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STREET FIGHTER N TERTIMOLOGU .-

Before beginners can use the strategies, combos, and taclics presented in this guide, it's important fo learn the common vocabulary of the Street Fighter Il community. This language consists of not only official terms, but also
naming conventions coined by various players as new techniques were created and explained. Learning these basic terms also provides a salid understanding of the core strategic concepts to construct effective gomeplans.

BASIC ABILITIES

Despite the diversity found in the Streef Fighter cast, each fighter shares
the same conirol configuration and, therefore, the same basic move set.
These moves are divided amongst several categories, each with distinct
properfies separaling them.

NORMAL MOVES

Normal moves are attacks thot require no confrol pad input. For exam-
ple, when you press HP your character responds with o Hard Punch.
Normal maves are great for stopping special normals or special moves.
Normal moves come in four hasic groups, induding: crouching normals
(hold + on the control pad), close normals (close to on opponent), for
normals (at a distance from an oppanent), or jumping normals (in the
air, pressing a punch or kick button).

SPECIAL NORMALS

Specinl normals are moves thot require one controller motion plus a but-
fon. As on example, fry Chun Li's = + HK. This makes her perform o
Knee Flip Kick high info the cir over opponents. These moves aren't part
of the four basic groups of normal moves thot each charader hos in
common. Almost every charader has one (or more) of these moves, so
learn to ufilize them.
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SPECIAL MOVES

Special moves are moves that require multiple controller inputs plus o
punch or kick af the end of the last input. These are powerful aftacks

- ———— that inflict a lot of damage fo on
opponent. Almast all special moves
con be used ot the end of a combo
for o big finish. Speciol moves also
cause block domage, so be wary of
blocking an opponent’s special
moves when your charadter is low

: on health.

SUPER COMBO

Super combos only exist in Super Street Fighter Il Turho. These attucks
hove special properties that-usually consist of one (or more) special
moves that are modified to have shadows behind them. Almost all sof
these attacks can be used in a combo, and some can be followed up with
normal or special moves. All super combos have invincibility frames ot
the beginning, so they cannot be stopped before they reach their atinck
phase. Also, all super combo atfacks require o full Super Meter, and the
attack drains the enfire meter upon execution.

THROWS

Throws are performed by pressing = or « clong with a medium punch,
hard punch, medium kick, or hard kick (depending on the character).
Thraws are instontaneous ond unblockable, but they cannot be used
while an opponent is reeling from an ottack or stuck in o block anime-
tion following a blocked attack. Ground throws cannot be used against
uirborne opponents. Therefore, it's possible to escape every throw
attempt by using o properly fimed counter-attack with invincbility
frames (such os Guile's Somersouli Kick or M. Bison's Knee Press
Nightmare). Any throw with mulfiple hits is not techable, and only Super
Turbo characters have the ability fo tech a throw.
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BLOCK DAMAGE !

Block domage is a term used fo describe the damage dealt by o blocked
special move. An attack’s block damage is usually a small fraction of its
ociual domage (the domage that would normally be dealt if the attack
were not blocked). However, a cornered opponent forced to block mul-
fiple speciol moves without a safe means of escape will quicy lose o
significant portion of life. Super combos also deal block damage when
they are blocked.
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INVINCIBILITY FRAMES

Some special moves and super combos have invindbility frames, usual-
Iy of the beginning of the attack. During this short period of time, the
characler becomes invulnerable to all attacks. A great example of this
i Chun-Li's super combo (Senretsukyaku) where she unleashes six kicks
in o row. She can poss through projectiles by performing this super
comba af the last moment, and proceed fo pummel her surprised oppo-
nent. Special moves such us Ryu's Tatsumaki Senpukyaku (from Street
Fighter Il Turbo) also have invinci- -
bility frames. In this cose, the short
invincbility period begins when Ryu
leaves the ground and lasts until he
starts to spin around in the air. With |
proper fiming, this move can be
used fo pass through projeddiles or
escape any throw sefup.
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BASIC COMBO THEORY

nderstanding these principles is the first step in creafing new and interesfing combos.

RAPID-FIRE WERK ATTACK COMBOS

Most characters have at least one standing or crouching light attack that
can be chained into another, known os a rapid-fire weok atfack. A
» “chain” is the interrupfion of one
normal move by using another nor-
mal move. The only characters with-
out any rapid-fire weak aHacks are
8| E Hondo, Blanke, Dhalsim, Vega,
3 and Sagat.

PRESSING THE CROYCHING LP 8YT-
TON REPEATEDLY WITH ZANGIEF
VIELDS A FOUR- OR FIVE-HIT RAPID
FIRE WEAK ATTACK COMBO BEFORE AN
OFPPONENT 18 PYSHED OUT OF RANGE.

LINK COMBOS

Many attacks cause such a long hit stun and recover so quickly that an
opponent is left reeling long after the aftack animation finishes. You can
follow the natural end of one move with another move, so that the fwo
register as a combo. This is known as a “link."
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17°0 POSSIBLE TO LINK BLANKAS )

CLOSE STANOING MP wiTH
ANOTHER CLOSE STANOING MP,
THEN LINK INTO HIS CROVCHING HK

- i -

'CANCEL COMBOS

= i#s simplest ferms, a combo is a series of attacks that cannot be blocked or escaped from once the inifial atiack connects. Standard ground combos end when an opponent is allowed enough fime between hits fo recover
“2nd block), or when the opponent is pushed out of otfack range. With the exception of a special sef of moves available in Super Street Fighter /I Turbo, no atfack can hit the opponent following o knockdown. The challenge
& consiructing powerful combos lies in avoiding these limitafions for as long as possible. Although if's impossible to cafalogue every possible combo, most comhos are composed using o relatively small set of simple fechniques.

One of the groundbreaking features of the Sireet Fighter I game
engine is the ability fo “concel” normal attacks. A cancel is the inter-
ruption of o normal attack into a special move. Not all normal moves
con be cancelled, and some choracters have different sets of normal
moves that cancel from one version fo the next.
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AFTER LANDING KEN'S CROYCHING
N MK vou SIMPLY NEED TO COM-
PLETE THE HADOKEN MOTION TO
TRUNCATE THE CROYCHING MK
RECOVERY ANIMATION AND SCORE A
TWO-HIT CANCEL COMBO,

JUMP ATTACK COMBOS

Jump attacks make excellent comho
| openers for a number of reasons,
| incuding: they cause a lengthy hit
stun; they don't push an opponent
back very for; and they permit
another attack almost immediately
| upon londing. A common miscon-
ception is that it's always necessary
to perform a “deep jump-in” attack
Y (on air ottack performed os lote as
4| possible). While this method allows
| for more fime to follow up with o

= ground atfack, it olso pushes the
opponent further away froft the
aftacker. On the other hand, a “high
jump-in” {an oir attack performed
us early os possible) leaves the
attacker some air fime to land dlos-
er 1o the opponent, but fightens the
timing on the follow-up ground
ottack.

g

1T £ASY TO FOLLOW ANY OF .
Rvu’e Jumpeine HPS witi wiS
CLOSE STANOING HE, HOWEVER,
ITS WISE TO ONLY FINISH WITH HIS
L2 SHORVUKEN IF THE COMBO 1S
STARTED WATH A HIGH JUmPe~IN HP,
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ADVANCED COMBO TECHNIQUES

An “illegal cancel” is something like crouching LK, crouching LK, crouching LK, or Flash Kick. Normally, the game doesn't allow rapid-fire weak attacks to be canceled after they hve been choined together. However, you can
utilize the Renda Kara technique to circumvent this rule. Although it's not necessary to master these techniques to be successful against most opponents, many players find them inferesting intricacies of the game engine. -

CROSS-UP JUMP ATTACK COMBOS

Some jump atfacks can it an opponent from in front of and behind an
opponent. Jumping over an opponent and connecting with this type of
air attack while facing the wrong way is known as performing o “cross-
up” jump atfack. Since cross-ups are performed while facing away from
an opponent, they pull the opponeni foward the affacker instead of
pushing them away. This creates opportunifies for longer combos than
normal compared with frontal jump-in attacks.

L o o o e e
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You can cancer T, Hawk's
STANDING MK INTO HIS 2-HIT
HIP THYNDERSTRIKE FOR A 3-HIT
COMBO, ADDING A FRONTAL JYMP~IN
MK TO THE BEGCINNING OF THIS
COMBO CAUSES THE SECOND HP
THUNDERSTRIKE HIT TO WHIFF, ON
THE OTHER HAND, PERFORMING A
CROSS=YPL JUMP~IN MK RESULTS IN A
GUYARANTEED 4-HIT COMBO0,

. J

CORNER COMBOS

Attacks performed mid-screen push an apponent away from the aftack-
er. Similarly, affacks performed against o cornered opponent push the
aitacker away. The main advantage
of “corner combos” stems from o
| rule regarding projectile attocks
| (such o5 Guile's Sonic Boom or
Sagat’s Tiger Shot).

Although projectiles typically push
®| an opponent back, performing them
agoinst cornered oppenents does

nof push the attacker away. Characters with quick projectile recovery
can use this convention to follow the projectile up with another attack
against cornered opponents. Furthermore, the corner provides a bound-
ary necessary for several imporfant juggle combos.

F WWITH THE PROPER SPACING, YOU
§) CAN CANCEL CHUN-LIS STANDING
HP INTO HER MP KIKOKEN AND
STILL HAVE ENOVGH TIME TO LINK A
CROUCHING MK FOR AN IMPRESSIVE
CORNER DIZZY COMEO, .

JUGGLE COMBOS

Super Streef Fighter Il Turbo wos the first Streef Fighter game in which
opponents could legitimately et hit multiple times while in the air or
after o knockdown attack. This “juggle combo” system follows very slridl,
well-defined rules. Certain moves are assigned specific constant juggle
potentials, which limit the number of juggle hits they can perform.

Most super moves have a juggle pofential equal to the number of times
they hit, and this property even extends fo an exclusive group of spe-
cial and normal attacks. To start a juggle combo, you must knock your
opponent info the air by o move with non-zero juggle potential. Afrer
doing so, the opponent may be juggled for a maximum number of hits
equal to the juggle potential of the aftack used.

M. Bison's Knee Press Nightmare is o 4-hit super move with a juggle
potential of four. Connecting this attack against o grounded opponent
causes a knockdown on the final hit, creating a juggle sefup. M. Bison's
jumping MP has a juggle potentiol of two. Following his Knee Press
Nightmare, use two jumping MP attacks to juggle the opponent for a
totol of six hits. Upon reaching the two juggle-hit limit, any further
jumping MP attacks will fail to connect against the falling opponent.

&s a counter-example, it's impossible fo juggle afier M. Bison's Double
Knee Press special because it hos zero juggle potential. Therefore, it
does not qualify os a valid juggle setup, even though it knacks the oppo-
nent just os high into the air o his Knee Press Nightmare.

SUPER CANCEL COMBDS

Since super combos require such lengthy input sequences, it's nearly
impossible fo perform “super cancels” in the same way that a specil
move concels. The fiming is simply foo difficult fo be practical.
Therefore, it's necessary to-incorporate ihe desired normal atfack
halfway into the super move command. The specific methods vary
greatly from super combo to super combo and with each normal that s
canceled. With a fitle experimentation, it's easy to find the best method
for performing any desired super cancel.

70 CANCEL SACATS CROUVCHING
MK INTO THE TIGER GENOCIDE
SUPER COMBO, YOU MUST PERFORM
A QUICK v, w, ~ MOTION FOLLOWED BY
A SHORT PAYSE TO AVOID EXECUTING AN
ACCIDENTAL GROUND TIGER SHOT AND |
FINISH WITH + + MK « + K~

RENDA KARA CANCEL COMBOS

In general, the Street Fighter If
game engine does not allow a ropid- | &
fire weak ottack to be canceled into |~
special moves or super combos if it |
has been used in a chain combo. The
easiest way to overcome this obsto- [#55
cle is fo alternate between crouching ¥ 5
and standing light attacks on the it
hefore the cancel. This isn't o viable
opiion, however, against crouching
opponents because the necessary
standing light attack will miss.

The advonced solufion, called [*
“Renda Kara" canceling, is to per- [
form the desired number of rapid-
fire weak attacks, then chain them |
into one more weak attack but can-




== # into the target special or super combo before it animates. Although
: masizring this method requires exfensive pradice, it's o powerful and
wersztile fechnique. Since the finol light atiack is nof meant fo connec!,

CPS1 CHAIN COMBOS

Of the five gomes contained within Hyper Street Fighter Il Anniversary
Collection, the first three games were produced for Capcom’s (PS1 hard-

#= method can even use light attacks that are not normally cancelable.

ware and the final two for Copcom’s (PS2 hordware. Sireef Fighter 1]
Streef Fighter I Champion Edifion, and Streef Fighter If Turbo all shared
o peculiar glitch known as the “CPS] o R

chain,” whereby rapid-fire light kick |G & + ¢

uitacks could be chained into medi- [FFF &
um and hard punch attacks.

Following any crouching rapid-fire
light kick attack, you could press
standing LK + MP or LK + HP 1o
cause @ chain info that aftock. The
fiming is the some s chaining
rapid-fire light attacks. Oddly [
enough, standing light otfacks can |8
only be chained info crouching
medium and hard attacks, while
crouching light attacks can only be |
chained into standing medium and
hard attacks. Those characters who
do not hove ropid-fire light kick
attacks do not have this ability.

AFTER CHAINING THREE CROYCH- |
e LK ATTackS. Tar LK ONE
MORE TIME AND ALMOST SIMUyL~
TANEOUSLY PRESS + + HK TO REewNDA
KARA CANCEL INTO GUIES HK
Somersayir Kick FOR A F-HIT
COMBO, WWHAT MAKES THIS COMEO
EVEN MORE INTERESTING IS THE FACT
THAT GUILES CROUCHING LK 1SKT A

CANCELABLE NORMAL MOVE,
\ y

DEFENSIVE ABILITIES

The decision fo block high, low, or the opposite direction is a huge factor in every motch. Most standing aftacks
ure blocked high by holding < or low by holding » . Most crouching kicks hit low, so hold » fo block them.
To block jumping oftacks, hold <.

CROSS-UP DEFENSE

If an opponent jumps over your
choracter ond attempls o crossup fo e
oftack, the correci block direcfion
depends on the opponent's position
when the hit accurs. [f ihe cross-up
connects before the oftacker makes
it to the other side, hold « to block
it, just like @ fronfal jump-in attack. |
If the cross-up connedts after the
defender furns around, it must be
blocked high in the opposite direction.

BLOCK STUN

Following any blocked aftack, the defending characier is stuck in block
animation for a fixed period of time. This condition, known os “block
stun,” varies in durafion bused upon the sirength of the blocked atfack.

TURTLING

A player who does too much block- |~

ing is somefimes referred to os o
“turtle.” This term refers 1o o defen- [
sive siyle of play fhot relies on posi- |
tioning, patience, and safe moves fo
slow down the pace of the game.

This glitch was removed during the transition to P52, and therefore
making it absent from the Super Streef Fighter Il and Super Street
Fighter Il Turbo charadters in the Hyper Street Fighter If Anniversary
Collection.

N

AFTER CONNECTING WITH RYYS

CrROVCHING LK, ITS POSSIBLE TO
CPS! CHAIN INTO HIS STANDING
HP 8y ysime THE LK + HP mweyT,
THIS CAN FURTHER CANCEL INTO AN

HEP Haooken! THIS POWERFUL 3-

HIT COMBO USUALLY DIZZIES ANY

3.

M, Brsow From STREET FIGHTER
I/ Cramelon EDITION HAS A SET
ORDER OF MOVES THAT CAN KEEP
AN OPPONENT IN BLOCK STUN FOR THE
ENTIRE GAME, PERFORM A SCISSOR
Kick, croycHive MK LK LP Psyero
Crusuer, LK LK Scrssor Kick (OVER
AND OVER), YOUR OPPONENT WILL HAVE
FEW OPTIONS TO ESCAPE A SLOW DEATH
8Y BLOCK DAMAGE,

~\
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TICK-THROW

While keeping an opponent in block stun, follow up any aftack by imme-
diately throwing them. This is known as “tick-throwing.” This usually
involves using an LP or LK attack to put the character in block stun, then
moving forward fo throw them. This is one of the harder oftack
sequences 10 escape.

THROW ESCAPE

To combat an over-reliance on throwing, o throw escape system was
added thot reduced throw damage in half. This is known as “teching.”
To perform it, input o throw command immediately ofter being thrown.
This enables the defender to escape the ihrow and fly into ihe air
halfway, only taking half domage. It fakes time to master the fiming for
this technique, hut it is o greaf skill to learn.

WALKING UNDER JUMP-INS

When using o character with excellent walking speed (such as Chun-li
or Vega), walking under jump-in attacks becomes a very effeciive air
defense tactic. This fechnique enables you to avoid the opponent's attack
and gives you the initiative. Use it to set up big damage by fricking an
opponent info blocking the wrong way at the lost moment. Most char-
aclers can walk under o character with on exiremely slow jump (such o
M.Bison or Chun-Li).

SACRIFICE THROW

Another great fechnique is the “suc-
rifice throw,” otherwise known os
“iaking the hit.” In some instances,
gefiing hit by an opponent’s ottack [+
early enough enables you fo recov- |
er first—and throw them—before
they con follow up with another
attack. This is great when an oppo-
nent performs an early jumping HK
in an oltempt o counter your char-
acter’s anfi-air options. By walking
directly into the attock without [%
blocking, you will be free to throw |
them first os they land. This factic is
also extremely useful in getfing out
of cross-up situations.

6

REVERSAL

A “reversal” occurs when a special move or a super combo is performed
in the first instant following hit stun, block stun, knock down, air reel
animation, or throw tech. Air reel animation is simply when o character
gets hit in the air by a non-knockdown attack. The character busically
does o backflip and hecomes invincible until he or she lands. Each time

a reversal is performed, the game nofes it with a congratulatory mes- .

sage and bonus poinis. Performing o reversal atiack with invincibility
frames is the only guaranteed counter fo o fick-hrow.

