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CoNTRolS & BASIL MoVES

BackSlash &8 N BackStrike

Jump
ump

Back

Jump
Forward

WalkBack/ YWalk

Blgck l*'m'w;li'li

SELECT START

. {}Hum'.u
Low : =
.. .r .:-.i'. I_-
, , <3 R
o I L r "3::"""' w S J
Porind E"L i L rf. {1'3:%:

t.-*"' . s d ﬁ:: -3' f )

Note: Cﬂntrols assurne player 1S facing rlght. if player 1S facmg Ieftf

L
L %
reverse left and nght commmds aes : L o
ks B . i . B g
- : e ‘:":1 . Ly . 1 ."r.::_'. e g
“‘- S - ."- "'_.- ""-.i."'. s '::.!i--h a._l- _.-J- _‘T*"- 1: r'r " I"f‘ 1-_1-‘...1' _!.
A O A AL W o
G r L F T A - .
FOREHAND. . G & g %
O l l\ Lr "--1-\ A, L R ; B
"‘“ t S | '-".".-:

ForeSlash: A forehaﬁﬂ awﬁig (,hat is fast but does Jess damage. %
ForeThrust: A forehanﬁ"‘_ ? ﬂ;attsmedlum speed. and do&s., : ﬁ._,;ﬁ
medium damage. R R R et o 35 s

g __. 'q_-'- :‘_r
I. » "
il

ForeStrike: A forehand swing that is slow but do‘es} mbm damage
BACKHAND SR
BackSlash: A backhand swing that is fast but degs bss ﬂamage
BackThrust: A backhand swing that is medium sfj,_""' | and cfoes
medium damage. et AT N
BackStrike: A backhand swing that is slow but ﬂt}es mm damage

J'\.

-'\'|
L
i

iy
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3 TlP When you press and fiold down a button, you may have two

toNTRolS & BASIL MOVES

g

’ ) SHCT . J}}T
TIP: To activate any swing, you must press and release the button.
A swing will not be activated-until you release the button.

g, 'LJ-
" ol

options. You.can either release the button to do a regular swing, or

do a co‘ﬁﬁ'ﬂllé'r motion to start a special technique.

Nﬁte: SKip to page 32 for more advanced tips on the weapon-to-

weapon fighting system!



1) Insert your WEAPONI.ORD Game Pak mto your Super NES
and turn the powcr on. s

2) When-lﬁe uﬂe screempﬁzhrs. Qress Slart Nt
- pEel
E?'_,lv '-Th - i _" f o _‘ . ‘- '.'|: * ""- \_l: %" ., L ::.:' :--:L-‘:‘:::*‘ﬁ‘yf:;\::i:;
..:3:.: 'f'. ?l :_; :

3) Choose ﬁom_, orie'Of(he fﬁ!lowing selections:

STORY MODE "=
ARCADE MODE
VS MODE
OPTIONS

3) For a quick start, we suggest you choose the ARCADE
MODE. In ARCADE MODE you can cithét play against the
computer or a second player, just like an arcade fighting game.

4) For more details on the different selections, see_the'MODES
AND OPTIONS section of the manual on page 8.
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tHEe SteRY of WEAPON|ORD

B
In an age of conquerors, the emplre,,df theel?emnnl,ord Raith arises.
Destroying all enemies in direct une-on-tmé- cambat the Demon strengthens
his grip on the empire. Rulmg the !and by a slnct and tmrc:less Warnor S

Code, the DemonLord fe:gns supreme de

: &e ‘.h,, LI
THE RROBMEONG © e g
It was during his time of conquest. that the Demun heard what came to be
known as The Prnplwcy He ne 4
prophet. The old man gnpped hﬁmand furﬂsaw o ;
“When the night turns v:almf Gﬂ& the moon bleeds, grq)ped by the =
skefemf ﬁngers of deab‘t. a i'hdd shall’ be born under the Warrior's Moon.
When this child Mwe.r tﬁg;ehaﬂenge of adaimance. it will rise to face
the Demon in cambdr.. am{ the Lord of Deman,t waii faﬂ by the hand of the
WEAPONLORD ' -

mr_. WEAPONL ORD A
Late-.r that night, in the hean of a suﬁng\e bllt Spe

W
.....

spectacular Tunar eclipse
known as the Warrior's Moon a powerful fom was ilnleashed The
Demon against the adﬂce of his gmeralg wtlull all the children born that
mght, took no. action ar(d waited for tln,sWeaponLord to come. For the
’DcMOhLord Ralth was a true wanipr"éven evil can have honor.
Twu-and-a-hali decades have passed; the time has come as the
DemonLord prepares to meet his destiny. Not afraid to face his foreseen

- doom, 1 the Demun plans a grand tournament of champions. Spreading word
of mhcard—of fortunes across many lands, he lures the world’s greatest

gladtators to the fournament. One of the top contestants should be the
Weaponl..ord a simple but solid plan to force a final confrontation...
The Demon's plan works well, perhaps too well. Out of hundreds uf

~ contestants; six fighters born under The Warrior’s Moon have risen to the

top of the tournament, each entering for different reasons, each a
magnificent fighter, and all unknowingly on a collision course with

destiny....
By mastering one of the six characters, only you can fulfill The

Prophecy and become THE WEAPONLORD!



