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RED-HOT RUMOURS

@® Core Design (the creators of
Tomb Raider) are said to be
working on a fighting game for
multiple formats, including the
Dreamcast.

Like Sega’'s Spikeout it's
possible to go anywhere you want
in a level in search of enemies.
Although it doesn’t have a name
yet, there’s a possibility it'll be
made into part of the Fighting
Force series.

@ Sony are going to announce a
price drop for the PlayStation some
time in September. You should be
able to buy the console and a pad
for only £79 before Christmas.

@ Vivid Image are likely to release
a version of SCARS on Dreamcast
for the console’s launch in the UK.
An up-to-date Street Racer game is
also possible.

® Sega Rally 2 on the Dreamcast
will be ready for the console’s
launch in Japan on 20th November.
As well as the arcade game's
tracks, all of the Sega Rally 1
courses will be included, plus all
new stages especially for
Dreamcast owners.

@ Nintendo have scrapped plans
to release the 64DD add-on for
the Nintendo 64. It certainly looks

that way, at least. Maybe the
Tokyo Game Show will tell a
different story.

@ The first game to run on Sega’s
new Dreamcast-based arcade
technology (Naomi), will be revealed
by Capcom at the JAMMA arcade
show in Japan in mid-September. It
could be the 3D Final Fight game
we've been waiting years for.

@ Sony are going to announce offi-
cial details of their next console,
currently known only as
“PlayStation 2", either on or before
Dreamcast’s Japanese release on
20th November.
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THIS LAST TITLE FORMAT PUBLISHER
11 BANJO KAZOOIE NINTENDO 64 | THE GAMES
2 | NE | COLIN McRAE RALLY PLAYSTATION CODEMASTERS
oy L GRAN TURISMO PLAYSTATION SONY
I, WORLD CUP '98 PLAYSTATION EA
o i e CANNON FODDER: SOLD OUT PC CD-ROM SOLD OUT
6 PREMIER MANAGER ’'98 PLAYSTATION GREMLIN
Ll B TOMB RAIDER: PLATINUM PLAYSTATION EIDOS
8 |12 | X-FILES: THE GAME PC CD-ROM EA
9 |10 | COMMANDOS: BEHIND ENEMY LINES PC CD-ROM EIDOS
10 | 8 SPICEWORLD PLAYSTATION SONY
2 G o T ¢ POINT BLANK & G-CON 45 PLAYSTATION SONY
12 |9 TEKKEN 2: PLATINUM PLAYSTATION SONY
13| 13 | POINT BLANK PLAYSTATION SONY
14 | NE | WORLD CUP '98 PC CD-ROM EA
15 | RE | PREMIER MANAGER '98 PC CD-ROM GREMLIN
16 | 17 | CRASH BANDICOOT: PLATINUM PLAYSTATION SONY
17 | 14 | CHAMP MAN '97/'98 PC CD-ROM EIDOS
18 | 16 | TITANIC: ADVENTURE OUT OF TIME PC CD-ROM EUROPRESS
19 | 11 | DIE HARD TRILOGY: PLATINUM PLAYSTATION EA
20 | 19 | LULA: SEXY EMPIRE PC CD-ROM TAKE 2
CVG TEAM'S MOSTPLAYED  \idéo
JAPANESE MULTHFORMAT SALES TOP 0 GAMES OF THE MONTH e
| 2 | BRAVE FENCER PLAYSTATION DAYTONA USA 2 ARCADE
3 | DETECTIVE GAME PLAYSTATION WIPEOUT 64 NINTENDO 64
RISkt e B L] BEAYSTATION QUAKE 2: CHAOS PC CD-ROM
5 | LUNAR 2: ETERNAL BLUE SATURN i L et
6 | DUNGEON EXPLORER 2 PLAYSTATION
7 | Xi[SAl] PLAYSTATION
9 | OVERBLOOD 2 PLAYSTATION RUBBISH, HOMBRE. YES, GRINGO. | 8Tk
—— . ; ’ " CAN'T BELIEVE RONAN
/10| EVANGELION PLAYSTATION GOT MARRIED.
AMERICAN MULTHFORMAT SALES TOP 10
1 | WWF: WARZONE PLAYSTATION
2 | MISSION: IMPOSSIBLE NINTENDO 64
3 | BANJO KAZOOIE NINTENDO 64
4 | NFL XTREME PLAYSTATION
5 | GRAN TURISMO PLAYSTATION
6 | GRAND THEFT AUTO | PLAYSTATION
7 | MORTAL KOMBAT 4 PLAYSTATION
9 | TEKKEN 3 PLAYSTATION
| 10| MORTAL "4 | NINTENDO 6

COMPUTER & V
MOST RECO

DEO GAMES
ENDED!

These may not be the hottest games around or
the newest, but these are what we
recommend this month for each system.

SATURN UK. TOP 5
1 BURNING RANGERS SEGA
2 WORLD LEAGUE SOCCER SEGA
3 PANZER DRAGOON SAGA SEGA
4  SHINING FORCE 3 SEGA
5 DEEP FEAR SEGA

SATURN IMPORT TOP 5

1 RADIENT SILVERGUN TREASURE

2  SEGA AGES 'l LOVE MICKEY MOUSE' SEGA

3 SOCCER RPG ENIX

4 SIMULATION RPG ASCII

5 DIGITAL MONSTER VER 5 BANDAI

PLAYSTATION UK. TOP 5

1 TEKKEN 3 SONY

2 BREATH OF FIRE 3 INFOGRAMES

3 MORTAL KOMBAT 4 GT

4 C&C: RETALIATION VIRGIN

5 SPYRO SONY
PLAYSTATION IMPORT TOP 5

1 METAL GEAR SOLID KONAMI

2 DOLPHINS DREAM KONAMI

3 KNIGHT AND BABY TAMSOFT

4  BEAT MANIA KONAMI

5 GEOMETRY DUEL TAKARA

PCTOP 5

1 HALF LIFE CENDANT

2 FAPREMIER LEAGUE FOOTBALL MANAGER ‘99 EA

3  GANGSTERS: ORGANISED CRIME EIDOS

4  COLIN McRAE RALLY CODEMASTERS

5 TIGER WOODS ‘99 EA

NINTENDO 64 TOP 5

1 1080° SNOWBOARDING THE GAMES

2 BANJO KAZOOIE THE GAMES

3 (BIDDI-BIDDI) BUCK BUMBLE  UBI SOFT

4 MORTAL KOMBAT 4 GT

5 GEX64 GT

NINTENDO 64 IMPORT TOP 3

1 FZERO X
2 LET'S SMASH
3 CHORO-Q 64

NINTENDO
HUDSON
TAKARA

GAME BOY TOP 3

3 LOONEY TUNES

INFOGRAMES

2  CARD SCHOOL TAKE 2

3 SMALL SOLDIERS THQ
ARCADE TOP 5

- DAYTONA USA 2 AM 2

2 VIRTUA FIGHTER 3: tb AM2

3 STREET FIGHTER ALPHA CAPCOM

4  SEGA RALLY 2 AM ANNEX

5  PANIC PARK NAMCO

CVG'S 15 FAVOURITE
FOOD PICK UPS

CHICKEN TEKKEN 3
STREETS OF RAGE 2
CRASH BANDICOOT
(1, 2 AND 3)
TOBAL 2
PAC MAN
MILK BOTTLES . . MILK RACE
(SPECTRUM)
PICK ‘N’ MIX . .. SUPERMARKET SWEEP
BANANAS DONKEY KONG
COUNTRY
BIRD SEED CHUCKIE EGG
10 CABBAGES CRACKERJACK
11 A NICE CAKE . .. POCKET FIGHTER
12 CHUPA CHUPS . . ZOOL
13 ICE CREAM ROBOCOD
14 CHEESE CHEESY THE MOUSE
15 BABY'S BOTTLE . JACK THE NIPPER
(SPECTRUM)

APPLES
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COLIN McRAE
RALLY

- We're going to re-print all of the

- cheats we gave you last month for
 the benefit of those silly enough to
“have missed them, as well as two
- new ones for you to try out. Enter
.~ the codes as your player name in

- any mode and you'll hear a noise
1o let you know it's worked. You'll

. also get to enter your own name

- before starting the game. If you

- want to turn a cheat off, enter it a
: second time.

 OPENROADS
 SHOEBOXES

~ MOREOOMPH
- WHITEBUNNY

Unlock all tracks
Unlock all cars
Double power
Mirror mode
60fps hi-fi mode
4-wheel steering
Fog mode

Night mode

Nicky Grist steers
Low gravity
Chrome car
High-pitched voice
Rear-wheel
steering

Jelly car

Micro Machines
mode

Flying car

Track & Field mode

~ HELIUMNICK
i FORKLIFT

~ BLANCMANGE
DIDDYCARS

* HOVERCRAFT
- BUTTONBASH

SEND YOUR, TiPS, CHEATS
AND PLAYER'S GUIDES TO:

CVG, 37-39 MiLLHARBOUR,
THE ISLE OF DoGs,
LonDoN, El4 9TZ

You can also send any tips or
guides to this e-mail address.
Please, don’'t waste your time
copying things from magazines or
internet sites. We're only
interested in things you've
discovered for yourself, and only
for recent exciting games. No
Bubsy 2 cheats, thank you.

TiPS.CVGEECM.EMAP.COM

DIRECTORCUT
Lets you move the camera view around
during replays

KITCAR
Press Select when the extra bar goes
green to use a Knight Rider-style turbo

\T;l

BANJO KAZOOIE

There are a few brilliant hidden
animations that you can access on
the game load screen.

GAME 1

When the fish in the bowl hits his
head on the side for the third time,
immediately press A and Banjo will
be thrown out of the window.

GAME 2

When the fish hits his head for the
third time, press A straight away
and the wall will rotate and knock
Kazooie outside.

GAME 3

When you hear the Game Boy make
a beep noise a third time, press A
immediately and Banjo will be eject-
ed from his seat!

When you pick a game to load,
press R+A+Start at the same time
to get an extra animation.

You can also get some excellent
bonus modes. After you've finished
Treasure Trove Cove and getting the

Sandcastle jigsaw piece, go back to
Banjo’s house and look at the
picture of Bottles. You'll get a bonus
game where you need to fit puzzle
pieces together, and you'll be given
a cheat code when you complete it.
To enter these codes, go to Treasure
Trove Cove and enter the codes on
the floor.

BOTTLESBONUSONE
Banjo has a big head

BOTTLESBONUSTWO
Banjo has big hands and feet

BOTTLESBONUSTHREE
Kazooie has a big head

BOTTLESBONUSFOUR
Banjo has a tall body and small
head

BOTTLESBONUSFIVE
Banjo has a tall body, small head,
big hands and big feet

BIGBOTTLESBONUS
Banjo has a tall body and big every-
thing else

WISHYWASHYBANJO
Banjo becomes a washing machine

NOBONUS
Cancels all bonus codes

These following few cheat codes
have to entered on Treasure Trove
Cove’s floor as before, but only after
entering the word CHEAT.

