20 seconds.

Timid animals will not flee when you approach; animals can be seen
fmrnirange Qoretion: ﬂioisecpnds

Enhanced Perception

Fireproof

Sharpshooter

You can detect enemies and exploswes by scent, automatlcally taggmg
any that  appear within your line of sight. Duration: 40 seconds

You become immune to fire damage for the duratmn of the syrmge S

‘eﬁect Duratlon 20 seconds

You receive a boost to your accuracy when not firing along iron mghts 1.

Duration: 20 seconds.

Complete “Harvest the Jungle"’ 4 ’

Amher Leaf x2
Amber Leaf x2 Cnmson Leaf xl

Amber Leaf x1

Complete "Mushrooms in the D

| Complete Pleymg tﬁhﬁe Cpoller

Complete “Secure the Outpost”

Crimson Leaf x1

Crimson Leaf x2

Crimson Leaf x2, Amber Leaf x1

Complete “The Medusa's Call"

Complete “A Man Called Hoyt”

Deep Dive

eep”

Complete “Secure the Outpost”

You do not use up oxygen wh| e underwater until the syringe's effect
wears off. Duranon 40 seconds. .

Nature Boy

Blue Leaf x2, Green Leaf x1

Complete “Island Park Hotel”

Plants in the area can be seen through scent. Duratmn 40 seconds W

Sprint Burst

Both running and swimming speeds are dramatically increased, Dura-
tion: 20 seconds

Special

Untouchable

Become immune to damage for the duration of the syringelﬂsieﬁect.

Duration: 20 seconds.

Touch of Death

Every shot you take is a one-hit kill. Duration: 20 seconds.

268

| Blue Leafxl

Blue Leaf x2

Co_mplete "Once More W|th D|gmty

Complete “Saving Oliver”

| White Leaf x2, Blue Leaf 15,

Green Leaf X5

White Leaf X2, Amber Leaf x5
7Cn7rnson Ee“a'fﬁ

Find 30 Relics

Find 40 Relics
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ClLL TIBLES

_Unlock

SNOELY30T AN

‘ Effect - N_lat_e_rrals -

Nl{lﬂ’ea@lﬂolsz‘ers g ;’ . : e "o _

Simple Holster Carry 1 extra gun. i Goat Skin x1 Complete "Harvest the Jungle"
Rugged Holster B Carry 2 extra guns. Deer Hide x2 Craft Simple Holster

Heavy Duty HQI,StEF,, Carry 3 extra guns. Shark Skin x2 Craft Rugged Holster

Wallets o e -

Simple Wallet Carry up to $2000. B i Pig Hide x1 Complete “Secure the Outpost”
Mli'ug“geﬂﬂ\lallet el 7Carru_uo to $4000. - Cassowary Leather x2 Craft Simple Wallet

Heavy Duty Walle? ' Carry up to $6000. - Shark Skin x2 Craft Rugged Wallet

Extended Wallet - Carry upnto$_16000 One Horn Leather x1 Craft Heavy Duty Wallet
Rucksacks T LT - A | )

Simple Rucksack Carry up to 32 skins, leaves, and loot items, B Boar Hide x2 Complete “Harvest the Jungle”
hugged Rucksack ﬂ Carry up to 48 skins, leaves, and loot items. Tapir Hide x2 Complete “Secure the Outpost”
Heavy Duty Rucksaok Carry up to 64 skins, leaves, and loot items. o Dingo Pelt x4 Craft Rugged Rucksack
4E;tend*od-Runks_dck Carry up to 96 skins, leaves, and loat items. Undying Bear Leatherx] | Craft Heavy Duty Rucksack
T Moapt s |
Simple Syringe Kit Carry up to b syringes. § Pig Hide x1 Complete “Secure the Outpost”
Rugged Syringe Kit Carry up to 7 syringes. __ = =5 W Dog Skin x3 Craft Simple Syringe Kit

Heavy Duty Syrrnge Kit Carry up to 9 syringes. " vl Leopard Skin x2 Craft Rugged Syringe Kit
Extended Synnﬁg_ehr‘h . i Carryupto12 gyringesr Black Panther Leather x1 | Craft Heavy Duty Syringe Kit
‘Ammo Pouches » Tl J I