SPECIAL TECHNIQLE TRAINING

In addition to the basic mav&; c?&ry character is equipped with up to ten
special techniques. These mﬂﬂ:s require more than a simple button press.
There are two types of spccsabtechmques, Huld ann and Instant-Motion

mﬂves i ¥ ‘:-.' '_r' -(- -r-" -."" " i 3 - . .'.r-f' .
TR '_i:ﬂ;, s SR
-t& R A A

'l-\- s

ll()ﬁnmm‘sﬂ\ ‘»1()\ kS 3 E:L,, S ! %M:_j <
A Htﬂd—l’.‘lown Mov& rcqulrcs yﬁﬁ.wﬁold duwn “the ton an n do a
.h.-:.é'-:;‘_*; ;:r 5

cnntroller motion.

For example, to do Korr's Tarok Stﬁkq;"{fau hold dqvgp the ForeThrust or
ForeStrike button, then du a senu-cutle fmm Down Back 10 Fnrward
Here is a diagram of this : muve "* S e

Hold

F-Thrust. 7/
or F-St_rike'_ N .._-'

TIP: Once yﬂu press and hold dnwn a button, hnlif :jown the buttom

indefinitely until you dﬂthe spemal tcchnlquc Sl 22 R ;
TIP: Not all special techmques are described m thls nmnual Expenment %
with new motions to find extra moves' | AR o S T _;;;1*.:r’_13 ]
CHARGE MOVES L 5 pletale LT

A Charge Move involves holding the controller in Gm: dlrecuun for
approximately one second, then pressing the contmﬂf:r in the opposite
direction to unleash the move. You may be requlred to hold down a button
before or during the move, or push a button after lﬁe move. Fur,example,
~to do Zorn’s Hell Grinder, you Charge Back for one second, then. push
Toward and hit B-Thrust or B-Strike. Here is a diagram of thlsmove

Charge Push
Back O
1 Sec.
B-Thrust
or B-Strike

¥ .
bl & ‘-‘_ .

i
Po L
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SPECIAL TELCHNIQUE TRAINING

Sl
- L

NOTE: All diagrams assume your chardeter is facing right. If your
character is facing left, you must reverse Ieft and right commands.

ol
.F 1 ;
"‘1-.‘“' o -5

INSTANFEMO! 1; ON MOVES ;}f | |
An Instant-Motion N mre requires };ou to ﬂo a cnntmller motmn And:
then mmmdmtafy prcss a button. Kb S

§
=

’T'HRU";I Bl (](I\b | NN
~ Every character has umque spec:al leehmqueshbut one specml move

g ﬂ‘lat all.characters can do is the Thrust Block. While the normal block

is asafe and easy way o block, itis an‘your most effective defensive
:u'wire-— and itmay not stop all ;tttack.ﬂ ‘A Thrust Block is an offensive
block which can get you out.of trouble and turn the tide of the fight. There

'_ are-four d]ffgremThm'i! Blocks, shown below.

Hoi@.—_';'_'. ' 'Hold Hold
| . B.Slash B-Slash

- or F-Slash or F-Slash

_ -Stahding High Stundmg M:d Standing Low Crouching High
- Thrust Block Thrust Block Thrust Block Thrust Block

7



MODES anp oPTIoNS

.-i'

When you begin Wcapon].,oﬁ. yuu can view the introduction, hold down
any button to speed up the te;t, or press Start to skip to the title screen. At
the title screen chmse from tha followmg ﬂptmns

STORY MODE %"} AR@AQ@MODE vs MODE 5 OPTIONS

: o & § S E' f
N | (}RY ;Vloi)p _ i f <, _ .; el ,‘*L
In the one-player STORY: MC!DE, yém must pick one character and stick
wnﬁ that hero from beginning to end.ﬂ"uu will battle in the DemonLord’s
tournament and learn more about: ycnir nharacter s history and motives,
You will receive four continue opportunitiesif you lose at any time during
the tournament. If you manage to defeat the Demon and become the..
WEAPONLORD; be forewarned that you @Lno; see axﬂmplete endmg
unless you select’ at least the Bal:banan dtfﬁclﬂty“scmnytn the OPTIONS

MODE

. HOLD DOWN ANY: BUTTON TO SPEED UP STORY
TEXT/SCREENS =
* PRESS START TO BYEASS STORY TEXTISCREENS

ARCADE '\I()l)l ~
This mode plays just Ilke any arc&de A
fighting game. In a one-player game yuu b ;
will fight your way through the |
tournament. You are allowed to switch
characters; however, you will not see a
complete ending in this mode. Play the
STORY MODE if you want a full
ending!