DONTBEADUMBOGOSEEMUMBO
99 Mumbo Tokens

BANJOBEGSFORPLENTYOFEGGS
Infinite eggs

NOWYOUCANFLYHIGHINTHESKY
Infinite red feathers

LOTSOFGOESWITHMANYBANJOS
Infinite Lives

GIVETHEBEARLOTSOFAIR
Infinite Air

ANENERGYBARTOGETYOUFAR
Maximum Energy Bar

MISSION: IMPOSSIBLE

Enter these cheat codes while on
the mission select screen to start
the game with different goodies. You
should hear some speech to let you
know that the cheat has worked.

BIG FEET
C-Down, R, Z, C-Right, C-Left

KID MODE
C-Down, C-Up, R, L, Z

TURBO MODE
C-Up, Z, C-Up, Z, C-Up

SILENCED PISTOL
C-Up, L, C-Right, C-Left, C-Up

HIGH POWER 9MM PISTOL
R, L, C-Left, C-Up, C-Up

UZI SUB MACHINEGUN
C-Right, C-Left, C-Right, C-Down, R

ROCKET LAUNCHER
R, L, C-Left, C-Right, C-Down
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PLAYER'S GUIDE

THROW: JIN KAZAMA

NAME COMMAND (¢ = LEVER NEUTRAL) ESCAPE PROPERTY DAMAGE NOTE |
DOUBLE HIGH SWEEP stand close to opponent & & Throw 10, 20

OVER THE SHOULDER REVERSE stand close to opponent 8 2 Throw 58 17

SHOULDER FRIP stand close to opponent’s left side & or 3 L Throw 12,19

OVER THE LIMIT stand close to opponent’s right side & or 4 2 Throw 40

CHICKEN BUTCHER stand close to opponent’s back & or 3 X Throw 60

REVERSE THROW show your back to opponent & or 4 KORR - . Throw differs depending on the part with which you catch the opponent.
STONEHEAD stand close to opponent =% ] Throw 33 Turn around after throw.

ULTIMATE TACKLE v (ore)® L] Throw 5 -

ULTIMATE PUNCH during tackle o % 2 % $or 2 Throw 5.95,0.5,5, -

RISING UPPERCUT ERR LS H 25 when ¥ and ** input at the same time, damage is 30. When 2 input after
CROSS ARM LOCK during tackle * see Paul's Throw 25 18 frames of Rising Uppercut steps, damage is 21 and cannot make
ULTIMATE PUNCH TO CROSS ARM LOCK | ultimate punch x 3 % see Paul's Throw %0 5, &) opponent fiy.

COMPLICATED WIRE b el % Throw 35 -

WRIST CLUTCH SLAM stand close to opponent ¥4* ) Throw 38

MOVE: JIN KAZAMA

NAME COMMAND (* = LEVER NEUTRAL) PROPERTY DAMAGE NOTE

COUNTER ATTACK $ (or &1) Reversal -

LEFT RIGHT COMBO 83 H H 6, 10

LEAPING SIDE KICK v M (stagger) 30

TSUNAMI KICK while standing up % % MM 13,21 .

FLASH PUNCH COMBO LEE] HHM 6,8 18 3rd hit delays

DEMON SCISSORS . M 25 -

DRAGON UPPERCUT PRGN M 35 Damage 52 at clean hit

DRAGON UPPERCUT TO SPINNING MIDDLE KICK [ EEET M, M 35,20 Damage 49 at clean hit

DRAGON UPPERCUT TO SPINNING LOW KICK PR UNER M, L 35, 12 Damage 49 at clean hit

DEMON SLAYER LEE] H HH 6,10, 18 3rd hit delays

TWIN PISTONS while standing up * M, M 10, 15 successive hit at counter hit

LEFT SPLITS KICK v M 23 -

LIGHTNING UPPERCUT % Unblockable 40 .

SPINNING DEMON AR EE] LM 15,15 Damage of 1st hit immediately after =%\ is 18

LIGHTNING SCREW UPPERCUT €% Unblockable 80 -

HEAVY BODY BLOW &9 M 18 When 1st hit becomes counter hit, advance input of 2nd and 3rd command makes successive
ROUND HOUSE TO TRIPLE SPIN KICK R HLLM 205,15, 8220 hits. Opponent can recover by lever forward at 3rd hit

HEEL DROP S M, M 10, 16 -

893P 2 M 18

DEMON'S PAW >R M 27 -

TWIN LANCER 8 M, M 10, 16 Damage is 12 when 2nd command quitted. 2nd hit delays. == for quick cancel

SHOOT THE WORKS FEXES HH MM 6, 10, 25, 30 -

SHOOT THE WORKS UPPER FEFEXE] H,H MM 6, 10, 25, 10

UPPER CUT while standing up M 18 .

LASER CANNON EHRRB M, M, M 18,14, 24 2nd, 3rd hit delay

KNEE KICK D% M ¥ -

LASER SCRAPER EEERE] M, M, M 18,14, 15 2nd, 3rd hit delay

TOOTH FAIRY during side step * M 16 Counter hit raise opponent higher

FORCE =% special guard - special guard

1-2 KNEE KICK X H H M 6,10, 12 -

3 RING CIRCUS LEE] special M, H, H, M 5,10, 10,21

3 RING CIRCUS COMBO LERES special M, H, H, L 5,10, 10, 14 ‘
SPINNING HIGH KICK [ H 35

BACK SPIN KICK . H 30

SUPERCHARGER [] special move - - :
DOUBLE LIFT KICK ' special M, H 5, 20 This makes 1st attack counter hit, unable to guard during charging :

EDDY GORDO

NAME COMMAND (e = LEVER NEUTRAL) ESCAPE PROPERTY DAMAGE NOTE

REVERSE THROW show your back to opponent & or % or & Throw - Throw differs depending on part with which you catch the opponent. Tum
RIO DEAL stand close to opponent & § Throw 30 around after throw

RIO SPECIAL stand close to opponent 4 8 Throw 30 -

MISSILE LAUNCHER stand opponent’s left side & or 4 & Throw 40

SHADOW DANCER stand opponent’s right side & or 4 ] Throw 42

AR MAIL stand close to opponent’s back & or % X Throw 60

RODEO SPIN AFEY] ] Throw ]

NAME COMMAND (* = LEVER NEUTRAL) PROPERTY DAMAGE NOTE

1-2 ELBOWS 83 H H 6, 15 -

BARBED WIRE (RAINMAKER) . H 10 /% . .. |infinity. Damage 30 each from 2nd hit, property high Lever neutral to Relax
BARBED WIRE (RANMAKER) TO HANDSTAND 2 % & 2% H M 15, 12 -

SLIPPERY KICK (LEG CIRCLE [ LL 10, 10

SUPPERY KICK (LEG CIRCLE) TO HANDSTAND [ & s € LE 10, 10

SLIPPERY KICK (LEG CIRCLE) TO SIDE FLOP{ % % during & % LLL 10, 10, 15, 15 Add 2nd hit and after of Cut Crosser to Slippery Kick «
BOOMERANG 2 M 16 -

SATELLITE MOON o M 25

SAMBA i M 20

HEAD BANGER-B D e M 20

SAMBA TO SLIPPERY KICK D% ML L 20, 10, 13

BUSHWACKER €88 LM 12,25 -

SHIN CUTTER ) R 12 15 ¥ &% to Handstand

CUT CROSSER FEE] LLL 12,15, 15 ¥ &%-+€ to Handstand




MOVE (continued): EDDY GORDO

- COMMAND (¢ = LEVER NEUTRAL) PROPERTY ~ DAMAGE NOTE i
[CUT CROSS HEADER CEL LLM 12,12, 15 -
CUTTING LEG WHIPPER AEER L, H 12, 15 Successive to Leg Whip series
[BUSHWACKER TO HOT PLATE SPECIAL | © & LM 12,13 -
[ROUNDHOUSE Torag M 28
LEG WHIP &% H 15 -

HONG BIKINI ERRR HLM LGV Leg Whip series
[MARS ATTACK R H, M, M 15,12, 25,20 Leg Whip series
SHIN CUTTER COMBO Y] H H, M 8,10, 20 -

KNEECAP CRUSHER ] L 12 -
BACK HANDSPRING [ M 25 %€ to Handstand
T(orZ) M 20 -
FIRE KICK & RELAX T(ord)8e(or ¥) M 20
D & M 25
v M 20
D Special move -
BACK SUMMY W/SCOOT KICK XYL Special move -
ICK SUMMY W /FIRE KICK LT L 20
{BACK SUMMY CROUCH L] H 35
|LUNGING BRUSH FIRE DIV M 30
|LUNGING BRUSH FIRE TO LAYDOWN [ 3+ ¥ M 30
_LUNGING BRUSH FIRE W/FADE AWAY |= 3 & € M 30
ILLUSION W/SPIN KICK R M, M 16, 28
FREAK SHOW ¥ M 20
~ |FREAK SHOW TO CROUCH B - -
-~ [TOETAP ¥ 8 M 15
TOE TAP TO LAYDOWN vedore M 15
ELBOW UPPERCUT L] M 15
[CIRCLE KICK while standing up M 20
FACE JAMMER while standing up « H 25 -
FRUIT PICKER < a Unblockable 40, 40 & € to cancel
[SUPERCHARGER ] Special Move - This makes 1st attack counter hit. unable to guard during charging
@MERHEAD while crouching % % M 30 -
TUCK N'ROLL crouching ¥ # Special Move -
CRYING NEEDLE crouching * M 25
NT STINGER crouching or while standing up & M 20
ONT STINGER W/RETREAT crouching « € or while standing up « € M 20
FRONT STINGER W/ROLL OUT crouching or while standing up v + ¥ M 20
while Relax % M 10
while Relax % M 20
while Relax % & L 12
while Relax & M 25
while Relax & & M 15
while Relax % & MM 10, 25
while Relax & % M 20 -
while Relax % ¢ & (45 12,10, 10
while Relax & % % LM 7,28