WAKE-UP SITUATIONS

Each time your character gets ¢
knocked down, your opponent gains
the opportunity to establish perfect
spacing for an attack. In each cose,
you must get your character to
stand up without getiing hit by prop-
erly defending him or her. This situ-
ational guessing game is often [
referred to 05 “wake-up.”

One of the most valuable defensive
toals in this situation is the woke-up
reversal. This term refers 1o a spe-
ciol move or o super combo per- |
formed os soon s the rising anima-
tion finishes. By performing a wake- |
up reversal (using o special move
with invincibility fromes), the
defending player is guaranteed priority against any throw attempts or
normal attacks. Characters from Super Streef Fighter If Turbo can per-
form a reversal super combo on woke-up. This is exiremely useful in
corner situations, when hoth players are low on health.

Apart from performing a reversal, another wake-up opfion is to block
patiently. Wake-up reversals are good for countering an opponent's
atiacks, but they leave you vulnerable if your opponent chooses fo wait
for them instead of attacking. Blocking will defend against any normal
attacks, gradually pushing you away from the attacking character. As
long os the attacker does not atiempt a throw, you will be safe.

TRAPS

Character’s like Ryu and Ken have
Hadoken “fraps.” A trop is any
repeatable pattern of attack that
limits an opponent’s options, leav-
ing the defending player of o sirate-
gic disadvantage by rewarding the 8
uttacking player with sustained ini- X
fiative.

Predicling the aHacker's next
move—ond toking the sofest
course of action to avoid it—is the
only way fo escape good frops. |
Sometimes the best opiion is fo give
up the block domage ond wait uniil |8
the attacker becomes repeitive and
predictable.

.

"

CONSIDER THIS EXAMPLE: RYY

KMOCKS DOWN YOUR CHARACTER I

THE CORNER AND THROWS A
HADOKEN THAT HITS YOUR CHARACTER
ON WAKE-UP, YOUR OPTIONS ARE:
BLOCK, GET HIT, OR JUMP. [F YOU
BLOCK, RYY CAN THROW ANOTHER
HADOKEN YNTIL YOU JUMP, IF YOU
GET HIT, RV STILL HAS AN ADVANTAGE
(HE CAN THROW MORE HADOKENS), IF
You JUMPE, RYY CAN YNLEASH HIS
SHORYUKEN, USE A SUPER COMBO ON
WAKE-YP, HOWEVER, AND (TS INVING/-
BILITY FRAMES WILL ALLOW YOU TO 6O
THROUGH HIS HADOKEN AND PUT HIM
ON THE DEFENSIVE,

N P

ADVANCED TACTICS

" Athough a solid knowledge of the bosic offensive and defensive tools
will enable you to defeat most beginners, it won't be enough to ake on
intermediate ond expert players. This finol section is dedicated to
advanced factics to help you defeat any opponent and, more impor-
tantly, to help you understand why you lost.

Advanced gameplay involves several tactics fo win. Most players will use
@ harrage of normal moves instead of just doing special moves. Using
safe mid-range or long range atiacks is known os “poking.” Many spe-
cial moves fake much longer to recover than normal moves. As such,
they are more risky against experienced players who know the proper
counter-attacks for them. Since poking is rather easy and safe to do, it
is more common than o lot of the ofher technigues.

VIEGA'S LONG-RANGE CROVCHING )

LP ENABLES HIM TO CONTINY-
QUSLY BARRAGE ANY OPPONENT
WITH ANNOYING POKES, THIS MAKES
IT VERY DIFFICULT FOR AN OPPONENT
7O GET CLOSE TO VECA OR PERFORM
SLOWER ATTACKS, SUCH AS THROWING
PROJECTILES,




Wiz noking requires knowledge of ottack speeds and recovery rofes,
“=ng” fowses on attack ronges and positioning. The primary goal
%= = o ocquire and mointain certgin posifions on-screen that are
“wearcble fo your characier’s arsenal, but unfavorable to your oppo-
s s characler, A characier’s best zoning distance is often equal fo the
gz of that characier’s longest poke.

WHILE CHUN-LIS MOST EFFECTIVE )
ZONING RANGE 1S WITHIN STRIKING
DISTANGE OF HER STANOING MP,
DHALSINM HAS A ZONING ADVANTAGE OF
ALMOST THREE-QUARTERS SCREEN OIS-
TANCE FROM AN OPPONENT, [N FACT,
DHALSIMS LONG-RANGE LIMBS ENABLE
HIM TO THREATEN AN OPPONENT FROM
SUCH A LONG DISTANCE THAT ITS DIF-
FIOULT TO ZONE AGAINST HIM,

A

FOOTSIES

If's difficult to mount an effective
long-range zoning gemeplan against
characters who have a strong atfack
range advantage. In such cases, if
becomes necessary fo ploy “foot- |
sies.” The term footsies is bosically o
subset of zoning that is focused pri-
marily on close-ronge normals, {
where the most common goals are fo =
knock the opponent down and setup |

crass-up opportunities.

Staying within close proximity
reduces the advantages present in
an opponent’s long-range normals.
It creates o sense of anxiety and
pressure for an opponent, who now (3
risks domage to o much greater
degree than facing your character af o great distance. Although such
close proximity ploces your character in danger as well, if's a sirategic
sacrifice hat is necessary fo maximize your character’s close-range arse-
nal.

1f an apponent attempts a slow, long-range attack to push you away and
force you 1o block, attempt o cross-up to force the opponent info o dif-
ficult guessing game. If an opponent attempts o quick short-range
attack instead, stay just outside of the attack’s range and use a crouch-
ing HK to counter aftack when it whiffs, or fails to make confad.
Knocking down an oppanent in this way creates an advantage for the
offensive player by allowing for o guoranteed cross-up or o tick-throw
attempt.

@ SINCE GUILE'S NORMALS HAVE A )
[/ GREATER RANGE THAN RYVS, ITS
IMPORTANT FOR RYY TO STAY
CLOSE TO GUILE AND PLAY FOOTS/ES,
IF GUILE TRIES TO PUSH RYY Away
WITH HIS CROUCHING MK, RvY
SHOULD WALk BACK TO FORCE IT TO
WHIEE AND PUNMISH IT USING HIS
CROVCHING HK SWEER. [F GUILE TRIES
70 THROW A Sonic Boom, Ry CAn
JUMP OVER IT AND 60 FOR A CROSS-
UP ATTACK, [F GUILE BECOMES RELYC-
TANT TO ATTACK, RYY CAN SIMPLY
INCH FORWARD AND THROW HIM, THIS
ENTIRELY CLOSE-RANGE GUESSING GAME
18 KNOWN AS FOOTSIES,

MIND GAMES

“Mind gomes” are the most important port of Sireef Fighter If. By tak-
ing this approach, it's possible to make an opponent think that you will
do u certain move, or series of moves, but instead do something differ-
ent. By making on opponent do what you want them o do, you will be
in control of the enfire match. Keep track of your opponent’s habifs and
patterns. Along the same lines, break free from your own patterns.

FIRST, ESTABLISH A SIMPLE PAT- |
TERN USING KEN AS AN EXAMPLE
(SUCH AS JUMP IV HK. CROYVCH-
me LK croveHive MK, Haookew)
BY PERFORMING THIS SERIES OF
MOVES TWO OR THREE TIMES, WWHEN
VOUR OPPONENT GROWS ACCYSTOMED
7O THIS PATTERN, BREAK IT BY DOING
Jume- HK. CcroveHING LK, THEN
WALK UP AND PERFORM A THROW.
Now IT BECOMES VERY DIFFICULT FOR
VOUR OPPONENT TO PREDICT YOUR
INTENTIONS AFTER A JUMP-IN, THE
NEXT TIME YOU ATTEMPT THE SOME
PATTERN, YOUR OPPONENT MAY
ATTEMPT A THROW ESCAPE AND
INSTEAD GET HIT BY THE CROYCHING
MK, HADOKEN COMED,

OVERALL GAME-PLAN

While the facfics explained in this chopter provide answers fo several
common situations, they are far from an overall “gameplan.” A game-
plan is o general outline of sirategy and fuctics for achieving vidory,
typically stemming from knowledge of character match-ups and player
abilities. Hopefully after reading all these strategies, you will under-
stand the game much betfer and consiruct effective gameplans for dll
situations on the fly.

OLD CHARACTERS AND NOT
S0 OLD CHARACTERS

There s a unique mode for Hyper Sireet Fighter: Anniversary Collection
hat lurks in the programming. It was originally infended for the arcade
version of Super Street Fighter Il Turbo where people could select the
Super Street Fighter Il versions of their character in the arcade. But
when the programmers reprogrammed the code for the game, they
made some errors and caused three characiers o have some new prop-
eries. To access this secret mode, before picking your character version,
hald down the Start button, select “Super” mode of play. Now release
Start, and move fo the characier of your choice and select them. Now
helow your charadter, you should see the Super Street Fighter Il Turho
logo {with Super in blue) with no super meter bar. This means you have
successfully selected the “old” version of a Super Street Fighter Il Turbo
character. OF the 17 characiers in the game, three had differences from
their Super Street Fighter Il counterparts. Chun Li has a special normel
{= + MK) that can now be done by doing (« + MK). This enables her
toinclude it in combos. Fei Long con buffer his + + LK, + + MK, and +
+ MP all into Rekka Ken's. Sagat has the abilify to throw extremely fast
Tiger Shot's without any recovery fime, and the ability fo use LK or MK

“to hit your opponent twice and follow it up with any special move.

SUPER STORING

Three characters in Super Street Fighter If Turba have the abilify fo store
special moves and super moves vio a code. This wos also  glitch, but
made these characters extremely good in fournament play with this
opfion. Chun Li, E. Honda, and Vega all have the ability to “store”. To
aceess fhis storing made, before picking your character version, hold
down the Start button, select “SuperT" mode of play. How release Start,
and move fo the character of your choice and select any character. There
will be no physical change of the super meter and logo of your charac-
ter, but you will have moves that you can “sfore”. Chun Li can store her
Senretsukyaku by doing the super mofion parfially (Charge « for 2
seconds, =, «, and hold ~ without pressing o kick bufon. The
Senretsukyaku is now stored. This means whenever you hit the next
kick bution, the Senretsukyaku will automatically come out. E. Honda
can do the some with his super combo (Charge « for 2 seconds, =<, =
and hold = without pressing a punch button). He can also “store” his
Ohicho Throw. If you do % # » « and hold <, whenever you it
the next punch bution and are next to your opponent, the Ohicho Throw
will come out. This can be stored in the air also. Lastly, Vega can sfore a
flip kick. By charging », and then holding <, and pressing kick when
you want the flip kick o come out.




Blanka

STANDING

One of the best ani-air moves in Shest Fightr I for Blanka is the _ STRONG _ FIERCE
standing HK. This move is @ modified flip kick, ond it's a great anti-air : s
move for any adversary who jumps in.

1

NORMAL MOVES

FORWARD

STANDING CLOSE

The dose-range HK is one of the
Blanka's coolest in-close normals.
Without having to crouch, Blanka
can sweep on opponent from o
standing position. This is o
W1 huge maneuver in terms of the
{ “high-low” game. In Champion
Edion, Blonka's Snding dose
 HP changed from the rolling
) Y two-htto a onehit affock.

Blanka's crouching HP is the second-best 7 FIERCE
aouching move in the game. Only Gule | E 1 £
can fop him in this department. His crouching
HP has great range and it stops an adversary
{ from jumping most of the fime becouse it
) connecis even if e opponent is in fhe air

THROWS

ne of the best throwing ranges in thegume_ He can grab

sary from insane distances, and it isn't suscepfible fo the fech {1

escape by Super Sireet Fighter Il Turbo choracters. You con add |
the




JUMPING

One of the best strategies for Blanka is to get in front of the opponent
and jump straight up and down with HK. The jumping HK hes a lot of
range, and if can hit an opponent out of almost every move, excepf the
; Shoryuken.

RONE.

t + MP

FERCE

x /2 +HP

FORWARD
—

t+1K

ROUNDHOIJSE

)

‘Electric Thunder I
greutesi moves, even one of the
nf jumps in f you whlle Blunku is

r'-p@ssun'ng an opponent. While put-
hits twice and leaves you in an

(Imrge «, »+P Ralﬁng Attack l Charge +, + + K Vertical Rollina Attack I
The Rﬂlllng Aiack has fwo E;gﬂlmi uses. One s fo use if in @ combo, The Verfical Rolling Atinck provides a huge advantage. Not only does
while: 1|1Mlherm is fur wosifioning. By using different buttans for this move it on the way up, but if it misses on the way up, it will hit
ss the screen and get next fo an on the way down. This move is best used 1o hit an opponent on the
?lryuu stop in front of your opponent, use way down and put them in Block Stun. In this manner, it's possible fo
naximum effectiveness and damage. @ wolk up and throw them.




COSTUMES ~ ComBOS

STREET FIGHTER II
Jump n HK, MR HK

STREET FIGHTER Il
COSTUME

STREET FIGHTER I

ALTERNATE COSTUME

CHAMPIONSHIP

COSTUME
STREET FIGHTER 1l CHAMPION EDITION
ﬁup Ml?m; Mp Eaﬂggl'hundef ; ¥
7 %ﬁ’%&

TURBO

COSTUME

STREET FIGHTER II

Blanka’s Rolling Attack is weaker than the other versions and, if it does-
n't kit the opponent, it still goes into the air. Also, if you get hit out of
the Rolling Attack, you will take four fimes the damage. Stay away ot
oll costs!
HK Vertical Rolling Attack, MP. HK
Vertical Rolling Attack

7

- STREET FIGHTER I

Cross-up MK, MP, MP. + + HP
CHAMPION EDITION
This version of Blanka lost the up-close normal HP. This move was a
somewhat weak, two-hit punch. Other than that, there were no major
changes to this version of Blanka. @

GOOD MATCH-UP
VS GUILE

STH E ET F I G HTE R I I T|.| B B n Although Guile can counter Blanka's attacks from across the screen, Blanka controls the flow of this match-up very well from up dlose. Start the maich
vith Blanka ot a good range, but even if you get pushed away, it shouldn't be too difficult to et back in if you're patient. When fighting up close,
Arguably the second-best Blanka in this series of games. His Rolling  Blonka's poking normal moves beat almost oll of Guile's effective pokes, plus they inflict more damage. In particular, crouching MK s fast and hits
Attock trop into throw, and his overall speed make him o force o be  with ease. Guile needs to set up his ottacks by throwing Sonic Baoms, but if's easy to respond to these attacks. From up close, use a crouching MK,
reckoned with. His throw ronge is the bestin the gome, so use it to your  crouching HK, or crouching HP to either frade domage with the projectile, or hit Guile to trade (and do more domage) after the Sonic Boom is already
odvantage. Knock your opponent down in the corner with a crouching  0f, but before Guile has recovered. Blanka can olso use the « + HP Slide, which moves cleanly underneath the Sonic Boom, hits Guile, and knocks
HX, use the Verfical Rolling Aftack o land on your opponent's head as  him down fo setup a cross-up with jumping LK into o combo or a throw attempt. This move is also safe if blocked, but don’t become too obviaus with
he gets up, then go for the throw. This is a really difficult pattern to get it or your opponent may Somersault Kick or sweep you out of it. Blanka can also jump over the Sonic Boom from close range and trade with, or
out of. beat, Guile's anti-air normal moves. If Guile blacks any of these attacks, go for o throw ofter landing; Blanka’s huge range gives him the advantoge
here. Blanka also has o number of effective anfi-air options. Moves like standing MK, standing HK, stonding MP standing HP, and the Verfical Rolling

Attack (if charged) con all effectively prevent Guile from jumping ot Blanka.




-

SUPER STREET FIGHTER 1l

Taeez are 0 couple of new upgrades worth noting in this version. Blanka
we=ived the Buckstep Rolling Atiack and the ability 1o go past an oppo-
sent with the tradifional Rolling Attack. The Backstep Rolling Attack is
w== for going over projectiles, or just frying fo cross-up an opponent.
ez 22w plocement of the end fime on the Rolling Attack is on inferest-
wz addition, because you can knock down your opponent, roll past his
o %er body, and be on the other side when you get up. This is o big
vantage when you're playing mind gumes with your opponent.

SUPER STREET FIGHTER II
TURBO

This is definitely the best version of Blanka in this game, and his
two new upgrades do a greaf job of balancing his aftacks. The first big

improvenrent is o new Slide oftack (s + HP) . This AT
move slithers under projectiles and makes an oppo-
nent think fwice obout relying on a distance projectile
approach. The other improvement is the Hop. This move
does a couple of things. First, it helps Blanka charge
the Super Mefer fuster than normal moves.

You can actually charge the Super Meter fo full in
ubout seven or eight Hops. Second, this move can '
also put you in throwing range in o matter of seconds. Since 4

Blanka hos one of the best throws in the game, this move
creates perfect opportunities fo set up throws.

SUPER STREET FIGHTER Il

Gossup MP « + HP MP Eleciric [
Thunder 3l

7

Jump In HK, + + MK, MK Vertical
Rolling Attack

7

Jump In MK, + + MK, + + MK, HP
Rolling Attack

&

+ + HK Knockdown, Ground Shave
Rolling On Getup (Cross-up), + +
MK, HK Vertical Rolling Atfack

&

BAD MATCH-UP
VS E. HONDA

E. Honda can win this match for a simple reason: He has some safe attack options and Blanka doesn't. Without a projectile, Blanka must use nor-
mal attacks. Unfortunately, E. Honda can just turtle up and use random Headbutts to counter the pokes. If Blanka attempfs to furtle against Honda,
Hondu’s pokes become more difficult to caunter and he must also face E. Honda's Hundred Hand Slap. This move is relatively safe against Blanka,
and can do enough block damage to force you to respond. Use Blanka's quick jump straight up and down in E. Honda's face, where his high priori-
ty MK and HK can stuff almost anything Honda can unleash. This may also hait Honda info doing o FP Headbutt. If this occurs, it will poss harmlessly
underneath Blanka, and he con land and counter with a crouching HK before Handa recovers. This technique provides some extra fime fo fry a setup
with o cross-up LK. You can even misdirect E. Honda with Hopping or Electric Thunder afiacks. Unfortunately, none of these options are parficularly
sufe or effective, and defeating E. Honda usually requires some misiakes on the part of your opponent.




