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A Special Message from 
CAPCOM ENTERTAINMENT 

Thank you for selecting STREET FIGHTER COLLECTION 
for your Sega Salum. CAPCOM ENTERTAINMENT is 
proud to bring you this thrilling new addition to your 
video game library. 

• The Sega Saturn disc is inlended !or use exclusively 
with the Sega Saturn'" System. 

• Do not bend it, crush it, or submerge it in liquids. 

• Do not leave it in direct sunlight or near a radiator or 
other source ol heat. 

• Be sure to take an occasional recess during extended 
play, to rest you rsell and the Sega Sal urn compact 
disc. 

• Keep your Sega Saturn compact disc clean. Always 
hold by the edges and keep it in its case when not in 
use. Clean with a lint-free, soft dry cloth-wiping in 
straight lines from center to edge. Never use solvents 
or abrasive cleaners. 

WARNING TO OWNERS OF PROJECTION TELEVI­
SIONS: STILL PICTURES OR IMAGES MAY CAUSE 
PERMANENT PICTURE-TUBE DAMAGE OR MARK 
THE PHOSPHOR OF THE CRT. AVOID REPEATED OR 
EXTENDED USE OF VIDEO GAMES ON LARGE­
SCREEN PROJECTION TELEVISIONS. 

This product has been rated by the Entertainment 
Software Rating Board. For information about the ESRB 
rating, or to comment aboul the appropriateness of the 
rating, please contact lhe ESRB at 1-800-771-3772. 

WARNING: READ BEFORE USING YOUR SEGA 
VIDEO GAME SYSTEM. 

A very small percentage ol individuals may experience 
epileptic seizures when exposed to certain light patterns 
or !lashing lights. Exposure to certain patterns or back­
grounds on a television screen or while playing video 
games may induce an epileptic seizure in these individ­
uals. Certain conditions may induce previously 
undetected epileptic symptoms even in persons who 
have no history ol prior seizures or epilepsy. II you, or 
anyone in your family, has an epileptic condition. con­
sult your physician prior lo playing. If you experience 
any of the following symptoms while playing a video 
game- dizziness, altered vision, eye or muscle twitch­
es, loss of awareness, disorientation, any involuntary 
movement, or convulsions- IMMEDIATELY discontinue 
use and consult your physician before resuming play. 

CAPCOM HINT LINE 
Hints are available: 

, .. 011 .. 110 .. u1 (1-900-6ao-2583) 

$.99 per minute for 24-hr. pre-recorded informa­
tion. $1.25 per minute for live Game Counselor 
assistance. From Canada: 
1-900-677-2272 ($1.25 per minute). 

Must be 18 years or older, or have parental per­
mission. Game Counselors available 
Monday-Friday 8:00 a.m. - 5:00 p.m. Paci fic 
Standard Time. This hint line supports games 
produced by CAPCOM ENTERTAINMENT, INC. 
only. No hints will be given on our Consumer 
Service line. You must have a touch-tone phone 
to use this service. 

CAPCOM ON-LINE 
hllp://viww.capcom.com 

CompuServe users, select Go ... 
then type: capcom 

Vis ii our website to see al I the great new 
CAPCOM products or to play certain games on­
line! Or just e-mail us for help or lo find out 
what's new at CAPCOM! 

CAPCOM ENTERTAINMENT, INC. 
475 Oakmead Parkway 
Sunnyvale, CA 94086 

© CAPCOM CO., LTD. 1991, 1993, 1994, 1996, l!lfl/ 
© CAPCOM U.S.A., INC. 1991, 1993, 1994. 1996. 1997 Al I 
RIGHTS RESERVED. STREET FIGHTER, SUPER STREET flGI 111 ll 
and STREET FIGHTER ALPHA 2 are trademarks ol CAPCOM CO , 
LTD. CAPCOM is a registered trademark of CAPCOM CO , Ll ll. 
QSound Technology is protected by U.S. Patenl Nos. 5,10fi,4b? 
and 5,208,860 and numerous foreign patents. OSound. Vl11i1al 
Audio and the QSound logos are trademarks ol OSound I ,11ls 
Security Program © SEGA 1994 All Righls Reserved. Sega a11d 
Saturn are trademarks ol Sega Enterprises, Lid. This gamr1 Is 
licensed lor use with the Sega Saturn system only. UnaulhOt 1111d 
copying, reproduction, renlal, public performance or broadcasl ol 
lhis game is a violation of appl icable laws. Made and printed In lliu 
U.S.A. All Rights Reserved. 

