


- Juju's 'Nighty Night' guide v1.1 -








Here's my JA2 guide. It's not the way to do it, it's a way to do it. It doesn't cover the entire game but just enough to get you underway on expert level, which is really cool. I wouldn't want to play it any other way! Of course you could use this strategy on experienced or novice level, but I think the challenge would be gone completely (especially on novice). I have also included a number of tips that may come in handy. Note that all Night-Ops related tips and tactics are printed in red (like this).





*******************************





Changes to v1.0: Changed combat team setup \ Changes made to use of M.E.R.C. mercs \ Tips added and removed (I'm not perfect, you know) \ tips updated and expanded \ added tactics for towndefence and midnight sorties \ and more. Most of these changes aren't really obvious so I'm afraid you'll just have to read it all again. Sorry... 


This update: September 15, 1999





*******************************





First of all, this guide is based on a Night-Ops tactics-team on  expert level of JA2. This is not for the faint of heart, and you should expect some extremely heavy resistance. I have played (but not yet finished) JA2 several times, and have started again and again using a new approach. I have assumed that anyone reading this is reasonably informed as to where certain NPC's are, what they do and how to get to them. It also helps if you've read the spoiler section you'll find on The Voice Of Arulco, definitely the coolest JA2 website on the net! In short, this guide is not intended for the first-time JA2 player
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I- The I.M.P. Merc


I'll keep this short. If you've read Patusco's General strategy guide (found on the The Voice Of Arulco website) you know what I mean. If you haven't, you may want to download it.


Stats - My I.M.P. Merc has to be good at one thing, and one thing only: shooting. I drop Med., Mec. and Expl. to zero. Health to 60 and leadership to 45. The rest goes up to the max.


Special ability - I make my Merc a night-ops expert. After gaining some experience and finding night- or, even better, UV-goggles (contrary to reports I've read in other guides they are available at Expert Level. They're just harder to find), he will have the edge over almost any opponent during night combat. To make a Night-Ops expert answer the questions as follows: 2-3-2-4-1-2-3-2-1-1-1-3-1-1-3-1. Next, choose face four (the guy with the white shirt) and voice one (Time-for-the-enemy-to-say-it's-prayers!). I'm not sure, but if I were you I'd use the stats mentioned above. 


Personality - What you do with this is entirely up to you, but my Merc is a psycho, which is a little irritating at lower experience levels. But later on, with a good weapon, and lower burst AP cost he will often score 5 out of 5 hits when burstfiring. Note that if you answer the questions with the answers mentioned above your merc will be psycho (check Patusco's guide, section 1.5.1. to do it differently).





II- A Shot in the Dark: Planning the Dreamteam


Planning my dreamteam is really important. I always use one team that does all the dirty work (i.e. during the entire game I only ever hire five A.I.M. mercs and I never switch), and initially most of the M.E.R.C. personnel for training militia. I've tried different approaches, and literally spent hours examining stats, costs and abilities. But when you look at special abilities there is only one really worth something in a firefight at Expert Level: Night-Ops. In my experience nighttime is the best time for combat, so I assembled a Night-ops team, and decided that, from the very start, daytime is exclusively for resting, repairing and other stuff. Nighttime is for travel and combat. Stick to this and you'll make it. I must say this works extremely well. 


Ideally I want at least 4 good gunners. Further more, I also like to keep my equipment in tip top condition, so I always take at least one good Mechanic. Of course I need a doctor as well.


My current Dreamteam is as follows:


1- Juju, my I.M.P.  Merc: Night-Ops expert.


2- Raven: why? Night-Ops, good gunner, cheap.


3- Spider: why? Night-Ops, best medic available, fast learner, cheap.


4- Trevor: why? Best mechanic available, fast learner, can (or should I say will) pick any lock, also doubles as my explosives guy (real value for the dollar!).


5- Scope: why? Night-Ops, best gunner available, Good teacher.


6- Dr. Q: why? Night-Ops, fast learner, cheap. Apart from being a good doctor he doesn't seem like much, but if you give him the chance to grow you won't be sorry. In my current game he's gained 30 marksmanship points in 45 battles (thanks for the tip Jinx!).


Pro's: 


# Pleasant people to be around with is somehow important to me. My dreamteam fullfills my needs in this. Trevor is 'me mate', Raven's like a sister to me and I just looove Scope. She's cute. Spider is the sensible one and Dr. Q is just great (I love the sounds he makes when he does his Marial Arts thing) . This doesn't affect gameplay at all, but I just wouldn't want to roam the countryside with guys like Razor or Haywire, yuck.


