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CONTROLLER FUNCTIONS  BASIC CONTROLS

|
The controller is set fo the default settings listed below. While the attacks |
are described as “punch” and “kick” below, some of the non-human
combatants use other means of attack, like bites, knives and swords.

Start - Pause Game C Buttons - ©@ Medium Punch (MP) + CONTROL PAD
gzi‘il;i‘:?ame & Medium Kick (MK)

@ Fierce Punch (FP) i Jump
© Fierce Kick (FK) |

Back Jump o Forward Jump
Move Left g | 77 M igh
1 Block High — SN Sl — Move Right
"|| B
| Block Low B Duck
*’ Duck
A Button - Quick Kick (QK)
Z Button - Use in Practice B Button - Quick Punch (QP)
(on bottom) mode to make
moves list appear

Note: This is the default setting. The controller functions can be Note: All instructions assume that your character is facing to
changed in the Option screen under “Button Setup.” the right. If you’re facing to the left, reverse the commands.

H




STORY

Jago, Spinal, Glacius, Orchid, Combo, Fulgore
and Sabrewulf join Tusk, Maya and Kim Wu in
an all new Fighting Extravaganza! KI Gold has
more Combos more characters and more fights
than any other Kl game!

GQAME SCREEN

Player 1 Life Bar ~ Player 2 Life Bar

Player 1
Super Bar Timer

Player 2
Super Bar

The Killer Instinct tournament is organized into
rounds. Each round lasts 99 seconds. During
that fime, each player must attempt to take
away both of the other player’s Life Bars by
doing physical damageto them. The first Life
Bar is green; and the second Life Bar is red.
Between Life Bars, there will be o brief pause
as the fighter who lost their Life Bar gets up off
the ground, but otherwise, the action is contin-
vous throughout the entire 99 seconds. If the
99 second timer runs out, the fighter who has
the most energy in their Life Bar will win.

During a fight, you will see the players’ Super
Bars below the Life Bars, The SUF;)&Z Bar con-
sists of litfle boxes that appear as the fight pro-
gresses. The Super Bar provides a visual refer-
ence of a player’s ability fo do Super Moves.
Super Moves are special aftacks. The Super
Bar grows when a player’s attack is blocked
by an opponent. It also grows for a player
who is being hit by cﬂocﬁ(s.




OPTIONS

There are several ways in which to play KIi
Gold. These are as follows:

ARCADE

Press START on Controllers one and two to play a two-player game.
In a one-player game, you'll choose a fighter and use them to battle
against computer-controlled characters.

TEAM

It is possible to fight with teams. Each player selects a team of
2-11 characters, and the fight is over when one of the teams has
been defeated.

TEAM ELIMINATION

This mode is similar to the Team mode, but a team member is only
eliminated if they are deféated with an Ultra, Ultimate, or they are
Knocked off o

TOUE

Two'to s can play in a “round robin” tournament.
if the fight stays on, and the others rotate.

- |

E, v

s, with a full Super Ba

k-offs only happen on the last character.

BASIC FIGHTING THEORY

This area explains the basic fighting tech-
niques. Study this section carefully before mov-
ing on. Developing a strong base for your
fighting skills is necessary to achieve
Advanced, or Master skills.

COMBO THEORY

A Combo is a series of linked attacks. The resulting Combo that you
see on the screen depends on the sequence of attacks that you per-
form. There are seven possible sfeps?or putting together a Combo:

Opener, Auto-Double /p Manual-Double, Linker,

Auto-Double / Manual Double and End Finisher. You don’t need to

know all of these techniques yet, let’s just start with the easy stuffl

OPENERS

An Opener is a move that initiates a Combo. An Opener can be any
kind of attack, or Special Move, that doesn’t knock your opponent
down, and allows enough time to do more hits before the opponent
can move. Basic Openers include Jump-in attacks, Pressures and
"Opener” Special Moves.

AUTO-DOUBLES

An Auto-Double is a single move which can be performed at certain
times in a Combo, and provides an extra hit. If you perform an
Opener to start a Combo, press an Auto-Double button to continue
the attack.

A valid Auto-Double depends on what you opened with. Using the
Auto-Double Chart, you can see that a valid Auto-Double for a FP
Opener is MP or MK. It's that simple, the Auto-Double is always one
button down from the valid Opener.




AUTO-DOUBLE CHART

QP: Quick Punch
MP: Medium Punch
FP: Fierce Punch
QK: Quick Kick

MK: Medium Kick

FK: Fierce Kick

END FINISHERS

End Finishers are Special Moves that will end a Combo Sequence.
Each fighter has four End Finishers. Performing all four End Finishers
in a single match will give the fighter a fifth End Finisher, called
(obviously!) the Fifth End Finisher. For more on the Fifth End Finisher,
see the Advanced Theory section.