Manual-Corey Tresidder; Translation-Nale Mcilvain Williams: 
Creative Services-Priscilla McGee, Michi Morita, Corey 
Tresidder; Product Marketing Managers-Todd ThOrson; Manual 
Design-Studio em; Packaging Design-Michi Morita; Special 
Thanks lo Tom Shiraiwa, Miki Takano, Rober! Lindsey, Robert 
Johnson, Hanako Walanabe and Lesli Howard 
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Set up your Sega Saturn game console according to the instructions in its Instruction 
Manual Ailake sure the power is off before inserting or removing a compact disc. 
Insert either STREET FIGHTER COLLECTION ctisc and close the disc cover. Insert 
game controllers and turn on the Sega Saturn game console. Follow the on-screen 
instructions to start a game. 

DISC 1 DISC2 

BUTTON FUNCTION FUNCTION 

START BUTTON Starts Garne Starts Game 

Pauses Game Pauses Game 

Joins in for Second Player Joins in for Second Player 

DIRECTIONAL BUTTON Highlights Game Mode Highlights Game Mode 
(See Mode Select Screen) (See Mode Select Screen) 

Changes Settings Changes Settings 
(See Option Mode) (See Option Mode) 

Moves Character Moves Character 

ABUTTON Opens Pause Menu Opens Pause Menu 
Selects Menu Item Selects Menu Item 

CBUTTON Opens Pause Menu Opens Pause Menu 

Selects Menu Item Selects Menu Item 

Hold A, B and C Resets Game Resets Game 
Buttons sinntltaneously, 
then press Start 

I 
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Important Nole: The diagram shows the Directiona.l Button positions for a player facing 
tl1e right. The co11.trols are reversed when facing the left. 

X BUTTON A BUTTON 
Light Punch Gab) Light Kick (Short) 

Y BUTTON B BUTTON 
Medium Punch Medium Kick 

Z BUTTON C BUTTON 
Hard Punch (Fierce) Hard Kiel< (Roundhouse) 

L BUTTON R BUTTON 
3P 3K 



- -----

After loading Disc l , press the Start button to bring up the STREET FIGHTER 
COLLEC110N tjUe screen. Then press tl1e Start button lo bring up the Game Select 
screen. Highlight either game and press the Start. A or C buttons to select the gan1e. The 
intro sequence for the gan1e will start. Press the Sta1t button to bring up the game's title 
screen. Press the Start, A or C buttons again to bring up tl1e Mode Select screen. 

To cxil one game and play the other, from the ga me's title screen press and hold the 
A, Band C buttons simultaneously. Then press the Start button. This will return you 
to the Street Fighter Collection title screen. 

After selecting tl1is 1 player mode from the Mode Select screen of either game. highlight 
a character ancl press a button to select it. You can select character color depending on 
wl1id1 button you use to select the character. If SPEED is set to FREE in the OP'fION 
MODE of Super Street Fighter II Turbo, choose between 3 levels of TURBO speed after 
selecting your diameter (see page 16). You will battle each character in the Super Street 
Fighter touniament. If you are good enough, you may read1 the finals. 

To join in witl1 a 2nd player and fight a single match, simply press the Start button on 
tl1e Player 2 controller, then select a diameter. 



This mode allows you to have single 2-player matches. Select ead1 character and 
color in the same manner as ARCADE MODE. Also, in Super Street Fighter II Turbo, 
d1oose between 3 levels ofTIJRBO speed. After the matd1 ends, you will be able to 
choose 2 new characters if you desire. 

The OPTION MODE for both games arc identical, except for the SPEED option in 
Super Street Fighter II Turbo. 

Difficulty Adjust 8 levels of difficulty, wlth more stars being 
more difficult. Level 4 is default. 

Tune Li11tit Tw:n the ti.me limit on ead1 rorn1d to ON or OFF 

Speed (SSFIITURBO only) Choose between FREE (d1oose from 3 levels in game), 
TO (slow), Tl, T2 orT3 (fast) 

S11ortcut Select between ON or OFF. If you select ON, this is the 
quick start mode 

Souncl Choose between STEREO and MONAURAL, 
depending on your system 

BGM Test Use the Directional button to change the nun1ber, 
then press the A button to hear the Background Music 
theme. Stop the tlleme with the B button. 

Button Config. Adjust your functions for gameplay. 

Screen Adjust Use the Directional button to adjust the location of 
the game on your monitor. 

HIRD 
SAVE DATA 
This allows you to save your OPTION MODE settings and HI-SCORE data to your 
Saturn internal memory. STREET FIGHTER COLLECTION uses 1 memory file. 

To save your game select BACKUP from the Mode Select screen, then press the Start. 
A or C buttons. Higl1Ught SA VE DATA then press the Start, A or C button to seJect 
SAVE DATA. Your game will automatically snve your settings. Follow the on-screen 
instructions to return to the OPTION MODE. 



LOAD DATA 
After saving to memory, you can LOAD your settings and play witll those settings 
intact. Select BACKUP from lhe Mocle Select screen and l1igh1ight LOAD DATA. Press 
the Sta.it, A or C buttons to select LOAD DATA, and your saved data \Vil! automatica.lJy 
load. Follow the on-screen instructions to return to the Mode Select screen. 