# After rising a couple of levels this team will be virtually unbeatable in nighttime combat. I've had engagements against 12+ enemies who weren't able to fire a single shot!


Cons: 


# I haven't found any real cons in this team so far.


Don't really matters: 


# There aren't any good night-Ops Mercs available that are also quality mechanics (except Static, but his wisdom is only 59. You can't be part of my combat team unless your wisdom is at least 80. I've made an exception for Raven though). But Trevor is an excellent alternative.


# In v1.0 I stated that my mercs weren't strong enough to carry around lot's of stuff. Experience reveals that when you have a vehicle this doesn't really matter. Travelling by foot may even gain you a strength-point when you're heavily overloaded, but your mercs will also become tired very quickly this way, and as a result their performance will suffer accordingly. 


# There's noone on the team with a really high leadership. Personally I don't consider this a problem since I do not intend to hire any of the locals unless they're very cheap and are needed for a sub-quest (only Dynamo and Shank, and they always seem to want to come along). 





III- Onwards to Drassen


Since I have only $30.000 to spend at Expert level, I start off with the affordable Mercs: Raven, because she's a good gunner, and Spider, because I need a docter around. An added bonus is that these two already like eachother! Don't hire Q yet. You'll need some money to start training militia.


You'll have absolutely no one to open locks for you, but your own Merc and a crowbar should work out fine at first. You may even gain some strength points for breaking into houses and chests succesfully.


After liberating Omerta and Drassen, leave Ira behind to train militia. She's irritating, but at least she's a good teacher. Don't waste any time, since Deidranna's forces probably won't attack Drassen in the first couple of days, and find Skywalker. This is quite easy as there is always a civilian somewhere in Drassen that 'tells' you his exact location. Next, take care of the SAM-site near Drassen.


As soon as the M.E.R.C. website is on-line I hire The following Mercs: Ira, Biff, Flo, Gumpy and Gasket. The others really suck. (don't forget Dimitri when food arrives from Drassen) and put Ira, Biff, Flo and Gumpy to work as Militia-trainers in Drassen and the eastern SAM-site. They're not at all good as yet, but their combined cost couldn't even hire a skilled merc for more than half a day. Gaskin and Dimitri do some odd-jobs at first. Later on they will function as a repair team for my combat squad.





IV- Where to go next after Drassen or 'How-to-earn-a-lot-of-money-in-a-really-short-time.'


Around day (or should I say night) four or five, depending on your luck, your team should be ready to move on. It's time to hire Dr. Q now. No doubt you'll be wondering where to get the huge amount of money, needed to afford financial heavies, like Scope and Trevor early  in the game. This is how to do it: First gather all weapons left behind in previous combats and travel to San Mona, and sell them at Tony's. Then move on to take the SAM-site south of Chitzena and take it. Now travel back to San Mona. By this time you should have enough money to afford Trevor and drop him right inside San Mona. Trevor is the next on my team since I need him to free Maria, in order to get the deed for the gay guy in the tattoo shop. It will bring in $10.000.


Next, go to Kingpin's bar and wager as much as you can on the fistfights that are organised there. If you play it smart you hire a Martial Arts- or Boxing specialist for one day and have him fight for you (If you've hired Q, don't bother. He'll finish the job for you). You can easily win $15.000 here. 


Next stop is Kingpin's money in his mine. Good for another $20.000.


The final 'Big-Money' push is this: Grumm here we come! The grumm mine is the only goldmine in Arulco. You'll find about $15.000 to $20.000 in gold just lying on the ground there! Expect some very heavy resistance on the way there (at least I did). Take only the mine at first. Now you should have enough money to hire Scope for one week and extend Raven and Spider's contract with two weeks each, now that they're still relatively cheap. Remember, Their price rises along  with their experience level, and sometimes quite extreme. Especially watch out with Trevor (since he already is expensive, starts at level two and is a furious learner, if you let him) If he rises in level too fast, he'll possibly want more than you can afford (He once, in one of my previous games, asked me $125.000 for two weeks).


Now your team can take over the rest of Grumm. The good thing about Grumm is that you can have anything repaired there (expensive), plus there's a mortar + shells and plenty of good guns, three underslung grenadelaunchers, ammo and scopes.