) D DD D DO
COMMAND (* = LEVER NEUTRAL) PROPERTY DAMAGE NOTE
> 8 Special Standing - To Relax
DSTAND BACKWARD while Relax € Special Move - -
HANDSTAND FORWARD while Relax ¥ Special Move
- |HANDSTAND WALKING while Relax = Special Step
HANDSTAND TO ARMADILLO while Relax > * Special Move
- [HANDSTAND PERCH while Relax ¥ Special Move
HANDSTAND TILT RIGHT (F) while Relax Special Move
HANDSTAND TILT RIGHT (B) while Relax v Special Move -
HANDSTAND TILT RIGHT (LOW KICK) | while Relax “ & or while Relax & & L 25
HANDSTAND TO HELICOPTER while Relax " Special M 12,12
HANDSTAND TO CIRCLE SIT while Relax % & Special M, L 12,12, 10, 10
HANDSTAND TO CIRCLE STAND while Relax & % b 10, 13
HANDSTAND T0 SCOOT KICK while Relax & % € [ 5 10, 13
HANDSTAND TO GIANT STEP while Relax & L 15
- [HANDSTAND TO COMBO while Relax & & Special Move -
HANDSTAND TO FLOP KICK while Relax ¥ & M 25
HANDSTAND TO FLOP RIGHT while Relax M 10 -
HANDSTAND TO FLOP LEFT while Relax * M 10 - % :
HANDSTAND TO CIRCUS while Relax * % € M, L 10, 12 - 03 o
HANDSTAND TO CARNIVAL while Relax = % & ML L 10,12, 25 s
HANDSTAND TO SUPER CARNIVAL _[while Relax * % ¢ € ML 10, 12
DSTAND TO CALYPSO while Relax ¥ & & M LM 10, 115, 25
HANDSTAND TO DIVE while Relax > = # M 15
HANDSTAND TO STRAIGHT FLOP  [while Relax 7 & or T % M 10
TAND TO ROTATOR while Relax Te Vor T& ¥ M 10

SERIES STARTING WITH SIDESTEP: EDDY GORDO

COMMAND (* = LEVER NEUTRAL) PROPERTY DAMAGE NOTE
8 Side step . Side step: far side
v 8 Side step - Side step: close side
E KICK) | Side Step (or Rewinder) + "' & M 25 -
JUMPING JACKS (RIGHT STEP Side Step (or Rewinder) + 7 & ¥ M 25 -
PISTON KICK) TO LAYDOWN - .
JUMPING JACKS (RIGHT STEP Side Step (or Rewinder) + 7 & & M M 25,20 -
PISTON KICK) TO BACK KICK
JUMPING JACKS (RIGHT STEP Side Step (or Rewinder) + 7 & ¥ & M, L 25,15
ﬂSﬂN KICK) TO EVIL STINGER
HOT PLATE SPECIAL Side Step (or Rewinder) + & M 15 -
HOT PLATE SPECIAL TO HANDSTAND [ Side Step (or Rewinder) + & € M 15 Handstand to Duck position when hit or guarded
TWISTER (RIGHT STEP) SCOOP KICK | Side Step (or Rewinder) + “ L 15
10 BACK PLANT




FREEPLAY

[TWISTER (RIGHT STEP) SWIRL KICK

AS A ‘LEFTY’: HWOARANG

Side Step (or Rewinder) + % € L 15 i
TWISTER (RIGHT STEP) SWIRL KICK | Side Step (or Rewinder) + % & & M 15 |
TO BACK PLANT
TWISTERS Side Step (or Rewinder) + % ¥ & Lok 15,15
TWISTERS COMBO Side Step (or Rewinder) + % & L H 12,20
JUMPING JACKS (RIGHT STEP)HAND | Side Step (or Rewinder) + % H 2D
STAPS
JUMPING JACKS (RIGHT STEP)- Side Step (or Rewinder) + * & H M 12,20 -Enter & during 1st punch-
MIRAGE
JUMPING JACKS (RIGHT STEP} Side Step (or Rewinder) + * 7 & H H M 12, 15,13
ISLAND MIRAGE
JUMPING JACKS (RIGHT STEP) Side Step (or Rewinder) + & H M 6,6
WHEEL KICKS
JUMPING JACKS (RIGHT STEP)- Side Step (or Rewinder) + & ¥ H M 6,6
WHEEL KICKS TO DUCK POSITION
JUMPING JACKS (RIGHT STEP}-SAO [ Side Step (or Rewinder) + & & ¢ & 7 & H, M, M, M, 6,6,0,18,20
PAULO SPECIAL
JUMPING JACKS (RIGHT STEP}DOS SOLE | Side Step (or Rewinder) + % ¢ H 50 |
JUMPING JACKS (RIGHT STEP} Side Step (or Rewinder) + M 18
CRUNCHER 1
D U ‘
G Ve e 5 = TOTETT -
PICK POCKET stand close to opponent 3 L3 Throw 20, 10
HUMAN CANNONBALL stand close to opponent 4 2 Throw 18,12 - 1
BRING IT ON stand close to opponent’s left side $: or % L Throw 38 5.7.10.6.10 ,<
DEADEND stand close to opponent’s right side $: or 2 2 Throw 22,22 - !
SLAUGHTERHOUSE stand close to opponent’s back & or 4 X Throw b :
REVERSE THROW show your back to opponent $: or 3 Lor® Throw - Throw differs depending on the part with which you catch the opponent.
DOOR MAT YL eR & Throw 40 Tumn around after throw
LEG HOOK THROW vl 2 Throw 30 -
ROLL & CHOKE >33 3 Throw 30 l
TOWER DODGE or V) or £ (o U8 Reversal 5 |
4

Special Move without next input, back to “Lefty” standing
MOTION SWITCH “ Special Move - -
MIGRANE - LEFTY 8 HM 10, 12 -
BIG FISTS BRY H H M 6, 10, 12 back to Righty
TOE JAM - LEFTY ] H H B 21 %= to Left Flamingo to Righty
CHAINSAW KICK W H M 15,20 -
NOSE BLEEDER - LEFTY &R H 32 opponent show his side when he guards
GRAND THEFT - LEFTY B M 20 -
SCREW KICK EEET: M, H 18,20 -
ECOLI - LEFTY v L H 15, 40 opponent show his side when he guards 2nd hit to Righty
BACKLASH - LEFTY ) H 36 damage 54 at clean hit: to Righty
MISDEMEANOR E¥ H 28 opponent show his side at counter hit: to Righty
CHEAP SHOT EX H 25 -
CHEAP SHOT-R-TREAT SR€ H 25
BAD DANCER 8% H,.L 25,20 -
RIPOFF ) H 25 opponent show his side when he guards
ﬁREthLI - LEFT 8 Special Move - to Righty, show back to opponent
DISRESPECT - RIGHT during Dis-respect - Left % Special Move to Righty

AS A ‘RIGHTY’: HWOARANG

[MOTION SWITCH _ % Special Move -

LEFT FLAMINGO FAINT EXR3 Special Move without next input, back to “Righty” stance
MIGRANE-RIGHT % H H 5,8 lever forward to damage 6, 8

SLICE & DICE 8B HH L 5 8 10 lever forward to damage 6, 8, 10
HOME SURGERY BREE HH L H 5, 8,10, 18 lever forward to damage 6,8, 10, 18
LEFT RIGHT 83 H H 5,10 lever forward to damage 6, 10
REJECTED CEE: H H M 5, 10, 16 lever forward to damage 6, 10, 16
REJECTION 8RR H HH 5,10, 25 Damage 37 at clean hit

RUSTY KNIFE X M 15 to Lefty

TETANOUS 23 M 15 to Righty

BODY FLOW y e M 10 -

HOT FEET RS H H H M 14, 10, 10, 20

TOE JAM - RIGHTY ] H H 14, 10 -

HARD ROCKER %% H H 14, 20 series starting w/Hot Feet

KITCHEN SINK AaEn HHH 14,10, 10 series starting w/Hot Feet

DA BOMB RS H H,H 14, 10, 25 series starting w/Hot Feet

DA BOMB TO RIGHT FLAMINGO ] H H,H 14, 10, 10 series starting w/Hot Feet

BLIZZARD KICKS L H,HH L 14, 10, 10, 10 series starting w/Hot Feet

RUDE BOY e H M 14,17 1st hit is same as Hot Feet

AX MURDERER - RIGHTY ] H M 14, 20 1st hit is same as Hot Feet .
DOGGIE LIFT - RIGHTY H 20 -

GRAND THEFT - RIGHTY H M 20, 15

BIRD HUNTER LH A -

NOSE BLEEDER - RIGHTY H 28 opponent show his side at counter hit
CRIPPLER L 10 opponent show his side at counter hit
REPEATER 7] M 30 -

TSUNAMI KICK while standing up % % M, M 13,15 to Lefty

TORPEDO KICK B M 30 .




AS A ‘RIGHTY’ (continued): HWOARANG

* [SKYROCKET -‘ M 23
MACHINE GUN KICK (CIVIL DISOBEDIENCE) [ & & &2 & H, M, M, H 15, 12, 10, 25 -
DISORDERLY CONDUCT RER H M H 15,12, 20 to Right Flamingo. Lever forward to Righty stance. Series starting w/machine Gun Kick High
[PARTY HEARTY e H,M,H, M 15,12, 20, 15 series starting w/Machine Gun Kick High
ROCK YOUR WORLD Ceea H M MH 15, 12, 10, 20 to Right Flamingo. Lever forward to Righty stance. Series starting w/Machine Gun Kick
TOTAL OUTRAGE EEEEE H M, M H M 15,12,10,20, 15 Highseries starting w/Machine Gun Kick High
MENACE FEREE H, M, L 15127 -
MENACE TO SOCIETY BBYR H M LH 19.12, 1,13 to Right Flamingo. Lever forward to Righty stance. Series starting w/Menace
MENACE TO SOCIETY DOUBLE KICK [& & & & % % HMLHM 15,12,7,13 15 series starting w/Menace
PUBLIC ENEMY N EES M, M 17,21 -
[HUNTING HAWK EET: M, M, H 15, 14, 25
FLYING EAGLE o M 15, 28
SPIRAL TAP el M 30 -
DYNAMITE HEEL R Unblockable 40 &€ to cancel, Left Flamingo stance
ECOL! - RIGHTY v M 22 -
SPIN KICK L H 20 -
SUPERCHARGER (] Special Move - This makes 1st attack counter hit. unable to guard during charging
DISRESPECT - RIGHTY L) Special Move to Lefty, show back to opponent
DISRESPECT - LEFT during Dis-respect - Righty % Special Move to Lefty

COMMANDS DURING LEFT FLAMINGO: HWOARANG

~ COMMAND (¢ = LEVER NEUTRAL) PROPERTY 35

|MOTION SWITCH “ Special Move -

|LEFT FLAMINGO FAINT EX 3 Special Move - without next input, back to “Lefty” stance

|LEFT FLAMINGO - LEFT PUNCH during Left Flamingo * H 12 -

|LEFT FLAMINGO - RIGHT PUNCH during Left Flamingo M 12 to Lefty

LEFT FLAMINGO - STEP KICK during Left Flamingo % H 28 to Right Flamingo

LEFT FLAMINGO - CUTTER - RIGHT [ during Left Flamingo © % ] 15 -

LEFT FLAMINGO - CUTTER - LEFT during Left Flamingo & L b1 -

LEFT FLAMINGO - SNAP KICK during Left Flamingo = & M 18 to Lefty

LEFT FLAMINGO - SNAP SPIN KICK [ during Left Flamingo & & M 32 opponent shows his side when he guards