A short list of moves beyond the basic punches and kicks appears here and also in 
The Alpha Warriors, pages 18 • 2 4. 

Note: Moves from SUPER STREET FIGHTER II not listed in SUPER STREET FIGHTER 
ff TURBO ilre still avililable. 

The moves are described in this manner: 

The directions you need to press the Directional Button to perform the n1ove are 
described first (moves must be clone in a smooth, quick n1otion). Following the move 
is the list of Punch or Kick buttons you must press to perform lhe move. 

Key - p Any Puod1 button 

K Any Kick button 

LP Light Pund1 button 

MP - Medium Punch button 

BP Hard Punch button 

LK Light Kick button 

MK - MediUJn Kick button 

HK - Hard Kick button 

2P Any 2 Pund1 buttons simultaneously 

3P All 3 Punch buttons simultaneously 

2K Any 2 Kick buttons simultaneously 

3K All 3 Kick buttons sinlultaneously 

Each time you execute normal moves and spectal moves, your Super Combo gauge 
will build up. Your level will increase when the gauge reaches certain points, ancl then 
you will be able to perform Super Combos. 
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Gou-hodolcn 

Zonk1AH1adoken When in oil, ♦- ♦+ P 
Go-shoiyuken 

Totsumoki-ronlu-lyoku 

• 

S~oight Dosh Punch Hold • for 2 seconds, then press ♦ + P 

Ooshing UpperOJI Hold • for 2 seconds, then press ♦ + K 
finol Punch Press ond hold 3P or 3K for 2 Seconds, then releose 

Buffalo Heod Butt Hold ♦ for 2 seconds, then press ♦+P 

Finol Punch Press ond hold 3P or 3K for 2 Seconds, then releose 

Buffalo Heod Butt Hold ♦ for 2 seconds, then press ♦+P 

GrOUld Ooshir¥J Punch Hold • for 2 seconds, !hen press • + P 
6rOU1d Ooshir¥J Upper Pooch Hold • for 2 sccomls, lhen press A + K 

Hold • for 2 seconds, lhen press ♦ • ♦ + P 

•' / · ::,...,-~ 
\ • • ~~ 

~ 

RolfingAttod 

Electric ThUllder Press P repeated~ ,I 

Velfull Rolang Attocl: Hold ♦ f01 2 seconds, then press ♦ + K 
Boost Roll 

Surixise Bodword Mock Press . +3K 
Surprise F01wc11d Attod Press ♦ +3K 
Rock Crush Press . or ♦ +MP 

.Amazon River Dosh Pres<; • +HP 
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front Kiek 

Connon Drill 
Spinning Knu,kle 

Press♦+ HK 

F1ont Kick Prez ♦♦- +K 
Connon D1ill Press ♦• ♦ + K 
Spinning Knu,kle Press♦ A♦-♦ + P 

Press♦• ♦ • + P, lhen wh'le in oir p1ess K 

Spin Orive Smasher 

lightr.iflJ Kidc Press K repeoledly 

Spinning Bild Ktck Hold ♦ for 2 seconds, lhen press • + K 

Kikou ken Hold ♦ for 2 seconds, lhen press ♦ + P 

Koku kyoku roku Press • +MK /' 

Spinning Air Kkk Ho!d ♦ for 2 secoods, lhen ♦ + K 
' Koku kyoku roku Press • +MK 

Yosou kyoku Ylhen neor opponent, press ♦ + HK 
Kouhou koiten kyoku Press • + HK 

Press ♦ for 2 seconds, then press ♦ ♦ ♦ + K 

Hyper fist Press ♦ for 2 seconds, lhen press • + P 
Double Dreod Kick Press ♦ for 2 seconds, lhen press ♦ + K 

Mox Out Press ♦ for 2 se<onds, lhen press ♦ + P 
Knee Shot While in oi,, press ♦ + K 

Hl'l!EI fisl Press ♦ for 2 seconds, lhen press ... + P 
Double Dreod Kitk Press ♦ for 2 seconds, lhen press ♦ + K 

Mox Ou1 Press ♦ for 2 seconds, lhen press ♦ + P 
Maximum Jockkrile 

• . 
Dreod Cornivol Press ♦ for 2 seconds, lhen press ♦ ♦ ♦ + K Lb.J~ 

\ 



Yogo Teleporl Press • • • + 3P or 3K 
Yoga Fire Press•• • +P 

Yoga Flome Press♦a••• + P 
Onn Kkk \\lltile in cir, press • + HK 

• • , ; . 
Yogo Telepoit Press • • • + 3P or 3K 
Yogo Fire fress•••+P 

fress♦a••· + P 
Press♦•••• +K 

Yoga Inferno 

Somo Head Butt Hold ♦ for 2 secooos, tlon press • + P 

Hundred Hand Slop Press P repeatedly 

Somo Smash Ho'd • for 2 seconds, then press • + K 
Flying Sumo Press While in the oi1, piess • + MK 