NORMAL MOVES :
STANDING STANDING CLOSE CROUCHING

STRONG FORWARD

P o 1_,-}(
[ % o
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ROUNDHOUSE ROUNDHOUSE

IR P,
g M . 4

ig® g
ROUNDHOUSE
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. Headbutt I

it is a great weapon for last second combos when

time o charge a special move. It strikes lightning

s decent domage. You are also able to cancel out of
o it and combo it info a special move.

s Hopll <430 Hop |
This is a great move for advancing forward in a short period of fime. The Hopping moves can be used fo charge the Super Meter or to get
You can go across the screen within a few seconds. The Hop is also somewhere fast. It can also be used to get out of diffcul situations
useful for adding fo your Super Meter in a quick amount of time. I when they arise.

just takes a few Hops back and forth to fill up the bar,

& &

: are here. The Slide goes under every
 the Ground Tiger Shot by Sagat! This move is
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Press P rapidly Electric Thunder I Charge «, + + P W Rnllin; ﬁm:k'

Eleciric Thunder hasn't gotfen any better or any worse over the This s where it gets good. This attack is amazing to use for placement or with
years. combos, In this version, i’ possible to two-in-one this move, This move also
enables you fo place Blanka anywhere on the screen at any time—for any
reason! This is big for setfing up throws ond combos on the other side of an
opponent. When your adversary gets knocked dovn, use an MP
@ Rolling Attack to gef next fo them and mix it up from there.

4
r
=
<
-
=

FORWARD

— 3

Charge «, > + K - ButfsfaE Rolﬂa Miud(l Charge +, ¢+ + K Vertical Rull‘ma Attack l

This move is great for going over projectiles and setting up This move is extremely good for tuking an opponent out of the ir.
throws. To do so, use it just short of opponents when it looks Since it no longer comes down in @ “ball-like" animation, this is the
like it is going fo hit them, itwill land short of them, then /" only purpose for this special move. :

you can throw them immediately afte. Itis best ifyou / 3
completely miss with this move and set up another
@ attack to create serious mind games. j

@

i,

Charge +, » « + +P Ground Shave Rallina I

Since this super combo hos start-up invinaibility fromes, use it to go
through projectiles. If you perform this move at the exact moment
that the projectile is about to hit Blanka, he will go through it and hit
your opponent since, the opponent’s projectile isn't an-screen yet.
You can also buffer and hold this move by holding a punch button
@while inputting the command for the super combo.
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FIERCE

STRONG

1

mp

FORWARD

CROUCHING
o e

4+ HP

ROUNDHOUSE *
e

» [/« +MP /HP l >/« /4+MP/HP




.

Many of these air moves can be used fo cross-up opponents and start
combos (Chun-Li's MK is  good choice in almost every version) that lead

While jumping, 4 + MK  Heel Stompl

Her Heel Stomp, one of the most unique moves in the gome, reslts
in a double-jump in the air off your opponent's head. This move
@»m@r‘ﬁes with it the pofential for many inferesfing set-ups.

+ [+ + MK BnckﬂiE l(itkl

The BackFip Kick now hitsfice on hit or block, and is great for com-
bos where you don't have fo have o charge stored to hit an opponent
. fordomoge.

®
SPECIAL MOVES

Press K rapidly H;r.ui;ure‘tzsu Kiakul

The Hyakuretsu Kyaku is one of Chun-Li's best moves. Use it os a sur-
prise atfack or for block domage. In Champion Edifion und beyond,
you can put the Hyokuretsu Kyoku ot the end of certain combos for
heavy dumage.

W

e du=>+P ] '“‘I(ikokenl

The Kikoken is o great addition to Chun-Li's Street Fighter Il Turho

arsenal. This projectile can only be used in a combo when if is used
in conjunction with o standing HP two-in-one. Use this move os a
shield for sefting up regular moves and throws.

7

= up an opponent on wake-up. There are three different ways fo

-/« +HK ' Knee Flip Kick |

_Chun-l.fff_s’i(nee_ F||plutk is grglii:ﬂy:lhe best special normal move in
the game. It is used for going over the top of projectiles, or crossing

time if, which will keep your opponent guessing.

IR-LENREETD

Charge + + + K Spining Bird Kick |

The Spinning Bird Kick is great for going through projeciies. Its akso .
her only reversal until Super Streef Fighter Il Turbo. Sometimes this
move is the best option for escaping from tough spots. When it con-
nects, expect big domage!

W o e




COSTUMES

STREET FIGHTER Il
COSTUME

STREET FIGHTER I
ALTERNATE COSTUME

CHAMPIONSHIP
COSTUME

TURBO
COSTUME

STREET FIGHTER 11 AND
CHAMPION EDITION

Chun-Li's lightning-fast speed and her ability to throw for heavy dam-
age (nearly 25% damage per throw) should be the focus for her game.
She has the ability to bounce off walls and stay on top of her opponent
like no other character. Use her speed to barrage an opponent with nor-
mal moves and throws. If an opponent jumps in at you, hit them with o
crouching HK, standing MP, standing MK, or even a jumping move to
knock them down. Then, counter attack with the fury of Chun-Li's nor-
mal moves. Chun-Li's crouching MK is her most effective move against
opponents who throw projectiles. Ofteniimes, this move will hit before
the projectile animation of her opponent is finished, hus stopping the
projectile from ever launching. Standing MK is another possibility for
this technique. If you are a full screen away against o projectile-throw-
ing opponent, either jump off the wall to trick them or use Chun-Li's
Knee Flipkick ( Champion Fdition) o get over them.

STREET FIGHTER I TURBO

The addifion of the Kikoken to Chun-Li's arsenal changes her strategy
quite a bit. While this move is too slow to use in @ combo, i's quite pos-
sible to follow behind it and use it us a shield. You can also use this pro-
jeciile fo pressure an opponent into a mistake. Don't use the Kikoken up
close, because ifs lack of speed is un issue. Although slow, the move can
be used defensively against other characters who use projectiles.
Another useful move is her jumping LK, which has mojor priority in the
air. It can be performed early in o jump fo freeze an oppanent in ploce
(your opponent can't walk buckward if you have an attack on-screen).
This tactic leads to mix-ups with throws once your character returns o
the ground.

16

COMBOS :
STREET FIGHTER Il

7

Jump in HP. HP, HK Hyakuretsu
Kyaku

7

GOOD MATCH-UP

Vs ZANGIEF

The toughest Zangief version is the one from Super Street Fighter Il. His
Banishing Punch can repel projectiles, thus enabling him to move dlose fo
Chun-Li. Keep him af bay with her crouching HK when he jumps.
During any other moves, use crouching MKs fo poke him out
of his atfacks. If you are playing os a version of Chun-Li
that has a Kikoken, use it to make him jump, then
take him out of the air with o crouching HK. After

knocking Zangief down, stand about half a charac-
ter'slength awoy and use o Hyakuretsu Kyako
when he gefs up. If you get foo dlose fo him,
Zangief can his Spinning Piledriver for a lot uf
damage. When Zangief uses his Spinning
Lariat, use the Heel Stomp (+ + MK) fo
penetrate his defense. This technique
should stop him from using it when you
throw o Kikoken. Zangief does have the
potential 1o win this fight by using repeat-

ed HP Body Presses in the corner, as Chun-

Li has no counter for this attack. Even if

you can throw Zangief out of this patfern,
he con Tech Escape the throw and reverse it
with a Spinning Pile Driver before you can recover,




SUPER STREET FIGHTER 1l SUPER STREET FIGHTER Il TURBO :

Suer Street Fighter Nl introduced the charge-mation Kikoken to Chun-Li's reperfoire. Now you can insert it info A big addition to everyone's arsenal in this game s the super combo, and Chun-Li's i fantasticl f causes major
= comho, it executes much faster, and it's safe to use in close combat. With the overall slower game speedin  domage, has decent invincibility at the beginning, and is one of only two super combos in the game that can
5 version, her normals play a crucial role in her strategy. To succeed, mix up your gameplay by using the e “stored” for instant execution. With the addition of the Whirlwind Kick, Chun-Li now has an improved wake-
auching MK 1o poke at an opponent from ofar. Also, use the stunding MP 1o jb when fighting in close. up game without sacrificing any of her old deadly fechnigues.

SUPER STREET FIGHTER 1l

Corner only—Jump in HP. HP HP
Kikoken, ++MK

7

Jumpin HE ME. + + MK, + + HK

7

Jump in MK, #+MP +£HK,
Senreisukyaku

Bl]STI.IMES

n
3
-
C

&

Charge +, =, «, Hold = Jumpin
HP HP. Any K, charge +, 4 + HK

&

BAD MATCH-UP
VS SAGAT

Most of the time, it's difficult to avoid some of Sagat's fraps. Sagat has three major attacks: his high projeciile, his low projectile, and his Tiger
Uppercut. Chun-Li's mojor weakness is her lack of ottacks to counter a full-screen fight. For Chun-Li to be effective, its importunt fo fight up dose.
Against Sagat, however, this is a difficult task to complete. Use her Knee Flip Kick to pass over the low projectiles and inch forward. Be patient;
if you fry fo jump in fo affack, she may get knocked out of the air by his Tiger Uppercut. If you jump in from full-screen, Sagat can sweep Chun-Li
ond throw low projectiles to knock her back. When fighting Sagat up close, use o variety of normals, throws, and combas. Stay inside against him
al all coss.




NORMAL MOVES
STANDING

]

SPECIAL NORMALS

w7l B
P AR B

4 ket the ability 1o stomp on an opponent’s head and then can-
2 Simning Bird Kick. The Heel Stomp is still great for bounc-
¢ yeur cpponent’s head o mess with them. Trick them info

STANDING CLOSE
The ol m

FORWARD
o] S

i I : Tk
ARdcad | 1l | g

7

L

__ FORWARD
el =]

[

++HP

oy

In dose, » + MK s Backflip Kick |

There are two praciical uses for this move. One great use is to use it
in @ combo for style points! The other is fo use it fo retreat from your
opponent. If you like to play the zoning game with Chun Li, this is a
great move to use to accomplish thot.

Backilip Kick I
sced the command of the Backflip kick
= you need to hold the joystick « and

Knee Flip Kick |
Chun-Li's special normals are some of the best in the game. Her %
HK Knee Flip Kick is the best for wake-up gomes. When performed
early, you will lond without hitting your opponent and enable the
throw. If you perform the move when your opponent is getting up, it

W\m’ﬁ cross them up and leave you in an advantageous situation.

« + HK

ot e

In dose, » + HK
The Knee Flip Kick can only be done will close o your opponent. This
is on excellent move for going over projectiles, or for tricking your
opponent fo block the wrong way when it conneds. Since she*flips
high in the air, it is nof advised you do this move randomly, but wait
@ until a projectile is coming or they are knocked down.

 neeFipKicdll -




SHORT

FORWARD

INAIR, » /« [+ +
MP / HP

1 Lo i
Tap K rapidly -I-I;-I-mretsu Kyaku l Charge «, = + K ; :SE"nnini Bird Kickl

The Hyakuretsu Kyaku has been revomped in this version, as it can be
used in a combo. The best way 10 use this special move is to poke at your
opponent with a crouching MK, then rapidly press the Kick button (after

a hit) o use the Hyakuretsu Kyoku in o fwo-hit combo. This is o

@ very effetive way to add damage to your ground game.

TEE

This move can be used in the cir, which makes this o huge upgrade to
Chun-Li's versatility. Use this move fo run away ufter performing o Head
Stomp, or use it fo avoid projectiles. You can even use if fo charge the
Super Meter in Super Turbo. NOTE: The command for this
@ move in Super Street Fighter Ilis Charge +, + + K.

Charge =, » + P - I{ikokerll
Chun-Li's new and improved Kikoken is much faster and more pow-
erful in Super Sireet Fighter Il und Super Turbo. With this new

upgrade, she can hang with Guile and Ryu in projectile-throwing bat-
iles. The only downside to her new Kikoken is that it doesn't fravel

@ across o full screen.
SUPER COMBO

Charge « » « » +K "-__SenreisuEukul

There ore two versions of this move. One of them is actually o
famous glitch that made Chun-Li ane of the game's favarite players.
She can store her super combo and use it ot her own discrefion,
rather than use it immediately after the command is entered. If you
input the command («, », « ) and hold = but don't press o Kick
button, the super s stored as long as confinue fo hold = After press-
ing any Kick button, the super combo comes out in all its glory. You
can follow the Senretsukyaku with o Whirlwind Kick for maximum
damage. You can hold x to hold the charge for the command, but

@you can't move.

Charge 4, ¢+ +K “m“-ifhirlwind Kick

Her most valuable upgrade in Super Street Fighter Il Turbo the
Whirlwind Kick is one of the best wake-up moves in this game. This
move has great range and it couses a lot of domage. With the addi-
tion of this move, Chun-Li has an effective tool and a tactic to use on




STANDING

Dhalsim has some awesome standing moves. Since lns limbs exiend a

great distance, he con attack from for away without much fear. His

standing LK, which is extremely fust, goes across holf of the screen. The

advaniage here i that it will stop most special moves from connecting.

‘But watch out: His limbs are susceptible ot any fime from
- furuw,r so don't use normal moves af random
. ogainst o charader fike Ryu o Ken.

STANDING CLOSE

extremely efficent. His LP nor-
malis proficient af knocking oppo-
nents out of the air and his HP inflicts massive domage and hits
twice when it connects. His LK, MK, and MP moves are all good
for “tick-throw” sefups.

Dhalsim gefs so low to the ground, that he con acually
reach under projeciiles and hif the opponent without gel-

{ think twice about throwing projectiles Dhalsim’s way
{ Also, all of his crouching kick moves are variations of
A slides. These can also go under projectiles and place you
next fo your opponent ready for a throw.

THROWS

- Dhalsim’s throw works from a distance, and it is exiremely easy to loop
sefup fraps with it. With the siide and throw combinafion, he instantly
" hecames a force fo be reckoned with. By getting your opponent to block

while fighting in dlose, try to attempt a throw whevenever possible. You
can even mix up the throw and the in-close slide to frick an opponent
for maximun effeciiveness.

NORMAL MOVES

STRONG.

FIERCE

Bhulﬁlms dose normals are.

STRONG

ting him himself. This will make projeciile charadlers

ROUNDHOUSE ™ * .




JUMPING

 Sireef Fighter I, Dhalsim's Drills were difficult o use
secause il required thot you input the command at the

ex of his jump. This gave your opponent time to counter '\' » :

5 aitack. In Street Fighter Champion Fdition and beyond, you could LA -

wizash the Drill Headihrust or Drill Kick at any point of the jump. This s pEc I AI- M n“Es
o 3 ' ¢ "

= = very imporfant change in the gameplay, because it enables you 1o C

- - e
w2 this move to go over projectiles at the last second. :

FlAl

. IN CLOSE, CROUCHING
e Dhalsim'’s in-close crouching moves vary compored fo his regular crouch-

JUMP, HP
ing moves. From afar, his crouching kicks all result in slides, while they
FORWARD furn into shorf-range moves from up close. The lone advantage fo his .
t 3 e crouching close-up moves is the ability to fick-throw into the MP throw. =

TR N
ANy "ﬁ The crouching HK {slide) is o great move for knocking down an opponent

from close range and playing wake-up games. Try fo lock down your T R S —————
opponent by making them block, then look for u chance fo throw. Thisis a great wake-up move. When on opponent gets up from the
ground, perform a Yoga
y from yo

« b u>+P

inique causes block domage and puts your

STRONG ¢
; ck stun. This move is also good for maximum

# / = AT APEX OF
JUMP, HK

DRILL KICK

» 4% [+« + ¢ +PPP /KKK Yoqu Telepurtl
I Street Fighter I Turbo, Dhalsim was given the ability to teleport.
Ever since Streef Fighter II, in which Dhalsim had a glitch that made
him disappear, the Street Fighter programmers had o nofion fo put
In Siraet e It Cuammon this into their next revision of the game. Since Dhalsim’s is somewhat
= Fion Dhaldim mis e 5% slow, it's extremely difficult to get out of fraps. By giving him the
that hi; adih ng Wwas I""ﬂ?‘ % Yoga Telepor, hg can escape from any irop in the gome. But woich
dide. Thishmots credomril| O When Dhalsim reappears, he becomes vulnerable fo attacks.

Street Fighter Il Turbo. @

WHILE JUMPING,
+ + HK

WHILE JUMPING,
++HP

ln free? ﬁgﬁre.r Il Champion Edifion, Dhalsim was given greater
control over Drill Headihrust and Drill Kick. This change remains in
elfed for the rest of the games in the Streef Fighter Il series.
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COSTUMES GOMBOS :

| STREET FIGHTER I
COSTUME
1
STREET FIGHTER I
ALTERNATE COSTUME TREE ;
GouhingMKx2
-'..; ﬂ%}l‘ ei’ﬁgzg fs}%& - .
LIS/
CHAMPIONSHIP © L ) &
COSTUME
STREET FIGHTER Il TURBO
Crouching MK, MP Yoga Fire
TURBO
COSTUME 7

STREET FIGHTER 1I

Dhalsim is arguably one of the best characters in all five versions of
Street Fighter Il. His long limbs and his Yoga Flame prevent opponents
from getfing 1o close, and his high priority throws get him aut of trou-
ble o close range. His MP throw is so good that you can repeat it in all
versions (MP throw, then crouching LK slide, or Drill Kick, then MP throw
again). You can even make him go on the offensive with both of his Drill
uttacks and his LK slides.