LEFT FLAMINGO - ROCKET LAUNCHER | during Left Flamingo & & & M, M, H 22,10, 25 4th attack of Machine Gun Kick High

LEFT FLAMINGO - KICK COMBO during Left Flamingo & & % 3% M, M, H, M 22,10, 20, 15 series starting w/Left Flamingo-Rocket Launcher
[POWER BLAST during Left Flamingo % Unblockable 80 &€ to cancel, Righty stance

LEFT FLAMINGO - BACK DASH during Left Flamingo & Special Step - -

LEFT FLAMINGO - SIDE STEP A during Left Flamingo % Special Step -

LEFT FLAMINGO - SIDE STEP B during Left Flamingo Special Step - to Right Flamingo. Lever forward to Righty stance. Series starting w/Left Flamingo-Rocket Launche
LEFT FLAMINGO - CANNON KICKS [during Left Flamingo & & % Special Step 22,10, 20 - |
LEFT FLAMINGO - STEPIN during Left Flamingo = M, M, H - ]

COMMANDS DURING RIGHT FLAMINGO: HWOARANG

'COMMAND (* = LEVER NEUTRAL) PROPERTY =~ DAMAGE
] Special Move -
RIGHT FLAMINGO FAINT EEES Special Move - without next input, back to “Lefty” standing
RIGHT FLAMINGO - RIGHT PUNCH [ during Right Flamingo = H 12 -
RIGHT FLAMINGO - LEFT PUNCH during Right Flamingo * M 12
RIGHT FLAMINGO - STEP KICK during Right Flamingo H 25
RIGHT FLAMINGO - CUTTER - RIGHT | during Right Flamingo ¢ % L 13 -
. |RIGHT FLAMINGO - CUTTER - LEFT | during Right Flamingo & & L 15 to Righty
(RIGHT FLAMINGO - SNAP KICK during Right Flamingo = % M 18 to Righty
RIGHT FLAMINGO - SNAP SPIN KICK | during Right Flamingo & % H 32 opponent show his side when he guards
RIGHT FLAMINGO - RIGHT KICK during Right Flamingo % M 20 counter hit = stagger
RIGHT FLAMINGO - STEPIN during Right Flamingo = Special Step - -
RIGHT FLAMINGO - BACK DASH during Right Flamingo < Special Step
RIGHT FLAMINGO - SIDE STEP A during Right Flamingo 7 Special Step
[RIGHT FLAMINGO - SIDE STEP B during Right Flamingo Special Step

THROW: YOSHIMITSU

L TR

A

REVER show your back to opponent & or 3 or ¥ Throw - Throw differs depending on the part with which you catch the opponent.
JUMPING BODY SLAM stand close to opponent & Throw 30 Turn around after throw

stand close to opponent 3 Throw 30 -

stand close to opponent’s left side & or % Throw 15, 26

stand close to opponent's right side & or 8 Throw 15,25

stand close to opponent’s back & or % Throw 70 -

vl ey Throw 50 advantage by 26 frames

% (or ¥) 83 or & (or) ¥ 3 Reversal - -

~ COMMAND (¢ = LEVER NEUTRAL) PROPERTY PSS e B 0 s e
| CUTTER crouching &% Unblockable 20

SHARK ATTACK BLOW DD UM w M H M 40, 40, 30 -
BACK BLOW >3 H 12 Opponent shows his back after hit .
BACK FLIPPER show back to opponent :* H 15 Opponent shows his back after hit
SLAP-U-SILLY during Indian Style * M 10, 12,12, 14, 15 -
KANGAROO KICK during Indian Style % M 30
SLAPUSILLY SRR H M 12,10,10,12,12, 14,15
WOOD CHOPPER DPRE M, Unblockable 20, 18 -

R KNOCKER K M, H H M 104212 18 Delay

R KNOCKER TO BACK KNUCKLE [ % % M, H 15,12 -
FLEA 1'% ¥ to cancel Unblockable 30

AVIdHHEd



FREEPLAY

MOVE (continued): YOSHIMITSU

NAME COMMAND (* = LEVER NEUTRAL) PROPERTY DAMAGE NOTE . % SR :
AVOIDING THE PUDDLE F{or K or#) % M 25

SOLAR KICK 299 M 22 -

LIFESUCKER during Solar Kick % or during Energy Charge Throw - Recover by draining power from opponent

ENERGY DRAIN during Solar Kick = % or during Energy Charge | Throw - Heal opponent by decreasing own power

RUNNING FLEA during Flea = 9 or & € Unblockable 15,15 15 -

JUMPING FLEA during Flea & or %' or 7 Unblockable 26

SLAP-U-CRAZY EETE I M, H, M 15,12,10,10,12,12. 14 15

DEATHCOPTER TRICK ANE Unblockable 35

MOONSAULT SLAYER YYD Unblockable 15,28

BAD STOMACH €en Unblockable -

POISON BREATH any button during Bad Stomach Unblockable 35

HARAKIRI DANCE YRERBR . . Unblockable 33333

YOSHIMITSU FLASH! &8 Reverse 35 :

YOSHIMITSU BLADE! >3 M 18 +4 to sit down after counter hit (Property is throw when counter hit)
ENERGY CHARGE during Side Step « Special Move - -

ENERGY FIELD during Energy Charge = Unblockable 10

ANTS IN YOUR PANTS TO KANGAROO KICK during Flea s M 30 -

BRONZE FIST during Poison Wind % Special M 2 Series starting w/Poison Wind (Iron Fist)

STEEL FIST during Bronze Fist & M 20 Series starting w/Poison Wind (Poison Wind)

GOLD FIST during Silver Fist ¢* Unblockable 15 Series starting w/Poison Wind (Death Slash Fake)

SILVER FIST during Steel Fist % Special M 15 Series starting w/Poison Wind (Back Flip)

POWERCHARGER (] Special Move - This makes 1st attack counter hit, unable to guard during charging

FOREST LAW
NAME ~ COMMAND (¢ = LEVER NEUTRAL) ESCAPE PROPERTY DAMAGE NOTE ! i
REVERSE THROW show your back to opponent & or ¥ Kord Throw - Throw differs depending on the part with which you catch the opponent.
HOPPING FROG stand close to opponent ) Throw 30 Turn around after throw
DRAGON'S FIRE stand close to opponent $ & Throw 1,23 -
HEADLOCK KICK stand close to opponent’s left side & or % & Throw 40
BALLBREAKER stand close to opponent's right side & or 4 3 Throw 42
DRAGON BITES stand close to opponent’s back & or % X Throw 50
HEADLOCK PUNCH stand close to opponent N # 2 Throw 30
HEADLOCK DROP stand close to opponent ¥ % % 2 % X Throw 35
KNEE LIFT stand close to opponent = 2 & ] Throw 28 -
RUN UP TO DROP 28 L Throw 30 -
UPPER DODGE 8 (or&H) Reversal - advantage by 7 frames
LOWER DODGE ¥ (or %) & or &2 (or vv) % Reversal advantage by 26 frames
FAKE STEP €8 Reversal Law's special, reverse H and M punches
OR
NAME COMMAND (* = LEVER NEUTRAL) PROPERTY - DAMAGE - NOTE i
LEFT RIGHT COMBO 83 H H 5,12 Tever forward to damage 6, 12
MID KICK ) § M 21 -
CATAPULT KICK HIGH b7 (or ®or )% M 128 R25 #35 -
CATAPULT KICK LOW FlorRor2)% M 122 R15 225 ¥ to Left Somersault (M, 30)
SHAOLIN SPIN KICK S H H,H 16,12, 12 -
MACHINE GUN ARROW FEEE: H HHHH 10, 5; 5,65 successive to Rave War Combo
RAVE WAR COMBO EEEE] H, M, H 12,6,6 2nd and 3rd hit delay
RAVE WAR COMBO 2% H H 12,10 -
RAINBOW KICK VA orRor2)a M 30 damage 20 when hit opponent on the ground
DRAGON LOW KICK during crouching & L 8 Successive to Triple Head Kick
TRIPLE HEAD KICK Ve H H H 18,10, 10 -
MID KICK COMBO during Triple Head Kick 2 M 15
SLIDE KICK while crouching ¥+ N L 17
CRESCENT KICK $ 1 e H M 16, 30
RUNNING SIDE KICK DD M (stagger) 30
CHARGE POWER PUNCH 2% (77 tocancel) Unblockable 100
DOUBLE IMPACT while crouching « LM 12,21
LOW KICK TO SOMERSAULT LET: LM 7,21
FRONT KICK TO SOMERSAULT while standing up % ¢ M.M 12,21
HIGH KICK TO RIGHT SOMERSAULT |+ % H M 18,21
BODY BLOW TO SOMERSAULT bfor ) e LM 8(10), 21 -
TRIPLE HEAD KICK TO SOMERSAULT | * & &2 & & 5% LHHHM 8,10, 10, 10, 21 successive to somersault from either of 1st - 3rd low and high kick
JUMPING KICK TO SOMERSAULT T (or ® or #) 8% H M 25,25 -
QUICK SOMERSAULT “ M 25
BACK FLIPPER we or MRS M, M o, 2. 125, 29
DRAGON'S TAIL €% L p:]
RAMPAGE while crouching % ¢ LM T4
SIDE KICK TO SOMERSAULT while standing up & % H, M 28,25 .
JUNKYARD KICK ERRR M LM 12,8,22 series starting w/Junkyard Kick
BLACKOUT after supercharger * H 10 -
MUGGING after supercharger * & H, LM 10,7 -
FROGMAN Y M 25, 21 hold ¥ to lay down
DRAGON WHIP € 15 -
ELBOW SPRING KICK X3 M, M 19, 20 overhead kick starting w/elbow spring
POISON ARROW >R M 40 -
SOMERSAULT FAKE VA (orRor ) %% M 25 -
DRAGON STORM e M, M, M 12, 12 .16 2nd and 3rd kick delay
FAKE STEP =R Reversal - advantage by 10 flames when succeed-opponent shows his back
FAKE STEP BLOW during Fake Steps ¥ M 43 . .
TRICKY TRAP after Fake Step * H 12
TRICKY FIST after Fake Step * H 12
TRICKY LOW KICK after Fake Step L 15
TRICKY MID KICK after Fake Step ¢ M 22 -
SUPERCHARGER ] Special Move - This makes 1st attack counter hit. unable to guard during charging
DOUBLE DRAGON during Side Step « M, H 16, 22 -
DRAGON BACK BLOW show back to opponent * or * H 15 opponent shows his back
FAKE V7 (or € or #) Special Move - -