THROWS

You can throw your opponents to prevent them from being defensive
fighters (Turtles!). It's frustrating when all your opponents do is sit
back, and block your attacks. Throws do litle damage, and they can
be reversed, but they are one way to stop Turtles! See each charac-
ters move list to learn their throw.

THROW REVERSALS

You can reverse a Throw by pressing the Control Stick, or the

+ Control Pad, backward and tapping your fighter’s Throw bution.
You must do this in the first frame of your opponent’s Throw. You can
use the audio to queue your reversal, foo. Perform your Reversal

when you hear your opponent’s “Throw Grunt.” Throw Reversals can
be reversed, too!

ADVANCED THEORY

This area goes a bit deeper into fighting strate-
gy- The skills are more advanced, so you should
have the basics down before moving on.

COMBO BREAKERS

A Combo Breaker is a Special Move that breaks an active Combo.
You can only break a Combo during the Auto-Double or Manual-
Double (see the master section to learn about Manual-Doubles). The
rules for breaking are very simple; If the opponent is doing a punch
move, break with your character’s Combo Breaker motion + kick, if
the opponent is doing a kick move, break with with your character’s
Combo Breaker motion + punch. For example, if your opponent does
a valid Opener, then a punch Auto-Double, when you see the punch
Auto-Double (typically two punches), do your character’s Combo
Breaker motion + kick...C...C...C...COMBO BREAKER!!!

LINKERS
Now that you know how to do basic Combos, if's
Combe bigger! This is done with the “Linker” mow
in Auto or Manual-Double, perform your characte
f ove, this will not k_nocf our opponent dow
the ormia noiKer Auto-Double, then |

d Special after the Linker to les:
ombo brokenl). '

> make the
srform-




include certain Special Moves, as well as some regular moves. With
some characters, there are ways to get seven or more Juggle hits!!

THROW COMBOS

For easy Juggling, try doing your character’s throw in a Combo!
Throws can only be done in a Combo after an Auto-Double. Notice
that the opponent will be tossed higher up than with the usual throw.
This is so that you can Juggle them!!

POP-UPS
Each character has several ways they can get up from the ground
quickly. These Special Moves are referred o as “Pop-ups.”

TOP ATTACK
You can Top Attack your opponent by holding back on the Control
Stick, or the + Control Pad, and tapping the FP, FK or MP depending
on your fighter. Top Attacks are effective against a ducking or block-
ing opponent. You cannot follow a Top Attack with an Auto-Double,
but you can follow it witk essure-Double, Manual-Double, and
certain Specialdvioy

MASTER THEORY

This area is for the elite fighters. To be a mas-
ter fighter, you must learn the basic and
advanced fighting techniques. Some of the
techniques in this area are very difficult to per-
form. There is still a lot to learn!!

COUNTERING THEORY

The main thing which separates a Master Kl Gold player from the
crowd, is understanding the methods with which you can counter
your opponent's attacks. There are several different types of Counters
in KI Gold, which are explained below.

ROCK, PAPER, SCISSORS PRIORITY

Each Character in KI Gold has three Special Moves which can be
represented by the ancient game of Rock / Paper / Scissors. If you
don’t know wzot this is, TOUGH!! Okay, the idea is that there is a
triangular relationship between these moves. “Rock” beats “Scissors,”
“Scissors” beats “Paper” and “Paper” beats “Rock”. Therefore, no
move is unbeatable!! For example, for Jago vs. Jago, Wind Kick
bec;(!s Slide, Slide beats Laser Sword, and Laser Sword beats Wind
Kick.

THROUGH PROJECTILES

Each character has a Sﬁecicl Move which can go under, over or
through projectiles. Each character also has a Super Move, which
will also perform this function.

AIR COUNTERS

Once again, it's the Rock / Paper / Scissors gamel When both char-
acters are jumping, Fierce moves beat Medium moves, Medium
moves beat Quick moves, and Quick moves beat Fierce moves. For
example, a jumping Quick Punch or Kick will ALIWAYS beat a jump-

ing Fierce Punch or Kick.




POP-UP COUNTERS

Each character has several ways they can “Pop-up,” and there are
ways fo counter all of them!! | will leave it up to you Master players
to f)i’gure which move counters which Pop-up. Once again, EVERY
Pop-up can be countered!!

OTHER SPECIAL MOVES

Remember ANY Special Move can be countered. For an example, a
jump-in Fierce Punch or Kick will beat Jago's Tiger Fury if timed cor-
rectly, but an uppercut will always beat a jump-in Fierce Kick, but
lose to a jump-in Medium Punch or Kick!