Srmple Ammo Pouch Carry more handgun éssa\ult rifle, shotgun sniper nﬂe, and LMG arnmumtron. Boar Hide x2 Complete “Secure the Qutpost”
Rugged Ammo Pouch Carry more handgun, assault rifle, shotgun, sniper rifle, and LMG ammunition. | Buffalo Hide X2 Craft Simple Ammo Pouch
Heomemo Pouch Carry more handgun, assault rifle, shotgun, sniper ifle, and LMG ammunition. | Tiger Skinx2 Craft Rugged Ammo Pouch
Exrended Ammo Pouch_ ___ Carry more handgun, assault rifle, shotgun, sniper rifle, and LMG arnnrunrtron. Golden Tiger Leéther Xl | Craft Heavy Duty Ammo Pouch
Throwable Packs i

Simple Grenade Pouch Carry up to 4 grenades and 4 Molotovs, | Goat Skin x2 Complete “Secure the Outpost”
Rugged Grenade Pouch» | Carryup to 6 grenades and 6 Molotovs. : __;_ TR Deer Hide x2 (Craft Simple Grenade Pouch
Heavy Duty Grenade Pouch | Carry up to 8 grenades and 8 Molotovs:, Komodo Dragon Skinx3 | Craft Rugged Grenade Pouch
_Extended Grenade Pouch | Carry up to 12 grenades and 12 Molotovs. —= Blood Komodo Leather x1 Craft Heavy Duty Grenade Pouch
Munitions Pouch - L r" |
§rrnple Munitions Pouch Carry up to3 C4 and 3 land mines. = | Goat Skinx2 | Complete “Secure the Qutpost”
Rugged Munitions Pouch | Carry up to 4 C4 and 4 land mines. Leopard Skinx2 | Craft Simple Munitions Pouch
Heavy Duty Munitions Pouch | Carry up to 5 C4 and 5 land mines. = Bear Skin x2 | Craft Rugged Munitions Pouch
Extended Munitions Pouch | Carry up to 6 C4 and 6 land mines. ; | White Belly Tapir Leather I | Graft Heavy Duty Munitions Pouch
Flametrone el Slings I :

Simple Fuel Sling Carry another 100 units of flamethrower fuel. | Dog Skin x2 | Complete “Secure the Outpost”
Rugged FuelSling | Carry another 100 units of flamethrower fuel. = | Buar Hidex2 | Craft Simple Fuel Sling

Heavy Duty Fuel §Img | Carry another 100 units of flamethrower fuel. | Komodo Dragon Skinx2 | Craft Rugged Fuel Sling
‘Extended Fuel Sling Carry another 100 units of flamethrower fuel. = Yellow Neck Leather x| Graft Heavy Duty Fuel Sling
Rocket Packs 114 L Ly i

~Small Rocket Pack Cafry up to 4 RPG-7 rounds and 8 GL- % rounds — Deer Hide x1 | Complete “Secure the Outpost”
Rugged Rocket Pack Carry up to 5 RPG-7 rounds and 10 GL-94 rounds. Dingo Pelt x4 Craft Small Rocket Pac
Heavy Duty Rocket Pack | Carry up to 6 RPG-7 rounds and 12 GL-94 rounds. | Tiger Skin x3 Craft Rugged Rocket Pack
Quivers [T - e P T . :
Simple Arrow Quiver Carry up to 10 regular and 10 special arrows at once. Goat Skinx1 :Complete “Secure the Outpost“ :
Rugged Arrow Quiver Carry up to 15 regular and 10 special arrows at once. E D Tapir Hidex2 ' Craft Srmple Arrow Quiver
Heavy Duty Arrow Quiver Carry up to 20 regular and 10 special arrows at once. : ~ |BearSkin 2 - A,Crkaft Rugged,Arrow Quiver
Extended Arrow Quiver Carry up to 30 regular and 10 special arrows atonce. | Maneater Shark Skin xl | Craft Heavy Duty Arrow Quiver
Specialdmows , . T R

