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WARNINGS 
READ BEFORE USING YOUR SEGA VIDEO GAME SYSTEM 

EPILEPSY WARNING 
A very small percentage of individuals may experience epileptic seizures when 
exposed lo certain light patterns or flashing lights. Exposure to certain patterns or 
backgrounds on a television screen or while playing video games may induce an 
epileptic seizure in these individuals. Certain cond itions may induce undetected 
epileptic symptoms even in persons who have no history of prior seizures or epilepsy. 
1r you, or anyone in your family, has an epi leptic condition, consult your physician 
prior lo playing. If you experience any of the fol lowing symptoms while playing a 
video game - dizziness, altered vision, eye or muscle twitches, disorientation, loss of 
awareness, any involuntary movement or convulsions - IMMEDIATELY discontinue 
tise and consult your physician before resuming play. 

PROJECTION TELEVISION WARNING 
Still pictures or images may cause permanent picture-tube damage or mark tht• 
phosphor of the CRT. Avoid repeated or extended use of video games on large 
screen projection televisions. 

SEGA SATURN VIDEO GAME USE 
fhi s CD-ROM can only be used with the Sega Saturn system. Do not attempt to pl.iy 
lhis CD-ROM on any other CD player; doing so may damage the headphones and 
spcnkers. This game is licensed by Sega for home play on the Sega Saturn system only 
Unouthorized copying, reproduction, rental, public performance or broadcast of lh i~ 
g,1mc is a violation of applicable laws. 
I he characters and events portrayed in this game are purely fictional. Any similarity 
lo olhcr persons, living or dead, is purely coincidental. 

HANDLING YOUR COMPACT DISC 
□ 1'11c Scga Saturn compact disc is intended for use exclusively on the Sega Satur 11 

system. 
U Avoid bending the disc. Do not touch, smudge or scratch its surface. 
l:J l)o 110 1 IC'ave the disc in direct sunlight or near a radiator or other source of heat 
IJ Alw,,y., .,,or~ the disc in its protective case. 

ESRB RATING 
I 11 1~ prwh1c 1 11,1~ IH'C't1 rated by the Entertainment Software Rating board. For infor-

111.111011 .ii ,11111 th(• I Sl{H r.11ing, or 10 comment about the appropriateness of the rating, 
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Your Sega Saturn 

,,,-..-:;~~. 

Power---~~~"~' 00~ -""-9 
...._--,.__ / 

Control Ports ---....;::~ o::ti=== 

1. Set up your Sega Saturn™ system by following the instructions in the Sega Saturn instruction 
manual. Plug in Control Pad l (Sega Saturn Control Pad1M or Sega Satu rn 3D Control Pad™). For 
2-player games, plug in Control Pod 2 also. 
Note: fighters MegamitM is for one or more players. 

2. Place the fighters Megamix disc, label side up, in the well of the CD tray and close the lid. 
3. Turn on the 1V or monitor and the Sega Saturn. The Sega Saturn logo will appear on screen. If 

nothing appears, turn the system off and make sure ii is set up correctly before turning it on 
again. 

4. If you wish to stop a game in progress and return to the onscreen Control Panel, simultaneously 
press Buttons A, B, C and Start on the Control Pad. When the Title screen appears, press again 
to access the Control Panel. 

5. To reach the System Settings control panel, hold down the right or leh shih button 
(Button Lor R) while pressing the Reset button on the Sega Saturn console. 

lllfO(lant. Your Sego Saturn compact disc contains o security code that allows the disc to be read. Be sure 
to keep the disc dean and handle it carefully. If your Sego Saturn system hos trouble reading the disc, remove the disc and wipe it 

carefully, starting from the center of the disc and wiping straight out toward the edge. 
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Quick Start 

Can't wait to jump into the action? Here are some quick tips to get you where you want to go. 
Press Start from the Fighters Megamix Title screen to enter Mode Select. In Mode Select, select one of the 
following modes: 

lPMode 
Survival Mode 
VS Mode 

fight against the CPU in one of several bottle courses !see pp. 5-6) 
See how many opponents you can flatten before time runs out (see pp. 7-8) 
Ploy against a friend or the CPU !see pp. 9-10) 

Team Battle Mode Pick teams and fight in elimination team play versus the CPU or a friend 
(see pp. 11-12) 

Training Mode 
Records 
Options 

Work on your moves against a practice dummy !see pp.13-14) 
View the best records for IP and Survival Mode (seep. 14) 
Change the configurations for several aspects of ploy, or sample sounds 
heard in the game (see pp. 15-16) 

The default key commands for the Control Pad in the fighting modes are: 

D-Pad Control direction and movement Button I P+D 
Start Pause/restart game BuHonY K+D 
Button A [D]efense Button I P+K+D 
BuHonB [P]unch Buttonl/R Escape 
Button( [K]ick 

A Note on the Megamix System 

, 

Fighters Megamix is a hybrid game incorporating some of the most popular features of both the Virtua Fighter 2 and 
Fighting Vipers lighting styles, with some new tricks from Virtua Fighter 3 thrown into the mix. Some of the things to 
watch out for: 
Body Armor The Fighting Vipers ore wrapped up nice and tight in protective armor. The armor can be 

destroyed, but only with certain attacks. When they lose their armor, the Vipers ore more 
vulnerable and exposed. (And more likely to catch a cold.) 

Walls/No Walls There are two kinds of stages in Fighters Megamix- those with walls and those without. The 
Virtuo Fighters may feel more comfortable with the borderless freedom of No Wall stages 
(especially now that there's no Ring Out). Vipers, on the other hand, are accustomed lo the 
nowhere-to-run environments of a cozy razor-wire cage or in a candy gloss elevator on the 70th 
floor. 

Es,ape Straight from the ROM of Virtua Fighter 1"', the hottest arcade fighting game around, the 
Escape command odds a new dimension (the third) to every fighter's range of motion. Step 
aside from a charging foe and let the physics of momentum work its magic. 

Each lighting mode hos a slightly different set of rules and conditions, but the objective is essentially the some: knock 
your opponent's Life Gouge down to zero before losing your own Life or running out of time. See the sections relating 
to each individual fighting mode for details. 
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Take Control • 
' ' 

c.011,ro\ voa 
© 

@,---------. 

1 2 @ 

* Note: The 30 Control Pad con be used in the 
+ Mode. It functions the same as the Control Pad. 

CD 
® 

D·Pod 
Start 

Button A 
Button B 
Button C 

Button X 
Button Y 
Button Z 

Button L/R 

Control fighter direction and movement 
Pause/restart game 

[D]efense 
[P]unch 
[K]ick 

P+D 
K+D 
P+K+D 

Escape 

See The Commands section on pages 16-17 for a description of the fighting moves. 
Note: The Controls can be re-configured in Key Config (seep. 16 ). 
Press Buttons A, B, C and Start simultaneously from any point in the game to return to the Title 
screen. 
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Starting the Game 

Title Screen 

~l'T;w;':liJTro.,l 

0 ~ ™·• t!JB. !ifil, ffi 

lPMode 

The Fighters Megamix Title screen appears following the Sego 
and AM2 logos. Watch the animated sequence that follows, or 
press Start to move forward to Mode Select. In Mode Select, 
press the D-Pad UP /DOWN to highlight modes and Button A or 
( to select the highlighted mode. 

1 P Mode allows you to select a fighter and fight your 
way through preset courses of opponents. See pages 
5-6 for details. 
Survival Mode 
In Survival Mode, the object is to defeat os many 
opponents as possible within the time allotted. See 
pages 7-8 for details. 

VS Mode 
You con play individual matches against the CPU, or another human-controlled fighter in VS Mode. 
See pages 9-10 for details. 

Team Battle Mode 
Team Battle Mode lets you create a team of fighters to pit against a CPU,ontrolled team, or one 
controlled by another player. See pages 11-12 for deta ils. 

Training Mode 
Hone your skills by practicing all of the moves for any fighter against a CPU-controlled dummy. See 
pages 13-14 for details. 

Records 
Check out the records for IP Mode course clear times and Survival Mode wins. See page 14 for 
details. 

Options 
In Options, you can adjust several gameplay settings, reconfigure the Control Pad and sample the 
sounds heard throughout Fighters Megamix. See pages 15-16 for details. 
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Fighting Modes 

lP Mode 
1 P Mode is for one player only. A second player cannot join in during 1 P Mode ploy. When you select IP 
Mode in the Mode Select screen, the Fighter Select screen appears. When you first start playing fighters 
Megamix, some fighters are hidden and can't be selected. These secret characters appear as you make 
progress in the game and fulfill certain conditions. 

Course Seled 

1 P Mode Fighter Seled 
Press the D-Pod in any direction to highlight the fighter you 
wish to use, and Button A, C, X or Z to select the fighter. Press 
Start to access the IP Mode Options screen. {See Options on 
page 15 for info on the 1 P Mode Options.) Press Button Y lo 
return to Mode Select. 

After you select a fighter, the Select Gome Course screen 
appears. Each course features seven opponents. At the 
beginning of the game, there ore four courses lo choose from. 
More appear as you successfully clear the original courses. 
Highlight courses by pressing the D-Pod UP or DOWN. Press 
Button A or C to select the course. Press Start to access the 1 P 
Mode Options screen {see page 15). Press Button B to return to 
the Player Select screen. Press Button Y lo return lo Mode 
Select. 

How to Win 
In each 1 P Mode course, you face a series of fighters that you must defeat in order lo clear the 
course. Each match is a best of three contest {see page 15 for how to change the Match Point). You 
win rounds either by reducing your opponent's Life Gauge lo zero, or by having more Life than your 
opponent remaining when lime expires. Each fight tokes place in the Stage Selling corresponding to 
your opponent. 

' 
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ArmorGauge--- --life Gauge 

Wins 

Time Remaining 

Stage Number ---

The 1 P Mode Ring 
Armor Gauge* The condition of armor (for fighters wearing it). Green indicates the armor is 

intact. Red indicates the armor hos been destroyed. Oww! - That had to hurt. 
Life Gauge The amount of Life remaining to the fighter. When it comes to Life Gouges, 

bigger is definitely better. 
Wins The number of rounds won by the fighter in the current match. 
Number of Rounds The number of rounds needed to win the match. 
Time Remaining The number of seconds till the fat lady sings. 
Total Time The total amount of time your fighter hos managed to slug ii out so far. 
Stage Number Self-explanatory . 

.,, A note about the Armor Gauge: This gouge only appears for fighters wearing armor. When 
a fighter who was wearing armor loses if that fighter becomes more vulnerable to damage. 
Fighters who don't wear armor hove o single, unchanging defensive roting. 

Pause 
Press Start to pause o fight in progress. The Pause Options menu appears. Press the O-Pod UP /DOWN to 
scroll through the options, and Button A, ( or Start to select. 

Game Over 
When yourfighterloses a match I as happens to the best 
of 'em}, the scary You lost message appears. But waif, 
you still hove the option of continuing! Press Start to 
resume ploy from the beginning of the match you just 
got whupped in. Or, if the competition was just too 
tough, let the countdown timer expire to see the Game 
Over message, with all that if implies. 
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Name Entry 
You must be pretty good if you got this for. You 
probably don't even need to be told that you con enter 
your initials by pressing the 0-Pod LEFT/RIGHT to scroll 
through the characters and Button A or C to select. 
Pressing Button B deletes a character, just like selecting 
the bock arrow. 
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Survival Mode -
Survival Mode is a one-player only mode where you fight against the clock. A second player cannot join a 
Survival Mode game. The object is to defeat as many CPU-<ontrolled opponents as possible in the time 
allotted. Your fighter does not recover Life belween matches, so a good defense becomes critical, especially 
when you try a long time limit game. 

Survival Mode Fighter Seled 
When you select Survival Mode from the Mode Select screen, 
the Fighter Select screen appears. Select your fighter as in the 
1 P Mode Fighter Select screen (see page 5). Press Start to 
access the Key Config screen (see page 16) for info on Key 
Config). 

The Rules 

Time Limit 
When you have selected a fighter, the Survival Mode Time 
Limit screen appears. Choose from 3, 7 or 15 minutes for the 
total play time. Press the D-Pad LEFT/RIGHT to highlight a 
time limit, and Button A or C to select. Press Button B to go 
back to Fighter Select, or Button Y to return to Mode Select. 
Press Start to access the Key Config screen (see page 16). 

