N-DEPTH TRICKS, TIPS, AND MOVES FOR THE HOTTEST FIGHTING GAMES!

BATILE AIIENA | STREET FIGHTER

®
1 I E ; | r i .
e : "I F r r L i
iy = P r |
\ O '
s d . i e |
.|=h\-. -
- -

¥

BﬂNU S INSIDE:
YIRYUA FIGHTYER KlDS
SPRING 1996 ULYIMAYE MORTAL KOMBAY 3

$9.99/$14.99 Canada!ﬁ:;&ﬂ SL‘N 'G T“E F'GHTERS
1 > ' B SAMURAI SHODOWHN 3

250547
DISPLAY UNTIL JUNE 30, 1996




A SENDAI PUBLISHING
GROUP, INC. PERIODICAL

SPRING, 1996

Howard Grossman

Sushi-X (all)

Mark Hain (Tekken 2

Mike Vallas (Toshinden 2/K.I. 2)
Jason Streetz (Marvel/SFA2)
Scott Augustyn (K1 2)

Ron Marciniak (SFA/UMK 3)

Al Manuel (X-Men/Soul Edge)
Andrew Baran (Shodown 3)
Dave Ruchala (Tekken2/misc.)
Tim Davis (Fighting Vipers)
John Gurka (misc.)

editor in chief,
associate editors.

Sequels, Bonus!, Time,

EGMF Crew, chairs, Pool,
Sweetie Pooper, Da net, 0.G.,
Katz, Lion-0, Florida,

Cool Beaver, AHJ2006, Freebies,
18, No Dead, Space Ghost,

Rx, Gifs, P.0., DEADIlines,

special thanks to...

Mark Hain
Jason Hinman

third-party liaison.
art director.

Jennifer Whitesides
Jo-El M. Damen
Jim Caswell * Dan Peluso

managing copy editor.
senior copy editor.
copy editors.

SENDAI MEDIA GROUP™

president/publisher. Steve Harris
executive vice president. Mike Riley
vp/general counsel. Mark Kaminky
editorial director. Joe Funk
director of operations. Marc Camron
vp/finance. Lambert Smith
publicity manager. Kate Rogers
circulation director. Val Russell
circulation manager. Jack Copley
contract publishing manager. Ken Williams
production coordinator. John Born
production manager. Dave McCracken
advertising coordinator. Mike Darling

customer service (NO TIPS!)). 708-268-2498

advertising. ECG, Inc.
inquiries. 20700 Ventura Blvd,, Suite 205
contact: Woodland Hills, CA 91364

818-712-9400
national ad director. Jeffrey Eisenberg
national ad manager. Jon Yoffie

Karen Landon
Suzanne Farrell
(212) 984-0730
Michele Citrin

account executive.
ad coordinator.
new york office.
account executive.

DISTRIBUTED BY WARNER PUBLISHING SERVICES, INC.

The Ultimate Guide to Fighting "6 (1SSN# 1079- D?Sﬁi is published by Sendai Publishing
Group, Inc. 1920 Highland Ave., Suite 222, Lombard, IL 60148, Killer Instingt 2 is a trade-
mark of Nintendo, Inc. Tekken 2 is a trademark of Namco Ltd. Marvel Su per Heroes is
trademark of Marvel Entertainment Group, Inc. Toshinden 2 is a trademark of Capcom
Arcade/ Playmates. This book is nol sponsored, approved or authorized big Ninfendo, Inc.,
Namco Lid., Marvel Entertainment Group, Inc. or Capcom Arcade/Playmales. The editors and
the puhhshe:s are not responsible for unsolicited materials. No part of this publication may
be repmdul:ed without the expressed written permission of Sendai Publishing Gmu? Inc.
Copyright © 1996. Sendai Publishing Group, Inc. Al nﬁnﬁ reserved. Al materials isted in
this magazine are subjedt to manufacturer's change and the publisher assumes no responsi-
bility for such changes.

Printed in the USA.

Sendai Media Group is a trademark of Sendal Publishing Group, Inc.
The Ultimate Guide to Fighting Games is a trademark of Sendal Publishing
Group, Inc. ® 1996 Sendai Publishing Group, Inc. All Rights Reserved.

T '
L

FROM THE EDITORS OF EGM AND EGM’

GAMERS SHOULD TRUST THEIR
{ INSTINCTS WITH KI'S SEQUEL!

Hot from the arcades, Killer Instinct 2

rock and rolls! From Tusk’s to Maya’s, each
character’'s moves and backgrounds are fully
explored. Wish you could pull off some of those

| awesome combos and No Mercies? This guide will
show you how it's done!

THE RAVEN WAR CONTINUES ——
WITH TEKKEN 2! [

Boasting some larger-numbered hit combos s

and over 23 characters, Tekken 2 is a step

above the rest. However, with so many character

and move choices, it's easy for gamers to be [
overwhelmed. Let this guide help you pick the ==

right character and move! § ‘
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LTS MARVEL SUPER HEROES DUKE
Stopessprsssssss [T QUT FOR INFINITY GEMS!

= A . | This isn’t a Street Fighter clone! Marvel Super
Heroes pits gamers’ favorite comic-book characters
-4 in a friendly or not-so-friendly battle to obtain the

41 powerful Infinity Gems. Dig into each character’s
& | strengths and use of the gems as well as their
41 combo starters and hyper-X powers to win!

TOSHINDEN 2 SETS THE ARCADE
AND HOME SCENES ON FIRE!

This fighter is heating up arcades and will hit

the PlayStation soon. With Toshinden 2’s new
character skills, tighter combo system and awesome
animations, there’s no reason why it shouldn’t rock!
Flip to this section to get all the strategy and
techniques to dominate in the game.

g There’s even more great fighting game

Beal strategies crammed into this awesome book.

e Check out the guides on Street Fighter Alpha 1 & 2,
Ultimate MK3, X-Men: CotA, Soul Edge, Samurai

{ Shodown 3, Fighting Vipers, War Gods, Sonic the
Fighters, VF3 and more!
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This killer smash has a ton of new stuff involved in
it. The three new characters Tusk, Maya, and Kim
Wu will pose new challenges to all the Kl players.

Also new in this version is the interactive back-
grounds with crates breaking and barrels exploding.
The new Boss is Gargos and he doesn't like you for

some reason. Follow our guide to send him flying.

There is also a ton of secret stuff in the game. Many

thanks to Soul Chamber’s KI2 Page at
. HTTP://WWW.SOUTH-
WIND.NET/~SCORPI-
ON/KI2/KI2.HTML.
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PITS

THROWS RECOVERY SPIRIT

sSUPER MOVES = TRICKS AND CODES.
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m:rufit. CARGOS HAS QPENED
T A
< NF.
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SPECIAL

Anybody who played the first
one at all will quickly recog-
nize Fulgore. He has
changed a little though. Most
of his moves are the same as
the firstone  , auc

‘

like the %
uppercut and

DEADLIER SKLESSOR | [HEIGHT:  6°5”
t |70 T™HE oRIGINAL WEIGHT: 5605
77 |FuGoRE CYBORG AGE: UNXNOWK

A
o3
7
!

bﬁﬂ g’; - ACTIVATED AFTER THE|
: fg_,g TINE JUW, ITS FINAL
- VLTRATECH COMMANDS
= e ARE EXECUTED. FIND
- R JAGO AND KILL MIN.

'F_FI.I
e

-J » B - i_j {-i_
= 4
F = g I i

|nzﬂm£p BY TJAGO. |

MOVES

the fireball. There are differ-
ences between moves for the
new ones though like the
cyber dash and the eye
beam. Although the moves
are different
hey are just
. as valuable.

%
— . e -+ £ S
2 N = s

%

Special moves themselves
do decent damage.

o rnﬁmﬁ '
INSERT COiN

Watch your super energy
when invisible.
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Uppercut Ey Ise |

The cyber dash is a great
combo ender for use
against Gargos, but one of
the best attacks to use if

{ you have the energy is the

A flurry of mid-air eye Iasérs
are the bulk of Fulgore's ultra.

mid-air eye laser. This does
damage and keeps you
away from his fists.

A vicious teleport punch ﬂn-
ishes this opponent.

Thls partlcular robot never
believed in overkill.

A laser blast from the heavens
will roast your enemy.

06 Ultimate Fighting Guide

Cyber dash :

DPENEHS

Cyber Dash
Eye Laser

S UPER MOVES

Fulgore has some truly cool super moves. He has an invisibil-
ity which makes it hard to fight in a versus battle. He has a
close-range super uppercut that will send your opponent fly-
ing. The Chest Spark and Claw Spin have to be done in a
combo but add some serious damage and hits to it.

This htg uppercut move sends
you soaring off the sreen.

Laser blast 7

} As you do each combo

ender you will add more
hits to the other ones.
This also adds to hits to
the ultra at the end. The
fifth special ender finishes
a combo with a flurry of
eye laser blasts finished
off by a teleport and an
uppercut.

A flurry of punches followed

by an uppercut.



W rim Iz MILENNIA FROM
S8 |A APTURED REMATIVE

EARNS FREEDON BY

ek S AN SAYNG A FIRE BENG
OPENERS = [N BV NIE

L BT NOw N THE
Ice Grip | PAST A DISTRESS CALL
Shoulder Rush ~ |MA5 BEEN ANSWERED.
Double Axes G GLACIVS MST FREE
M5 STRANDED KIN. -

Ice Uppercut |

SPECIAL =V

“'"":"'_f-;jﬁ'{_.gg-'_g_;,Same of hls moves are very  able. His arctic blast is a
e Simnar to moves from the first good fireball move but slow.
ut atthe  Kl. His Shoulder Rush is His Ice Grrip is a great way to

sf-;-:~'---j_;;__;_;:;;}nyaiuable and can be used  open a combo because it
reverse inany number of cﬂmbos stuns your opponent. Use the
His telep - - = energy gain to
I get the edge
in a fight.

To get your appnnent off
guard try a mid-air uppercut.

lce FICk | Freball % Puddl
Uppercut

! The fifth ender for Glacius
IS a massive series of
puddle uppercuts. These
uppercuts will bounce
your opponent back and
forth. You can catch your
opponent again once you
complete the ender with
another puddle uppercut
for an extra hit.

L_ND_M E HE{I::\

A great way to get the jump
on Gargos when fighting
him is to pull off a mid-air
puddle uppercut. This will
avoid any flame attacks that
he tries to do and catch him

Watch uut for this massive with a hit that you can follow

uppercut ender.

The mgredlenté of this ultra Spear your bppunehtﬂ wit'h a Tui'n your opponent into an ThIS mini ultra includes many
are kicks and an ice pick. javelin of ice. ice cube, then crush them. fierce punch and kick hits.
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AFTER DESTROYING
FUIGORE, A FURIOVS

AND MNOW JAGD

NAME: JAGO
HEIGHT: S9°
WEIGHT: 190wes
| AGE: 22 9£AR_51
THE DISGVISED DEMON OPENERS
LORD VSED MIN 70O Wind Kick

Laser Sword
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MOVES

very useful combo opener.
His wind kick is still in and is
also a valuable opener. The
little additions in the special fireball is in and a good long-
move category. He does range attack. The uppercut is
however have e , —az—ag also there and
a slide now N T T e a great anti-
and that is a 4‘ air attack.

SPeECIAL

Jago is one of the least
changed characters in the
entire game. He has very

B o e
s T i b

Use every opportunity to
toss a fireball or a wind Kick.

When you reach the battle
against Gargos you have to

try and get in to do some
monster combos. The slide
IS one way to get in and
start a great combo. This
will go under his fire and hit
him low.

SMBS
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His fireball is very slow
coming out but does its job.

A massive voi!ey of spin Kicks
are the key of this combo.
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?* 2 ST DO

PER MOVES

Most of Jago’s supers are done in
combos or close range with the
exception of the meteor fireball

which can be done at long range.
These super moves can cause

some serious damage if they con-
nect with their opponent. The
most common move is the upper-
cut and is also the easiest to do.

et "
o]

Fireb

7| Y= —/ =) The fifth ender for Jago
(8 — begins with a sword to the
head. It is then followed
up by a great series of
Knee attacks in the air.
The ender is then com-
_ | pleted with a tremendous
Rt uppercut. This is visually
amazing and is a morale
crusher to your opponent.

oy

Sword, knee and uppercut are
the killers here.

A flurry of kicks gives an
example of what’s to come.

n easy one to Idci and the
final word in a combo.
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HEIGHT:
| WEIGHT:
AGE-

| DESCENDANT OF THE
S IHEROES WHO BANISHED
B e |EVEDOL AND GARGOS
ENOSCTDSRENE [ XIN 15 APPOINTED
APENERS  |MER PEopiE |
OPENERS R e s
Firecracker GARGDS. KIM IWsT
Splitkick FULFI. MER DUTY T0
Tornado kick

| S
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 SPECIAL MOVE:
feeto Her special moves include a  fireball can also be a nasty
spin  split kick that must be attack. The quick fireball

e

o

i ina blocked high. This canbe a  attack is also a mean one as

AT Te TR

. great attack to players as if it hits then it will flip the
is they may get confused on opponent. Use her fireballs
d ' — with care as it

~ B takes you off
5 o\
P - ‘% the ground.
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The mid-air fireball can be a
vicious attack.

-} The fifth and final ender is

. 8. w0l 2 fierce set of upward _ :
e T el kicks that send your - ey ? When you attack Gargos try

T o S
I isagl N

Ly 1 |
+ r

”“""*:. opponent flying. This ;o GRS R and keep in mind that your
- S8 attack will juggle the BT e S Ol SPIit Kick will go through his
enemy in the air for a b o | flame and attack him low.
13 N KRG R while. This is, all in reality, L i p ol !3& careful though because
e et SRR e el g gigantic air split kick e . Th\) P if you miss and he blocks
Vel S g Wy : : : - "
that does multiple hits. | P R EE you will be open for a little

Massive kicks keep this
combo going.

This star packs a fiery punc A fierce combination of
locking damage in this nasty Ultra Combo. that will finish their days. punches will help this combo.

Ultimate Fighting Guide 09



MWDE QEEN oOF THE | mava |

IAND OF AMAZONIA HEIGHT:  S°10°

AFTER MER PART | |WEIGHT: 240w

IN BANISHING THE | |AGE: 2% YEAR4

DARK 10RD GARGOS: - . .
T OPENERS
TRIBE A5 GARGODS Double Blade
RETURNS. H?;H:AT;IET ] Mantis
REGAIN MER THRONE.- - Cobra Bite

Flip Kick

SF’ECIA - MD VES S UPEH MOVES

Her special moves are mostly Leap is a tremendously effec-
centered around her use of tive anti-air attack. The Knife
knives. The few moves that Air Dive is also an effective
are not are just as useful. Her surprise attack that can be

designed to be used in combos.
Use them to add a little damage
and many hits to any combo once

Flip Kick is one of the best used as an opener. Tough to you have the energy. Her lawn
combo open- | mam lcarn, but mower and flip kick supers will
ers available. el L AR LN Worth it. add some decent damage to any

combo. Her Tree Cutter attack is |

Use these supers aftera  also a great way to start cambc-s
fierce knife attack.

Her Jungle

Cobra Blte Mantis Jungle Leap Kick ender |

=) Her fifth special ender is

| [ s i £ A another massive knife
The air-dive knife attack is ] it 8 Bl attack that will leave your
one of the best attacks that [ RS PRaE M opponent reeling in pain.
could be used against him. | RSS9 A Ee nw| After an impressive dis-
This goes through fireballs | & (P& s play of knife work she
and will leave the opportuni- Y E3 e sl -t 7 ends it with a fierce jungle
ty for a combo to begin from e e gwen gl |cap. A good damage
it. Be careful in your timing Riita attAcks ara her main. ender for any combo.

stay, especially here.

Flip attacks and once again Her No Mercy attack shrinks This ultimate wull drop an ele-_ Her kmfe attack is onceagam
her knife attacks prevail here. the opponent to smurf size. phant onto your opponent. the weapon of choice.

10 Ultimate Fighting Guide

Most of her special moves are
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|EYEDOLS DEATH BY
|ORCHIDS HAND FREED
| MASSIVE  ENERGIES,
RIPPING VLTRATECH

DF‘ENEHS [ N i -
| _ 2000 YEARS
Hehcopter KIcI( . | THE PA5T. ORLHID
~ Slide ST FACE A NEV

Batan Dash - U HARZENGE AND AN
) Sk E‘I.IEN GR.EATER FOE

SPECIA - M. VES

_f'f"”'f_'i':"'wﬂl def- Next to Jago Orchid is one attack). Her slide is also a
in the f‘ﬂ'he’a!th ~ of the most unchanged char- new move and is a very valu-
his also still in acters in the game. She Sti" ~ able attack move that will
08s 1 ot _has her heitcc-pter klck and leave the opponent open for

,.j'_i-.ﬁf?i;flreball attack, but she now  a combo. Don't forget to use

her fake fire-
ball to trick
opponents.

~ hasananti- _"
 air attack (the

-,'éisif}g knae b .

R ; N : it
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Use her quick'attacks tﬁ e
fight and run.

| Heicpter | Iide

| Her fifth ender is a fierce
attack of her batons and
her rising knee. This
combo is very quick and
can be followed up by a
slide attack if you are
quick enough to catch it.
Watch your timing and
once its started laugh at
your opponent.

Once again, one of the best
moves that could be done
against Gargos is her slide.
This will go under his fire
and hit him low, but be quick
on the block if you miss or

et ko atiack flnlshes uff a you will be on the receiving

cruel combo. end of some big hurting.

Spin klcks W|Il be the key toa This attack is a real shocker. She will be busy kicking your uppnnent S butt with this
big hurt in this combo. Ash is all that’s left. obscenely looking massive combo string.
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NAME:
HEIGHT: §°11"
WEIGHT: 400w

| |AGE: 46 ‘)EAE'
CAPTURED BY W.TMTE]

HE ¥ PRIVEN BESERK Sabre Spin
3{9 THEIR nﬁmﬁ? Sabre Pounce
REVENGE 70 LVE FO Sabre Flip

PRI sl aF
Bt . e

e
e Y

SPECIAL MO

_Sabréwulf’s moves are all  is one of the best combo

- e
. W0 AN

Y —— . slPER MOVES

Sabrewulf’'s many supers can be

h— | ——

very similar to the first game. starters that he has and can
Sabrewulf’s howl is still in be used to start massive
here and gives a brick of combos. Remember that
super energy. This leaves some special moves can be
you open and . charged for-
takes a While. e - =% ward as well
The sabre flip [ = % as backward.

of his combos. Use his Loopy
Attack to end a combo and knock
the person in the air. Use the
Dizzy Move for a free combo
opportunity. The fireball also has
D some advantages that could be
The dizzy is a most valu- exploited by a persistent
able attack. challenger.
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Use the wa

L il
Sabre Roll

=1 His fifth ender juggles the
] R O &4 opponent into the air with
Against Gargos remember ] BN s S a flurry of vicious rolling
that his pounce attack will L (VORI R~ UEER S attacks. This will keep the
also go through his fire and | || 86 17" 8L R 54l character juggled for a

his flip attack is a quick anti- [ | R . FERSoars ﬁ_ 2%y while. With some decent
air attack. Watch out for his B NS ASES e 77 | timing you can catch the
air fireball attacks. Hold fierce e e e &1 opponent’s falling body for
punch to keep the pup growl- | Hoalcarderoll with hi special Many pounce attacks.

Ing. Press MP to cancel it. B lick attack. Every little bit counts.
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A vicious set of bite attacks This Bat Attack will do the . A good Electric Attack will Bite attacks will help out this
finishes your opponent. , work for you. . finish off the enemy. combo as well.
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2 [amioven pEsTROVED | NAME
« |BY THINDPER IN THE | |[HEIGHT:

LS |PRESENT, A YOUNGER | |WEIGHT:
Y |SPINAL STILL EXI5T5 I AGE:

DPENEHS __;ii | THE PAsT,

G RESSURELTED 89 GA
~ Skele Dash i AND FORLED T0 SER
Sword Slash L | HE GOES WP

SPECIAL MO VES

Wlth very little similar to the a lot of damage in and of
----- Gng;nal Spinal from the first itself. You can’t use his tele-
Kl Spmai in this version has  port unless you have some

send the  been given some new flash.  super energy, which adds
iake His Skele-Sword attack isa  some cha!lenge Use his
—= ' . Shield Catch
i to get skulls
. for fireballs.

kS

The Soul Draln is gbod
attack to get super power.

Skﬂle SWDrd - Mﬂrph . | Ql"ph ; Morph 3

= His fifth and final ender is
a fierce combination of v am
shield charges and sword | Bl : Use his dive kick to cause
smashes. These charges Gt e | some decent damage and
do not take any energy P L LY S  Open up Gargos for another
away from your opponent (s~ . combo. Watch out for a
but do cause them some e r 1 quick uppercut from Gargos
serious problems. Before SR W W v though because he might

Nour éword ancish;éld are  they get up, use your soul R & . Bl catch you before you can

your biggest assets here.

drain to take their power. E : @ = X «| kick him.

HIS Swurcl Slashes are the Thls attack dmps a skull on Hey, who turned out t'he A gaod' aal::k here wld be
biggest part of the formula here. your opponent’s head. lights? another morph.
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AFTER A DECISIVE
VICTORY OVER RIPTOR
IN THE TOURNAMENT.
COMBD ATTEMPTED T0
DESTROY VLTRATECH

: TR YA f:
- i i, g
HEIGHT: 671" wemmli, oy 1
WEIGHT: 220:ss R ﬂﬁ i
AGE: 26 ?Ehﬂﬁ P % lelr B £
CAVGHT AS VULTRATECH OFPENERS
5 RIPPEDP INTO THE Backhand
:m. w}m ,ﬁ;nns | Rolling Punch
N X Skull Crusher
|I7 15 T00 LATE. _ Riin Bast

SPECIA - MD VES

TJ Combo has been altered  knee kick. Instead you will

In many ways, making him have to use attacks like the
almost an entirely different skull crusher which will attack
character from the first one. crouching players without
One thing that all combo mercy and the TJ tremor. His

players will & run past move
notice is the A S also new
lack of the and vicious.

}.":;i;*‘.m?w =
i H!iiliil

o W _J

Run past the guy/girl hen
attack fiercely.

When fighting Gargos
remember that your spin-
ning roll will go through his
fire and that he may be
caught off guard with an
overhead smash every once
iIn a while. Use a super
move whenever you can.

- ..-""I i _:"""lqi-'ll i1 E

—|| ...n-_-_.n-

me e o
s ‘~-.-1 -!up..

Lo

ot BT AT :.-_-: RN ]
Heavy weapons are the
answer for this question.

His ultra is very similar to the
original.
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His super moves do some pretty
good damage and the range is
decent. Use his Air Shocker to

.:?‘ “u

'IIl urn-’lu

iii lﬂiu L,

it up with a combo of pain. This
will leave your opponent reeling
from the damage and will make

Wlth no flrehalls brute
strength is all you have.

Backhand Powerline Run past TJd Tremor

) His fifth ender looks like it
hurts. With an opening of
some massive punches
followed by a run past
and some punches in the
back, your enemy gets
knocked up in the air and

o B e  (akes another two hits
After this attack you will need from a TJ tremor attack.
a full body cast. Ouch!

During thls attack |t’s nk to '

A less ampreséwe screen
' feel like a punching bag.

punch is this end.

them change their opinion of you.

SSAILT

dizzy your opponent, then follow



e WITH THE RETURN OF
= |THE DEMN LORD T0
> 5 =] | THE LAND. TusK
A" |LEAVES THE ARENA Tﬂ

Boot Kick i |
Web O’ Death ¢ IA MERD EARM N
Skul[ Splitter-_'r"f'-_---;_1-_----'-_;3':;-."."*'-f___-_j_.: | RIGHT T0 FALE THE

oLy 8y FEFEATM
All ADVERSARIES CAN

By i

SPECIAL MO VES

Wlth Tusk being a new char-  making blocking a trick. He
ovesto acter his moves are newto  also has a rising sword attack
em all learn. His sword attacks are  that is a good defense
.,..,_..émmaus and his high/low against airborne attackers.
gles  attack is espeosaily danger- Use his boot kick as a pre-
ousinthatit s i ferred combo
S ™ a1 0T l z beginner_

_____________
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Nothing like a sword
wielding barbarian to fight.

Conuer Bout Ktek Skull Splltter

{ This fifth secret ender
causes some serious AN il DD I ——
harm to your opponent. 0 PorsSar o When fighting Gargos,
It's a fierce sword attack fa f e | remember that your Skull
followed by a back stab vy TN e VS { Splitter will also go through
and rolling kick. This N .. | his fire stream. After you do
combo is ended by a ‘¥ ¥ = a Skull Splitter, try to follow
nasty conquer move. L4 T amaie-—" A, Up with a conquer move if
Ouch! | hope your oppo- v o S he Dlocked the initial attack.
nent is praying. il g o am R | This will usually catch him.

L “wnﬁ-\.‘-ﬁu —

: .%{_a * -
Try tu get another skull sphtter
in after it’s all done.