This counter stuff goes ON AND ON. (See if you figure out all of the
counters, out guess your opponents attacks, and be the Master of KI

Gold!!l)
MANUAL-DOUBLES

Manual-Doubles are very useful, but hard to master. This move can
replace an Auto-Double in a Combo, be performed after an Auto-
Double and work as an Opener. The advantage of the Manual-
Double is that it is harder to break. To perform a Manual-Double,
rapidly press Fierce Punch or Kick, followed by Medium Punch or
Kick. Therefore, each character has four Manual-Doubles, FP-MP, FP-
MK, FK-MP, FK-MK. Typically, the Control Pad/Stick should be in the
neutral position during Manual-Doubles, but some of these four will
work while either holding towards, or away from, your opponent so
that you can “Charge” your next Special Move.

PRESSURE-DOUBLE

Each character has a move called the Pressure-Double. There are
many uses for this move, it can act as an Opener, or an “Auto-
Double”, and it will even Juggle if used correctly!

PRESSURE-COMBOS

Pressure-Combos are Combos performed on a blocking opponent.
When you are doing this, the opponent cannot move, but they only
take a small amount of damage. The advantage is that Pressure-
Combos fill up your Super Bar VERY QUICKLY!! There are many
ways fo perform Pressure-Combos, but the two main methods are to
either perform a Pressure-Double into a Special Move, or a Manual-

. Move, and you will come out of your b

Double into a Special Move. The biggest Super Bar gain will be
obtained by doing the Pressure / Manual-Double into one of your

character’s “Rock / Paper / Scissors” Special moves.

PRESSURE-BREAKER

So the best Super Bar gain is from the Pressure-Combo which ends
with a “Rock }D Paper 7 Scissors” Special Move, well this can be
“broken”!! If your opponent does a Pressure-Combo which ends with
a “Rock / Paper / Scissors” move, do Your countering Special

ock stance, and counter their
Pressure-Combol! There is a lot to this part of the game. Live it, learn
it, and winl!!

ULTRA BREAKERS

Break an Ultral212! You BET!! Just perform your characters Ultra
Breaker Super Move, when the opponent’s Ultra Combo is starting,
and Boom...the fight is still on!

SHADOW COMBOS

Some characters have a Shadow / through f
this meve as an Opener, and the entire Combo

ur COMBOS
are two ways fo do “Speed-up” Combos.
utonl yon the End Finisher. Instead o
8ssing the appropriate button
ate button. Of course, this
End Finisher cannot b

nove. Just use
hadowed”!
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SLOW MOTION END FINISHERS

These look really great, ESPECIALLY at the end of a Speed-up
Combol! To do this, just do the Control Pad/Stick motion twice
before pressing the End Special button. Again, these work much bef-
ter when your End Specials are powered up to four hits!!

AIR DOUBLES \

An “Air Double” is a way to Combo someone who is jumping at you. |
All you have fo do is hit a jumping opponent, while you are jumping,
then perform the Air Double Special Move, using the strength one
down from the button you did the first hit with. For example, for Jago,
after connecting with a jumping FK, do a Medium Wind Kick. You
can then Juggle several different ways, if you have discovered them.

ULTRA

To perform an Ultra Combo, just do the Ultra Combo Special Move
at the end of a Combo when your opponent’s Life Bar is flashing
red. Ultras will be longer, based on the power of your End Special.
For example, if you have done only one End FinisKer during the
fight, the Ultra will be short. If you have done all four End Finishers,
p?us the Fifth End Finisher during the fight, the Ultra will be LONG! It
is possible to do your character’s Super End Finisher at the end of
the Ultra, for some extra hits!!

REALLY LONG ULTRAS

OK, here’s the key to the 70+ hit Ultras. Just do Parry Opener, Auto-
Double, Manual-Double, Super-linker, Auto, Manual, Super-linker,

Auto, Manual, Super-Linker, Pressure-Double, Super-linker, Pressure-
Double, Ultra motion, Super End Finisher (the Super Bar reills as the
Ultra is going on). You must have two full Super Bars, and have )
done all five End Finishers to get it around 70 hits. GOOD LUCK!!

MINI-ULTRA |
At the end of the opponent’s first Life Bar, it is possible to do a “Mini-
Ultra”. Just do the Mini-Ultra Special Move at the end of a Combo,

when the opponent's first Life Bar is empty. The only catch is that you
need to do at least one End Finisher during the match, before you

can do a Mini-Ultra.

ULTIMATES

To really end the fight with style, try one of your character’s two
Ultimates. One of these must be done in a Combo, but the other one
can be done either in or outside of a Combo (O-Combo Ultimate). To
perform an Ultimate, simply do the Ultimate Special Move motion
when your opponent is in their flashing red Life Bar.

STAGE KNOCKOFFS

In several of the levels, it is possible to knock your opponent off of
the level. To do this, you have to do certain End Specials, while
standing in a certain location in the level. Some of these include; off
of the side of Spinals ship, off the the top of Orchid’s Roof, (our
favorite) off of Kim Wu's stage and onto the train tracks in Combo’s
level. There are more, you figure them out!!