A second player can join in the action any time. =



" +HIT A'TO GO FORWARD A SPACE
- 0+ HIT X TO GO BACK A SPACE ..
_ “MOVEUP AND DOWN TO CHANGE

MODES anvp oPTIONS

VERSUS MODE e o
VERSUS MODE is the best option: (0 chDDsc for a
two or more player competition. A screen wﬂl
appear with slots for up. to eight players: | Enter
cach player’ s mltlals next 10 their appmpﬂate slot,

» MOVE LEF[‘ AND RIGHT TO CYCLE
THROUGH THE LETTERS
* HIT B TO ENTER THE LETTERS

3 - BETWEEN PLAYERS

Once every player's lmual_s are entered, scroll _
down and choose between the following options:

_SINGLE GAME MATCH . oot J
In the SINGLE GAME modc two players wﬂl fight a normal game. The

" winnerstays to challenge the next npponnnt. the loser rotates out. The

’,cumputcr will annﬂunca whose turm it w b}' displaying their initials.
ln the MATCH moda wyou seleet euther a 2 out of 3, 3 out of 5, or'4 out of

7 series. This 1s an extended’version of the normal

SINGLE GAME: Again, the computer will keep

- . a8 : Y .7
track of'whoseturn it is to challenge the defending & 132 »
~ barbarian champion! i
The computer will also keep track of wins and €l.79 € .79
logses on this Stats screen. w -

NOTE:_ Once you have picked your stage, hold
“down SELECT and then press START if you wish to change your
~Handicap'or Key Setup.



MODES ant OPTIONS tont

.'..-h' - b
—

OPTIONS MODE =~ %8 Ty
The OPTIONS MODE cmbles
players to globally changc many
important sgiings . R
WEAPGNL@RD Thc mamh ?-"',..r;
{}pllOﬂS e

DIFFICULTY

TIMER
STEREO/MONO
KEY SETUP.
PASSWORD

e

To adjust any seumg in the Options mode, mpvg the cumﬂr to htghh;,ht it,
then press the A and B Buttnns

DIFFICULTY: There are four dlihuulty ﬂcltmgs Fmrn easiest o hardast
they are Adventurer Warrior, Barbarian, and WarLord. Rcmember, you,
must play-at the Barbanan setllng in the Stur}‘ mode o $ee a cnmpletﬁ;
ending! ROSER I LS .

TIMER: You can turn the umer f:lthcr on or nff o |
STEREO/MONO: Change lhls accordmg o your speakcr set-up

VOLUME: Use this option to Chl}{}SE mthcr louder musn: or luudcr
sound effects. -

KEY SETUP: This enables you to reassign any {}f the butlnns for the
swings. The default settings are: | . -

BackSlash: L ForeSlash: Y
BackThrust: X ForeThrust; B
BackStrike: R ForeStrike: A

PASSWORD: As you progress in WEAPONLORD, you wull receive
passwords. If you have one, enter it here!

10






KkoRR

Barbm‘iun Mas-tef‘ warrijer

Agé 25 | = - e &
Weapon. Broad Sword ,.,ﬁ{.;-”" z ;-w g
Kt 8, most glfted
swordsman to emerge: from the Tarof tﬂﬁe in f.generatrons
An‘incomparable physwa[ specimen,’ ‘Korr can defeatrfaur S R
of his mates with just a dagger. Using: hls devastatmg ,:.

Broad Sward and rﬁﬁned weapon techmgues Korr ca;g
lock blades’ wnth the best ﬁghters who have ever walked & ;;,L_ j;____,‘_ 2

! yQ Tk P
the planet! e e SR - RIS - L BN s i e e
. i "._,1." } -;’ .:-\-..I. :. . t '. - ..'. "F. i g .r--- -'.'-I'
S " B A, .,f__"" "'_--i .H" ,;'-\ ST, ; Ty ;' _"--i ':-"1'.;":' _ i T
f e ¥ ‘ "H" - W ey ., ,:i
" #__._ P !

So adept is i tﬁat thas named MaSter Wamor a %
title not bestowed on any other Tarok for two decades Z:
except for one other, Korr’s twin brother Kang Korr S
(not 1dentical) twin has been missing for many years no
one knows if he’s even alive. Korr still hﬂpes one day to
hear word of his brother King.... 5

ol ¢

L 2
L] e
" b

Korr is aggressive, but honorable and rarely Tlses any
techniques that could be considered underhanded Smce
he met the DemonLord, he is on a personal mission to
complete his training and prove his worth once and for all
by deposing this dictator of the combat circuits.

12



-~ Hold ForeThrust or FureStn ke,
o Motion Up, Up-Toward, Down.