LT ED B
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Sword slashes _will be leaving His meteor attack expiams the Watch out as dino dec:des to A fierce sword attack with a
your opponent with a problem. theory of evolution. munch on your body. boot kick ends it.
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KILLER INSTINCT 2 MOVE LIST

TUSK Skull Splitter High Sword/Low Recovery Move Vicious Ultra Combo
DB, D, DF+ QK, MK, or Sword F, D, DF+ QP, MP, or FP B, DB, D, DF, F, B+ FK F, DF, D, DB, B+ MP
"MOVES FK B, DB, D, DF, F+ FP *SUPERS Rushing Kick (in combo) Assault
Web of Death Conquer Combo Breaker Destroyuss F,DF, D, DB, B, F+ FK B, DB, D, DF, F+ MP
DF, D, DB+ FP F, D, DF+ QP, MP, or FP F, D, DF D, DB, B, F, D, DF, F+ FP Rollying Claymore (in Ultimate (Dinosaur)
Boot Kick Back Stab Shadow Move Flame Sword combo) F, D, DF+ MK
DF, D, DB+ QK, MK, or FK  F, D, B+ QP F, DF, D, DB, B, F+ MK B, DB, D, DF, F, B+ QK F, DF, D, DB, B, F+ FP  No Mercy (Meter Shower)
*FINISHERS B, DB, D, DF, F, B, DB, D, DF, F+ MP
KIM WU Split Kick Combo Breaker Snap Dragon Assault
DB, D, DF+ MK or FK F, D, DF D, DB, B, DB, D, DF, F+ QP, MP, or FP D, DB, B+ QK
*MOVES Fire Flower Shadow Move Spin Slashes Ultimate (Star)
Tornado Kick D, DF, F+ QP F, DF, D, DB, B, F+ MK  F, DF, D, DB, B, F+ MP B.DB, B+QK
DF, B, DB+ QK, MK, or FK  Fireball Recovery Move *FINISHERS No Mercy (Chest Stomp)
Firecracker D, DF, F+ MP or FP D, F, DF+ QP, MP, or FP  Ultra Combo F, B, DB, D, DF, F+MK
DF, D, DB+ MP or FP Diagonal Air Fireball *SUPERS D, DF, F+ QK

D, DB, B+ MP or FP

MAYA Mantis Combo Breaker Flip Kicks (In Combo) Assault
B, F+FP F (ONLY) F. DF, D, DB, B, F+ MK F, B+ FP
*MOVES Jungle Leap *SUPERS Super Jungle Leap Ultimate (Elephant)
Flip Kick B,F+FK Tree Cutter F, DF, D, DB, B, F+ FK DF, D, DB, B, F+ QP
B, F+ MK Cobra Bite F. DF, D, DB, B, F+ FP *FINISHERS No Mercy (Shrinker)
Savage Blade B, F+ QP Lawnmower (In Combo) Ultra Combo B, DB, D, DF, F, B+ QP
B, F+ MP Air Dive (In Air) F, DF, D, DB, B, F+MP F. B+ FK Recovery Move
F, DF, D, DB, B+FP B, F+QP
SPINAL Skull Scrape Dart Kick (In Air) Grim Reaper *FINISHERS
DB, D, DF+ FK D+ FK D, DB, B, DB, D, DF, F+ FP Ultra Combo
*MOVES Soul Drain Skull Replenish Sword Smash F, DF, D, DB, B+ FP
Skele Screw D, DF, F+ QP D, DB, B+ MP or FP F, DF, D, DB, B, F+ FP Assault
D, DF, F+ MP Teleport Combo Breaker Skull Assault D, DF, F+ FP

Flame Blade (Fireball)
D, DF, F+ QK, MK, or FK

D, DB, B+ QK, MK, or FK D, DF, F
Shield Catch *SUPERS

F, B, DB, D, DF, F+ FK
Supper Dizzy

No Mercy (Skull Drop)
B, DB, D, DF, F, B, DB, D, DF, F+ QP

B+ QP F, DF, D, DB, B, DB, D, DF, F+ MK
ORCHID g Combo Breaker Super Tonfa Rush Ultimate (Scorcher)
F, D, DF+ QK, MK, or FK L. Bl B, DB, D, DF, F, B+ FP B, F, DF, D, DB, B+ MK
*MOVES Tona Fire *SUPERS *FINISHERS Recovery Move
Flik Flak D, DF, F+ QP, MP, or FP Helicopter Kick Ultra Combo F, D, DF+QK, MK or FK
DF, D, DB+ QK, MK, or FK  Slide D DE: B, DB; B; DF. F+EK D, DB, B+ QK
San B, DB, D, DF, F+ QK, MK, or FK Tiger Assault
DF, D, DB+ FP Baton Dash F, DF, D, DB, B, F+ MK D, DF, F+ QK
D, DB, B+ MP
G LACIUS Ice Grip Combo Breaker Fireball *FINISHERS No Mercy (lce Spear)
D, DF, F+ QP b BFE.F F, DF, D, DB, B, F+ MP Ultra Combo D, DB, B, F+ MK
*MOVES Arctic Blast Recovery Move Quad Throw DB, D, DF, F+ QK
Shoulder Rush D, DB, B+ QP, MP, or FP D, DF, F+ FK B, DB, D, DF, F, B+ QP Assault
D, DF, F+ MP Ice PicK *SUPERS Reverse Uppercut F, DF, D, DB, B+ QK
Liquidize DF, D, DB+ FP Beating D, DB, B+ FK Ultimate (Crusher)
D, DF, F+ QK, MK, or FK Energy Gain B, DB, D, DF, F, B+ MP Supper Uppercut Rush B, F, DF, D, DB, B+ QK

D, DF, F+ Hold QK

B, DB, D, DF, F; B+ FK

JAGO

*MOVES

Shindouken

F, D, DF+ QP, MP or FP
Wind Kick

DF, D, DB+ QK, MK or FK

Laser Sword

DF, D, DB+ QK, MK, or FK D, DF, F+ QK
Ninja Slide Combo Breaker
DB, D, DF+ QK, MK, or FK F.D, DF
Endouken Spirit Move

D, DF, F+ QP, MP, or FP
Red Endouken

Fake Endouken

Recovery Move

F, D, DF+ QP, MP, or FP
*SUPERS

‘Feel The Juice’
Uppercut

F DF, D, DB, B, F+ QK D, DB, B, DB, D, DF, F+ FP
Shadow Move
Hold FP+ D, DF, F+ Release FP F, DF, D, DB, F+ MK

Multi-Wind Kick
F, DF, D, DB, B, F+ MK

Meteor Fireball Assault

DF, D, DB+ QP B, DB, D, DF, F+ QK
Slide Kick (In Combo) Ultimate

B, DB, D, DF, F, B+ FK F, D, DF+ FK

*FINISHERS No Mercy (Fireball)
Ultra Combo F, DF, D, DB, B, F+ MP
D, DB, B+ QK

Double Roller Coaster Cyclone

Shadow Move

Air Shocker (In Air) Ultimate (Screen Punch)

T- J COMBO B, F+ MP Hold FP for 3 seconds then releases F, DF, D, DB, B, F+ MP F, DF, D, DB, B+ MK Hold QK+ Charge F, B+
*MOVES Triple Roller Coaster Fake Dizzy Recovery Move *FINISHERS Release QK
T, J, Tremor B, DB, D, DF, F+ MP D, DF, F+ QK F, DF, D, DB, B+ FP Ultra Combo No Mercy (Uzi)
B, F+ MK Powerline Run Past *SUPERS F, B+ FP DF, D, DB, B, F+ FK
Spinning Fist B, F+ FP B, F+ QK Combo of Pain Assault
B, F+ QP Skull Crusher Combo Breaker F, DF, D, DB, B+ FP B, F+ FK
B, F+ FK B. F
SABFIEWU LF Saber-Claw Fake Howl Dizzy (In Air) *FINISHERS No Mercy (Bat Attack)
B, F+ MK F, B+ QP F, DF, D, DB, B+ FP Ultra Combo Hold QP, Release QP
*MOVES Double-Claw Combo Breaker Fireball B, F+ QK Recovery Move
Saber-Spin F, F, B+ MK B, F F, DF, D, DB, B, F+ FP Assault B, F+6
B, F+ MP Saber-Flip *SUPERS Rock 'n’ Roll F, B+ QK
Double-Spin B, F+ FK Loopy F, DF, D, DB, B, F+ MP Ultimate (Electrocution)
F, F, B+ MP Power Howl F, DF, D, DB, B, F+ FK Wirly Wulf Hold FK, Release FK
B, F+ QK F, DF, D, DB, B, F+ MK
FU LGO RE Eye Spark Super Charge *SUPERS Ultra Combo
DF, D, DB+ MP or FP DF, D, DB+ MK Uppercut F, D, DF+ QK
*MOVES Laser Storm Lock-On/3-Fireballs D, DB, B, DB, D, DF, F+ FP Assault
Cyber Dash D, DF, F+ QP, MP, or FP DB, D, DF+ QK, D, DF, F+ QP Chest Spark (In Combo) F, D, DF+ QP

B, DB, D, DF, F+ QK, MK, or FK Teleport

Plasma Shield
D, DB, B+ QK

B, D, DB+ Any Button
Invisibility
DF, D, DB+ FK

F, D, DF
Recovery Move

Combo Breaker

F, D, DF+ QP, MP, or FP

F, DF, D, DB, B, F+ QK
Super Clawsipn (In Combo)
B, DB, D, DF, F, B+ FK

*FINISHERS

Ultimate (Gun)

F, B, DB, D, DF, F+ MK
No Mercy (Laser)

B, DB, D, DF, F, B+ MP

B=Back, F=Forward, U=Up, D=Down

Qp=Quick Punch, Mp=Medium Punch, Fp=Fierce Punch
Qk=Quick Kick, Mk=Medium Kick, Fk=Fierce Kick
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Namco’s newest

ing with it. What

be all you
say, or
Sega’s VF2
would still
be above
sea level.
Next you
could bring
up secrets

to 13 secret
characters
(even though
the mid-
Bosses are
quite a bit like
their counter-
parts). The
main, and only,
reason Tekken
2 simply
refuses to die
is because of
the gameplay.
It just feels
and controls
excellently, and
only a true fan
of quality fight-
ing games
would under-

IrhesUltimate
3-D Figr

|

gaine:

R —

Tekken 2 is arguably the
best fighting game to hit
the arcades in years. After
being released almost a
year ago, it is still in the
RePlay Top 10 and shows
no signs of slowing down.
It’s kind of ironic that

title, Soul

Edge, will soon be compet-

is the

secret to its popularity?
There are actually many
secrets. Realism has to be
at the top of the list, as the
characters look and move
absolutely incredible. But
that can’t m-nfmﬂ,,: Ry z

PR i (™ S bl

and extra characters.
Tekken 2 does top the
charts in that area, with up
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stand what that means. In
T2, there are no “auto
combos,” no ULTRA 2000
7 hit combos
' and you
don’t rip
@i your oppo-
Ll nent’s chest  tournament for a reason,
B hair off after and each sub-Boss is pair-
= you beat
, { him. Each
.. | character

30-40 moves, multiple 10-
Hit combos, and several
different throws. It is the

~ ultimate “3D” fighting
~ game and all others will
~ have to live up to it.
Besides the actual game,
‘there is a very intense
story line behind the game.
Each character is in the

ing off against them for a
different reason. The story
line is all but lost to the

“2d has between  gamers however, as T2 is
without any kind of ending
or character profiles. You
will read them in this guide.




What exactiy
is Version B2

The answer is quick and
simple: Tekken 2 was
released once in early 1995.
It boasted a new “Character
Time Release” option, that
allowed a new sub-Boss to
be released after the first
month or each week,
depending on what was the
most popular character at
that location (i.e., if Lei was
the most used character at
a location, after five weeks
Bruce would just “pop up”
as selectable, and so on
and so on until there are 23
selectable characters).
Well, the time release
failed, Namco stopped
production, recalled all the
Tekken 2s currently avail-
able, fixed the problem, and
finally re-released it calling
it Version B. There are
really no other changes to
speak of, and it is currently
unknown whether we’ll see
the Time Release on the
PlayStation.

Tekken 2 now has Counter Strikes! Just wait for someone
to punch or kick, and then retaliate!

whait's
NEwW=

Ok,

SO

The changes from Tekken
1 to Tekken 2 are huge to
say the least. First of all,
some of the mid-Bosses
changed sparring partners,
and you will read why in
the character profiles.
Kazuya won the first
Tekken tournament and
threw his pappy off a cliff.
He is now King of the Iron
Fist, and claimed rights to
all of Heihachi’'s posses-
sions (except of course
Kuma, who went with his
master). However, Kazuya
is only the second to last
Boss. The real Boss is now
Devil Kazuya. That’s right,
Devil from the PS version
of Tekken has been totally
revamped. He now has
wings, horns, and some
nasty laser effects that are
sure to knock you out more
than once. There are also
counter attacks which work
as defensive throws. Most
other updates to Tekken 2

MOIIES Key:

Within f s guide,
there are se veral
ubm'e ricti ons; the

keys to wh cn are
.,,.rrrrr*
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B =
B oo
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;“ thatdiKkectior
- LPZEeft F‘rrr*r‘F
RP .-F: gt Punc
' LKGEEft Kick
g "-Frr. he ."" hjr

are graphical, from the ren-
dered backgrounds to the
characters’ heads following
you everywhere you go.
Unfortunately, the charac-
ters seem to have under-
gone a bit of a downgrade.
They are quite a bit more
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Keep Button

pressed during
commend

“polygoned,” but still move
realistically. Hopefully this
will be smoothed out in the
PS version, along with cool
endings and the all-new
Battle Mode. We’ll find out
March 29 in Japan!
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confusing
at first, b t this is
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10-Hit Combao
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—child of

~ Heihachi

- Mishima, he
POE X - Q &S was to be

e Q@ ,, ﬁ Qf " Kazuya’s

y =

@ @ @ rival (he is one
year older than
' Kazuya). However,
" when Kazuya defeated
" him in the first tourna-
=" ment, he was shattered
gy 1, mentally and physically.
/¢ | With the help of a mysteri-
™ 2 - | ous old man, he is back to
defeat his old enemy/rival

Kazuya.

The Devil in
Silver Air
Nationality:
Japanese
g . » ; . _ Fighting Style:
e — LA, e ) i @ Llewate €7 Mishima School of
King of the Iron | & = e b e D RS Karate
Fist I, B ) Yy vk Age: 27
Nationality: PR, L Y T T i | Height & Weight:
Fighting Style: B = Rivms o L0 <IN\ s=lty@e 7 Blood Type: A
Karate e e Be §GR 7o ISRl B Occupation:

Age: 54 Pefms H00 T & in UG SRR e Secretary to
Height & Weight: b | @ @M B v Kazuya
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Favorite Pastime:

Lobbying for wovrld

peace

He was the sponsor of the

original Tekken tourna-

ment. He lost everything

he owned when he was

defeated by his son

Kazuya. After his embar- | I o B S

rassing loss, he escaped, 4 T, i - N Jump Kick

before he could be T RSt T 1 Xt o A T

executed by Kazuya. /4 Y B L S N o L "b"') i

tain retreat and

concentrated

on his
' neglected

training.
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heard S e N
that Jack rr'fr"rr' Frr r I j 4
b

had his bios )gck y
updated, P. 4 w( )

Jack asks \ %

Kazuya to update T e e R I s A
his bios as well. In e e o ii R s ﬁ Wind “T Rilnch

response, Kazuya " stV L VB EG ey GO LU | G e @)

kidnapped Dr. T AN e iof "i’ % eSlwe
Boskonovich and made (87 & A0 008 B G T g B W AT ST (€O

simple armor upgrade). His

memory is still corrupted,

however, since it gets

erased constantly, making

him feel extremely helpless.

LOSt Memory

Monster
Nationality:
Russian
Fighting Style:
Age: 7 STEIIA. . T aeeanay p— Super
Height & Weight: | = 0B (GG B adle W00 30 Geno-Weapon
235CM, 185KG ¥ o M, TR R B T Nationality:
Blood Type: Gas ) RussiIian
Occupation: None Fighting Style:
(He's usually left Power Fighter
without gasoline) e I BV AT N i8R ~ Age:5
Hobby: Destruction| : = " A A Height & Weight:
Favorite Pastime: | vt Ol T P R el Tl S 7'7'"" 370 LbsS.

information into Plutoniqm
memory Occupation:

Killer Android
Hobby:
Overhavuling
himself
Favorite Pastime:
Finding spare
parts in junkyards
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Jack 2 is the production
version of the original Jacl™ <
who was destroyed in the [
ER+MP+RPFM=Y " HD SEKwRLL ~ Nllast tournament. The scien- .,
2L s ' ' . tist who designed him has £ %
Wind Mil | N . \ beon kidnapped by .S
{ o s . ‘ @ L s e L IR e .want him back, and
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sharper
with age,
' 'making him an
i , extremefy dan-
E;M g;,_;,.',.. " gerous opponent.
%’“ﬂ% 'He is also a long-
time fnend of
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" Jinpachi. His goal was to
" |exterminate the Mishima
+RK family for the peace of the
2. é’uun er Strike OWiMsh Lt o L) [l world, but could not accom- B8
“tx B.+ (RP + HK}__ t,, PAPRERT N v S/ 7 plish this himself. Wang
ﬂu e Lift Up K'? 7. Wind Mill Kick . '/ . participates in combat to let
| REREER  7 .... Bthrough anyone who can
1 {Qhod Close)HOF s (RP+LK) | . .+ | defeat Kazuya.
Fighting
Philosopher
Nationality:
Chinese
Fighting Style:
“SHIN-I-
ROKUGO-KE
Age: 84

R P

ek o, B e ] e

Eco-Fighter
Nationality:

Japanese
Fighting Style:

L.

v

TR e

LS T

.-

L -»:-rﬁ'

Bc:-“lf!st':u O S BN s Tl L | Height & weight:
- NS P . ¥ W e e | 165CM, 56KG

Age: 22
Height & Weight:
5'7" 119 Ibs.
Blood Type: AB
Occupation:
An inspectovy for
an enviromental
protection

Blood Type:
Occupation:
Gardening
Vegetables
Hobby:
None
Favorite Pastime:

- Smelling fresh,
corporation _ _ _ n ’
Hobby: E P L T o early morning air
Bircd Watching b e N —f ¥ | BOSS code
Favorite Pastime: | ' i Ly A NN |
Skinny Dipping
Jun is a master of Aiki-
Jujutsu and spends her
days fighting against
smugglers of wild animals.
She was raised in the won-
ders of nature on Yaku- | e
shima Island in Japan. /& .o 4 %
She participates in the /8w i "TTA Y
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tournament to arrest f &8¢ L Te K
Kazuya, who she ;

suspects is | Sy
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king of e —
the dark x rr rrrf rt’“'!‘"T o @xﬁ#t@a@@
side of pro- N
fessional
wrestling.
Armor King and
King are bound
together by a
strong relationship
after years of fighting
each other. Armor King
became concerned with
the thought of King giving
up (he would never be able
to fight him again), so he
talked him into competing.

Incarnation of
Evil
Nationality:
Unknown

wrestling Y UERLGTY TR e R T
Age: Unknown RRIEEY B mmche—soim—_—_ B Bpeast Priest
Height & Weight: S N Ay BREN _,'-f;.:fi-"fH' Nationality:
Blood Type: Fighting Style:
unknan_m Wrestling
Occupation: Age: 32

Professional Height & Weight:
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_Habby: Blood Type: A
from another Dojo B, .. “ || @i s — S W8 5 M rake a wild guess
Favorite Food: § N 4 L B N Y Hobby:
| Boss Code .. 41 "5 g 7 Jle=s - il Jaguar (car, not
B LSt T Y-, B Atar)
a45(4¢ AW oo v ], & -~ A ' - B Favorite Pastime:

King’s dream of establish-
ing an orphanage still goes
unrealized, as he lost all
his money in the first
Tekken tournament. He was
| close to giving up when he
lUmip & R YRR | s om  ©\ was found by his long-
afr e RESASNE R b ot A T \ nme “rival” Armor King
| LY e v R k. P g I - ﬂﬂ'd was fﬂfd about the
\ second tournament.
N \ Feeling this is his
\ Iast chance, he’s

o Iy ,_,k . here to make
itagger Kick \ his dream a
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" Baek *?‘rr"r‘r*:;rrrﬂ [
enters a kind e
. of frenzy at - ©@® @
lthe sight of an NG| TS, o [ 8 S | [ —
|opponent’s blood. " pu— w— m wwy -~ wggm Shaolin
His father was also S aanccio 8 S0 1 o eBedbl N il ©F0E (N S Spin Kigl
' a2 Tae Kwan Do cham- \“n\ ; Y ] fesen e W T SRR <
pion. He had to quit
fighting, however, due to
an injury. Baek killed his
father by accident, and
learned karate to follow In
his father’s footsteps. Y
Someone found out that B ‘“"“”" *g -_ ail j'“’*-:" ~ 7.Face Cn
Baek had killed his father, = N Y Te
and out of frustration he

Killing Hawk
Nationality:
Korean
Fighting Style:

Tae kwan Do  EEREE N ‘ Nationality:
_ Age: 27 American
Height & Weight: | s Ty 1 snmms] W e | Fighting Style:
180CM, 70KG ‘o KevdWemy - 0 - T Martial Arts
Blood Type: B | PO A AT ETO Age: 27
Occupcation: a7 W R R e ] Height & Weight:
Wandering Fighter | o e e e b W o ™ o 5’ 10 1/2" 152 Ibs.
Hobby: PR e N ETT T S M Pt
Sk_y Di ving Occupcation:
Favorite Pastime: Dojo Sensei

Making people Hobby: Fishing
bleed Favorite Food:

Boss Code SR—
Law finally obtained his
own Dojo and had many
young pupils. One day
while Law was away, a
mysterious fighter
appeared, trashed the Dojo
and hospitalized many of
his pupils. Law suspects
this was a retaliation for
w0, his victories in the last
. s gu e\ Tekken tournament (com-|
S\ pletely unaware that
the mysterious
attacker was none
: other than Baek
. (Butterfiy Kicik & Doo San). He
[rcer r’fr‘f' e ee fights this time
5 @u d to regain the
honor of B
his dojo ©
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Spinning Stash rrrrrr'  wrestler

& & LJ@' LA ﬁu who was
@u 88" 88 prnmoted to
/ the youngest
"Ozekf. ” He was,
/ however, unfit to be |
f “Yokozuna” so he
joined Kazuya. During
" the course of the fast

w:th M:cheﬂe. It is rumored
that Ganryu begged
Kazuya to allow him to
fight Michelle, so he could
declare his love for her.

Reckless

e - Nationality:
Japanese
Fighting Style:
Sumo
The Wanderer & = BEN SV P N\ ST - Age: 34
Nationality: Eewrmsmtal ST 7 R Height & Weight:
Fighting Style: Blood Type: B
Various Chinese Occupation:
Martial Arts i Kazuya's
Age: 20 TR e e e B ey Bodyguard
Blood Type: B Favorite Things:
Occupation: Qi A A TGN s o Yellowtail stewed
Hunter bl Vo s s ey B With Japanese
Hobby: PR B o Sotmate ) PR ) S e | rudish
Hunting YRR L R S | o T e p—
Favorite Food: . L 7 e SR | A F
Venison

Michelle wears a pendant
that was given to her by
her father just before his
death. This pendant is the
key to the treasure of her /. ¥ v BN
tribe. Kazuya, hearing sl e N e | Do ubleS
about the secret of the [ @' A= s - B adi guace B° & e, B P
pendant, has kid- Wore ) gy NN i W )> @ r }Ph
napped her mother, /i N B@ %
asking for the pen- St W | CRERE Vs | e T u@ S,
Michelle is here /iU J—rr‘-r’*'rr*" C rl"“‘r‘f‘ 0 i AR W S R _ Fa
to find and /4 (Upper; %

rescue her /i

mother.
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father :
and s:ster
" a bit more
everyday.
Anna and Nina
have what you
might call a "dys-
functional” relation-
ship. It seems that
every time they see each .

é

other, they end up bomb- *

ing each other’s car or fir-
ing a sub-machine gun into
their bedrooms. She com-
petes to finally defeat Nina.

Lightning
Scariet
Nationality: Ivish
Fighting Style:

Bone Martial Arts,

Aikido and
Mishima School
Age: 20
Height & Weight:
163CM, A9KG
Blood Type: A
Occupation:
Student
Hobby:
Travel
Favorite Things:
Jerry (Tom &
Jerry), Espresso,
Red Wine

e

e

Boss COde
4S(644
v iy

rr Hit Combo &
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Creeping
Snake
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Silent Assassin
Nationality: Ivish
Fighting Style:
Aikido
Age: 22
Height & Weight:
53" 108Ibs.
Blood Type: A
Occupation:
ASsassin
Hobby:
Travel
Favorite Cartoon:
Tom (Ffrom Tom &
Jervy)

Nina competes to finally set-
tle the long-running score
with her sister, Anna. She is
not even sure how the entire
fight began, all she knows is
she’s ready for it to end.
Perhaps a victory will soften
the hatred that consumes

mu._..; them both? Two sides of the
L \ same coin, both Nina and

&S ;a;hg'
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\ Anna fight almost exactly
\ the same, with part Aiki-
\ do and part grappling.
""-'-':;_,:Anna may find it
\ hard to defeat her
\ sister now,
\ since Anna
\ has learned
.new tricks.
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Hot Blooded
Fighter
Nationality:
American
Fighting Style:
Judo/Street
Fighting
Age: 27

I..P + FIP]

=~ tourna- |
J, ment, he | '_’;
_ was defeat-|

a ":"ﬁ'-"?@h—f "ed by Paul, |
~  and realized
there was some- |
one stronger than |

" him left in the
~ world. After
" Heihachi’s defeat to

" Kazuya, Kuma went with

// hls beloved master to train

in his mountain retreat. He
also seems to be very
clever and can actually
understand language.

Mad Bear
Nationality:
Heihachi's Pet
Fighting Style:
Heihachi School of
Kuma-Shinken
Age: 22-26 (if he
were human)
Height & Weight:
280CM, 21KG
Blood Type:
Unknown
Occupation: None
Hobby:

Height & Weight:
6’2" 187IbS.
Blood Type: O
Occupation:
Bouncer
Hobby:
Riding his
motorcycie, the
Wild Hogy
Favorite Food:
Pizzo
In the first tournament, he
succeeded in defeating the
bear, Kuma, but was too
exhausted to win the final
match. He knows he has " |
the strength to take it all, /e | st | EEh T Uppercut
but does he have the o CC r"r-r
stamina? This time =N T~
Paul goes all the
way! Paul has also
learned some /
new counter
moves to y
throw off his /4
oppo- y,’ @ § @ S o s o
nents. _._:;;"":" SSISD S/

AL Rkt
A s

l.. i — A il — -

Napping
Favorite Things:
Human flesh and

his master

Heihachi

Boss Code
‘B S (ﬂlen put on
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deathfy | LT eeso” © OO0
jealous N — . | F e e _

of G
Yoshimitsu,
and wants his ’-1:;.
sword. The
sword had been
inherited through
his band of thieves, |
and it is said that it can N\l |2 €0 W . Bl SR = 1
cleave an opponent’s e S LS et sl B S R 0 9@
Splﬂt in half. Kunimitsu’s AR e - By S
grandfather, a swordsmith, £ =
could not duplicate
Yoshimitsu’s sword no mat-

ter how hard he tried. She is
therefore competing to take

it by force.

Rebellious
Female ““Ninja’
Nationality: Was,
ot one time,
Japanese
Fighting Style:
Ninja Arts

Age: Unknown
Height & Weight:
173CM, 58KG
Blood Type:
Occupation:
Stealing
Hobby:
Simple mechanics

- S Occupation:
Sheath Knife e o e —

Y — ey g ” g ol Ty P A e O | Hobby:
s | g o s e Favorite Pastime:
. Yoshimitsu) 6

Video Games

After the last tournament,
Yoshimitsu went back to a
life of crime. He had heard o
Jack’s permanent engine
and decided to steal it. He
lost his left arm during the
robbery attempt and almost
died. The scientist who
created Jack-2 saved his
life and replaced his
\ arm with a cybernetic™"
one. Yoshimitsu 7 N
7. Hit Combo \ heard of the sci- ). =
v | - o entist’s capture
“:‘; 5 @ HQ ?‘f‘; s @ « ) and partici- "
. @@ , ) r @ \ pates in his =
@ K @ @ & \ rescue.

EE
&

Mechﬂn:zed
Hﬂuﬂ'
Nationality:
Unknown
Fighting Style:
Ninja Arts
Age: Unknown
Height & Weight:
510" 139Ibs.
Blood Type:
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Front Knee Kick
Close,(RP & RK)
Foot Bazooka
F.F + (RK)

ROGER

Head Butt
LP+LK
D.D.T
DB,DB+(LP & RP)

Bean Hug
Close, (RP & RK)
Body Press
Close, (LP & LK)

ANRYU

Hip Throw
Close,(RP & RK)
Body Slam
Close,(LP & LK)

Suplex

Close, (RP & RK)
Pile Driver
Close,D,DF,F+RP

PJACK

Body Slam
Close, (RP & RK)
Body Press
Close, (LP & LK)

Face Crushing Knee Kick
Close, (LP & LK)
Double Knee + Low Kick

B+RK,LK,D+RK
One Two Punch+Spin Kick
LP,RP,RK

Side Step Elbow
HF + (LP & RP)
Triple Punch

HF+LP,RP,LP
Front Kick
B+LK

One Two High Kick

LP,RP,F+RK

One Two Med. Kick

LERE RK

One Two High Kick

LP,RP,D+RK

Triple Knee Combo
B+RK,LK,RK

Front Knee Kick
B+LK,RK

Jumping Kick
FFF+LK

Pile Driver
Close,D,DF,F+LP
One Two Punch
LP,RP

Exploder

LK & RK

Uppercut Combo
D+RP,RP,LP,RP,F+LP
Triple Uppercut
Crouching,LP,RP,LP
Standing Triple Uppercut
RP,LP,RP

Running Exploder
F.FF+(LK & RK)
Konvict Kick
F.F+RK

Knuckle Bomb
UF,{HF or F}+(RP&LP)

Get Up Punch
D+(LP & RP)
Bear Hammer
LP'% 3

Wind Mill Punch
D,DF+(RP,LP)x2

o T—

Get Up Punch
D+(LP & RP)
Stomp

D,RP

Sumo Hammer
LP x 2, RP

(LP &

(LP &

Head to Knee Bash
Close, (LP & LK)
Tombstone Piledriver
Close,DB,F (LP & RP)
Spinning Throw
Close,F,.B,DB,D,DF,F+LP

A

Get Up Punch
HD+(LP & RP)
Jackhammer
LP x 3
Overhead Smash
LP & RP

a.Headlock Toss

Close,(RP & RK)
G-Clef Cannon
1P x3

AR 4

Slap Combo
HB+LP x 3

Groin Punch
(crouch)F+LP

Albatross
(get up)RK,RK,LK
Baek’s Rush

{D or
HD}+RK,RK,LK

KAZUYA

(get up),LK,RKx3,LK

Rip Throw

Close, (RK & RP)
Head Butt

Close, F,F+(LP&RP)

Behind Back Suplex
(during a.) (LP & LK)
Heavy Power Punch
D,DF,F+RP
Sweep-to-headkick
(crouch)RK,RK

Arm Grab Flip
Close, (LP & LK)
Elbow Smash
Close, DFx2+LP
Jumping Flip
Close,(LP&LK),F

Black Widow
LK,LK,RK,RK,LK
Eliminator

(get up)LK,RK,RK,LK
Hurricane Eliminator

Rising Sun
UF+RK x 2

Rising Uppercut
F,JN,D,DF+RP
Leaping Side Kick
F x 3+LK

Right
F+RK

Batter Up

Strong Open Palm
B,DB,

Double Hammer
(LP&RP)x3,JN,(LP&RP)x3
Left Hand Tr. UpCut

D,F+LP,RP,LP
Left Hand Tr. UpCut
D,F+RP,LP,RP

Tsunami Kick
(get up) RK x 2
Forward Flip Kick

Overhead Smash

RP)
RP)

D,DF+RP

2 Jab Uppercut
L HELE
Exploder 1
F.F+(LK & RK)
Exploder 2

(LK & RK)

Elbow Drop
Jump,(RP & RK)
K’s Flicker
F.F+RP

Ground Punch
F.F,JN+RP

Overhead Smash

LP & RP

Batter Up
(getting up), LP &
Double Hammer
(LP & RP) X3

Triple Uppercut
(cr.)LP,RP,LP
Triple Uppercut
RP,LP,RP
Choke Slam
F.F+(RP & LK)

Close,DBx2+(LP&

L R

Sweep
(crouch)RK
Razor’'s Edge
(crouch)RK,LP
Spin Behind
RP, B

a.Backhand Slap
Close,D,DF,F+(LP&RP)
b.Arm Snap

(during a.)
LK,RK,LK,(LP&RP)

Hammer Heel
F.F,RK
Hunting Hawk

UF+LK,RK,LK

Triple Threat
HF+RK,LK,RK

Splits Kick

Megaton Blast
B,DB,D,DF+RP
Pancake Press
UF+( LK & RK)
Sit Down
D,(LK & RK)

Skyscraper Kick

(get up) RK
Foot Stomp

(get up) (LK & RK)