PARRY

The Parry move is a very effective way to stop an opponent’s To
Attack, or standing regular move. To Parry, just press back and hold
Quick Punch. Your character will animate quiekly.in their regular
blocking motion to warn your opponent, fter success-
fully. performing a Parry, you can perform an :
We,.or do one of the next two Parry following

ty, has an Opener whi
e hit. After performini
les instead of the nor
e following Combog




FIGHTERS

This instruction manual, while quite extensive, does
not tell all. There are literally over a million moves

EXAMPLE COMBOS
OPENER AUTO-DOUBLE  LINKER  AUTO-DOUBLE

5 Il Loser Blode (FP) Auto (MP / MK) - - Windkick (FK)
and Combos that you can perform. We strongly 2
encoUrage you 'o eXperimenr w"fh H,e di'fferenr 3% Windkick (FK) Auto (MP / MK) Loser Blade (MP) Auto (QK /QP) | Tiger Fury (FP)
fighters. You will find that some of your Special RN skl Spiter (FX) Auto (NP / MK) | — — Congueror (FP)
. . . . S
Moves act as Openers, Linkers and End Finishers. B 8o Kick (MK) Auto(QP/QK) | Web of Deoth (FP) | Auto (MP /MK) | Back Siob (0P
Follow the stages (Basic, Advanced and Master) to R fornado Kik () Auto (MK / MP) - Fireaocker (FP)
s =
:1&::: a‘ codeIEfe f"gh'e.r' f‘:!er you v’e n;,a‘;;ered =-==? Firecracker (FP) Auto (MP / MK) Tornado Kick (MK) | Auto (QK / QP) | Splits Kick (FK)
e niques escnbed n Is manuail, cha enge
. . . Mantis (FP Auto (MP / MK Cobra Bite (QP
yourself to discover more. In Killer Instinct Gold, - S i
even a Masfer can 'earn a fr].ck or two! =2 Savage Blodes (MP) Auto (QP / QK) Flip Kick (MK) Auto (QK / QP) | Jungle Leap (FK)
% |l Flik Flok (FK) Auto (MK / MP) — — Fierce Son (FP)
3 YA Tiger Slide (FK) Auto (MK / MP) San (MP) Auto (QP / QK) | Air-Buster (FK)
v [l Cold Shoulder (MP) Auto (QP / QK) — — Liquidize & Uppercut (FK)
% Pl Liquidize & Uppercut (MK) | Auto (QK / QP) Cold Shoulder (MP) | Auto (QK /QP) | lce Lonce (FP)

= Roller Cooster (MP) Auto (QP / OK) — — Behind the Back (QK)
g
=gl Skull Crusher (FK) Auto (MP / MK) Roller Coaster (MP) | Auto (QP /QK) | Powerline (FP)
5 |l Sabre Wheel (MP) Auto (QP / OK) - Sabre Flip (FK)
=,
= Sabre Spin (MK) Auto (QP / OK) Sabre Wheel (MP) | Auto (QP /QK) | Sabre Howl (QP)

i IR SkeleSkewer (MP) Auto (OK / QP) — — Skeleport (Any Kick)
=
= YA Skull Scrape (FK) Auto (MK / MP) Flome Blade (FP) Auto (MP / MK) | Reverse SkeleSkewer (MP)
Ol Cyber Dosh (FK) Auto (MK / MP) — — Eye Laser (FP)
S
(-_2
=l Cyber Dash (FK) Auto (MK / MP) Eye Laser (MP) Auto (QK /QP) | Plasma Slice (FP)