' Gut-Slash
Motion Back, ann-Back

Tarok S'tl"ilh;e,_q_ |
Hold ForeThrust or, ForeStrike, Hold
Motion Down-Back, Down, O
F-Thrust

_1 Down-Toward, Toward.

koRR'S SPELIAL MOVES

Double Flame Strike
Hold BackThrust or
BackStrike, Motmn ann,

Down-Tmya:rd Towaggl. Dawn

% Power'Kick . £
2 i .+ Push
... Tap Back, Toward, Push - = O
3 ~'f"44"-‘?BackThrust or BackStrike. © Einx
CpRat] 7 ARSI b B<Thrust
S orB-Strike
Firestnrm hs

Push

s _"Dowt;, Down—"l"oward TDW’!I‘(] O
J/ FE-Thrust
Push Forc'!‘hrust or FOI‘ES[H](E ’ or FoStrike

or F-Strike

Other Special Moves:
Heart Strike Power Push Elbow Smash
Knee-Tarok 360° Flame Strike Power Deflect

'3
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BANE

He Lone wolt

VITAL smuaucs _ ,1 S,
Height 2,01"'_ R

T

:'f'”ds ngh (6‘ 8"§
Weight: 28 Stones (397 lb&)

Agﬁ' 23 2 LR 3
Weapons. Rock Warhammr che Hook

SEORY | S ik

_ Bane is s:mply the most bestlal vtcmus, aggressive
warrior in the taurnarnent a real dark horse who has the
raw power to rip other fighters apart limb from limb. It

- is.rumored he killed a fearsome sabretooth wolf once

" “with his bare hands and now hlS face | 1s shrouded by a

wo}f S maSk ) .:1.‘- .t'-'-"-*r ”:«.J .-_' .

“Bane! S weapon of chmce 184 glant ‘Warhammer made

g :~"'-'f:_ j._from stone. This’ crushlng weapon is two feet in length
- witha lSO—pou:ld head. Bane’s skill and agility with this
- “ warhammer belie his massive size, and his weapon

techmque 1s almost without equal.

. Bane i u-; a‘total powerhouse, and he fights with a
> ﬁcmstﬂ[')‘ fervor. In addition to his Warhammer which can

~"break skulls, Bane wields a Bone Hook for ripping
- techmques

_Currently Bane 1s stuck on a cursed mountain pass,

- forced to stand guard against his will. He must be
‘patient, for if he defeats the next fool to stumble onto

the pass, they will be forced to take Bane’s place.

'S



BANE'S SPELIAL MOVES

Skull Crusher
Hold BackThrust or
BackStrike, Muuon B&f;l;.

Berserker

Hold ﬁoreThrusi or ForeStrike, |

Motion Back, Toward | = 8 F-Thrust
Up—Toward . or F-Strike
Hanmier Blast :

Hold ForeThrust or FnreStnke, ::'
Motion Up.Back Duwn B V3

'I|
»
. -

Power Hammer = =
Motion Back, Down-Back, =
Down, Push ForeThrust or
ForeStrike.

or F-Strike

Cursed Kick

Motion Down-Forward,
Down-Back, Forward,

Other Special Moves:
Iron Fist Curse Slam The Mutilator
Head Rocker Fang Gutter

V&






DIVADA

Misfr‘ess -e{ Deot)

‘V'\n"leapf.ms«r Twm-Bladed Staff'

..-"l-'i.': e T

“}TORY ,i _ ,:_ -
Divada is a dark and mystenous-warrmr/sorceress who
combmes the black magic¢ of her spcﬂs with the cold steel
of her Twin- Bladed Staff. She is cool, calculating, :
intelligent, alluring, and lethal — a well-rounded fighter, .
never to. be nnderéstimated S Y

Divada’s sorcerery JS one of her greatest weapons. She * . -

lives in a glganftc ﬁtmnous fortress atop a high hill,:
secluded from the rest efm\llllzatlon Fewknow much =~
about this stronghold of magic, but incredible pyrotechmc o
displays often light the skies above the castle Some say -
this is the sign of Divada’s power; others say it is @ mark 7
of the wealth and riches hidden 1n the castle

Divada has already made her mark on the tournament.
Many of her foes journied to her great castle thinking she
would be an easy conquest, but Divada’s surprising
ferocity and cunning turned her foes into little more than
husks of corpses. Few know her motives and desires, but
some say that if her power was unleashed, she would be a
more fearsome ruler than even the DemonLord himself. . -

'8



“ . Push BackThrust or
“ BackStrike:

- Hold BackThrust or- -
-~ BackStnke, Motion Up, Up-
*.-.Towaxd Down.

'_ '. Psycho Bladesl SR
~.. Hold ForeThrust or ForeStrike,
- Motion Up, Up-Toward, Back.

“Down-Back, Down, Push
- ForeThrust or ForeStrike.