Survival Mode pits you against two foes: the other fighters, and the clock. The object is to KO as 
many opponents as possible in the time limit given. Your fighter starts the first round with a full 
Life Gauge, but doesn't recover any life at the start of subsequent rounds. Your opponents come at 
you in a fixed order {it's the same every time}, and you face each opponent for one round only. In 
Survival Mode, the computer does significantly less than normal damage per attack to the player 
than in other modes. Lucky you. 
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Armor Gauge-- Life Gauge 

Countdown 

Win Counter -- Total Time Remaining 

The Survival Mode Ring 
Armor Gauge Shows the condition of the fighter's armor (for those who have it). See the note 

on page 6. 
Life Gauge Shows how much Life the fighter hos left. Remember, in Survival Mode once you 

lose Life, you're not gonna get it back. 
Countdown Begins counting down to zero when there are less than 100 seconds to go until 

Game Over. 
Time Remaining Counts down from the original time limit (3, 7 or 15 minutes). 
Win Counter Shows the number of fights that you've won so far. 

Pause 
When you Pause a game by 
pressing Start, the Pause 
Options menu appears. 
Press the D-Pad UP /DOWN 
to highlight options and 
Button A, C or Start to se­
lect. 

Other Survival Mode screens 

Game Over 
The Survival Mode game 
ends when A) you lose all 
your Life and get KO' d or B) 
the time limit expires. You 
can't continue a Survival 
Mode game. That's that. 
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Name Entry 
So you beat the old record, 
huh? Then you've heard it all 
before: press the D-Pad LEFT/ 
RIGHT to highlight a charac­
ter, and Button A, C or Start to 
select it. Press Button B or 
select the back arrow to delete 
a character. 
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VS Mode 
VS Mode is a fighting mode for one or two players. When you 
select VS Mode from the Mode Select screen, the VS Mode Game 
Type screen appears. 

VS Mode Game Type 
Select either 1 P vs CPU or 1 P vs 2P (you can only select 
1 P vs 2P if o Control Pad is plugged into both Control Ports). 
Press the D-Pad UP /DOWN to highlight a Game Type, and 
Button A or C to select. Press Start to access the VS Mode 
Options screen (see page 15), or Button Y to return to Mode 
Select. 

VS Mode Stage Type 

VS Mode Fighter Select 
After you select a Game Type, the VS Mode Fighter Select 
screen appears. Select a fighter just like in 1 P Mode (see 
page 5). In a one-player fight against the CPU, first select the 
fighter you want to use, then select the fighter you want the 
CPU to control. If you're playing a two-player game, both 
players must select o fighter using their own Control Pads. 
Press Button B to go back to VS Mode Gome Type, Button Y to 
return to Mode Select, or Start to access the VS Mode Options 
screen. 

Once you've picked the fighters, the VS Mode Stage Type 
screen appears. You can decide the settings for your fights. 
Choose from With Wall (for Fighting Vipers-style enclosed 
rings), Without Woll (for Virtuo Fighter-style fights on the 
open range) or Random (to let the CPU assign the arena). 
Press the D-Pad LEFT/RIGHT to highlight o Stage Type, and 
Button A or C lo select. Press Start lo access the VS Mode 
Options screen, Button B lo go back lo VS Mode Fighter Select 
or Button Y to return to Mode Select. 
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Armor Gauge 

Match Point 

Timer 
VS Match Wins 

,. 

The VS Mode Ring 
Armor Gauge Shows how the armor is holding up (for fighters wearing it). See page 6. 
Life Gauge Shows how much more punishment the fighter can take and remain standing. 
Timer Shows the amount of time left in the round. 
Rounds Won Displays the number of rounds the fighter has won in the current match. 
Match Point Shows how many rounds the fighter needs to win the match. 
VS Match Wins Tallies the number of match wins for each player in VS competition so far. 

Pause 
When you Pause a game by pressing Start, the Pause Options menu appears. Press the D-Pad UP /DOWN to 
highlight an option and Bullon A, C or Start to select. 

JO 

Game Over 
The VS Mode Fighter Select screen 
appears after every match, whether you 
win or lose. The VS Mode Fighter Select 
screen displays a running tally of the 
number of wins recorded by each player 
in VS Mode fights. This Win-Loss record 
is maintained until you exit VS Mode. 
There is no option to continue after 
losing a VS Mode match, however you 
can select the same two fighters to duke 
it out again any number of times. 

1 



Team Battle Mode 
Not satisfied controlling only one highly dangerous fighting machine? Why not try Team Battle Mode, 
where you can make teams of up to eight of your favorite fighters to pit against a team controlled by the 
CPU or some unlucky human opponent. 

Team Battle Mode Game Type .. 
After you select Team Battle Mode from the Mode Select 
screen, the Team Battle Mode Game Type screen appears. 
Select 1 P vs CPU or 1 P vs 2P, os in the VS Mode Game Type 
screen (see page 9}. The 1 P vs 2P type can only be selected 
when there are Control Pads connected to both Control Ports. 

Team Battle Mode Team Select 
Once you have selected a game type, it's time to choose up 
sides. You can choose teams of one to eight fighters. Press: 

D·Pad 
Button A, C, X or Z 
Button B 
Button Lor R 
Button Y 
Start 

to highlight the names of fighters 
to select a highlighted fighter 
to cancel the previous selection 
to finish making selections 
to return to Mode Select 
to access Team Battle Mode 
Options (see page 15} 

When you finish making selections, or have selected eight fighters, an OK prompt appears. Press Button A, C, X or Z to 
confirm, or Button B to cancel and return to the lineup. In 1 P vs CPU fights, the CPU automatically selects a team with 
the same number of fighters as you have selected. In 1 P vs 2P fights, the players can select teams with different 
numbers of fighters. Both players can select the same fighters, and you can pick the same fighter to appear any 
number of limes on a team lineup. 

Team Battle Mode Stage Type 
When the teams have been set, the Team Battle Mode Stage 
Type screen appears. First select a Stage Type (With Wall, 
Without Wall or Random} just like in VS Mode Stage Type 
(see page 9}. Next, choose whether or not to have the 
fighters' Life Gouges refill after every round. Press the D-Pad 
UP / DOWN to highlight either Recover Life or Don't 
Recover Life. Press Button A or C to make your selection. 
Press Button B to go back up to Stage Type select. Press Button 
Y to return to Mode Select, or Start to access the T earn Bottle 
Mode Options (see page 15). 
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Timer 

Wins-----

, 

The Team Battle Ring 
Armor Gauge Shows how the armor is holding up (for fighters wearing it). See page 6. 
life Gauge Shows the amount of Life left for the fighter. 
Timer Shows the amount of time left in the round. 
Wins Displays the number of rounds the fighter hos won in the current Team Bottle. 

Pause 
When you Pause o gom 
by pressing Start, the 
Pause Options menu ' 
appears. Press the D-Pad 
UP /DOWN to highlight 
an option, and Button A, 
C or Start to select. 

,2 

Game Over 
The Team Bottle Mode fight 
ends when all the members on 
one team have been defeated. 
After the last match has been 
decided, the Result screen 
appears. The Result screen 
shows the winning team and o 
fighter-by-fighter breakdown of 
matches won and lost. The total 
number of matches won for 
each team is also displayed at 
the bottom of the screen. Press 
Button A, C or Start to return to 
Team Battle Mode Game Type 
from the Result screen. 



Training Mode 
Did you ever want to hit somebody who couldn't hit back? Training Mode gives you that chance (and it's 
legal!), letting you practice the moves for any of the fighters on a defenseless training dummy. Training 
Mode also lists the name of every move and its button commands for every fighter, which makes ii a quick 
reference guide for checking out your fighter's arsenal of attacks. 

Training Mode Fighter Select 
When you select Training Mode in Mode Select, the Training 
Mode Fighter Select screen appears. Select a fighter as in the 
l P Mode Fighter Select screen (see page 5). Press Start to 
access the Key Config screen, or Button Y to return to Mode 
Select. 

The Training Mode Ring 
After you select the fighter you want to use, the Training Mode ring appears. You begin Training Mode 
facing your training partner, a dummy controlled by the CPU. Press Start to bring up the Command list (see 
page 14) for your fighter, or toke a few moments to pummel the CPU-drone with impunity. 

Damage------

Move Name 

Commands-----

Damage 
Move Name 
Commands 

Shows the amount of damage dealt by the current attack (or allack combination). 
Displays the move currently being practiced. 
Shows the bulton commands and necessary conditions for the selected move. 
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The Command List 
Press Start while in Training Mode to call up the 
Command List, which shows the moves, button 
commands and conditions for each of your fighter's 
moves. Press Start to return to the Training Mode 
ring when you gel to o move you want lo practice. 
You con continue practicing moves indefinitely. 
When you want to stop training and get back to the 

real McCoy, press Start to bring up the Command List, then press the D-Pod RIGHT to highlight EXIT and 
Button A or C to select. This returns you to the Training Mode Fighter Select screen. 

Records lists the best course clear times for every course you've finished in 1 P Mode, and the best wins 
records for Survival Mode. When you enter Records from the Mode Select screen, the Record Select screen 
appears. Press the D-Pad UP /DOWN to highlight the record type you want to check out, and Button A or C 
to enter. 

JP Mode Records 
Shows the top clear time, fighter used and player 
initials for every 1 P Mode course completed. 
When you finish gloating, press Button B to 
return to Record Select or Bullon Y to go bock to 
Mode Select. 

14 

Survival Mode Records 
Shows the record number of wins, lighter used and 
player initials for each Survival Mode time limit. Press 
Bullon B to return to Record Select or Button Y to go back 
to Mode Select when you gettired of palling yourself on 
the bock. 

I 

I 



' 

Options 

In addition to the main Options screen, there ore individual 
Options screens for the 1 P, VS and Team Battle modes. In all 
Options screens, press the D-Pad UP /DOWN to highlight 
options, and LEFT/RIGHT to make changes within the 
highlighted option. Press Button B from any port of the 
Options menu to highlight EXIT. In the Main Options screen, 
press Start or Button Y to return lo Mode Select. In the 1 P, VS 
and Team Battle Mode Options screens, press Start or Button Y 
to return to the screen from which you accessed the Options 
screen. 

Some options are available in more than one Options screen. They are as follows: MO=Moin 
Options, 1 P= 1 P Mode Options, VSsVS Mode Options and TB-Team Battle Mode Options 

SOUND 
KEYCONFIG 

GAME TYPE 

SOUND EFFECTS 

VOICE TEST 

BGM 

DIFFICULTY 

MATCH POINT 

TIME LIMIT 

STAGE (w/WAU} 

STAGE (w/o WALL} 
L.IFE 

DEFAULT 
EXIT 

Select Stereo or Mono (monaural). (MO) 
Press Button A or C to occess the Key Config sub-page. For more information on how to 
reconfigure the Control Pad, see Key Config page 16. {MO, 1 P, VS, TB) 
Select either Virtua Fighter or Fighting Vipers game play type. The two game types feature 
differences in the woy the fighters move when knocked into the air (see the Air Recovery note 
on page 17), and in the way special attacks affect fighter armor. (MO) 
Press the 0-Pad LEFT/RIGHT to cycle through the sound effects, and Button A or C to ploy. 
(MO) 
Press the D-Pad LEFT/RIGHT or L/R to cycle through the voices, and Button A or C to ploy. 
Press Lor R to select a new character. (MO) 
Press the D-Pad LEFT/ RIGHT or L/R to cycle through the background music tracks, and 
Button A or C to play. (MO) 
Choose from Very Easy, Easy, Normal, Hord or Very Hard for the toughness of the 
CPU-controlled fighter. ( 1 P, VS, TB) 
Set the number of rounds {1- 5 in VS Mode; 2- 5 in 1 P Mode) required to win a match. 
( 1 P, VS) 
Set the time limit for each round of fighting to I 0, 30, 45 or 60 seconds. Or select NO LIMIT 
for fights without a time limit. ( 1 P, VS, TB) 
Choose one of 16 stoges with walls to hold your fights in, or IN ORDER, to play them one ofter 
the other. {VS) 
Pick one of 16 stages without walls, or IN ORDER to Jry them all in sequence. (VS) 
Set the amount of damage each fighter takes per hit. A shorter Life Bar indicates relatively 
more damage per hit, a longer bar means the fighter is stronger and takes less damage per 
hit. {VS, TB) 
Press Button A or C to reset all the options to their default values. (MO, 1 P, VS, TB) 
Press Button A or C to finish configuring options. (MO, 1 P, VS, TB) 
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Key Conlig 

Key Config features four pre-set Control Pod configurations, 
and four Edit settings that you con set yourself. In Key 
Config, press the 0-Pod LEFT/RIGHT to scroll through the 
configuration names. Press Button B to select the 
highlighted configuration and return to the screen from 
which you accessed Key Config. You con set the configura­
tions for Control Pods I and 2 independently. 