THROW: LElI WULONG

stand close to opponent & L Throw 30
stand close to opponent 3 Throw 30
stand close to opponent's left side & or 3 & Throw 40
stand close to opponent’s right side & or 8 3 Throw 5,10, 25
stand close to opponent’s back & or 3 Throw 50
show your back to opponent & or 4 £ or & Throw - Throw differs depending on the part with which you catch the opponent.
stand close to opponent < = % (3 Throw 33 Do not turn around after throw
2% [ Throw 35 -
*: during Art of Dragon or $ during Art of Snake 3 Throw 33 * to extend to frm 225 then to Drunken Master
% (ore) & or £ (or) 3 Reversal - Advantage by 26 frames
du Reversal Lei's special, reverse H and M punches
0
' COMMAND (+ = LEVER NEUTRAL) PROPERTY DAMAGE NOTE
\Y DEAD ¥ (orv) w Special Move -
NG KICK lying w/head toward opponent M 20
UP lying w/feet toward opponent & M 20 -
ING DOUBLE SLICER lying w/head toward opponent & % L H 7,21 damage 15, 21 when 1st hit delays
RN AROUND € (0re) v Special Move - -
INNING BACK BLOW tumn your back * H 12
BACK SPIN turn your back ¥ (or%)* I 8
RSE UPPERCUT tum your back *# M 20
RSE KICK tumn your back % M 15 -
-FLIP-FLOP tumn your back e s & M, M, M 15,15, 15 turn around
RSE DOUBLE SLICER turn your back ¥ (or?) %% LH 10, 35 ¥ or T after Ist hit to Art of Snake
SPIN T L H 10, 25 ¥ or 1 after 1st hit to Art of Snake
K & SPINNING BACK BLOW ne H,H 18,18 turn around
KICK M 30  to successive triple hit. ¥ during kick to lie down
DO KICK M 30 o successive triple hit. ¥ during kick to lie down
OR RUSH M, M, M ML 10,8,8,8 15 2nd hit delays w/1st hit damage 8
'OR RUSH & HIGH KICK M, M, M, M, M 10,8,8,8 15 2nd hit delays w/1st hit damage 8
COMBO M, M, M, H, M 15,12, 5, 17, 20 -
COMBO & LOW KICK M, M,M,H, L 15,425, 11, 10
KICK H M 35,20
2 KICK & LOW KICK H, L 35, 10 -
& LOW KICK H, L 28,20 turn around
TING LOW KICK H, M, M, L 35,12,12,8, 15 3rd and 4th hit delay
ING MIDDLE KICK 3 H, M, M, M N 32128 15 3rd hit and after delay
SWEEP v M 25 -
NCE BREAKER PR AR H, H MM 3rd hit 25 4th hit 30 guard breaker (do not hit when opponent continue guarding) limited only when opponent is in standing guard|
IX ILLUSION €% Special Move - -
ENIX STRIKER during Phoenix lllusion Unblockable 90 -
NG PHOENIX during Phoenix lllusion s & 4 & M, M, M, M 15,45, 15 15 successive to Phoenix Striker
T0 SLEEP lying on your face w/feet toward opponent M 18 lie on your face
SLEEP % & lying on your face w/feet toward opponent & % L 10 lie on your back % during ¥ to Rave Spin
ON BACK lying on your back ¥ * Special Move - lie on your face
ON STOMACH lying on your face * Special Move - lie on your back
[JUMPING KICK DDDE M 30 stagger
EP TO SLIDING KICK lying on your face w/head toward opponent % & L 15 lie on your back
T0 CANNON 4 (faint 8 flames) % & & LLM FA lie on your face
NG TREE Rora g M 15 -
NG TREE tumn your back « or 7 3 M 15
ONBALL €8 M 30
INK MASTER = & _or correspondent to opponent’s attack <> & Reversal - -
IND 5 Special Move - lie on your face w/feet toward opponent
AGGERING SLIDE during Drunk Master walk & 8 15 -
MY FIST during Drunk Master walk * M 25
RAL UPPER LE] M 18,20 -
HARGER (] Special Move - This makes 1st attack counter hit. unable to guard during charging
OF SNAKE during side step % or = &* Special Posture or: during Art of the Dragon, or " during Art of Panther, or “'during Art of Tiger, or « during Art of Crane
OR RUSH TO ART OF SNAKE . then % or v M -
R RUSH TO ART OF DRAGON 2 then 7' or & M, M
R RUSH TO ART OF PANTHER 2% then 1 or ¥ M, M, M
OR RUSH TO ART OF TIGER 2% 3 then 4 or ¥ M, M MM
OR RUSH TO ART OF CRANE 245385 then % or & M, M, M, M, M
TING KICK TO ART OF CRANE % % 25 then ¥ or ¥ H, M, M, M, M - -
ITE during Art of Snake = =t L 15, 10, 15 quit 3rd hit and = to Art of the Dragon-> after 3rd hit to Art of Panther 3rd hit delays
ISHING SNAKE during Art of Snake % % % % % H 13.10.8.6, 5,9 quit combo and = to Art of Snake
SNAKE during Art of Snake & M 21 -
KICK during Art of Snake = € 11 -
OF THE DRAGON during Art of Snake ' or 2nd attack of Razor Rush * or ++ Special Posture - or + during Art of Tiger
N ROAR during Art of Dragon * M 20 = to Art of Tiger
N SPARK during Art of Dragon * M 25 = to Art of Tiger
N BLAST during Art of Dragon & H 28 -
N RUSH COMBO during Art of Dragon s % * ¢ H,M, M, H 15,125, 11
RUSH COMBO TO LOW KICK during Art of Dragon s * * 4 % H, M, M, H L 15,12, 5,17, 20
N RUSH COMBO TO MID KICK during Art of Dragon %% *4& ¥ % H,M,M,H,M 15,12, 5,17, 10 -
OF PANTHER during Art of Snake * or 3rd attack of Razor Rush *' or v+ Special Posture - or ' during Art of Crane
ER'S PAW during Art of Panther * M bl When opponent guards, succeed to 2nd hit of Defence Breaker
ER'S SCRATCH during Art of Panther % * L H 16, 20 .
ER'S TAIL during Art of Panther & L 18 - after guard or hit to Phoenix lllusion
OF PANTHER TO BEATING MDDLE KICKduring Art of Panther s # % # & H M MMM 26,12, 12, 8,15 .
OF PANTHER TO BEATING LOW KICK during Art of Panther s # % * & H, M, M, M, L 26,12,12,8, 15
OF TIGER during Art of Dragon ' or 4th attack of Razor Rush * or « Special Posture -
'S STRIKE during Art of Tiger & M 25 .
'S CLAW during Art of Tiger »* M 26
'S TALL during Art of Tiger L 20
KICK during Art of Tiger & H 32 -
KICK TO RAZOR RUSH KICK  during Art of Tiger &% 4% * & H M M, MMM 32,10, 8,8, 8 15 3rd hit delays. in the case damage of 1st hit 8
KICK TO RAZOR RUSH during Art of Tiger - 2% 24 HMMM ML 32,10, 8, 8,8, 15 3rd hit delays. in the case damage of 1st hit 8
OF CRANE ﬂur{(ng Art of Panther *, or after Razor Rush Middle Special Posture P %
ick orv
E KICK during At of Crane % L 20




FREEPLAY

[CRANE DANCE during Art of Crane & % 2 & 21,10, 10, 15 2nd, 3rd, 4th hit delays
CRANE'S BILL during Art of Crane & 21 -
WING OF CRANE during Art of Crane 2 30
RO

SRR . ESCAPE  PROPERTY ~ DAMAGE  NOTE
ARM GRAB FLIP stand close to opponent & L Throw 30
QVER THE BACK TOSS stand close to opponent 4 3 Throw 30
SHOULDER THROUGH BUSTER stand close to opponent 8 % 2* & 3 Throw 35
SHOULDER THROUGH ARM BREAKER | during Shoulder Through Buster 2* % & X Throw 10
TRIANGLE HOLD stand close to opponent’s left side & or 3 % Throw 40
HAMMER THROW stand close to opponent’s right side & or % 8 Throw 38
REVERSE THROW show your back to opponent $: or 3 Kord Throw - Throw differs depending on the part with which you catch the opponent.
LEAPING TRIANGLE HOLD stand close to opponent’s back & or % X Throw 60 Turn around after throw
COUNTER ATTACK coespondent to opponent’s attack & or &4 - Reversal . .
LOWER DODGE £ (%) 8ororv R - Reversal - advantage by 26 frames
ELBOW SMASH stand close to opponent & N % ] Throw 50 -
JUMPING FLIP stand close to opponent 2 % ] Throw 40
BACK HAND SLAP stand close to opponent © ¥ =< % 3 Throw 15 -
ARM SNAP during Back Hand Slap - % & * 8 Throw 30 If escaped, retaliative damage 5
ARM BREAK during Back Hand Slap % & * & 3 Throw 20 If escaped, retaliative damage 5
DOUBLE ARM BREAK during Arm Break & % % 0 % 8 Throw i If escaped, retaliative damage 20
FALLING ARM BREAK during Arm Break 2* %242 % % 2 Throw 25 If escaped, retaliative damage 20
TRIPLE SLAPS during Back Hand Slap 2 & % & 2 2 Throw 1530 If escaped, retaliative damage 5
NECK CRUSHER during Triple Slaps % s % 22 % & Throw 35 If escaped, retaliative damage 5
LEG STRETCH ARM LOCK HOLD during Triple Slaps % = % & 8 2 Throw 45 If escaped, retaliative damage 5
CRAB HOLD stand close to opponent ¥ ¥ = & % Throw 15 -
HEEL HOLD during Crab Hold & % 2* % 2 Throw 20 If escaped, retaliative damage 18
LEAPING HEEL HOLD EEEY % Throw 20, 20 successive to Triangle Hold or Double Heel Hold. If escaped, retaliative
LEG CROSS HOLD during Heel Hold & % % % ] Throw 35 damage 18
DOUBLE HEEL HOLD during Heel Hold % & %8 & % ] Throw 45 -
COMMANDO ARM LOCK during Crab Hold & & % ** & Throw 3D If escaped, retaliative damage 18
BETRAYER stand close to opponent v ¥ €% X Throw 15 -
TWISTED NIGHTMARE during Betrayer 2 %2 % & 3 Throw 28
LEG STRETCH ARM LOCK HOLD during Twisted Nightmare % = % & 8 ] Throw 45
NECK CRUSHER during Twisted Nightmare % & % &2 & 8 Throw 35
ARM BREAKER during Betrayer % ¢ 22 & 8 Throw 20 -
DOUBLE ARM BREAK during Arm Breaker & % % % & ] Throw 25 If escaped, retaliative damage 20
FALLING ARM BREAK during Arm Breaker 2 %: & % # 2 Throw 25 If escaped, retaliative damage 20