Tequila Sunrise
(get up) RP

Blonde Bomb
{F.F or HF}+(LP&RP)
Bermuda Triangle
LP,RP,RK

Flash Kick
RP,RK

Butterfly Kick
LK x 3, RK
Rocket Lifter
UF,LK,Rk,LK
Flamingo
B,HB+LK,JN

Dbl Step-in Palm
D+RPx3

Double Palm
F{F or U}+(LP&RP)
Sumo Squash
UF+(LK&RK)

Falling Headlock

Jumping Piledriver
Cl.,(RP&RK)Dx3+(LP&RP)
Left Right Combo

Giant Swing
Close, B,DB,D,DF,HF+LP
Crouching Uppercut
D,DF+RP

Head First Lunge
F.F+(LP & RP)

Grizzly Claw
B.DB,D,.DF+RP
Double Claw

F{F or HF}+(LP & RP)
Sit Punch

RP

Over The Back Throw
Close, (RP & RK),HF
Open Palm Combo
HF+(LP,RP) x 4
Double Hammer

(g.up) (LP&RP)x2, JN, (LP&RP)x2

Running Exploder
FFF+(LK & RK)
Konvict Kick

F.F+ (LP & RP)
Capital Punishment
UF+(LP & RP)

RP)

Machine Gun Blast
DB+LPx3,DF+RP
Cross Cut Saw
F.F{F or HF} (LP & RP)
Windmill Punch
D,.DF+LP,RP,LP.LP

Strong Power Punch
F.{F or HF}+(LP & RP)
Slow Power Punch
DF+RP

Front Snap Kick
DF+(LK)

Over The Back Toss
Close, (RP & RK)
Jab-RoundHouse
RP,LK

Forward Flip Kick
FF+RBK

Diamond Heel
DF+(LK & RK)
Snake Kick

D+LK,LK,D+LK
Snake Rocket
D+(LKx3)

Double High Sweep
Close, (LK & LP)
Flash Punch Combo
LP'x2 HP

Double Spin Kick
F,JN,D,DF+RK x 2

LP & RP

LK & RK

{a or b},(LP,RP)x 2

Standing Laser

Flying Laser

e

Sledge Hammer
LP+RP
Somersault
B,B,JN+(LK & RK)

Franken Steiner
DF+(LK & RK)
Thrash Kick
DB+RK,LK,RK,LK,
RK

KUMA

a.Pancake Press
UF+(LK & RK)
b.Sit Down

(LK & RK)

Double Palm
F.{F or U}(LP & RP)
Sumo Squash

UF, (LK & RK)

Elbow Drop
Jump, (RP & RK)
K’s Flicker

F.F+RP

Megaton UpCut
B,DB,D,DF+LP
Double Uppercut
D+LP,RP

WANG

Spinning Sweep
D,F+RK

Power Punch
F+RP

Jab-Sweep
RP,HD+LK
Uppercut-Jab
DERFPLP

BAEK

Hopping Dbl Kick
UF+LK,RK
Dynamite Heel
DB+(LK & RK)

— e e

Rvs. Neck Throw
Close,{LK & LP or
RK & RP}
Heel Drop
DF+RKx2




Spinning Uppercut (During a Kick)

Stomach Smash
F F+RP

F, F + (LK & RK)
2 Jab Uppercut

Suplex
RP & RK

UF + (LP & RP)
Stagger Kick

L Crouching Uppercut JJLP, RP Konvict Kick His- X5

Elbow Drop HD, HDF + RP Jab Uppercut F, F + RK Running Exploder

D + (LP & RP) Exploder HE LP Capital Punishment F F, F+ (LK & RK)

. - ————— . YS— _....-{ "

Back Blow Fake RP, HD + LK Sword Hit to the Face HDB + LK x 5 Stone Fist IMITSU
F+RP DB + LP, JN HDB jjPoison Wind Close, (RP & RK) Knee Bash (During HB + LP x 6

Death Slash Knee Attack UF + (LK & RK) jiJumping Body Slam Above Move) F + RK |]|Slap-U-Silly

DB + LP F, F + RK Kangaroo Kick JiClose, (LP & LK) Jab-Roundhouse HDB + RP x 6

Death Slash Jab Sweep RK, LK Crouching Spinning Kick JJLP, RK
JACK e e e e e

Rising Hells HD, HDF + LP, RP, HDF + LP JjHigh & Low Cross Cutsaw One-Two Blast

Hammer Rush Low
HD, HDF + RP, HD LP
Body Slam

Close, (RP & RK)

DF, HDF (RP & RK)
Debugger

B, DB, HD, HDF + LP
Hammer Rush Middle

F or HF + (LP & RP), (LP & RP)
Back Breaker

Close, D, DB, B + RP
Jack Hammer

Megaton Blast

B, DB, D, HDF + RP
Double Axe

D + (LP & RP)

Crouch, LP,RP
Throw Away
Close, (LP & RP)

RP, RP, RP
. e JUN
rist Chuck Throw Blizzard Combo LK, RK, RK, RK Triple Spin Attack
Close, (RP & RK) (LP & RK), RP, LP Belly to Back Throw LK, RK, RK, RK, LK LP, LP, RK
Arm Lock Whip Lash & Toe Kick JjBehind, (LP & LK) or (RP & RK) J§Scissor Spin Kick Spinning High Kick

Close, (LP & LK) LE LP, LK

Spinning Low Kick

Leg Cutting 3 Ring Circus (LK & RK) F+ LK
LK, RK, (LP & RK), RP, RK Whiplash Double Lift Upper

NINA Geyser Cannon DF + LK, LP, RP Geyser Canyon Combo DF + LK, RP, RK Jab-Roundhouse
BlondeBomb HD, DB + LK Flash Kick DB + LK, RK Can Opener RP, LK

F, F + (LP & RP) Over the Black Toss J|RP, RK Flash Kicks UF + RK, LK, RK Left-Right Combo
Uppercut-Jab (RP & RK) Arm Grab Flip DF + LK, LK, LK, RK Elbow Smash LP. RP

DF + LP, RP Leg Slicer Close, (LP & LK) Creeping Snake & Right High Kick J§Close, DF, HDF + LP

—_——mm— e ————— T ACHII

Neck Breaker (Getting up) RK, RK Pile Driver LP, LP, RP

Leaping Side Kick

EE Ea LS (LP & LK) Jumping Mid Kick Close, (RP & RK) Rising Sun Shadow Step
Demon Scissors Heavy Power Punch j}F, JN, D, DF + LK Twin Pistons UF + RK, RK B, B, JN + (LK & RK)
RK, LK HD, DF , F + RP Stone Head DF + LP, RP Demon Uppercut D:em‘nn Slayer
Tsunami Kick Close F, HF + (LP & RP) jjFlash Punch Combo |}F, JN, D, DF + LP LP. RP. RP

MICHELL e — e T

Spin & Kick E. F+LP, RK Sweep to Head Kick }JCLOSEHDF, (LP & RP) |} Triple Spinning Kick
Slasher Upper (LK & RK), RK Sweep to Low Kick JJRK, RK Bow & Arrow Kick||RK, RK, RK
LK, RP Slow Power Punch RK, HD + RK Razor’s Edge (LP & RK), LK Machine Gun Cannon
Machine Gun Punch JjDF + RP Ultimate Cannon Crouch, RK, LP Heavy Uppercut LF. BP.RP
LP, RP Elbow Skyscraper Kick (LK & RP), LP Arm-Lock Suplex HF + (LP & RK)
Rave War Combo Headlock Punch F FF+ LK Triple Head Kick RP, RP LAW
F + RP, RP, RP Close, (RP & RK) Machine Gun Blow JJLK, LK, LK Rainbow Kick
Knee Lift Run & Drop F+LPx5 Dragon Low Kick JJHD, UB or U or UF + (LK & RK)

Close, F HF + (LK & RK) jiClose, (LP & LK) Mid Kick Crouch, LK Rampage

Running Side Kick JJDF + LK Rave War Crouch, RK, LK

PAUL e 1 m——R—
Over the Shoulder [|Close, F, F + (LP & LK) J]|Bone Breaker UF + LK, RK

Close, (LP & LK) Phoenix Smasher Crouch, RK, RP Gut Buster
Foot Launch D, DF, F + RP Jab-Roundhouse JHDF + RP , LP
Close, (LP & LK) + Bjj Twist & Shout HE, LIS Stone Breaker
Push Away Close, HDF + (LP & RP) }§Shredder Crouch, HDF + RP x 2

Double Hop Kick High
F, F + LK, RK, RK
Hang Over

Crouch, LP, RK, RP

Reverse PK Combo
LP, HD + RK
Shoulder Pop
Close, (RP & RK)

Low Back Spin Clean Sweep F, HF + (LP & RP) Razor Rush F, JN + LK, HD + R R
Back Facing, HD + LP JJRK, LK Jumping Kick F JN + LP, RP, LP, RP, LK j}Beating Middle Kick jjHigh & Low Klick
Reverse Kick Tornado Kick F, F, F + LK 1, 2 Kick HF + RK, LP, RP, LK JJLK, LK
Back Facing, RK F or HF + LK, RK JjHook & Spinning Back Blow |JF, JN + LK, RK Beating Low Kick [JJRave Spin
Tripping Throw JJ(LP & RP) 1, 2 Kick & Low Kick JJHF + RK, LP, RP, LK IDB + RK, RK
LEE —_— e e e ———— ————————— .
Shaolin Spin Kick JJCrouch, LK Crescent Kick F F,JN+ LK, RK, F or DF + RK
Forward Arm Drop RK, LK, RK Triple Head Kick [JRK, U + LK Jump to Low Kick
Close, (LP & RP) Rave War Combo ||LK, LK, LK Shin To Head Kick F, F, N+ LK, RKD OR DF + RK
Knee Smash F + RP, RP, RP Slide Kick D + RK, JN + RK Infinity Kick Combo
Close, F, F + (LK & RK) jjDragon Low Kick DF, DF + LK Jump To Middle Kick |} Getting up, LK, LK, HD + LK, LK
e e e— —— T T "rrsu
Sickle Bash HDB + LK x 5 Knee Bash D, F+ LK Jab Sweep
Close, (RP & RK) Spin-to-Attack-to-Kick Combo [JJF, F + RK Solar Kick RP, HD + LK
Jumping Body Slam Above Move+ F + RK Zig Zag F, F + (LK & RK) Jab-Roundhouse
Close, (LP & LK) 3 Kick Combo LK, BRK Shark Attack RP, LK

Crouching Spinning Kick JIRK, RK, RK Knee Cap Above Move + (LP & RP)




The Ultimate Guide...

to Marvel Super Heroes lies beyond this
page. Seek the knowledge about the Infinity
Gems and Thanos’ use of the Infinity
Gauntlet. Learn the special abilities of each
character involved in the struggle and the
effects of the gems on the combatants as
they battle for their respective origins and
seeking conflict with Thanos—holder and
master of all the gems.




Strategy/Introduction

Marvel Super Heroes

[ I i‘| @

neye | thought | saw an Alpha Counter...
Much like the Alpha Counters from Street Fighter Alpha,
Infinity Counters are a handy way of thwarting foes with
counter attacks. These counter attacks can be done only if an
incoming hit was already blocked, and you perform the appro-
priate motion immediately after. The counter attack action is
B,DB,F + Punch. Of course, these actions require you to spend
an entire bar of Infinity Power, so they should be used only
when it is absolutely necessary. Additionally, the timing on
these moves must be precise. If you are not comfortable with
doing these counters quickly, don’t bother trying them in the
heat of battle.

The counter attack is generally
a variation of another move.

If your timing is accurate, you
will block then counter.

A brief word on the eombo system...
Sure, you're thinking this game is just more of the same
action we’re all used to from X-Men: Children of the Atom.
To some extent, this is true. Similar to all of the other SF
clone games out there, chaining moves together to form
combos was a central part to mastering the game. In days
past, the Street Fighter || games would allow you to set up
cool combos by preceding special moves with strong jumping
or crouching hits. With the X-Men: CotA system, combos were
loosened up immensely, allowing nearly
endless possibilities. This game sports a
newer, revamped version of the X-Men:
CotA engine, requiring more skill than
controller blitzing to do the moves effec-
tively. Again, much like other SF games,
you can generally learn patterns for each
character. To get you started, remember
that combos generally start with weak hits
and progress to stronger hits, perhaps
ending with a special move or even an
Infinity Special!
&4 Ukdmese [Aghang @ce

IR | S
Key to the moves
There is a specific notation used to

M express controller motions required to do
the moves shown. Consult the key below:

D Down F Forward
L Left R Right
a1 DB Down/Back DF Down/Forward

UB Up/Back UF Up/Forward
Shortcuts are used for frequently used controller motions:

OCF Quarter circle forward (from down to forward)

0CB Quarter circle back (from down to back]

HCF Half circle forward (from back to down to forward)
HCB Half circle back [from forward to down to back)

Sequences of letters separated by commas indicate a unifica-
tion motion of the joystick. D,DB,B means start the controller in
the down position and roll it until it is directly back.

AB.C (Punches, from weakest to strongest)

XY.Z (Kicks, from weakest to strongest)

Joystick movements followed by a + indicate buttons pressed
simultaneously with the last joystick position. QGF * A indicates
a quarter circle forward and the weak Punch. QGF + (A/B/G)
iIndicates any Punch button can be used.

>

PN
1

LOMMON Meves
All characters have these moves:

r'";_
5

BB or B+ABC backward dash

F,F or F+ABC forward dash

D,U or XYZ super jump

B,DB,D+ABC to roll away while down
DB,D+ABC to break fall when thrown

Even more on fhe combosse.
Every character has a standard attack which knocks
opponents upward. While the opponent is in mid-air, you can
jump up and quickly strike more hits for an air combo. Air
combos follow the same rules as standard combos, but tend
to be more finicky about sequenced button-tapping. Generally
speaking, either a single fierce strike or several smaller
chained hits can be tied to the initial setup strike of an air
combo. However, several strikes progressing from weak to
fierce tend to do less damage than a single or double fierce
hit combo. Although impressive, air combos tend to be
amazingly weak for the number of hits involved.

©1995 Marvel Entertainment Group, Inc. All rights reserved.



THE I SOUL GEMS OF THE INFINITY GAUNTLET Using the gems

Players can choose from the six gems as they become avail-
Super Armor able during the fight. The gems themselves must be acquired
The purple one is the Space  before you can call on their powers. How does one procure
Gem, which grants its usera  such a gem? Well, generally speaking, you are awarded

the easiest ways to get a gem is to get

form of special armor called gems during the fight for certain actions g>§

Super Armor. During the effect ' s = ] at certain times. If you do manage to ER

of this gem, less damage is earn a gem, beware that it does not -

. | S 1 taken and it’s difficult to be automatically appear on your list (locat- % (7,

y/ T B . /] knocked down. Magneto and ed on the bottom of the screen). The [=
It’s difficult to knock you down  Juggernaut become near gem Is tossed .iﬂtﬂ the fray during the fﬁ
with the Space Gem active. invincible with this gem! middle of the fight, so your opponent [z
has a chance to get it as well. One of ;E

®

e ]

|I'Iﬂ!l|t|| Recovery the first attack during a new round. The
This one comes in handy o | gems that are awarded seem to be
when working up the Infinity random for the most part, with no dis-
Bar quickly. Be sure to use cernable connection between the type of gem and the action
this one during times of need  which caused it to appear. Only one gem of a given type can
rather than wasting its be on the field at a time. For instance, if you land a Soul or
Immense power uselessly. Recover Gem, hang on to it as long as possible so your
This is the perfect bail-you- opponent can’t have it. Imagine if you had the Super Armor
Charge up the old Infinity Bar out effect you'll nfaed. Iron _ Gem, and Juggernaut was your opponent. If he ggts hisl
by using the Mind Gem. Man makes special use of it.  hands on the gem, you will have tons of trouble. Times like
these warrant gem economy! In order to activate the gem
SRR TR s L DN E BRI for use by your character, do the following motion on the
ety | | POWET-Up controller: D,0B,8 + all three Punch buttons. Once you have
This one is particularly easy  activated a gem, it will run its course and then disappear.
to figure out. Strike your Each gem has its own unique time limit, so be sure your tim-
opponent while under the ing is in sync with the gem’s
effect of this gem and watch  time limit bar located on the
the damage do its work. lower region of the screen.
Wolverine, Psylocke and Once the gem is done,
n e Captain America all get a you will have to recapture
Go for the extra damage with  SPecial goody If they use this  another one before you
the Power Gem pumped up.  Oneé—shadow moves... can use it again. Another

precaution to take while
dealing with the gems is to
keep them stored in the inactive selection area for gems.

Your character hasn't got The currently selected gem can be knocked out of your hands
any projectiles? No problem.  py the appropriate amount of punishment, leaving it open for
Snag one of these little the opponent to take. All gems strike damage as you invoke
beauties and activate it. Your  them to opponents who are too close. If need be, the gems
basic moves will chuck out can be a last-ditch effort for defense!

the fireballs. Depending on
which button you push, you

Normal moves throw projectiles will see different ?ff?f{ts-
with the Reality Gem! Blackheart goes invisible!

Apparently they figured that
Wolverine shouldn’t be the
only one with the ability to
recover. Although the effect is
not permanent, this gem
should defend against all but
the best combos, recovering

Your life will recover through ~ fastér and more moves than Do the motion to invoke the Oppunents standmg too close
the use of the Soul Gem. Just combos can damage. gem, and you’ll see it activate. will be damaged!

Uldlinese Pigding @ee 85




er Heroes

Power
Using the Gem of
Power, this character
gets shadows added
to his special moves.
His Stars and Stripes
IS a triple move.

Captain Amer[",a/ Blackheart

Marvel Su

O , 0
miranm A\mnRrNre)
Lﬁ@l U) Lﬁ_‘]] =i U\&DL J'@:& Double Jump Alright Ryu and Ken fans, here is one

([
I

w) | R T 1 | [Rlna=me [
Red, White and Blue=or L@E“?Eﬂ?

u
. « e Of the trendy fireball/Dragon Punch

-’Fﬁ“ff'.*ﬂ ::’f‘if'*.‘- 5-| r!ﬂ‘:-’r.-fe: e 9 4 ; .

VD0 \Eeds L characters you've all been looking for. If
Try knocking your opponent you throw fis o it
into the air using his medium = - shield, you need -

punch (standing). Once he or 3 f" to pick it up
she has been hit, jump up and = = "= again to use it
slap him/her with some fierce ~ lumpinglup .- "\ oon
hits followed by a Shield Slash! take any further damage,

however. His Backflip is
ideal for passing through
opponents or projectiles. The
Charging Stars move is
slow, but useful for combo
creations. Tap up while in
mid-air for a double jump.

N..Pe_on - Fey f
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His Infinity Power requires
you to connect with its first hit
in order to take full effect. If
done right, he will bust out
with an auto combo.

GCerfwhes!

Cherging Sters

Shield Slagly
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Reallity
This gem will turn
Blackheart invisible
for a short period of
time. Use this to
your advantage

while it lasts!

QCH+(any Punch] __F,D,DF+(any Punch)

The embodiment of evil? Okav...
His fierce attacks are all automatic projectiles.
These attacks are generally ——

Combo deas short distance, wide speed in _ ﬁiﬂ’mﬂ@ Lﬁ@ﬂ@m
Yeah, right. His Standing effect and are best used o
Medium Punch will knock against unsuspecting char- by
opponents Into the air when  acters who get in too close.
preceded by standing jab. Be sure to sneak in the extra

Use this to set up devastating  hit (Flaming Thunder Slam).
air combos.

Ittty Powers
Each of his Infinity Powers are tricky to use. The
Armageddon attack will only strike characters less than
half a screen away. The Heart of Darkness has a similar
stipulation regarding distance. Typically, this one works best
against characters who stay back, toward the screen’s edge.

ik
e e e M
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HCF+(any Punch]
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D.DF.F+(all three Punches)
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Hulk’s flerce attacks
are much faster than
normal, possibly
doing double hits if
close enough. Talk
about ouch!

U

Combo ldees
His Gamma Grab is useless
unless you work it into a
combo somehow. Try jump-in
combos starting with a Jab
Punch. Chaining the Gamma
Grab is relatively easy.

It ﬂ'h?‘ifg: f] ,Wn
The Gamma Crush has got
to be the most useless infinity
move in the game. Timing is
critical to connect, and the
damage is relatively low.

Lﬂ@ﬂ;@‘ greeis 8's mean
Gamma Charge Most of this character’s moves have
AT i massive delays, which makes him very
F_ i weak against other characters in the game.
' & & Surprisingly
' enough, Spider-
Man players
" may have
trouble against
Hulk players. His Gamma
Charge moves can be dou-
ble hits if you tap a Fierce
Kick button during the
move’s execution. Throw off
weary opponents by using
the two different Ground Lift
moves (below).

@@T‘WE @fﬂ@“ﬂ

3 .,., > AN
U, U+Kick
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Besides recovering
some needed

life energy, this
gem causes his
hits to strike with
electric shock!

Geomme Grab
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HCB+(any Punch)

Ground Lift < delaved >

%‘k e 153

n'-h--l i _.._-i"_'-..-_r"-'—-i : Eay 4!‘41!'.:"-1!"1.

£

L ; ._'i:"___ F-
. S
' I ‘
1k »
: = ' } I : E] "

*rmd it < immediale >
Tﬁ '. H!Fr-r #Eﬂﬂ—r—

- J Iq;
& - ! B
a‘ ‘.mg * w
.‘ .
N A -, 5 i

N i
- Irf
\ ‘
L
bp, 3

| {211 i I 'F

D,D+(all three Punches])

Irom Wian

mm m‘lhﬂ "(, w

Don’t bother with the combos
with this character. You're
better off with range attacks.
Try using a Crouching
Medium Punch if you wanna
try air combos.

l [l ‘I’ kﬂmn'm ]

Very impresswe, visually
speaking. Smart Iron Man
players will bait opponents
Into a proper close range for
maximum damage.

Hl:F+lang . Funﬁﬁl |

1 Em @1 ﬂﬂ@ [,ﬁﬁﬁi Hrfﬁ{ﬁmgl

Missile

||,,-I!I'.B"'

but MEANELoo.

The keep-away character of the

- game, lron Man comes complete with a

- wide variety of nifty range attacks to keep
‘ Charging charac- :
“ ters at a dis-
tance. What's
better, his
Repulser Array
IS excellent for taking care of
characters who prefer jump-
ing combos. Flight is some-
what useless, however the
short-range auto projectiles
added to his fierce hits come
in handy during times of
need.

Peaton Canman

D+GC

0CB+[all three Kicks)

@m@ﬁ‘ S*Jr“:lm

either A+X or C+Z

'r?rah sep A \reay

HCB+(any Punch button) HCF+(any Punch)
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ug rernaur/ Magneto

MaJrvel Super Heroes

You want to be near
invulnerable? Try
breaking out with
this gem. Juggernaut
turns gray and gets
real tough.

w i!:ﬂ;'; AmMae 1
'ﬁ' Lé/}%'&ﬂ_ljiﬂ Al

Combo ldeas
Yeah, right. This character
has only one really nasty
setup, involving the following
air combo: Crouching Fierce
Punch, jump and strike with
jab, medium then fierce.
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Most effectivelﬂf used in
combos, his infinity power

Is slow and detectable
otherwise. Be sure to corner
foes before using this move.

Vapo he's big eleight
This dude is huge. Other characters
who love their nifty little air combo
s setups will find themselves at a loss
» V&2 against this large

Taunt
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must precede any air combo
setup strike before he gets
vaulted into the air. Use his
power-up move to make his
next hit do massive damage.
If the next hit after this move
IS blocked, you have to
charge up again.
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Earthquaks
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HCF+(any Kick]

O WEGE
He has his nasty
shield around him
while using this gem.
Enjoy the invulnera-
bility while it lasts.
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Gombo deas
Be sure to have your infinity
bar charged up before doing
this devastating combo: Reel
‘em in with Hyper Gravitation
and then let 'em have it with
a quick Magnetic Shockwave.
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Totally nasty if executed as
part of a combo. Master this
character, and you need not
worry about opposing players
who use other characters.

ie's backs @ ted weakes...
Magneto is one of the most devastating characters
in the game. Sure, he’s slightly weaker than he was
iIn X-Men: CotA, but he still packs quite the wallop.
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Using this gem, she
does her infamous
multiple image
attacks. While In
this state, all
iImages strike.
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Gombo ldeas
A Crouching Medium Kick
will knock opponents into low

orbit. Chain this with a follow-

up Crouching Fierce Punch
and you have a devastating
two-hit air combo setup.

Inttatty Powes
With a wide vanety of super
moves at her disposal, she
comes out as one of the

most well-rounded characters

in terms of offensive variety.

Weleome fo the babe of Marvel
Psylocke has a WIdE variety of moves which makes
her one of the most versatile characters in the game.
Mastering her Ninjitsu move
adds more variety and strategy
to play. As listed below, any
punch button can be used to
accomplish the move.
However, depending on
which button was used, she
will reappear at different
locations across the screen.
Another use of this move is
the temporary invulnerability
it grants. This could come in
handy for the emergency
evasion tactic.

Peyehic Maslstrom
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0CF+(any Punch)

This gem temporarily
grants Shuma the
ability to petrify
opponents with one
hit. Another hit will
free them.
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Gombo |deas
His Standing Fierce Kick
vaults opponents into the air
for jJumping combos. His
Mystic sphere is devastating
If connected close or while in
combos (or both)!

Inftaily Power
Very similar to Spiral from
X-Men: CotA, performing the
motion simply charges
Shuma. Follow up with any
unblocked hit for the action.

Alelghtt. so he's from anofher ¢
Shuma can get pretty ugly if you knﬂw what you’re
doing. For starters, try making use of his jumping tid-bit
attacks. Tap Up and hold while pressing Medium Kick in
mid-air for his Copter attack, which is excellent for tagging
characters in mid-jump. Hold Down and Medium Kick for
his Stone Drop attack, which is fast and deadly, but leaves
him vulnerable for a decent amount of time after landing.
One other idea to keep in mind: Once you’ve activated the
Time Gem, Shuma can petrify characters with his hits, then
free them with additional hits. Try smacking them once to
turn them to stone, then connect with the 6-hit Fierce Kick.
Each hit will petrify and unpetrify until the attack is over,
leaving them petrified in the end! His infinity power is along
the same lines as Spiral’'s because you must make a
successful hit after performing the Super move.
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Spidey gets a mirror
image of himself to
attack from behind
while using this gem.
This is massively
disorienting.
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His Crouchmg Medmm
Punch sets up opponents for
air combos. From there you
can do a jumping combo or
nail them with a quick and
dirty Spider Sting.
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The first hit of this auto
combo move is near impossi-
ble to coordinate correctly.

He jumps back to one corner,
then dives in at an angle.

Despite his entertalnlng nature Spider-Man IS

one of the most useless characters in Marvel Super
Heroes. His animations are fast and relatively

well ranged, but the damage
he does is laughable. His Web
Attack should be devastat-
Ing, setting up opponents
for combos once they’re
trapped. That is, if it actually
worked like that. All of his
truly dangerous moves have
massive lag time, like the
Web Swing. The biggest
joke would be his infinity
move. See the description
to the left.
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F,0F,D+(any Punch)

HCF+(any Punch) HCF+(any Kick)

Much like his previ-
OuUS power-up move,
Wolverine gets a
slew of fast and
deadly shadows that
strike damage!
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Bang on the buttons and
watch the combos fly. Really,
this character has loads of
button-tap combos that follow
the simple rule of weak-to-
strong-to-special move.
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His Weapon X is far more
Impressive than his watered-
down Super Berserker

Barrage attack. It does less
hits and damage, though.
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Mid-Air Drill C|HW Wclverlne IS essentlally the same
o o character he was from X- Men CotA

1% 7 7590 even cheaper.
}_,., 7,V His Berserker
-L-‘J:.SL,-"_" ’ * Barrage move
emmey can be done
A+X or G+Z .
at any time,

which lends itself well to
combo setups. His Drill Claw
can still be done in the air
(but not backward) as well
as on the ground, which is
great for tagging evading
characters.

O0CF+(all three Pum:hesl
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Waeepen X

A+X or G+Z

0CF+(any Punch)
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Dr. Doom is very slippery, :
dashing back and forth to A 108 ‘;‘1._“_ ;.'_ 775
avoid hits and taking flight R B, ¥ N s O
to avoid those air combo ' |

setups you may have had in
mind. His strength is among
the highest, which makes a
deadly combination consider-
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- cwoode | Nelarr—n _ L e ing his speed. He does seem 275
He’ll pummel you with style, if you’re sloppy. What may bea  t0 buckle under the pressure Well, now...that’s quite
standard throw involves a humiliating energy blast! of fighting a character with the weapon there.

an Infinity Gem active, so
use this to your advantage.
Also, don’t bother trying your
fancy jumping combos. He'll
blast you with one of his
energy weapons, leaving
you open for a few combos
of his own. Overall, fights
against this character should
be defensive. Look for his

He’s slick when it comes to connecting a hit against him. Your ~ weaknesses against infinity He can release beams while
strategy should involve more than just standing basic moves.  gem powered characters. standing or flying.
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AN

LIS I

Thanos has a wide variety of attacks at his disposal. The key is to recognize the delay animations
preceding each different type of attack. Once you know these, it’s easier to avoid him.