Key Config Edit 
There ore four Edit configurations available. Press Start when the Edit Control Pad (number I, 2, 3 or 4) 
you want to configure appears onscreen. You can set the commands for all the buttons except the D-Pad 
and Start. You con also assign the same command to more than one button. Press the button you want lo 
set a command for lo highlight the button name, then press the 0-Pad LEFT/ RIGHT lo cycle through the 
list of commands available for that button. When you finish configuring the Edit Control Pad, press Start. 

The Commands 

The commands described in this section are all default commands for a fighter facing right. For fighters 
facing left, reverse the commands. The movement commands {jump, advance, retreat and crouch) con be 
used in conjunction with attacks or defenses to produce special attacks. See the moves lists on pages 
18 - 39 for the commands for each fighter's moves. 

Retreat 

-c:: = -a 

I"\ .. 
Cl 
C ,.. 
=-
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A [D]efense 
B [P]unch 
C [K]ick 

utto11 Common 
l/R Escape 
+ Press simultaneously 
9 Press the D-Pad in the direction shown (yellow) 
➔ Press the D-Pad and hold (red) 
X Functions as B+A 
y Functions as ( +A 
z Functions as A+B+( 

Moves 
[DJefense fPJunch [Klick Escape 

Press Button A to ex- Press Button B to Press Button C to Press Button L or 
ecute a standing throw a high kick 'em high, R to make a 
guard or + +A to punch, or + +B to ++( to nifty sidestep to 
guard against low aim your sights kick 'em low. the left. Press 
attacks. lower. ~~ +Lor ~ +R 

to dodge right. 

Dosh Press the D-Pod forward twice (.,__,.~ i::,.) ) to dash in that direction. 
Throw Press A+B in dose-range situations to execute your fighter's basic throw attack. Some 

fighters hove several throws to choose from (see the individual moves lists), but they 
con all throw using A+B. 

Stomp Press ~ B to jump on a fallen foe. Some fighters hove more than one attack to use 
against downed opponents (see the individual fighters' moves lists). 

Quick-Up When you gel knocked down by on opponent's attack, you have several options. You 
con lie there stunned and sprawling, or you can do something to regain your feel and 
dignity. Press the D-Pod LEFT/RIGHT/UP /DOWN to roll in that direction as you get up. Press 
Button A, B or C repeatedly to speed your recovery. Press Button L/R to do a handspring 
recovery. 

Air When you get sent flying into the air, you can perform the Air Recovery move to gel 
Recovery your bearings in mid-air and land on your feet. The Air Recovery can only be performed 

in the fighting Vipers Gome Type (see Options, page 15). Press A+B+( or Button l or R 
to perform an Air Recovery. 

VF3 Each fighter from Virtuu fighter 2 has on expanded arsenal of moves straight from the 
Moves arcade hit Virluu fighter 3. These attacks can only be performed by VF2 fighters, but 

they work equally well against characters from both VF2 and fighting Vipers. The VF3 
moves are marked with a bullet ( • ) in the inawidual fighte~' moves lists. 
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(huusui p • Souko Hosui ~ P+K 
Housui "'p Youhou 'ii ~ p 

Shoutoi K Renkontoi c:t,-¾>KK 
Sokutoi ~ K • Ryuusoushiki ~ K•D 
Youzentoi ..J, K • Boho (houchuu ~ K+D DP 
Kenhoisui opponent behind p • Shuuroha Oukou Kozan ~ K•D~ P 
Hoirokuheki opponent behind ~ p ~-D--DP•K 
Kenhoisui opponenr behind "'p Bon en P•K•D 
Haitoi opponenf behind K Hageki Unshin Soukohou close range P+K+D 

Hashitsutoi opponent behind ,I~ K ·~ ~ P•K 
(hisentoi opponent behind ..J, K ~~ <hic-~ P 
Soukahou opponent down ~ p Doppo ( ous itsu K +D; release D 
Gekihousui opponent down ,;Ji p Koiko ,4.; P•D 

Rokuho Shosui ''J' +p Gekiho Honko ~~ P+D 
Rokuhosui •1' p Tous in Soutai close range P+D 

1 (houshitoi ;:~, K • Kyuuho Chouchuu close range lo side P•D 
Toukyaku f +K • Taisetsukou close behind opp. P+D 
Rakugeki Sousui ~ p • S ishi Hougetsu close range ~ P•D 
Hidantai 1'-t> K • Shishi Hougetsu close range ~ P+D 
Fuumon Toukai back lo wall 
Fujintoi s 0 close range ~ P+D 
Kansuitai Doi en Housui close range <?~P•D 
Hachimon Kaida pp Shin Iha close range ~ ~ P+D 
Jouho (houchuu ~ p Youshi Senrin close range ~ ~ P+D 
Rimon Chouchuu ~ '-DP Junho Hanko close range ? ~ P•D 
Yokuho (houchuu ~'4,-=DP Goimon (houchuu vs. mid-body P ? P+K 
• Jouho Shoushou ~~p Tanyokuchou VS. high K ~ P+K 
• Chozon Housui '? ~ P+K Goimon (houchuu elbow counter CZ P+K 
• Tenzonkou <.??P+K+D Jouho Shoukou P+K 

Telsuzonkou -.r>~~.)P+K • Senpuu Soudou CZ P•K 
Mouko Kouhozon J; ~ p • Shoutenkou somersault counter ~ P•K 
• Boho Shou~ou ..J,~ P+K vs. low P ~ P+K 

~ 
Byokko Soushoudo ,l, <?'="✓P vs. low K ~, P+K 



Danken P Sokudan Gasane 
Jizuridan ,J, P • Rosen 
Tsukikaeshi Geri K • Rosen Urageri 
Nakageri ~ K Fuusenjin 
Surigeri ;;I, K Rakusenjin 
Uroho opponent behind P Ra usenjin Koes i 
Urarendan opponent behind .J~ P • Youin Senjin 
Gyakugeri opponent behind K • Senpuujin 
Hongelsu Geri opponent behind ;;I, K • Kagetou 
Hoiryuusou opponent behind '1]\ K Zenten 
Uratsumu Geri opponent behind ~J K Kouten 
Senpuu Geri opponent behind ~ K Zentenkou 
Rokujin Koeri ~= <?P S inso on 
Uratsumuji Geri <? <?K • Kogetou 
Ryuubiscn ~ ?>K+O Senpuugeri 
Hiendan opp. down; near 1' P Jiboshiri 
Asuka opp. down; mid 1' P Ryuuei Kyaku 
Hishouge i opp. down; for P Fushin Hiza Geri 
Kakoto Otoshi opponent down ~ K • Engetsu Geri 
Shutou ~f +p • Ura Suisha 
Tobi Seiken ~f P Tsumuji Geri 
Tobi Maegeri 'Ii' •K Genyou 
Tobi Kakato Otoshi '1J' K Suisha Geri 
Jitsumuji before landing ¾- K Hogaryuu 
Rokuyou 1'? P Rairyuu Hishou Kyoku 
Hishougeri '1]' +K Kallen Jizuri Kyaku 
Marutogeri 1' K Kouten Jizuri Kyo u 
Tobi Kakato Geri in mid-oir 1' K Taitou 
~Fu~sh-in_E_ng_e_ls-u -Ge-ri _________ 1'_?_K_ • Fushin Randangeki 

Kailen Enzui Geri <? K • Jungya u Jizai 
Rakuyou Senpuudan from a distance 71 +K Tougasumi 
e.--..------------~--R es sh o u PP • Fugasumi 
Resshou Kyaku PPK Kage Gasumi 
-,--,-.,,....C,-- - -----------1 
Sandan Geki PPP Kouenra u 
Sandan Urageri PPPK • lzuno Otoshi 

. Sandon Fuujin Kyaku PPP~ K Hauragasumi 
• Resshou Rosen PP<? P • Kirigasumi 
• Sondan Rosen Urageri PP~= PK • Yomigasumi 
Hagasane PK Hauragasumi 

, Hiji Uchi ? P 
Gansetsuha ~ P Kotegaeshi 
Sokudan ~ P • Jisuberi 

<?> PK 
P•K 

ecD P+KP+K 

ofter Zenten/l(outen <¾> ~ ~, et <?ii 
a ler Zenlen/Kouten ~ tZ ~ ~ ~ p 
afler o roll <=¼> ~ p 

ecD "f>K 

close range P+D 
close range 
c ose range 
close range 
close range 
c ose range 
close range <? P•D 
c ose range <? P•D 1 P•D 
close behind opp. P+D 

behind opponent P+K •D 
opponent crouching 
vs. high P <?P..K 
while running K 



'[ 1 
-!\sir . i :1 

'71 
~ -6 

-

Straight Lead 
Squat Straight 
Vertical Hook Kick 
Middle Kick 
Toe Kick 
Low Kick 
Side Hook Turn 
Spinning Kick Turn 
Turn Knuckle 
Turn Knuckle Side Kick 

Turn Knuckle Spinning Kick 

Turn Knuckle Low Spin Kick 
Turn Slonl Back Knuckle 
Turn Slant Low Spin Kick 

I Turn Kick 
Turn Low Spin Kick 
Soccer Ball Kick 
Jumping Knee Stomp 
High Jump Knee Stomp 
Elbow 
Slep Straighl 
Slep Hook Kick 
Step Heel Kick 
High Jump Kick 
High Jump Middle Kick 

1 Jumping Hook Knuckle 
I 

" 
'I 

l 

' 

High Jump Drop Kick 
Jump Over Kick 
High Jump Heel Kick 
Punch Spin Kick 
Punch Side Kick 
Punch low Spin Kick 
Jab Straighl 
Double Punch Snap Kick 
• Double Punch Knee Kick 
• Double Punch Low Spin Kick 
Flash Piston Punch 
• Combo Elbow 
• Combo Elbow Spin Kick 
• Jab Straight Back Knuckle 
• Combo Back Knuckle Spin 
• Job Double Straight 
Rising Elbow 
Elbow Spin Kick 

. • Elbow Bock Knuckle 
• Elbow Knuckle Spin Kick 

' 

: - ' ,,,,.,;;,, I I ~-,. i 
,l ' 

'-\~·:·i'' 
.,. ,,. 

p 

"'p 
K 
~ K 
·ll, K 
"1 K 
~~ 

~ \?!{ 

opponent behind p 

opponenl behind; PK 
left foot forward 
opponenl behind; PK 
right fool forward 
opponent behind Psb K 
opponent behind ,I~ p 

opponenl behind "1 PK 
opponenl behind K 
opponent behind J~ K 
opponenl down ~ K 
opponenl down ~\ p 
opponent down 1'P 

~I' +P 
'1]\ p 
if!'\ K 

before landing '1r K 
1'+K 
1'K 
1'~ P 
1'~ K 
1' <,f=> K 

in mid-<1ir 1'K 
righl fool forward PK 
left loot forward PK 

P~, K 
pp 

PPK 
P~K 
PP~ K 
PPP 
pp~ p 
PP~ PK 
PP<? P 
PP<? PK 
pp~'> p 
-i> P 
~ PK 

~ pp 
-~ PPK 

~. T 'l·;/1 .i 20 ·, . ' 1i~ ,,,; -

"'!iii ''""ti' 

' I p . 
-; ~ .. 