MOVE: NINA WILLIAMS

(CEFT RIGHT COMBO L A H 4,10 ¥ successive 1o Lert High Kick Lever forward to damage 5, 10
BLONDE BOMB 2% or-><>* or while standing up # M 20, (30) 20 Damage 30 (45) 30 at clean hit
BERMUDA TRIANGLE CEICEIEE] H(M 4,10 (15), 15 starting w/ %% makes 2nd damage 15
JAB-ROUNDHOUSE ] H H 10, 15 -
DOUBLE SMASH B H H 10,20
JAB-SWEEP T H L 10, 10 -
FORWARD FLIP KICK YVIR (or=>DHR) M 20 damage 30 at clean hit. When attack does not hit (guarded or unguarded). damage 5 to player
LEG SLICER (COMBO) M, H, H 10, 10, 6 -
FLASH KICKS YRRV M, H, HH 10,6, 8,15 -
UPPERCUT-JAB yRe M, H 10, 15 % at the end to succeed to Bermuda Triangle
CAN OPENER ARBK H L 20, 10, 14 -
JAB TO MID KICK % or while crouching % % % S| 5,10 -
RUNNING JUMP KICK ‘ M 20 hitting standing opponent succeeds to Crab Hold
POWER CHARGE Unbl 95 -
LEFT HIGH TO RIGHT HIGH KICK H, 25,15
SIT SPIN TO RIGHT HIGH KICK L 12, 15 -
JAIL CRUSHER H(M),HLH 4,10 (15), 10, 15 starting w/ % makes 2nd damage 15
JAIL CRUSHER TO UPPERCUT HMHLM 4,10 (15), 10, 10 starting w/ 4% makes 2nd damage 15
DOUBLE EXPLOSION HM)H H H M 4,10 (15), 6, 6, 20 starting w/ %% makes 2nd damage 15
DOUBLE EXPLOSION H (M) H, M 4,10 (15), 20 Variation
L&R LOW KICK # 12,7 -
GEYSER CANNON M 25
SLICER L 10
GEYSER CANNON COMBO LM 10, 25 -
RIGHT BACKHAND BODY BLOW M 20 damage 30 at clean hit
SPIKE COMBO TO RIGHT HIGH KICK [ & % H LH 25, 10,15 -
SPIKE COMBO TO RIGHT UPPERCUT [ & % HLM 25,10, 10
SPIKE COMBO TO RIGHT LOW KICK [&5% ¥ % HEL 20,40, 7 -
CREEPING SNAKE VRAK M, H H L 10,12, 6,8 Aor ¥ during %4238 to side step *
CREEPING SNAKE TO LEFT LOW KICK[ = & ¥ & M, H, L 10, 12, 10 " or ¥ during $&2* to side step *
CREEPING SNAKE TO LEFT HIGH KICK | % & 2 & M, H,H 10, 12, 20 4 or v during %132° to side step *
CREEPING SNAKE TO RIGHT HIGH KICK]| & 2 % M, H,H 10,12, 15 can be delayed. "' or + during ¥ to side step *
SHAKESHOT during side step * M 15 not successive from * mark side step
LIFTSHOT during side step * M 15 1ot successive from * mrk side step counter it lws opponent hgher
FLASH KICK TO LEFT LOW KICK W BBEE M, H,H, L 10,6, 8,10 -
FLASH KICK TO BLONDE BOMB WRRBBRIY M, H H, H H M 10, 6, 8, 10,6, 20 -
BLONDE TO RIGHT UPPERCUT CTE] HLM 15, 15, 10 lever forward to damage 16, 15, 10
BLONDE TO RIGHT LOW KICK TR E et L 45, 157 lever forward to damage 16, 15, 7 .
BLONDE TO RIGHT HIGH KICK % HLH 5. 15, 1> lever forward to damage 16, 15, 15
HOPPING LOW KICK TO RIGHT PR RS LM 25,10 -
UPPERCUT
HOPPING LOW KICK TO LEFT MID KICK | 7 + LM 25, 15
HOPPING LOW KICK TO RIGHT HIGH KICK| / LH 25, 15
LEFT MIDDLE TO RIGHT HIGH KICK M, H 10, 15
pecial M, 8 (10), 15

|
=
-

=
—|=]

4,10, (15), 6,8

starting w/ % makes 2nd damage 15




MOVE (continued): NINA WILLIAMS

¥ or V%% LH 107, 10 canbe délayed. T or % g Beck SpinChop o cancechop and o e fep
L H, L 15, 15 lever forward to damage 16, 15
Ylordyee LM 12,10 -
EETE H LM 10, 10, 10
PDK COMBO TO RIGHT HIGH KICK [ ¥ & & HLH 10, 10, 15
LEFT BACKHAND BODY BLOW €8 H 15
WRRAIN M, H, H, M 10, 10, 6, 20
TAXE] M 24 5
while opponent is down & or & Down 20 damage 10 when not trumbling
228 or YWY M 25 .
[ EE] L 18
€ H 15 -
&R H,H 15, 18 when only 2nd attack hit, opponent shows his side
during side step % L 10 .
X H 21 :
R H 10 Range shorter than Panther Claw, property M when opponent is during crouching forward move
M 10 -
> 8 H 20 opponent shows his side
during side step * M 20 damage 30 at clean hit
YYD R H Unblockable 0 stagger
PERCHARGER ] Special Move - This makes 1st attack counter hit. unable to guard during charging
D
 |OVER THE SHOULDER stand close to opponent & 8 Throw 30
4 ULDER POP stand close to opponent 4 2 Throw 30
\GON SCREW stand close to opponent's left side & or 3% 8 Throw 45
AWAY stand close to opponent's right side & or % 2 Throw 40
RSE NECK THROW stand close to opponent’s back & or & X Throw 50
SE THROW show your back to opponent $: or % Kord Throw - Throw differs depending on the part with which you catch the opponent.
ER ATTACK to opponent’s attack €& or €3 - Reversal - Tum around after throw
T LAUNCH (X3 8 Throw 35 -
ISH AWAY stand close to opponent = = & 8 Throw 35
T & SHOUT stand close to opponent N # ] Throw 40
ULTIMATE TACKLE "L € Unblockable throw o
TIMATE PUNCH during tackle % % % % 3¢ Bord Throw 55558
 {ULTIMATE CHOKE during tackle 2 ¥ B8 XA KN X Throw 588 35
BREAKER during tackle % see Kings Throw 25
MATE PUNCH TO ARM BREAKER | Ultimate Punch x 3 % see Kings Throw A2 D
0 A 0
AT COMBO LE] HH 515 Tlever forward to damage 6, 15
INDHOUSE 3 H H 12,21 -
ICK PK COMBO H H 12,20
WEEP H, L 12,8
SE PDK COMBO H, L 58
R M, M 17,28 -
ENIX SMASHER ¥ M 33 damage 49 at clean hit
E BREAKER during crouching & LM 15,20 -
BOMB DR M (stagger) 20
STRIKE (opponent is down) during crouching down 16
BLE HOP KICK HIGH PDERN M, M, H 20, 15,25
IPLE KICK COMBO % M, M, M 20, 15,15
UBLE HOP KICK LOW : ¥ (or ) % M, M, L 20, 15,15
IMER PUNCH during crouching % M 15
IMER PUNCH TO POWER PUNCH | during crouching % M, M 15, 26
OVER during crouching % % 3¢ M, LM 15,15, 21
JAW BREAKER while crouching N 2 M 21 -
BUSTER while crouching ¥ % M, M 21,25 2nd hit delays. damage 20, 19 at delay attack
E BREAKER while crouching ¥ & & M, L 21,2 2nd hit delays
H ELBOW >98 M 15 -
RNING FIST en Unblockable 100 s
PLETE SOMERSAULT ¥ (60 flames) T & M 25 damage 15 to player
ULDER TACKLE X M 20 -
USTER H 20
IMER OF THE GODS M 32 -
PERCHARGER Special Move - This makes 1st attack counter hit. unable to guard during charging
AY Special Move - .
RBAND ATTACK M 18
HAMMER PUNCH M 15
AY & LOW KICK L 12
FIRE LM 12,15 -
D FIRE TO PHOENIX SMASHER LMM v Wy | 3rd hit delays. damage 12, 21, 19 at delay attack
D FIRE TO STONE BREAKER LML 2aa 3rd hit delays
AQ
stand close to opponent L3 Throw 10,20
Y stand close to opponent % 2 Throw 30
FLIP stand close to opponent's left side & or 28 % Throw 45
THE BUCKET stand close to opponent's & or 3 8 Throw 38
K UP stand close to opponent’s back & or X Throw 50
LE THROW during Art of Phoenix & & or & 8 Hord Throw :

AVIdHTEd

27



FREEPLAY

REVERSE THROW A show your back to opponent & or % Throw Throw differs depending on the part with which you catch the opponent.
REVERSE THROW B show your back to opponent = 23 or >4 Throw Do not turn around after throw-

SO SHOE ME EEE Throw 4

BACK LAYOUT show your back to opponent > < & Throw 17,30

DISLOCATER stand close to opponent ¥ © €2 Throw 35

UPPER DODGE &% Reversal -

LOWER DODGE YR orYs Reversal

REVERSE UPPER DODGE showing your back to opponent % Reversal

REVERSE LOWER DODGE showing your back to opponent ¥ % Reversal

MOVE STANDING: LING XIAOYU

25

NAME SO R R o R

[STORMING FLOWER 7§ M 25 damage 35 at clean Nit. Faise Salute after counter hit

BAYONET 8R H H 4,7 lever forward to damage 5, 7

BAYONET MCTWIST 8YR H M 4,10 lever forward to damage 5, 10

GREAT WALL - LEFT & M 10 -

GREAT WALL - RIGHT &R M 10

BUTTER THE BREAD (BELLY CHOP- FORWARD) | N * M 10

BELLY CHOP - BACKWARD K M 10

SINGLE FAN - BACKWARD 18 M !