- STREET FIGHTER Il
CHAMPION EDITION

Basic Dhalsim keep-away invalves throwing LP Yoga Fire (they're more
difficult to jump over than the ones thrown with HP), then doing anti-
air attacks against jumping attacks. Standing LK, standing MK, standing
MP (close), and standing LP are oll good anti-gir aftacks. Any of his
slides are good fo use when an opponent lands from a jump-in atfack.
Other opfions are to jump back and use HK in the air (a greaf air-to-air
counter), or jump back, then drill (this works porficularly well against
M. Bison's Psycho Crusher, or Honda's Headbutt).

STREET FIGHTER 11 TURBO

In Strzef Fighter 11, Dhalsim can only use his Drill attacks when he's at

the height of his jump. In addifion, you can't cancel his crouching MK 9

with o Yoga Fire. From Sireef Fighter ! Champion Edition and onward,

you can cancel his crouching MK and Drill of any height while in he air, GOOD MATCHUP

but that is the only major change. In Siree Fighter Il Turbo, he caused

less domage and he received Yoga Teleport, which is useful for getting VS SAGAT

out of trouble. It is @ notable move because ifs Dhalsim’s only “rever-  Super Sireet Fighter I Turho Dhalsim is incredibly good ageinst Sngat. When in doubt, stay back and use his Yoga Fire attack to match his Tiger Shois.

sal” aftack. This is the only frome he can become invulnerable in the  Watch for when your opponent throws his next Tiger Shot. When this occurs, jump and Drill Kick with LK to hit Sagat's hands. This requires some fim-

instant he does if. ing, but it shuts down Sagat's projectile game when executed correcily. Sagat cannot jump in af Dhalsim, since he can beat ll of Sagat's air attacks
with any of the four following moves: crouching HP, crouching LK slide, crouching MK slide, or crouching HK slide. The crouching HK slide knocks
down, the crouching LK slide “combos” info o throw, and the crouching MK slide can combo into a 2-hit HP headbutt for a dizzy, when done propery.
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SUPER STREET FIGHTER 1I/SUPER STREET FIGHTER Il TURBO :

Daalsim received no upgrades in Super Streef Fighter I1. On the other hand, he received a good super combo, two new Drill angles (with LK and HK), and the ability fo conrol when he does
cose/fur aftacks in Super Street Fighter I Turbo. Overall, there are really no changes to his strategy since the first Street Fighter If and the tacfics sed to win with him remain the same.

COMBOS
SUPER STREET FIGHTER I

1P Yoga Fire, HP

7

CORNER ONLY——LP Yoga Fire, Drill
Headthrust

BAD MATCHUP
Vs VEGA

The majority of Vega's moves have a better priorify than Dhalsim's moves. Vega's
Flying Barcelona Attack is fough fo reliably counter, but try jumping back and
using HK in the air. You can even stay on the ground and use a standing MP
or standing LP. If your opponent gefs a knockdown on Dhalsim, you can
expect some repeated attacks and keep in mind that Dhalsim has no reli- /
able wake-up move. Yoga Teleport is an option, but it is very difficulf to
execute. To vanquish Vega, you must prevent him from using this attack
by using carefully fimed standing HKs and Drills. Be careful, though, as
Vega can Flip Kick against Dhalsim’s Drill. One advantage in this fight (=483
is Dhalsim’s crouching LK slide used in conjunction with the MP throw. §
If you can land an MP throw on Vega, you'll take control of the round
because i's so difficult o escape the trap (MP throw, crouching MK
slide, MP throw, repeat). If Vega blocks o Drill, use an MP throw right
away, or crouch LK slide info an MP throw. Develop your skills of exe-
wiing the throw trap, and press your advantoge ogainst Vega with it.

LAMSIHIHE

Hold any button
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JUMPING SPECIAL MIWES

h jumping back and pressing HK in the air is o great

it for jumping opponents, the oddition of his Drill

e At any point during s j jump, he an Dnll.-
les y fas

x> +P o Yui Pirel +# $u=>3P o) \'Eu Flﬂmel

This move's speed and damage remain the same. One change, how- The Yogo Flame hasn't changed over the versions, it s just os good
ever, s that it doesn't knock down your opponent anymare in Super as if was before.

Sireet Fighter Il Turbo. This is o very important factor when if comes

to combos, because the Yoga Fire can be followed up by a long-range

@ standing HP or HK.

wix/e e +PPP/KKK  YoguTeleport]  « w4k  YogaBlust!
The Yoga Teleport is more susceptible now, so use it when your oppo- The Yoga Blastis o new addifion at Dhalsim's lineup. It is great for an
nent doesn't have a super comho ready. anfi-air attack and it goes away exiremely fost, which makes the
recavery fime quite good. .

@ @

b u=(x2)+P . “:?wi‘.ngu Infernul

This is another great anti-air super combo. If one hit connects while
in the i, ol of the rest will do the same. It can even be used for chip
domage (against o block) on an opponent's wake-up. I¥'s possible fo
use it in a combo, but ifs difficult to do and it's very situational,




E. Honda
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#anca’s jumping atiacks complement his ground game with o balance
+ geod range and high priority. The jumping LP animation stays out for
2 2ng time and it has great priority. This move is very useful against an
smmanent who likes to stay in the air, but make sure you press the but-
s zarly in your jump to hit them before he or she can unleash an
ek, Jumping HK unloads fantastic domage and it also has great
gz Use it to punish projectiles, but fiming is of the essence. When
et improperly, Honda will be vulnerable fo a Sharyuken or a similor
it attack. Jumping MK, with ifs decent priority, is effective aginst
smpanents who try to make you lond on long, ground-hased normal
wacks (like Guile's Crouching MK). Use this attack 1o frade hits. Use o
wmping MP to stort o combo, or force an opponent into blocking a
“undred Honds Slap.

STRONG

)

EVA T

FORWARD

++ MK -

ROUNDHOUS_E ) ROUNDHOIJSE

Sas 28

)

_g]_n_r‘!g «, =+ +P
This is one of Hondo's signature moves. He rises off the ground ond
flies through the air toward his opponent. This self-projecile has
-good speed and causes ice damage. Early versions of this move
would not knock down, but that was changed s subsequent versions
of Iile g sused The LP version of this move is one of the

hest atfacks in the game. If an opponent jumps in and
{4/ . Honduschorged,bost them vith o Headbut

Charge +, ¢ + K

This move enables Honda fo deal with pesky in-your-face projectiles
by blowing through them and smacking an opponent on the
@ way up, as well os on the way down.

p Headbutt I

N .rgumn Smushl

Rapidly press P _ Hondred Hond Slap ||
When executed, E. Honda slaps his hands at his opponent with blinding
speed. This aftack can cause severe damage when used against a cor-

- nered opponent. Even if the attack gets blocked, it can pile on a decent

omount of domage and keep pressure on an aggressive opponent.

2 Hundu gmns the ability to move while performing the Hundred Hand

Slap in Street Fighter If Champion Edifion and Street Fighter /1
Turbo.
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COSTUMES COMBOS :
STREET FIGHTER II P\ STREET FIGHTER Il s i
COSTUME i [
STREET FIGHTER Il - |
ALTERNATE COSTUME
CHAMPIONSHIP
COSTUME

STREET
TURBO .: :
COSTUME

STREET FIGHTER Il STREET FIGHTER Il TURBO

E. Honda was certainly nof a character to get close o in the first version Cross-up MK, MF, + + HK T

of Street Fighter Il. His grappling moves (throw with HP or HK) would

cause almost 30% damage! Also, his normal moves allowed him to do

several chain combos. His arsenal of special moves included his

Headbutt, one of the best anfi-uir special moves. E. Honda's Hundred @

Hands Slap wos also effective when fighting up close. Against characters

who had projectiles, though, E. Honda had frouble. Trying to get close (ross-up MK, » + MK, LP
was the goal, since his ahility o cause damage from a distance was basi-

cally non-existent, One you ore in dose, mix it up with tic-throws and

use the Hundred Hands Slap fo domage opponents through their block.

STREET FIGHTER Il 17
CHAMPION EDITION

Hondo gained o unique fundion during the fransition from Street
Fighter Ifto Street Fighter I Champion Edifion. He gained the ability to
move forward while performing the Hundred Hands Slap. This is great
for pounding an opponent into the corner and trading hits in the air

when an opponent jumps in. C0OD M P.TBH-I]P

s, M. BISON
STH E ET l:l GHTEH I I Tu n B l] E. Honda is a good match-up against most of the non-projectile characters. He has a particulor advontoge against M. Bison, because M. Bison's Tick-

W . _ Throw game is thrown out the window due to E. Honda’s Ohicho and normel throws. Plus, M. Bison has no viable reversal move when knocked down
With the addition of his Sumo Smash, E. Honda could finally deal with (tic only reversal i his super combo) to escape @ throw rap. Strive for getting a knotkdown at mid-screen. Cross-up with his normal (+ + MK)
projeciles in Street Fighter I Turbo. This move would breeze through Splash, throw out  crouching L and input the mofion for his Ohicho Throw. This tactic works greof against the entire Streef Fighter If ast; it can

projeciles and smack an opponent on the way up, es well s on the Wy oy be countered by a lastditch throw with some characters.
down. E. Honda’s LP Headbuit no longer travels the length of the screen

and stops short of an opponent in this version. It is siill o powerful
anfi-air fool, and it does refain some invindbility properties
against projeciiles.
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SUPER STREET FIGHTER II SUPER STREET FIGHTER Il TURBO

The Sumo Smash was upgraded to knock down on the way up, s well s This s the best version of E. Honda in he Anniversary Edition. Several upgrades were made, ranging from new special attacks to new normal attacks.

an the way down for Super Sireet Fighter I. His Headbutt was slowed down ~ Some close standing normal moves were added, his crouching LK can be buffered info o Headbutt, and the standing HP animation has been changed

it bit in this version, but it is tll u great anfi-cir weapon. E. Honda's 1o a ducking attack. The biggest change is the addition of the Ohicho Throw, which is performed by moving the controller from = fo . In “0ld *

<sual arsenal of throws remains mosily unchanged in this version, but they ~ Super Streef Fighter Il Turbo mode (choose the Super Turbo version of E. Honda while holding the “Start” bution), you can “store” this throw. This

== foned down a bit from the Champion Edifion ond Turbo versions. means that you can do the mofion before actually using it Input the move and hold «, then when the apponent comes close press any punch but-
ton to perform the throw. This is only one of two moves in the gume that can be stored for lafer use.

His super combo is useful for going through projectiles. If the first hir doesn't knock out your oppanent, he or she can interrupt the super combo in
motion affer the first hit by doing o reversol attack. IFs also useful to store the super combo and walk forward, perhaps fricking an opponent info
jumping foward you. Wait unil the last moment and press any punch butfon to start the super combo. Your opponent gefs knacked down, and you
can begin a cross-up gome that includes combos and throws.

COMBOS

SUPER STREET FIGHTER Il
LP. LK, LP Hundred Hand Slap SR

Jump HK, crouching LK, Headbutt

Store Charge Super, Jump in HK, Any
Punch

I ————

BAD MATCH-UP

US. KEN OR RYU

b

Both Ken and Ryu are difficult to defeat. The Hodoken,/crouching HK/Shoryuken combination that both characters possess make vinning this fight S
very tough. Since E. Honda's normal jump leaves him open to being swept (o hit with a Shoryuken), his best option is fo jump over Hadokens. Try i i)
using the *Floating HP" technique and press HP in the air plus a direction o float over the projectile. E. Honda’s jump will arc lightly, creafing space  [SESSEE S SR BEEEH
fo clear even LP Hadokens. Stil, the ability for both Ken and Ry players fo keep E. Honda at o distance is clear and present. To overcome this, the Hold any button

best sirategy is fo float over Hadokens and attempt fo hit them with an occasional jumping HK. This will cause some good damage, plus it brings
Honda into close range. « + HK s a sweep that can trade with Hadokens, leaving you in o good pasition. Once you are dose, use the Sumo Smash
1o pass through any Hadokens and knack down your opponent. Upon doing so, start your cross-up and throw game. Beware of the Shoryvken and
Iry to bait on opponent into making a mistake with it. When this occurs, use o Ohicho Throw fo punish your opponent severely.
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JUMPING SPECIAL NORMALS e

One of the biggest complaints about the previous versions of E. 2
oo s e o e o e g v o RE7 ‘;’,f,,, 5

‘I&hnl

Zorx, 4+ MK g ghshl « /= +HK B SweeE'

The Splash is the best cross-up in the game. It hos high priority and E. Hondu's sweep move can fake out opponents from long disiance.

it leads into some of his best combos. This move is also effective It is the replacement for all the normal moves from Super Street
against attacking players who don't have woke-up moves or Fighter Il
@ reversal attacks with high priority. @

SPECIAL MOVES

&I

-

Chorge <, »~ + P . Headbutt I Charge +, + + K Sumo Smash I :

This move, which now knocks down, enables you fo get close to an This move was changed in Super Streef Fighter Il and Super Street
opponent and play wake-up gomes. This is one of E. Hondo's biggest Fighter Il Turba so you could knock down an opponent on the first hit.

nssels. When executed close fo opponents, if's possible to cross them up and :
force them to lose their charge. This is o huge advantage when !
@ @ fighting against another charge-bosed choracter.

ROUNDHOUSE

W
- \

> wdwe+P = Ohicho Throwl

Ii's highly recommended fo base your gameplay around this move
when using the Super Street Fighter 11 Turbo version. The Ohicho
Throw is a command grab, similar to Zangief's Spinning Pile Driver.
There are some big differences, however. First, the motion is very

su PE H cu M Bn eosy fo do (similar o o half-circle). Next, affer inputting the move,

you can “hold” the conroller in the » position. This hasically “stores” %
the motion so all that remains is pressing  punch button when your

opponent gets close. This throw has great priority and range and it's

fantastic in fick-throw attacks. It is best used after a crouching LP

This “storing” technique only works for the “0ld” Super Street
Fighter !l Turbo version of E. Honda. To select this version, hold down -
the START bution when choosing Super Street Fighter If Turbo
@ before selecting a character. )

Charge <, » « » + P Double Sumo Headbutt I
E. Honda's super combo will connect up fo four fimes, depending on
the spacing. betwsen your characier and your opponent. Two
Headbutts are performed, each of which hits two fimes. This super
combo isn't af the fop of the list, however, it's capuble of getting a hif
to win @ maich. This super combo will annihilate any normal projec-
lile once it gets starfed, plus it enables you to quickly dose in on an
opponent on the other side of the screen. If you don’t knack out your .
opponent affer the first hit, you will be suscepfible for a rever-
sal anti-air move (Tiger Uppercut, Shoryuken, etc).
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NORMAL MOVES

STANDING

Guile's most useful standing normal moves are his long-range HP 3 STRONG FIERCE
Backfist and his fost HK roundhouse. The HP Backfistis good for dis- [ Bl e : '
couraging opponents from jumping, and it is difficult fo punish. If an
opponen! manages to avoid the Backfisf, Guiles standing HK round-
house will nevtralize olmost any frontal air aftack. Laslty,
Guile's MK s excellent for countering low atfacks like
crouching foof sweeps.

) FORWARD

STANDING CLOSE

Most of Guile's close normal moves recover oo

slowly o be of much use outside of combos. His
close-range MK is an excepfion to this rule, serving
s his best defense ogainst cross-up air affacks. Also,
since Guile’s close-range HK s just s good of an anti-air
attack s his far standing HK, it doesn't matter which version
is used— hoth of them do the job!

CROUCHING

With its excellent range and quick recovery, Guile’s rouching MK
is extremely useful for keeping enenties of o distance and punish-
ing any missed normal attacks. His crouching HP uppercut com-
pletes bis arsenal of anfi-cir aftacks. His crouching LP and MP
attacks are useful in combos and close-range pressure strings.
Unfortunately, Guile has one of the weakest crouching HK foot
sweeps in the game, due fo ils dreadful recovery fime.

THROWS

Thanks to his large arsenal of quick normal moves and the excel-
lent recovery fime of his Sonic Booms, Guile hos many potent
strategies for setfing up throws. Since he excels ot keeping oppo-
ents at a distance, his throw attempis noturally carry a valuable
element of surprise. In general, his MP throw is preferred
because misfiming if reslts in o ose-range MP attack and it
recovers much faster than his HP attack. Air throws are of limit-
ed use, primarily reserved for punishing specific irborne attacks

~ (for example, M.Bison's Head Stomp or o missed Shoryuken).

AR~ [« /b3
| P/ HP / MK / HK




JUMPING

Sw'e’s best frontal air oftacks ogainst grounded opponenis are his
wmping MK and jumping HP. Both of these attacks have good priority
=< o convenient downward angle. His best air attack against airborne
ssoonents is the jumping HK, due fo ifs excellent range. Guile’s jump-
g LK knee is the perfect cross-up attack fo use when jumping over an
seconent. It's difficult fo block this move correctly, and it can be used to
<=t up 0 combo or a throw.

SPECIAL NORMALS

T AT

++ LK

FORWARD

> [/« + MK
Due fo ifs lengthy recovery period, avoid using the Knee Buzaoka as
‘o conventional attack. Instead, its value lies in its mobility. Using the
-+ + MK command, Guile can move forward without sacrificing his
stored charge. When performed ofter throwing o slow Sonic Boom,
the Knee Bozooka creafes an: opportunity fo advance toward an
opponent and throw a second Sonic Boom immediately after the

first one conneds.

SPECIAL MOVES

Sl_onic Boom I

Projeciile affacks have always been dominant tools in any incarno-
fion of Streef Fighter. Guile's Sonic Boom has the quickest recovery
fime of all projediles, which makes it one of the best special moves
in the game. The Sonic Boom can be used fo keep opponents away,
set up throws, create combos, force opponents fo jump, and control
space. Guile's entire gomeplan revolves around using Sonic Booms fo
force opponents fo commit errors and capitalize on their mistakes.