Oukho noge 

KneeKkk W11ile neor oppooent, press • or ♦ + HP 
ffying Sumo Press While in the cir, press • +MK 

Horai ken Press • 01 ♦ + HK 

Hold ♦ for 2 seconds, then i-ess • ♦ • + K 

Ris11g Dragon Kick Press♦• a +K 
Rekko Ken • • • + P (coo be done 3 times successively) 
Roundhouse Hqi Press . + HK 

~~-­
'!f .7 \ ' "> 
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fol\\'ord Hop 

$iIDl • ' 
R~illg Orogon Kick Press♦• a + K 
Relcko Ken Press • • • + P (con be done 3 times s1Kcessively) 
Relckukyoku Prass ♦a•••W+K ;{ ~ 

~~ 
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Sooic Boom 

Somersnultrd Ho!d ♦ for 2 seconds, lhen press • + K 
Reyeise Spin Kick Hold ♦ or ♦ tov1ord opponent, !hen press MK 

Press ♦ + HP 

Soric Boom 

Sornersoult kick Hold ♦ for 2 seconds, !hen press • + K 

Reveise Spi1 Kick Hold ♦ or ♦ toward opponent, then press MK 

Knee Berzerker Press ♦ 01 ♦ + HK 
I 

Dooble Some,smAI Kick Hold a lo, 2 seconds, !hen press • a• + K 

fireball Press ♦a ♦+ P 

O!ogon Punch Press ♦♦- +P 
Hunicone Kick Press♦ »♦ + K 
Air Hurricane Kick When in air, press ♦ a ♦ + K 

Dragon Punch Press♦♦- +P 
Komoboroi ke1i Press ♦a ♦+ K 
Notooshi keri Press ♦a ♦+ K 
Soto mowoshi keri Press ♦ »♦a♦ + K 

' Shofi'\Heppo Press ♦a ♦♦a + P 

Double Knee Press Hold ♦ for heconds, then press ♦ + K 

Heed Press 

Knee Press Nightmare Press ♦ for 2 seconds, then press ♦ ♦ ♦ + K 



fi1eboU Press♦-♦+ P 
Dcogon Punch Press ♦♦- +P 
Hu1ricone Kick Press♦a♦ + K 
Fire Hodoken Press ♦ A♦-♦ + P 

FireboD Press ♦-♦ + P 
Drogin Punch Press ♦♦- +P 
Hunicone Ki<k Press♦ a♦ + K 

Air Hunicone Kick 

' Slinku hcdokcn P1ess ♦-♦♦-♦+ P 

Tigei Uppeicul Press ♦♦• +P 
Tigei Shot 

Press♦• ♦+ K 

Tiger Uppercut 

Tiger Shot 

G1ound figer Shot Press♦- ♦+ K 

Press ♦-♦-♦W + K 

The Howk When in air, p1ess 3P 

Sto1m Hommer 3~egree motion+ P 

Thundeishike P1ess ♦♦- +P 
Heo'I'( Body Press 

• • 

The Howk When in oi1, J)less 3P 

SIOfm Hommer 3 60oogree moti01i + P 

P1ess ♦♦- +P 
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ffying Borcelooo Anock Hoij ♦ lor2 seconds, il-,o,iprllS • 1 It Folbuq11ilhP 

Clow Dive Hoij ♦ for 2 second1, lre.1 lll!IS • 1 It folbn i h ♦ ,x • • P 
Clow Rcll Hold ♦ for 2 seconds, then press • + P 
Clow lhrU$I Hold ♦ for 2 seconds, then press • + P 
1.111 • 1•·'in'fl':l:ftl ·,, 

' ·, .,, ' 
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Fl~ng Borcelooo Anock Hoij♦ for2 second\, lfl!tlll!IS • 1 It fo&w\l'lhP 

Clow Dive Hoij♦ forh cond~lfl!tpr11S • 1 ltfo&wwlh♦ or . +P 

Clow Thrus1 Hold ♦ for 2 seconds, then press • + P 
Bockslosh l'ms 3P 

'l..~it.',. -·,11 ,:ff) ·: ,, 
. ,;::: ' 

Roll·ng Clow Dive Hoij a lor2ffcoods, lhmp111s• a1f+lt ~1i~ h 1ir,11111S ♦ C1 • •P 

... ,mo11:1 ' .. ,;, 

Spinning Piledriver 3601legree motion+ P 

Double l.criol 3P or 3K 

Sibeiion Suplex 360degree mofion + K 

Fl~ng Body Press When in air, p1ess ♦+HP 

~fl'.J•~:HJ ' 
' '':' : " ' ' 

,, 

Spinning Pi.ledriver 360degree motion + P 

Double toriol Press 2P or 2K 

Siberian Suplex 360degree motion+ K 

Banishing Fist Press·• ♦ + P 

't,jll:i_t.,ll!tl.',l:Itl ' 
:. 