Dr. Doom presents more of a %
challenge than this guy. Sure, he’s }
the last Boss, but the challenge just
isn’t there. Relying more on intimida- &~
tion than prowess, Thanos is easily [§~
defeated by the careful player. Look =54
for familiar delay animations for the ==
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Captwhael HCB+(any Punch) o EM Disraptor HI:F+lanu Punch)
Cherging Stars HCF+(any Kick] Fly 0CB+(all three Kicks)
Shield Slesh OCH+(any Punch) yper Geavitetion HCB+(any Kick)
Sters end Stripas F.0,DF+(any Punch) Magnetie Blest (jumping) U,UF,F+(any Punch]
i;dﬁ - i?:f;’ o Faal Justs D,OFF+(all three Punches) :‘rﬁ';‘g r;g‘;"fl' e Hegaatie Tompost OCF+{all three Kicks)
attacks. Double Jumap tap Up in mid-jump X-Men: CotA?  Magnetle Shockwevs OCF+(all three Punches)
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_DJ}j b @;_. Galift P@ '“7HO H@q
Depk Thunder HCF+(any Punch) 5 Ninfitee HCB+(any Punch)
N hunder Slem HCB+(any Punch) > \ =1 location of teleport depends on buttons used
A5 Flaming Thunder Slem HCB+C.tap C again ) Poyahie Blast 0CF+lany Punch)
ikeality z%wtﬁ@@@dci@@ D,OFF+{all three Punches) Pavehie Spin 0CF+(any Kick)
Makes . She breaks out
(M, it @ | k:l 1 G 6 2 ’ &
B s Waert of Derknass DOFF+all three Punches) ...~ . [Pjelle Meslstrom OCF+{all three Kicks)
invisible. Mint=pro fasiiles strongest Punch/Kick image attacks. Psyeliie Thrust 0CF+(all three Punches)

Ul an ] Q|
'l q | <§ 70 | 0
Invin | | Wil
Gemme 3[‘5‘5‘59@“}@ slds > s, FrKick i" 5 _ - Gral HCB+lany Kick)
| Gemme Cherge< up U,U+Kick g ' | requires a successful throw to take effect
B Gemme Grab HCB+(any Punch) Mystle Smesh =, F+(any Kick
litme Ground Lift < deleyed >  D,D+(all three Punches) Mystis Spherss 3 F+(any Punch)
Fierce moves ﬁ Gives him -
Cround LIt e I8y + G Dimensfen &
become as fast  oreand Litt < immediets > HGF+{any Punch] s tesiich.of Cheos Dimsnsion OCF+(all three Punches)
as weak moves. Gemme Crus OCF+(all three Punches] petrification. requires a successful throw to take effect

D U]j’l allll

&
0CB+(all three Kicks) Spidee F,0,0F+(any Punch]
Smert Bombs either A+X or G+Z | tap Punnh again for an additional hit
| Repulser ﬁiw@"g? HCB+(any Punch button] N Web Bal F.DF,D+(any Punch]
. | Mhsstle D+C L Web Swing HCF+(any Punch)
2:21;5?;?;' Unibeam HCF+(any Punch) anélpr:s;;mage Web Throw HCF+{any Kick]
attacks. Proten Cenmen OCF+(all three Punches]  attacks as well.  Mesgioum Splder OCF+(all three Punches]
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Power=Up F,D,DF+(all three Punches] Berserker Barrege OCF+(any Punch]
strike extra damage after using the above move Defll Clew A+X or C+Z
Eerthquaks F.OF,D+(any Punch) this move’'s direction can be controlled
S| Juggernaut Peneh HCF+(any Punch) lornedo Glaw F,0,0F+{any Punch)
This grants Adds shadows
Snlagh HCF+[any Kic . Super Barsarler Bareage
temporary Splesh [any Kick v bis avardsd Y g OCF+(all three Punches]
invulnerability! Juggerneut Heederush OCF+(all three Punches] moves. Weapon ¥ F.D.DF+ (all three Punch)
;:f:,il‘ ,.-f"'"'vm*”é;i;}- :-,.f"""ﬂr’f— r'?r






THE PS
SEQUEL
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SiderStepping

]ust how do the DASHNALHEEKS

You can now “pull” a side Now, as you dash, you can per-
P_s and Arcade step by pulling back or form a unique attack. Learn to
differ? pushing forward when side : perform these

stepping. This gives you
more maneuverability. You
can also do a quick side
step when you dash.

quickly; this will

grant you a sur-
prise arsenal for
close combat.

Well, there actually is a lot
different. First off—the PS
version has a full-length
intro complete with cheezy
actors. Second, the PS
version contains endings for
all the characters. It isn’t
known if the arcade has
playable Bosses, but in the
PS, not only are they
playable, but there are two
more Bosses not in the
arcade! These are Vermilion
and Sho, which can be
fought in the PS Full Battle
option, which is not con-

@rodndrattacks
Every cheap man's thrill. Use
the two weak attacks when up
close, whereas if
they are knocked
down farther—use
the two strong
attacks from afar.
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Watch it' Ynu can now be

taingd witlhin the arcade U8 WRis Side stepping. The combo system in TSD2  other. In here, it seems that
version either! | IS much tighter than the first  close Strong/Weak attacks
Also, there are voice- fJJ nt: ] _]] g version, where practically can be repeated followed by

overs announcing the arrival
of a new challenger.
However, both have the
exact same graphics and
Special, Desperation and
Secret Moves!

any hit can link into any a varying Strength Attack or
T Special Attack. Also, attack-
Ing players behind you can
be linked into any other
Strength Attack.

By taunting, you will
increase your opponent’s
Overdrive meter.

Combos are tighter, but
are also very linkable. i
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TO FIGHT
VERMILION
OR SHO

To fight Verm, you must
beat a Full Battle withone | =
or two rounds without con-

tinuing. To take on Sho, do the same, but simply have it set
up as a three-round battle. Don’t fret if you see the ending
sequence; it ain't over till it's over...

Vermilion or Sho will
challenge you in the ending!

44 Ultimate Fightiﬂg Guide Mote: The pictures of the home version were taken from a preliminary

copy and are subject to change without nolice.
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Yup, there is a way

to play as the two main and
two hidden Bosses in TSD2.
First, you must be at difficul-
ty 4 in a one-player regular
game. Simply beat the game
(hold Start at the credits to
speed them up) and then go
into any mode. Move to the
Random
Select, and
hold “Select.”
It is slowed

| down and

= you can

EOUR

Beat the game once to play
as Uranus and Master.

FﬁCT
SHEET

BOSSES

choose the Bosses.
To play as Verm and Sho,
you must beat the one-
player regular game again at
Level 5. Once again, you
must go to Random Select
and then they both will show
up. On a last note, should
you beat the game one
more time,
you can have
a “Secret
move”
enabled on
the L/Rs.

| Upon the seondtle
can play as Verm and Sho.
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Strong Slash -
A far-reaching

upward slash.

The only new
incredible feat Eiji
can do is that
certain moves
(like his slide) go
under projectiles.

Strong Kick -
A crescent kick good
for air assaults.

L B BB O B N B O B B N N N

Weak Slash -

Multihitting stab. Use g¥
when behind enemy. |

Weak Kick -
Useless and boring
front jump Kick.

s de e OB BRRRR RO RN

Now, Eiji cannot be
deterred by projectiles. He

strikes low with his desper-

ation, having fireballs fly
harmlessly over him.

For SSF2T buffs, this move
IS a shap. It also provides
excellent frontal coverage,
and his fireballs reach
across the entire stage!

Here’s a nifty little glitch-
trick that will help you
reach Vermilion and Sho.
First, do the screen
disappear trick shown
below. Then, right before
you land the final blow,
pause and frame advance
until the other dies and you
are going into your victory
poses. Now, just sit back,

and you will win every
other round with a KO!

SECRET CAMERA TRICKS

First, you

must disable all the L/R
triggers from any function
whatsoever. This will give
you a new camera action
setting that will basically say
“Yourself.” Now, you will
have new controller settings
available to youl!

As a bonus tip, should
you pause, hold all four
attack buttons and hit select
twice to remove the life bars
and pause options.

While in the middle of
play, if player one hits

Elji has very few
changes made to

his character. About
the only thing
different is his dive
kick arcs at a sharper
degree and is faster
(consequently deliver-
iIng less hits).

select, he/she
now can zoom in and out,
and pan up and down.
Should you pause, player
two can use “select” to
frame advance for great
action stills!




Strong Slash Dash: FﬁCT@lD
Spins about. Good SHEET

defense move.
LN N N N N N NN NN ENNEMNNENNESNDHMNH:N.] crouching Strﬂng

Strong Kick Dash: BSEEURILEERRIL
He jumps up and Incoming air-
=" | slams end-down. borne enemies.

. - SeesesNRERRRBRRRRRRBEN His Knee Leap

;hi%ruge minekr o8t | Weak Slash Dash: with Fierce ends
s Cloud attack, but . B A mean left hook. in a head-drop.

gained new feats like “Instant knock down.
hls BDGtS attaCk' H'S .""lll‘l...‘--«'-l".'-

Knee Leap lets him
drop head first for
a nasty blow.

Multiple kICk’S endlng with a His classic original Fire
big blast. Be sure to start Storm. The only way to

e 1Y

the move at a distance:j{ b

| Sffang Slash Dash: Fﬁ@?@' D
A forward elbow that SHEET
hits multitimes.

LB B B B B N NN NN LR R R R N NN Suphia iSthE Dn!y

Strong Kick Dash: character who
Multihit knee. Good can fire projec-

for side attackers. tiles both at the
Sssssssssecssssssannes grﬂund and also

Sofia is still a P Y Weak Slash Dash: straight ahead
deadly beauty. er-me b | A forward rush stab while in the air.

She now has with her fingers.
many attaGkS that ﬂ"‘:.' LA R R B N E N SN ENEHSHNEMNIMNEIHMNHEHMSIHE.
can go airborne. | e Weak Kick Dash:
All of her attacks R o A sliding multihiting

are vicious, aqd T 54" | surprise kick.
heroverdrlue ’S s L B B B OB B BN B A B B OB AN N O N N B N N

simply the best.

Her Salamander is basical- A one-hit damaging dance,
ly a flaming forward-mov- it is easily blocked. It’s not
ing Rattle Snake. Time it constantly whipping around
close to the enemy to like in TSD1, catching you
catch him/her off guard. off guard.

P R



FACTOID
SHEET

Unlike Eiji’s
Upward Slash
move, Kayin’s is
slow enough to
also be a two-hit
combo if placed
correctly.

seededdedR BB

Strong Slash Dash:
A slight sideways
upward slash.

LN N N N N NN N N NN NN NN NNNNNN:

Strong Kick Dash:
An excellent two-hit
high/low attack.

L B O O N N BN B N OB NN AN NN NN

Weak Slash Dash:
A jab just like Eiji’s.
Good for back stabs.

Weak Kick Dash:
A breakdancing
move that hits a lot.

L B L L B N RN RN N N R NN

The longtime friend of
Eiji is still walking in
his comrade’s foot-
steps in terms of
moves. The only thing
that separates him
from Eiji is his speed
and incredible array of

special kicks.

OWLLERGER

KAYIN | : Ll
o | s Jp—

This move is just like Eiji's
Desperation, except with
more footwork. Also, once
he begins charging, you
can go under projectiles.

is kick must be correctly e B g R s
aced in order for all four R A 3
ows to land. Be sure you are

near the opponent when

he/she lands right next to you.

o : "y o T R TR T}
$90000000000000000000 5 o - ki TR S8 Eﬂﬁiﬁ?“i‘}i
: o = =

A double stab that AP e ht I s 55 7 e el [ O
can hit high or low.
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Strong Kick Dash:
This move will send
you to the ground.

Weak Slash Dash: | 2 85, The young ¢
A surprise slide that [ ¢ R of Gaia is still the most
hits low. nimble little child in

L B B B N B L N N N N the game' Howeverl

Weak Kick Dash: pulling off combos
Cartwheel that hits with her will have to

twice—Low & High be well timed in
order to manage

anything useful.

FACTOID
SHEET

Any move with
stars will block
projectiles.

Ellis’ taunt will
also do damage
to the opponent.

The most vicious Her secret move from the
Desperation move returns.  first game works on a

Do this when the opponent  much easier basis. It now
has committed himself/ has her Sparkles travelling
herself to a move. quite a distance from her.
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- SHEET

SssssssseseRERERRRBRRRES Hisairfireball

Strong Kick Dash: fires instantly if
Low hitting slide. A you use Weak
great Psyche-out. Slash.
: LN NN N N NN NN E N NNENENENNENSHNN; Hisspearupper
WIonoo S SpoRt S "# Weak Slash Dash: starts like a nor-

abilities haven't
mal Stretch Spear.
worn off. With Slre P

the addition of

| his Upper

N Stretch Spear,

A he could
almost be

This one is almost exactly
like his original Desperation,
& cept that he flies up much"-f- .

i 'ttéck very noﬂceable
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e St ;,h_,:,ng Slash Dash: Fﬁ(ﬂf@lp
G Mﬂth sides so SJI'IJE,E,T
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ou don’t escape. -
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Strong Kick Dash: EEERRCSA KT
Two kicks that make ERULECEREIC

a cool air deterrent. that is hard to
proTesssssssssssssseees  determine which

Weak Slash Dash: direction he is
} Multihiting jab. Good heading.

KR T
magician e s for side attacks.
IS back I e ¢ e e s ssevesssvrsscccrans
again with s~ valg! Weak Kick Dash:
/ his Balls-0’ Fun oo y -~ A very high flipping
and Gastrial e Mo Overhead slash.
attaCkS' “esssessssssssssscescses B
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There are two |

secrets this ' ¥ )
time. Firstis [ 8l Use this one at a dlstance
the massive o | since the damage is given
Gas attack, % on the fifth sphere released
which is harder to do. He in the air from Fo’s Long
also has a Super Sphere. Jump.




FACTOID
SHEET

Duke can’t hit on
the ground.

Duke’s Ground
Attack Taunt will
drain away an
enemy’s Overdrive.

LN B N B N N RN RN N N RN RN R NN N

Strong Slash Dash:
A very high flipping
overhead slash.

L R R R N RN LN NN ..

Strong Kick Dash:
A high kidney slash
iInto your side!

Weak Slash Dash:
Like Strong, this is a
smaller arc attack.

U B B B R OB OB N B N RN AW NN NN

Weak Kick Dash:
A leap that is good
to escape air foes.

Duke is still

one of the

most power- ’i R
ful charac- o
ters. His

Southern Cross

has been fixed

so it now lands

the final blow.

CINPIIN 2 RINS E.E'. T

HIS Clrcular Spm Blade has
returned. Be aware that the
final landing blow of the
blade will follow the enemy
to his/her current position.

The way this move starts
out is a good psych-out. It
starts the same as his
Overdrive, so use this to
your advantage.

FACTOID
The most useful
attack for Gaia is
his Charging
Sword, having
him side-step and
attack where you
are open.

LR N NN NN NN NN NENNNNNN]

Strong Slash Dash: &3

A slow, gliding slash.
Use on side-steppers.

aeseseeeeeRRRORERRR R DD RERRD .

Strong Kick Dash:
Oddly, a low-hitting
jump kick. Useless.

Boas

#-v't“#""""'"r 1" '.:_. i

LR B R R B N B R N N AN NN N N NN

Weak Slash Dash:
Multihiting stab
similar to his charge.

LA R B N N R NN RN RN NN NN

Weak Kick Dash:
High hitting jump

klck Heally useless

‘DESP ER‘&SI?-I»@ N:

GALA

This Energy Shmve cuuld
possibly be the most devas-
tating attack in the game.
Just time it right (works best
with landing foes).

R A

Two secret
moves: His
Sword Slasher
does a lot
more damage
than his
Bicycle Kick.

n : Ilmlilnf 5§ L

Though he doesnt .

have his cool g

armor from

TSD1, he is as pow-

erful as ever. His spe-
cials can nearly drain 2
half of your life, and ==,
he possess two @

Secret attacks.




| Strong Slash: Fﬁ CTO|D
1 A flip that hits high. SH EET

Great for jumpers!
nqni---i-itnlinitpitnitin Tracydaes have

Strong Kick: an unfair advan-
A full frontal arc. tage—in her

ol Excellent coverage. BRI RMERIS
: : ‘i.i“l"..‘l'..l.-“‘i that prﬂtruue

o cmeaai®d  Weak Slash: when she kicks,
- '”.Cre"’.'b‘e reaction MY W | A dive that is better  JUMEERUTRERTTS
w4 time in the game. TR T A {Zf;.:a;,-gsed for escaping.
Her Baton attacks >
are good, but her

Thts IS easy fo pull off and
follows the same" prlne;lples
as Eiji, Kayin and Sho. T#
works best on descen
attackers or retreat |

FACTOID
Side s SHEET
incredible range.

= RS« T Most attacks
&5 o Strong Kick: leave him open.
A simple worthless The best are usu-
torpedo move. ally his normal

i e PP attacks.
el B | ., €S| Weak Siash: A Weak Kick in the
Bne ks sironge, oul s i Use this rush when air does a Dive Kick.

contains a sheer arse- they're facing away.
nal of special and secret L

\, Mmoves. Also, his range g ~ Wi Weak Kick:
(D, Gaials ranges of oS, | hits fast and low.

’ 0 E‘ attacks Just try nﬂt - = _: .. — PR e hl, £ ‘_-.!_; G e
f ‘3_ to move too much.

'."‘

o~ ___"1'-1;}-'.-.: ThIS freak
@ "V has (count - , :
em) five secret moves. Even though it is a bit use-
They are flaming forms of less, you can still time a good
a Column, Tracy’s Chopper hit. It's best to only use it
spin, Big shield, triple fire- when the opponent Is facing
balls and a ground fireball.  away from you or landing.




FACTOID
SHEET

Her flying ability

will home in on
you if you jump
forward with a
Strong Kick.
Simply put-don’t
use Overdrive.

LN N N R NN N NN NNNNENNENNSESRNHR.]

Strong Slash Dash:
Hits low. So do this
when In close.

Strong Kick Dash:
Simply a full rever-
sal back-flip.

Weak Slash Dash:
A half-flip that ends
with a drop kick.

IR NN N NN NN NN NN NNENNENNNN.

Weak Kick Dash:
A long skidding slide
that hits low.

ThIS Holy Blast IS a nice
one-hit quarter-life sucker.
It is a long stream, so it
works well with forward
jumping characters.

Her Secret move is the
exact same thing as her
Overdrive: powerful, but it
is short ranged and leaves
you screamingly open.

FACTOID
SHEET
Certain charac-

ters can block
her projectile

T E R R E R EE R EEE E R R N

Strong Slash:
Multihiting slaps.
Must hit dead on.

Strong Kick:
A fast ground fire-

CHAMPION 7 MINGGD,

Despite having the
most woeful name that
a Boss could possibly
have, Uranus has her
strength in distance
attacks. Also, use her
flying ability to escape
mid-air attacks and
trap setups

barrage after ball. Use far away.
rEEEiuingEbluw LB B B OB B B BN OB N AN B OB N NN N N N N N

from one of the Weak Slash: Ty This waif is also the big
ensuing attacks. ‘More multihit slaps. PRy bad Boss of the game.

Must hit dead on. Her gigantic blades are
[ B N N O N N N N N N N NN NENMNMNMNNN] vary pOWEI.fU|’ but

Weak Kick: L .. require a lot of time, so
A fast ground fire- Nty it leaves her open. Best

ball Use far away thing to learn 'are. her
powerful punch/kick

combos.
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A bit of a poor excuse fora Her Overdrive IS her most
Desperation move, use this powerful attack. It takes a
for enemies jJumping in to while to set up, so time it
you. Apart from that, don't when characters are in the
use it! middle of a move.
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Strong Slash:
Side-steps, crouch-
es and fires!

= LR L L LB B N N B B N N N

Weak Slash:
Same As Strong, but
with the pistol.

s e e BRRER RS

Strong Kick:
A high-hitting stomp
that ends low.

.I;Veak Kick:
& A simple foot slide,
use ‘when in close.

-..l"lil‘lllllilllllll

SHEET

His Gun-puff
drains Overdrive.

THA | A L ]
SRecnss - S

Air shots have no
recovery time as
opposed to
ground shooting.

Anyone armed with
guns in a fighting
game has to be cool!
Verm has slow recov-
ery time from his gun
blasts, but can hit you
at any range almost
instantly with those
beautiful toys!

) r-.s.wsab

'H"EFII'I!LIEHI

Thrs Works best W|th Jump
jumpmg apponents No iIng opponents. His setup is
blocking, and the damage slow, thereby the enemy
usually cont:nues when wtll land right into your

"?E;*j.;-_;_:‘;:;::_,;ﬁ__.l.l.l_._,l_ltl_mate gun barrage.
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FACT
SHEET

Sl srrﬁng Slash:

o suﬂed fﬂr air combat.
Sho’s fast

Weak Slash: enough to rapidly
A fast attack great link weak attacks

for air brawlers. together.
grrrrrTrrrrrrrrrrr ey  Use varying
Weak Kick: strengths for
Use close to stab different throws.
with surprise.

*F e ERES ERRBRRERERRR R R

Weak Kick:
Hits low. Use on
landing foes.

He’s fast, powerfu
has every move of Eiji
and Kayin...and sti
more! Sho’s speed is
virtually the same as
in the original BAT,
and he contains two
distinct secret moves.
Lethal to the extreme!

The Vortex move is dam-

aging, but useless due to
its range. The best move is
his Hara Kiri that damages
you, but does more dam-
age to your enemy!

This move is just the same
as klji's. Thus, the same
principles apply. Preferably
do the move close up for
hasty reactions.




Eiji

For a Ryu rip
off, he is actual-
ly a bit slow.
However, his
Dive Kick rules!

, S IS
I ; 4
¥ . B P

The combo

Kayin
Kayin is
almost identi-
cal to Eijabiet
with his deadly
Leg Crush.

Sofia

Sofia doesn’t

AR

'Sd 9y} wouj sabueys Auew
3y} JO SUO SI PO\ “SA 3yl
CIOHATAS JIAVId -

gueen. Use travel as far
= = 0 §= plenty of short with her spin- Ty
=R " & = attacks and ning Aura o
- ' . they’re toast! Revolution.
ﬂ'! %
Rungo Mondo ™ = SP3FELZ
- & foe, T Feon 5 c
He can a kick Reach has “f SN, > ﬁ ::g* ) 3 =R v
up major dust always been i ™~ &? a N ::J' ® -3 o,
' 3 — ) —
storms and is Mondo’s cPs33F2a (O
very fast for strong 2 0@3P®=sgo
his build. speciality. SERa2 5 ‘ar
@O X2gxS -
Fo Duke (555322 La
- TR E EE@ECEU}‘I 2
The goofy Duke's south- -2 .. g B 2o ®u S
magician and ° ern Cross is i &L 25 2@ R0 G —
his magical now dead accu- 5% 23 w03 b,
mystical gas rate, hitting £ Toly o Ie2q B b
; every time. B o ISR g .03 < o
roblems ry t eSO
H"tli:r.* . .. o .1::{" ;t-;..,,;.'i:'.'-._,]. ot . ""‘""":'1"-{'-':' o E - = I,:',I m
=== Qaia Sho SR 32,5 555 Ll
B o , QO - 20 Q
% /7 Gaia boasts He contains all '- 5822859 .
an incredible the moves of 02833 =d “w
arsenal of fire- Eiji and Kayin, E =gV
balls and right down to S232D9 3
mega bolts. their throws! : g <38 ; L/I-
35S 3 I X IO
Te@®’ 2
@ —

19 pldy @3 (Qapico

First, beat the game against
RN ERTC e d el Cupido, immediately go into
den in the game. To get to the Vs. Computer and enter in
R RN R e With the opposite controller—
8 without continuing, and must [EURULERSERIRIEL
defeat Gaia & Sho without e |
losing a single round.

Jey} apow Mau e Si aJaylL

I F e
T

‘aul] A10]s anewauId B sey

She’s a vicious lady with

a most incredible reach!




I Moves are
| Jisted for

! characters
: facing right

Secret Move

Knife Upper

Twinkle Twirl
d Air Dive
Flash Kick

' {Tornado

Y NY

inan ¥ K€U
(in air) ¥ M €

v R «Y

A Y,

i §Top Spinner
. §Walk-A-Boot

7| 1S.Night AV VUG
— - Fire Strike 2531

Tgﬂﬂ{JU — Batter Up » AV ey

| g b n A i §Power Thrust » ¥4y

» ¥ A Y

\ A SV,

Bl IBigBoot 4 REEJAD>D
High Spear 2 17
JLow Spear ;' l""@

| JRotary Spear <Y AD>Y

Dragon Spear
. Air Fireballs
. §Spear Upper

(inain) Y M &| }

» ¥ A &

Bl IFspear » A A RE> N A7)

Southern Cross
- CYcClone

i §Drop Cross

. §Sword Frenzy

| {Charge & Strike

(in air) ¥ M@

2t g/
» ¥ A &G

AV,

B {Atears 2 bd S sl
Flip Kick » ¥ 4D
JJack Pot ¥ ey
. §Chopper Strike » ¥ dGY

. {Tazer wand 2 X718

. i.m.C.

i <) |- €
i IBlocdC. DU VR D «@|

Fire Hawk
Dragon Strike
>

. §High Energy Arrows

. JLow Energy Arrows

Orb <« Y UDER$UADP

¥V AU
» ¥ A
rEvy7

AV,

ey = = High Pistol Shot
—— WlormiliorT J

& .0 -.Jar.mJJ.JJ Hiioh Shotgun Blas
A ‘5 W | # i .

Energy Dust

¥ B«
¥ 4> @
2T Y/

s B e T ey
] | i et e T A sl M T
¥
x .
{1
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i i I -

!
1,

i b

-

FSwipe DU ¥ M« ¥ €+ Of shot DU ¥ ¥ > €> %1+ O
. TISTSETZT "

Rekksuzan 2t
] Hishouzan » ¥ Y

i 4Slash Upper 'Y /]
. {Slide Kick 4y
Air Drop Kick  (in air) ¥ M €\

I Mukurowari ¥ Y
88 JDualFircball »$AUAD ¥ MUY

Sonic Flash 2% X7)
L
R

R. Splash »» i P 4

Thunder Ring

Rattlesnake "rﬂ | @
Aura Revolution »Y ¥ ¥ &«@
Flip over Kick »Y VMDD

E'?IIIIIIIIIIIII
1 I
» 4§ ¢ M eP>«@
YA Y

{Pagoda Kick 2 X/,
| §Far Claw 4AY
T

Wa% IF.Whip

R - o Mystic Sphere
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- ¥
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5. . ] M
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LR B 2 o
Tl Fal P,

hlasitelr

Sabers/Fireballs

' {F1ash Kick

(in air)

| JUpward Sphere Ve«
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Some New Faces...

Akuma and Dan are now
playable characters without
having to perform codes at
the Character Select Screen.

S0 What’s So
Different Ahout
Part 2?

Not a whole lot. Sure, there
are tons of new characters
and “hidden” characters are
now available, but other than
that, the game engine hasn’t
changed considerably, with
the exception of the auto
combo removal (as noted to
the left). From what can be
seen so far, at least one
character has the ability to
entirely alter the way in which
he fights. Gen can alter his
fighting style in the middle of
the match, making an entirely
different set of regular and
special moves available.

The 18 characters round
out the Select Screen.

Where’d It Go?

Capcom removed the
traditional auto combo
system and replaced it

with something a little
flashier, much more difficult
to execute and less effective.

Rippin’ Graphics
From what was viewed, the
characters are the same style
as in the first Alpha, but the
backgrounds have a whole
new look. Each looks amaz-
iIng with plenty of animation
and detail.

The Gustom

GComho System

The theory is you build up
your power bar to one of the
three possible levels then
whip out the custom combo
feature, crushing your
opponent with a dazzling
display of chained hits
otherwise impossible to
achieve. See next page...

The originals

relurn for more

That's right—all the charac-
ters from the first Alpha
game are back for more.
From what was seen from a
very preliminary version,
none of the old characters
have anything different. All
the ranges and controller
motions for the moves
seem unchanged.

The Story Line Goes On

Apparently, the timeline has 3
advanced just far eneugh f“j

Here come
the new
~ challengers

1Yeu should recog-
nize two of the new
. contenders from

. Street Fighter Il

> ||Rolento follows Guy §
" from Final Fight, and ,ﬁ

;Z’ two entirely new B ).977) ;
0

. fighters join the fray:
« Sokaku and Gen.

22 ";H"_‘f ..w;_‘.‘,e:.ﬁ o Bave e a-E..“.J-.j.f:--,:, Special Thanks Dan Wells from ladifiyer@ aol.com for the fag
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The Gustom

Comho System 3 e
(Part 2) {Owav | s

As mentioned on the first
page of this guide, auto
combos have been effec-
tively removed from this ver-
sion. However, much flashier

(vet less effective) combos can be performed during a
Custom Combo Mode; which is achieved by pressing two
Punches and a Kick (or two Kicks and a Punch) while at least
one power level is charged. Depending on the level, your
character will be given a Timed Mode that appears much like

a super combo but all movements and strikes are at your con-

trol, thusly “custom.” Loads of hits possible here...