DIVADA'S SPELIAL MOVES

Ground Blast
Hold BackThrust or

BackStrike, Mﬂtmn Up—Back
Back, ann | s

Soul Drill
Back, Down-Back, anard

B-<Thrust
or B-Strike

Power Flip

..  B:Thrust
or B-Strike

Death Whirl
Motion Toward, -

F-Thrust
or F-Strike

Other Special Moves:

-~ Orb of Souls Heel Kick

Hell Deflect Soul Displacer
19






TALAZIA

The Bird of Prey

% VI lAl S mmﬂ‘lﬂ T e e,
3 or - R B (o S
b Height: ﬁf’gHands H oh (5"“‘10" | RE R s
3 Weight: 11.5 Stenes (163 ﬂas) e Ay
¥ v Age: 25 7 g A
7 Weapens* Claw. Shleld and Talen Blade
"a_ The llthe, beaunful and deadly Talazm has the
| presence and mannerisms of a falcon. She has the prlmal
% *instincts of a'great avian hunter, and she swoeps onto her

SR 1y fees and nps them w:thout merey...

o .‘.'-,"?f ¥
g “-:-"{5;-;_;._'-4%'-*:' Tala:aa has a penehant' fe;;bemg d lener She often
o ;1'; . climbs fo the tops of the tallest trees and stares longingly

. [into the sky. Somehew She,{knews a part of her existence
, has been stolen e

Talaz:a tramed among the best of her tribe, and to the
surpnse«ef many of the leaders, she has become the most
talemed and vicious fighter the tribe has ever seen. It
" must be the true spirit in her blood, unforgiving and
unrelentless

Talazia’s unorthodox fighting style matches her free
spirit. She wields a Claw Shield used for blocking and
shredding and a Talon Blade flying disk which can
extend to attack opponents or be used as a projectile.

2)



TALAZIA'S SPELIAL MoVES

Air Tear

Hold BackThrust or
BackStrike, Motion,, lJP.
U p—anard..Tﬂﬁrai'dr

Talon Blade =

Motmn Back, wan _
Back Push Back’l'hrust :

or BackSlnke 2 B-Fhrust <
: or B-Strike

Rl]i“Claw

Hold ForeThrust m'

ForeStrike, ‘Motion Baﬁk
Down-Back;, Dﬂwm

V3 T8 RS F-Thrtist
Down-Toward" o A

{ or F-Strike

Shadow Deflect
Motion Toward, Down-
Toward, Down-Back,
Push ForeThrust or
ForeStrike.

‘F-Thrust
or F-Strike

Other Special Moves: AR |
Prey Launch Double Talon Strike
Phoenix Strike Reverse Claw

Falcon Strike Air Frenzy

22






Welgh‘t 16 Sfmes (225 lbs,,j AT St

Age:. e NETR 45 “?fij“’m

Weapons- Iv@ry Axc and Sk Shield %

S FOR‘ ¥ ::1 'i-..: : 4]
Zom isa “Jaé‘k of—all«trades“ 16 his wmradeéa a “thief” to

= o

his accusers. But this can never be proven of course because

he’s too good at hls work Zom has dabbled in maglc and IS as

"f.-.":-"' :-'
T e

-
a"'_‘.lg -
e T
‘-# I'

strong fi ghter B

v I N < : Y il b= . L,
"‘ |.- & ?.- -'ﬂ.

-

]
l-"'w‘

Zorn loves to. lwe the hlgh life. He collects the finest

weapons and armaments and values wealth above all = =~ -'_ .'jj.
else...except maybe aﬂunng women. He thinks he'fs the:' 1
baddest ass around and will go to any length to prove hls

boasts. Maybe that’s his only weakness, he”’ s SO damn cocky

Recently Zorn acquired a particularly ﬁne_ -‘set- _Of we_apt)ns. "
He got an Ivory Axe so sharp it could splitithe hair on.a pit
beast’s back and a Bone Shield. Though others have told
Zorn it looks like a hideous orc’s skull,”Zorn1s. con‘vlnced the
shield is incredibly powertul. o

Zorn is generally a defensive fighter, but his huge ego
compels him to find ways to win. His crowd-pleasing tactics
and natural abilities have earned him a slot as one of the " =
DemonLord’s arena masters, second in status only to Jen=Ta1.:

24
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ZORN'S SPELIAL MoVES

Scream Shield

Hold BackThrust or
i BackStrike, Mmmn Tuward
,;;{;,‘ Up, anztl:d; s
_ ﬂ'iﬂ & Py “*%‘l? 5
% B e i
!' ~  Ancient Axe R
“;:i* Motion Back, Duwfi;Back"";"“ ' Iiush
+ . Toward, Push BackThrust ur O
T BaLkStnkc | _-. _?;5,:'-‘};_- B-Thrust
oA ;- or B-Strike
: .-:: : ’_L - :'. *‘:‘im -
_ Hell Grmder y _.; {5-:"'.' 3
478 .-_LChnrgc any Back posnmn Push
o 1 second, anard Push o
b ;"-';Backﬁrust or BackSlnken B-Thrust
‘ ¥ | or B-Strike
[ _HellFlre e
"Hold FureThrust ur 3 . Hold
';FureStnke Mm:on Down O
_Dﬂwn-.Tuward. Up. F-Thrust
1 P or F-Strike
Axe Tnp o 5 e )sf‘\m Push
Motion Back, Dﬂwn-Tuward | ‘ﬁ M o
' Down-Back, Push S O
ForeThrust or ForeStrike. ﬂf'g_ g::ﬁ:e

Other Special Moves:
Shield Crack Roll

Corpse Striker Axe Lift

Demon Axe 25
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JEN-TAI

the war Queen

VITAL :TAI‘ISTICS : -»

,-.,-i}mﬁr-?‘
Hengﬁt 205 I‘Iands ngh {6“’1;3") e
Weight: 19 Stores (265 lbs:) ity
Age: 25 K §d L
Weapons: Fa]chon and Spikcd Sh:elcl

st ORY

0ut of all the a-.rena masters, Jen-Tal IS satd to be the

_DemonLord’s most favored. She is the tallest, strongest,
LS 'most Imposing wartior ever to enter the battle circuit. She
5 .;--?éparl:mpates in the tournament as the final challenge
7 contestants | must f&ce before they reach thc -great DemonLord
O himself! | 2

uuuuu

Jﬁn-Ta; started Her career as a mercendry, selling her Sword

‘ to whoever could afford it. She was a soldier of fortune,

Y2 conquermg har enemies and achieving the glory due her.

Eventually Jcn-Tal s path led her to the great arena fighting
c1rcu1t Jen-Tai decided to retire from her career as a
mercenary and join the arenas for the sake of her love for

- swordplay. -

Noble and proud, Jen-Tai values honor above all else. She
has no desire for violence or killing; the thrill of combat and
bettering herself is all she lives for. She usually does not kill
her opponents, instead sparing their lives so that they may
learn lessons from her and return to challenge her again.
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JEN-TAI'S SPELIAL MOVES

Shield Smash

Hold BackThrust or Hold
BackStrike, Motion &
Down, DDWI‘I Toward B-Thrust

.or B-Strike..
Towarﬁ i S e

'a__'-;l

Reveme chk

Tap Back; Toward, Push Push

BackThrust or’ o O

BackStrike, - = o B-Thrust |
y S ‘ or B:Strike -

Deaﬂl Blade .+ -

Hold ForeThrust or Hold

ForeSlnke. Motton & | O

Toward, Down-Toward F-Thrust

Down, Toward i -Sepike

Leg Breaker 2R AR T

Motion Down, Down-"" Pughi T,

Toward, Toward, Push O VRS

ForeThrust or  ReThrust > -

ForeStrike. . or F-Strike _

Back Blade Strike

~“Hold
} or F-Strike | ... .

Hold ForeThrust or
ForeStrike, Motion
Toward, Back, Back-
Down, Down, Down-
Toward.

E-Thrust

Other Special Moves:  Aura Strike Back Hand Blast
Shield Spike Ram Toss
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ZARAK

the Demontord

VITAL ‘sl;\ll‘ﬂlbb

Height: 21 .Hands High: (’z' 1“) R i
Weight: 31 Stones (435 lm } AN SRRy,
Age:25 TR s
Weapnn' Gulllotmc (staff/axefs;:ear weapon)

SF@RY

Zarak is a consummate warlord maybe evcn more ruthless
than any who came before him. He rules his extensive empire
with an iron fist; but unlike other warlords he takes a personal -
interest in his conquests. He defeats al[ challeﬁgers in one-on-
one combat! | |

From the repulswe living spider helmet which prolects and'
aids him in battle to the evil demon’s glint of his eyes, The st
DemonLord provokes fear in all but the most stalwart, o 4
experienced fighters. But most awe-inspiring of all is his
legendary weapon, Guillotine. Zarak’s own creation, this:
unique combination of staff, axe, and spear has been used
without mercy to execute all manner of men, creatures, |
beasts...even other demons. |

Zarak's fighting style is possibly the most dlverse of all the
contestants. There is not a single tactic, techmque Or maneuver
the DemonLord will exclude from his arsenal. He often
switches between aggressive and defensive stances to keep his
opponents off-guard. - e

Knowing that the Prophecy is at hand (see page 5), Zarak is
holding the great tournament to find the WeaponLord for a
final confrontation. Zarak i1s convinced that with his demon’s
powers and awesome fighting skills he has the ability'to
change destiny...maybe he is right.

aa | i



Z2ARAK'S SPELIAL MOVES

Chaos
Hold BackThrust or
|3 BackStrike, Motion .
&%~ Toward, Up, Up-Towgrd
-“;: : :
- Inferno 3 - '
_-__'-,::'.'ﬁ':'. : =4 s B P“Sh
- . Motion Toward, Down- = =
. Toward, Pown-Back, Pu;h | O
"BackThrust or BackStrlkc > B-Thrust
S or B-Strike
| ik ‘Web Rlp
e h Push
3 ‘Motion Toward Down-
' .= Toward, Down-Back, “Push o
. “ForeThrust or FnreStrike /SN N/ F-Thrust
| 3

. WebSlap

- 1 second,Hold ForeThrust

or F-Strike

Charge
Back
1 Sec.