: .. , ,:" 
; , ' 

Fi~I Atomic Buster 360degree mofion lwice + P 

\ 



IIIBRI. J[LPHI 2 GOLD 

B•►-~IIDJJS ___ ._.___..__ 
There are 4 n1odes of play and 2 setup modes for Street Fighter Alpha 2 Gold. After a 
bal lle, U1c win/loss screen appears. At the continue screen, press the Start button before 
the time reaches zero in order to contiJ1ue. To bypass the conli.nue screen and end the 
gnme, press any button other than the Start button. (Note: Tumi11g SHORTCUT to "011" 

in the OPTJON MODE bypasses rlze Mode Se/eel scree11. See page 16/or more) 

To adjust your button configuration dming gameplay, press the Start button to pause 
the game. Then press the A or C button to bring up the Pause Menu. Select KEY 
CONFIG from U1e menu lo adjust your buttons, Uien EXIT when you arc finished. 
Select QUlT to return to tile .Nlocle Select screen. When configuring your bul tons, use 
the DireetionaJ button to higJJ.light the function, then press the button you want to 
perform that function. 

Select a Street Fighter character and fight your way through 8 other computer­
controJJecl opponents. ARCADE is a one-player game, but a second player can join in 
at any time. Press fhe Start button on the opposite controUer to join in. The Character 
Select screen will appear. 

From the title screen, press the Start button to see tJ1e l\ilodc Select menu. Use the 
Directional Button to highHght this mode, then press the Start, A or C buttons to 
select it. You will tl1cn see the Character Select screen. Use the Directional Button to 
highlight a character. When selecting a character, you mny also change the color of 
your character depending on whid1 button you press. 

MANUAL You must perform all blocking functions, and Super Combos n1ust be 
performed using the full instructions outlined in ALPHA WARRIORS 
(see page 18). 



AUTO Auto mode offers 2 features: 

Simple Co111mand You can execute Super Combos by simply 
pressing 2 buttons simultaneously. Press Light 
Punch and Light Kick simultaneously for Super 
Combo # 1. Press Medium Pund1 and Medium 
Kick for Super Combo #2, and press Hard Punch 
and Hard Kick for Super Combo # 3. If your 
character has only 2 Super Combos, #2 is 
executed even if you enter the command for # 3. 
Only Level 1 Super Combos are available in 
AUTO mode. 

Auto Guard Your d1aracter will block automatically unless 
you are attacking. The number of available auto 
guards is unlimited. 

Note: Your opponent can block Super Combos in the air while you are in AUTO mode. 

V.S. MODE is the classic 2-player contest. Use the Directional button to highlight this 
from the Mode Select screen and press the Start, A or C buttons to select it. You will 
then be presented with the Character Select screen. Select character, color, game 
speed and MANUAL/ AUTO in the same manner as the ARCADE mode. 

This one-player mode challenges your skill as a Street Fighter. Highlight and select a 
character as you would in ARCADE mode. Fight as far as you can in 1 round matches 
where your vitality level carries over to the next match. You are rated by time and 
hits. which add up to your recovery level. Your recovery level determines how much 
vitality you will recover for the next match. 

When you finish the SURVIVAL mode or you lose a round, you can enter your name 
if you rank. When you lose, the Continue screen appears. Highlight CONTINUE to 
keep playing the SURVIVAL mode or EXIT to return to the J\lfode Select screen. Press 
the Start, A or C buttons to make your selection. 

This mode allows you to study and practice spedal moves, Super Combos and 
Custom Combos. Your opponent will not block for the first hit, but will block for the 
following hit. Therefore you can easily determine if you can execute the combo 
successfully. After a certain amount of time, the opponent will not block your attack. 



The Super Combo Level Gauge is fully charged, up to Level 3, and will be consumed 
as you execute Super Combos and Custom Combos. It will re-charge after a certain 
amount of time. 

At first, select your drnracter and your opponent character. The Training Nlain .Menu 
will then appear. You will sec the follov.ring options. Use the Directional button to 
high.light tl1c option, and press the Start, A or C buttons to select it 

NORMAL MODE Begins practice with these features: No Time Limits, 
opponent's vitality does not decrease when hit, a11d no 
combo replays 

RECORDING MODE Begins practice with these features: Time Limits 
applied, opponent's vitality clecrcases when hit; if 
opponent is KO'd, time runs out or combo is successflil, 
a window will appear where you can choose to replay 
tl1c combo or continue praeticc 

REPLAY Replay your trni11ing fight 

CHARACTER CHANGE Change your character and your opponent d1aractcr 

ACTION You can d1oose opponent's action from following 3 
options: STAND d1aracter always stands; CROUCH· 
d1aracter always crouches; JUMP-character repeatedly 
j umps 

SPEED 

GAUGE 

EXIT 

CONTINUE 

.KEYCON1'iG 

MENU 

QUIT 

Select from 3 speeds 

Changes amount of charged Super Combo meter 

Return to MAIN MENU 

lfyou press START button during practice, you pause 
gameplay and a window appears with the following 
options: 

Returns to practice 

Allows you to configure your control buttons 

Returns to Main Menu 

Quits Training Mode 

Think you can challenge evil to a fight? Try tl1c AKUMA MODE! Select any dwacter 
and battle Akuma on his terms ... a wllirl\\rind tour of all tJ1e battlegrounds in Street 
Fighter Alpha 2 Gold. If you defeat Akuma, you face him again in tl1e next setting. 
Good luck. Akuma is out for revenge. 