By now, day nine or ten, your trainers will be just about finished in Drassen and the eastern SAM-site. Just let Skyrider fly them over (It'll cost you, but they won't make it alive if you let them travel by road on Expert level).


As soon as they arrive, load your combat team into the heli, and make sure you're literally overloaded with all the excess guns left behind after the battles for Grumm that you can possibly carry. Fly to San Mona and sell them all to Tony (see VI#14). Good for another $12.000 in my case.


Consider sticking around Grumm for a couple of days as it will be under constant attack the first few days. Bring in Gasket and Dimitri to help repair your stuff. Also take some time to equip your trainers and mechanics with decent guns and armor. What I then do is make night-sorties into adjacent sectors and eliminate patrols before they eliminate a lot of unskilled militia which I then have to train again (see VI#21). Im my current game I take it slow and usually stick around the town my trainers and repairmen are working in.





From this point on I don't think it really matters what town you take next. But if you don't have a vehicle at this point it's probably best to take Chitzena first, since your 'in the neighbourhood'. More reasons to do this are 1) You'll be finished in the north-western part of the country, and 2) You'll be able to deal with Kingpin relatively fast, if needs be. Whacking a couple of his assasins may sound like fun and good for experience, but who's to say they won't go after your trainers. You can't expect a $100-a-day-merc to be good at defending himself against skilled assassins (or bloodcats). What I do is, after taking Chitzena I go back to Grumm mine because it's usually under heavy attack by now, since it's the only western road north. I stay there and whack a couple of patrols until the inevitable Kingpin ultimatum expires. Then it's on to San Mona to kill him. Yet again good for a total of about $20.000.


Now is the time to consider the contracts of  Scope and Trevor. There should be enough cash to extend both their contracts for two weeks. If this is the case DO IT, because in a week or so the'll probably charge you double. By now it's about day 11 or so. In the last days, if you've played your cards right you should have made over $85.000 worth of extra money, and that's excluding your daily mine income! Way to go!!





IV- We're off on the road to Meduna


So, what next? I went back to Grumm (yet again) to have my weapons and stuff repaired by my repair team.Then I made my way to the central SAM-site, and took that over first, in order to be able to use Estoni as a Heli-base. By now my entire combat-team has extended ears and night vision goggles. It seems from this point on the town defenses in general seem a little weaker than the patrols, so there won't be any surprises or difficulties in taking the other towns. In fact, your opponents should be dropping like flies soon after the first shot is fired in a combat. After all, you see (and hear) them first in nine out of ten cases (see VI#15 concerning firing the 'first shot'). Also, on Expert Level the enemy is extremely agressive, which usually results in them coming to me, and ending up in a nice and tidy semi-circle of dead bodies around my position, since because they are so agressive, I hardly have to move! Some people claim they have difficulties finding any remaining enemies. Following the trail of dead bodies is a good start. 


Around this time (i.e.shortly after liberating your third town) Deidranna is so pissed-off that she'll release the bugs into a mine. This is a random. I've read some guides where people saved the bugquest until last. This is stupid. It'll cost you a lot of money. If you take care of the bugproblem right away you'll have 1) a steady cashflow again, 2) extra experience and 3) the Queenjelly to merge with your armour (it's much better than compound 18, so don't sell it), and lot's of bugparts to sell. (tip: Micky, the dealer that buys bloodcat parts will also buy bugparts, and usually more than Gabby. He also seems to be paying more). Note also that if you don't tackle this problem right away, they will come out and make your local milita into Bugfood very efficiently.


If you still haven't met Hamous and his ice-creamtruck yet, and you're tired of walking, it's worthwhile to make a stop west of Balime and buy the Hummer. While your on your way there you might as well free Dynamo and Shank from Tixa Prison. Dynamo is not a bad mechanic, so I assign him to my repair team. As for Shank: after he's visited Estoni, in order for you to be able to buy fuel, he has already outlived his usefullness because he's not good at anything. But every time I fire him he manages to make me feel like a real bastard. So from this point on he'll be the one to make pick-ups at Drassen airport of the stuff I ordered at Bobby-Ray's, and the one that does the local shopping and selling. After all, somebody's got to do it. Also, at this point my cashflow allowed me to hire Raider (Raven's husband) and Hitman, as additional Militia trainers. Raider is extremely good at this, but then again he's an expert teacher. After you've liberated five towns you can recruit the guerillas Carlos and Miguel. Miguel has a leadership of  98, so he'a good teacher. I leave Carlos because I have only one place open, and that'll be Madlab's robot.