Charge any Bacl{ position

or ForeStrike, Toward.

~ Other Special Moves:
* Warp Spider

Widow Grip
Guillotine Strike Power Vault

Power Slice
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ADVANCED TRAINING

-'3:1".'_. o

Once you’ve learned how to dn all the: special techniques, you're ready for the
next step in weapon fighting! Fotgetﬂﬁerylhmg you think you know about
ﬁghnng games, Forgﬁ aboutémdmg hits, basm blm:kmg. thrgws, etc. In
WEAEDNE'GEB._ .bu_.;!ll learnt _‘:*_eapon-ta-weapon awq_rdpllé}t,

-
‘.T - 1.-
. 'ri:f.-f-:"“‘ :f.l.
" J"

-t'...‘.-l-

rl_-¥
N -
lf'_'

KNOM YOUI& \10‘»1 :
SOH‘IE ot‘ the speclal tcchmques avgiigﬁle;to each character are l:stcd in thIS

.....

use tham isn’t explamed You must learn tlus for yﬂurself ! To help, here is a
hsmf all the categuncs of different mnves - to gwe you an idea of therr uses:

%, Guard Drop . anﬁﬂ&ike .;ﬂ,_ Thrust Blﬂck

1‘.

e

Takﬁfown ' Thmw e Powerr__: efl F;
Power. Strlke {se,veral vanatrons} g : P .
GOING WFAPON-TO-—WF.-\P()\” R '

In WEAPONLORD yml hre—qncnuraged to g0 weapon-to—weapon with )fnut

opponent (i.e. knock your hlade into their blade); Leammg whlch of your. -
swings and moves will ovcrpoweros cuunter ynur enpmy s‘sgwmgs is themnst'.._
important thing you’ll learn on'the path to becnming a WEAPONLORD "

TIP: When two weapons collide, both characters recoil.'Depending on what
types and strengths of moves were used, one character will recoil for a longer
period of time. The player whose recoil is shorter will be able to do their next
move first and thus, has an advantage. . 1R R
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= cow . e g Bl Wen o oE -

'I'h«:w.'*t are a vanet)ﬁﬂf m

ADVANLCED ’mmwwo

TIP; If yuur swing nsfstronger“than yonr npponent S sming, your raconl will
be shorter. You’ll be able to. dqaymtmxt move first. ‘While this doesn’ 1

‘-_f,{ always mean you' 1l get a free htt ?{ﬁitcm do ﬂll offcnswe move whtch
scauld lea& to a mmbo' ’““'_1,{-

Ji,'-u.r

b re P Wi ':3
4 '.-,--. B e 0,

archetypes (is descnbed aboi'e) The mﬂst

sﬂn *n-.

7 important thing'i is to Ieal:nw.fhat happens when all poss:ble cnmbmatmns of
f‘j_.fswmgs'hu each othen and use that knnw!edge to your advantagc.'

OG 'l_-.l

S i"ﬂ-!""l-l‘ | L)
-

/ -_’lflP Certain’ types OF mwes are more effective
,—-. i) than others when gomg we.apon-lu weapon. The
# | best ones can ki k ﬂSIde an enemy’s weapon
| cnmplctely'e AT

By

i ‘-“““-J

_'l..h w
il-l "

j.r
]

@ TIP: Certain moves are best used aggressively

when the enemy 1s blocking - they might knock
away their guard!

@ TIP: Certain moves are designed to be used as
“flesh attacks.” They’re good when you hit
someone’s body, but it’s not advised that you
use them against a weapon.
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coivo TRAINING

Once you know the techmques; you‘ﬂ learn to make them all flow together
for devastating attack scquences, called “éombos.’ A combo is any series of
hits which is cumpjetclr unstuppahldunbluckable afterthe first hit connects.
To be the WBA&"ONLORD 5’@_} leam dcvastatmg combos“

. ‘\!,‘*ﬂt ‘..