MOVE NAME
Laser Blode

OPENERS -

KEY COMBINATION
000 + WP P

NOTES
MP Linker

Tusk

- KT
=

Windkick OO0 + Any Kick QK, MK Linkers, MK Porry Opener
Ninja Slide QOO + Any Kick QK, MK Linkers
Endokuken ©OO + Any Punch ;
Fake Endokoken 000 1 o MOVE NAME KEY COMBINATION NOTES
Red Endokuken Press FP ©@ OO Release FP B \ch of Death 000 +fP Linker & Parry Opener
Air Double OO0 + Kk ; Boot Kick OO0 + Any Kick QK, MK Linkers
Throw O+ P Sl Skull Splitter (14 T
§ Reverse Throw Q4P In on opponent’s throw move Bl 5ock Siob QO000 + (P
% Tiger Fury QOO + Any Punch Pop-up Conqueror ©OO + Any Punch Pop-up
R Porry Move Q@ + Hold QP Fake Skull Splitter 000+ 0K
Sl Pressure Move O Air Double 000 + Kick
o recker 000 + Pk Thiow O+ H
Ultra Breaker 000000 + P Requires & Super Bor Blocks g Reverse Throw O +FK In an opponent’s throw move
Mini-Ultra 000 ;0K S-'é Parry Move Q@ + Hold QP
Ultra 000 + 0K = Pressure Mave QO +fP
ULTIMATE QOO + K I Breoker Q00 +P/K
0-Combo Ultimate 000000 + WP S Uitro Breaker O0C00CO00 + P Requires 6 Super Bar Blocks
el Super Ninja Slide 0000 + K Requires 3 Super Bor Blocks Linker Mini-Ulira COCO0 + WP
=l Super Windkick 0000 + MK Requires 3 Super Bor Blocks Linker Ultra 0000 + MP
el Shodow Move o000 + MK Requires 3 Super Bar Blocks ULTIMATE 00O 4 MK
g Super Endokuken 00000 +0p Requires 4 Super Bar Blocks 0-Comba Ultimate OO0000 4+ W
=0 Super Tiger Fury O0C0000Q + P Requires & Super Bar Blocks Tegl Super Boof Kick 0000 K Requires 3 Super Bor Blocks Linker
el Cnd Special 1 Windkick + FK = Super Web of Death OO00 + P Requires 3 Super Bar Blacks Linker
= Fnd Speciol 2 Laser Blode + FP E Shadow Move 0000 + K Requires 3 Super Bar Blocks
=l £ Speciol 3 Tiger Fury + FP =il Fillor of Flomes 0000 + 0K Requires 4 Super Bar Blocks
= Bl Speciol 4 Endokuken + FP =8 Super Conqueror COC00O00 + P Requires 6 Super Bar Blocks
=l Fnd Speciol 5 000 : P After Tirst 4 Enders [l Fnd Speciol | Back Stab + QP
IS fnd Special 2 Conqueror + FP
Esll End Speciol 3 Skull Splitter + FK
= I Special 4 Boot Kick + FK
=l [nd Special 5 QOO (0P After first 4 Enders

SKLHL SPUTTER

BACK S48




MOVE NAME
Iornudn Kick

KEY COMBINATION
OO0 + Any Kick

NOTES
QK MK Linker&MK Porry Opener

o=
=il Firecracker OO0 + WP P MP Linker
=l Solit Kick OO0 + K
Fake Split Kick OO0 + MK Pop-up
Fireflower Q00 + (P
Air Fire OO0 + MP/FP
Air Torpedo ©OQC + Any Punch Must Jump
Pop-up QOO + Any Punch
Air Double QOO + Punch
=l ol Top ©©
=N Throw O +FP
-_:_ Reverse Throw Q + P In an opponent’s throw move
Sl Porry Move © + Hold QP
o Pressure Move O K
Breaker Q00 4+ P/K
Ultro Breaker OOC0000 + P Requires 6 Super Bar Blocks
Mini-Ultra 000 + 0K
Ultra Q00 + 0K
ULTIMATE Co0O00 + 0K
0-Combo Ultimate COC00OQ + MK
Pl Super Tornodo 0000 + K Requires 3 Super Bar Blocks Linker
=l Super Firecracker 0000 + P Requires 3 Super Bor Blocks Linker
ﬁ Shodow Move 0000 + K Requires 3 Super Bor Blocks
el Super Air Torpedo ©OOC + MP {Jumpin Air) | Requires 4 Super Bar Blocks
=8 Snap Dragon O0C0000Q + [P Requires 6 Super Bar Blocks
egl End Special 1 Fireflower + QP
3 End Special 2 Firecrocker + FP
gl End Speciol 3 Tornado Kick + FK
N End Special 4 Split Kick + FK
o W End Special 5 OO0 + MK After first 4 Enders

SHUTRICK

FIECRACKER

TORNASD KK

. MOVE NAME

Montis

KEY COMBINATION

OO+ P

NOTES

Pop-up

R Sovoge Blades OO + MP Linker & Parry Opener
=B Flip Kick OO + MK Linker
E_.‘:‘ Air Mantis Q0 + P Jump in Air
Rl Jungle Leap OO+
Savage Leap G0 +0K
Cobra Bite L1 IR Pop-up
Air Double OO0 + Any Kick
Throw O+fP
Reverse Throw Q4+ P In an opponent’s throw move
Parry Move © + Hold QP
Pressure Move O
Breaker GO + P/K
Ultra Breaker QOC00CO + K Requires & Super Bar Blocks
Mini-Ultra o0 + P
Ulira Q0 + K
ULTIMATE Q00000 + (K
0-Combo Uliimate COoCOO0+ 0P
Super Flip Kick 00000 + MK Requires 3 Super Bor Blocks Linker
ﬁ§ Super Savoge Blodes CO0000eO + WP Requires 3 Super Bor Blocks Linker
§2 Shodow Move O00000 + P Requires 3 Super Bar Blocks
i Super Jungle Leap Q00000 + K Requires b Super Bar Blocks
el End Speciol 1 Cobra Bite + OP
= End Special 2 Mantis + FP
=il End Speciol 3 Jungle Leap + FK
vg:: End Special 4 Sovoge Leap + QK
Bl £nd Speciol 5 OO0 + (P After first 4 Enders




MOVE NAME
Fiik Flak

OPENERS .