~.,j 
"' ·" --, : 

' ' -r ' • 

~} f ,In J - ~; •·-~ 

) -., ~' I I 

,J j ~f'. 
' lj 

-~ -

I 
• Elbow Knuckle Low Spin Kick ,=§; pp ~~ K 
Spinning Bock Knuckle ~ p 
Double Spin Knuckle ~pp 
Spinning Slant Bock Knuckle ?-P~ P 
Spinning Arm Kick <~ PK 
Spinning Low Spin Kick <~ P~ K 
Smash Hook ~ p 
• Hook Combo 2 ~ pp 
• Triple Hook ~ PPP 
• Lightning Slroight ~ ppp~ p 

I ' 

• Lighlning Hook ~ pppp 
Slant Bock Knuckle U P 
Slant Low Spin Kick ltPK 
Punc~ High Kick ➔PK 

• Combo Elbow Knuckle Spin Kick ➔PP~PPK 

• Combo Elbow Knuckle Low Kick ➔ppaa,> pp~~ K 

Beot Knuckle P+K 
• Beal & Bock Knuckle P+KK ,~ 
• Beat Combo Bock Knuckle P+KP 
• Beal & Knuckle Spin P+KPK 
• Beal & Knuckle Low Spin P•KP ~ K 
• Kick Bock Knuckle KP 
• Combo Knuckle Spin Kick KPK 
• Combo Knuckle Low Spin KP~~ K 
Doulile Spinning Kick KK 
• 2-Way Spin Kick K 1!J> K 
Knee Kick ~ K 
Dosh Hammer Kick ~s-K 
Side Hoo Kick '-? K I 
• Oouble Middle Kick ~KK 
• Double Low Kick ,I, KK 

Somersault Kick ~ K 
Spinning Kick K+D 
Spinning Kick• Low Spin Kick K+D~ K+D 
Leg Slicer ~ K+D 
• Spin Heel Sword <? K+D 

Middle Spin Kick <?~)K+D 
Lightning Kick ~, P+KKKKK 
• Lightning Storm ~ P+KKKKK 
• Lightning Glow et P•KKKK~ ' " ,_ 

Northern Light Bomb close range P•D 
• Neck S ashing c ose range lo side P+D 
Face Crusher close behind opp. P+D 
Neck Breaker Drop close range ~~P+D 

II 
Knee Strike close range '=i> <?P+D 
• Sadistic Hanging Knee close range ~ ~ P•D 
• Switch Slep ,l]> ~ 

'f[ ''l,'',f'!'' !i,J""~' 
,. ' .·.ti' , . 

!( -~ • . • h, 
, II ,,-· ,,.. r , ~~} 'Ni ,1 ' -'d I 'i '• 

•c,:.:: , 



' [ Stroighl Lead p Snap Side (ho ~ p 

~ 
Squat Straight ,I; p • Hig I KP 
Vertical Hook Kick K • Dou e rust 1ck KK 
Middle Kick ~ K Illusion Kick ~KK 
Low Kick -a, K Mirage Kie ~KKK 
Bock Knuckle ?~P • Illusion Jac.k Knife ~ KK~ K 
Bock Kick Spin Turn ~? ~-=-K • Illusion Low Kick ~ KK?-K 
Spin Tum Kick -a, ~ K Jack Kni e Kie 
Double Spin Kick -l, ?- KK Jack Knife Side Kick 
Turn Knuc~le opponenl behind p • Double Low Kick 
Turn Low Straight opponent behind ,!~ p Knee Kick 
Turn Kick opponent behind K Double Step Knee 
Dragon Kick opponent 6ehind _ _,, K -v Dos Knee 
Turn Rising Kick opponent behind ~ K Double Kick 
Turn Low Spin Kick opponent behind ~~ K • Dragon Smash Connon 
• Running Knee while running K+D • Fu I Spin Hee Kie •+K 
Soccer Ball Kick opponent down ~ K Rising Knee Ci) K 
Jumping Knee Stomp opponent down ~J' p • Rising Knee Combo -1, cD KK 
Jumping Knee Stomp opponent down fp Somersau t Kie !a~ K 
Step Straight before landing 11" P Toe Kick ~;; P+K 
Step Hook Kick 1J' K • Toe Kick• Jock Knife •~ P+KK 
Step Round Kick -~ K+D Spin Kick K+D 
Round Kick '1r K+D • Spin Edge Kick '-~ K•D 
Step Heel Kick before landing -ti' K Leg Slicer ~ K+D 
High Jump Middle Kick 1'+K • Low Spin Kick ~ K+D 
High Jump Kick K Side Hook Kick ~ K•D 
Jumping Hook Knuckle 1'? P Tornado Kick ~ K+D 
Dragon Kick 1'~ K • Spin Heel Sword •~ K+D 
Jump Over Kick ?a K Front Suplex close range P+D 
High Jump Heel Kick in mid-oir 1'K • Shellbreo E bow c ose range to side P+D 
Punch High Kick PK Back Drop close behind opp. P+D 
Punch Side Kick P~ K Bock Drop dose behind opp. P+K+D 
Job Straight pp opponent crouching 
Double Pu nch Snap Kick PPK Neckbreoker Drop close range ~ --:W•D 
Flash Piston Punch PPP • Lightning Knee Smash close range ~ P+D 
Combo Rising Knee PPPK • Lightning Knee Smas c ose range ?- P+D 
Combo Rising Kick pppqp K facing wall 
Combo Somersault Kick PPP~ K • Leg Hold Throw close range ?- ~ P+D 
Rising Elbow "-~ P • Rolli ng Face (rush close range ~J P+D 
• Elbow Side Chop cD P~P • Moonsoult ~ p 
Double Joint Butt "i) PK • Heel Kick Moonsoult ~ji KiF p 
• Elbow Heel Sword "i) P?-K 
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Chuusui p Renshou ~ pp 
Souchuuken ,I, p Renshou Senpuutoi ~ PPK 
Kotsumentoi K Renkonshou ~ PPP 
Senchuutoi ~ K Renshou Tens in D U ~ PPPK 
Sensoitoi .a, K Renshou Tenshin Soukyoku ~ PPP K 
• Hien Tenshinshou '~ <..~ Renshou Haitenkyaku ~ ppp 'o11, K 
• Hien Senpuukyaku ,.,... <~K•D S ajous ou ~p 
• Enjin Senpuukyoku <~ i ?t(+D • Renkon ~P~ P•K 
Haichuuken opponent behind p Chuugeki 9 p 
Hoihakushuu opponent behind J~ p • Hou Ousoushou 9 P?>c:DP 
Hoichutoi opponent behind K • Sou o Reppo ~ P•K 
Zokosentoi opponent behind ~~ K • Kosoushou \?~P 
Kokyaku Haiten opponent behind r.t K Junpo Chuushou ~ ~ p 
• Toukuu Haishou opponent behind '11-; K+D • Ens is ou ~~~p 

Toushuugeki opponent down ~ K • Renshuu Senpuu KK 
Kousou Raishuu opponent down 'IJ' p • Kuukyoku Chuushou ~ K<=D P 
Kousou Renshuu opponent down 1'P • Kyuukyoku Renkon Kosliou ~ K~ P<J·~ 
Toukuu Shosou ir +P • Tenshin Risen yoku ,& KK 
Toukuu Chuuken 3]' p • Rensen Soitoi 
Rekko Kosenkyoku ,r +K • Ren an Sensoitoi 
Toukuu Cliuukyoku before landing ~Js; K • Rensen Tens in Soukyoku 
Tensliin Soutoi before lonaing ~r 0 K Toitou Risenkyoku rising from crouch 
Hishuutoi 1'•K Ko yo u Hoiten K 
Toukuu Tankyoku K Toukuu Kokyuukyoku ~J K 
Touraku Sousui en Chisoutoi ~..> ~,K 

• Toukuu Soutoi Senpuugo K+D 
Kokyaku Haishou 1' ?:.K Ensenshuu K+D 
Toukuu Fujinkyaku in mid-air 1'K Kuukoukyaku ~J K•D 
Renkentoi PK • Koryuu Tensliinkyoku <?i!Z ~~~ ~ •D 
Renshou pp close range P+O 
• Hoisen Rensliou P<? P • Te OU close range to side P+D 
• Tenshin Soukoushou P<? P-'::> P • Ko oi close behind opp. P+D 
Souken Senpuutai PPK • Roi en Nyuurin close range ~ P•D 
Roigeki PPP Ryuus o Senten c ose range <~P+D 
Renken Tenshinkyoku PPPK Tenshin Hainshou close range <?~P+D 
Renken Tenshin Soukyoku PPP ,I, K • Doichi Tousliou close range ~ ~ P+D 
Renkon Haitenkyaku PPP~ K 
Shakoshou ~ p 



(huuken p • Enshi Soushou ~~p • I 

Souchuuken "'p • Hien Dontoi ~ '-DPK 
Koushuutoi K • Ensei Kosouho + ~ P 
Senchuutoi ~ K • Koen Senkyo u KK 
Sensoitoi ~; K • Renko Sentoi :; KK 
Hoihousui opponent behind p • Rensen Soukyoku KK 
Hairen Housui opponent beliind ~~ p Toitou Risen aku rising from crouch K 
Haichuusai opponent behind K Koutankyaku ?=)K 
Zaka Toutoi opponent behind t/li K Hien Tonkyaku 3J K 
• Hanshin while running K Hien Rek yo u ~ KK 
Rai'in Shoudo opponent down ~ p Haitenkyaku ~ K 
Enshuu Roigeki opponent down i',J'i p • Rensen Hoitenkyoku r;::';, K~ K 
Enshuu Kouroigeki opponent down 'T'P Senpuugo K•D 
Toukuu Soushou ~J'i +P • Enbu Renkyoku ? K+D 
Hishitoi "t' +K Enjin Senpuukyoku ~-=- K+D 
Sokushuutoi <'J ' K Ensenshuu K•D 
Hientoukyoku +K • Hanshin Soukyo u ~ K•D 
Hien~oikyoku 'T' K • Tenshin Haitenkyoku ;;,J K+D 
RakugekiSouken f -1,, p Tenshin Soutou close range P•D 
Hienyoushuu 0 K • Zenshuu Hoiten yo u c ose ehind opp. P+DK+D 
Enhoishuu 1'~ K • Hoishin Choushou close range to si e P+D 
Hishou Bujinkyoku in mid-<1ir fK • Shun'en Kotou close behin opp. P+D 
Renkentai PK • Rois in Nyuurin close range ~ P•D 
Renshou pp Hien Hanko c ose range ~ P•D 
Souken Senpuutoi PPK Toushin lnshou close range cs> ? P+D 
Roigekishou PPP Tenc u close ronge --i>~P+D 
Renkan Tenshinkyoku PPPK Senpuu Enjin close range <??P+D 
• Renkon Koutonkyaku PPP➔K Seien Kotou close range <? ~ P+D 
Renkon Tenshin Soukyoku PPP~~ K • Kuuretsu Ten ou close range ~ P+D 
Renkon Haitenkyaku PPP~ K Enpuu Renshou close range ? P+K+D 
Kyuuchuushou s> P opponent crouching 
Jouho (huushou ~ p Ensen Hoiryuu vs. high P <? P+K 
• Soukosui ~ p Rosen Anshou vs. high K ~ P+K 
• Souko Rensui ~ pp Hien Hoiryuu e bow counter P+K 
• Souko Rensuishou ~ PP-D P • Shitsuten Toukoi knee counter ei P+K 
• Souko Rensuikyoku ~ PPK Kokyoku Senten vs. mid-body K ei P+K 
Rikensui ei p 

f 

23 



Straight Hammer p Reverse Sledgehammer ,I, "'E) p 
Low Hammer "" p Back (hop P+K 
High Kick K • Tomahawk Flash ~::> P+K 
Facelift Kick ~ K • Grizzly lariat ~ P•K 
Low Smash ,I, K • Arrow Knuckle ~:, P+K 
Rolling Hammer opponent behind p • Short Shoulder ~ <M•K 
Back Low Hammer opponent behind ,I~ p • Double High Kick KK 
Rolling Hammer opponent behind ""p Knee Blast ~ K 
Back Kick opponent behind K Drop Kick ~l K 
Back Drop Kick opponent behind K Low Drop Kick "'E> <&K 
Elbow Drop opponent down 'St) p Neck (ut Kick K•D 
Elbow opponent down iJi p Sawbutt ? K+D 
High Elbow opponent down 1'P Flying Knee Kick ~~K+D 
Somersault Drop opponent down JJ, K Front Ro I Kick ~-DK+D 
Sliding Shoulder while running P•K Brain Busler close range P•D 
Step Hommer 'J ' +p • Cyclone Whip close range lo side P+D 
Toe (rush 'Ii' +K • Cross Arm Brea er close range lo side P+K+D 
Toe (rush ~~, K opponent crouching 
Hammer Edge before landing ~l· K German Suplex close behind opp. P+O 
Rising Toe 1'•K Dragon Sup ex close behind opp. <? P•D 
Hammer Kick 1' K Germon Suplex dose behind opp. P+K+D 
Jumping Lariat 1' "1> p opponent crouching 
Missile Kick 1'=i) K • frankensteiner dose range ~ P+D 
Bock Side Kick 1'<.? K • Arm Whip close range c:!_) ~ P+D 
Heel Crush in mid-oir 1'K Steiner's Screwdriver close range ~ ~ P•D 
Hammer Kick PK Giant Swing close range c~cq ~~ ~~•D 
Job Straight pp • Catch close range ...:.) P•D 
One-Two Upper PPP • Push close range ""-) P•D 'Stl P+O 
• Elbow Smash PP-i> P • Front Neck Chancery c ose range "'E> P+OP+D 
• Combo El6ow Bat pp-=t, p ?P • Slingshot Front Suplex close range "'E> P+D<.? P•O 
• Combo Double Arm Suplex close range PP~ Pl!t P•K•D • Change close range -=-.,, P+O-~ P+D 
Body Blow .... ~ p • German Suplex dose ronge ~ P+O-'.> P•OP+D 
• Dragonfish Blow ~ pp • Push close range -;) P* P•~ P•D 
Sonic Upper ~ p • Tiger Sup ex close range -i> P+Oa¥> P•I)<? P•D 
Vertical Upper ~p Side Suplex close range P+K+O 
Elbow Bat <? P opponent crouching 
Comet Hook et p Double Arm Suplex dose range eq P+K+D 
• Tomahawk Chop ~ p opponent crouching 
• Neck Rolling Throw close range ~ J p"'E) P+O • Captured vs. ig K (?P+K 