I now have a tight team that works with eachother and for eachother. I'm very attached to all of them and, in short, this is what it looks like:


# The Combat Team: My Merc, Raven, Spider, Dr. Q, Trevor, and Scope.


# The Trainers: Ira, Flo, Biff, Gumpy (see below), Raider, Hitman, Miguel.


# The Repairmen: Dimitri, Gasket and Dynamo.


# The Errand Boy: Shank


# The Robo-operator: Gumpy. As soon as Miguel joins my group I assign Gumpy to Madlab's robot as a seperate team. I think I'll use it as an 'artillery spotter' (see VI#25) or something. Haven't used it yet so I don't really know what it's capabilities are, or how the enemy reacts to it.





Now that the revolution is well underway it's pointless to describe every step of the way, apart from the fact that opposition will increase in skill and numbers (twentynine at once so far, in my current game. I've heard reports of as much as thirtyfive, however!) 





VI- General tips,  do's and don'ts.


#1 - Frequent burstfire will damage your weapon quickly, so repair regularly.


#2 -  Save permanent gun-attachments until you have the guns you want to kill Deidranna with because some parts are hard to get. 


#3 -  Never mind about the barrel extender. Using Night-Ops only, you use short ranges all the time anyway. Besides, you'll need your slots for scopes, underslung grenadelaunchers and grenades and the rod-and-spring attachment.


#4 -  Tony has the occasional underslung grenadelauncher (A.K.A. the Talon) for sale. Equip all your guns with them as soon as possible. Firing them costs only a few AP's. Use them to suppress large amounts of enemies by simply firing four or five rounds into their position. That'll teach them. Note that they are extremely inaccurate as compared to the M79 grenade launcher.


#5 -  Don't hesitate to buy interesting stuff at Bobby-Ray's (always get your hands on any camo-kits, mortar shells and UV-goggles available). Even if it's just lying around in Drassen airport for days, it's good to stockpile some hard-to-get items. The drawback is that items tend to 'get lost' or 'delivered at the wrong airport'. Yeah right. I was furious when four mortar shells and two pairs of UV-goggles got 'lost' this way. In my anger I killed Sal (the cargo guy you get after you kill Pablo). Don't do that. Strangely enough my own militia turned against me! It's best to 'grease the palms' of the cargo guy with a couple of hundred dollar's worth of  'coffee money'.


6# -  Mortars can kill tanks! And you don't have to see them (as long as at least someone on your team does) to be able to score a hit!


#7 -  Use (and buy) Camo-kits whenever they are available (I use them all the time). The enemy will spot you later (too late, hopefully). Remember, the enemy has Night-Ops soldiers as well. I'm sure of it.


#8 -  Do not underestimate the power of the mustardgas grenade for indoor combat!


#9 -  If you have trouble killing the bugs, buy Gabby's elixir. the bugs hunt by smell, not by vision, and you'll be  'unsmellable' to them. also remember that their rear end (the bug-butt) is more vulnerable than their front end, allthough I haven't managed to get behind one. Then again, I didn't use the elixir.


#10 -  When you go to kill the bugs, bring plenty of ammo (contrary to other guides I've read, the HP ammo does work better}, since you will be shooting a lot of rounds. It's a real rotter when halfway through a battle you have to retreat 'topside' to get more ammo.


#11 -  Save compound 18 and the bugqueen jelly for the best armour available (spectra). Don't waste it. It's hard to find.


#12 -  Consider carefully what guns your team will ultimately be using and equip them all with the same type of gun (i.e. guns that use the same type of ammo). This will make reloading between teammembers easier if you're in a tight spot. My first weapon of choice used to be the C-7. It's the overall best rifle in the game, and my entire team was equiped with it. If, quite frankly, by day 15 you haven't managed to find six of these guns, you haven't been fighting enough battles. (don't count on this if you use the Tons of Guns option: I've only found two so far at day 18).


#12B - HOWEVER: My current favorite gun is the FA-MAS. It's effective range is considerably shorter than the C-7 (which, of course doesn't matter one bit in Night-Ops since you use short ranges all the time anyway), but it costs 1 AP less to fire in both single- and burstfire. Be advised that it's also unreliable and hard to repair, but if you keep it in good condition you won't have any trouble, so repair regularly. I also found out that, for some reason after attaching the rod-and-spring, I'm sometimes able to fire rounds at 2 AP's per shot and bursts at 4 AP's per burst with these guns!! I suspect it has at least something to do with a combination of high morale and just being shot, but I'm not sure. Idea's anyone?