Reactive Backgrounds

In at least one background, there are characters who react to
things happening in the foreground. For instance, on Ken'’s
stage there is a background character who tosses a small
teddy bear every time a power bar move is done.

During a custom combo, he

will toss the bear upward.

L n
Ay Tere s i

See the green-clad fellow in
the background with the bear?

Nice New Look

Unlike the original SFA, the backgrounds are color-rich and
widely detailed. Each character has a totally new background
appropriate for their background. For instance, the above
pictures show Ken'’s stage, inside a cruise ship (like from his
original SF2 stage). Notice what the banner says? This is
where he met Eliza.

Returning Gharacter Synopsis

For the most part, the characters are the same. The few
noticeable differences are listed here.

Ryu Ken

Dragon Punch is weakened Weakened with the loss of
AGAIN. Fake fireball added. crouching Short chains.

Charlie Sodom

Devastating Sonic Boom Slide shortened considerably.
recovery. Rose

Chun-Li Very noticeable delay after a
Still pretty powerful. blocked slide.

Adon Birdie

Slightly weaker with the loss Yup, it's Birdie.

of a high-priority Jaguar Kick. Sagat

Tweaked controller motions. Speed enhanced; move

Guy priorities tweaked.
Basically the same; no more Bison

redizzies. Slightly less powerful.
Akuma Dan

Played much like Ryu now. MASSIVELY weakened.

All moves were done on a preliminary version of the game and are subject to change.

As before, his Lariats can be controlled using the joystick.
The Green Hand move
cancels fireballs if timed

correctly. His Bear Hug is
unblockable, but VERY slow. B,0B,D,DF,F,UF+Punch

His Super combos should be German Suplex
familiar from his last appear- B,DB,D,DF,F,UF'I'KiEk[tIDSE]
ance in SSF2T. Bear Hug
B,0B,D,DF,F,UF+Kick(far)
Super Combo# |
360 degree (counter
tlockwisel)+Punch
Super Combo#¢2
D,DF,F,D,DF,F+Kick

Spinning PileDriver

Lariak
All three Punches
Short Lariat
All three Kicks
Green Hand
F.D,DF+Punch




Gen has two sets of fighting styles: Crane and Mantis.
Each has a completely different set of attacks and stances.

Change Fighling Style
Crane:All three punches, Mantis:All three kicks
CRANE STYLE MANTIS STYLE
Leg Thrusl Roll
B,0,DF+Kick Charge B,F+punch
Rapid Punch Wall Dive
Punch repeatediy Charge DO,U+Kick
Super Combo #I Super Combo# |
D,0F,F,0,0F,F+Punch D,DF,F,0,DF,F+Kick
Super Combo #2 Super Combo #2

Wall Spring and
Staff Balance

. -y - = = ¥ s ST T T A T S 5
.';'i.]:rlq.l. .ﬂ:‘-ﬁ:' fmt n ﬁ[‘_ﬁ i L
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D,0B,B,0,0B,B+Punch D,0B,B,0,0B,B+Punch i By o
Be sure to keep Crane Super Combo #1 handy for getting H

over projectiles at power levels 2 and 3. His Mantis Roll is

very similar to a Vega Roll, with the added ability to pass

under projectile moves. His Mantis Wall Dive can be con-

trolled by using the joystick. As he lunges from side to side,

he will automatically attack when close to the opponent.

Rolento’s Pipe Twirl attack is best left for use in combos. If
your opponent blocks the first hit, do NOT continue to tap
punch. Doing so will finish the sequence and leave Rolento
recovering, totally vulnerable

to a return attack from your Pipg Twirl

opponent. With his Roll i

sends him rolling back, the Roll Attack
second causes him to D,DB,B+Punch ,(Punch)

charge forward and attack. Lunge AHack
His Lunge attack is similarly

controllable. The first Punch D,DF,F+Kick
tap makes Rolento jump Supgf Combo#1

upward, the second makes 0.DB.B.0.DB.B+Punch
him throw a knife. it Ll

i Al =
= wolGllicle All moves were done on a preliminary version of the game and a subject to change.
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Dhalsim ports over from the
aged SSFT2 with amazing Ynga Fire

ease. Many of his moves D.DF F+Punch

are the same, with only
slight tweaking for the new Yoga Flame

system. For example, his B,DB,D,0F,F+Punch
ground slides can no longer Yuga Blas}

be used as a defense F.DF,D,DB,B+Kick ; N a

versus airborne attacks. As G N P18
before, his Yoga Flame is Air Drill e - ;-;L (| m W
slow and not a contender  D+(Fierce/Short/Forward/Roundhouse) "\ o 32 W *"‘*‘"“f A
against Ryu/Ken’s. Also, it SRR al  eonpei
dissipates like a Chun-Li TE'EFII:II'"
fireball. Depending on the F.D,0F+all punches

button used to complete the or N et
Air Drill move, the angle of : X W T R R R

[T — )
TRl t 1]
| =y
iy

descent will change. Super
Combo #1 is primarily useful Super Combo# |

against ground opponents, D,DF,F,D,DF,F+PUI1C|'1

although it will hit jumpers.
His second Super Combo SUPEI‘ Combo #2

has very low effectiveness D,0F,F,D,0F F+Kick
versus other attacks.
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Not only does she have con-
trol over the distance of her Overhead Alfack

fireballs, but she can also F+Forward Kick

control the size. By tapping Fireball

Punch Up an additional two
times after the initial Punch 0,0F,F+Punch

for fireball motion, the size Dragon Punch

of the fireball will increase. F.D,DF+Punch

The largest of the sizes (two ;
additional punches) is Hurricane Kick

effective for tagging flying D,DB,B+Kick
opponents. Her Dragon Super Combo #I

Punch takes a few steps
forward before striking. Use D,DF,F,D,DF,F'l'PUI'Il:h

lower punches for shorter Super Combo# |
distances. Her Hurricane D,DF.F,D,DF F+Kick

Kick almost brings shame
to Ryu and Ken'’s: excellent Super Combo #2

to use on counter attacks. D,0B,B,0,0B,B+Kick
Use this for trapping charac-

ters who haven't figured out the one or two moves that
cancel it. Her second Super Combo is an interesting and
deadly sweep blitz.

; i Nt SHe=) | STed v yer (& s ir=) Lo
All moves were done on a preliminary version of the game and are subject to change Snciimalrenl LS Tatein ’&'ﬂ LY =)
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The two home versions,
PS and Saturn, are very
similar to the arcade.
Where the PS is mostly
the same, some of the
parallax has been taken
out. The Saturn seems

as though some anima- o T
tions are missing and The home versions of Street Fighter Alpha are nearly identical in appearance.

The Training Mode is a
cool new feature where

, the computer will simply
the characters are sized damage amount and game speed.  |et you practice tech-

differently. However, each version has some new features: Finally, one of the best features is piques by letting you

The coolest of which is the Training Mode. In this mode, you that most of the hidden characters attack then block after

fight against a computerized opponent that will either just and options, such as the two-on-one the first hit.

stand, crouch or jump while waiting for you to attack; then (Ryu and Ken vs. Bison) option, are

block after the first hit. Here you cannot only practice combos,  fajthfully reproduced. Look at the top and bottom of the follow-

but also create new ones. ing pages for the codes for the arcade, PS and Saturn ver-
There is obviously a Vs. Mode (human and computer) and  gjons. (The text for these codes is in yellow.) If you think you

_______options you can change, including the  ¢can bring “old school” tactics to the Alpha battlefield, you have
i difficulty, time limit, number of rounds,  gnother thing coming.
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your opponent the instant you get 8 _ . _ LN \
thrown. If successful, you will be Buffering is a technique that allows you to execute certain com-
awarded a Tech Bonus. bos. You can do this by starting your joystick motions while anoth-
yeorrn ) 2 gy er move is going on. For instance, you can start doing a Dragon
SN SIS Oh WD W ¥V Sk Punch before Ken or Ryu get off the ground. If you finish the
This technique allows you to tamper with your oppo- move as you get up, you will do an immediate Dragon Punch.
nent’s blocking by jumping over your opponent’s head, Also, you can buffer moves by starting the motions of a special
hitting him/her behind his/her block, then landing on the move, hitting and holding your Punch/Kick button halfway through
other side. |t your opponent doesn't block the opposite the move, then releasing it as you complete it. For example, if you
direction, this is a guaranteed hit and can be used to set are doing Ken'’s fireball and you hit D, DF+Punch (and hold
up dead- i L _ s Punch), F and release Punch, you'll do an uppercut followed by a
ly com- AL b L | # fireball. Also, when doing Supers, you have to buffer them the
bos. same way, but you must do half of the motion before pushing and
holding a button. For example, Ken can do an Uppercut Super
Notice in Dragon Punch by pressing D, DF, F, D + H.B. DF, F + R.B.
the two
pictures Charge B, F Moves D, DF, F and D, DB, B Moves
(above) Charge B/DB, H.B., F+R.B. and Down, H.B., DF, F+R.B
that Ken jumps over his hit move button again. Down, H.B., DB, B+R.B
CPpONON, (8- Sng Tum IDINRAI' Charge D, U + Punch/Kick Moves
RS U D Y (OIS IS Uy Charge D, H.B., U + R.B., Punch/Kick
way this can be countered is to K et Wt - J
block the other way (see right).

After you whale on your opponent with some explosive combo, you can
faunt him/her as he/she is lying on the ground by pressmg your Sefect

For some characters you can increase the button. Basically, this is like telling
number of hits of his/her super moves by your opponent he/she sucks. (This can
+, rapidly pressing all three only be done once per round.) _~
Punch/Kick '-

huttons.

When your character

is falling, you can

press B, DB, D+Punch
to make him/her roll
to his/her feet.

_OQuzerhead Hitss
An Overhead Hit is a

move that is done on the
ground and will go over a
crouching opponent’s block.
These moves must be

Qecked high. j




Arcade Ryu and Ken Vs. Bison Code: Player one move on Ryu, hold Start, U, U, release Start, U, U then Jab. Player two move to Ken and do the same but press Fierce.

- ALPHA COUNTERS

Street Fighter Alpha introduces a new feature called an Alpha
Counter. The second after you block your opponent’s hit, you

can perform an Alpha Counter by pressing B, DB, D+any Kick
w Punch (depending on the character). This will make your

_RYU  BIRDIE SODOM _ ROSE

~

character swat your opponent’s attack out of the way while
countering with one of his or her special moves. (Look below
for a list of which characters use Punch and which charac’@j

use Kick to perform their Alpha Counter.)

M.BISON CHARLIE

See helow for
frame-by-frame
action of
Akuma’s Alpha
Counter.

, To Super move, the power bar must either read Level 1, 2 \

or 3. Each of these levels represents the amount of dam-
age done to your opponent (with Level 3 obviously doing

the most). To do a Level 2 or 3 move, simply press two or
three Punch/Kick buttons when doing a super move. Also,

&DU need at least a Level 1 rating to do an Alpha C-:::untey

U: Up, UB: Up and Back, B: Back, DB: Down and Back, D: Down, DF: Down and Forward, F: Forward, UF: Up and Forward,
J: Jumping, C: Crouching, S: Standing, Charge: means to hold for two seconds. Kick: means you can use any of the
kick buttons. Punch: means you can use any of the Punch buttons. A: Player one push Left and player two push Right.

Kicks!...

OUNTER
0oeprTs, |

:R0 COUNTER

1000PTS. ;
'1'-._'-;'

To perform an Alpha Counter, watch for your character to go
into his/her block and then press B, DB, D + Punch/Kick.

Turn-Around Head-butt: Held

down two Punch or Kick buttons
If charging this with the Punches,

you can still Kick and vice versa.
Also you can charge two of
these at once; while holding the
buttons down longer, it increases
the amount of damage.

Head-butt Rush: Charge B, F + Punch
Use this in close and use the

jab to ensure yourself the best
opportunity for inflicting pain.

COMBOS!!

J. Fierce + C. Fierce + Head-butt Rush
J. Roundhouse + S. Short + S. Fierce

CHAIN MOVES

C. Jab, C. Short
S. Short, S. Fierce

d

Chain Slam: F, DF, D, DB, B, UB, U,

UF + Punch or reverse + Punch
This move is best utilized if you
play in a cheap manner and grab
a blocking opponent.

Birdie’'s power comes from his size; | ..

however, this causes himtobe very | “¥8 & &1
slow which Is a great

weakness. As a

Super Chain Slam ‘E
D, DF, F, D, DF, F+Kick
Each level increases the amount
of damage done.

Super Head-butt Rush
Charge B, F, B, F+Punch
Level 1: three Head-butt Rushes

~ Level 2: four Head-butt Rushes
Level 3: three Head-bhutts + two HRs

The distances for this
move are as follows:
Jab=Close-in
Short=Half-screen away
Roundhouse=Past half

BIRDIE,

Because this Super is
so slow, you'll want to
use this against an
opponent’'s mistake.

| result of his speed, you have to fight
¢ You'll find that his Head-butt Rush

! ally invincible, while his Super Chain
¢ Slam is a great counter to projectiles.
| If you find your opponent jumping

| away from you, use a Fierce Head-

. butt Rush for a guaranteed hit.

{ Additionally, you can
! use a Jumping

| Strong or Jumping

| Roundhouse as a

| Neck Kick.

Birdie defensively.

and Turn-Around Head-butt are virtu-

rf#,.
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PlayStation Ryu and Ken Vs. Bison Code: The Two-on-one Code will show up as Team Mode after you beat the game.




Saturn Ryu and Ken Vs. Bison Code: 1P start Arcade Mode and 2P join in. Both: (Hold L & R and press U, U. Then release L & R and Press U, U.) 1P then press X and 2P press Z.

Ryu has always been a formidable fighter, which Super Hurricane Kick Super Fireball

doesn’t change in Alpha. D, DB, B, D, DB, B+Kick D, DF, F, D, DF, F+Punch
His Dragon Punch should Level 1: four hits Level 1: three hits

§ be the main weapon of Level 2: eight hits Level 2: four hits
\\\ attack, and you'll find

Level 3: 12 hits Level 3: five hits
that you can get it off o4

given just the slight-
est pause between
your opponent’s
attacks. Also, be careful
when using fireballs.
Although they can be very
_ effective, each character
- W W has a counter, so use
t.:}* them as an element of
surprise—not as your main
element for attack. Finally,
you can do Neck Kicks using his Fireball: D, DF, F + Punch Spin Kick: F, F + Forward
Jumping Forward, which is an Throw fireballs slow, fast, slow, fast. Use this to push your oppo-
excellent way to set up combos. Hurricane Kick: D, DB, B + Kick nents back into the corner. This
will hit a crouching opponent.

This has limited range, This will go through
but will do massive dam- § projectiles, so it is an
age. Make sure you hit excellent counter. You
your opponent when can also tack it on the
he/she is on the ground. end of a combo.

fr’ “'ﬁ

l@

This can go over all projectiles

except Rose’s, Bison’s and Sagat’s :
high fireball. Dragon Punch: F, D, DF + Punch

Overhead Punch: F, F + Stremg YOUu'll want to throw the Dragon

Punch as late as possible to inflict

This should be used against a
the most damage on your opponent.

crouching opponent.

CHAIN MOVES COMBOSQI

C. Short, C. Roundhouse J. Roundhouse + C. Short + C. Short + C. Forward + Fireball or Super Fireball
S. Jabh, S. Strong, S. Fierce J. Roundhouse + C. Short + C. Fierce + Hurricane Kick or Super Hurricane Kick
S. Jabh, C. or S. Strong, C. Roundhouse J. Roundhouse, C. Strong, C. Forward, Fireball or Super Fireball

C. Jab, C. Forward, C. Roundhouse J. Roundhouse, C. Short, C. Short, C. Forward, C. Roundhouse
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Super Jaguar Kick | Super Dashing Punch | Adon lacks the speed of a %‘W-,

N R NG T T B Ken or Guy; therefore,
Level 1: three hits : Level 1: four hits | you'll want to fight him
Level 2: four hits Level 2: six hits | rather defensively. His

Lmrel 3: six hits ] Level 3: seven hits Jaguar Kick and Jaguar
Tooth are excellent for
going over fireballs, while
his Jaguar Knee is great
for both knocking people
out of the air and as a

- Wake-up attack when
This is good as an anti- This will go through getting off the ground.
air and fireball attack. projectiles, so it is an Finally, use his Jumping
However if you're too Y SCIRelNaI CIAR (VIR Forward as a Neck Kick.
close, you'll go over | can also tack itonthe §

your éppmnent’s head. 1§ end of a combo. COMBOS“I

J. Roundhouse + C. Strong + C. Fierce + Super Dashin

CHAIN MOVES J. Roundhouse + C. Jab + C. Strong + Jaguar Kn

S. Jab S. Strong, S. or C. Roundhouse J. Roundhouse + C. Jab + C. Strong + C. Roundhous
J. Roundhouse + C. Strong Super Dashing P_,k_

Front Kick: DF + Ferward Jaguar Kick: B, D, DB + Kick
This is effective as an anti-air The strong is good for going over

attack, and you should use it if projectiles; while the fierce is effec-
you can’t get off a Jaguar Knee. tive against close-in attackers.

Jaguar Tooth: F, DF, D, DB, B + Kick Jaguar Knee: D, DF, F, UF, U + Kick

LL
el £ L 1 EL L LELLEE £

This is another anti-fireball move, The Jaguar knee is Adon’s best
and it can also work against an anti-air move, and works best
opponent attacking from the air. when underneath your opponent.

M. BISON CODE PLAYSTATION: Go to the ?, Hold L2 and press, B, B, D, D, B, D, D, Square + Triangle



M. BISON CODE Arcade: Hold Start, move to the the ?, press D, D, B, B, D, B, B, and then press Jab + F|erce

CHARLIE

Super Flash Kick

Charge D, DB, DF, DB, U+Kick *

Level 1: five hits
Level 2: seven hits
Level 3: nine hits

You can fight with Charlie
. almost exactly like Guile,
| except there’s a greater
| delay after a Sonic ool
i Boom. Also, adaptan \ U @k
offensive approach or .II
. you'll find yourself N
. constantly getting whaled on A&
by your opponent. Use Flying|
' Forward as a Neck Kick to
: 1e[p you do th|s

Super Sonic Booms
Charge B, F, B, F+Punch
Level 1: two projectiles

Level 2: three projectiles
Level 3: four projectiles

Super Kick E
Charge B, F, B, F+Kick
Level 1: four hits

Level 2: five hits
Level 3: six hits

N\

These Sonic Booms are
useful at the end of a

combo, and if you press
Punch repeatedly, you'll

This cannot be air :
blocked, so it is a great §
anti-air move. Also, at E
Level 3 it will suck your §
opponent in from afar. | throw extra projectiles.

CHAIN MOVES COMBOS!!

C. Jab, C. Short, S. or C. Strong, ], Roundhouse, C. Short, C. Strong, Sonic Boom (Super) or Flash Kick (Super) k. L
S. Fierce J. Fierce + S. Jab + S. Strong + Super Sonic Boom N '
C. Jab, S. or C. Strong, S. Fuerne J. Roundhouse + C. Jab + C. Forward + Super Flash Kick

Stepping Side kick: F er B + Roundhouse Sﬁclu.:hl,l:*!_h
Good for pushing opponents away. Guy, Rose and Sodom can slide

under all but the slow ones.
Flash Kick: Charge D, U + Kick

Not much different than in Alr Throw: In the Air press F + Strong/Flerce
previous editions. You must be the second person in the air.

This super has excellent
range, and at Level 2 E
or 3 it will go through
projectiles.

...........

Jumping Back Kicic F or B + Forward
You can do this move and charge

at the same time. Also, it Is an
overhead hit.

Super Lightning Kicks Super Kikkoken
Charge B, F, B, F+Kick D, DF, F, D, DF, F+Punch
Level 1: five hits Level 1: five hits

Level 2: six hits Level 2: seven hits
Level 3: seven hits Level 3: 10 hits

When playing Chun-Li, you'll want to
play mostly on the ground. Use her
Kikkoken to keep people guessing and
constantly keep attacking with C.
Roundhouse or C. Forward. Also,
utilize her Rising Spin Kick and

Spin Kick as counter moves, while
jumping at your opponent sparingly.
The hang time on her jump is her

= greatest weakness.

i
i N .

| Charge D, DB, DF, DB, U+Kick

Level 1: five hits
Level 2: six hits
Level 3: seven hits

Use this at close range

and try to hit your oppo-
nent when he/she is on

the ground to inflict the

most damage.

This is a good anti-air
move, and it is extreme-
ly powerful. Watch out
though, because her
feet can be sweeped.

These kicks can go
through all projectiles. _‘
However, she can be hit |
out of these with a slide ¢
type move.

Kikkoken: Charge B, F + Punch Lightning Kicks: Press Kick Rapidly
Use this much like you Best used on a cornered

would Guile’s Sonic Boom. opponent.

CHAIN MOVES

S. Jab, S. Strong, S. Fierce

S. Jab, C. or S. Strong, C.
Roundhouse

COMBOS!!

J. Fierce, S. Jab, S. Strong, S. Fierce

J. Fierce + C. Forward + Rising Spin Kick

J. Roundhouse, C. Jab, S. or C. Strong, Kikkoken
J. Roundhouse + S. Jab + C. Strong C. Roundhouse

Knee Flip: DF + Roundhouse
It's excellent as a Neck Kick

or for going over projectiles.

Stomp: In Air D + Ferward
You can chain three of these
in a row, and they’ll knock
down your opponent.

J Fierce + S. or C. Jab + S. or C. Strong + Super Kikkoken
J. Fierce + Super Lightning Kicks + Super Kikkoken + Super Spinning Air kick

Rising Spin Kick: Charge D, U + Kick

This move is one of the best
Anti-air moves in the game.

Spinning Kick: F, DF, D, DB, B + Kick
This will go over projectiles and
super projectiles. Also, it's an
overhead hit.

M. BISON CODE Saturn: Go to the ?, Hold L and R, Press B, B D, B, B, D D (A+ B) or (X+Y)



Super Dragon Punch '
D, DF, F, D, DF, F+Punch
Level 1: four hits

Level 2: six hits
Level 3: eight hits

KEN

Ken’s strength lies in his speed, so use

' an offensive fighting style, never giving

' your opponent a chance to breathe. If you
. master the Dragon Punch, you'll have a

' definite advantage over your opponent

- because he or she won't be able to move

- without the fear of the Dragon. Additionally,
' like Ryu, he can do a Neck Kick using a

. Jumping Forward.

CHAIN MOVES

S. Jab, S. Strong, C. Roundhouse

C. Jah, C. Short, S. Forward

C. Short, C. Forward, C. Roundhouse

C. Jab, C. Jabh, C. Jab, any Kick

C. Short, C. Short, C. Short, any C. Kick

C. Jah, C. Short, C. Forward,
C. or S. Roundhouse

Although this has good
range, it isn’t very
strong. Make sure you
hit your opponent when
he/she is on the ground.

Neck Kick: F, F + Forward Dragon Punch: F, D, DF + Punch
Used as an overhead attack or Just like Ryu’s, but does more
an anti-air attack. Does two hits. damage. It is possible to do

Wake-up Dragon Punches

Vacuum Dragon Punch
F, D, DF, F, D, DF+Kick
Level 1: six hits

Level 2: 10 hits
Level 3: 14 hits

Fireball: D, DF, F + Punch
Throw these Slow, Fast,

Slow, Fast... the air to use this move.

Ground Roll: D, DB, B + Punch

Sagat’s high fireballs.

COMBOS!!

the other side of opponents.

This has no range, but it S &
is extremely powerful. L L e
Hit Kick repeatedly to do i & e = B
more damage. B e

the moves out of the chain.)

COMBOS!!

J. Roundhouse + C. Jab + S. Strong + S. Fierce + Dash Kick
J. Roundhouse + C. Short + C. Short + Super Dash Kick
J. Roundhouse + C. Short + C. Forward + Running Slide
4 J. Roundhouse + C. Short + C. Forward + Bushin (Hurricane Kick)

CHAIN MOVES

S. Jab, S. Strong, S. Fierce, S. Roundhouse
C. Short, S. Strong, S. Roundhouse, C.

powerful if one can Roundhouse

master his speed. C. Short, C. Forward, C. Roundhouse
However, to perform this move, you’ll have to fight him completely
offensively, which is best accomplished by staying in close and attacking
with a nonstop barrage of attacks. Mix up the order of your moves, attacking
high and low, while using a Jumping Forward for a Neck Kick.

Bushin (Alr Suplex): D, DF, F, Punch, Punch
The Fierce is the best one to use, and it works great against
projectile moves. Also, if you press Punch from a distance,
you'll do an elbow, while in-close you'll throw. The throw
works great against Supers.
Overhead Elbow: F + Strong Dash Kick: D, DF, F + Roundhouse, Kick
This is an overhead hit. Use this overhead hit with an S.

Run: D, DF, F + Short, Kick Flerce to help dizzy your opponent.

Run in, stop short of an  punping Siide: D, DF, F + Forward, Kick
opponent’s attack, and This will go under Charlie’s Sonic

then counter. Boom and Rose’s Soul Spark.

Flip Kick: DF + Roundhouse Bushin (Hurricane Kick): D, DB, B + Kick

This kick has great . .
oriority over other moves You can use this move much like
the Dragon Punch.

you wouldn’t think of.

e )

Guy is perhaps
the hardest character
to use, but he can
be extremely

Air Throw: In Air, F + Fierce/Strong
You must be the second person in

Hurricane Kick: D, DB, B + Kick
Use to go under Fireballs, some This can go over all projectiles
Supers, and useful in getting to except Rose's, Bison's and

: i You can use any chain not ending in a knock down, and add
any move onto it. (If you miss with the last hit, take one of

J. Fierce + S. Jab + S. Short + S. Forward + Any Move
J. Fierce + C. or S. Jab + C. Strong + Any Dragon Punch
J. Fierce + C. Short + C. Short + Any Dragon Punch

J. Roundhouse + C. Fierce + Any Dragon Punch
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Super Dash Kick
D, DF, F, D, DF, F+Kick
Level 1: four hits

Level 2: six hits
Level 3: seven hits

The Super Dash Kick is
very effective as a Wake-
up move, and it has
excellent range. This is
the better of the two.

Super Air Punch
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D, DF, F, D, DF, F+Punch |

Level 1: four hits
Level 2: five hits
Level 3: six hits

When performing a
Level 2 or 3 Super, you
must push your Punch
button twice to initiate
this move.

AKUMA CODE PLAYSTATION: Go to the ?, Hold L2 and press, B, B, B, D, D, D, Square + Triangle




AKUMA CODE ARCADE: Hold Start, Go to the ?, Press D, D, D, B, B, B, Jab + Fierce

Tiger Raid Tiger Genocide | Super Tiger Shot
D, DB, B, D, DB, B+Kick | D, DF, F, D, DF, F+Kick | D, DF, F, D, DF, F+Punch
Level 1: five hits & Level 1: five hits ' Level 1: four hits

Level 2: six hits ' Level 2: nine hits Level 2: five hits
Level 3: seven hits ' Level 3: 13 hits Level 3: six hits

This is best utilized at  § His Tiger Genocide will Use this super just like

the end of a combo. It = go through projectiles, Ryu’s Super Fireball;
LR R A SRl i@ has good range, butis || and it does the most . however, be careful
P than in the previous more effective close. | damage when used at | because it will go over
' version, but his size in close range. . crouching opponents.
Alpha increases his "
W power. Fight offensively at a distance with an occasional CHAIN MOVES

| . \ in-close attack. Use your fireballs to get your opponent S. Jab, S. Strong, S. Roundhouse

| to jump and then hit him with a Tiger Crush or Tiger S. Jab, S. Strong, C. Roundhouse
Blow. You can Neck Kick using a Flying short.

;

. Low Tiger Shet: D, DF, F + Kick High Tiger Shet: D, DF, F + Punch
1 These should be thrown Slow Low, High Fast, Slow Low, High

_ - coMBOS™! |

- ‘ Fast. Make sure you throw these from a distance.

=N K "‘d"h“ i}_‘ ;:MF:rTE:“G *ger Genocde | _TigerBlew:F, D, OF + Punch  Tiger Crush: F, D, DF + Kick
L\ nml Hu ' dh okl F d + Ti g R gd There is little difference in the An excellent air defense

LL oundhot ot g damage amount between the = move; while the Roundhouse

J. Roundhouse + C. Furward + Low Tiger Shot
J. Roundhouse + S. Jab, S. Strong + Tiger Crush
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Aura Soul Spark Soul lllusion Aura Soul Throw {

D, DB, B, D, DB, B+Punch | D, DF, F, D, DF, F+Kick E AT AR CHAIN MOVES
‘%

Level 1: three hits Level 1: five sec image Each level just increases C. Jabh, C. Short, C. Forward,

Fierce and Jab. will go over projectiles.