Use the Directional button to high I ight OPTION from the Street Fighter Alpha 2 Gold 
Mode Select screen and press the Start, A or C buttons to select it. Then use the 
Directional Button to highlight an option. Rettrrn to the Mode Selccl screen by 
highlighting EXIT and pressing the Start, A or C buttons. 

DIF.FlCULTY There are 8 levcls of difficulty available for ARCADE MODE. 

TIME LillIT 

ROUNDS 

DAMAGE 

TURBO 

SHORTCUT 

PLAYER 

SOUND 

Adjust the number of stars for the difficulty Erom 1-8 (Low to 
High). 

You cau set the time Un1it for the round. 

You can acljust the nmnbcr of rounds per matd1. 

The level of damage carJ be changed from 1 to 4. This 
determines how much damage you intlicl ancl how mud1 
clmnage you receive. 

You can adjust lhe game speed here between 8 levels of 
TURBO. Adjust the number of stars for the level you want. 
The more stars outlined, the faster tl1e level ofTURBO. 

Set this to "on" and you can bypass tl1e Mode Select screen in 
ARCADE MODE a.ncl jump right to the Character Select 
screen. 

You can switch ead1 player between Human and COM 
(comruter) in VS. MODE only. 

Adjust tl1e sound on your gaine for stereo or n1onaural sorn1d, 
depending on the capabilities of your sound system. 
Background Music (BGM) switches the music between Remix 
a11d Original. 

REY You can d1oose any button for your punch/kick 
CONFIGURATION function. 

This allows you to load or save high score data and option settings. This game 
consumes 1 block of memory space. From the Mode Select screen, highlight BACKUP 
and press the Start, A or C buttons. Select one of tlle following options: 

SAVE DATA 

LOAD DATA 

Save the ARCADE MODE data into your Saturn internal 
memory. 

Load the data (high-score) from memory. 
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Street Fighter Alpha 2 Gold offers many other great features. Here is a 
description of each: 

SUPER COMBO LEVEL GAUGE 

Each time you execute normal moves and spedal moves, your Super Combo Gauge 
will build up. Your JevcJ will increase when the gauge reaches certain points, ancl then 
you wUI be able to perform Super Combos, Custom Combos ancl Alpha Counter 
moves. 

\Vhcn performing Super Combos. the amount of dainage inflicted by a successful 
combo can be controlled depending on the buttons pressed. With the Super Combo 
Level Gauge at full power (Level 3) you can perform the Super Combo using L 2 or 3 
altack buttons simultaneously to increase or cleo·ease the number of hits inflicted. 
The more buttons you press simultm1eously, tile more damage will be inflicted but 
more power will be consmned frorn your gauge. 

As a convenience, you ca□ set one button on your controller to act as 3 Puncb and 
one button to act as 3 Kick buttons when performing Super Combos. 

CUSTOM COMBOS 

Street Fighter Alpha 2 Gold gives you more ways to play! Create your own r,1pid-fire 
assault of multi-co111binations that will pulverize your opponent. When your Super 
Combo Level Gauge reacl1cs Level 1 or above, you're ready to do a Custom Combo. 

Here's what to do: 

Press: 2P + K or 2K + P 

This activates U1e Custom Combo system. You will sec your d1aractcr explode into a 
Custom Combo. Right above the Super Combo Level Gauge wiU be U1e Custom 
Combo Timer. You only have a certain amount of time to create the Combo. Once the 
Ti1ncr reaches zero, the Combo wm encl. 

vVhile in the Combo, execute any pund1, kick or special move to make up your multi­
hit combination. Super Combo moves arc not available in Custom Combos. 

ALPHA COUNTER 

When you block your opponent's attack, press the Directional Buttons • ll♦ in a 
smooth motion, then press a puncb or kick button. This will perform an Alpha 
Counter attack, which is a quick counter move against your vulnerable opponent. 
Each character has 2 different Alpha Counters depending on whid1 button you press. 
Alpha Counters consume ! level on your Super Combo gauge. 

AVOID BEING FLOORED 

When you are hit by a knock-down move (Dragon Punch, Leg Throw, etc.) press the 
Directional Buttons • •• in a smooth motion, then press any pund1 button. Your 
cbaractcr will roll forward and avoid being floored by your opponent's move. 