KEY COMBINATION
OO0 + Any Kick

8. Orchid

NOTES
QK MK Linkers

Ichi 000 + MP Linker & Parry Opener
Tiger Slide QOO + Any Kick MK Linker
Tonfa Fire ©OO + Any Punch
Fake Tonfa Fire Q00 + K
San 000+
Air-Buster QOO + Any Kick Pop-up
Air Double OO0 + Any Kick
@0 Throw D+ P
= Reverse Throw G+ P In an opponent's throw move
ESl Purry Move © + Hold 0P
= Pressure Move O
Pl Breoker 000+ P/
R (llira Breaker COC0CO0 + K Requires & Super Bar Blocks
Mini-Ultra L1 1 o
Ultra 000 + 0K
ULTIMATE OO0000 + P
0-Combo Ultimate QOO + MK
paopvel Super Ichi Q000 + P Requires 3 Super Bor Blocks, Linker
gg Fire Cat 0000 + MK. Requires 3 Super Bor Blocks, Linker
SRl Super Flok 000000 + i Requires 6 Super Bar Blacks
egl End Spedial 1 Airbuster + FK
é End Special 2 Flik Flak + FK
'g End Special 3 Son + FP
a End Special 4 Tiger Slide + QK
=3 fnd Special 5 Q00 + 0P After first 4 Enders

- MOVE NAME

OPENERS

SPECIAL MOVES

END SPECIALS SUPER MOVES

KEY COMBINATION NOTES
Cold Shoulder CO0 + MP Linker
Ity Grip C00 + 0P
Liquidize & Upperat | ©OO + MK Linker & Parry Opener
Liquidize In Air ©OO + Any Kick Must Jump
Liquidize 000 + K
Liquidize & Uppercut | © OO + MK, FK Pop-up
Iee Lance [+1 1 £ Pop-up
Ardlic Blast ©0Q0 + Any Punch
Air Double QOO + Any Kick
Throw © + P
Reverse Throw Q + P In an oppanent’s throw move
Parry Move © + Hold 0P
Pressure Move O
Breaker 000 + P/
Ulira Breaker CO0O00 1 0P Requires & Super Bar Blocks
Mini-Ultra O00 + 0K
Ultra OO0 + 0K
ULTIMATE QO000O + MK
0-Combo Ultimate QOO0 + 0K
Super Uppercut Q000 + K Requires 3 Super Bor Blocks Linker
Super (old Shoulder | OOOOC + MP Requires 3 Super Bor Blocks Linker
Super Liquidize & Uppercul | ©DOOO + K Requires 3 Super Bor Blocks
Super Arctic Blast QO0000 + P Requires 4 Super Bar Blocks
Arctic Slom Q000 + 0P Requires & Super Bor Blocks
End Special 1 ley Grip + QP

End Special 2
End Special 3
End Special 4
End Special 5

Liquidize + FK
lce Lance + FP
Arctic Blast + FP
OO0 + 0K




MOVE NAME KEY COMBINATION

Sabre Wheel OO + WP Linker

Sabre Spin oD + MK Parry Opener

Sabre Spin o0 + MK Linker

Sabre Pounce GO+ P Hold FP To Delay Pounce
Sabre Flip OO + K Pop-up

Sabre Howl o0 + 0P Hold QP To Sustain Howl
Fake Sabre Howl GO + 0K

Sabre Hop Top OO or O
Air Double QO + Punch
Parry Move Q + Hold QP
Pressure Move Q+FK

Breaker L1 I W
Ultra Breaker 000000 + Requires & Super Bor Blocks
Mini-Ultra o0 + 0K

Ultra o0 + 0K

ULTIMATE Hold FK for 2 seconds ond release
0-Combo Ultimate Hold QP for 2 seconds and release
Super Sabre Spin QO0000 + MK Requires 3 Super Bar Blocks Linker
Super Sabre Wheel 000000 + M Requires 3 Super Bar Blocks Linker
Sabre Fireball QO0000 + P Requires 4 Super Bar Blocks
Sabre Stomp Jump in Air + ©DOOQ + FP| Requires 4 Super Bor Blocks
Super Sabre Flip 000000 + FK Requires & Super Bar Blocks
End Special 1 Sabre Spin + MK
End Special 2 Sabre Flip + FK
End Speciol 3 Sabre Pounce + FP
End Special 4 Sabre Howl + QP
End Special 5 GO + K After first 4 Enders

NOTES

. MOVENAME  KEY COMBINATION NOTES

TJ Tremor © (horge © + MK
Roller Cooster © (harge © + MP
Spinfist © Charge © + 0P
Skull Crusher @ Charge © + FK Pop-up
Air Tremor CoCO0 + MK Must Jump
Spinfist © (harge @ + 0P also Linker
Behind Back © (harge © + 0K Pop-up
(yclone Hold FP, Release FP Press FP to hit
Powerline Q© Charge © + FP