Charge « » + P

W

Knee Bazooka I

Indose, + / « +HK Reverse SEin I{ickl
Much like Guile's standing MK Relling Sobat, the Reverse Spin Kick
hovers above most low attacks. Unfortunately, the move is foo slow

- fo serve as a primary attack against opponents who have quick reac-
fions, This move is most effective when used sparingly, so as fo caich
an opponent off-guard.

e ! ol
(hu[g et ++K Somersault K‘ll:kl

Alihough the Somersault Kick is ane of the few near-perfect anti-gir spe--
cial moves in the game, ts usefulness is imited by its chorge require-
ment. Since you will need fo use Guile’s charge fo throw Sonic Boars,
you will rarely have the luxury of using the charge foward o Somersault
Kick. Therefore, if's important fo become adept at using Guile’s various
anti-cir normals when his Somersault Kick is unaveilable.
However, if you can fool an opponent into jumping while Guile is
chorged for o Somersault Kick, he oppanent will toke o powerful
knockdown hit. Otherwise, the Somersault Kick is mosi useful in com-
bos. The domage it inflicts, along with the knockdown it pro-
@ vides, make it difficult to pass up os o finisher for o combo.
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COSTUMES

STREET FIGHTER Il
COSTUME

STREET FIGHTER Il
ALTERNATE COSTUME

CHAMPIONSHIP
COSTUME

TURBO
COSTUME

STREET FIGHTER 1l

Although Guile was perhaps the best seleciable character in Sireef
Fighter If, it had more fo do with the weaknesses of the resi of he cast
than Guile's own sirengths. With his various gomebreaking glitches
removed, the only unigue tools available now are his extended stand-
ing LB and his stationary knee aftack. The far-standing LP is arguably
the best jab attack in the game. It virtually guarantees victory over o
stunned opponent through repeated “re-dizzy” combos. However, his
sluggish recovery on normal attacks, painfully slow jumping speed, and
the absence of several advancing normal attacks infroduced in loter
revisions leave much fo be desired.

STREET FIGHTER 1l
CHAMPION EDITION/TURBO

Champion Edifion Guile and Turbo Guile are virtually idenical. Their
movelists consist of the same exact set of normals, throws, and specials.
Under this pair of configurations, Guile is best suited for defensive play,
with @ heavy relionce on Sonic Booms. Use his quick crouching MK fo
keep opponents at boy while chorging for a Sonic Boom. Opponents who
attempt to jump over Sonic Booms must face three forms of normal anti-
air oftacks: Guile’s standing HK roundhouse, crouching HP uppercut, and
close-range MK Heel Kick. If opponents start to attack early in the air in
an attempt to stuff these attacks, forego these attacks in order to crouch
under it and leave the opponent open for a throw upon landing. Against
opponents who attempi o counter Sonic Booms with projeciiles of their
own, Guile's superior recovery fime often provides the opportunity fo fol-
low through with his HP Backfist, while your opponent is stuck in the
recovery phase. Since Champion and Turbo Guile can use the HP Backfist
while charging back, the counter attack can be followed immediately by
another Sonic Boom. With patience and coution, this play style can whit-
tle down any opponent’s pafience.
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COMBOS :

STREET FIGHTER Il
i g P vl sl

CORNER ONLY — Jumping HP, HP, HP
Sonic Boom, HP Backfist

7

+ + LK, MP. HK Somersault Kick

7

GOOD MIATCH-UP
Vs CAMMY

Cammy's entire game plan hinges on her ability 1o gef close fo an opponent. With her fast speed and extensive inventory of knockdown attacks, it's
easy to accomplish that goal. However, she’s weak against projectile attucks because they render nearly oll of her ground attacks useless, including
her Cannon Drill. Against choracters with slow projectile animations (such as Ryu), one well-imed jump-in can guarantee victory for Cammy. With
the near-instant recovery fime of Sonic Booms, it's tough for Cammy to do the some to Guile no matter how well an opponent fimes her jumps.
Therefore, nothing can siop Guile from barraging Cammy with a confinuous siream of Sonic Booms, forcing her back against the corner while sus-
taining significant repeated hlock domage. If your opponent attempts fo jump, Guile’s crouching HP uppercut will send her reeling every time, forc-
ing her fo lond on a Sonic Boom —with more on the way!




——

SUPER STREET FIGHTER 11

e Super Street Fighter Il variation of Guile is possibly the weakest incarnation of the batch. Without access
' = vorious mobility opfions his Super Sireet Fighter I! Turho upgrode provides, this version is simply a done
= = (hampion/Turbo Guile without the advantage of his original chains. His gains are mostly cosmetic,
wcuding o sharper-looking Sonic Boom and another victory animafion. His vertical jumping MK now looks
wentical fo his standing MK, and provides yet another anti-air option to uiilize. His HK Somersault Kick has
w=veried toits original single-hit form. Although this form is superior to the prablematic two-hit version, it pro-
we=s no odvantages over the one-hit LK and MK Somersault Kicks available to Champion/Turbo Guile.
Jefensive players seeking fo maximize Guile’s Sonic Boom fraps and zoning patterns should stick to his
Csampion Edifion and Turbo versions.

SUPER STREET FIGHTER I

CORNER ONLY—+ + MK, HP HP
SONIC BOOM, HP

7

SUPER STREET FIGHTER 11 TURBO

Although Super Street Fighter Il Turbo Guile gains exclusive access to a super move and builds his super mefer
effortlessly, his most valuable upgrades are his modified normal moves. His new sianding HK provides a safer
method of moving forward while conserving charge than his MK Knee Bozooka. He also gains directional con-
trol of his standing MK Rolling Sobat, and can now move forward or backward with ir. While the forward vari-
ation of this move is @ powerful offensive fool in footsies, the hackward MK Rolling Sobat provides the rare
ability of reireating from an opponent’s attack while simultaneously attacking. Backward mofion on the
ground is impossible without it because the presence of an opponent’s attack on-screen friggers Guile's block-
ing animation.

Unfortunately, Guile’s new standing HP Right Hook, which prevents him from retaining charge, makes this ver-
sion of Guile a bit weaker while performing his HP Backfist. Overall, the Super Street Fighter Turbo Guile is
the most versatile and best from an offensive-fighting standpoint, and it is recommended for players who
enjoy playing footsies.

Jump in HK, + + P HP HK
Somersault Kick

7

HP Sonic Boom, # + LP LP. LP Sonic
Boom, + + LK, » + MK

BIISTIJMES

&

Jumping cross-up LK, + + LK, + +
LK, stonding LK, Double Somersault
Kick super combo

&

BAD MATCH-UP
Vs VEGA

Vega's attack range, move priority, and jump speed have made him one of Guile's most dongerous opponents since Champion Edition. Vega's quick
jumps enable him 1o hop over Guile's Sanic Booms, and his high-priority air atfacks enable him fo overcome most of Guile's anti-air normal moves.
On the ground, Vega's constant barrage of clow pokes makes it difficult to maintain an effective defense. To stand a chance in this fight, use Guile's
Sonic Booms sparingly af carefully planned ranges to avoid Vega's ground pokes. Also, stay outside of Vega's best jump ranges. Patience is the key
fo fricking an opponent info jumping while Guile is charged for o Somersault Kick. Once knacking down Vega, follow through with a fick setup or go
for a jumping cross-up attack. Vega lucks o good Reversal, which leaves him susceptible to precisely timed throw attempts. To defeat Veg, follow
ihrough on every successful knockdovn and pressure Vega info making mistakes. Playing carelessly will give your opponent too many opportunifies
o foke advantage of Guile’s weaknesses, but you must must be willing fo fake some chances. Playing it safe in this match-up may lead o o slow loss.

“?\d '? e
Hold any button




NORMAL MOVES ;
STANDING CROUCHING
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ROUNDHOUSE
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ROUNDHOUSE
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In dose, » / « + HK Ilnumlhwsel + [+« +IK Short + [« +NK Fnlwnrd-l
Guile's » -+ HK specicl normal i great for going over most charac- Guile' Knee Buzooka has been moved over to the LK button in Super ~~ Super Streat Fighter /i Turbo Gule's moveset hos been modified
ter's crouching atfacks. Guile turns himself upside down and kicks Sireef Fighter [l Turbo. Inferestingly enough, this creates some new slightly to make room for his new directional MK Rolling Sobuts. With
the opponent in the head from a far distonce. This move is great for combo possibiliies for the move by allowing it to be chained from the controllable Rolling Sobafs faking up the MK bution, he has an
a surprise 1o heat your opponents crouching attacks. Guile's crouching LK attacks. extremely fast MK move which can move hoth forward and back.

© @ &
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st from the modification of Guile's vertical jumping MK in

r Street Fighter Il and Super Street Fighter Il Turba fo use

ame animation os his standing MK Rolling Sobat, Guile's

e arsenal of air attacks remains the same . The forward

ng MK s il his best frontal airborne attack, while his

ng HK remains his best air-to-cir attack. Finally, his jump-
knea isstill his only true jumping cross-up atfack.

THROWS

Guile’s throws remain t_llliﬂlltile.l.i: ﬂ_irﬁughﬁlﬁ his transition
from Street Fighter Il oll the way to Super Street Fighter Il

!AB
E 1 ++LP /% +IP
STRONG STRONG :
7 &I = AIR THROW
P Tt (W S e i
e - = i GiF : }% :
i . = M‘w
A £Ar 2l INAR, » / + / + + INAR, » /« / ++
MP / HP MK / HK
FIERCE FIERCE
T e Vs = S
T i . SPECIAL MOVES
. e
+ + HP # /= +HP
SHORT SHORT
. T T
R, et ) o - e e
: ; TR Chargee » Sonic Boom | Somersault Kick I
Despite obvious cosmefic alterations in the appearance of Guile's Bl Guile's LK and MK Somersault Kicks remain the same, but his HK
+ 41K /% +1K Sonic Boom, the move remains essentially unchanged. It travels &8 Somersault Kick hos reverted fo the original single-hit knockdown form
tlong the same horizontal axis as before and recovers just os quick- s associated vith the normal Sireet Fighter If version. Although the two-
ly. 1t's still the most valuable fool in Guile’s arsenal. hit version (presentin Turbo and Champion Fdition) often missed on its
FORW{RD FORWARD = ~ second hit, leaving opponents standing and Guile vulnerable to count-
4 -n%g;_ AL T i er affack, players quickly leorned to rely on the LK and MK ver-
s : - @ @ sions instead. Therefore, this change has had litile effect overall.
+ + MK = /= + MK
ROUNDHOUSE ROUNDHOUSE ;
LYY o S R W
" e 23T oy Lo o el T g« o o s M
S e Charge » » » = + K Double Somersault Kick 2
Because Guile gains so much Super Meter with every Sonic Boom, it's
rare for o round fo end without guining occess to this move. \
Unfortunaely, the Double Somersault Kick is arguably one of the
wieakest super moves in the game compared fo other charadters. I's
totally unsafe when it gefs blocked. Furthermore, it must be performed
at point-blank range to connect with all of its hits. If not, it will fail fo
knock down the opponent, leaving Guile vulnerable to counter atfack.
On the plus side, it can score four powerful hits against aithorne oppo- 5
nents when fimed properly. The only use for the Double Somersault
Kick outside of anti-air situations is fo finish off an opponent through
mulfiple hits of block domage. You shouldn't concern yourself with
londing this move; getfing frigger-happy with super moves s one of
the easiest ways o lose frack of your overall game plan.
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STANDING

Ken and Ryu's normal moves are identical. Ken's standing MP is great
at stuffing projeciiles before an opponent can finish throwing them. His
HK s ideal for stopping jump-in attacks, if there isn't fime to complete
a Shoryuken.

STANDING CLOSE

Ken's standing close normals are his staple for
big domage. In dlose, Ken has the ahility 1o
dizzy you if he connedts with anything. If Ken
connects any normal move, he con chain it
into clot of moves that result in o dizzy. A
4 stonding HP up close will combo info any spe-
ciol move that Ken hos, and MK will combo
info speciol moves in Streef Fighter If Turbo.

CROUCHING

All of Ken's crouching kick moves are extremely useful. The crouching
LK is great for unleashing muliiple hits and, when chained together,
they can sometimes dizzy an opponeni. His crouching MK can iwo-in-
one info any special move, which makes it a very powerful normal. His
crouching HK is great for buffering o Hodoken, whether or not if con-
nects, as the Hudoken will come out after the sweep is compleie. This
is a great fechnique fo use for frapping opponents in the corner
with the Hadoken.

THROWS

 Because Ken has a slower projectile, his tick-throw traps are
almost inescapable. Using o slow projedile followed by o
throw is @ ruthless sirategy! Ken's kick-throw animation is
different than Ryu’s, os Ken rolls twice on the ground and throws
his opponent, while Ryu only rolls once.

NORMAL MOVES

FIERCE

FORWARD

+ + HP

ROUNDHOUSE

- [/« +MP/HP

‘ + [+« + MK/ HK ]




o

" - =i moves are best utilized for jump-in attacks. Some of them can
" === 1o beat your opponent's move in the air. For example, all of
< siraight-up moves have priority over his jump-forward moves. Use
% - =K when an opponent jumps in to knock them out of the ir.

x [x+lP

STRONG

+ + MP

% [/ x+MP

FIERCE

FIERCE

nfa+lK

)

FORWARD

+ + MK

% [ &+ MK

ROUNDHOUSE

ROUNDHOUSE

SPEBIAI. M[IUE

4% > +fny P . B Hudnkenl

Tﬁi.sum;ii?én ukyaku

This cool projectile, like other projectiles, can be used fo pressure
opponents, keep them ot bay, and force them fo jump or make a mis-
fake. Ken's Hadoken is slighty slower then Ryu's, but it can still be
used in o combo.

= hShu;ukan I

Ken's Shoryuken is the most recognized move in oll of Street Fighter.
It changes in Chempion Edifion, though, fo distinguish the move a bit
from Ryu. In this version, if's apable of multple hits, just like his
Tatsumaki Senpukyaku. It also gains an arc that fakusl moh 805-
ier fo use 0s an onii-oir defense.

@\

Ken's Tatsumaki Senpukyaku is great fo use in multi-hit combos, espe-

dally if you don't want fo knack down your opponent. In Sireef Fighter

I, this special move is e exac sarme as Ryw’s. Inthe Champion Editian

version, Ken's Totsuraki Senpukyaky doesn’t knock down on the first

connedted hi, so if can be used in o combo for multiple hils. Inthe
Street F?ghier Il Turbo version, use the Totsumoaki Senpukyaku as
a fwo-in-oie in the ir for three or more hifs.

Tuisumul(i-‘s-en;uk);ku l
Instead of knocking down an opponent like Ryu’s Tatsumaki, this

move confinues 1o hit in the air. This con lead 1o big domoge and
oftentimes a dizzy, if it's vsed in @ combo.

InAir # « « +K

7
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COSTUMES ~ COMBOS :

STREET FIGHTER Il
COSTUME

STREET FIGHTER |1
ALTERNATE COSTUME

CHAMPIONSHIP | i :
wsls B HTER 11 CHAMPION EDITION
COSTUME 3 _ . : .

TURBO
COSTUME

STREET FIGHTER 11

Street Fighter Il Ken is all about combos. Master the 4-hit combos and
you'll most certainly dizzy an opponent every fime. Cross-up HK,
crouching LK, and LK + HP together (to make the LK cancel into a HP),
then finish with a HP Hadoken. Learn this combo and use it each fime
you dizzy and opponent for an easy victory.

STREET FIGHTER Il TURBD

Jump in HK, + + HK, HK Tatsumaki
Senpukyaku

STREET FIGHTER 1i 7
CHAMPION EDITION

In Champion Edition Ken has a faster Hadoken, which is great for
Hadoken traps. Since he hos a Shoryuken that arcs, use his Shoryuken
when an opponent jumps out of the Hodoken trap. This is one of the
most difficult raps to escape from in the game, so use this tactic fo @
defeat your opponents.

Jumpin HE + + MB # + HK

STREET FIGHTER 11 TURBO

Here is where the changes really begin. Ken's Tatsumaki Senpukyaku is
much faster and adds hils fo a combo. If you two-in-one his jumping HK
into an air Tatsumaki Senpukyaku, it creates a dizzy almost every time!
Ken'’s Shoryuken is also capable of knacking down, so combo info it fo
make your opponent drop. You can even toke advantage of projectile
traps or zoning games.

GOOD MATCH-UP
VS, CHUN-LI

Chun Li's main weakness is that she must be dose to be effective. Obvioulsy, the main goal is to keep
her away! Mix up the Hadokens with different speeds, then use a Sharyuken when she jumps. After
knocking down Chun-Li, throw a LP Hadoken fo hit her on the back of her head on her wake up. Follow this Hodoken
and throw her after it his, or confinue fo barrage her with Hadokens in the corner. It is extremely difficult for Chun-
Li to escape this trap without jumping, and Ken's Shoryuken should punish her if she does get airborne.
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+ R
| SUPER STREET FIGHTER 11 SUPER STREET FIGHTER Il TURBO

| Zuper Sireet Fighter Il Ken has gained fwo new properties for his older moves in this version. He now has the  The differences between Ryu and Ken have heen growing steadlily since Champion Fdition, but these differ-
“aming Shoryuken. This move hits three fimes for serious damoge. It also goes up af more of o angle than  ences are very easy to see in Super Turbo. Ken guins an overhead kick move in this version, which hits mid

%', Also, since it hits three fimes of different points in the arc, you will be able fo hit opponents from far-  then hits high. Sadly, his best new asset in this version is not a new move, it is his MK throw. Ken now grabs
“wzr away than before. His new and improved Tatsumaki Senpukyaku now hes a rainbow pattern (in the air).  his opponent by the head and knees them in the stomach multiple fimes. This opens up one of the greatest
%20 con also use if of the end of your jump, fo maximize your safety, ond siill hit your opponent with a  mix-ups ever. When the throw is complete, it pushes the target into the air while Ken stays on the ground. This
Tzsumaki Senpukyaku. prepares you for another throw, or a crouching attack linked into the Shoryureppa. This technique can also be
employed o trick your opponent by walking under them to get on the other side. Yet another opfion is fo jump

up and use a LP and two-in-one this move info a Tatsumaki Senpukyaku. Ken's HK in this version is also a

great asset, since it moves farther than any of his normals. The new special kicks in his arsenal can be used

cn M B l] s for fricks too, like doing HK (no hold) version while standing direcily over someone getting up. Ken “teleports”

o the other side and can combo them from behind for a surprise.