Rising Jaguar 

Jogoor Tooth 

Joguor Elbow 

Joguor Kkk 

Joguor Vorioble Asso!At 

Go'lhor,,Jken 

Red Hodolen 

Telepoit 

for'Nonl Roll 

11.essollu-go-shoryuken 

• • 

Bullhead 

Choke Chain 

Bullhorn 

Bond~ ChoJJ 

Bull Revenger 

ORS 

♦a♦ll ♦ + K 

♦a♦ + K 

♦♦a + P 
♦ a♦ll ♦ + P 
♦♦a +3P or 3K 

Hold ♦ for 2 seconds, dien ♦ + P 
360,degree motion, then P 

Hold 2P 01 2K for 1 second, then release 

360,degree motion, then K 

♦-♦♦a + P 



Sonic Bonoge Hold ♦ fo1 2 secooos, then ♦ ♦ ♦ + P 

Spinning Air Kkk Hold ♦ for 2 seconds, then ♦ + K 

Fi1eboll 

Lightning Ki<k K r~idlv 

Axe Kick 

Don-kll'kyoku ♦»♦ + K 

♦• ♦+ the l end the R oottoos sim11ltaneoosly 



Yogo Blost 

Yogo Telepod 

Yogo flome 

Hyoktmn-ko (S<Hyu) p rtijXdly 

Hold • fo1 2 seconds, then ♦ + P 

Tip: P1ess 3P for So-,yu style. P1es1 3K fo1 Ki1VU style . 

Whirhvind Kick ••• +K 

Hou-zoo-to ••• +P 
Oo~~:ng uescent ♦- ♦+ HK + K 
Run 



' 
Orogon Punch ♦♦- + P •' 

_/, 

Hurricone Kick ♦»♦ + K 
fireball ♦- ♦+ P 
Roll ♦»♦ + P ' •; 

l 

Shadow 010900 ♦-♦♦- ♦+ P 
t \ 

\ 

l .... 

Heod Press Hold ♦ lo, 2 se<onds, ~1en ♦ + K 

l\vcho Shot Hold ♦ for 2 se<onds, then ♦ + P 

Ooulile Knee Press Hold ♦ for 2 se<onds, then ♦ + K 

Bi.son Worp ♦♦- + JP 

Hold ♦ for 2 seconds, then ♦ ♦ ♦ + P 

Stinger 

Mekon Delio Escope ••♦ +K+K 
Pottiol Circle 

Mekon llelio Air Roid ♦»♦ + P+ P 

/,line Sweeper 



Soul Throw 

Soul Reflect ♦tl♦ + P 
Soul Spiro! 

♦-♦-♦ + P 

Drogon fundi 

Hl.l'riccme Kick ♦tl ♦ + K 
firehol 

Ovemeod Smosh 

r··-·----

if¼-·...,,,..~ 

liger Uppercut 

Ground Tiger Shot 

Tiger Knoo ♦♦- + K 

Tiger Genocide 



Sho-oken 

Hodoken 

Shufl1)U'kyoku 

Flower Kick 

BullU-melSu 811:.ter 360-<Je9ree motion + P 
Shiro-ho (orch 

S~nning Piledrive1 360ilegree motion + P 
Double lorjJt 3P or 3K 
Fl~ng Power Bomb 360ilegree motion + K 

Aerial Russion Slom 
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• VISIT .· OUR WEBSITE FOR MORE MERCHANDISE :OR 

I 
TO ORDER 

HTTP ': j /WWW. CAPCOM-~_COM 
CALL (408}774-0400 FOR QUESTIONS OR 

CALL OUR NEW To 
LINE 

ORDER BY C.REDIT CARD OR 
0RtiER AND CHARGE IT 

I I 

Jo To YOUR 
I . 

( 900) 680-2583 FOR M,ORE ( 'AL L ,, 

f1 
I . 

' T,;SHIRTS ,(All T -sh irt Sizes XL) 

r:'.J Resident Ev i I I ,, . I 

□· Mega ,Man X4 
II I 

D Street'f,i9 hte r A lp _h a 2 
□Super 'Puzzle Figti'ter 'II · 

•. I 11. , ' , . 
, I l f ' • 

STRATEGY,,GµfD ~ S 
□ S,tr eet f fg l!.if,erAlpha 2 .• 

,1 f II H · ' D N fqht Wa_rrrors_ • , 
J': J tfi, 

' D Stre~t f:ighte r · A l pha 
lillll/111.' • 'I I' I'•' ii n Resijjent E;vi l 

ff u / '' ,, 
1 □ Mal'vel Super Her,6es 

" '~ ' ♦ f ), : ; 
□ S:tre!;lt Fig tTit e r ,3 (Arca d e) 

/~li '. ' t ' f ) I? o v .anri•p,1-:e '~avior iArac d e) 
. i, I, 11 : i!' lji 

AND MORE ... ', !ill\ ,l ' • 
l ~· . ~l , > 

□, Leather B ackpack 
ij• ' • 
foapcom logo om :flap) 

fl , 

' \ .. , 
CA LL (408)774-0400. 