SINGLE FAN - FORWARD L M b

DOUBLE FAN - FORWARD ] M 5,8

HYDRANGEA (DOUBLE FAN - FORWARD) | 7 * 2 M 5,8 12

FORTUNE COOKIE EEE M 38125

GINGER SNAP PR M 5,8

FLAPPING WINGS (SUNSET FAN) b M 1,1,7

FLAPPING WINGS ['E M 42

APRIL SHOWERS 28 H, M 8,10

MAY FLOWERS 2N H, M 8,10

SUNFLOWER while standing up * M 12

BUTTER THE BREAD Y M 15

LOTUS TWIST while crouching ¥ 3 % 10, 15

SHADY LOTUS while crouching ¥ 2 N 10

CLOUD KICK D & 25

RACCOON SWING X 13 -

FIRE DANCER while crouching & 2 % % 8,6,6,12 4th hit delays

STEP KICK D% 25 -

FLOWER GARDEN (DOUBLE MAP SWEEP) | while crouching % “ 6,10 stop at 2nd hit to Art of Phoenix

SKYSCRAPER KICK while standing up % 14 -

CYANIDE A 8 i) opponent down at counter hit

HYPNOTIST =8 . .

SPIN STICKER during Hypnotist 2* 25/30/35 damage changes depending on walk distance at clean hit: 37, 45, 49

THUNDER STRIKE during Hypnotist % 40/50/80 damage changes depending on walk distance

SUNFLOWER (WAKE UP CALL) while standing up * = 12 to face to face position

X MARKS THE SPOT >I88 e 2t opponent bounds on ground at counter hit

NUTCRACKER €% 10 opponent down at counter hit

FRONT LAYOUT > % 25 hit opponent on the ground

KNEE CRACKER €y - guard breaker opponent stuns longer at clean hit

CARTWHEEL > 8 move to opponent’s right side

CARTWHEEL D move to opponent’s left side

LEFT SPINNER “ side stepHfar

RIGHT SPINNER LX) side step-close

LOW BACK TURN while crouching ¢ « -

FALSE SALUTE % -

GREETINGS o hit w/0 damage

SUPERCHARGER (] This makes 1st attack counter hit. unable to guard during charging
- — PR

[ART OF PHOENIX TR ¥ ¥ 4 @

ART OF PHOENIX TO LEFT HANDFULL | during Art of Phoenix M 7

ART OF PHOENIX TO RIGHT HANDFULL | during Art of Phoenix 2 M 12 -

gmc(’)(F PHOENIX TO WAVE CREST - | % * or immediately after Art of Phoenix * M 14 quick start, long stun

é?){vgg PHOENIX TO WAVE CREST - | during Art of Phoenix * M 16 slow start, short stun

ﬁig \?YF PHOENIX TO WAVE CREST - [ during Art of Phoenix + * M 25 slow start, shorter stun

ART OF PHOENIX TO KNEE STABBER | during Art of Phoenix & L 15

ART OF PHOENIX TO DOUBLE BAR- | during Art of Phoenix & or % or 7 & & M, H na

REL SHOTGUN

ART OF PHOENIX TO DOUBLE SCIS- | during Art of Phoenix & or % or 7 & % M, M 15,25

SOR KICK

ART OF PHOENIX TO SKY KICK during Art of Phoenix & or %' or 7 at Landing + L 19

ART OF PHOENIX TO JUMPING PIROUETTE  during Art of Phoenix & or %' or 7 # & M 30 opponent shows his back at hit

ART OF PHOENIX TO BACK KICK during Art of Phoenix % M 23 -

ART OF PHOENIX TO FLOWER SCISSORS | during Art of Phoenix % ¢ M 23

ART OF PHOENIX TO FIRECRACKER _| during Art of Phoenix % ¢ L 15 -

é?DTEOSFTEEOENIX TO FIRECRACKER - | during Art of Phoenix % & %' L 15 rolling - far

ART OF PHOENIX TO FIRECRACKER - |during Art of Phoenix 5 & i 15 rolling - close 3

SIDE STEP

ART OF PHOENIX TO FLOWER GARDEN| during Art of Phoenix = % % 7,10 .

ART OF PHOENIX TO FLOWER POWER| during Art of Phoenix 8 12 % of Flower Power to show back to opponent

ART OF PHOENIX TO CRANE KICK | during Art of Phoenix & or ' or 7 % % -

ART OF PHOENIX TO BUTTERFLY during Art of Phoenix *
ART OF PHOENIX TO JUMP during Art of Phoenix '
ART OF PHOENIX TO BACK TURN | during Art of Phoenix =& *
ART OF PHOENIX TO ROLL BALL during Art of Phoenix - &




SHOWING BACK: LING XIAOYU

[RAIN DANCE © - -

DARK & STORMY during Rain Dance °* & % H H M 10, 10, 15 3rd hit delays
MISTRUST during Rain Dance % M 16 -

[BACK CIRCLE BREAKER (FORWARD) | during Rain Dance & L 15

BACK CIRCLE BREAKER (AWAY) during Rain Dance ¥ & I3 10

CYCLONE (LEFT) during Rain Dance = & & M 25

[BACK TAYOUT during Rain Dance <> = & M 20

ULTRA PHOENIX during Rain Dance ¥ % Special Move - -

CALIFORNIA ROLL during Rain Dance = & Special Move to crouching
SPIN TORNADO during Rain Dance & Special Move side step - far
SPIN TORNADO during Rain Dance Special Move side step - close

THROW: KING

stand close to opponent ¥ % Throw 30
stand close to opponent 4 3 Throw 35
stand close to opponent’s left side & or 8 & Throw 20, 20
stand close to opponent's right side & or 4 2 Throw 42
stand close to opponent’s back ¥ X Throw 60
stand close to opponent’s back 4 X Throw 60
stand close to opponent’s back =% X Throw 75
show your back to opponent &: or 8 LorR Throw - Throw differs depending on the part with which you catch the opponent.
stand close to opponent ¥ £ & ¢ % 2 Throw 55 Tum around after throw.
stand close to opponent ¥ 5 2 Throw 58 -
stand close to opponent = & &£ v ¥ ¥ B Throw 70 damage decrease to 35 by defensive fall
Ya X Throw 45 -
ia X Throw 15+ 45 -
stand close to opponent ¢ % ] Throw 32 by & opponent reverse w/Reverse Figure Four Leg Lock (damage 26 to King)
stand close to opponent ¥ & 2 Throw 30 -
Yy ey ] Throw 50
close to crouching opponent - & or v 2 L] Low Throw 45 -
£ {or %) %or ¢ (orw) &t Reversal - Advantage by 26 frames
corespondent to opponent’s attack € & or € 4 Reversal Reverse right kick only
comespondent to opponent’s attack € & or € 4 - Reversal - Reverse left kick only
Yol ordv Ny 2 Unblockable throw 5 opponent * to reverse and mount (no move succeed)
after tackle # % % Ko Throw 25335 after tackle %2424
after tackle % 80008 Throw 25 successive from 3rd punch, only Paul,Jin,Nina,King can reverse by
during Cross Am Lock ** X Throw 10 $242039502¢ (damage 10)
after tackle w 2890928082 Throw 20 successive 3rd punch only Nina and King can reverse by #:#:#:#:## (damage 10)
during Leg Cross Hold * & Throw 20, 20 -
stand close to upper half of opponent lying on back & or £ % [ Down Throw 28
stand close to lower half of opponent lying on back « & 8 Down Throw 19,15
stand close to lower half of opponent lying on back & 3 ] Down Throw 33
stand close to lower haff of opponent lying on back ¢ 8 Down Throw 33 -
stand close to left side of opponent lying on back ¢ ¥ or £ 8 Down Throw 0 turn opponent to lie on face
stand close to right side of opponent lying on back £ & or 2 2 Down Throw 0 turn opponent to lie on face
stand close to upper half of opponent lying on face & & or ¢ ] Down Throw 32 -
stand close to lower half of opponent lying on face ¥/ ¥ or « & [ Down Throw 30
stand close to left side of opponent lying on face [ 8 Down Throw 35
stand close to right side of opponent lying on face © & 8 Down Throw 37
stand close to opponent € % X Throw 0 3
stand close to opponent €% & ] Throw 0 ¥ input during 1-16 frames of Throw Away
stand close to opponent €% 4 & Throw 8 % input during 1-16 frames of Throw Away
stand close to opponent €% & “ Throw 10 & input during 1-16 frames of Throw Away
stand close to opponent € %% ] Throw 0 €* input during 59-63 frames of Throw Away
stand close to opponent v+ ¥ 3% 8 Throw 25 for opponent ? to escape during throw
wait 10 frames during Pile Driver % & % % X Throw 25 -
during Pile Driver % X Throw 30
at Stomach Smash counter hit ** 8 Throw 30
at Stomach Smash counter hit % % & & [ Throw 60
stand close to opponent = ¥ & 8 Throw 30 -
during Standing Heel Hold % % & % 2 Throw 30 for opponent & to escape: damage to King 10
during Indian Death Lock % & % * & X Throw 50 -
Quring Standing Hee! Hold % - % 8 Throw 3 for opponent * to escape: damage to King 10
during Standing Heel Hold # & % ¥ 3 Throw 40 for opponent 2 to escape: damage to King 10
stand close to opponent <> v ¥ % & Throw 20 .
during Am Breaker % ** 2 Throw 10, 15
during Am Breaker % 5 4 3 Throw 20
during Am Breaker to Head Jammer 5 & % & * X Throw 25

* [CHICKENFACE WING LOCK during Am Breaker 2 * 8 ] Throw 25

3 SLEEPER FINISH during Chickenface Wing Lock :# % v: % % % Throw 30 -

ROLLING CRADLE FINISH during Chickenface Wing Lock $: v 4 %8¢ 2 Throw ji] 112344444444444444444

stand close to opponent = N ** B Throw 28 -
stand close to opponent ¥ 3 %8 Throw 28 throw crouching opponent
3 during Reverse Stretch Special Bomb = 2 % X Throw 18 -
MANHATTAN DROP during Cannonball Buster « % *% 2 Throw 17
VICTORY BOMB during Manhattan Drop % 2 & # X Throw 20 y
GIANT SWING during Victory Bomb 8 & & % 2 Throw 27
MUSCLE BUSTER during Victory Bomb & % # &% 8 : Throw 32 -
CANNONBALL BUSTER during side step % (when grabbing opponent’s back, 8 or 8 Throw 18 opponent can not escape when grabbed from behind
1 left or right side)
[MANHATTAN DROP during Cannonball Buster v * % 2 Throw 17
VICTORY BOMB during Manhattan Drop % ¢ & % X Throw 20
GIANT SWING during Victory Bomb % & % 3 Throw 35
@CLE BUSTER during Victory Bomb & % 4 8 8 Throw 32




WONDERFUL CHAIN COMBO (A SERIES FROM REVERSE ARM SLAM TO GIANT SWING): KING

REVERSE ARM SLAM ; stand close to opponent = ¥ & ¥ Throw 25

REVERSE ARM SLAM stand close to opponent = ¥ 4 B Throw 25 -

BACK DROP during Reverse Amm Slam 28 % & KorR Throw 18 for opponent % to escape A, 2 to escape B
GERMAN SUPLEX during Back Drop & * 8 Throw 18 -