Shoulder Attack ?,~p Dragon Screw vs. mid-body K '.!Z P•K 

I 



Straight Knu,kle p • Rising Hommer <?~PP 
low Knuckle "'p Middle Hell Stomp q) f+K 
Upper Kick K Hell Bonk Hommer ~, P+K 
Middle Kick ~ K Head Attack +- -=t>P+K 
Vertical Kick +K • Stomach Crush ~.a. ~ P•K 
Spin Knuckle opponent behind p • Lift-Up Throw close ronge '? :i'l P+K ·:> P+O 
Bock Double Hommer opponent behind <& p • Killing Toe Kick KK 
Spin Knuckle opponent behind ~p • Kil ing Toe Kick Hommer KKP 
Bock Kick opponent behind K Knee Attack ~) K 
Bock Heel Kick opponent behind t!Ji K Kenko Kick --D '-t-K 
Stomping opponent down ~ p • Knee Push <;=, K 
Body Press opponent down -~~ p • Knee Hommer ~ KP 
Raiden Drop opponent own p Hee Attoc 7 "'K ,:-- i...::✓ 

• Running Body Press while running P+K Toe Kick ~:i K 
Running Hip Attack while running K+D Toe Kick Hommer :,, KP 
Hommer Down 'ti\ +p Toe Kick• Splash Mountain dose range , ? K ';ll ~ '-i/P+O 
Heel Drop 'lf •K • low Kick ~ K+D 
Step Knuckle ~r p • Ducking Low ~, K•D 
Jump Kick ¾'i K Bock Flip dose range P•D 
Pus~ing Kick before landing ,r K • Coconut Crush c ose range to si e P•D 
Killing Bite il'+K • Corkscrew Knuc le close range to side P+K+D 
Jump Hommer 1'P opponent crouching 
Flying Low Kie K Backbreoker dose behind opp. P•D 
Rising Sun Hommer 1'~ P Bockbreoker close behind opp. P•K +D 
Jumping Foot Stomp -i> K opponent crouching 
Rear Kick <?K Power Slam close range =..> P+D 
Heel Stomp Jump in mid-oir 1'K • Bock Throw close range "2 P+D 
Knuckle Kick PK • Woll Wipe Throw close range ~ P+D 
Double Knuckle pp bock to wall 
One-Two Upper PPP Body Lift close range <':"" P+D 
• Combo Kenka Hook PP<?P Head Butt close range ?- ~ P+D 
Elbow Bot ~ p Double Head Butt close range ~ -')P•O~ P•O 
Elbow Hommer • ~ p<~ p • Head Crush close range ~ :::>P•O~ P•O 
Dash Elbow ~q')p Triple Head Butt c ose range <?~P•O~ f+O 
Elbow Upper q) q')pp ? P+D 
Smash Upper ~ p • Head Crush 2 close range '.;:>=)P•O~ P+O 
Double Upper ~ pp <?P+O 
Triple Upper ~ pp~ p Front Backbreoker close range :!a:>q)q>f+D 
Vertical Upper ~p Splash Mountain close range ~ ~ P+D 
Elbow Stomp <?P Power Bomb close range ~ P+K+D 
• Kenka Hook <'r -;>p opponent crouching 
• Tornado Hommer q)(?p Iron Clow close range ,!], P+K+D 
• Kenko Upper ~ ~ p opponent crouching 
Double Hommer Down (f.., ~ p Machine Gun Knee Li t close range ~ P+K+D 

opponent crouching 
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Tousui p • Rensen Hoikoushu ?- PP 
Kotousui "'p • Tens in Tourou Renkyaku <? PPK 
Senshintoi K Tougekisui CZ P 
Dontai ~ K Tougekirensui ltPP 
Atsutoi ,I~ K Sens ippo ~ ?fl 
Senshou Hoiten ~ <?fl • Shinpo Tourou Sous u ~ ~ p 

Koushuutai <'?>'..~ Shippo Shousenshu ~ p 
Kosentoi Hoiten ~ ' .f=.K+O Souji Senpuu ~ P+K 
Hoiren Senshou opponent behind p Touho Haisous u ~ P+K 
Hoiho Soushuu opponent 6ehinct ... ~ p Touho Soushu .:> P+K 
Touhoi Senshou opponent behind "'p Taizan Soukoushu ~ P+K 
Kousenkyoku opponent behind K Juuchou Senshou '\J P•K 
Koikakyaku opponent behind ,I, K • Rensentai KK 
• Rokusenshu opponent down ~ p Koushu Teishitsu ~ K 
Rokushoukyoku opponent down t P Zensoutoi KK 
Hitenrokutai opponent down 1'P Tousentai .:> KK+D 
Toukuu Gekishou ~j +p Senpuutai ' +K 
Rakuho Tousui ,i• p Katoutai 
Toukuu Haigekishou ~ •P Jinten Kuukya u 
Toukuu Shoukyoku ~ K Senkyuutoi ei K 
Chisou Shoukyoku ~elore landing '1J"i K • Fujin yo u ~~K 

Chouhi Dontoi 1' +K • Fujin Rentonkyoku ~ '-f)KK 
Hichuu Sentai K Shichi Soutoi ~ K+D 
Toukuuroku Sousui 1'~ P Kousoutoi K+D 
Toukuuroku Soutoi 1' "¾> K Tenshin Ryouinkyaku -=.> ~ K•D 

J 
Toukuuraku Hoitoi <.~ K Hotoushu S uutoi close range P+O 
Ral<ulujintai in mid-oir 1' K • Hanshin Teishitsu dose range to side P+D 
Rensuitai PK Renkoushu Haishuu <lose behind opp. P+O I 
Koushu Rensui pp • Haiko Senten dose range P+D 1 
Renl<on Senshou PPP unshuu <lose range <? P+D 
• Rensui Soushu PP <\; P • Shic isei Chouhihozen close range ~ P+D 
Banchuu ~ p • Shichi Chou i ozen c ose range ~ P+D 
• Banchuu Renkanshu ~ pp facing wall 
Seninshou ~ p Saishuu Houkou close range ~~P+D 
Rokugekishou ~ pp • Hitensou Kuu yo u c ose range <?~P+D 
Soukoushu ~p • Touzon Honshakyaku close range ~ P•D 
Rensoukoushu ~pp Tenshin Soukoushu close range ~~ ~~et ~•D 
• Haitenkoushu <?P 



Chougeki 

Sokulonkyoku 
Kyousenloi 
Chougeki Hoitcn 
Asen Koikyoku 
Hoihonshou 
Hoiko Honshou 
Hoihonshou 
Hoisentoi 
• Teiloukyoku 
Rosen Suichuu 
Chuubu Soutenkyoku 
Touchihon Soushou 
Rokuho Chougeki 
Soikotoi 
Jigentoi 
Toukikyoku 
Kuuhi Tonkyoku 

Souloi Rokushuu 
Hoisouloi Rokushuu 

Rengeki 
• Rengeki Kashuu 
• Rengekikou Koshuutoi 

Soishu Renkongeki 
• Nonsenshuu 
• Nonsenshuu 
• Nonsenshuu 
Gyouin Hoishu 
• Gyouin Senshu 
• Gyouin Renkon Tonkyoku 
Getsugosoigeki 
Ousougeki 
Hoisenchuu 
• Hoisenchuu Koikokyoku 
• Shinpo Suikoushu 
Chouwon Ryouken 
• Chouwon Soishu 

Tenshin Souchuushou 
Hiten Hougeki 
Zensen Soutoi 

p 
p 

K 

opponent behind P 
opponenl behind ~; P 
opponenl behind ..J, P 
opponent behind K 
opponent behind ~~ K 
opponent down ~ P 
while running K 

before landing '11' K 
f+K 
fK 

-4> P 

in mi K 

pp 

ofter 4 drinks 
ofter 4 drinks PP ~J; KK 

PPP 

~ PPPK 

ofter 5 drinks ~ PP+K 
ofter 5 drinks ~ PP•KK 

lt'PK 

oher 3 drinks ~ ~ -:>!'<? P 
+ 3 drinks P+K 

ofter I drink J~ P+K 

Renzensen Soutoi 
Renkan Zensen Soutoi 
Toukuu Hitenhou 
• Renho Chougeki 
• Renshuu Koishu 
• Renshuu Hoikoshou 
Gyoushin Toutoi 
Koushuu Kotoi 
Koushuu Renloi 
Ryuubikyoku 
Chuubu Soutenkyoku 
Tonhi Chougeki 
Ousoushu 
Toukyoku 
Senpuu Soutoi 
Hoitou Rensenkyoku 
Honshin Rensenkyoku 
Zabontetsu 
• Soikeikyoku 
Soikeikyoku 
• Zoinshu 

• Tentourilsu 

• Oushin 
• Oushin 
• Nehonsenkyoku 
• Nehanshuusui 
• Gyoushin Toutoi 
• Rengeki Koshuu 
• Nehon Rengeki Kaloi 
• Nehon Sousoukyoku 
• Nehon Soukyoku 
Tentourilsu 
Toushin Renkyoku 
• Tenshin Suishukou 
• Soushoutoi 

Hanshin Sousentoi 

• Suiho Tenshinchuu 

• Tenshin Toushuu Richuu 
• Tenshin Souko 
• Gyouinshu 
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after 2 drinks + P•KK 
ofter 3 drinks P•KKK 
ofter 6 drinks ..;.., -4>P+K 

KK 
KKP 

ei K 

K+O 
K+OP 

K+O 
@K+O 

ofter Zabontetsu K 
oher Zabantelslu & K 

ofter Zobontelsu P•K +O 
+ 3 drinks 
after Zobontetsu <'.-, 

goes into hamklond 
ofter Zobontelsu ;J!; ;;!]; 

ofter Oushin K 

ofter Oushin KP 
ofter Oushin KPK 
otter Oushin & 6 drink KP ' I~ K 
ofter o~hin & 6 drink KP ~~ KK 
ofter Oushin ➔K 
after Oushin t/li K 
goes into handstand ~ ~ ~~ ~ <? 
ofter Tenlourilsu K 
after Tenlourilsu P•K 
otter Tentouritsu K•O 
dose range 
after Tentourilsu 
dose range 
+ 3 drinks 
close ronge to side 
close ronge 
+ 1 drink 

P+O 

P•O 



Oonken 
Renshou 
Renkon Senshou 
Hogosone 
Punch Side Kick 
Combo Elbow 
Combo Elbow Somersault 
Jump Straight Bock Knuckle 
Combo Bock Knuckle Spin 
Jisuridon 
Shokoshou 
Shokosoushou 
Rising Elbow 
Elbow Hommer 
Double-joint Bat 
Honchuu Renko nshou 
Elbow Somersault 
Level Bock Chop 
Slant Bock Knuckle 
Slant Low Spin Kick 
Chouho Chouchuu 
Shoulder Attack 
Double Hommer Down 
Rising Hommer 
Chouwon Ryouken 
Dragon Upper 
Double Dragon Upper 