Stop Powerline Q +FP Player must be running
Fake Dizzy 00000 + 0K
Air Double 0 + Any Kick
Throw © + MP

Reverse Throw Q+MP In an opponent’s throw moveg
Parry Move © + Hold QP
Pressure Move O Ve
Breaker OO +P/K S|
Ultra Breaker 000000 + P Requires 6 Super Bar Blocks
Mini-Ultra © (harge © + FK

Ulira © (horge @ + FP

ULTIMATE Hold QK for 2 seconds, Release 0K
0-Combo Ultimate Q0000 K Hold forward for 1 second
Super Roller Conster Q00000 ; WP Requires 3 Super Bar Blocks Linker
Super Spinfist Q00000 + 1P Requires 3 Super Bar Blocks Linker
Shadow Move QO0000 + WP Requires 3 Super Bar Blocks
Dash Frenzy 000000 + P Requires 2 to b Super Bor Blacks
Super Tremor 00000 + MK Requires 6 Super Bar Blocks
End Special | Spinfist + QP

End Special 2 Behind the Back + QK
End Special 3 Powerling + FP

End Special 4 1) Tremor + MK

End Special 5 © (harge © + FK After first 4 Enders

Linker & Parry Opener

SPECIAL MOVES

END SPECIALS SUPER MOVES

END SPECIALS SUPER MOVES

SARRE WHFIL

SARSE 5P

SARRE POUNCE




MOVE NAME

SkeleSkewer
Flome Blade
Skull Scrope

KEY COMBINATION

OO0 + Mp
OO0 + P
O+

NOTES

Linker
Linker, Pop-up
Pop-up

”~ I' o
~

SPECIAL MOVES

Skull Spear In Air © + FK

Soul Drain OO0 + 0P

Skull Dosh Top ©© or

Skeleport QOQ + Any Kick Requires 1 Skull

Power Devour © + Hold QP

1 Skull Summon OO0 + WP Requires 1 Super Bor Block
All Skull Summon OO0 + P Requires & Super Bar Blocks
Searing Skull COO + Any Kick Requires 1 Skull

Air Double In Air € + Kick

Throw O+

Reverse Throw Q.+ In an opponent’s throw move
Pressure Move O

Breaker OO0 + P/

Ultro Breaker O0C0COQ + K Requires & Super Bor Blocks
Mini-Ultra OO0+ P

Ultra OO0 + P

ULTIMATE OO + 0K

0-Combo Ultimate CO00O0 + (P

Super Skull Scrape 0000 + K Requires 3 Super Bor Blocks Linke]
Super Flome Blode CO00 + WP Requires 3 Super Bar Blocks Linke]
Super Grim Reaper O0C0000 1P Requires 4 Super Bar Blocks
Searing Skull 000000 + K Requires & Super Bor Blocks
Stunning Skull C0000CO0 + MK Requires 4 Super Bor Blocks

End Specil 1
End Special 2
End Special 3
End Speciol 4
End Speciol 5

END SPECIALS SUPER MOVES

Reverse SkeleSkewer + MP
Skeleport + FK
Skeleport + MK
Slcefepml + 0K
o00 + 0P

After first 4 Enders

- MOVE NAME

(yber Dash

KEY COMBINATION
00O + MK, FK

NOTES
MK Linker, MK Parry Opener

Eye Laser 000 + MP P MP Linker
Laser Storm OO + Any Punch
Fake Loser Storm o000 + (P
Eye Loser 000 + P MP
Plosma Slice QOO + Any Punch Pap-up
PN Electro Flect OO0 + Hold QK
g Air Double QOO + Punch
== Porry Move Q@ + Hold QP
=3 Pressure Move O
el Breaker Q00 4 P/K
Sl Ulira Breaker 0000000 + P Requires 6 Super Bar Blocks
Mini-Ultra Q00 + 0P
Ultr QOO + 0K
ULTIMATE Qo000 + MK
0-Combo Ultimate Qo000 + WP
Inviso QO000 + K Uses Super Power os you move
eell Lock On o000 + 0K Requires 1 Super Bar Blocks
= Triple Laser Storm o000 + 0P After Lock On
bl Air Eye Loser 000 + P Requires 1 Super Bar Blocks
§ Plosmaport QOO + Any Punch/Kick | Requires | Super Bar Blocks
=0 Super Electro Flect 0000 + 0K Requires 3 Super Bor Blocks Linker
Super Cyber Dash QOO0 + K Requires 3 Super Bor Blocks Linker
gl End Special 1 Cyber Dash + FK
S End Speciol 2 Eye Laser + FP
el End Speciol 3 Loser Storm + MP
= B Special 4 Plasma Shice + FP
S End Speciol 5 QOO + (P After first 4 Enders

CYBER DASH

IYE LASIR




IMPORTANT

WARNING: Copying of any Nintendo game is illegal and is strictly prohib-
ited by domestic and international copyright laws. “Back-up” or “archival”
copies are not authorized and are not necessary to protect your software.
Violators will be prosecuted.

