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This giant dragon 
sign causes a 
chain reaction 

that takes down 
the rooftop over 
the enemies to 
the right while 
falling directly 

on the suspects 
to the left. You 
can effectively 

take out four enemies with just one bullet.

Shoot out the 
support beam 

holding up these 
rocks to crush the 
enemies standing 

beneath them.

Environmental Hazards
Tequila is an expert at surveying his surroundings and 
using them to his advantage. Sometimes a direct assault 
is not the best tactic and you must seek out alternate 
means of dispatching your foes. That’s when the 
environment comes into use. You might be surprised by 
how many precariously perched heavy objects decorate 
the urban landscape—all it takes is one well-placed bullet 
to bring something heavy crashing down, eliminating the 
thug unlucky enough to be standing beneath it.

 The exploding 
barrel is a staple 
in action chases, 
and there is also 
no shortage 
of hazardous 
steel drums in 
Stranglehold. 
Look for these 
barrels, often 
painted green 
or yellow, and 
blast them from 
a safe distance 
to tear apart any 
nearby enemies. 
White propane 
tanks unleash a small blast radius but still cause enough 
damage to at least knock an enemy down, if not kill him 
outright.

 Oh, and if you’re concerned about maintaining your 
style, know that killing some blowhard gangster with a 
falling sign is just about as cool as you can get.

mall blast radius but still cause enough 

Most environmental hazards that Tequila can use to 
his advantage are marked with sparkling glints, such 
as a fl ash of white light under a street sign. Shooting 
these glints causes a chain reaction of sorts, making 
the hazard fall or collapse. Environmental hazards, like 
signs or falling structures, are excellent ways to take out 
multiple enemies with a single shot and rack up some 
impressive style points.

Use an air conditioner to help this thug cool off.

Blast the cable on this green sign so it swings down 
and knocks this thug out cold.
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It’s often hard to see a glint while using 
Tequila Time—the fl ash is muted by the sepia 

tones and the overexposed light. 

Look for yellow chevrons marking unstable or weakened 
beams and poles. You can splinter the wood with just 
one or two bullets. Chevrons mark poles and beams that 
either cause some sort of chain reaction or open a new 
path through the area. 

GLINTS

BREAKABLES
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It typically takes 
several shots 
from Tequila’s 
twin pistols to 

send a thug 
down for the dirt 
nap. If you can 
pull off a shot 
square to the 

head, especially 
during Tequila 

Time, you need to pull the trigger only once to give 
the undertaker something to do over the weekend.

Using Tequila 
Time, dive out 
from cover and 

unload a fat 
blast from the 

shotgun to watch 
an explosion 
of crimson fi ll 

the air.

Tools of the Trade

The Hong Kong underground only accepts two currencies: honor and bullets. The honor of a cop, no matter how 
close he steps to the line, will only take Tequila so far. So the inspector must trade in death. Tequila never fashioned 
himself a master of the roughhouse, instead of fi sts he relies on cold, hard steel. Sure, Tequila will resort to serving 
up fi ve across the eyes if an enemy gets too close, but bullets are impartial messengers—they dispatch justice 
swiftly and without hesitation.
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 Tequila starts the missing cop case with the only two 
things he trusts: his twin pistols. But it will take more 
than these handguns to tear apart no fewer than three 
criminal families. He must seek out more powerful guns, 
dropped from the cradling arms of gangsters who never 
saw him coming. Tequila can pick up any dropped 
weapon. If he already holds that weapon, walking over 
the same weapon refi lls its ammunition count. (There’s 
no hassle of picking up partial clips.) The inspector 
can only hold two guns at a time, but one of the two 
weapons can be dually wielded guns, such as the 
submachine gun. No weapon must be given up to carry 
grenades.

PISTOLS
SHOTGUN

Starting Bullets: 48

Maximum Bullets: 120 
(2 guns)

Damage Level: Light

Starting Bullets: 6

Maximum Bullets: 12

Damage Level: Heavy

Tequila calls his twin 
pistols his only true 
friends—and for good reason. They have helped him 
out of more jams than any late arrival backup sent by 
his hesitant police chief. These pistols are Tequila’s 
default weapons—he starts every mission with them. 
However, it is advisable to pick up a secondary weapon 
as soon as possible. But as tempting as it may be, don’t 
be too eager to discard the pistols when more powerful 
weapons become available. Like a homely prom date, 
these pistols will still be there for you after the more 
attractive prospects have gone home. With their high 
ammo count—120 bullets—these babies can really go 
the distance.

This shotgun is a horrible 
ranged weapon, so if you’re 
involved in a shootout 
over distance, put this weapon aside until you have no 
other options. But if you’re in close, nothing beats a 
single blast from the riot gun’s cannonlike barrel. One 
point-blank shot rips a man in two, guaranteeing he 
never gets up to cause you any more grief. If you’re 
running and gunning down corridors or clearing a 
building room by room, there is no equal for the shotgun.

to pull the trigger only once to give 

TRIVIATRIVIA
Tequila’s pistols are based on director John Woo’s 
favorite sidearm, the Beretta 92F.
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Dual-wielded pistols are Tequila’s specialty. Holding 
down the trigger while Tequila is running or diving lays 
out a steady stream of fi re, but you can increase his 
rate of fi re by pulling the trigger repeatedly. Each quick 
pull fi res a single pistol, alternating back and forth 
between each weapon. While each pistol shot may 
not do as much damage as a shotgun blast, the sheer 
frequency of manually dispensed pistol bullets coupled 
with the excellent accuracy makes them a superior 
choice in diffi cult gunfi ghts.
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Fletcher Black has been playing 
video games since his parents 
fi rst set an Atari 2600 down 
on the orange shag carpet of 
their suburban paradise. While 
peers declared their desire to 
be fi refi ghters 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, 
fi nd 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 Warfi ghter, 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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