Level 2: six hits i Level 2: six sec image the damage, not the

Level 3: nine hits Level 3: nine sec image number of hits. C. Roundhouse

C. Jab, C. Short, C. Roundhouse
C. Jab, C. Jab, S. Fierce
C. Jab, C. Jab, C. Forward,

C. Roundhouse

._

Fimse fights in some ways like Ryu

Use this like Ryu’s ¢ When you use this, you | This move is extremely | f;i D;Eir;r?m%g_e there- :

Super Fireball. Also note § won't want to knock your : powerful and should be §
- . ment both types of

that at Level 3, thiscan § opponent down or you'll i used every time your :5 techniques in your fight-

| ing style. Use her &\ N
| reflects and slide to keep i ~::.: AN
COMBOSH people guessing. Also ~ % D) Y

Soul lllusion Lvi1 + J. Fierce + S. Fierce + Aura Soul Spark Lvi2 UsSK hsr J;JE_DIEQ Forward
F. Roundhouse + C. Jab + C. Fierce + Aura Soul Throw Lvi2 or 3 aS [QINOCIKENICH,

go through Super pro- waste time in which you § opponent gets the guts
jectiles as well. | could be destroying him/her. § to jump at you.

Soul Absorb: D, DB, B + Jab Soul Reflect Horlzontally: D, DB, B + Strong Soul Refiect Diagonally Up: D, DB, B + Re

After you use one of these, follow it in for an attack much like you would with Guile. Also, you can use these '
as anti-air moves because her shawl! will do damage.

Soul Spark: B, DB, D, DF, F + Punch Slide Kick: DF + Forward Soul Throw: F, D, DF + Punch
This is a powerful move because  This won’t go under projec- Use this just like a Dragon Pung

| you can hit people with her shawl tiles, but it is very powerful. to counter air attacks. J/ '
| as well as the Soul Spark.

(,

ROSE

AKUMA CODE Saturn: Go to the ?, Hold L and R, Press B, B, B, D, D, D, (A+ B) or (X +Y)
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\ Tengu Walk: B, DB, D + Kick Jitte Slice: F, D, DF + Punch

| Although Sodom often gets Be careful because the beginning  Use the Strang and Fierce

/| passed Dy, he Is a very power-| animations of this move will key version against air attacks.
ful character. His strength lies

il | % Sl : e your opponent to its existence. Carpet Bomb: D, DF, F, UF + Kick
=" in his throws and spee _ varpet somo: @, Or, F, Ur +
Power Bomb: B, DF, F, UF + Pumeh . "0 Power Bomb, this

~ You'll want to use him mainly Thi Phe Eloakad
Jon defense, although you'll RS PAL AR e move can be blocked.

catch your opponent off guard

by going on the COMBQOSII

| A e Ds8ilse lo J. Roundhouse + S. Short + S. Forward + S. Roundhouse + Carpet Bomb
R . * _ .90 under all projec- _ J. Roundhouse + S. Jab + Super Jitte Slice
L TIE - tiles:including Sagat's  Heeiy, [ g = A J. Roundhouse + S. Roundhouse + Carpet Bomb
Low Tiger Blow. Also, a
Jumping Short or Forward
will work excellent as a

Neck Kick.

Super Jitte Slice : Super Power Bomb |
F, D, DF, F, D, DF+Punch ' (F, DF, D, DB, B, UB, U, UF) x2+Punch !
Level 1: three hits Each level increases the |

Level 2: six hits " number of bombs on screen.
Level 3: seven hits ]

CHAIN MOVES His Super Jitte Slice will | This Super is best

S. Jab, S. Forward, S. Roundhouse

go through projectiles used after a jumping
S. Jab, S. Strong, C. Roundhouse when used at levels | attack because Sodom
S. Short, S. Forward, S. Roundhouse 2 or 3. | can easily be hit out
S. Short, S. Forward, C. Roundhouse ~ of his run.

Fireball: D, DF, F+Punch Gale kislk: D, DB, B+Kick Dragon Punch: F, D, DF+ Punch
This fireball doesn’t travel across Each level will do a different Dan’s Dragon Punch is just like
the screen; therefore it is best amount of damage, and the Ryu’s except you're not invisible
used to stop other fireballs or in  short is excellent for going over during the first few frames of
combos. fireballs. animation.

CHAIN MOVES COMBOSHI Dan can be fought

S. Jab, S. St almost exactly the
v ofll 9: SUONY J. Roundhouse + S. or C. Fierce + Any Dragon Punch same as Ryu and Ken;

C. Jah, C. Strong J. Fierce + S. Jab + S. Strong Super Fireball however, you must
C. Jab, C. Short J. Fierce + C. Jab + C. Short + Gale kick or Desperation remember that his

fireball doesn’t -

| Siiper Dregh Desperation | go across the
D, DF, F, D, DF, F+Punch ~ Charge D, DB, DF, DB, U+Kick = D, DF, F, D, DF, F+Punch ' [POSREay s
Lovel 2: four hits lowi2tuaiiis | Lboet 2 vovmaiit [ g he you
Level 3: five hits Level 3: six hits : Level 3: 12 hits must fight with
Woohdeileel 0 | - r— Dan very defen-
© sively, using his
5'3 Gale Kick and
Dragc}n Punch
L to keep oppo-
' nents on their
ﬁtaes

X

The level used will . The Level 3 is the only one | This is the best of his
determine the distance [ that travels across the " three combos. It is very . |
the fireball travels, screen; therefore, try to use || powerful with Level 3 tak-
with Level 3 obviously this against an opponent = ing away about half your
traveling the farthest. . who is cornered. . opponent’s energy bar.

DAN CODE PLAYSTATION: Go to the ?, Hold L2, L1, and Select, Press, Tnangle Square, X, O, Triangle




- DAN CODE AFICADE: Hold Start, Go to the ?, Pr_es_s Fierce, Houndhouse, Forward, Short, Jab, Strong

In Air, D, DF, F, D, DF,

Dragen Punch: F, D, DF + Punch
Nothing new here.

Fireball: D, DF, F + Punch

Same old fireball but a F+Punch A

Ground Rell: D, DB, B + Punch better recovery time. Level 1: four hits o TR e

The hop before this move is Level 2: five hits N ' b i

deadly TD Akuma, but the roll Spin Kiek: F + Forward cove.s: mOAt i T A W

" q 3 il This mirrors Ryu’s Spin Kick. This fireball can be air 1 k&

e g \PIOSOUES. : blocked and is just like t“' 4 SR -
Red Firohalk: B, DB, D, DF, F + Punch  DMving Kick: In alr, DF + Forward every other Super Projectile. % -
Because of the initial delay, Useful for going over projectiles. & . 5
this is easy to see coming. Alr Fireball: In air, D, DF, F + Punch RagingDemori
However, it will hit three times. Useful for pushing your opponent Jab, Jabh, F, Shori, Fierce ket L

awav from vou. This can only be done when the
m Kick: D, D_B, B + I(_Ick y e power bar is at Level 3.
alienggpy.nave been Di. y ! opponent is getting up off
Teleport Forward: F, D, D + all 3 Teleport Backward: B, D, DB + all 3 the ground.
Kick (Short) or Punch (Long) Kick (short) or Punch (long)

The teleports enable you to get away from your opponent. D. DF. F. D. DF. F+Punch

Especially useful if you're trapped in the corner. Level 1: four hits

Leaps: D, DF, F, UF + Punch + Punch (Demon Punch) L:E:flgf;?;:th:;s

D, DF, F, UF + Punch + Kick (Suicide Kick) - ,
D, DF, F, UF + Punch, when close; F + Fierce Punch (Air Throw) Identical to Ken's Super.

D, DF, F, UF + Punch, when close; F + Kick (Air Throw)

D, DF, F, UF + Punch (Slide)
These are just like Ryu's leaps, however Akuma is much slower. D, DB, Bls D!I ?B; E‘t+ Punch
evel 1. ] £

Level 2: 6 hits
Level 3: 8 hits

COMBOS!!! Just like Ryu’s, but more

* J. Fierce, S. Jab, S. Jab, C. Roundhouse, Super Fireball powerful.
-+ At about 1/3 to 1/2 a screen distance away do a

jumping Jab-Air Fireball, then jump in with a Strong-Air Fireball, C. Jab. CHAIN MOVES

C. Fierce, Short-Hurricane Kick, Super Dragon Punch. Same as Ryu

Psycho Crusher
Charge B, F, B, F+Punch

2 0000000 OO0 OOOOOOOONOOEOEOOOOEOEOOEONOEONONOEOSONOOOOSOEOOOOPOOEOOEOOEOSOOEOOOOEOOEPOEOEOOOEEOEEOES®E®
Level 1: four hits

e SR -
: E L ;‘ﬁ ' 5
ot . b = T
Y o & T
E: Y SRR 4 :
N -- .
- -
Level 2: six hits

COMBQOSI Level 3: eight hits

‘* *=r J. Roundhouse + C. Strong + Psycho Crusher
13 J. Roundhouse + C. Jab + Psycho Shot

- - oy
o R

With the addition of a fireball, M. Bison becomes
extremely powerful. He can be used much like old
Guile, and his speed makes this extremely deadly. The only move
to watch out for is his slide because if you miss, the delay will JERgIERs[elER sl(eli[o]aR{I{=E
cause you to be destroyed. You'll want to take advantage of ERSEUSEReliCRe (=F1R-R-]
his Super Psycho Shot because _ e W= counter air move, does
this is the most powerful move in My~ ',ﬂ. massive damage, but
the game. Also, he has no chain f O siay | you can be hit out of it.
moves, and you can use a e |
jumping short to do Neck
Kicks.

Super Knee Press
Charge B, F, B, F+Kick
Level 1: four hits

Level 2: six hits
Level 3: eight hits

Teleport: (F, D, DF) /+ all three Punches (Long) or three Kicks (Short) #
This move will help get you away from your opponent; however, .
be careful because Bison can be hit out of it pretty easily.

Demen Stomp: Charge D, U + Kick Demen Flight: Charge D, U + Punch
This is an overhead hit, and Push Punch again when you’re in
pressing Punch after the Kick will  the air, and Bison will come down

cause Bison to attack again. on his opponent. At Level 2 or 3 this
Double Knee Press: Charge B, F + Kick Psyche Shet: Charge B, F + Punch move can go through
Bison can be jabbed out of this Throw a jab psycho shot and projectiles, but you're
fairly easily. follow it in. . better off using the
Psycho Crusher.

DAN CODE Saturn: Gotothe 7, Hold Land R, Press Y, X, A, B, Y or Press Y, B, A X g



i With the introduction of auto
E - combos (button taps), it
. seems the infamous MK

juggles may not be worth the

effort. For example,

'COMBD THEDRY

Scorpion’s 7-hit Jump Kick,
Teleport, Spear and auto
combo is 33 percent dam-
age. However, a simple
Turnaround Punch and the
Bl same auto combo is also

33 percent! For most char-
acters, the juggles and spe-
cial moves don'’t inflict more
damage and often do even

g [css. As a result. this new

i
l"'"-r.x.‘l,- ¥

;-..+| .-':-..' AR

Are special move combos really

worth the effort?

auto combo system may
add variety and give rook-
les a chance, but it is too
easy for the damage they

You can expect to see an exceptional reproduction on the Saturn
with all the moves, codes and secrets in perfect detail, as well as a
few extra options. Look for this latest MK monster in April.
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LOMERS: [N AN aur

On the following pages there are combos listed for all
of the characters. These are in no way their only combos,
™ and they can/should be modified. For
instance, if you do a Jump-in Punch
“"4 before any auto combo, you will
iIncrease the damage by about 10
# percent. Also, you can usually add two

EXIT

B e I A A A A e

The combos listed are simply the
easiest for the amount of damage
e done. If you are having trouble doing
these combos, simply substitute in an
" easier move. For example, Ermac’s HP,
@ HP, B+LP, B, D, F+LP, Slam, JK,
@ 1 Sweep, can be done HP, HP, B+LP, B,

do, and it may frustrate
some who favor the juggl

LOMPUTER AL

. The computer plays

. extremely defensively. In

. fact, you can simply move
- back, and forth at a certain
. distance and the computer
. won't attack unless you get
- too close. Also, beware of
¢ the computer’s oh-so-per-

- fect timing and the defen-

i sive playing that stops you
. from jumping or running in
. at your opponent. You'll

find that the computer falls
for certain combos (some
that only work on the CPU

like Teleport Punch-Spear), |

loops (walking back and

&1 D, F+LP, Slam (Uppercut, Roundhouse,
es. Fireball, etc.).

~ ERBINE

. To access the first four
icons, you must win on

. Beginner Mode. Each of
the other three gains you

further) and traps.

computer still until time runs out.

ERBURANCE IS BACK

i The much liked or dreaded

two opponents, so play

endurance rounds are back! conservatively, and don'’t

i Remember: You only have
. one energy bar to crush
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beat yourself by getting too |
anxious and jumping in.

L
'
AT D §

. slots are accessed by win-

two more spots on the
bar shown. The final two

ning the big eight-player

Fatality Demo 03 |

Fatality Demo 02 |
Fight Noob & Ermac | 77

Fatality Demo 01

Fight Noob Saibot |

pppEm—— Outcome A
Battle with Ermac e

-]
A/Rd A H/BLHALH

. ANEAY FE HAE 3

£
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i
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S el Keep an eye out

/-’ ‘ for the Toasty Man

"4 | and other playable
characters, like




i B, 3 =LY, 2 1
. - ¥ o
] [ ¥ -E A -
i i [ i i H o :
L . S
e R e S e e

Her Star attacks are
o4 very useful because
: i of the different
. directions they travel.
P Use the Boomerang
& Star to trick opponents.
Also, yc:u can use your
' f Projectile
S5 Wi invincibili-
; /A E ty
A= M| to run in
S and do
el S ~. combos.

l Be careful Df thrﬂwmg projectiles from a distance
g because she can run in and do a combo. Fight her
B 8 & cautiously because her Stars and Invincibility can be 53
f¢ 113 used to trick you. Try to force her into doing the Star o
| l move or mwnmblllty then attack

» She retains the
€. 'i g Invincibility move of MK2,
‘ 3 ; and it is very useful if timed
...:*':‘f...; _df,,f.: f;i.,,.:m‘:" im..-... correctly. Her auto combo is
" i ~ # long and deadly but tough to
* 4-Hit (22%) HP, HP D+LP, D+HP ¥ do. Her biggest advantage is
* 4-Hit (23%) HK, HK, D+LK, D+HK ¥ her ability to throw projectiles
* 4-Hit (28%) HK, HK, LK, B+HK & and go through them. She is an §
* T-HIT (25%) HP, HP, D+(LP, LK, HK, LK), B+HK ¥ elusive and tough character. j

@ Asin MK2, you can use
w2 his quick Teleport
% Punch to attack or to
d set up for a run-and-
combo technique. He
still has his classic
combos
but the
et i aUtO
R e jump-in
- combo
does
more

2 & 4_] Try to trick him mt-::- a Teiepf:m to block then use an
P R #‘ uppercut or combo. Also, remember that the Spear is
: @"" canceled out if you hit it with a projectile at the same
4 time, and he will take more damage. Don’t throw too
imany projectiles, use them to trick a Teleport.

2-Hit (18%) JK, Spear NP ﬂ’ 9
m Spear or | H i

% ‘i aJP,you ™ ThIS mld-tlmer IS back
s canuse = with the same moves (minug
one of the & the Leg Takedown), and he §
following = plays just the same. He wasf
- options: 3 favorite from the last MK,
*HP, HP, U+LP ¥ and players will feel right at
*HP, HP, HK, B¥LK =& home with him. Also, his
*HK, HK, LK, LK 4 classic combo works great.
*HK *HP *etc.
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He has been vastly
improved. His Acid Spit is i
longer and faster as
well as his Energy
Ball attacks, which
have great juggle
possibilities. Use these §&
i moves 10 fEraemeslieaes - |
4 trap oppo- }
nents and |
counter
running
foes with
his Slide.

" His Energy Balls leave him wide open for attacks:
use thls t|rne to jump |n and combﬂ {]ff a punch

HP Fast'Fnrceball HP, HP“JK Sweep

- | F-:- ﬁ‘,{-‘*"
i | |

., S o l f :-*-"5‘*!? . ' ! .' ,-._w . s
*HP, HP, HK, B+HK, HP, HP, Dash, HP, |gm¥' = Y sy} P _ A s ‘-*"f%} _E:‘i‘ﬁ::}_ ?_:;.
HP, JK, Slide e T LR f. T —
*Fast Forceball, Slow Forceball, HP,
JK, Slide
*Slow Forceball, HP, HP, Fast Forceball, HP, HP, Dash,
Crouching LP, Uppercut
*HP, HP, HK, B+HK, HP, HP, Dash, HP,

HP, Dash, [:ruunllmg LP, llppernut

44 & Her best defensive and
\JWZ offensive move is her Fan
'” Toss. This can be
done in the air,
jumping in or back
as well as on the
ground.
Her Fan
Raise Is
still
handy
but not _ v,
i worth e U .«_ R N
the effort. B& ““DEFEAT 1ER POWERS

!__l 2 ¥ |_‘ ‘.E:”""H‘ I'faﬂ f N

| e

Her Fan Fialse IS stlll a baci thlng to run into, but it ¢ g %-
IS a lot easier to avoid getting trapped with. Also, * o :':: i 8 ] e
combos from that move are relatively weak. Look E'm "‘" X
out for her Fan Toss that can be done in mid air. fi o uﬁ!
In other words, avoid charging in on her! Dt | |

-Hlt (31 %) Fan Wave JK Fan Toss, Bun, HP JK, Sweep
' ¥, 4 N ' I

g"g y 4 *’Tzi B NET
5 " : H'r, _‘. . er II

She was one of the
MK?2 favorites. However, she is
not quite as powerful as she ;‘-”
once was. She still has a good & *Fa“ I-lﬁ’ JK, Fan TOSS, Hll!l
corner trap and Fan Raise, but §  HP, Square Wave P, Sweep .
now her damage is a lot lower. & *Fan uﬂ, JK, Fan Toss, Run, e
Also, the Run button makes :
others as fast as her.

:'"JT .a-- ..u-.-:.- 1--."‘"":“"’ g T K S = J—' = i 1.:'....'. ] -ﬂ&._, =
£ .3._ _|, = g L!__." '|"" "1"{‘} Aﬂl '!"-r 'FF'_;_
M —4-4-'..“-" mtﬁ-ﬂmﬂrn ':'f ot - L% -ﬁlnl' - m:-.-" u..in-'.::- H:h-u.. n.r.'-."-fhn-\-..uﬁﬂ. T ......-Fi?l

/o gunaa -,..lJ _ IULJL\-.—-'«-.L{».-__II—ILI ll_. _I'TLJ



mulm .rm y SR I M Her Sai Shots aren’t
CECCUREIRR S -~ 8 as fast as before, but
} she can still use them
in the air. Her moves,
such as the Roll and
' Drop Kick, are great
on Jumpmg or projectile-
m throwing
A foes.
y She can
¢ be played
defensive
ag o el
¢ offensive.

D_E TING | 1  POWER

Play defenswely to try to force players to Drop Kick
or Roll in front of you for an easy Uppercut or
combo. Don’t take to the air since she can Drop Kick,

shoot her Sais or even Roll to knock you back. You
el l_ __t can try to run m to catch her off guard but beware.
7-Hit (30%) JP HP HP HK, HK ll+|.|( II+HK

\ _ ‘ o | o e [T — [ T  The twin of Kitana is back with

i all the same moves. Like her

1L e | | sl ’;.*i:' e '_ w0 . ¥ U sister, she is a bit weaker than

-

P " " o s i » R ] R 10 * " i before. Her Sai Shots are a bit
: | slower but this could be a plus.
In MK2, she could literally pin
you back with the speed of that
& move. She is great for offense
A and defense.

*HP, HP, B+LP, B, D, F+LP, Slam, HP, HP, | -
Fireball - ¥ Knock ynur Dppﬂnent In
*HK, LP, JK, Teleport, Slam, HP, Huundhouse the air for his Long Tele-
*Siam, HP, HP, JK, Teleport, Siam, HP, HP, JI{ Dﬂﬁ combo. Also use his
Sweep & quick Telepgrt Punch (5|Fm|-
*Teleport, Slam, HP, JK, Teleport, |.|p Hp JK’ lar to Scorpion s_] to avoid
Sweep W@ attack or to run in at your
. c:-pponent His Inviso
- 1 Slam is
danger-
ous and
should
only be
. —-Jusedin
combos.

R Pla}f agamst hlm much like Scorpion—very cautious- § /S
M |\, ook out for his quick Teleport Punch. He will P
E} B] attack or run up to you. Play defensively, and try to
trick players into leaving themselves open. He is
'_I 1one aggressive character.

This famous rumor of MK2
makes his debut as a real
character in part three. This
gu has had a ton of publicity,

= and he actually
has one of the
most original
moves So far.




He's back and as deadly as
ever. His unblockable
Low Ice attack, in con-
junction with his Ice
Blast, make him very
tough. You can’t Low
Ice In the corner,
put it Is still easy
to use on unsus-
pecting players.
Go for the freeze
moves and into
his easy but dam-
aging combo.

A _oereaminG s powews ! o1

ey opponent, you can XA
Expect the ice moves and learn to anticipate them. For § begin any type of e 4
example, the Low Ice is nonusable in a corner. Jump in § combo very easny 1 oot
§ over the ice attacks for a combo. Beware of getting However, the

frozen because this combo can cause major damage. freeze will not do
&) N Tlme your retreat and attaok arnund the ice attacks damage nor count as a hit

*ilppercut, JK, Sweep
*(In Corner) Ice Blast, JK, HP, Hp ) MR FOMURE 3
IH.P II+HP JP, Roundhouse, Slide ms i |

- At the end of
WK these combos,
&g you can do a
{1 JK, Sweep,
instead of a
JK, Slide.

T e e S e e M R i

1
"J

R ..}
oy M e
§o ol T e A

l

Legend for the symbols given in the moves list:
LK+Low Kick, HK=High Kick,HP=High Punch, LP=Low Punch

BLK=Block, F=Forward, B=Backward, D=Down, U=Up, JK=dump I 18: "8 & :8h %
Kick, JP=Jump Punch L = h== = p = His big change |s that he

B T2 can only have two bombs t ¢ i
Friendships and Babalities: These can only be done if you = on the screen at once.
don’t use Block during the round you want to use one of these.  EEEEE ——r =ru RQUCUWIEENUEISUIMESEREEIRUIEN

| ay Bl and a very useful Net attack. Using
Animalities: You must do a Mercy first. (To do a Mercy, you L A w1 g the bombs and the Net together is a

have to be in the third round and far away from your opponent.  [EEEESESEEE AL _ great way to fend off or trick a player
Hold down Run while tapping Down a few times then releasing.) st sl e icitglegesVely iy CRel R EEVTE

._ SUT=PS 7 high combos but they’re easy.
Stage Fatality: To do a Stage Fatality, you have to stand close I LR LTS Uppernut *JK, Bomb, Uppercut
to your opponent on one of these stages: Pit 3, Shao Kahn’s . “Uppercut, Bomb, Uppercut  *HK, Bomb, Upper kick |
Tower, The Subway or Scorpion’s Lair. . *RH, Bomb, Uppercut *HK, HK, B+HK, Bomb, Uppercut |

He’s a bit slower on the
draw with the Earthquake,
but the Double Missile
move is easier to do than his last
projectile. It can catch players in an
Air Juggle. He still has his Multislam
and the Backbreaker, as well as a
useful Dashing Punch. With all these
moves he Is a walking arsenal.

*HK, HK, D+HP, HP, BL, LP,  *JK Missiles

In MKB, his infamous
combo from the Tornado
Spin was way too damag-
Ing. They have changed that thankful-
M !y, and it now does less damage than
¥4 most auto combos. He is still very
»  tough, especially with the Eye Spark
in the air and his ease of the Tornado
i ¥ - spin into a combo.
*JI( Spm Dash LK, LK, HP, *JK, Spin Dash, LK, LK, HP, HP,
B+HP HP, D+HP, JK, Fireball D+HP, Ground Blade, LK
*JK, Dash Punch *JK, Spin Dash, Ground Blade *JK, Fireball




He has a completely new
Ball move that is very

i reminiscent of Blanka’s
from SF. This move is sort of tough
to do and doesn't add much to the
already powerful character. His best
asset is the speed of his Rolling
Attack, which can be used to counter B
many moves. i
*HP, HP, D+LP, D+HP, JK,
:;; Blade Upper

. *JK, Blade Uppercut

*JK, Gannonball

*HP, HP, HK, LK, B+HK

il He now has a new combo
1 move (HP,HP,B+LP). This
5 doesn't really add much to
nis arsenal of moves but it provides
an easy pop-up combo. His standard
auto combo is actually more damag-
iIng than most linked to that initializer. | --
He is still the king of keep-away with. N
high and low fireballs.

*HP, HP, B+LP, JK, High
Fireball, Flying Kick

. *Bicycle Kick, Flying Kick

*Bicycle kick, HP, HP, BLK, LK,
LK, HK, LK
*JK, Bicycle Kick

His Teleport Punch now
=l seems to track the player
better. Still, this can leave

him very open to counter attacks.
Use it in conjunction with his Seeker
Missile or from a jump to confuse
players. His two different types of
missile are very useful for trapping
players...one is slow, the other fast. —
*H. Missile, Teleport, JK, Sweep *RH, Bomh Uppercut
*HP, HP, HK, HK, B+HK, H. *JK, Bomb, Uppercut
Missile *HP, HP, Bomb, JK

2 4

No change from the earlier
é version. Unfortunately, her
' auto combo does major

damage, and when coupled with the [E=5
cheap Teleport Stomp, she is very
tough. The best way to play against
her is to Run in, especially under her ju% ..
Stomp. Also, look out for her long-
range Kicks.

*HP, HP, LP, F+HP, HP, Fireball
. *HP, Fireball

*HP, HP, LP, F+HP HP JI(
*HP, HP, LP, F+HP, Fireball
*Throw HK

*HP, HP, D+LP, D+HP, Cannonball |

*HI( HP, HP, LP, Axe, Axe,

. *HP, HP, LP, Axe, JK, Sweep

With the addition of bemg
N ~ able to do combos from a
e Jump Punch, he can now I
! ¥ do long seven-hit auto combos from a
;- Yok &' Teleport Punch. His Hat Toss is steer-
0 A able but leaves him open. The Dive
< 4 Kick is good for jumping players, if
%" you leap at them with a regular kick
Soemesssneeentes and then Dive Kick.
*Tnp Spm, HP JI( Dive Kick, *JK, Dive Kick, Sweep
Sweep

. *Top Spin, Hat Toss

He has changed slightly.
His only addition is a fast
Arrow move when done
after a Jump Kick. He has several
moves, but most are more useful in a
combo such as the Hatchet move.
i | The Reflecting Shield works on most

«* | projectiles but is slow to do and

&~ | leaves you too vulnerable.

*JK, Shadow Shoulder

*Axe, Axe, HK

HIS morphmg ab:llty makes | -
him any character you like, : f. 1_;»
however you must have ¥ Al
525 | the time to do it. If a player tries to
Vo IS change, run in to keep him/her from
m | transforming. Also, use his triple fire-
“4 g ball to pin players back or juggle
.4 them when they jump in. His Flame
N ~*== Eruption is good but hard to use.
*3 Flrehalls, !(ung I.au Morph, *3 Fireballs, Stryker Morph,
Top Spin, JK, Sweep HP, Baton Throw
*JK, Fireball, JK, Sweep *3 Fireballs, HP, HP, JK

:
m
y i

Sindel has a great-looking
combo with the use of her
Air Fireball. Use this move
to keep opponents at bay. Also, take
Y advantage of the wide range of her
& %4 Scream move to catch players and
5 easily combo them. She is a tough
4 5] character because of her many pro-
— W SN o) | jectile attacks.
*HI( HP HP, D+HP, HP JK, *HK, HP, HP, D+HP, JK, Air
Air Fireball Fireball
*JK, Fireball *HK, HP, HP, D+HP, Fireball

Shadow Shoulder
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4 This robot ninja is deadly
| and can do a lot of damage

with his Air Throw. Try using
it in @a combo such as JK, Teleport
Punch, Hop Kick, Air Throw. It does
more damage than it says! His
Spear and Teleport Punch, like
Sektor’s, track his opponent and is
very useful when jumping in.
*JK, Teleport, HP, Spear,

HP, HP, LK, HK, B+LP LK, HK, B+LP

- *Teleport, Spear, HK, HK, LP *Teleport, Sweep

*Teleport, HP, Spear, HP, HP

" || His new Gun move gives
.l him a great new combo
(listed below). It isn’t that
powerful, but he already has several
good zoning moves, such as his
High and Low Grenades. Not a very
commonly played character, he is
very hard to fight against due to his
throw and grenades. :
*LK, HP, HP, D+LP, Gun, Run, *HK, HP, HP LP, Batnn Throw

HP, HP, JK, Sweep *HP, HP, LP, Baton Throw/Gun
*HK, HP, HP, LP, JK, Baton Throw *JK, Baton throw

He is invincible to projectiles, except when he is
struck in the head with certain ones, like Sindel’s
nemmes Qi1 fireball. The best strategy
. to beat him is a hit-and-run
. approach. He is still a sucker
. for Jump Kicks, and you can

usually wear him down by tim-

3.« ing them well. Also, he is still
g2 susceptible to combos. He's
# not as easy as he was in MK3, |
' but he can still take a good
beating if you run in and time
your combos well. The best
overall way to take him out is

with kicks when he teleports or

jumps in. Try uppercuts when
== he jumps and Jump Kicks to
= hold him off and retreat.