SUPER STREET FIGHTER Il
Coss-up HK, P+ + LB HK |s
Tatsumaki Senpukyaku

7

Cross-up HK, HP. HP Shoryuken

&

SUPER STREET FIGHTER 11 TURBO

e

COSTUMES

Cross-up MK, # + MK, + ~ = + MK,
4 + HK

&

Jump in HP. (any kick) Air Totsumak
Senpukyaku, + + LK, Shoryureppa

&

| BAD MATCH UP
VS SAGAT

Ken has major problems in this battle. Ken has no reliable ways fo get close o Sagat without doing a blind air Tatsumaki Senpukyaku. Fighting Sagat
with Hadokens only works for a limited fime, so avoid that strategy. Some people like to use Sagat's Ground Tiger Shots in sefs of two, so use the
LK Tatsumaki Senpukyaku twice in o row to hop over them. This will keep you within range for a quick Shoryuken or clase combo. Don't get dlose
with an Air Tatsumaki Senpukyaku, unless you anficipate o Ground Tiger Shot. Or, do one quickly after jumping to create a lower flying arc and get
back on the ground sooner. Otherwise, you may get knocked out of the air by a Tiger Uppercut. When Sagat gets knocked down in the corner, use
1 Hudoken trap to make him jump, or force him to battle it out with Tiger Shots.




NORMAL MOVES
STANING STANDING CLosE

7

|

STRONG
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¥

5

FORWARD

bk b

JUMPING

SPECIAL NORMALS

+ + MK

ROUNDHOUSE




 Hadoken I
THROW This version of the Hudoken is faster than ifs predecessor, but slower

AW Y than Ryw’s Hadoken. 11 also has o lot less recovery than before, which
makes it o really good projecile. The LP Hadoken is extremely slow

+ %= +AnyP

A 7 - | soyou can walk behind it and follow it up with a normal attack.
_n e P A Vi -
w!«+MP/HP 4/1—+MK{HK
THROW AIR THROW
et O R
NS k.
» [« + MK INAR, + / « /% +
MK / HK

- Slmr;ulten'

Ken's Shoryuken uppercut differs immensely from Ryu’s in these two
versions. When performed with LP it hits once, MP hits twice, and HP
hits three fime and includes flomes. Also, the Shoryuken extends fur-
@ ther from the staring point, making it somewhat more effective.

- +u+P

SUPER COMBO

i Shnr;urip__nl

The Shoryureppa is a great super combo for onfi-air attacks that have
good priority. For example, if someone playing os Zangief con-
stanily jumps foward you with the Body Splash mulfiple fimes, use
this move o gain some space. Because this move starls with
invindibility, the Shoryureppa will connect and your oppo-
nent's atiock won't. You can add this super combo o
@unoﬂm combo fo produce huge damage.

+ux+4u++P

+e w4k

Tatsumaki SenEuEnlw I

Ken's Tatsumaki Senpukyaku siill hits multiple times, ond it hos
guined a rainbow effect in the ir. It can also be perfomed af the last
second, while approaching the ground, fo minimize the exposure of
getting hit. If you perform this move af the last second above an
opponent's head, it will connect twice and create a short period of
fime 1o follow with a combo. Using the LK Tatsumaki Senpukyaku in

the ir before landing is a great way fo charge the super meter
@ in Super Street Fighter Il Turbo.

+ x = + K, hold for second overhe & _
Although the overhead combos here, it can still be used as an over- '

head if it gefs blocked. Holding down the kick bution causes the
move fo furn info an overhead attack if your opponent blocks low.



STANDING

Ryu's normal moves are pretty slow. His standing HP has distance and
it can punish opponents when if connects. However, the the opportunity
fo use if is limifed because it is slower than most other attacks in the
game. On the other hand, Ryu's standing HK is a great anfi-gir attack if
an opponent is out of range of Ryu's Shoryuken.

STANDING CLOSE

Ryu’s close normals ore great in o combo because
| they couse big damage. A dose-range HP can be

followed by a Hadoken for  two-in-one. Also, Ryu's
standing LP can set up a chance for a throw if it is
blocked.

—

CROUCHING

Ryu's wouching normals are great to string fogether for big combos. You
an chain five crouching LKs together or end it with o crouching HK.
Sometimes, you can dizzy an adversary by linking five LKs fegether.
You can also “huffer” moves off his crouching HK. For example, do o
crouching HK, then buffer o Hadoken to come out during the last few
frames of the crouching HK. Although this won't act as a combo, it's o
great way fo keep the pressure on o blocking opponent. Ryu also s o
great crouching MK, which can used for  two-in-one with o Hodoken or
a Shoryuken afterward.

THROWS

Throws with Ryu ore especially importont, because you can follow up o
Hadoken fo put them in block sfun, and ihrow them while they are still
blocking without refaliation. These kinds of tactics ore considered
) "cheap” by some players, so keep thatin mind. Throws are also the only

~knovn difference between Ryu and Ken in Streef Fighter II: when Ryu.
does his kick throw, he rolls only once.

NORMAL MOVES

STRONG FIERCE
I , [

ROUNDHOUSE

3

FIERCE

+ + HP

ROUNDHOUSE
OUN

¥+ LK + + MK




JUMPING

% = air moves are fairly straightforward. His jumping LK in the gir has
+ w of priority, but it causes almost no damage. If you are looking fo
= czse fo an opponent upon landing, if s the best move fo use.

++LP

STRONG

Tu +AnvP . i " Hadoken I e+ K . Tatsumaki 'Se'iukinkul

‘The Hadoken, one  of the best projeciles ever, is a mighty force. The Ryu s Tatsumoki Senpukyuku is great if you need fo fravel long dis-

* power of the Hadoken comes from Ryu's own fists and leaves an tances in a short period of fime. It can go over Guile's Sonic Boom and

imprint of his fists inside. The Hodoken has three different speeds Bﬁulﬂ__ "fogu fire, foo. Usmt in mnlunmnn wnh o truuthmg MK to
and mixing them up will really confuse an opponent. g

Ryv's Shoryuken is one of the most powerful moves in all of Street

Fighter. It inflicts huge domage and is effective against anyone who
dores 1o jump in. The Normal version of this move only knocks down

your opponent when he or she gefs hit out of the air, so beware. This

‘move also hits an opponent twice on the ground if you are fighting

in close. This is your most prized osset when fighting apponents. You

can also combo the Shoryuken after o crouching MK or a stand-

@ ing HP in close.

Infir 4 2 « +K Tatsumaki Seuéuk;nlw I

The air Tatsumaki Senpukyaku is a valuable upgrade for Ryu. Use it [
to fly across the screen where very few adversaries con reach you, or ||
use it to confuse an opponent by using it on the other side fo cross

him up. Lastly, unleash it in a combo on bigger characters, such

@ us Sagat and Zangief.




COSTUMES COMBOS : |

e S S STREET FIGHTER 11 |
COSTUME 4 § - R R 2 = = = 8

STREET FIGHTER Il
ALTERNATE COSTUME

CHAMPIONSHIP
COSTUME

TURBO
COSTUME

STREET FIGHTER II

Street Fighter If Ryu is all about combos. If you master the 4-hit com-
hos, you can dizzy your opponent almost every time. Ry also has o
“glitched out” combo thot ufilizes LK + HP. Start with o cross-up HK, then
do a crouching LK, link LK + HP togeiher to make the HP combo, then
finish with @ HP Hadoken. If you master this comba, you can dizzy your
opponent almost every fime. Jump in HP + + HK, HK Tatsumaki

Senpukyaku

7
- STREET FIGHTER II Cosp . 4+ 13-+ G 1P

CHAMPION EDITION Hodoken

In Champion Edition, Ryu gained a faster Hadoken that is great for pro-
jectile traps. Because he has the fastest projeciile in the gome, it's pos-
sible to lock down characters in the corner with multiple HP Hadokens.
If they get out of this trap and jump foward you, ake them out of the
air with a Shoryuken. "Té

STREET FIGHTER Il TURBO  ggop march-up

With the addition of the uir Tatsumaki Senpukyaku and the invincibility

of the Tatsumaki Senpukyaku ot his disposal, Ryu is the arguably the VS E. HONDA

best Street Fighter Il Turbo characler. Use the LK hurricane kick when  When fighting E. Honda, you should be in the drivers seat. E. Honda’s Headbutt is almost useless against o good Ryu player. Throwing Hadoken's
fighting in close quarters (since it has invindibility) o stop many of your  will stop mast of the Headbutt's from connecting. Your opponent will likely resort o jumping or performing the sumo splash. Just keep your distance
oppanent’s moves. This is also the only version of Ryu that can two-in-  from Honda and you should feir well in the fight. You can actually use o crouching HK against all of E. Honda's jumping aftacks, including the Svmo
one a Totsumaki Senpukyaku in the air and make it connect. Ryu's  Splash. Don't gef too close to E. Honda while he s on the ground. His excellent throw range and wakeup moves are high priority. If he gets too dose
Shoryuken also knocks down opponents in this version, so when you  fo you, use an air Tatsumaki Senpukyaku to get away and start the pracess over again.

combo it your opponent will be floored. This tactic enables you to pre-

pare Hadoken traps or other waiting/zoning games.
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SUPER STREET FIGHTER 11

“user Streel Fighter Il Ryu goined o new move and o new property for an older move. He now has the
“wsnetsy (red) Hodoken, which was a glitch in earlier versions of the game and would only appear ran-
v, Due to the high popularity of this so-called glitched “Red Hadoken,” it was added to his arsenal. The
“ssenetsu Hadoken leaves an opponent in a burned state a litile longer than the normal Hadoken. At close
sz, this move knocks down your opponent. This is crucial when attacking with crouching MK and chaining
+ w2 o Shokunetsu Hodoken. His new and improved Tatsumaki Senpukyaku now has o rainbow pattern that
& Sllows. It starts close to the ground and makes an arc os it goes across the screen. You can also use it of the
et of o jump (1o maximize safety) and hit your opponent.

SUPER STREET FIGHTER II
41K, ++HP Shokunetsu Hodoken [ 8

SUPER STREET FIGHTER 11 TURBO :

One of the hest things that Ryu received in his Super Turbo form is o super-fast overhead move. This move -
+ MP can hit ducking opponents and combo info almost anything. He also has @ = + HP move that is excel-
lent for o Frame Advantage when blocked. You can follow this move up with a throw, mix it up with an over-
head attack, or use a crouching MK into Shinku Hadoken. Another new move is the jumping MP. This MP
enables you fo jump into the air and hit an apponent up fo three fimes. Upon landing, you can use Shinku
Hudoken and hit your adversay two additional fimes for o 5-hif juggle combo. This move also has a lot of pri-
ority in the air, so the chances of landing it are high.

Crossup HK, #+MP, ¢ + HP
Shakuneisu Hodoken

On crouching opponent, = + MP. &
+ MK, Shinku Hodoken

&

+ + LK x 3, Shinku Hadoken

BAD MATCH-UP
Vs VEGA

COSTUMES

Vega has lots of sirengths, so read onward fo learn some key strategies. One advantage he has over Ryu is his speed. Your opponent can react fo o
Hodoken, jump over it, and hit you with o 2-hit combo fairly easily. Only throw Hadoken's from afar, or fake them up close to psych Vega into jump-
ing straight into o Shoryuken. Another key advantage for Vega is his range. The claw on his hand gains him some exira reach to complicate things.
Fortuntely, ol of Vega's normals can he stapped with o crouching HK. The only one that can't be countered in this manner is his crouching MK. Ryv's
crouching LK will put an end to this attack. IF your opponent starts ufilizing Vega's Flying Barcelona Attack, use Ryu's LP Shoryuken. If you use an
HP Shoryuken, your oppanent can easily land before you and cause big domage. Lostly, don't get near Vega on wake up because he has more range
in his throw than Ryu.




NORMAL MOVES
STANDING STANDING CLOSE CROUCHING

FORWARD
FETTTY o TET
- i

STRONG FORWARD
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]
o W 2
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P X NEEN

ROUNDHOUSE

THROWS
|

In_'dos?e -.»+I'ﬁ. A _
This move is o overhead attack, which means that if an opponentis ~ This move is an advonting move. Because of itsincredible speed, i’
ducking it will hit him or her while they are blocking. This is a great ~possible fo get next to your opponent very quickly. This s also effec-
move fo keep your apponent guessing. You can also use this move fo tive when your opponent is blocking. It puts him or her in a pressure «
start off a combo. fa s situation, since they must determine if an overhead attack or a low

@ 3 Wﬂ Shinku Hodoken is on its way.




JUMPING

Ryu's primary goal when jumping is fo land that ll-im :
 combo. Every single one of his jump-in moves can starf o mas-
sive combo undrgmosl dizzy the opponent. 28

d for a fotal of three hits, and it can be lin mfu
affer a Shinku Hodoken. It also has great air prioriy.

45+ +AnyP . Hudakenl

This Hadoken is faster than ifs predecessor and it has a lot less recov- Ryu's Tatsumaki Senpukyaku lost the invincibility from Streef Fighter If
ery fime than before. This makes the Hadoken a really good projec- Turho, but it goined a rainbow effect that changes ifs frajectory. You can
tile. Mot much else hos changed with this move, also se this move at he last moment while approaching the ground fo
minimize exposure. Either way, it almost always knocks down its far-

get. Using the LK Tatsumakki in the oir (before londing) is o great

@ way fo charge the Super Meter in Super Street Fighter Il Turbo.

i A

+ 4% +P ) ""Shnrinkenl « b+ +P ' Ehl&ésu Hadoken I

Ryu’s Shoryuken uppercut is only one hit now with each punch but- The infamous Shakunetsu Hadoken. It can dizzy an opponent from
ton. It also knacks down your opponent every fime regardless of ihe great distances and knock him or her down of dose-range.

e @
SUPER COMBO

FORWARD

et 1

x> du=>+P Siﬁniw Huken

This Shinku Hadoken is the only super projeciile in the gome. It com-
bines Ryu's power and unleashes five Hadokens in one. This is a great
super on so many levels. If you're having a projeciile fight and Ryu's [ 4
Super Meter is charged, use the Shinku Hadoken to go through your |
opponent’s projedile. This results in the loss of only one of the five i}
Hadokens, while the other four hit your opponent. This Shinku
Hadoken is also very effective at geffing out of lockdown traps that '\
have you stuck in the block stance. Since the Shinku Hadoken
@ carries invineibility with it, it can also be used on wake up.




Zangicf i

NORMAL MOVES

STANDING

Standing MK is one of the best horassment moves in the STRONG
gome —if done versus Ken/Ryu as they throw o Hodoken, it [} i f e
W vill snuff their attempt. Standing LK from for away hos the
A benefit of beating certain atiacks (such as Guile's crouching
A MK), os well os sefting up Spinning Pile Driver aftempts
{blocked or not). Standing HK is also o decent anti-air
N, attack ogainst cerlain jump in aftacks.

FIERCE

STANDING CLOSE

4/ Use an enrly standing MK as the oppo-
nent s geffing up and input the command
for the Spinning Pile Driver, or you can
combo a Spinning Pile Driver info a stonding LK if
it hils. Against some characters (especially versus
Dhalsim) close sianding MP becomes very important becouse
they are forced to block it even when they are crouching.

CROUCHING

Crouching LP is one of the many secret moves fo playing @ good _ STRONG
Zangief. Ii will stop many attocks (Hondo's Headbutt, Blanka’s Rolling SR : o
Attack, certain attacks from Dhalsim, efc.), os well os put up a shield for arfiis | : »’ :

the opponent fo deal with. Beyond all of that—it also sefs up many
combos and Spinning File Driver aftempts. Crouching HK will be your
other strongest crouching attack. Not only is it relafively fost—if knocks
the opponent down, which allows for more Spinning Pile Driver aftempts.

+ +HP

ROUNDHOUSE

THROWS

VER SHOULDER THROW

PILEDRI

=

o, |
AT CORRECT DISTANCE,
=+ + MP




JUMPING

There are going to be fimes when you are getting zoned out by projec-
%5, and you have 1o jump. Jumping HP is o good move fo start with
secause it has a lot of range, and it avoids a lof of projectiles.

Spinning Loria |
Wher fighting versus anyone with a projeciile, the Spinning Lariat is
going to be what you will use half the match—either fo avoid the
projeciile, or ry fo get in lose while protecting yourself

3 punch buliun_s

In Streafﬁghfer II Champion Edition, Zangief can move forward and
backward during ihis move.

In Strest Fighter If Turba, 3 kick buttons inifiates the same move, hut
@ he cannot be swept ouf of it.

360-degree controller motion + P

Spinning Pile Driver is what mokes or breaks Zangief players. Your
goal s to not only land this move, but also 1o hove your opponent fear
it. Hopefull, this will put them info a mindsef fo commit mistakes,
while frying fo avoid it

The Spmmng Pile Driver nat anly does a lof of damage, but also has
a lot of range. You will want to learn the ranges of your opponenis
aftacks, so you can use the Spinning Pile Driver o counter their

@ speciol moves.