.l'-" v ' o "
_‘ " _+_. . A I... r."':

‘-"1. h A = {H

f 5
A N ' TR ,”-':-."*' L3 Sl s

W OJN -ONES -n,
A twa-m-une forms thc basisof n:mt gﬁmﬁqs in WEAPONLORD ln a two-
in- on%:. you start one moye and then imimed 'rely begm—,anuther move. Just

-:"'.ﬁ,
A -

g, -

as the first move connccts yaur Charactermll sklp dlrcc{l y into the next
move for two hits in sequencc X _;f:-'* SR M L g,

L
a il r ] ; o M
. - . M i
']

:'-« L

HGLD DOW wrwo m-om..k et
In a HolduDown two-in-one, you- du a normal s"wmg, then gﬂ into a; Hoid- |
Down spccml technique. For example, here is how you would do aiwu-m-

one lnml'ﬂng Kﬂrr S Doublc Flamc Strike:

Sl i

s

1) First, press and release the  2) Immediately hold dnwn thc B-Thrust or B- 'Stnkb r
F-Strike attack button. and do the motion for the Doublc Flame Strike.

L

INSTANT MOTION TWO-IN-ONES , $

Any two-in-one involving an Instant Motion speeial techmque is shghtly
different from a Hold-Down Two-In-One. The d:lferenc: iS you must
instantly do the special move, and then hit the button just as-your first swing
connects. ' "

3y B

i Ty "
L

- iy i
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oo TRAINING

B ‘I'
- k '\-j. o
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CHAIN HIT COMBOS N
A chain hit combo does not rcquireihe use of a two-in-one. Instead, you do a

series of normal moves which are so faﬁ’ln sequenc& that they cannot be

blocked after thc ﬁrstplt.z. Here’s an 1 example with Talaﬁa' 2

-
S

-
.
h

-
-i‘
3+
”;I

| £ D) Julﬁp in and do a 2} Do a quick stundmg Ok Y ﬁﬁish with a si__’,a'ﬁding
“decp?’ F-Strike just " F-Strike. R s o BeTRUSk 4
bcfum you land. R ' A E O
ShL REE TS

Dncc you’ve leamed ynur techmques ms:dc and out and you leam

. more advanced skllls such as combos, you. wlll fi nd that there are more rewards
buned in the game that are not dlscussed in th:s manual' Keep practicing and
,learn how to use all ﬂf you: special techmques in combos. (It's possible!) Also

\rleam new and: umque Ways to slatt ;mmbos You may find yourself doing the

I' "--"

mystenous Death Blﬁﬁrs and‘Death Combos if you're creative enough!

‘.'S'I‘R,-fT'EGV_HIN"I‘S

o Don't'get frustrated. In order to learn why you're losing, you must study the

game very carefully. Weapon-to-weapon interaction is key!
« Pay attention to the characters’ reactions - it will teach you what’s happening.
« If you have a hard time blocking, learn what happened and try new ways to
cuunter i, .

+ s Look for-ways to really jack up your enemy. Special Techniques may have

- multiple or hidden uses!
‘= It’s possible to damage the enemy’s weapon or cut off parts of their garments!

. #Every character has multiple Death Blows and Death Combos ~ keep
/o wexperimenting!
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uMﬁED wARRAN—w

: Namco Hﬂmetek Inc. warrants to the nnglﬁhi purchaser only that the
Game Pak provided with this nmn;nland.lﬁe software program coded on 1t
! will pcrfﬁnn in accardanc&ﬁwth the descriptions in this manual when used

& >d equipment, for a period ¢ %daﬁ ﬁ'm:mtﬁe»dﬁteﬂf

1 e/1f the program is found defective within 90 days of purchase, it
R ' J 1y the:Game Pak to | Nﬁmcoumﬁet’ek, Inc. or
g9 00f'of | purchase, Replacement of

: ' the; ﬁu gmal purchaser. (except for !he ¢mt
t ﬂ" 'r' tent uf e‘ur habﬂny N

HERL THIS WMMNW IS | : _}jJ @E iﬂcLL OTHER WAERANTIES
© ““WHETHER OML OR WRIT N, EXPRESSED QR‘MPLIED ALEL
S, 1l cwnn{g IHOSBGE R ity
LY, FITNESS FOR A PARTICULAR
MENT OF THIRD PARTY § RIGHTS T
u@TED IN DURATION TQ% DAYS ORM
CI*}%SE OF TH[S Paoﬁucr )
i.:”f ";-rf‘“i-::-L.- 4
shall not be li re fof‘@m&émamndfor
“the breac.[wl‘m xpressed or implied

.;r

4 n aﬂvput be applicable to the extent that any provision of
IS warranty.i "-'yahlbltcd by any federal state or municipal law which
annot. ) pre=¢ ,te’ This warranty gives you specific legal rights and
;ﬁq i"fialjg5 iﬁgq ﬁ&gﬁ other rights which vary from state to state.
£

{rl X :." J
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2 Namcoﬂnmetek Inc.

*" [50 Charcot Ave., Suite A

; San Jose, CA 95131-1102 U.S:A.
-'-Pl.wne 408!922 0712
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