Explosive Arrow Thrs arrow detonates on rmpact = ~|Grenadexl, Arrowxl - ",Gomplete “Kick the Homet's Nest”
Fire Arow This arrow creates a fire at its point of |mpact Molotov x1, Arraw 1 . | Complete “Keeping Busy”

T!r»:rss i5 10 "xférrdod‘
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~ Achievement Description How To Obtain [;amer Trophy
_ _ } i} .
| Mai Ldmpa - Ly n e bt B e B ot TR,
= Escape the pirates and survive in the p
widemess. mCompIete Make A Break For It” R 10 anze )
Return to the doctor with the cave Complete “Mushrooms in the Deep” 20 Bronze
Wmushrooms. e } el N
Rescue Liza from the oumlng building. Complete ‘Island Park Hotel” 20 Bronze
Complete the Rakyatmltlatlon. Complete “Meet Citra" 20 Bronze i
Rescue Oliver from the pirates. Complete “Saving Oliver” 20 Bronze )|
Rescue Keith from Buck. Complete “Unhappy Reunion” 20 Bronze
Sunive the encounter with Complete “Warrior Rescue Service” 50 Silver
Vaas and escape. ) —— i Ty I
Kill Vaas. Complete “Payback” 50 Silver
Use your wingsuit to reach the Complete “Fly South” and successfully land on the South Island. 20 Bronze
[ Southistand, o e I
Complete Rlleys mterrogatmn. Complete “All In" 20 Bronze
Kill Hoyt. Complete ‘Aced in the Hole 50 Silver
Attend the final ceremony. Complete “Hard Choices”; plckelther optlon 100 l Gold
. _— S — o == Y — D 'S <
& Here We Come Complete “Ready or Not” Complete ”Ready or Not” 20 l Bronze '
 Return to Sender Complete “Sidetracked” Complete “Sidetracked” 20 Bronze
Rockmg the Boat Complete 0verboard" Complete “Overboard” 20 l Bronze
; Hide and Seek  Complete * nghts Qut” Complete “nghts Out” 20 Bronze
— = = ) B I e = (M O ; N
4 Late Night Pick-Up ;Complete ‘Rush Hour” Complete “Rush Hour" 20 Bronze
Gettmg Even Complete “Payback" Complete “Payback” 20 Bronze
Freefall more than 100m and live ~ The bestplooetoéetm;l;at the end of the “FlyCothh” mission, ll you l *f:‘» o e
(slngle-playemtmonly). delay deploylng the paraohute fora mmute orso. in. ‘ ] Z
| Liberate 3 outposts. You get Amanaki Outpost for “free,” so pick your favorites forthe other two. 10 Bronze
| Liberate all outposts. See pg. 204. 40 Silver
V Liberate an outpost without tnggermg The easmstoolpost to take down quietly is the Welshore WreckersHooo‘eM R 20' M;
an alarm | (pg. 187). - - fonze
Deactivate the scramblers on )
9 radio towers Seepg‘226 n | ‘ 7 20 Silver |
| Gathera total of 60 Relics. See pg. 234 2 Silver
Dead Letters | Gather all “Letters of the Lost”. See pg. 257. 20 Silver
i Memoryto Spare ZG”atherall theMemory Cards. lSee pg. 265. This goes hand in hand with [sland Liberator. 20 Silver
BB Say Hito the = o I NI | Interact with the head ofme butlecl mann(referencetothe far Clyéhoxﬁ
e Internet Find the lost llollywood star. art) near Rook Point Tower (ooordmates X 620 Y 558) MMMMMMMMMMMMM Wlog | Bronze
| e | Unlock 50 entries in the Handbook's You gradually unlock entries as you explorethe island and oomp'etem|s— -
' E Iingie Jourmal Survival Guide. lsxons This should hap.peo"ollon its own. o i 20 i b'lvjel
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Achreverrint_.% B Ml]escrrptﬂ - | Ho\rr To Obtain o Points Trophy
Exploralror/ (continued) 1w -
Bagged and Tagged Complete a Path of the Hunter quest. Seepg. 178 N 10 Bronze
Road Trip Complete a Supply Drop quest. See pg. 194. 10 Bronze
L8 In Cold Blood Complete a Wanted Dead quest. See pg. 186, 10 Bronze
Let the Trials Begln Beat any Trial of the Rakyat SCOre. See pg 174, Frag Me Up” is a fun and easy Trial to get a high score on. |10 Bronze
B . o W This requues you to do soaede; sea drvrn-ggf_tl;ooe;r;the rsl_and
Fearless or Stupid Du/e Tpre than GOrrr (srngle—player on& Rel cs}#42 and #5 are both about tis desp. 15 Bronze
A ok = : Thrér?tou?h since a lot of enemies tend to die to the fires the flame-
Kill 50 enemies with the flamethrower | thrower starts rather than the flamethrower itself. Take it along to the
Heartiess R (single-player only); South Island and use it while you've got the Privateer's Uniform so you L Ll
- 7‘ o - ~|can get close beforeyou openup. o
Klll 4 enemies srmultaneously with one The AM 12 outpost is great for this, since 1t has a huge pack of guard
Love theBn"urMnﬁW o E@logron (single-player: only)_' g dogs Brrn_g an RPG and have fun. il I
. Distract 25 enemies with rocks p o e r
Rock Always Wins (sirrgle-player only. ’ “Between outposts and the “Doppelganger” mission, this one's a gimme. 10 Bronze
. Tag 25 enemies usingythecamera This is the prrmary use for the camera, so you should get thrs without
Island Paparazel | tingle-player oy = | nying : 15 : Bronze_
Kill an enemy with the Repair Tool What? Hold a blowtorch to a guy s hiead. You mean you haven't tried that 5 Brinzs
| = (smgle—player only). once already? : s
] - Kill a target from 70m ot more W|th the | The achievement does ot care if you use an Explosrve Arrow to do this. 15 = Brohee
=l | bow (single-player only). Skate by on that technicality. el
Kill an enemy with a Death From Above 0
Never Saw It Coming | Takedown from a glider, zipline, or Iiko pull this| off dunng Deep’r L in the stofyicampaign. The mmrng 20 | Bromze