PRt ·~'ofQf R N~\~ :RELEASES 
' • ' 

$15.95 
$14.95 
$14.95 
$14.95 

$1,$~95 
• ' ' $ ,1.3.95 .. ' 

$15.95 1 

\ 
$15.95 

' 

$15'.95 .·:. 
\ \ tf\ 

.~15.95: 

$ '1. 5 !95 
.:/J // ,, 

' . 
·\ 

. F·iR.St··~~E· ........ , ....... .... ................. .......... ..... ····i.:.:s; . ~,~ ····· .... ...... .... ... ........ , ... .. ······ ...... .... .... ... ········ · ..... ······ . 

\, ... .. ... . . . ......... . .. . . , ... ..................... .. ...... . . .. . . . .. . ... .. . .. .. .. ... . .. . .. ..... ... . .. .... .. . . . . . , . .... .. ........... ... .. .................. .. . 
!lAY PHONE: EVEMNG Pl<Ofjf: 

METHOD Of PAYIEJIT: D CHECK D MONEY ORDER D 1'11.STERCAAD D VISA 

CREDI~ ( AIU> ACCOU>lf NUMBER ExP. DA re (ARllHOLOER SIGNATURE (REQU IRED TO PROCESS OROCR ) 

SEND C~ECK OR MONEY ORDER 10: CAPCON ENTE~ TAlN MEff T. INC. 475 OAk~EAD PARKWAY SUNUYVA LE, CA gqoas 

~ "'· THIS O'Ffl:R .NOT SPONSORE0 ,8Y SE.q i\ .. . ' ~ •• 
✓ • 

. .. 



CAPCOM ENTERTAINMENT, INC. 
475 Oakmead Parkway 
Sunnyvale, CA 94086 

90-Day Limited Warranty 
CAPCOM ENTERTAINMENT, INC. ("CAPCOM") warrants lo lhe original consumer that lhis Salum CD­
ROM ("CD-ROM") from CAPCOM shall be free from defects in material and workmanship for a period of 
90 days from date of purchase. If a defect covered by !his warranty occurs during this 90-day warranty 
period, CAPCOM will replace the CO-ROM free or charge. 

lo receive lhis warranty service: 

1 Notify lhe CAPCOM Consumer Service Department of the problem requiring warranty service by calling 
(408) 774-0400. Our Consumer Service Department is in operation from 8:30 a.m. to 5:00 p.m. Pacilic 
lime, Monday through Friday. 

2 If lhe CAPCOM service technician is unable lo solve the problem by phone, he/she will instruct you to 
return the game lo CAPCOM. Simply return the entire CO-ROM freight prepaid at your own risk of damage 
or delivery. We recommend sending your CO-ROM certified mail. Please include your sales slip or similar 
prool-ol-purchase within the 90-day warranty period lo: 

Ci\PCOM 
Consumer Service Department 
4 75 Oakmead Parkway 
Sunnyvale, CA 94086 

I Ills warranty shall not apply if the CD-ROM has been damaged by negligence, accident, unreasonable 
use, modification, tampering or by other causes unrelated to the defective materials or workmanship. 

REPAIRS AFTER EXPIRATION OF WARRANTY 
II the CD-ROM develops a problem alter the 90-day warranty period, you may contact the CAPCOM 
Consumer Service Department at the phone number noted previously. II the CAPCOM service technician 
1s unable lo solve lhe problem by phone, he/she may inslrucl you lo return the defective CO-ROM freight 
prepaid at your own risk of damage or delivery to CAPCOM, enclosing a check or money for $20.00 (U.S. 
ltmds only) payable lo CAPCOM. We recommend sending your CO-ROM certified mail. CAPCOM will 
rnplace lhe CO-ROM, subject lo lhe conditions above. II replacement CO-ROMs are not available, the 
dolecfive product will be returned to you and the $20.00 payment refunded. 

WARRANTY LIMITATIONS 
ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND 
FITNESS FOR A PARTICULAR PURPOSE, ARE HEREBY LIMITED TO NINETY (90) DAYS FROM THE DATE 
OF PURCHASE AND ARE SUBJECT TO THE CONDITIONS SET FORTH HEREIN. IN NO EVENT SHALL 
CAPCOM BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM THE 
BREACH OF ANY EXPRESS OR IMPLIED WARRANTIES. 

The provisions of !his warranty are valid in the Uniled Stales and Canada only. Some stales and provinces 
do nol allow limilalions on how long an implied warranty lasts or exclusions ol consequential or incidental 
damages, so the above limitations and exclusions may not apply lo you. This warranty gives you specific 
legal rights, and you may have other rights which vary lrom stale to slate or province lo province. 
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