Koushuutoi 
Kouen Rokyoku 
Knee Kick 
Renkantoi 
Donto i 
Surigeri 
Jock Knife Kick 
Jock Knife Side Kick 
Chisoutoi 
Hoitou Rensenkyoku 
Gyoushin Toutoi 
Asen Ko ikyoku 
Toitou Risenkyoku 
Rising Knee 
Tonhi Chougeki 
Ousoushu 
Sow Butt 
Denyou 
Side Hook Kick 
Shichi Soutoi 
Ensenshuu 
Suishogeri 
Tobizengeri 

ofter l drink 
ofter 2 drinks 

p 
pp 
PPP 
PK 

➔PK 

➔PP 

=,) ~ ~ p 
=¥.; J~ ~ p 
K 
KK 

rising from crouch K 
rising from crouch ~ K 

K•D 
K•DP 

~ K•D 

Yousenryuu 

Roiryuu Hishoukyoku 
Bock Knuckle Turn 
Ryuu isen 
Hoihokushou 

Tum Kie 
Hoiryuusou 
Toukuu Shoshou 
Toukuu Chuuken 

Hien Youshuu 

Ro uyou Senpuu on 
Suiho Tenshinchuu 
Tougosumi 
Kouenroku 

Moc ine Gun Li t 
Bockbreoker 

Body Press 

Soccer Bo 

Ensen Hoiryuu 

2i f 

rising rom crouch -:> P+KP+K 

<r K+D 
opponent behind JJI P 

opponent 
opponent 

in mi -air 

+K 
K 
K 

rom a +K 
dose range P•D 

P+D 

ose range s:;) ~ P+D 
ose range <<" ~ 

close range ? P•K•D 
opponent crouching 
c ose range 
c ose range 
opponent crou1hing 

opponent 

P+K+D 

p 

VS. high p ~ P•K 
vs. ig K "-~ P•K 



Juslice Jab p Belly Flop Punch ? •Ji P•K•DP 
Open Chest pp Belly Flop Kick -::> 1-, P+K•DK 
Open Arm PPP Thrusl Punch Air •P 
Open Roll PPK Jump Hommer p 

Open Spin PK Jump Toe 
Sit Jab p Front Jump Toe Jl +K 

Open Upper ~ p Air Ro ling Saw ult K 
Open Elbow ? P Air Dive 1' ~~ K 
Elbow Blow ._:,) pp front Air Kick ~ K 
Lighlning Arrow Bo -?K 
~ ppJ!> "-i/P Flore Toe before landing K 
Open Arm Blow ~✓ PPP Flare Kick belore londing it,IJI K 
Roll Kick K Jump Hammer YI' +p 

Reoclor KP Tricks t~ K 

Combo Reaclor KPP Rolling Saw Bul1 v i\ +K 

Combo Reoclor Plus KPPP Hopping Kick 
Combo Edge KPK Low Cut Kick before londing 
Combo Maxi Edge KPPK Middle Hop Spin Kick 
Combo Tricks KPP1•"\ K Wall Throw close range P•D 
Combo Beal Edge KPPPK Snap Stole close range ? P+O 
Combo Reaclor Cossack KPPP t•~ K Shoulder Throw close range -=) /?f>+D 

Combo Tricks Pro KPPP •~ K Grand Axel c ose range -i.l ~•K•D 
Snap Knee ? K Bock Wall Rus c ose range P•D 
Blockbuster :-- K facing wall 
Low Kick ,I, K Dead End Double Knee close range r2 ...;,K 

Long Roll Kick ➔K facing wall 
Middle Kick ~ K Tog Hond Woll Crush close range P•D 
Clulch Step ':\..!I KK bock to wall 
Double (lute~ Step ~ KK? K Bock Suplex close behind opp. P•D 
Standing Toe Kick rising from crouch K Eagle Landing opponent down 11' +p 
Heel Drop f +D .J.,K Spit Kie opponent down JI K 
Spin-off Kick K•·D Turn Punch opponent behind p 

Spin-off Sunrise K•DK Turn Punch Jab opponent behind pp 

Spin Float K•DKK Turn Punch Roll Kick opponent behind PK 
Spin Cossack K•D •~ K Turn Ro Kie opponent K 
Catapult Kick ~ K•D Low Spin Kick Turn opponent behind KP 
Catapult High ~ K•DK Spin Kick Turn opponent behind '11' +K 
Catapult Mid -t- K•D~ K Low Turn Punc opponent ~JI p 
Catapult Low ~ K•D~!> K Turn low Spin Kick 0 onent JI K 
Pro Dancer ~ K•D Running Straig t p 

Starlight Dancer 'lB K•D? K fire Darts w i e running K 
Low Spin Kick J~ K+D Running Tackle while running P•D 
Low Spin Punch ,!~ K•DP Sliding Kick w ile running l•JI K 
low Spin High ,iJ> K+DK Running Tricks while running •~ K 
Low Spin Low ,I~ K•D ~!> K Hop Spin Kick while running 'J' •K 
Triple Low Spin •~ K•DJ~ KK Running Jump Kick while running ~J+K 
Belly Flop .,;, •~P•K•D Neck Sloshing close range to side P+D 

·1 



Single Beat 
Dual Beat 
Triple Beal 
Quad Beat 
Vulcan Beat 
Wall Zap 
Beat Blockbuster 
Beat High Kick 
Beal Turn Leg 
Beal Low Spin 
Sit Beat 
Sit Beat Spin 
Block Slap 
Tip Slop 
Ice Leg 
Leg Beat 
Turn Leg 

1 Vulcan Leg 
Sit Camel 
Blockbuster 
Blade Slash 
Leg Launch 
Camel Kick 
Camel Spin 
Camel Spin Cutter 
Camel Spin High 
Block Ice 
Cross Kick 
Cross Step 
Cross Step Launch 
Cross Blade 
Cross Blade Launch 
Long Axis 

1 
Long Axis Turn 
Sit Spin 
Sit Spin 2 

I Sit Spin 3 
Sit Spin 4 
Sit Spin 5 

• Knuckle Hommer 

near wall 

p 
pp 

PPP 
pppp 
ppppp 
PPP 
PPK 
PK 
PKK 
p,1~ K 

,J,pK 

K 
KP 
KK 
KKK 

K 

~ KKK 

P+K 
K+D 
K+DK 
K+DKK 

K+D ~ KK 

~b K+DKK 
J K+DKKK 

f+p 

Knuckle Hommer 
Jump Toe 

Air Dive 
Front Air Kick 
Boe Air Kick 
Flore Toe 
Flore Kick 
Knuc e Hammer 
Somersault Kick 
Coin 
Hopping Kie 
Blade Cutter 
Woll Throw 
Scrotc Heart 

S oulder Through 
Ice Nemesis 
Tog Hand Wall Crush 

Bock Suplex 
Fronkensteiner 

Smart Dive 
Spit Kick 
Turn Beal 
Turn Double Beat 
Turn Kick 
Spin Kick Turn 
Low Turn Beat 
Low Spin Kie Turn 
Running Beat 
Dosh Blade 

Sliding Kick 
Somersou I Kie 
Shell Break Elbow 

before landing 
close range 
c ose range 
lacing wall 
close range 
close range 
close range 
back to wall 

tP 

P+D 
P+D 

P+D 

close behind opp. P+D 
close range ~ P+K+D 
in mid-air 

opponent down ~;;> K 

opponent behind K 

opponent behind •Jo +K 
opponent behind ~ P 
opponent behind ~ K 
while running P 
while running K 

whi e running P+D 
while running K+D 
while running ~j K 
while running Ir~ K 
close range to side P+D 



BAHN 
Genkolsu p Chousousen Kick ,;r K 

Zagen olsu p Si e Kick before landing 1J K 
Hiji Teppou '?P Low Cul Kick before landing 
Choushuu Koreilo ➔P Mid e Roi ing Sow utt 
Telsu Hiji <=D P Kabenoge close range P•D 
Dou Hiji ~~p Taoshi close range ~ P+D 
Hiji Combo ~ ~ p<=t, p Gekichoupan close range -s? cDP+K+D 
Hiji Telsuzan ..,.. · p• ~PK -v <ii ,.., ;;;, + Shin Iha close range ,g ~.>P+D 
Kenkabi ~p Selsuno Oloshi close range P+D<? ~•D 
Dragon Upper ~ ,J~ ~ p Oroshigane dose range P+D 
Double Dragon Upper ~{!> t.J~ ~ :!IP focing wall 
Konjou Hiji <...~ '4>P Tog Hand Woll Crush close range P+D 
Jingi Gekilouha ~ ~ p back lo woll 
Kouhadon /~ ~, r.ZP Kolsuban Wori close behind opp. P+D 
Rekkou Hodan '~ ~, r.ZPP Tokkau opponenl down 1 
Rekka Kouhadan \? 1~ ('lH) '~ ~p Todome opponent own ' 

Ashige K lndou opponent down 
Shilo Ashige K Taiman Kie opponent down ~;., K ~ 
Yakuzo Kick ~ K Turn Knuckle opponent be in p I 
Sokkou Ashige -i,,?K Double Turn Knuckle opponent behind pp 

Telsuzonkou '-?a. ~ ~ +K Turn Kick opponent behind K 
Chouban P+K+D Spin Kick Turn opponent behind ii' +K 
Knuckle Hammer 1'•P Low Turn Punch opponent behind ;ij, p 

Chousousen Low Spin Kie Turn opponent behind ,:, K 
Zenbi Sausen Running Straight while running p 

Air Rolling Sawbutt Running Tackle while running P•D 
Air Dive K Running Tetsuzan ou w ile running P+K 
Front Air Kick Running Knee while running K 
Back Air Kick 2 K Sliding Kick w i e running e> K 
Fare Toe before landing K Hop Spin Kick while running "r +K 
Flare Kick before landing 1' ~, K Running Jump Kick while running ~ •K 
Knuckle Hammer ~J'i +p Hiyuu Fuchouchuu close range to siae P•D 1 Rolling Sowbutt "if •K • ~ 

' I 
I 

' I 
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• 
Jab p Air Rolling Sowbutt tK 
light Spin pp Front Air Kick 9 K 
Light Through PPP Bock Air Kick <~ K 
light Through Squash near wall PPP Flore Kie '<;, K 
Looks That Kill PPK Flore Toe K 
Job Hig~ Kick PK Air Dive •·:i K 
Sit Job .£, p Hopping Hommer ')' +p 
Lightning Upper ,~ p - Somersault Kick •'"· K 
Elbow Cut ct, p Rolling Sowbutt VJ' +K 
Knuckle Bock Clow "i/ pp Hopping Kick J K 
Light Hand ~ PPP Leg Killer before landing "J\ ~~ K 

Knuckle Clow Kie~ oat, PK Woll Throw close range P+D 
Upper ~ p Detroit Lockdown close range "J' +D •,JI P+D 
Double Upper ~ pp Death Connon close range ~.,. --$-P+O 
Guitar Thrust ' --' p '-v-✓ Dangerous Noise close range •.:-, ~ P+O 
Flying V ~ ~ p Woll Squash close range P+D 
Flying Screw ~ ~ pp facing wall 
High Kick K Tog Hon Woll Crush close range P+D 
Bock Off Ditch KK bock to wall 
Low Side Kick K Deal Drop close ehind opp. P+D 
Blockbuster ( ~ K Flying Task opponent down 11' +P 
Standing High Kick rising from crouch K Guitar Crush opponent down JI p 
Kick Away • i.i K Grovepost opponent down "JI · ,-P 
Bock Off Kick ➔K Spit Kick opponent down , JI K 
Middle Kick ~ K Tum Punch opponent behind p 
Motor Crew ~ KP Tum Punch Jo6 opponent 6ehind pp 
low Spin Combo ~ KP :J~ K+D Turn Kick opponent behind K 
Death Spin Combo ~ KP-"> K+O Spin Kick Turn opponent behind 11' +K 
Sky Screamer K+D Low Turn Punch opponent behin 
Death Spin Kick ~ K+D Low Spin Kick Turn opponent behind 
Death Spin Slosh ? K+D l~ ~0K Running Stroig I w ile running 
Death Spin Roller "v K •D J~ -ll ~.>K Running Tackle while running P+D 