Finances

Vpgreclﬂteliihgleﬂer only).

facrhly is lull of both guards and znplmes -

Aftermarket Junkie

.,@ Poker Bully

one weapon.

Buy all attachments and parnt jobs for

orpi nﬁand ST6-90,

Win $1500 playing poker.

¢ highest-stakes game on the island is found rlunng the Father's
Burden side mission (see pg. 171). Completing it requires you o win at
least this much at the table.

' ‘You should get thrs without a problem rt you buy a srgnature weapon on

top of keeping yourself well-supplied with ammo and body armor.

Crafting

5 : Artsy Craftsy

PRIMA Official Game Guide

| Eam 5skrltanl‘“ ”

! Earn EVery tattoo by Iearrrmg

aIl the skills.

Craft 25 syringes.

Craft 5 upgrades for your equlpment

Craft a Special syringe.

Hunt and skin a rare animal.

Lure and kill a predator.

| Spend flve Skrll Biiglss = = = 5 Bronze
Unlock and purchase all 46 Skill Pornts Thrs is hkely to be one of the Iast 30 Gold
| if not the last achrevements/trophres youget : :
- You' lhwant to dothis anyway [t can be aocomplshed early in the game 10 Br
o !;u~s'|hgthe'p~|g~s"d_eewr‘ ahd dogs around Amanaki Village. s
| If you don't go through at least this many Medical syringes over the 15 Bioiiz
course of the “the game, you are a wizard, -l i e
Collest 30 Relics to unlock the Untouchable reorpe then 20 flower prclung
a0 for the matenals =t - i 15 Emi
These show up durrng certain Path of the Hunter quests (see Pe. 178). 20 Bronze
Take down any hostile animal other than a dog 10 Branze
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Make it your islands
A Detailed maps showing the locations of all
safehouses, radio towers, relics and more.

Go beyond the game
A See the island like never before with
incredible high-res panoramics, exclusive ;
concept art and behind the scenes
developer commentary. ;

' . Master your craft .;
N In depth list of Items and how to craft all
Easy-to-follow e

walkthrough

N Step-by-step
coverage for
Story Mode and
Side Missions to
help you survive.

Know your weapon
N Stats and Mods for every weapon in the
game let you chose the best tool for the job.
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