She gains a new combo in
UMK3 (HP,HP,U+LP). This
will knock an opponent in
_® the air and set him/her up for a gmd
: | combo as shown below. Her good old
Lo 1Y Leg Grab is as quick and deadly as
===} ever. However, her new kick the
! Bicycle Kick is very hard to use effec-
= | tively and does little damage.
*HK HP HP I.P B+HP *Bicycle Kick, Leg Grab
*HK, HK, HP, HP, UHP, JK, Leg Grab *HP, E-Rings
*HK, HP, U+LP, Fireball *JK, E-Rings

His many ice attacks make
nim extremely powerful, both
offensively and defensively.
He doesn’t have exceptionally devastat-
ing combos, but his ice moves can eas-
ol ily trap a player. He can jump in and
==4 attack with his Ice Blast or sit back and
g use his Ice Clone or Ice Shower to
s . = | catch foes on the move.
*JK,IceBIasLHP Ice Blast, JK, *JK, Ice Blast, Uppercut
Slide *JK, Ice Blast, HP, HK
*JK, Ice Blast, JK, Ice Clone, RH

SHAO KAHN

He isn’t too bad, but when he’s on a ram-
page, look out! If he pins you in a corner or
starts closing in quickly, try to
use a Turn Jump Kick to
escape. From a distance,

you can crouch under his
fireballs. Look for his Rising
Knee—you can easily upper-
cut. This works well as long
as you remember to block his
Shadow Charge. Also, be on
the look out for his taunts.
This is the best time to run

iIn and combo. Certain char-
acters have an advantage,
like Sub-Zero's ability to
freeze, uppercut and
refreeze. Look for them!




| Other Codes:
Key to Codes to the left: ERMAC SUB-ZERO MILEENA Kombat Zones: ~ 999-999 Shows your revision

First 3 —# of taps on LPB,HP for P1 Player 1: Player2: Player1: Player2: Player 1: Player 2: 07-Oce ?n;lgje D gggjgg gnh? f’t e:t_run
Last 3—# of taps on LPBHP for P2 HP =1 - HP -4 wHP-8  HP-8 » HP-2 . HP-2+ ;S3JS9vaces Lepal 2dee DAtk gIIng
. 880-088 Subway 033-000 Half energy player one
0-MK Dragon  paoe o BEPD LP -4 .P:= 1 LP -1 LP-2 LP -2
1-MK Logo 6-Goro 3 3 5 3 s = . :
3 820-028 Pit Il 707-000 Quarter energy player one
3. Yin-Yano HK - 4 HK - 1 HK - 5 HK -5 HK - 4 HK - 4
e e T . LK - 4 LK -2 LK - 3 LK -3 LK - 6 LK - 6 079-035 Street 000-707 Quarter energy player two
3-Number 3 8-5hao Rahn 933-933 Ermac’s Portal 010-010 Throwing encouraged
J-oKUl 666-333 Graveyard 100-100 No Throws
Two-on-two (only in Two-on-Two Mode Messages: 600-040 Kombat Temple 444-444 Randper Kombat
022-220 Explosive kombat and Throwing disabled ~ 004-400 Watcha gun do? 004-700 Kahn's Kave ~ 020-020 No blocking
027-227 Explosive kombat (fighters will explode) 448-844 Don't jump atme 666-444 Scorpion’s Lair 788-322 Quick uppercut recovery
Winner fights codes: 123-926 No knowledge that is not power 091-190 Bell Tower 044-044 Sans power
033-564 Winner fights Shao Kahn 987-666 Hold Flippers during casino run 002-003 River Kombat 897-123 No Meters
769-342 Winner fights Noob Saibot 122-221 Skunky!! 050-050 Noob’s Dorfen 642-468 Galaga
205-205 Winner fights Human Smoke 282-282 No Fear ‘ 880-220 Kahn's Tower ~ 985-125 Psycho Kombat
969-141 Winner Fights Motaro 550-550 Go see Mortal Kombat the live tour! 123-901 Soul Chamber 300-300 Silent Kombat
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<« B 33 Earthquake 8] Release Star W/Return <= <= 3 §
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H. Missile & M ¥ # < 8@ Fireball > > 30MI(/H Grenade ¥ € 83/83MBomb Close 38 €= <= 38 @ Hat Toss <+« > 38
Fireball in Air ¥ & 35 @ Truncheon Trip 2> < 35l Bomb Far 88 > > £8

Levitate < < > 38 Truncheon Throw = =3 38 B Energy Net < <« 33 W Teleport \ A

C1: 83 83 38 B8 <= K8 : 38 8383 ¥ SSWC: 38 83 83 8K
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o RRR 4 e RRRRB
© ®RRRYV RRR ¥ | A JRX RBRMGE REBREE __
Eyo Spark < < 83 Firebal s Spear <+

Ground Blade € € € ® 2 Fircballs___ € < > 83
Spin Dash > ®4AR
- & Bicycle Kick

-

CEEET B 2083 v o2 38 08 63
; [< 3 BHRM 7 S QO

' > > ¥ 55
Jl“:g‘:’iLﬁ'F:PHl:E*‘IPLL“P‘f“L ki Shang Tsung's Morphs: Cyrax: BLK x3 Jax: FF,D,LP Kabal: LPBLK,HK Kano: B,FBLK Kung Lao: RRBLKR Liu Kang: F.DB,UF Nightwolf. U,UU
_F=Low Funch, =L OW

HK=High Kick, BLK=Block, R=Run

Sektor: D,FB,R Sheeva: Hold LK,F.D,F Sindel: B,D,B,LK Sonya: D+R+L+BLK Stryker: FFFHK Sub-Zero: FD,FHP Kitana: FD,FR Reptile: R,BLK BLKR
Scorpion: D,D,F.LP Jade: F,FD,D+BLK
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Juggernaut code, With as many offensive attacks as this
game has, players also have the ability to
counter throws. In order to do this, you
must have accumulated at least Level Two
X-Power. When an opponent begins to
throw, immediately press Away on the
pad along with any Punch button. You will
then flip out of the throw and land safely.

SURVIVAL & ERGUF MODE

As in many fighting games, there are an assoriment of modes of play. r
 including the usual Arcade Mode and Versus Mode. Although these |
 are great playing modes, two of the best features of X-Men: Children |
 of the Atom is the Survival Mode and Group Battle Mode. Survival |
Mode is a One-player Mode where you must face randomly selected |
fighters in a set of one round win-or-lose battles. Group Battle Mode
is a Two-player Mode where you and a second player select a team

 of up to five players and have them fight each other one fighter at a

f A ‘: E 0 f ? ) ttme until the last fighter of one. of the teams Ioses

The Face Panel (right) is your Vitahty F e o — "y - |
Meter which needs special attention in . "_‘"' e o2l Py W SR o :

Dattle. As you take damage, the panel
will change in three phases from blue _
to red. Each displays how badly you're ' »
getting pummeled. Fend off attacks to  §
recover from damage! i :

‘l.
[

IILDAEN OF L"“H

x -Men: Children of the Atom is one of the hottest fighting
games in the arcades and it's set to burn the video screens
« at home on the Sega Saturn! This is quite possibly the best fighting

game to come out for the Saturn with pixel-for-pixel perfect graphics
and a totally rockin’ CD soundirack! You get everything in this game:
from all the fighters, to all the cool Playing Modes, to the

awesome Boss codes! You even get to play as Akuma from the recent
Street Fighter series! Play control is swnple with all the special attacks being
easily executed from Cyclops’ Gene Splice to Omega Red’s Carbonadium
Coil. New features such as defenswe counters and super jumps add to an
all-around fighter!

PR R R

15 Eﬁharaclars anddnairdistincliuel
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To play as Akuma, go to the Character Select Screen and place the Selection Box on Spiral.
Wait two seconds, then go to Silver Samurai, Psylocke, Colossus, Iceman, back to Colossus,
Cyclops, Wolverine, Omega Red, then down to Silver Samurai. Wait two seconds, then press
the Fierce, Short and Roundhouse buttons (one player). For player two, wait two seconds on
Storm, the travel to Cyclops, Colossus, Iceman, Sentinel, Omega Red, Wolverine, Psylocke,
Silver Samurai, Spiral,l and wait two second. The hit same buttons as one player. To play as
Juggernaut, only on the SATURN, you must be versus mode and do the Akuma trick, then go
back to the Selection Screen, leave the Select Box where it is and press the pad to the '
upper-left corner three times. When his face appears you got him!

L L E S

Juggernaut—one mother of a Boss can totally waste

you with just a few hits—is a complete riot to play only
on SATURN version. Destroy your friends with his
massive strength and abilities!

e
GIRDER SMASH
Fist in front of beam Y Y Punch
DOUBLE FIST
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Y A » Punch
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~_ x-abilities
Akuma has a plethora of abili-

Akuma, from F, e
Street Fighter <

fame, is a hidden - ties, so many that there isn't
character that you P - enough room to list them all
can play. His awe- §+ ° here. Below are his basic
some moves and ‘ dttacks and his new Drop Kick.
s stns g\ special attacks can . DROP KICK
e Se-ms | put serious hurt to In the air Y \ » Kick
: R “his competition. ‘ DRAGON PUNCH

» Y A Punch
' | FIREBALL :
‘ HURRICANE KICK

-

gr_Draaon_Punch_

—r

|_"~"'
Le

v

\\\
e

“

VQZT—’VQE::»F:JHM E}VQTB’VQ Punch e - m.
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X-abilities T
Most of Storm’s special attacks Storm js the
consist of controlling the ele- X-Men'’s sub-
ments such as the Typhoon leader, gifted

and Lightning attack. with the godlike
power of being

able to command

the elements.
<! LIGHTNING ATTACK

. | She will sacrifice
everything for whatiehe thillks is

right—this defines her strength of - : s
will and honor. ':P- V ﬂ ) Start button

= TYPHOON

Use Storm’s Lightning
attack to evade
many of Magneto’s

o A <
= -,
T T i 2 s i
; 2 . ! ; -
o ! - ki -
Ll - ¥ & i
k - a . A
o r Mg ? o)
L g - i | n " ’ p— .
i i L 1 L * 5, E . )
! T | ! ’
LR 4
i ; A j 5,
L 3 T 1
. | P . A
SR — = — s

long- range attacks. _ » ;...E:i%: 3“  E°Y 5
This can also be A 2 Bl b Y :
used to counter your Crouch Forward Jump Forward Jump Roundhouse  Stand Roundhouse

opponent if he/she is
| caught offguard.

Storm’s overall regular attacks that can be used defensively are
done mostly in the air with kicks. Her Standing attacks are okay.

. The leader of the

- X-Men, Cyclops
takes his sense
of responsibility

to the team’s
safety as seri-

Eiﬂt R Cyclops controls very similar to
j:__t__};::%_::f' Ken and Ryu from SF2. His
=¥ === gpecial attacks consist of beam
B projections from his visor.
0| e GENE SPLICE
- G\ > Y A\ Punch ously as his con-
e OPTIC BLAST science dictates.

Y \ > Punch The ruby lenses of his visor allow

LEG THROW light beams to be emitted from | "
# Y A\ Forward or Roundhouse §BIA eyes. | g V Q »> All Punches

At the first opportuni-
ty, get underneath
Magneto and do a
Gene Splice with the
Jab button. Flying
Roundhouses fol-
lowed by a sweep
also work well.

Crouch Forward Croﬁchd Strﬁng | Stand Fierce

Cyclops can use regular attacks defensively. Most of them take
place on the ground. The Standing Fierce is good for offense also.

x-abllities | ~cmgle @ rr = pBIaerhoparas
Wolverine uses his speed and _ w ~ Wolverine has a L © © T TR
I Very Shﬂrt tem- : l p REglin

awesome Berserker Barrage as
his main weapons. He can also
heal himself.

’ DRILL CLAW

oy e ) AV
T WOLVERIAE ?ﬁw}

- per—and very I
long claws. His
skeleton was
surgically
replaced with

'-.l'l
|
|I'I.I
-
F A
5
j = i
1

Dash in close when
Magneto floats and
throws his projec- [P\ . 4
tiles. Do the Tornado fdas e
Claw with the Jab [}/ "3
button from under-
neath him. He'll go
down in no time.

-"z-"-' adamatium, the =

Bl | strongest metal known to man. He* | = Y
.ul;’ was also fitted with retractable e = ..L h- it
—d adamantium claws. — V << All Punche
=

L

ol S BT

Crouch Srng S Stand Forward Stand Strd g | |
Wolverine defends mostly with regular Standing attacks. Probably
the best defensive attacks are his Standing Forward and Strong.
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l This soldier was
created by Soviet | 4
secret forces. But
because of his

super powers, he
was sealed away
for 30 years. After
breaking free, he

iL%

_,.!.‘
_1

euei 1

-‘
f" 1t
b
. 1
-

"--I-

m a.Dﬁ

"5~ great throwmeister!

X-abilities
Omega Red specializes in

long-range attacks with his
Carbonadium Coil. He’s a

=1 | began to kill with-
oo out authorization or mercy, absorb-

V ﬂ B All Punches 4___| ing the life force of his victims.

J.E-L# .-. .- h'll-- .-.. .'--...

Stand Strong Crouch Fierce rouch Strug Crnuch Forward

Stay low with this guy. Omega Red’s defensive attacks rely on
him to be near the ground more often than not.

COILCARBONADIUM COIL

439 Y9N0

Use his Omega
Strike with the
Forward button to

i position yourself
near Magneto over
his head to set up

| for any combination
of Fierce attacks.

TR IR

These robots

_have been creat- ' 4
ed by humans
who hate and
fear mutants.
Sentinels have no
emotion or under-
standing. They are
designed for one
purpose only: to kill all mutants by

V ‘Q y All Punches 4:| any means possible.

Stand Fierce Stand Strong Stand Forward Crouch Strong

There seems to be no gettin’ by this guy as most of his regular
moves can almost be used as a special attack.

X-abilities
Its girth and slow mobility are
offset by its massive attacks,
namely its Rocket Punch and
Sentinel Forces.

FLYING

l Do not keep your
s distance when

=1 you're Sentinel.
74 Close attacks are
&= your best chance
ﬂ E and keep the battle

Childish and
impulsive by
nature, this rash
X-Men team
member can lower
the temperature
around his body to
the point where
moisture freezes.
He can control this freezmg power

Stand Fierce Stand‘Strong Stand Forward rnuch Forward

Not only can Iceman defend himself with these attacks, he also
looks good doing it. Check him out in action.

Xx-abilities
Iceman’s control of freezing
moisture gives him consider-
able advantag with his Ice
Beam and Ice Avalanche.

ICE AVALANCHE

NI

s Catch Magneto off-
¥ guard at the begin-
ning of the round
and throw him. Stay
about a half screen
| away and continue

| to attack with a
Flying Fierce.
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Xx-abilities
Colossus relies on brute
strength to battle his oppo-

nents. His Giant Swings and
Power Tackles are devastating.

‘ GIANT SWING
Y A\ » Punch
POWER TACKLE

The Super Armor is a
must when going up
against Magneto for
obvious reasons.
Colossus can then -
Power Tackle while in
this state to complete-
ly overpower him.

X-abilities
Psylocke has both endurance
and speed along with special
abilities. Her Psiflash is good,
but watch out for her Ninjutsu.

' NINJUTSU

e
157

L_-i‘-'ﬂ"'

i -t .'l:ﬁ -9"' I:'-h ;
T~ Mww”fiw

Psyclocke must
alternate her Psiflash
attacks aiming them
various direction to
keep Magneto con-
fused. Jump into him
once in a while and
do a combo attack.

Silver Samurai has great spe-
cial powers that must be reck-

oned with like his Shuriken and
Hyakuretsutoh! God bless you!

BLINK

HYAKURETSUTOH
Tap Punch Rapidly
SHURIKEN

Silver Samurai’s best
chances against
Magneto are to keep
his distance and
jump up and throw
Shurikens to wear
him down while build-
ing up his X-Power.

Silver Savurdi

80 Ultimate Fighting Guide

Born in Russia,
this innocent
young man has
been through
many tragedies.
In his armored
form, Colossus

becomes living
metal, and is able to lift as much
as 100 tons of weight. He's just
one strong individual.

Cruuch Strong Crouch Forward Stand Forward Stand Strong

Along with his great strength, Colossus also has great reach,
especially with some of his defensive attacks.

Belying her
exquisite exteri-
or, Psylocke
has a hard and
stern interior.
Her fighting tal-
-ents come from

—-J-l— '. e -

-.%._4.- '..u-.h.d-b.-

.:-.__,,.........-......_-......__,. : i

her telepathic
abilities. Psylocke is able to blast: o -';-* i L

her opponents’ nervous systems
from the inside. v 'ﬁ > Al Punches

Stand Furward ” tand Strong

Crouch Strnng

She is not a very defensive type of fighter, but some of her attacks
can still be used in a defensive manner.

| ruch Fur 3

Silver Samurai is
a master of
Japanese sword
techniques and
is a member of
the most power-
ful Yakuza family
in Japan. With
his titanium armor and magical
Japanese sword, he is a much
feared warrior.

Crouch Fnrwérd Jump -Fun-:ér{-i Stand Fnrward Stand Short

With his great swordsmanship, Silver Samurai’s regular attacks have
a long reach, which are great for counterattacking.




. o Xx-abilities

This Bio-android -

comes from the Although she ha; the ability
to throw swords, it is best to

Mojo World, a &
place in a dimen- use her speed and Position
Switching techniques.

sion separate but

connected to ours. DANCING SWORDS
Her six-armed i
attacks are just as
fearsome as her
magical powers. She loves to see

her opponents in pain.

%mé.%-’. - s

Surprisingly, Spiral
seems to do a good
job against Magneto
using regular

i attacks, especially
when she jumps into
him with the Fierce

' &8 attack.

Crnuch Hnundhuuse Jump'Jab Jump Ruundhuuse Stand F|erce

Spiral is a well-rounded individual when it comes to using her
regular moves on the defensive side.

The magical properties of stone found
in the jungles of Asia have created
an unstoppable evil. The name
means “terrible, irresistible
force.” Juggernaut is slow, but
in terms of sheer attack and
defense strength, no one
is stronger. Try to con-
fuse him with Super
Jumps and use the
moment to attack,
as he will need
time to react.

i : ] 1
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' T
v
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| r 1
. o
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TR A

Magneto believes that mankind should
be placed under Mutant control=withr,
himself as leader. He has amazing
powers of control over magnetic
fields, and will do anything to
destroy those who stand between
him and world domination. He

has devastating attacks like the
Hyper-X Airbeam Sliding
attack! Attack when you can,
with everything you have,
and defend yourself by any
means possible.
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Just released recenﬂy, N{@cmspﬁwgs
fighting game utilizes the: 3=E{e‘i‘4f’ ' MEnL
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derived from a fantasqu@n‘LEach fighters
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Watch it My haircut’s ot tl next Saturdayt

T

Shin Slicer | -- Sl windmill Kick

Sky Splitter | q 3 ' '

Rock Climber

Buffalo Charge
Tornado
Wishbone

Cut-to-Pieces AAA ¥ S il Assassin’s Combo

Piston Attack \ BBB A s o - KI||EI‘ Ice Plck

At R
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Flying Saucer
Great Loog
Shooting Stars
Thunder and Lightning
Lightning Strike




CThe CONTROLS

Below is a guide to the special attacks.

®° A: Slash1 G: Guard » Tap Forward s o Cefvar ;45._11‘&19 Who is skilled with many
§ B: Slash2 K: Kick  )> Hold Forward i > ) and Is. qmte deadly With his swords.
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Chinese Fury e Heaven’s Swing
Twin Arrow 10, i 3 . & Praying Mantis
Slam-to-Ground 1| 3 Deadly Rose
Neck Breaker i b SU.E | Demon Elbow
Combo Swinger [l ppeswns s B Legtrap
Chinese Massage [F = = iofs ) 2 Killer X
Low Blow - 5 | Mutilator
Jack Hammer | |5, e ¥ K Dark Shredder
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There are a
total of eight
selectable
fighters. Of
course, there
IS a same
player feature
as well.

Siegfried is a vallanh_ff“.';"‘" Atawith.
sword—a real big: amm#its ra 1€}

difficult to get in c]ose o

fffi{ffy

R
b g 4]

| can pick my nuse fuwnyself thanﬁ(

~ Executor
Head-butt
Meat Slicer |
Brain Masher

Cross Cutter |
Spiral Attack
Skull Scraper

AAB
] j)h.].b B
| <«
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Sledge Hammer
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Windmill Kick

Flying Saucer

Great Loop

Shnntinﬂ Stars

Thunder and Lightning

Lightning Strike

~_Assassin’s Combo

Killer Ice Pick
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Chinese Fury 2 | N Heaven’s Swing
Twin Arrow g ‘ Praying Mantis
Slam-to-Ground [ | ¢ BERaS Deadly Rose
Neck Breaker [z _ = -~ |8 ) ) = Demon Elbow
Combo Swinger __ " ) )' A+B Legtrap
Chinese Massage i il BB Killer X
Low Blow 2| & " AAB Mutilator
Jack Hammer [ | %= 11 | ABA Dark Shredder

Uitimate Fighting Guide 85




If you hold down the first three
buttons, your character will have a
glowing aura surround him/her. This
charges up your special move as
well as let you deal more damage.

A lot of new techniques have been
added to SS3. Here are a few things
you'll notice: Throws now push a foe
instead of doing damage. While they
may sound worthless, you can often
get in a few cheap hits. It is also pos-
sible to block in the air, making it hard
to zone. Side-stepping is another new
feature that can be quite deadly.

It is also possible to rotate around a
foe by pressing the first two buttons
together. You'll flip around, catching
your opponent off guard. It's just
perfect for starting combos!

AETE Y

Kyrokou is the mid-Boss
of the game. He morphs
Into the opposite form of
whoever you are playing.
He’s not too tough if you
keep on him. He’s nothing
like he was in Samurai
Shodown |I.

Wielding a 12-foot
sword, Zankuro
stands as one of the

most fearsome Bosses in the series’ history. He has
few specials, however his attacks are devastating.
Use a lot of hit-and-run tactics to weaken him. For
the most part, he is weak against aerial attacks.

Watch out for
his Mammoth
Sword Slice.
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Use a complement of v/ 2 WM ,' |
Cyclones to keep foes at s ': mm m
bay, and uppercut when they ~ E DB, D, DE + SIASH

i ; - _ TYPHOON WAVE
get close—typical Ryu/Ken-type style of play. His / < 4 B& D, DE E + D

slashes are great counters against air attacks. Sy S & | SERENE SLICE
1 mmﬁm' J—’@]FM

E . e

f‘t
. . ,;.:: b

CHIVALRY POWER
F, B, DB, D, DF, F + CD
CYCLONE SMASH

D, DF, F, + SLIASH T
CRESCENT MOON SLASH For Haohmaru, the alternate version is not all that

E. DB, D, DE, + SLASH e TR e N different. The uppercut has a different angle. Use
EARTHQUAKE SLICE I A S e |  the same offensive/

B, D, DB, + SLASH M NP g | defense as with the

FLYING CYCLONE SMASH S e |  Other form of Haohmaru.

(JumMP) D, DE, F, + SIASH - '3 i o R - | . .

Ukyo is one of the best

counter characters. His long -*h ) | . | w
sword swipes are best used UMP) DB, D, DF, F, + SIASH £/
P DREAM MIST s v }r---

to keep foes at bay. Also trying using a jump attack, . By DE D, DB, B, F, + SLASH
then go to a Snowfall Slash. o HEAT FLASH
A A B A S I NS h ' F, D, DF, + SIASH
UG EACIBRY [POUYER
B, DB, D, DE FE. B, + DC

CHIVALRY POWER
F, B, F +CD

SNOWFALL SLASH

givﬁf}_giﬁ;ﬁé” Ukyo’s Skylark Swipe can do a lot of damage. As

"UMF} DB, D, DF, F + SLASH : P : . o il with most CﬂmeS start this one Wlth a jumpiﬂg
HAZE KICK t o o, %— weak kick. A powerful
D, DF, F, + SIASH T | 45 s ey ', s hit will knock an

¥ i r
HEAVEN’S GALES ol e Dy (AP opponent too far back.
FEDED, DB B+CTHEN A [N = C e | "" - U

Nakoruru’s bird is too easy
to dodge, so you will want
to concentrate on her

body projection moves. Mix them up, and be
unpredictable. Attack both high and low.

D, DE F + C
TREAC .:"m RY [POWYER
B, DB, D, DF, F, (x2) AD

L tru*rm ﬂ:H

CRITYALRY [POWYER
B, DB, D, DE, F, D, DF, + CD

ANNU MUTSUBE

B, DB, D + SIASH . 5
LELA MUTSUBE Nakoruru gains a lot more mobility on the wolf. Try to

D, DE, F, + SLASH XN e 3 g S, get on as soon as you can. Jag on the buttons for a
KAMUI RISSE ot & bunch of rapid fire hits. G 2n. am
B, D, DB, + SLASH SRS (Y ST N e | Hit-and-run tactics seem Y ) |

LELASHE B o R | to work best here.
F, DE, D, DB, B, + A v s S — e SRR

I
- R— - —— —— e e . K
P i e e o D TR D e DA D S A i ]

Ultimate Fighting Guide 87




G R e 3 e L T e R e e A =
SR e

chain a move before it and sometimes a Plasma
Blade right after it.

CHITVALRY POWER
FF.DEE D, DB, B, F, + C

PLASMA BLADE
D, DF, F, + SLASH
ROLLING CRUSH
F, D, DF + C
RUSH DOG

D, DB, B, + A
REPLICA DOG

D, DB, B, + C

When playing with this
= style Hanzon, you'll want

specials. It'll be a war of attrition, but you'll end
up doing more damage in the Ic::ng run.

D,r DF;' E D, DF! E + AB

EXPLODING DRAGON BLAST
D, DB, B, + SIASH
BUDDHA REVERSE BLOW
(WHEN HIT) AC

NINJA DEVIL REVERSE BLOW
(WHEN HIT) BD

NINJA SHRIKE DASH

(DASH) F, D, DF, + CD

Try for the Rolling Crush.
= It's a two-hit move that does
the most damage. You can %

to wait and counter with your

e e R [ R AL R e B e e e

A GRERES NG,

s e

E D, DE + C
e T 1
B, E, DE, D, DB, B, + C Lﬁé

*.ﬂrmrm l.rn' ﬂi‘l.’lbrhi'-h'ﬁnxxwmmm g

This version of Galford has a lot of illusion-type
moves that don’'t do any damage. Use a combination
ofiihese 1ora SENes Of i ais sl s sginoon i Ll Sie
hit-and-run techniques. Y W &K A0 Gl Y\
C-:::rnfuse your foe!

1 1 1| | . 1L | 3 ! i +
o ..}.\,‘, iTAsE 2 = S . AT L g i EREET i Ly - o i 1 e 1 i e - i " o
e e el e e e R R 1} bR {1 ] B A R T s,

S ﬁmﬁ'.'
b :-’?" x«'-ﬁ- ‘%'

B I?B D, DE, I‘}H-E“ﬁﬂ -

: m&m&mw
D, DB, B,-l-SlASH .

NINJA MONKEY DANCE =~
B, D, DB, + ANY BUTTON

EXPLODING ATOM FLASH

F D, DF, + CD

TMREACHIERY POWER

D, D, D, + AD

T

o

&
W -

S If you want to go all-out on offense, this is the style
you should pick. Hanzo is fast, and his specials are
pulled off quickly

(except the Dragon
Blast). Rely on thls

B e e R e i R e A T e e SR e | ]

e . o

oW

slash. After that, do a low
slash for three hits and roll out the flame. This is
deadliest comba in the game

*mmﬂzg;;;

CHIVALRY POWER
D, DFE, F, D, DF, F, + BC

TWIRLING FLAME < S [ R
D, DF, E, + SIASH -
TOAD PLAGUE

F, B, DB, D, DF, F, + AC
TSUNAMI CRUNCH

D, DB, B, + SIASH
SMOLDERING BLOOD POUNCE
(DURING JumP] D, + A

s hi- . i
e A s S T WWMW%&%W?@‘@Wﬁméﬁ-W ‘:

Kyoshiro's flame is deadly g
here, so chain it with a jump ‘

D, DB, B, D, DB, ns+c
KYOSHIRO JIG
D,DE F, D, DEF, + C
| LION TAIL BLAST

] F, DE, D, DB, B, + SIASH
|

the

TREACHERY POWER
D, DB, B, D, DB, B, + BC

h—'ﬁ .'#h

Watch out. The flame attack here doesn’t work up
close. However, his Twisting Heavens attack goes
across the screen. It RN e G

== totally nails any '
| jumping character.

T ey R e e i i e e




If you can get the
Judgement Blow off,
you'll hit your enemy
multiple times. Try pinning someone in the
corner for the best results.

B e e e T e e b e e T O S e Em o D e e e s R e i

) ‘ﬂﬂﬁ@l ﬁﬂfﬁfﬁ? J})@W
\l Y F, B, D, DB, + BC
\ b ; -

|   *3=L::kezﬂ il

CHTYALRY POWYER
B, F, D, DF, + BC

HOLY SPIRIT SLICER

D, DF, F, + SLASH : A | : : :
DARK DESTROYER b - W H277) g This version of Amakusa is more maneuverable, but

E, B, DB, D, DE, E, C JUMP, SIASH |5 ~% Ty S is played the same way. Being a character that relies
JUDGEMENT BLOW A o R on specials, Amakusa is
FDED, +C BoSAE S NS g | weak against close hits.