SPECIAI. I\I[IHMAI.S

+ + MP / HP {on way up)  Headbutt I

This is one of the strangest moves in the game. If this move is done
in the early part of the round (first 5 seconds) it will stun on hit. This
is huge early in @ match because getling your oppanent dizzy and

then hitting them with a Spinning Pile Driver fokes away almost
@ 50% pf theer fife bar.

2 /% +++HP Body Press

When you are on fop of the opponent, the Body Press (jump, + +

HP) is a really good move because it can cross the opponent up
@ and it forces them 1o block standing.

'I-Jol.il;l-‘eyl(uee Press I

The Double Knee Press is added to Zangief os a special normal in the
Streef Fighter Il Turbo version of the game. He was given o jumping’
LK that has the same {Dropkick) animation as his other | |ump|ng

@ kicks in this version.

LA

POWER BOMB

SUPLEX HEAD BITE OVERHEAD TOSS GERMAN SUPLEX
3 e “ T R R
&1‘”
CLOSE, .I\T CURRE(T DISTAN(E,
= + HP -+ + HP ‘ - + MK ’
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COSTUMES

STREET FIGHTER Il
COSTUME

STREET FIGHTER Il
ALTERNATE COSTUME

CHAMPIONSHIP
COSTUME

TURBO
COSTUME

STREET FIGHTER Il

Zangief is able fo toke domage, and you should clways keep this in
mind. Never be afraid to trade domage for information—if you jump
in twice in a row, and the opponent does the same thing, chances are
they will the third time and that is when you switch things up and go for
a mix-up that will let you connect with a Spinning Pile Driver. You may
have to be patient and sit on the other side of the screen for half the
round, just so you con realize where the gop is in your opponents
oftacks and go in for the kill when the opportunity presents itself.
Master the Spinning Pile Driver from both sides and you will soon see
your opponents fear. Zangief in this mode is unique because affer per-
forming a successful Spinning Pile Driver, he doesn't bounce very far
back from his opponent — close enough fo keep applying pressure os
soon s his opponent stands up.

STREET FIGHTER 1I
CHAMPION EDITION

Gaining the abilify to move around with the Spinning Lariat helps out o
lof, since it gives him positioning advantages while also allowing him to
avoid projectiles. After o successful Spinning Pile Driver, Zangief will
bounces hack very far from the opponent limiting his ability to go for
ancther one as they wake up in this version. Although this takes away
some of his options, he is still an opponent fo be feared.

STREET FIGHTER 1l TURBO

Arguably the best version of Zongief ever! The Kick Lariat opens up o
whole new waorld for Zangief. This move can put him right next fo the
opponent while being invincible to crouching attacks, dllowing him to
use o Spinning Pile Driver when he recovers from the Spinning Loriat.
Not only that, but the 3 kick Spinning Lariat recovers much faster than
the punch version, allowing for positional mixups when frying to get
close o the opponent.

52

COMBOS :
STREET FIGHTER I

HP

7

++[Px2 LK + +HP

\7

GOOD MATCH up
Vs RYU

While Zongief does hove o hord fime versus many characters; his one winning matchup acrass the board seems to be versus Ryv. While your main
goal against most characters is to fry o get dlose and land a Spinning Pile Driver, you don't have to actually land one to win this matchup. What you
do need is some patience and a good ottack plan. While you are far away from each other, neither one of you can do much domage. Zangief can
Spinning Lariat through Ryu's Hadokens and you can't attack him af all. So, the only fime you will really hang out af this range is either when Ryu
is running away trying fo build up meter (Super Turbo Ryu), or you are taking o small breathing break frying to bait Ryu info coming closer fo you.
Around Mid Range {outside of Ryus crouching MK) you will want to harass him your standing MK while rying to get inside his atacks. Look out for
the occosional Hadoken and use your Spinning Lariat when you see it, or think it is coming. Even if you guess wrong you can either fry fo steer your-
self backwards, or go for another one when you recover. Your main goal is fo get in, so that you can get your standing LK to connect (blocked or
not, you don’t really care) to combo into the Spinning Pile Driver. Another good factic is take o step back at this range and let Ryv throw o Hadoken,
then do jumping HP to smack him in the head. A good mixup to use is o standing LK followed by a Spinning Pile Driver. For your next attack walk
up and use a standing LK, and chain it info a crouching HK — this will combo if it is done correctly and the LK hits. The reason why this works so well
is that a lot of peaple will block the standing LK then try to stop the Spinning Pile Driver aftempt with a Shoryuken —if they mess up their atiempt
you will trip them and get another chance to land the Spinning Pile Driver. Another mind gome layer is fo do standing LK, pause (1o see if they are
going to use a Shoryuken, or block), ond instead of using o crouching HK, do another standing LK and perform a Spinning Pile Driver. MNote: you
con actually combo standing LK, standing LK for a 2 hit combo.

—



SUPER STREET FIGHTER Ii

g with Super Street Fighter I, Zangief goes through some grow-
wu zains: losing the low invincibility with the 3 kick Spinning Loriat,
g a throw whiff on the Spinning Pile Driver, having three differ-
s swengths of the Spinning Pile Driver (light punch does less domage

SUPER STREET FIGHTER 1l TURBO :

Realizing that Super Streef Fighter Il Turbo Zangief was never going to live up this his former Streef Fighter If Turbo glory days, but they gave him
o new move that nullifies projectiles while allowing him to move forward. An inferesting move that doesn’t necessarily replace the 3 kick Spinning
Lariat from Street Fighter Il Turbo, but it does bring a new dimension to Zangief allowing him io get closer and apply pressure fo the opponent. His
super combo is very scary, and can turn the tide quickly in a battle.

e Gord punch), ond on air throw! However, his main strategy
wwmains the same—1ry to get close and use the Spinning Pile Driver.
%= Double German Suplex/Flying Powerbomb gives him some fun
sst2ns, when an opponent whiffs o normal attack right in front of him,
2 con attempt to grab them while they are in their recovery with it. It
szt do that much damage, but the move is very fost,

COMBOS
SUPER STREET FIGHTER II

Cossup + + HP in air, # + LP x2,
LK, HK

17

Cross-up + + HP in air, MK, LP. + +
IP & + HK

7

SUPER STREET
FIGHTER 1l TURBO

Cross-up # + HPin air, LP + + MK,
Banishing Punch

&

Cross-up + + HP in gir, + + LP x4,
LP, Banishing Punch

&

Moy

Py

Hold any button

BAD MATCH UP
VS DHALSIM

You are going to spend a lot of fime on the other side of the screen away from Dhalsim whether you like it or not. Between blocking Yoga Fire and
fis limbs, you will get pushed back nonstop. Just remember fo be patient, and once you do get in, you are going to do a lot of domage, if not win
the game. When your opponent uses a Yaga Fire, walk toward it and black it at the last possible second, so you don’t get hit by it. Your goal is fo
get in and every lifile inch counts. You want fo jump in with the Double Knee Press (down+MK) alternating between jumping and pressing buton
zarly, or late. You will often trade (usually losing out on damage), but somefimes trading is your best bet to get doser. When you do get pushed
back, a crouching MP will hit some of his limbs depending on the attack. Don't be ofraid to use a Spinning Lariat every now and then. Especially
when a Yoga Fire is coming your way. Remember that you have the bigger throw range and @ much betier throw than he does. So, if Dhalsim fries
io do any throw fraps (slide into MP throw being the most common) use your Spinning Pile Driver. Also, since you have the bigger throw range almost
zvery single time you can get a standing LK to hit him, and go for the Spinning Pile Driver. He hos fo Yoga Teleport to get out of this irap, but it is
zasier fo falk about this escape than it is fo perform if.

e s




NORMAL MOVES :
STANDING STANDING CLOSE CROUCHING

+ + MP / HP (on way up) - Henlllluitl

This move lost its ability to dizzy in the opening seconds of a round,

2 /%, 4+ 1K/ MK _ Double Knee Prassl

The Double Knee Press is great for gefting in on your opponent and

hoving the option for the first move on the ground. Since it is so but has enormous potential when setfing up the Spinning Pile Driver.
quick, you will be the first fo act, and the mix-up game will be yours Since it can only be done of o siraight up jumping move, you must
for the taking. come down with the Headbutt, and immediately try for o Spinning

@ Pile Driver. This move hos great tick-throw potential,

L 2

s
/4- /i+
P/ HP

# /= +4+HP Bndi Pressl

The Body Press can cross-up an opponent from any range, and offen
leads to big domage. If Zangief can get in close fo an opponent, he
has the upper hand. Use this move to confuse your opponent, and
then go for a quick Spinning Pile Driver while they aren't looking!

7

INAIR, » / « + +
MK / HK
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JUMPING SPECIAL MOVES

Tangief spends o lot of fime in the air since he has no projec
tile deterrent. A lot of his moves are high priority if you do
them immediately when you leave the ground. Mast of his air
moves can also be used on the way dovn o seiup a Spinning
Pile Driver. His LK is extremely good for his purpose.

3 punch buttons S inning Lariat 360-degree controller motion + P Spinning Pile Driver

Zangief can still use this move os u great anti-air for people jumping Due to gaining the throw whiff, you have fo be a little more cautious

in ot him, and can also use it for passing through projeciiles. with the Spinning Pile Driver. Before if you mis-timed the Spinning

Pile Driver fick and peformed it while they were still in block stun,
you would just get o a punch atack. In this version Zangief hugs
some air and leaves himself wide open.

In close, 360-degree controller motion + K DnuhleGemmn Suplex

This attack dosen't have os much range os the Spinning Pile Driver, This throws most people off, but you will only be able to get away
but it does have less start up (no throw whiff) making it o viable with it once or twice before they start punishing you. Probably the

opfion when using fick-throw tactics against your opponent. best use for the move is to fry to grab normal attacks that miss
@ @ right in front of you.

» % ++P

While having the Spinning Lariat for years fo deal with pro-
jectiles, this move gives Zangief another opfion to
nullify projeciles, while advanding doser %

@m the opponent. g

720 controller motion + P Final Emit Buster

Itis harder fo build up the Super Meter with Zangief than most char-
acters. Even though you have to be next fo your opponent while
using this super combo, this move still strikes fear info opponents.
Many of the setups are impossible fo escape, such os jumping LK info
the Final Atomic Buster, or standing LK into it. A really important
aspect fo moster is blending the Banishing Punch motion into the
Final Momic Buster, so you can tack on o super combo after

@nullifying an opponent’s projectile.




Balrog

STANDING

Although Balrogs game doesn't surround his normal attacks os much os
other characters, he does have some great normal aftocks fo keep in
mind. Standing LP s a great move fo use, since if lefs you stay in ploce
while charging up for Rush Punches. Using this fechnique also
profects you from some attacks, such os Honda's
Headbutt, and Blanka's Rolling Atack. Standing MP s
also a nice anfi-uir move when your opponent is
on fop and aitacking. If your opponent throws
o projectile of the stort of o round,
Lo sanding HP vil it him before the
744 projecile even comes out!

lU"oﬂf‘l.'lt"l

4 STANDING CLOSE

__4y Balrog’s standing dose moves are great

=/ for leading info other normal moves or
special attacks. His dose LP is great for chain-
ing fogether for big domage. Since he has no kick animations, every-
thing that he does will come out in the form of o punch.

CROUCHING

Crouching HP s an important anti-uir aftack (in oddi-
tion to standing MP) in these versions of Balrog.
Crouching HK is o decent sweep (although it looks
like other ttacks) and you can use it fo poke your

A opponent.

FIERCE

¥+ MP

FORWARD

JUMPING

: Don't spend much fime jumping vith Balrog, but if you ﬁust_ {and you
4= vill have to every now and then) jumping HP and HK are usually the
A best options.

-

§2, WUULY
g }

++1P /LK
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THROWS

Zalrog has one of the best throws in the game. Not only can you mash
“or more damage, but you olso get to walk under an opponent while he
5 flipping in the air recovering from it! This sets up many mind games:
walk under your opponent after the throw, use a crouching LP. then
throw him again. You can olso walk under your opponent and use o
crouching HK to trip him. Or, foke o step (so that it looks like you're
going to walk under him) and perform o crouching HK so the atfack hits
your opponent from the other side. You can quickly furn the tide by
throwing and doing one or two throw mixups.

Hold 3 P or 3 K, release ~ TumPunch ||

This is one of the most powerful moves in the gume, since you can
hold down the buttons to charge the attack uniil you hear him say,
“Finall” By releasing fhis attack, you will deplete 60% of the oppo-
nent’s life bar. Mostering he Turn Punch is o very imporfont part of
playing os Balrog, because it enables the player to keep pressure on
the opponent while also adding in pauses to Balrog’s attack sirings.

4n advanced throwing strategy is o throw with MP if you're going for
2 blocked move into a throw. If the opponent iries o jump out or count-
21 in some fashion, the standing MP will often hit them.

In Street Fighter If Turbo, Balrog is invincible against low attacks and
projectiles if it is charged for less than two seconds—this makes
Balrog quite a threat. Not only that, but you can store fwo separate
. charges, one with the three-punch buttons depressed and another
§ one with the three-kick buttons. So, you can hold the three-punch
buttons and release them to get “One” count Turn Punch, then release
the three-kick butfons and gef “Two" count Turn Punch right ofter the
first one.

+ [+ +MP/HP
~—/4

Another good thing fo remember is that if you hold down afl three
kicks for the Turn Punch and you need fo use o Dashing Uppercut,
you can do so by inputfing the command (chorging bock and moving
foward) and releasing one of the kick butions. Oftentimes, if the
opponent knows you're charging up the Turn Punch, they will

attempt fo fake advantage by jumping in, but you can surprise
1725 them with this technique.

Dash Stright
The Dash Straight is he main aftack, since your opponent can't duck
‘under it. Even if they block, they stil take block damage. It is also
relatively easy fo use this move in a combo off o crouching LP or a
___ standing LP. These fwo options provide some quick combos that
@gtu_n”s'ewe up damage in short order.

Gharge «, > +P

Charge <, » + K Dash UEEem:l '
Offen used as an onf-air atfack when an opponent s either jumping toward
‘you from for away, or jomping away from you when they are up dlose. An
apponent can duck under this attack, but this is anather opportunity fo are-
ate some mind gomes. IF your opponent is blocking low and you perform a

 crouching LP. use another ane o set up o Dash Uppercut (which will

@.rﬁk&}, hﬁwﬂl provids some fime fo throw them.
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R
STREET FIGHTER Il
STREET FIGHTER Il CHAMPION EDITION
COSTUME ; R
STREET FIGHTER I
ALTERNATE COSTUME -+ LK LK
CHAMPIONSHIP
COSTUME
TURBO STREET FIGHTER Il TURBD
COSTUME v+ LK o+ + LK LK LK Dush

STREET FIGHTER Il
CHAMPION EDITION

The main strategy here is fo focus on trying to land Balrog's main dizzy
combos (jump in HK, crouching LK, stonding LK, LK Dash Uppercut,
standing HP or crouching LK, crouching LK, stonding LK, LK Dash
Uppercut, standing HP) while attempting to get close enough for a throw.

- STREET FIGHTER Il TURBO

This is where Balrog becomes interesting. Not only does he refain his
poweful combos and his excellent throw, he also becomes invincible with
the Turn Punch. Now he can go through the projecfiles that so easily
plogued him in Champion Edition. The best sirategy here is 1o keep the
Turn Punch charged ot all fimes (flying through projectiles when need-
ed), while throwing out o barrage of Dosh Straights, Dash Uppercuts,
sianding HPs and an occasional throw.
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Uppercut, + + HK

7

Jumpin HP. % + LP x 4, LP. LP Dush
Straight

7

GOOD MATCH-uUP
VS RYU

STREET FIGHTER Il TURBO

The Turbo version of Balrog has the Turn Punch, which helps him get around projectiles. If Ryu links a lot of crouching HKs into Hadokens, unleash
a Turn Punch through the projectile and punish him. Don't be ofraid to throw out a stonding HP if Ryu throws a Hadoken and keep the pressure on
with the Dash punches. If an opponent starts using the Tatsumaki Senpukyaku to get out of trouble, smack him down with o crouching HP.

SUPER STREET FIGHTER Il TURBO

This matchup changes slightly due fo the Buffalo Headbutt, but the main sirategies still apply: Stay on top of him, pressure him with standing HP
use the Dash Low, and use Turn Punches. After gaining the ability to use a super combo, look for any apening fo land it. When Ryu throws o Hadoken,
misses a Shoryuken, or o normal attack use the super combo to punish him. Even if the attack gets blocked, you should be safe and have o Frame
Advantage that enables you to keep the pressure on. It is almost impossible for Ryu fo perform o Cross-up on Balrog (except for an Air Tatsumaki
Senpukyaku), so if he attempt one iry fo throw him and begin the High/Low mix-ups.




COMBOS
SUPER STREET FIGHTER I

e

Jomp in HE + + LP LP Buffalo
Headbutt

&

Jump In HK, ¢ + LP x 3, LP Dash
Straight

L7

Jump in MK, + + MK, + + MP LP
Dash Low

&

+ + [Px 4, Crozy Buffalo

BAD MATCH-UP
VS STREET FIGHTER Il SAGAT

Vihile Belrog performs admirably against anyone with o projectile, things get more ifficuli against the original version of Sagat hecause his pro-
jectile traps are better than any other character. Use standing HP o hit him when he tries o Ground Tiger Shot. The main goal in this match-up is
fo stay clive long enough to charge the super combo, which is when the whole dynamic of this match changes. At this point, Sagat can longer throw

Tiger Shots randomly, since Balrog can use the super combo on him. This will occur when he throws high Tiger Shots (you can catch him almost full
streen), but there isn't as much range on Ground Tiger Shots.

SUPER STREET FIGHTER Ii

While losing the ability to go through projectiles with the Turn Punch,
Balrog gains o few new moves that keep him definitely in the gome ond
make him a threat fo any character. He has gained the Buffalo Headbutt
which is invincible fo projectiles, and a set of kick moves that act like
sweeps to knock an opponent down.