POWER BOMB during German Suplex % 22 & X Throw 22

GIANT SWING during Power Bomb &8 & & % 3 Throw 27

MUSCLE BUSTER during Power Bomb & % 5% & & 3 Throw 32

NOTE

[PALM ATTACK A H 6,15 Tever forward to damage 7, 10

PALM ATTACK TO ATTACK H,H M 6, 15, 10 fever forward to damage 7, 15, 10

EXPLODER M (stagger) 25 -

RUNNING EXPLODER H (stagger) 40 property becomes M occasionally

KONVICT KICK M 30 -

CAPITAL PUNISHMENT M 35

STAGGER KICK 5 817 -

STAGGER KICK Lt 471, 5,4, 3 damage changes at counter hit. 3rd hit and after are blockable
ELBOW DROP M 35 -

K'S FLICKER M 20 opponent is tossed up at counter hit

STOMACH SMASH L 6 stagger at counter hit

CROUCHING UPPERCUT M 20 -

HEAD FIRST LUNGE start H, later L (stagger) 15

FRANKEN STEINER A M 15 -

JAB UPPERCUT B8 H M 10, 12 fever forward to damage 12, 10

JAB UPPERCUT while crouching % Special M, M 5, 15 -

MOONSAULT BODY PRESS 1] Unblockable 25 or show back to opponent %

JAGUAR LARIAT 2% H Unblockable 50 -

ELBOW DROP (2] M 15 -

SPINNING UPPERCUT after Lst hit of Stagger Kick % M 10 When Stagger Kick is counter, successive from efther st 2nd 3rd hit
DISGRACEFUL KICK e H 20 damage 30 at clean hit

HEAD SPINNER [ M, M 15,21 can be delayed a little. successive

ATOMIC BLASTER turn back % H Unblockable 50 -

DEADLY BOOMERANG during side step & H 60 -

LAY OFF stand close to opponent => = % Unblockable - advantage by 16 flames

BLACK BOMB ] M 28 opponent bounds on ground at counter hit

LEG BREAKER (XK L 21 -

KNOCKOUT PUNCH during side step H 30 stagger at counter hit

SHOULDER TACKLE > M 40 -

SUPERCHARGER (] Special Move . This makes 1st attack counter hit. unable to guard during charging

\'H = 01\Vil=10

7
10 HIT COMBO — JIN KAZAMA NO. 1
YRR S FioEuied v L W LG ol SUgc Rt SNE vals datk b S i B et B

10 HIT COMBO — JIN KAZAMA NO. 2 :
: =S i S SR Lk e o “-WW T NI IR S < i 2 st . :
Command v - o 4 4 : Command o
(4 shows guard point) 3 2 | B B %8 88 | 38| 8B 38 (# shows guard point) < 38
roperty H H M H g H M M M Property
Damage 15 6 10 10 S 3 i 10 15 30 Damage
T e A A S, Bk Y R YRR BB o e SIL2 SPRC s A SRk S S gh: M5 B G B Al T ST R S o 5 .- b GBS kgl SR -4
Command i b Command SealE . 5
(¥ shows guard point) * R (¥ shows guard point) o gos BRse 32 o W & o]
Property M Property H H H H M M
Damage 21 Damage i 8 6 i 6 11
Command e g =4 . . Command
(# shows guard point) &8 % |k 8| &8 [ 83| 88 2% % 2 |% % (3¢ shows guard point) * % Y B 3
Property H H H t M M (3 H H ™M Property M M L M L M [Unblockable|
Damage 12 10 10 8 6 6 5 5 5 21 Damage 7 10 5 T 5 25 30 |
|
Command
(# shows guard point)
P -
Df:rﬁea:: P R S R B G "ﬂ_
Command -
(¥ shows guard point) o]
Property M
10 HIT COMBO — LING XIAOYU Damage 25 (when opponent is down, damage 15) —J
c I " i SR g v S e AR R S R e i SR G R RO S (R U R SR 7 [ G i
Command 2 . % o ,; 4 s AN i Command - ? »
(¥ shows guard point) PRl B |x%B 8 R | RB|wB| B 83 (# shows guard point) o'5 32 8 |x 8 38 o . % |8 B
roperty H H M M H L L M M Property H H M M H L L E M M
Damage 20 4 ; § 12 10 15 6 10 14 20 Damage ] 15 10 6 6 5 5 5 7 30
, T o S B i 2 i
Command = e § = 3 Command ; e
(% shows guard point) YRl 8 [Hs8| B [xW| N 88 (# shows guard point) 8 |& 88 B & kB B
operty L L M M L M M roperty H M ;8 L L
Dam: [ 10 12 14 10 16 21 Damage 8 10 5 5 6 30




10 HIT COMBO — FOREST LAW 10 HIT COMBO — EDDY GORDO

10 HIT COMBO — NINA WILLIAMS

T 5
Command
(3% shows guard point)
Property
Damage
Command X
(3 shows guard point) &8 32 w 8
Property H H H
Damage 4 10 6
-
[ il a6 v e T Sy
Command 3 Z 2 % ¢
(% shows guard point) Y 83| 38 Y 8|k 8| B 2 | 8| 88
rty M M H L L M L M
Damage 10 15 ] 9 5 6 5 25

Command
(3 shows guard point)

Command
(% shows guard point)
[Property
Damage
| g Rt AR s TG N
Command i
(3 shows guard point) bois 8 |x &
Prcpggy H H | 9
Damage 5 8 ¥
| FE R S R
Command
(% shows guard point)
(Property
Damage
1 Command . P
(3 shows guard point) & 32 8B |k B & 38 8 [f 83| 38 o
[Property il H M H M H H j M M
. [Damage 5 15 7 5 7 Bl 5 7 8 30
W TR 3 L B M U A e i PR F"‘ o B
Command . -
(% shows guard point) w 8B[¥% B 2 8 |% R 32 8
M
1 e

ALL ARTWORK © NAMCO

s i ARy /5%
Command N ® ) A > o0 ) Q comma"d e y W 5
(% shows guard point) M 83| 88 8 | 8| 8 |K 8| & e & 88 (+ shows guard point) BB xR B | R % | & | & 8 |Z RA &K
Property M Mo M H H L H H H M Property M, M M H H M, M M H.M M M M
Damage 10 5 6 5 ¥ 6 7 & 10 25 Damage 16, 20 28 T i8 9, 13 10 6, 6 21 15 20
below (6) becomes 5w gioe "‘above (6) becomes b L 0 \ . — —
when selecting this route when selecting this route i s 5 2 A 8 i Lo B 8 T 2 KaEY g
- - - - ] - - - - - Command Al
" L 12 2 ) S SR St B G 0] (¥ shows guard point) «©
Command 2y da " Property 4
(i shows guard point) o B | B 8 | §8 5 . Damage 13
|Property L M H M L L M “® successive to other moves
Damage 6 6 8 6 6 v 38
- - - — - 10 HIT COMBO — HWOARANG
T G s o i e T _
Command
(% shows guard point) i\( -
Property L Command from |leftFlamrhingo : )
Damage 04 (¥ shows guard point) 38 2 | 88 58 | 3T & 3% [w 88| & - o
Property M H H L M M ML H M H
Damage 12 i 10 k! 7 8 £ 10 5 42
Py BO SH > 4 Damage reduces from this damage as an Air Juggle Combo
10 HIT com — YOSHIMITSU - - ——
i & RUE S 4 8 6 T gl 8§10
i T = r Command from fright Flarhingo
o’ -1 P Sk NS L 2 R SR A (¥ shows guard point) &
Command A 4 Property M
(% shows guard point) 38 38 32 Damage 12
Property M
Damage 3
§ e et S G
Command : k 3 E
(i shows guard point) 2 38 38 %8 | % 3 X
[Property H M M H H L M [Unblockable [Unbiockable [Unblockabi
Damage 5 15 10 6 6 5 5 5 it i 30
F, G S ] B g o TE
Command a =
* |(3% shows guard point) % | 88w 38 38 bo'S
Proj H H M H___[Unblockable M
Damage 20 20 5 6 30 25

MORE MOVES NEXT MONTH!

Our Tekken 3 Expert Guid
lists for the remaining characters in the game.

oncludes next month,

with the

full moves




his special issue of FreePlay has featured one of the biggest

Tekken 3 guides in the universe! It was so big that we had to put

some of your favourite sections on hold. That’s why there’s no
Drawinz, Melting Pot and High Scores in this issue. Sorry if you
missed them, but they’ll be back with a vengeance next issue, so be
prepared. Send in your contributions now, but please don’t forget to
write on the envelope which section you want to contribute to.

LELTING POT

~ § Your favourite creative forum politely

" | made way for the Tekken 3 guide this

§ month, but it will be back next month. So
if you want to share your game idea with
the world, send it in now and you may
see it in Melting Pot in the very next
issue. After that, your idea may be cho-
sen by a developer and you may become
rich and famous overnight! Maybe.

§ 10ST WANTED

I Use the form below to tell us what you
- § are most looking forward to in games -

§ whether it’s the Dreamcast console or

Zelda 64. Remember that currently

{ available games are not included in this
4 chart - so don’t write Tekken 3 on the
coupon because we can’t count that any
more. And to those people who are
already writing in asking for Tekken 4,

§ we say, ‘Hold your horses!’

1 Hunter’s in the mood to take in

some art, but would like to dump on
a few drawinz before he goes off to

§ the National Gallery. But he promis-

es that if he likes anything that you
send in, he’ll use his contacts in the
art world to flog it - and keep the

money himself. You’ll just get a

bone for it.

"I This is your mag, and we never

forget that. We need you to con-

1 tribute your ideas for Melting Pot,

your letters to FreePlay Fan, your
‘works of art’ for drawinz, or what-

" ever you want. If you don’t want to

contribute anything, maybe you'd
like to comment on it. Tell us what
you think about your favourite mag

4 by filling in the form below.

Share the secrets of your gaming success
with your fellow readers by sending in your
best tips to our ultra-hardcore tips section.
The best of these will be selected by our
esteemed panel to feature in the mag.

We reckon most of you are pretty good at
games, but only the chosen few - those with
exceptionally high scores - manage to get
their names into this section.

Still excited about games after all these years
- or are you more excited than ever? Are you
new to games and find yourself losing control?
Let us know! Write in with your tribute to your
favourite things and we’ll celebrate with you.

FREEPLAY IS YOUR MAG.
WITHOUT YOU ITJUSTANT
POSSBLE FOR US TO GETIT
TOGETHER. S0 KEEP YOUR
CONTRIBUTIONS COMING.

A
L s 1