#13 -  Most of the dealers, buyers and other NPC's (i.e. the ones that don't actually have a shop) appear at random places each time you start a new game. Don't bother looking for them where you found them in a previous game.


#14 -  If any dealer says he doesn't have the money to make a purchase, try selling your items one at a time and removing the money after each sale. They'll buy more. 


#15 -  Don't try the good old 'Let's-Fire-A-Round-In-The-Air-And-Have-The-Bad-Guys-Come-To-Me' trick on expert level. It won't work. What the (unseen and closeby) enemy most likely does is fire a couple of  (pretty accurate) bursts and rifle-grenades onto your positions before they move towards you. You have been warned.


#16 -  On the other hand, the previous trick does work like a clock against the bug things. Just make sure you are positioned around a corner and NOT in a wide open space.


#17 -  FIRST RULE OF TACTICS: Don't divide your forces unnecessarily. Keep your mercs in a tight and compact formation in order to get multiple lines of sights and interrupts. This also limits the number of enemies that actually spot you, since you occupy only a small area. Watch out for grenades though (see VI#19).


#18 - Always make sure no teammembers are directly behind a merc that is firing a LAW: it hurts.


#19 -  If you think you can't kill all currently visible opponents in your turn, fall back. Even dying soldiers have a line of sight to your team and it WILL result in a couple of grenades or even a LAW or mortarround fired at your position by unseen enemies! Remember, as long as one of your Mercs can spot an opponent, ALL of your Mercs can fire on him (assuming, of course, there's an actual line-of-sight). Just aim a bit more precise, and it'll get the job done. It's a good idea to relocate your squad at least every three turns during combat.


#20 -  Always let your Night-Ops expert scout ahead a few yards and you'll never be surpised. Well almost never...


#21 -  Don't be tempted to engage large enemy patrols at daytime: you'll be sorry (believe me, I was). Better yet -and I can't stress this too much- AVOID ALL DAYTIME ENCOUNTERS!!!  Stay at safe locations by day and make midnight raids on roaming patrols (if you have a vehicle you'll have a considerable range in one night. I've whacked up to seven patrols in a single night this way. Just make sure you're back in a safe spot by daybreak!).


#22 - Avoid lying prone in combat all the time. You need 6 AP's just to turn around that way, and you better use your AP's to actually kill your opponent and not cower in the dirt. And since you're not going to lie down all the time you may as well dump any bipods you have attached to your guns in favor of underslung grenadelaunchers!


#23 - Allow your weaker gunners to develop their shooting skills. You'll want them all to be good when you visit Meduna. I don't aim (i.e. right-click) or shoot at heads anymore (I could shoot an enemy in the head and probably kill him with three well aimed shots). I take it slow and fire as much single shots as it takes into the enemy's torso. From marksmanship 85 and up you hit 8 out of 10 times at close (Night-Ops) range. Even if it takes 6 or 7 rounds, I figured that 6 or 7 hits is better for gaining experience than 3!


#24 - Don't allow any of your mercs to get bored. If they haven't got anything better do have them train eachother, or practice. Sometimes I put four trainers to work in a single square. Two of them train while the other two rest. After 8 hours or so they switch. This get's the job done very quickly in smaller objectives like SAM-sites, Balime and Chitzena. 


#25 - Stockpiling: I've managed to stockpile a whole shitload of mortar shells once. since I didn't really know what to do with them I thought up this: In the really heavy sectors, like Meduna, you can start a battle by first firing an 'artillary barrage' of several rounds onto suspected enemy positions to, as it were, 'weaken their defences.' It feels like a Real War when your team is equiped with 4 or 5 of these babies with two or three rounds each, and then start blasting away!


#25 - Just for fun: Once in a while check the A.I.M. website and watch your mercs climb to the top of the mercenary ladder in different categories!


#26 - Just for fun: Send Deidranna some flowers. She'll be soooo delighted... NOT!


#27 - Just for fun: If you kill an enemy that is standing on the edge of a rooftop, he'll lose his balance and slowly, arms spread wide, topple over the edge. Very impressive. Nice afterthought. Liked it.








**************************





If something really interesting comes up I will update this guide. But in the confident knowledge that eventually we all will get to kill Deidranna, I wish you all good luck in making Arulco a country worth to live in again.





For comments, suggestions, and other interesting tips, please mail me at juju@iae.nl.