~-" ~ 11)1 ~ -l>K Running Knee while running K 
Sliding Kick ~ K+D Sliding Kick while running JI K 

. Jump Hommer 1" •P Running Somersault while running ~~ K 
Jump Hommer fp Hop Spin Kick while running "i)• +K 
Jump Toe f +K Running Jump Kie while running ,0J •K 
Front Jump Toe Jl+K Sliding Leg Scissors close ronge to side P+D 



Sanmon Punch p Hopping Kick •r K 
One-Two Punch pp Leg Breaker before landing •Ji J]iK 
Sanman Puncli Kick PK Middle Rolling Sowbutt ~J+K 
One-Two Hammer PPP Sonman Ten Pin dose range P•D 
One-Two Crush near wall PPP Backbone Crock close range ..::> ~•K+D 
One-Two Hip PPK Overdrive dose range <v '::!I ~ ct <~+O 
Sonman Punch Upper p~ p Fu II Overdrive close range ~:> • .!I H2 <~P+O 

Boost Kick P~ PK ..:✓ -~P•D 

Low Puncfi J]i p Final Overdrive close range ..:j ,j I~ 1Z l:-P+D 

Elbow Smash 0 vP -'J :->P+O 
Power Knock <:- '--1,p -~ !> '"it 'J' .,..p+ D 
Double Power Knock If-, ~ pp Bear Hug close range ,, , p D 

'-J :""' + 

Triple Power Knock ;.. '-'✓PPP Elephant Hug close range .; ';f+O ,.. H'+O 

Sanmon Upper ~ p Giant Swing close range 2 ~ I~ J '-')P+D 
Double Upper ~ pp Pile Driver close range ~ ~.DP+O 
Double Upper Hip ~ PPK opponent crouching 
Jock Knife Throw ~ P+D Spark Scra1ch close range P+D 
Ig nition Punch '-J P facing wall 
Generator Punch cl.,, pp Sonmon Bomb close range }-?P+D 

fire Generator Punch ..;. ppp facing wall 
Atomic Genera1or Punch ...::j pppp Power Hunting close range ~Ji P+D 
fusion Generator Punch ..;. ppppp facing wall 
Power Hommer ,~ P+K+D opponent crouching 
Round Trip Hommer Throw ,Ji P+K+DP+D Tog Hand Woll Crush close range P+D 
Double Power Hommer J]i P+K+D •Ji P bock to wall 
Sonmon Kick K Willy Drop close behind opp. P•D 
Low Sonmon Kick ~Ji K Mox Trip opponent down -~ .,~ '°'JP 

BlocHuster ? K near opp. head 
Middle Sonmon Kick ~ K Giant Swing 2 opponent down I',-, /! I~ ,l '-')P+O 
Leg Throw .Jl> K+D near opp. feet 
Hip Bomber P+K+D Sitting Slam opponent down '1J ' +p 
Double Hip Bomber P•K+DP•K•D Megaton Stomp opponent down ~Ji K I 
Sky Burner if p Turn Knuckle opponent behind p I 
Knuckle Hommer 1'~ P Turn Knuckle Punch opponent behind pp i 
Jump Toe 1'•K Turn Kick opponent behind K 

front Jump Toe ?l+K Spin Kick Turn opponent behind ' J' +K 
Hip Four 1'K Low Turn Punch opponent behind ,Ji p 

front Air Kick ~ K Low Spin Kie Turn opponent e in s;i K 

Bock Air Kick '? K Sonmon Attack while running p 

Rider Kick before landing 1' 0 K Running Hip Bomber while running K 

Rider Toe K Sliding Kick while running ~ K 
Air Dive Hop Spin Kick while running .. ~~ +K 

Sonmon Hommer ~- +p Running Jump Kick while running J;.J +K 

Rolling Sowbutt '1J' +K Full Face Crush close range to side P+D 
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Clop Knuckle p Rolling Sowbutt t +K 
Double Clap pp Hopping Kick ~--. K 
Knuckle High Kick PK low Cut Kick before landing ~ ;u,K 
Combo Switch Upper PKP Clinch Punch close range P+D 
Triple Bash PPP Double Clinch Punch close range P•DP 
Combo Wall Scratch near wall PPP Clinch Strike Knee close range P+DK 
Combo lock Straight PP<~ P Clinch Knee close range K+D 
Double Clap Rush Kick PPK Fling Up Bomber close range ~ ~~P+O 
Combo Raid Knee PP~ K Brain buster close range ~ <?f>+D 
low Spin Combo pp~~ K Clinch Knee Grab dose range ".'.-"13' ~ ~.;',,K+D 
low Knuckle "'p Super Combo Knee Launcher dose range ~~ ~ ~0K+D 
low Knuckle Spin PK ~I ~ K 
Block Straight ~ p Wall Scratch close range P•D 
Toss Upper ~ p facing wall 
Rising Upper ~p Wall Strike Knee close range K•D 
Body Blow ~ p lacing wall 
Down Smash ~ pp Double Knee Wall Strike close range K+DK+D 
Power Smash ~?P facing wall 
Two Hand Bash J~ ? P Tag Hand Wall Crush close range P•D 
Tornado Punch <'.-"~ I~ ~?P back to wall 
Crawl Tornado Punch ~,Ji ~ p Breakneck Driver close behind opp. P•D 
Smart Kick K Tiger Suplex close behind opp. P•K +D 
low Spin Kick K Knuckle Dive opponent down v,f +P 
Cur Knee -"v K Knuckle Bal opponent down ~~ p 
Middle Spin Kick ~ K Spit Kiele opponent down ~~ K 
Standing High Kick rising from crouch K Turn Knuckle opponent behind p 

I Knee Launcher ,&, ~ K Turn Kick opponent behind K 
low Spin Up ,,i K+DK Turn Double Knuckle opponent behind pp 
Double low Spin Kick ,& K•D ~ K Spin Kick Turn opponent behind '11"' +K 
Jump Hammer 1'P low Turn Knuckle opponent behind ~, p 
Thrust Punch Air f+p low Spin Kick Turn opponent behind ~, K 

Jump Toe f+K Running Knuckle while running p 
Front Jump Toe Jl+K Running Tackle while running P+D 
Air Rolling Sowbutt 1'K Running Knee while running K 
Front Air Kie ~ K Sliding Kick while running 0 K 
Back Air Kick 1'<~ K Hop Spin Kick while running ~i' +K 
Air Dive :iK Running Jump Kick while running ,t,J +K 
Flare Toe belore landing 1' K climb Wall jump & touch wall 1' +P 
Flore Kick before landing 1' ~i K Wall Dive while climbing wall 1'+P 
Jump Hommer ¾\ +p Nail Hold Drop close range to side P+D 
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Cot Snap 
Cot Pot 
Cot Scratch 
Combo Cat Kick 
Combo Low Kick 
Chain Reaction 
Woll Zap 
Snap High Kick 
low Snap 
Low Punch Low Kick 
Block Slop 
Candy Swing 
Candy One-Two 
Candy Triple 
Cot Slop 
Cot Upper 
Cot Upper 
Rising Cot Upper 
Cat Pow Sweep 
High Kick 
low Kie 
Double Low Kick 
Leg Beat 

Low Leg Beat 
Toe Kick 
Toe Kick Scorpion 
Toe Kick Cot Heel 
Toe Kick Cot Somersault 
Block Bomber 
Scorpion Attack 
Cot Toil 
Cot Toil High 
Jock Knife Kick 
Cot Borrow 
Bootie Bop 
Double Boolie Bop 
Cot Hommer 
Cot Hommer 
Jump Toe 

. Front Jump Toe 
Air Rolling Sawbutt 
Air Dive 
Front Air Kie 
Bo<k Air Kick 
Flare Toe 

p 
pp 

PPP 
PPPK 
PPP '(JI K 
PP~K 

neor wall PPP 
PK 
;;i; p 

<-{,, PPP 

K 
K 

KKK 
KK '(JI P 

rising from crou<h K 
ri~ng from <rou<h KK 
rising from <rou<h KK +D 
rising lrom crouch K % K 

K•D 

+p 
fp 

+K 

.;l+K 

1'K 

<?K 
before landing f K 

i l 

Flore Kick 
Knuckle Hammer 
Cot Somersault Kick 
Rolling Sowbutt 
Hopping Kick 
Low Cut Kick 
Middle Rolling Sowbutt 
Woll Throw 
Back Wall Throw 
Cot Wheel 
Fo<e Crusher 
Swallow Twister 
Candy DDT 
Vaulting Horse 
Ba<k Woll Rush 

Fork Through 
Tog Hand Woll Crush 

Bock Suplex 
Tickle Tickle 
Candy Aerial 
Spin Landing 
Ei 
Ei Ei 
Ei Ei Ei 
Ei Ei Ei Ei 
Ei Ei Ei Ei Ei 
Spit Kick 
Turn Snap 
Turn Double Snap 
Turn Ki<k 
Spin Kick Turn 
Low Turn Snap 
Low Spin Kick Turn 
Running Straight 
Running To<kle 
Running Boolie Bop 
Sliding Kick 
Running Cot Somersault 
Hop Spin Kick 
Running Jump Kick 
Climb Woll 
Woll Dive 
Cot Thrust Throw 
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before landing 1' ,& K 

before landing 

close range 
close range 
close range 
dose range 
dose range 
dose range 
dose range 
close range 
lacing wall 
dose range 
close range 
bo<k lo wall 

P+D 

P•D 

P•D 

dose behind opp. P+D 
close behind opp. P•K•D 
both in mid-air <? P•K•D 
opponent down 
opponent down 
opponent down 
opponent down 
opponent down 
opponent down 
opponent down 
opponent behind 
opponent behind 

~b PPP 
~b PPPP 
.,b PPPPP 

p 
pp 

opponent behind K 
opponent behind ~) +K 
opponent behind ~ P 
opponent behind ~ K 
while running P 
while running P•D 
while running 
while running 
while running 
while running 
while running 
jump & touch wall f+p 
while climbing wall +P 
close range to side P+D 



i 

PICKY 
Boorder Punch p Flore Toe before landing tK 
Double Boarder Punch pp Flore Kick before landing ~;i K 
Punch Coin PK Hopping Hommer ~1, +p 
Combo Toil Kick p, Ji K Coin "I' +K 
Boord Bosh PPP Hopping Kick t' K 
Wo ll Squash near wall PPP Flip Low Kie w ile running P+K+D ~JI K 
One-Two Upper pp"$, p Low Cut Kick before landing u' :iK 
One-Two Coin PPK c ose range P+D 
One-Two Knee pp t- K Over ea Cannon c ose range \? --DP+D 
Combo Skipping Knee pp..;. KK Fork Through close range ? P+K+D 
One-Two Kick pp,I~ K Fork Through Kick close range ·., P+K+D<;.K 
Combo Toe & High Kick pp,1~ KK Woll Rus close range P+D 
Low Punch 

"" p facing woll 
Low Punch Toil Kick °"' PK ·IJ> K Dead End Double Knee close range '-~ ~ K 
Block Upper ? P facing wall 
Upper ~ p Tag Hand Wall Crush close range P+D 
Upper High Spin ~ PK bock to wall 
Upper Middle Spin ~ P=✓ K Bock Suplex close behind opp. P+D 
Board Slap "= ,::_""· 'f; p 

>;; ~-:/ Flying Head Scissors close range , P+K+D 
Overhead Board Bash ri-t +D~ P in mid-air 
Standing Knee K Air Grob both in mid-air '~ P+K+D 
Knee & High Spin KK Flying Dolphin Attack opponent aown ,f +p 
Tail Kick K Moul Bash opponent down '.? p 
Block Knee ? K Foot Stomp opponent down ~ K 