This Nintendo game is not designed for use with any unauthorized

copying device. Use of any such device will invalidate your Nintendo prod-
uct warranty. Nintendo (and/or any Nintendo licensee or distributor) is not
responsible for any damage or loss caused by the use of any such device. If
use of such device causes your game to stop operating, disconnect the
device carefully to avoid damage and resume normal game play. If your
game ceases fo operate and you have no device aftached fo it, please con-
tact your local authorized Nintendo retailer.

The contents of this notice do not interfere with your statutory rights.

This manug

nfed matter accompanying this game are protected
by dom ’

ational copyright laws.

he re i this game without permission of Nintendo or its licensegs
£ ; 3 28

mation or assistanc
r Assistance Hotline

WARRANTY AND SERVICE INFORMATION ™

3-MONTH LIMITED WARRANTY

(For Hardware, Game Paks, & Accessories)

Nintendo of America Inc. (“Nintendo”) warrants to the original purchaser that the product (hard-

ware, game paks and accessories) shall be free from defects in material and workmanship for o

period of three (3] months from the date of purchase. If o defect covered by this warranty occurs
during this three (3) month warranty period, Nintendo will repair or replace the defective product
or compenent part, at ifs opfion, free of charge.

ADDITIONAL 3-MONTH LIMITED WARRANTY (Hardware only)

Nintendo warrants to the original purchaser that the hardware product shall be free from defects
in material and workmanship for an additional three (3) months beyond the original 3-month war-
ranty period described above. If a defect covered by this warranty occurs during this additional 3-
month warranty period, Nintendo will repair the defective hardware product or component free of
charge. The original purchaser is entitled to this additional 3-month limited repair warranty only if
the Consumer Proof of Purchase Card (atfached to the hardware packaging when sold) is returned
promptly after the date of purchase to Nintendo by the original purchaser or the original purchas-
er's refailer.

WARRANTY SERVICE OR REPAIR/SERVICE AFTER EXPIRATION OF WARRANTY
You may need only simple instructions to correct any problem with
your product. Call the Consumer Assistance Holline at 1-800-255-3700 rather than going to
your retailer. Hours of operation are 6 a.m. to @ p.m., Pacific Time, Monday - Saturday, and 6
a.m. to 7 p.m., Pacific Time, on Sundays [fimes subieci 1o change). If the problem cannot be
solved over the telephone, you will be referred to the nearest NINTENDO AUTHORIZED REPAIR
CENTER™ or you will be offered express factory service through Nintendo. In some instances, it
may be necessary for you fo ship the complete product, FREIGHT PREPAID AND INSURED FOR
LOSS OR DAMAGE, to the nearest service location.

WARRANTY LIMITATIONS

THIS WARRANTY SHALL NOT APPLY IF THIS PRODUCT: {a) IS USED WITH PRODUCTS NOT
SOLD OR LICENSED BY NINTENDO (INCLUDING, BUT NOT LIMITED TO, NON-LICENSED
GAME ENHANCEMENT DEVICES, ADAPTERS, AND POWER SUPPLY DEVICES); (b) IS USED FOR
COMMERCIAL PURPOSES (INCLUDING RENTAL) OR 1S MODIFIED OR TAMPERED WITH; [c) IS
DAMAGED BY NEGLIGENCE, ACCIDENT, UNREASONABLE USE, OR BY OTHER CAUSES UNRE-
LATED TO DEFECTIVE MATERIALS OR WORKMANSHIP; OR (d) HAS HAD THE SERIAL NUMBER
ALTERED, DEFACED, OR REMOVED.

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY
AND FITNESS FOR A PARTICULAR PURPOSE, ARE HEREBY LIMITED IN DURATION TO THE WAR-
RANTY PERIODS DESCRIBED ABOVE (3 MONTHS OR 6 MONTHS, AS APPLICABLE), IN NO
EVENT SHALL NINTENDO BE UABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES
RESULTING FROM THE BREACH OF ANY IMPLIED OR EXPRESS WARRANTIES. SOME STATES
DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS OR EXCLU-
SION OF CONSEQUENTIAL OR INCIDENTAL DAMAGES, SO THE ABOVE LIMITATIONS MAY
NOT APPLY TO YOU.

This warranty gives you specific legal rights, and you may also have other rights which vary from
state to state. Nintendo’s address is as set forth on the back cover of this manual.

This warranty is valid only in the United States.



NEED HELP WITH AN INSTALLATION,

MAINTENANCE, OR SERVICE?*

:

AUTHORIZED REPAIR CENTERS®
1-800-255-3700

(Nintendo

NINTENDO OF AMERICA INC.
P.0. BOX 957 REDMOND, WA 98073-0957 USA

PRINTED IN JAPAN