PHOENIX FLASH Keep your dlstance
B, F, B, F, + SIASH el e SRR

WW%
%ﬁ-ﬁw R

Genjuro can slide a hit
through a foe, and hit an
unprotected opponent from
the other side. This makes an excellent lead-infora & { %4 . . Rt
number of deadly chain attacks. mmw
B e 2 3 L L A T e o L T L T T Y ot OO (L TV A ’ _ Fr DF; IL s smﬁ‘
9 o '~ TREACEIERY [POWER
B, FE, DE, D, DB, B, + AD

BEW PO CGERIRO

CHIVAILRY POUWYER
F, B, DB, D, DF, F, + CD

&l TRIPLE DEATH HACK

D, DF, F + SIASH X3 : . :
CHERRY BLOSSOM SLICE Use this Genjuro like you do Haohmaru. Throw cards

D, DB, B, + SIASH _ ~ and wait for your opponents to jump over. You have
DEATH DROPS | rz ; a deadly sword range

el B D DB +C S ol S} | | that is matched only by
T o R '—-—-ﬂ.ﬁq;f B o ok D
:.. ! ﬁ' DF,P D‘r SMSH 5 - . i : y

Forget using Basara’s - |

special moves and

concentrate on using |

his multihitting slash attacks. The low ones are | N | D DB B +D
i parncularly devastating. _ SHADOW FEINT

B B O o e T4 e 2 ey R . ] ;. | E H F 4 jﬁM“j’ BUT’I‘ON
| : B N MREACHIERY POUYER

”FELLEf‘ﬁ rﬂ

CHIVALRY POWER bt greger ) AvmE ) % BT o A
B, DB, D, DF, E, B, + DC R i Y L ovceo Y0 £ LA L

STABBING FEET

mfﬁ,ﬁ The same techniques as with the other Basara work

B, DB, D, DF, F, + A S .-',"" : here. Your specials just leave you open to too many
SHADOW STITCHER RV e | attacks. Basara is a

F, DE, D, DB, B, + SLASH Z S B | good in-close character.

B, DE, D, DB, + C e e
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Shizumaru’s umbrella can

It someone while it’s return-
Ing. If someone is jumping at
you, throw it, and you’ll most likely counter his/her
move. You can set up cambos thls way

11;;1-1-':- A7 ¥ :_

CRINYALRY POWYER

F, B, DB, D, DE, F, + AD
DOWNPOUR THRUST

F, DF, D, DB, B, + SLASH
CROSSCURRENT SLICER
F, DB, D, DF, + SLASH
HAIL HRE

F, DF, D, DB, B, + A
WINDSHEAR SLICE

D, B, DB, + SLASH

i-li-l.-'

B, D, DB, + SLASH

MIST BLAST

D, DF, F, + SLASH

B, DB, D, DE, F, + CD X2

1] 1Y

The evil Shizumaru has a sword inside her umbrel-
la. Here, it can only hit when it’'s going forward, but
her dash can deal a lot _

of hits. Chain it with

her Windshear Slice!

o e R e e R B i e

Rimnerei can be a

really annoying charac-
ter if you use her ice moves
to keep your opponent away. Opponents will find it
near |mp053|ble to get Ig close to her.

CRINVALRY POWER
F, DF, D, DB, B, X2 +
KAMUI SHTOKKE

D, DB, B F + C
KNRIL MYU

B, DB, D, + A

LUPU QUALL

D, DF, F, + SLASH
KONRUL NONRIL

F, D, DFE, + A

If you want to win, just
block whatever a foe does

U:

hit from your beads. Three or four good hits will
win you the match.

CRITYALRY POVYER
D, DE, F, D, DF, + AD

NAG BLAST

D, DB, B, + A
VICTORY RISER

F, D, DF, + SLIASH
FARTHQUAKE ASSAULT
D, D, + AB s e W O
HARD HEAD GRABBER : '_ "";, i
B, D, DB, + B PSS cosammmes

CEEOLESEU

S et S O

> il e el W

90 : ﬂlﬁmaté- Fighting Guide

and retaliate with a fierce % _

k ; '”..ﬁﬁ%?%%%% o ;;.-:_ .. i F--:;I. o
NRIL SHL “!W; e 22

ﬁumff DE D, + a

’HJPUDBHU |

FEDED,DB B, +D

LUPUN OH

HIT SLASH REPEATEDLY

MREACHIERY POWER

B, DB, D, DF, E, X2 CD

Try to keep moving with the evil Rimnerei. Her aeri-
al special can catch most opponents. Weasel hits
done up close can
remove a remarkable
amount of life too.

. D, DB B, F + AB
' HADES HEART SLICER
. D, DB, B, FE + (D
v D, DB, B, D, DB, + AD

18

b ;

i

gh
s

i

This Gaira uses exactly the same style as the other.
Keep on the defensive, and rely on counters to win
the day. Gaira is excel-

lent for fighting against

the Bosses.




Bl

Senpuga:K+D
Ensen-hairyu:B+P
Renkan-tenshinkyaku:PPPK
Hien-rekyaku: UF+KK
Senchu-ken: DF+P
Kotan-kyaku:FF+K
Tenchi-toraku:FF+P
ShungDi
Osogeki:B+P
Rensai-gakushu:F+P
Gyoshin-totai B+K
Chubu-sotenkyaku:FF+K
Tenshin-sochusho:P+(PK)
Senshi UF+K

non
Zensotai:D+KK
Jucho-sensho:U+P
Senten-kukyaku:UF+K
Taizan-sokoshu:B+P
Senshippo:FF+P
Souji-senpu:F+(PD)

Need more VF? Well,
here it is, a whole school-
bus full of it! In this latest
VF endeavor, the charac-
ters are “child” versions
of themselves. Is this just
more of the same with

a funny new look? It's

- difficult to say just yet.
Take a glance at the pics
and decide for yourself. coigs

Shicchi-soutai:DF+(KD)
Shichisei-tenbunchu:B+(PK)
KQZE

Suisha-geri: UB+(KD)
Sandan-urageri:PPPK
Koenraku:B+P
Kagergasumi:BF+P
Tsumuji-geri:D+(KD)
Genyo:B+(KD)
Fusenjin:D+(PK)
Kotengaeshi:D+P

.r“w-.-‘].-"d-‘-.,.-'

A '\..:"‘\-J:I."l\.\‘.:lu"
L

Spmnmg Blade-knuckle B+P
Elbow-spin kick:F+PK

Dash Hammmer kick:FF+K
Somersault kick:UB+K

Leg Slicer:D+(KD)

Beat Knuckle:(PK)

Knee Strike:FB(PK)
Lightning Kick:UF+(PK)K
A B!

Renkantai:FF+KK

LI

.'i_:.l!",_!_',

= for ’throws w
' used to fmm
comlcal tou

Rimon-chochu:FF+P
Moko-kohazen:D,F+P
Tetsuzanko:FFF+(PK)
Shin-i-ha: FF+P
Daiden-housui:BBF+(PK)
Shinporiko:DB+(PD)
Gaimon-chochu:
Defence,B+P

Senpuga (KD)
Tenshin-hainsho:B,F+P
Renken-tenshinkyaku:PPPK
Kokyaku-haiten:UB+K
Toku-kosen-kyaku:UF+K
Ku-kokyaku:UF(KD)
Chisoutai:F,D+K

Junho chusho:DF,DF+P

W'l
Body Slam: F+P
Axe Lariat: FF+P
Shoulder Attack:BF+P
Drop Kick:UF+K

"':?fiéaturday morning
"'ﬁ"'ﬁ’l(lds. Kids!

h th E humor value. o

: +=+Ew

e
g ke

N el R b

Rolling Back Kick:F+(KD)
Flying Knee Kick:FF+(KD)
Tiger Driver:B+(PKD)

Giant Swing:B,DB,D,DF,F+P

Jaittay

Power Slam:F+P

Elbow Upper FF+PP

Slash Mountain:DF,DF+(PK)
Toekick Hammer:D+KP
Head Butt:F+(PK)

Hell Stab:UF+(PK)

| ong Stomp Kick: FF+K
Flying Hlp Attack:(PKD)

Sl
Double Knee Butt F+(PK)
lllusion Kick:DF+KK
Combo Rising Knee:PPPK
Neck Breaker Drop:FF+P
Double Kick:B+K

Tornado Kick:UF+(KD)
Round Kick:DF+K
Spinning Kick:(KD)




The-Erriers in FV play a
more important role than

you would think. Most
t's a worthy follow-up (though, it's a seldom-known arcade fighting game) to AM2’s characters can climb

impressive Virtua Fighter 2, and it should be appearing at local arcades everywhere. to the top of each sur-

That's the good news. The bad news is that in reality you might have to travel a little far- rounding “wall” and leap
ther than your local gaming pub to play it, because Fighting Vipers hasn’t had the - on you from above. The
same outstanding publicity-in the U. S. as its predecessor did, which is really a barriers can also be bro-
shame. At first glance, this quarter muncher may not seem as graphically _ w L B <! ken through a la fatalities.
intense as VF2. However, FV has many good features going for it. For ,;;;j o UG
instance, new to the scene is the absence of those annoying “ring outs” that
sucked more than a few gamer's tokens. Instead, each stage is now completely
closed within itself, forming a sort of “pit.” Also, each fighter comes equipped with
his or her own absorbing battle armor that can break away when weakened.
Hopefully, we’ll see a home version of this title in the near future. Meanwhile,
fans of the series should check it out.

1. DF :Down Forward | 5. Punch

2. DB < Down Back . Kick

3. UB : Up Back . Guard

4. (B) :+From Behind Press and Hold

THE JOYOUS ART OF
ARMOR BREAKING

Relatively-new to the arcade fighting scene is the
introduction of battle armor. In some way, each
warrior possess this new feature. The armor, which
can be weakened through normal damage or spe-
+ cial “Armor Breaker” techniques, is a privilege
- and cannot be replaced at the start of each
4 round. Of course, this puts you at a consid- L4

| erable disadvantage in round two or thra&; o

\
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have been lr9|:‘,~le,~m1 g;
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R, i,

AND IN THIS CORNER...THE FIGHTING VIPERS!
FIGHTER SPECIAL ATTACKS | - _ _ | STRATEGY

1. Head Attack P+K+G A difficult fighter to
. Rising Uppercut: F,D,DF,P use effectively, Bahn's

. Jingi Gekitouha : DB,DF,P stealthiness is a very
rewarding art to master.

. Cat Diving DF,DF,P 'if*fm ih 33 Don't let her petite physique
. Cat Flip D.B,P+G fool you, or you’ll quickly
Cat Slap FEP find yourself on the receiv-

ing end of Candy’s combos.

. Somersault Kick: UB,K
. Sit Spin D,K+G
3. Tip Slam F.F.P

Like Picky, Grace is a very
forgiving character and is
fairly simple to master for
peginner players.

. Clinch Punch P+G
. Tiger Suplex (B),P+K+G
3. Tornado Punch :B,DB,D,DF FP

One of the toughest of the
group, Jane’s almost fatal
throws make her a fighter to
keep your distance from!

. Heel Attack U,D,K
2. Back Drop (B)P+G
3. Board Slap B.EFP

. Guitar Thrust FFP
2. Neck Fold B,F,.P+G
3. Death Spin Kick: F,P+G

Picky is a good beginner’s
character to use. This charac-
ter’s attacks are easy to pull
off and has generous speed.

This rocker’s guitar packs a
wallop! Raxel has the dead-
ly combination of both
speed and power.

The Sanman is a powerful
character indeed! Use the
Giant Swing to quicklyenda |
iIngering match. -

. Hammer Down - F,P+K+G
2. Giant Swing B,0B,D,DF,F,P
3. Elbow Smash FFP

f there ever was a combo
King, Tokio would wear the
crown. Try to get in close

when fighting against him.

\ ¢ THE FINAL BOSS OR| [ THROWS’ APLENTY

SERPENTOR IMPERSONATOR?

. Open Arm P. PP.P
2. Rolling Throw FB,P+K+G ==
3. Armor Breaker :F,B,F,B,P+K+G o3

G

Throwing maneuvers infest the majority
of one-on-one fighting games these
days, and Fighting Vipers is no differ-
ent. What is special about them this
time is, depending where the bout is t@§g
be waged in the cage, your character
can incorporate them into his/hes®
combo. The fighter with his/her back
against the wall can be plastered
against it if he/she isn’t careful enough.

*ix |

B.M. (don’t ask) is one tough nut
to crack! Be on guard, because
his attacks are as fast and furious
as they come. Throws incorporate
a vast majority of his attacks so
keep your distance! It's difficult to
play the waiting game with him, : P Ssmse’ |
because he will constantly match e, . Ul P\ MR/
your moves while the short 30 e ) wf ol ¢ N
second timer quickly winds down.
Like they say, “If you don’t know S B~ ’
what you're doing, don't step into Hey, go easy O the spine,
the ring!” will ya?
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REVOEUTIODARY FEATURES

* First truly 3-Dimensional arcade fighting game

* Digital skin technology eliminates polygon look

 Reality map surfacing for photo-quality
graphics

* Exclusive 3-D button allows movement around
entire fighting arena :

'

he concept is nbthing new, but Midway’s new fighting
game will surely dominate the arcades. Featuring new
technology, War Gods immerses the players in a 3-D playing
field in which they can move almost anywhere. They are not
subject to just a two-dimensional view. And unlike all other
3-D fighting games, the fighters in War Gods look almost
* too real because of the advanced texture-mapped
features. Their attacks are silky smooth as they move
across the screen. All look great with the special 3-D
view. Everything from fatalities, multilevel combos,
grappling throws and secret moves can be done.
As far as combos go, players can execute
multiple super hits and special kicks, which
can completely annihilate your opponent.
Anc? it doesn’t stop there. The game has
one of the most advanced sound .
systems, resulting in the highest
quality. ;

]
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Preliminary version shown. They are subject to change without prior notce.
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Who would have ever thought moves for you to master.

that this was going to hap- There are a lot of moves that
"""" pen? Along with the charac- are done from the air as well.

ters we are already familiar Each character can pull

with, Sonic, Tails, Knuckles, things from out of thin air and

and Amy(from Sonic CD), use them to beat up on each

there are some new ones. other. Combos are a bit

Bark, Espio, Bean and Fang. tougher to pull off which
These new characters are in ~ might actually be a welcome
the cutesy tradition of Sonic change from the auto-combo
the Hedgehog and all of his games out there right now.

friends. Similar to the plat- Anyone who loved the Sonic
form games, hitting your ene- games will probably get a
mies will send coins flying. kick out of being able to fight

Each character has a ton of as your favorite character.
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This game is similar to the Virtua Fighter
series. A lot of the same techniques
and other qualities of those R S8
tittles will be found here. Sega S
really went all out on Sonic the i
Fighters, paying great attention to
detail. The game plays well and is

actually quite addictive. The

challenge isn’'t too bad

Magical Hammer - D, P
Spin Hammer - F, P
Whirlwind Kick - DF, KKK
Hammer Dive - U, P
Hammer Down Attack - D, P
Bl

Stamp And Hook - DP, P
One-Two-Throw - PPP
Hammer Punch Dive - U, P
Giant Swing - B, D, F, P
Bo51)

Swing Uppercut - DF, P
Rapid Peck - PPPPP

Peck Dive - U, P

D=Down, U=Up, F=Forward, B=Back
P=Punch, K=Kick

Bomb Down Attack - DF, K
Agplo

Espio Spin Attack - D, P
Big Foot Kick - K, B
Tongue Attack F, P

Body Dive - U, P

Tongue Down Attack - D, P
AT

apid Shoot - F, PPPPP
Tail Attack - K, B

Tail Spring Kick - F, K
Body Dive - U, P

Tail Down Attack - D, P
Isnuelde

Knuckle Glider - PK

The moves for Sonic: The Fighters were done on a preliminary version and are subject to change without notice

so the younger players
should pick it up in no
time. In fact, this title will
appeal to gamers of all
ages as it is not just for
little kids. The older
players will be just as
excited to get their hands
on the latest Sonic offering.

\ A

One-Two-Uppercut - PPP
Uppercut - DF, P

Body Dive - U, P

Big Trample - D, K
Somle

Spin Attack - D, P

Super Rush - PPPPP
Triple Kick DF, KKK

Spin Dive - U, P

15ulls

Propeller Dash - PK
Triple Kick - KKK
Squash Punch - F, P
Body Dive - U, P
Foot Stamp - D, K
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THE ART OF FIGHTING

STORY LINE CONTINUES...

True to the earlier Art of Fighting
games, AoF3 gives you a story as you
progress. This one goes all out, with a
huge city and cinematic sequences.
These will change depending upon who
you choose. This certainly gives all the
Art of Fighting bouts a purpose.

1 SORRY, BUT DATE'S OVER.
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DRAGON SEIZE
F, D, DF + A

GREAT SPIRIT KICK
F,B,F+8
DRAGON BLAST PUNCH
F, D, DF, F, + A

Similar in style to Ryo, he focuses on
kicks rather than punches. This guy joins
Ryo as one of the deadliest.
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98 Ult:mate Fighting Gu:de

Art of Fighting 3 introduces a new cast of warriors,
and a brand-new story line. There are “Ultimate”
moves that can let you win the match during the first round.
Improved graphics and sound make AoF3 shine!

R T e mar

TIGER FLAME PUNCH
D.DF, F+ A

TIGER BLOW
ﬂ' F, D, DF + A
m g he o me® |\ S0  TIGER FLAME KICK
] | '_j - B IR . D, DB, B + A
- | | Ryo is just as powerful as ever. As the
main character, he has more moves than

any character (just like Robert).

.
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D, D+ A
MR. WARRIOR
B. DB, D, DF, F + A

This silly guy has a lot of short-range
attacks that serve as counters. Keep close
to your attacker. Watch out for fireballs.
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LIGHTNING BLOW

D, DB, B + 2
)

mj u The daughter of the samurai dea
BB/ Kasumi has all of the same attacks as her
father. She can easily chain her moves.
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BEHEADING SWORD
D, DB, B + A

NINJA HIDE
D, DB, B + A

VIOLENT BULL THROW
F, B, DB, D,DF, F + G

This behemoth has a lot of grappling
moves and is a sort of Zangief clone.
getting in close with this guy.

mahg Ak '. h: 2"F T w -

Jm s twirl is a sn
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FOUR SWISH RAVE
D, DB, B + A

WHIP RUSH
F, B, F+ 2

FLICK SHOT
D, DF, F + ¢

ool This whip-wielding lass has a long range
S LTRRE | 3NN SRR SR iERNee/ Lo her hits so you'll want to stay back with
..... i LA GRE aeees sl " GEIPL AR EE/ her. Watch out for the Flick Shot.
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REVOLVING HURL | .~ @ -‘*4

MIDDLE IMPACT J /'B% B D s N L-ﬁi--; I
D, DF, F + 8 S

DECEIVE IMPACT
F B, F+ A

This guy is loaded with chain combos. His
weapon lashes out quickly and it's hard to
tell where he’s going to attack.
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A .I;} | SR\ &l /o D) Sinclair bares a resemblance
ot rh}i;f u_mfﬂjdﬂ LIEIN J [ [{ _gé a2/l /oA VBN, to Lee when she twirls around |
' §& W | Another player character; not Sinclair is one of the JL1 VICTORVES I L‘” ﬁ*ﬂ"ﬁl.

GCPR M Imuch is known about Karmen. Bosses you’ll meet in AOF3. [iutiauaon BECs e i (LG
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Karmen is armed with
several deadly throws.

5N r-
i E'I."'F' L, WAL L T
. ..I-'1 e -H" - i ""'-"" # 'h..'- 'l:". "l"i LR B TR

Ultimace Fighting Gmde 99



e Lo g o Jovmais Quien ey
' 4 L
|- |a] &]"|£|g]a] ¢

I'm
[ e e

3?‘ ﬂ.-—:;ﬁm &

Py s ot [ ol P p Bl Pl G0 00

i [Py R b . _"l

bary s | st | Mo | et | Bt | e |

=)
T [ T T e L]

"EPI.I I.-‘l.l EVENT

ik 1o dther B g babririgd Fleng

S-FFI I.HL- EVENT:

ez OV © Prgviews

B semiviess g esciusiver
e moinasss _J

HLSPICIEN S

rm R I
| “H = *BIPRRTMEINT 5+ «FEAVURL STRRILS-
— P By gy o i F
[ reeeiien ) [ ———— ,
| | BT Tt AT | Fighting Vipers
: H . sl
I o PRI | o wivie g
e RUNNING IN
CIRCLES -
(M ipvom Framares | el Wy e
(=Y e s el ™ Senmcueet - !‘ﬁ
I-m E-m- "y The Emmitt Zone
"C:I"H'ﬂr-‘-'lil o o Fmtis i,
| [§speoiet rearores _J e v 1 £
T pwhpya, vk W, Feodiod wiel las ord
B Looms Lnks & ove ) i o
Chavlk Dt e O 2 o ; :
T |28 a|x|E|8|8] #] )
b £ e werl :
Loy o e 3 M
H_E_'lhl I = ! = r m IR AL FEATLRE
m:ﬁr_:m’hu .I Mimate Mortal Kombar ) E
welaitd e wadh S Lo g il BT i o o il W e BT Sl |

¥ B T B e

SPECIAL EVENT:

EX AT e

= . A 5w
hHEH--“ rl S AR S i A @

&

I.mrlprrmuuwr.rhﬂr'mw j

At provided by Bideore Sibos. Waich for § foaters 4680 1 ey e | hats Cocl | Hanbonk | b Samch | Mot Duncioer | S |

BT E *FIATURT STORI % % :
B v @R sciumneer Ilml: B . G 2 . BY R, .
WOLF (ol Py g P g Wyl P il Widioin ¢ Wil i s ) ] COR “m‘[ - - . -
} ¥
T £ (= eeptapp— i e e e
&4 ]
(T | i e
el d we B |
AT | T IR Eeet) teeml) e SEARCH RESULTS
= . o TR Mkt YIY Gk I TR 0N T
oo SPECIAL EVENT: KEYWORDS | sav e eom: teacns o0 tee Towse soriai posos
d 1 E % i = | Epyarge dly wind By E1% NUKE EGE 1t wr ¢ Mogiel Fosbat ) =i ledfl
m Talk ro other WUKE '.IT:.'\::':-.‘-;:- uwmg Intermet Phone it B o e e ot Rk 3 | Bruii
[ Lrte Lot e ond mparated by spaces. | 4BV KUKE ECR: Tricks of whe Trade Bortsl Eombar
4§88 NUFE EGE I immies Migia] Kimilial 3 ol i
EH1Y e
Sl gt AF8 NTKE DOM: Sipieats Nornal Kowoasr Loms
[ =TT ] o el o i ot . e g A
Cherk Ot o Cheprkn! A% MUKL [ON: Toicks of s Toads Rogual Kowmbear
lf‘hl."l.j.l-;n,arilh.!l.ﬂ gk MUFEF EON TE o P = miis " Bogim
o Nae 1 n wer NEWS UIPDATES "
R R @A WUKE EOX: Trachs of she Toase Pluisats Rorts
Whabrr ¥ thn It B " * «FIATURE STORICS-
"ﬂh‘.“*"ﬂ“ﬂ-ﬂ"ﬂ lfrliliiurs 33N Mere Rogtal Kombat FEen ThAT S
JIN E:R FaV ieW (8% kY] d§eph
& E 3I% WUEL [4X L i CEr E the Trads ESTEml Fialiat
':%*h @, ;‘iiﬂhi SN T | Pictre This! i1 Bt Kiabar 3 Scres
O e o Bad 10 31% HUEE [GE: DiciEsts Bortel Ecmibat Faptile
i o — m ¢ aler aw Bard Ll O 9% WUED Joystixe: Tricks of che Trade Hosial Hombat
1 i i, o Hadwwrs Fisto Tod Dl :
o e m chat ruipe e T wurrd of Ciemre 184 HUEE Joveiiksi Tricke of tha Tesfs Bostal Kombat
e e Lo Bl ripael, it 0D = -
] I8A KUKE EGE: Teicks of ihe Trade Esrtal Wosb-at
Dll.m:‘ 4% WUKE [OX: Wit ieare Roroad K ! Kt ans
= . 184 warn e
m pﬁ‘f’ Mew Modems S5t et Tal Tauben ¥ Antvodeatios
. Announced 4% KUKL EGEn Tua t pade Bortal Eosbat
e B N - et e b Bl b
Tagua, HY, M storste o aele ssng dnviredl 14% RUEL EL8 L2 E ChbE SDDL&L KOS
:W rerw hdarrert mrphile f mooema b Dans 13% RUEL Boviescaps = Frak ™
‘ e pa-ied e MURE ancdumre aned wiorer F4 SR
W e arcwe B e Laarvirw wih Dl T e e i
e B A o Rt e e e T L AR Ton ok " s &1 Tomrn
W sovaun tmen | FVATELISTINERS TAKD WOTE -t el b by B S ol fraseeie

HUNEa FIRST diglaly ec -
Cleeck O ther Chiekon! wdaiire’ Chell 8 oo al MEAR Dhe e s e’ i vy Heticope - [MURE Home Fage]
':‘lmkrd;:rmnhnthn Fhs EcM Yew 0o pochmaka Qobore [wecioy Wirdes Hebp
ugedaied e weel i : :
CONTESTS! LARRY KASANOFF I I I ; E E I I I : I
Helyw il mavansi Ly I an el Bealds o pacaia of Dorepnato meﬂfﬁmmw
* W Bumsim P13 :.h:m:ﬁuuumﬁ:mﬂh:ﬂﬂf:.h :
BAKE Turur £ Cos i T e i ? wiat's Newd | What's Coot | Hardbodk | Mot Sewch | Het Disctoy | Sotware |
-
Alen, FII- I-HI.r" (1] :u-u’nﬂ.r“mmfﬂllhm r
FREGLNT AT
:-n-r hero *
© 1984 Lowdud Iubiriitive. bor
=l o il sl o e .

B l.llhlrl-ﬂ-iﬁuﬁiﬂ

WELCOME TO THE
00’ NUKE I“tErNETWORK

MNUKE. 2
Qat o ghempas of HUKE's
fetupe, powsied by Pt
i The NUKE InterNETWORE bnngs you the most up-to-date
PhugIn for Netscape 205 os riormation on your lavonte entertanment actities, namely wdeo
hﬂm Chek biere | BATES, COmpUter games, mowes, telewvimon, comucs and cards

vrdowd the phug-=. When Tou'll also bnd bnkcs to the fites you never thought you'd see,
‘.I"“f"l' """f?"i‘ l" md"d" downloadable demos From top game developers, and exchumve

; mteraews youl only find m NUKE!

Warnlng: this fike guiie
lurge snd may tuboe 5 while

IT 5 HERE®

How you can wee your web
browner to chist with other
HUEE wisntars snbnel
Corverie with othee NUKE ; ? R
VINILOEE S YUl I'r-'mll =S i Eéfr:'r'ﬂ TS
wﬂu ok huee to check o : : & E

W WY WY
Pluy thiy HUKE lwive
Conterl and wind [f you
ﬁurﬂ. hww'.rhu I;-u.f- i,

TR AT T g 1F
l:lr.m.r" "“L? tpm ol iy U

[ )[EOM)[COR] [Cuescaps] [Hero] [Shelter] [Fearch] [Chat) FAQ)

CHECK OUT THE KEW These pages are best wewed wmng Metscape Navgator 2 0TH or
NUKE SEARCH ENGINE! Insernst Explorer 2.0™. Chck on the ions below to get more
We've pedeigned the losk pfermaton on these pro ducts, For those of you usmg Amenca
wnd fadl of s search mngne | Opige s the NUTEE FAC for additional nformation on

1o hilp you find what you

niad oo NUTKE sved sxsiar conbgunng your browser We are also w:c-rpmﬂmg Shnc'x.wme
than bafore Chack i gut! technology mte NUKE, as shown m our MUTEE Prewew]

= B} =2

I cades b view the HUEE 2000 Frevies mprﬁ:,r. Fou Eued obbam the
Shockwyws Hotroape PlugIn from Macromedia. By choleng on the
*Pewered by M acromedin® graphae below of the M scromedsn ioon akove,

Hamd. . . James Hand

Vit a HUKE sxebuseve, tha
officil (Roldem Eyw suie [0
the only sounes for the new

Bond film, contamng
Fou can accens all the plugans and Lools you need Lo sgoy thas exiimg
prciuees and informalion naw pultimoe des format on the webl Be sure 10 gef the plug-in
darecily from the feature selfaxmracting Ale “sw [b}bI 3 ane™ whizh was current as of | dam,
malon picthiare Pebruary J. 1996 o oldar veruon have axpired noce Javesary 31, 1998
I he i Powered by Macromedia (SHOCKWAVE ) Soiiine

D 190 Semdal Inte racthve, Inc,
™ grd B for all |:-r|:|-|!u-:Il. characters, wnd indscin related theselo whach are Sontsaried hetemn we oomed by the
comparass who mashoel or boense those products

1all

jﬂ e g i e g B - 1 ] s : Ilm’?

Nuke InterNETWORK is a service mark of Sendai Interactive, Inc. ©1996 Sendai Interactive, Inc. All Rights Reserved.