Step Knee <-i) K Doub e Stomp opponent down ti.JI KK 
Toe Kick ~Ji K Triple Stomp opponent down ~JI KKK 
Toe & High Kick JJi KK Turn Punch opponent behind p 
Heel Drop ~];, KK+O Turn Do opponent be ind pp 
Low Spin Kick ~~ K+D Turn Kie opponent behind K 
Heel Drop 2 1' +D °"' K Spin Kick Turn opponent behind 
Middle Spin Kick ~ K Low Turn Punc opponent 
High Spin Kick ~Ji ~ '"')K Low Spin Kick Turn opponent 
Rocket Missile back to wall ~K Running Boord Slop while running p 
Hopping Knee K+D Running Knee w i e running K 
Skipping Knee <!!i ~ K+D Sliding Kick while running ',? K 
Jump Hommer +p Rip Kitk l while running ? KK 
Hopping Hommer p F ip Low Kie w i e running 
Jump Toe •K Dosh Air while running P•K•D 
Front Jump Toe Jl+K Flip Kick 2 whi e running P+K+OK 
Air Rolling SawbuH K Clim Woll jump & IOU( WO +P 
Front Air Kie <0 K Woll Dive while <limbing wall +p 
Bock Air Kick <2- K Shell Break Elbow close range to si e P+D 
Hatch '.JI K 



Strong Fist p Jump Toe 1'•K 
Ex1reme Blow pp Front Jump Toe 
Blow Combo• Upper PPP Air Rolling Sawbutt 
Blow Combo• High Kick PPK Front Air Kick 
Blow Combo• low Spin pp.Ji K Air Dive 1' ~!, K 
Fist & High Kick PK <?> K 
Combo • Switch Upper PKP before landing 1'K 
low Fist "'p Jump Hammer ~· +p 
low Fist Spin "1 PK Flare Kick before landing ~ K 
Blow Combo• Straight PN> P Rolling Sowbutt ,i) +K 
Extreme • Death Prelude PP'=D PK Hopping Kick before landing ~"I K 
Extreme • Death Symphony P~ KP low Cut Kick before loniling '11' ;Ji K 
Blow Combo• Double High Kick PN> KK Woll Throw close range P•D 
Extreme• Death Requiem PP'=D KP-=D P Broinbuster dose range ~ P•D 
Extreme• Death Finale PP-i/ KP-f> r<;a 1

~ '-DP Block Rainbow close range ~-=,) <.1::f+D 
Strong Upper ~ p Woll Blaster close range P•D 
Stomach Blow ~ p facing wall 
Blow & Fist ~ '4>P Woll Axel dose range P+D 
Gust of Rage <?~~p bock to wall 
Hurricane Punch ~~ -J~ ~~p Germon Suplex dose behind opp. P+D 
Strong High Kick K Block Hole both in mid--0ir ~ P•K•D 
High & Side Kick KK Wrecking Dive opponent down "11'- +p 
High Kick & Fist KP Strike Stomp opponent aown i:ll, K 
Axel Roll ~ K Turn Fist opponent behind p 

Revolution One ~, K Turn Double Fist opponent behind pp 
High & Double Axel ~ KK Turn High Kick opponent behind K 
Middle & Double Axel ~ K-=D K low Turn Fist opponent behind ~, p 
low Double Axel ~ K<!l, K Spin Kick Turn opponent behind '11' +K 
Strong Knee ~.> K low Spin Kick Turn opponent behina ~!, K 
low Shot ct K Running Straight while running p 
low Shot• Axel cg KK Running Tackle while running P+D 
low Shot• Blow cg KKP Running Knee while running K 
low Shot • Dork Prelude ct KKPP Sliding Kick while running ~ K 
Revolution ;JJ, K+D Running Jump Kick while running ,01 +K 
High• Double Revolution J], K•DK Climb Woll jump & touch wall 1'•P 
low • Double Revolution ~!> K•D~ K Wall Dive while climbing wall +p 
Thrust Punch Air +P Distortable Blow dose range lo siile P•D 
Jump Hommer 'fp 
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B.M. 
Strong Fis! 
Extreme Blow 
Blow Combo• Upper 
Blow Combo• High Kick 
Fist & High Kick 
Combo • Switch Upper 
Blow Combo • Straight 
Extreme • Death Prelude 
Blow Combo • Double High Kick 
Extreme • Death Symphony 
Ex.treme • Death Requiem 
Extreme • Death finale 

Blow Combo • Low Spin 
Low Fist 
Low Fist Spin 
Strong High Kick 
High Kick & Fist 
High & Side Kick 
Revolution One 
Stomach Blow 
Blow & fist 
Block Straight 
Gust of Rage 
Hurricane Punch 
Strong Knee 
Axel Roll 
Blockbuster 
Block Knee 
Ankle Fall 
Ankle Cross 
Cross Destruction 
Revolution 
High • Double Revolution 

f Low• Double Revolution 
Low Shot 
Low Shot • Axel 
Low Shot • Blow 
Low Shot• Dork Prelude 
Jump Hommer 

p 
pp 

PPP 
PPK 
PK 
PKP 
pp~ p 
PP~ K 
PP~ KK 
PP~ KP 

PP~ KP i 
I'?- ;, ~ P 
pp~~ K 

p 
PK 

KP 
KK 

~ K 

.'Z KK 
~ KKP 
ei KKPP 

Rolling Sawbutt 
Hopping Kick 
Low Cut Kick 
Thrust Punch Air 
Jump Toe 
Front Jump Toe 
Air Rolling Sawbutt 
Air Dive 
Jump Hommer 
Front Air Kick 
Back Air Kick 
Fare Toe 
Flore Kick 
Woll Throw 
German Suplex 
Wall Axel 

Woll Blaster 

Brainbuster 
Black Rainbow 
Spit Kick 
Wrec ing Dive 
Turn Fist 
Turn Double Fist 
Turn Hig Kie 
Low Turn Fist 
Low Turn Fist Spin 
Low Spin Kie Turn 
Spin Kick Turn 
Running Straight 
Running Tac e 
Running Knee 
Sliding Kie 
Running Saw ult 
Running Jump Kick 
Climb Woll 
Woll Dive 
Distortable Blow 

close range P•D 
close behind opp. P+D 
close range P•D 
back lo wall 
close range 
facing wall 

P+D 

close range 
close range 
opponent down 
opponent down 
opponentbehind P 
opponent behind PP 
opponent behind K 
opponent behind 
opponent behind 
opponent behind 
opponent behind 
whi e running 
whi e running 
while running K 

P•D 

close range to side P•D 
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Born p Hochon! before landing t ~l]i K i 

Born-Born pp Yamogoya Throw c ose range P+D 
Born-Born Boom PPP Love Parade close range P+D 
Bing Born Boom near wall PPP bock to wall ,, 
Salmon Lover (Bamboo Lover) PK Kumo Oroshi close range P+D 
Barrel p~ p lacing wall 
Smiley Barrel p~ pp Kumochon Trick close behind opp. P+D 
Happy Barrel P~ P~ P•D Kiss the Future close range ~~ P+O 

' -
Ku maae ➔P opponent crouching 
Cuteron '-)P fac.ing wall 
Fon An ~ pp Wild Animal close range <!, P+D 
Dotomuse Royal ? PPP Bucking Bear close range ? ? P+K+D 
President Rhapsody d:_;. pppp Bear Hug close range ?(~+D 

Canyon Laurel ~ ppppp Killer Kumo Beast close range ? <'...::f+IY'2 <'.....f+O 
Six Panzers ? pppppp Hungry Bear Special close range ~ (!:.p+O~ @-r♦DP+O 
Death Standard =) PPPPPPP Woy of the Wild c ose range ? ~ ·!!, e? <? P+D 
Ox Attack <t-?P Naughty Bear close range -0 ~ ~)I ~ <?f>+D 
Span Club ~ p ~ <'...:f+D 
Span Span Club ...:J PP Big Beast Attack dose range ? ~ <!!> 1 #•D 
Punch 2001 \? P ? <'...::f+O:f> ?-P+D 
lyon <~~p Wild Thing close range ? ~ ,!!> ~ (~ +D 
Yon-Yon <??PP ~ <'.....P•O~ <'....P•D 
Yon-Yon-Yan <? ? PPP ?- ~ ~ 1 <?P+D 
Hello Tech ~ ~ p Super Washington Treaty close range ~ ~ 1J, CZ (?P+D 
Heoil-on ""p ~ ~•O~ <H>•O 
Kuma Kick K <? ~ cD ,Jo (?)l+D 

Homo-<hon ~ K ~, ~<?P 

Kick 2001 ~? K Ploying Dead opponent down ~~ ?<?P 
Doi-<hon ~ K near opp. head 
Glass Hansel <!, P+K+D Earthquake opponentaown ~~ K 
Salmon Hunting •!J> P•K •DP•D Balloon Foll opponent down ~j'i +K 
Double Hansel .iJ> P•K•D~ P Paodiy Punch opponent behind p 

Good Night! ~ •P Poochy-Poochy Punch opponent behind pp ' -. 
Sowbutt • Sapphire ~d' •K Poochy Punch Remix opponent behind ,!Ji P 
Saw butt • Diamond vl+K Poochy Kick opponent behind K 
Kumochon 33 & 1/3 ~Ji K Poochy Acid Kick opponent behind ~ K 
Kumochon 45 ~i <i,K Poochy Trance Kick opponent behind ~ •K h 

Flying Kumo 1'•P Assault Kumo while running p 

Climb and Kick 'l'+K Assault Kumo Tackle while running P+D 
Front Climb and Kick '9+K Violent Assault Kumo while running K 
Kumo Otoshi 1'K Sliding Assault Kumo while running '1Ji +K 
Hochi 1' ~i, K Assault Nobori Kumo while running ~ir K 
Kumo Ploy 1'~ P Assaul1 Nobori Guerrilla while running ~•K l":-'':i 
Guru-Guru 0 1' --';) K Ultra Violent Kumo P+K+D 
Koiten Kumo 1' ~ K Unbearable Assault ?-et~ ~?P•K•D 
Kumo Poko before landing fK 
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LIMITED WARRANTY 
-,,.,1, t or America, Inc. warrants to the original consumer purchaser that the Sega Saturn 
1 rnI1p,H I d isc shall be free from defects in material and workmanship for a period of 
110 d,IY'> from the date of purchase. If a defect covered by this limited warranty occurs 
d111 lni-: this 90-day warranty period, Sega w il l repair or replace the defective compact 
< Ilse at ils option, free of charge. This I imited warranty does not apply if the defects have 
IR·cn caused by negligence, accident, unreasonable use, modification, tampering or 
,,ny other causes not related to defective materials or workmanship. 

ro receive U.S. warranty service, call the Sega Consumer Service Department at: 
1-800-USA-SEGA 

I o receive Canadian warranty service, call the Sega Canadian Consumer Service 
I )c •pnrlment at: 1-800-872-7342 

1 >(1 NOT RETURN YOUR SEGA SATURN COMPACT DISC TO YOUR RETAIL 
'-ti I I I K. Return the compact disc to Sega Consumer Service. Please call first for rurther 
lnlnr 111ation. If the Sega technician is unable to solve the problem by phone, he or she 
will pr<>vide you w ith instructions on returning your defective disc to Sega. The cost of 
1t<lt11ning the disc to Sega' s Service Center shal l be paid by the purchaser. 

REPAIRS AFTER EXPIRATION OF WARRANTY 

II yulll Sega Saturn compact disc requires repairs after termination of the 90-day l imited 
w,1rr,Inty period, you may contact the Sega Consumer Service Department at the 
1111111hc1r listed above. lf the technician is unable to solve the problem by phone, he or 
,Iii' will advise you of the estimated cost of repair. If you elect to have the repair done, 
yrnI will need to return the defective merchandise, freight prepaid and insured aga insl 
lo"' or damage, to Sega's Service Center with an enclosed check or money ordC'r 
p,1y,1blc to Sega of America, Inc., for the amount of the cost estimate provided to you 
by lhl' lechnician. If, after inspection, it is determined that your compact disc ca nnot 
he• ,c•paired, it will be returned to you and your payment will be refunded. 

LIMITATIONS ON WARRANTY 

A11y ,1µplicable impl ied warranties, including warranties of merchantability and film·~~ 
1111 ,1 particular purpose, are hereby limited to 90 days from the date of purchas<• ,111d 
,111° ~ubject to the conditions set forth herein. In no event shall Sega of America, Inc., 
lw liable for consequential or incidental damages resulting from the breach of ,111y 
1•xptt1ss or implied warranties. 

I ht• provisions of this limited warranty are valid in the United States only. Som(• sl,ltt•s 
,to not allow limitations on how long an implied warranty lasts, or exclusion or 
<'Onscquential or incidental damages, so the above limitation or exclusion 111.,y 1101 

,,,>ply to you. This warranty provides you with specific legal rights. You n1,1y li ,,vt• 
other rights which vary from state to state. 
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