PRIMA Otficial Game!Guide)

CHANDELIER SWINGS

In the middle of a
gun battle, Tequila
isn’t too worried
about a little thing
called gravity.
He leaps through
the air with little
regard for the old
adage of “what
goes up....”
While jumping
through the air,
use chandeliers
to swing across
openings like
courtyards and
museum rooms.
In the air, you can use Tequila Time to slow things to a
crawl. From a high vantage point like a chandelier or
lantern, you can get a really good look at a room and all
apparent threats. Plus, the bird’s-eye view means you
have a clear shot at the top of a gangster’s head—that’s
a one-shot Kkill.

If you dismount
from a chandelier
while swinging
over an enemy’s
head, you come
crashing down
on him, knocking
him out cold.
This technique is
definitely good
for earning some
style points.

Paper cranes
[special pick-ups)
are often
hanging beneath
chandeliers. Use
the chandelier
swing to pick
them up.

Need to cross a room quickly? Look for a
hanging lantern or chandelier. The gangsters
are good shots, but not good enough to blast

you while you’re swinging through the air.
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Hold on there, Tarzan—don’t linger on a
chandelier. The longer you swing back and
forth, the easier it is for the enemies to track
your movement. Their first few shots may
miss you, but they’ll soon able to lead your
movements and put a few slugs in you, no
matter how cool you look up there.
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ROLL CARTS

Look for rolling carts and use them to cross rooms
quickly. Dive on top of a rolling cart and it carries you
across a room. Watch out—you might roll right into a
viper’s nest. Make sure you have a little Tequila Time in
the bank before you start rolling toward suspects. Your
fast approach makes you hard to shoot, but unless you
can slow the scene appropriately, you’ll have a tough
time drawing a bead on your targets, too.

Roll carts are
a great way to
get the drop on
suspects. If they
are looking for
you across a large
room, quickly
rolling alongside
them gives you
the element of
surprise.

TAKING COVER

Tequila can slam
flush against
corners or pillars
to take cover
against incoming
fire. You can then
press either left
or right on the
control stick to
peek out from
cover and return
fire. To leave
cover, press the
control stick away
from the surface
you’re hiding near.
Use Tequila Time
while taking cover to scope out bad guys from relative
safety and earn a few style points while you’re at it.

Building corners are good cover because they
don’t really deteriorate. Columns and pillars
offer only temporary respite, though, as
your enemies’ bullets can chew through them
in a matter of seconds. Use those precious
seconds to get your bearings at least.
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Tequila Bombs

Inspector Tequila has four special moves at his disposal called Tequila Bombs. These super-moves are tied directly
to Tequila’s loose cannon nature, especially his full-frontal assault moves, Barrage and Spin Attack. Only Tequila has
access to these moves—they are the great equalizers that help one man bring down many.

At the beginning of the case, only the Health Boost Tequila Bomb is available. As you delve deeper into the
criminal underworld, the remaining three Tequila Bombs are acquired. When each skill becomes available, you’re
placed in the middle of a situation that desperately calls for you to use it, such as using Barrage to help clean up the

drug trade in Tai O.

The Tequila Bomb gauge in the screen’s lower-left
corner shows which super-moves are available, and how
much style you’ve banked. As you finish off suspects
with aplomb, you fill the meter. When the meter crosses
the threshold marked by the Tequila Bomb’s corre-
sponding icon, you can press the directional pad in that
direction to unleash the special move. Different Tequila
Bombs consume different amounts of the gauge. The
Health Boost talent is the “cheapest” of the quartet,
while the Barrage Tequila Bomb cleaves one half of the
gauge. If the meter is entirely full, for example, you could
use Barrage twice in a row, but you would exhaust the
meter completely.

Considered management of the Tequila
Bombs is the key to survival, but don’t be
entirely afraid to splurge in a moment of
panic. You may have been saving up for a
few Precision Aim shots to clear out some

pesky snipers, but if you find yourself

surrounded with little chance of escape, jam
down on the directional pad to unleash the
artful fury of the Spin Attack.

Stylish kills, such as popping a

thug right between the peepers

while diving behind a pillar, are

the best way to maintain a

healthy balance on your

Tequila Bomb gauge.

However, there are

useful pick-ups that

goose the gauge by

a full quarter: paper cranes. These ornate origami
birds are hidden in each level. Sometimes they are
perched on high ledges or submerged in a pool of
water—rare is the “gimme” paper crane just sitting
out in the open for Tequila.

'l If you spy a
paper crane,
chances
are you'll be
attacked if you
immediately
¥ make a run for
it. Always be
on the lookout for some sort of guard near a paper
crane. (Although, you sometimes discover cranes
tucked into hidden rooms behind old doors or sitting
behind stacked pallets.) If the scene is quiet, you
can sometimes hear the call of a real crane that
serves as a hint that some origami is lurking nearby.
But don’t rely on those audio cues to spot a paper
crane, as the crane’s cry is most likely drowned out
by the pop and roar of gunfire.

Paper cranes
come in many
colors, but they
all serve the
~" same function—

%= replenishing one
o i{ qaurter of the
Tequila Bomb
gauge. If the gauge is between two Tequila Bombs,
say Health Boost and Precision Aim, a paper crane
doesn’t just extend the gauge to the next move. It
fills one quarter of the gauge, pushing it between the
Precision Aim and Barrage moves.
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Fletcher Black

Fletcher Black has been playing

video games since his parents

first set an Atari 2600 down

on the orange shag carpet of

their suburban paradise. While

peers declared their desire to

be firefighters or astronauts,

Fletcher set his sights on all

things pixilated. Similarly,

Fletcher earned a journalism degree from

the University of Oregon, but while the other
students wanted to expose political corruption
or corporate scandal, Fletcher sought to reveal
greater truths, such as how to beat Bowser,
find all the pieces of the Tri-Force, and collect
every single Pokémon. When not waist-deep in
a video game, Fletcher enjoys writing, movies,
travel, and shepherding his animal army. His
Prima guides include FEAR, Perfect Dark Zero,
Ghost Recon Advanced Warfighter, and Heroes
of Might and Magic V.

We want to hear from you! E-mail comments and
feedback to fblack@primagames.com.
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