SUPER STREET FIGHTER I
TURBO

Wiith the addition of the Dash Low Punch, Balrog can now knock down
opponents when it connects. He also hos the ability to float in the air
vith + + HP, just like E. Honda. If he is about to land on a projectile, he
will be able 1o avoid it lasf second. With these two new options, Balrog
can be very aggressive, and he is a powerhouse to deal with,
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Hold 3P or 3K, release T Turn Pund'll

Although it can no longer go through projeciiles, it is sfill effective af
keeping pressure on an opponent while building up the Super Meter
for Super Turbo Balrog. He sfill has his “Final” punch, while also
maintaining the ability fo store more than one of these devastating

Charge #, ¢ +P Buffalo Heudbuill
Alihough he lost the ability to go through fireballs with the Turn
Punch, Balrog gained a new move that makes him just as dangerous.
The Buffalo Headbutt not only has amazing range, but it knacks
down and very rarely frades domage with anything . This move is
@ key in most match-ups in which an opponent hos a projectile.

; "i'?j’. SRR g 4‘

L

_ Dash I.IEEercuiI
The Dash Uppercut is siill just as good as it was in previous versions.
It is wseful for getting close to an opponent and throwing them. You
can also “glitch” it info the super combo by inputting the command
then, affer it hits, press «, = + any punch.

Charge =, » + K

_ Dash Straight |

In Super Turbo, Balrog’s Dash Straight no longer hits crouching oppo-
nents, so you will likely use this move o lot. Since it is one of the
foster special moves in the gome, it's best to confinually use this
move over and over uniil your opponent proves that he or she can
@ either block it or counter ottack.

Charge <, » + P

CROUCHING

e

IIUllGOlthf.llg'

Chorge +, » +P _ owhiow]

This move resembles Balrog's normal Dash Uppercut, but it's much
more powerful. Not only does it knock down your opponent (the
original one doesn't), it ends in +/ which is very important. This is
because the Buffalo Headbutt is performed by charging down, then
pressing + + Punch. The #/~ motion qualifies os down, so you can
chorge for the Buffalo Headbutt during this move!

A really powerful factic o use is o crouching MK, followed by a
crouching MP into this move. Then, if your oppanent thinks you're
going for a throw, do o Buffalo Headbutt and hit his or her counter
attack. If you are full screen away, against a character like Chun Li;
use this version of the Dash Uppercut when she ses o projectile,
Buffulo Headbut to go through the projectile and hit her while she is
still in her recovery animation.




JUMPING THROWS *‘
 gels su__rﬁe new animations in this ersion, -v{hicf_['he_lﬁsf.'
is jumping game. Jumping MP is effeciive against rojec-
tiles because if his fariher out than it looks. Jumping MK is o
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Balrog has one of the best super combos in the game. Not anly can
R he charge it up fast, but it also hits with lightning-fost speed and
causes fremendous domage.

You can activate it with either Punch or Kick. With punch, the first
move is a Dash Straight; with kick, the first move is a Dash Uppercut,
No matter what you use, if you press kick during the super combo
your attacks will change fo Dash Uppercuts. This makes it very handy §
@m juggle an opponent if you caich them in the cir.
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NORMAL MOVES

STRONG

FIERCE

ROUNDHOUSE

CROUCHING

 when used from fr, so s
o great onf-ir move ogainstjump-in ftocks.

> [« +MP/HP




. Bison's jumping normals look rather strange. All of his punch attacks
sz iis body in o curved position as he jumps toward an opponent. His
wcks are standard jump-ins, but his straight-up jump kicks have excel-
‘==t priority.

/% +IP

++HP

= /= +1K

SPECIAL MOVES

FORWARD

# /= + MK

(;ht_lrgg_ ew, »+P . Ps;;hn Crusher I

The Psycho Crusher wos extremely powerful in the arcade version of
* Streat Fighter /I Champion Edifion. 1 ht six fimes on  block, causing
 heavy damage. In Streef Fighter If Anniversary Edition, it only hifs
four fimes on a black, butif causes the same amount of damage. Use
-~ this move to end up next fo an opponent with priority; this can
lead 1o a combo or a throw.

ROUNDHOUSE

+, ¢+ K_Head Press (P behind if)Somersault Skull Diver
This serves os a great counter agains! projectile-throwing characters.
Bison speeds across the screen and instantly
 After this ocurs, you can go left or
ight and come down with o punch to start  combo! Note that the
@_ﬂehﬁﬂbmp.uhn h’é'punc_!_lﬁra nat a combo!

i sl

Dwﬁe Knee Press l

. Bisons Double Knee Pres s twoitflying kick that his hgh,

then low. In :
* Turbo, the Double Kr
nify fo combo

opporty

7 11 Champion Edition ond Sireef Fighter /1
 doesn'r knock down, but it Ieu\raﬂ the




COSTUMES

STREET FIGHTER Il
COSTUME

STREET FIGHTER I

ALTERNATE COSTUME

CHAMPIONSHIP
COSTUME

TURBO
COSTUME

STREET FIGHTER 1l
CHAMPION EDITION

M. Bison is perhaps one of the best characiers in ony version of Street
Fighter II. The block domage on his HP Psycho Crusher is really high,
and his combos are powerful enough fo dizzy... and re-dizzy! The
charge fime for his Double Knee Press is long, but he can still put togeth-
er great pressure patterns like Double Knee Press, crouching MK, stand-
ing LK, LP Psycho Crusher, standing LK, standing LK, Double Knee Press,
and so on. Don't be ofraid to just use the HP Psycho Crusher back and
forth across the screen, either.

STREET FIGHTER 11 TURBO

. Bison was toned way down in this version of Sireef Fighter Il, leav-
ing him squarely of the bottom of the rankings. His HP Psycho Crusher
hits about three fimes and there are even gaps in between it that
enables o blocking opponent fo use o Shoryuken! The charge fime on
his Double Knee Press is sfill long, but with no re-dizzy combos ond
seemingly reduced priority, it's tough to win with M. Bison. One trick is
to knock down an opponent (with a throw, for example), then immedi-
utely use o crouching HK slide and charge up. Just before your oppo-
nent geis up, perform an LP Psycho Crusher. When fimed correctly, this
results in o weird cross-up attack that offentimes hits an opponent wha's
attempting fo block. When it hits, it knocks them down, so you can
repeat the move again. When it gets blocked, perform a pressure string
of crouching MK, crouching LP, crouching LP, and finish with o Double
Knee Press.

COMBOS :
STHEET FlﬂHTER || EHHMP“IN ED[TWN

Crossup HK, + + LP x =, LP HP
Psycho Crusher

@

Somersault Skull Diver, + + HK

7

GOOD MATCH-UP

Vs VEGA

It's somewhat easy to stop Vega's Flying Borcelona Attack by jumping back and using an
MP. If your apponent tries to use this move off his own back wall, use o HP
Psycho Crusher to move the screen over. This prevents him from touching the
wall, possibly moking him lond in M. Bison's Psycho Crusher. Random
Double Knee Presses can go through most of Vega’s ground pokes. If you
guess wrong and he blocks, throw him. Make him block some standing &
MKs, ond standing HKs for good measure. Bait his LK Flip Kick and, when
he misses, use a standing HK or o Double Knee Press against it. Careful,
Vega can beat M. Bison's Psycho Crusher atfack and his Double Knee Press
attack by jumping back and using HP. Also, if Vega gets o knockdown on M.
Bison he can force you to rise info his cross-up Flying Barcelona Attack. This
is difficult o block and M. Bison has no reversal afiack to get out of it.




SUPER STREET FIGHTER 11 SUPER STREET FIGHTER Il TURBO

1. Bison gets o few more normal moves, beter priority, the Devil M. Bison gains an improved Devil Reverse, an insanely high priority, a juggling jumping MP. and o good super combo. The jumping MP: allows M.

Reverse (similior to the Head Press, but a punch), and o Double Knee  Bison to rule the air, even against Vega and Chun Li. The super combo passes through projectiles. When the super combo hits, tack on two exira

Press that knocks down. He's generally much improved from Street  jumping MPs. If the super combo gets blocked, go for a throw. A blocked Double Knee Press into throw is difficulf to defend against. After knocking

Fighter Il Turho, but he still remains a shadow of his former self from  down an opponent, use a “meaty” crouching MK. For some reason, this move is difficult to reverse with a Shoryuken or any other reversal move.

Street Fighter Il Champion Edition. When a crouching MK hits, combo it into either a standing HK (if you don't have a charge) or a standing LK followed by a Double Knee Press. After
a knock down, use o crouching HK slide fo set up the crouching MK. Another option affer a knack down is a cross-up combo. Jump in and cross-up
right as the opponent gets up and use an MK or an HK while in the air. Additionally, M. Bison’s standing MK and standing HK are excellent poking
aftacks. He can lock down lots of characters, especially Ken and Zangief, by just repeatedly giving them the MK, or HK boot.

Lostly, M. Bison is the only character without an instant reversal move. This means that he hos no way fo escape a comer once he gets into it.
Therefore, it's extremely important when playing as M. Bison to be on the attack, lock down your opponent and don't get locked down in the process.

COMBOS

SUPER STREET FIGHTER Il
Jump in HP. MP. HP Psycho Crusher

®

Jump in MK, LK, LK, HK Double Knee
Press

®

COSTUMES

@

Jump in HK, # + 1P x 2, LP. Knee
Press Nighimare, Jump + MP x2

&

BAD MATCH-UP
Vs E. HONDA

When fighting in a corner and you block a single jump attack, you will likely lose the round. E. Honda's inescapable Ochio-Throw will force you to
stand up into blocking o crouching LP into on Ochio-throw again and repeat. With no reversal move, M. Bison has no way out. At mid-screen, it's
almost os bad. After an Ochio-Throw, expect 1o see E. Honda’s Hundred Hands Slap if you attempt 1o jump away. Keep this in mind: never get info
a position in which you must block o jump-in from Honda. You can iry to chip away domage by doing LP Psycho Crushers af the top of the mave’s
range. Honda can usually cause block domage with the Hundred Hand Slap, but it's very difficult to aciually use his Headbutt against M. Bison's
Psycho Crusher. You can also try the Head Press, but E. Honda con jump and LP, or use an MP fo knock M. Bison out of the air. You can atfempt an
HP Psycho Crusher through E. Honda while af mid-screen (if he’s dose), but you may see a standing HK ofier possing him. Trying to use a stonding
MK or a standing HK against him is tricky, because he con use his Headbutt aguinst those moves. Basically, just chip away dumage whenever possi-
le. Don't fry fo lock him down, or even get near him, because his Ochio-Throw can dominate the entire match.




NORMAL MOVES é
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SPECIAL MOVES

Charge <, > + P " Psycho Cmsher' Charge ht+ P

This is @ great move to throw out randomly against any opponent. C L LEOLIE AU A S Ll
Unless if gefs defected by chance, your opponent will fake up 1o three

In Super Sireet Fighter Il Tufba, this move becomes somewhat of o

hits of block damage. fake Devil Reverse since it doesn’t hit your opponent on top of the
head. By pressing the second punch in the air, you contral your land-
ing spot. This is especially useful against characters with anfi-oir spe-

cial moves. You must use both methods (the fake and the real

Charge «, + + K DoubleKnee Pressll  Charge 4, ¢ +K(Pinoi) _ Heod Press

The only new thing about the Double Knee Press is the fact that it This move hasn't changed of all, If sfill results in M. Bison stomping
knocks down when if connects. There are no more insane combos like on your opponent’s head. You can follow it up by moving left or right.
there are in the Streef Fighter Il Champion Edition version. Also, it's
possible fo use the HK Double Knee Press os a fick-throw setup.

®

FORWARD

A -

D

ROUNDHOUSE

The Knee Press Nightmare, perhaps M. Bison's greotest asset, is his =
only reversal move. Unlike the other characters who have spedal
moves that can be used as reversals, this is only enabled when he has
a full Super Mefer. For charadiers using projediile fraps against M.

Bison, use fhis move o escape from a corner. You can also follow
@lhe super combo with o jumping MP for fwo additional hits.




g
_NDRMAL

i

FIERCE

STANDING CLOSE

| crRouCHING

 FIRG

-
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SPEBIAL MIWES

THROWS

Sagat’s throw hos decent range and couses good domage, but it isn't
wiznded fo be used from an offensive standpoint. Due fo Sagat's height,
3z con exploit the sacrifice throw. This involves taking a hit early on, so
5t you hold the advantage in the throw deparfment.

. i T‘;er Shot l
er Shot travels across the screen

I mukmg it difficult to jump over. s speed
v Y MP. or HI’ For example, usmg 1P

agat. The version of Sagat in Street Fighter /I
105 0 very quick recovery, which wos foned
@ down in Sireef Fighter Il Turbo.

Ground Tiger Shot

seful than the standing version of

— - . l::rl.l eratll =
smn{uf" o the Shoryuken, because it can be

0 uppomn! whu: _1|:§mps in on you. This is usefulsin

in th ¢ choracter has been knocked down

I '_.!‘I]nni miss vmh this move. If your




COSTUMES

STREET FIGHTER Il
COSTUME

STREET FIGHTER Il
ALTERNATE COSTUME

CHAMPIONSHIP
COSTUME

TURBO
COSTUME

STREET FIGHTER II
CHAMPION EDITION

Sagat is one of the more powerful characters in Sireet Fighter /I
Champion Edifion. He held o dislinet advantage over many characters
due fo his ability to apply pressure from full-screen with his Tiger Shofs.
This is mainly due to the short recovery fime associated with this move.
Sgat’s Tiger Uppercut is one of the more punishing onti-gir moves; it
on opponent chooses o jump af Sagof, use o Tiger Uppercut or a
standing HK.

STREET FIGHTER 11 TURBO

Sagat's Tiger Shot wos slowed down slightly in Street Fighter If Turbo.
Also, his delay after throwing his projectiles was modified. This enabled
other projectile characters (such os Guile, Ken, and Ryu) to better com-
pete in o long-range battle. While not the dominating force he was in
Street Fighter Il Champion Edition, Sagat is still  formidable character.

70

COMBOS :
STREET FIGHTER Il CHAMPION EDITION

Jump in HK, + + LK, HP Tiger
Uppercut

7

Crossup LK, + + MP HP Tiger
Uppercut

7

GOOD MATCH-UP

VS. CHUN LI

One of Sagat’s better match-ups is against Chun Li, who has one of the highest jumps in the game. When
she jumps in at Sagat, you have many options, including his standing HK and, of course, his Tiger A
Uppercut. Throw Tiger Shois at Chun-Li to apply pressure, forcing her fo jump. This puts Sagat of
tremendous advantage, since the recovery time for his Tiger Shots enable him to throw them one after
the other with very little recourse. Even if Chun-Li jumps over a Tiger Shof, it leaves her open to a Tiger
Uppercut.

BAD MATCH-UP

VS, DHALSIM

Dhalsim is perhaps Sagat's biggest
challenger. In most fights, Sogat can throw %
fast, Ground Tiger Shois. Dhalsim's Drill Kicks \ =
and Drill Headthrusts make this tactic a lof less
effective, since Dhalsim can use this attack over
Ground Tiger Shots. If you throw one of Sagat’s
high Tiger Shots, your opponent can use o crouching N
HP or crouching HK fo (slide) out of the way. Sagat's
recovery for his Tiger Shots is one of the better ones in the '
game, but missing o high Tiger Shot makes him vu[neruh]e
1o Dhalsim’s attacks.




SUPER STREET FIGHTER I

Sagat gained the ability to two-in-one off the second hit of his standing
LK, and his standing MK is used in the some manner in this version (both
the first and second hit can be buffered into o special move). His stand-
g HK can be buffered as well, but use it only in a combination. Sagot's
Tiger Knee wos modified in this version, too. Now it starls lower and
sravels farther. The controller motion was also changed slightly, with less
of 0 540-degree feel (« » + « + &) fo more of o »# to = feel.

COMBOS
SUPER STREET FIGHTER I

Jump in HP, HK, HP Tiger Uppercut

®

Jump in LK, LP, LK (one hit only), HK
Tiger Knee (5 hits)

7

Cross-Up LK, crouching LP LK (2 hits),
HK Tiger Knee

SUPER STREET FIGHTER II
TURBO

In this version, Sagat's Tiger Uppercut was changed from a single dev-
ustating blow to a mulfi-hit version with less priority. His Tiger Shots
were watered down significanily, in both projeciile speed and recovery
fime. However, he did gain a cross—up normal move, as well s the Tech
Escape from throws that is induded for all of the characters.

&

CORNER ONLY—— Jump in HK, HP.
HP Tiger Uppercut, HP Tiger
Uppercut

Jumpin HP, + + MK, Tiger Genocide,
HP Tiger Uppercut, HP Tiger Uppercut

ADDITIONAL COMMENTS

The “Old” Super Street Fighter 11 Turbo version is regarded us one of the
most powerful characters in the gome. He possesses many of the char-
acteristics of the Super version of the character, but combined with the
game-engine of Super Turbo, he’s a force to be reckoned with. Many
fournament pros rarely underestimate their opponent if this character is
chosen in fourney play. To choose “0ld” Sagat, hold down the START but-
ton while choosing the Super Street Fighter Il version of Sagat. Nofice
that the logo at the bottom of his feet is the Super Street Fighter If Turbo
logo (blue), but you won't have a super combo bar.

B[IST[IIUIES

ik
Hold any button




NORMAL MOVES :
STANDING STANDING CLOSE CROUCHING g
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ROUNDHOUSE
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] STRONG

2 /= 41K

FORWARD

+w = +P

iaer Slml

In Super Streef Fighter I, Sagat's Tiger Shofs refurned to their origi-
nal glory from Street Fighter Il Champion Edition. In Super Street
Fighter Il Turho, however, they get less powerful. The recovery fime
for this version is quite poor, and the speed of the projectile is slowed
@ down from the Super Sireef Fighter Il version.

+ +%+P Tiaer l.IEEeuuiI
In Super Street Fighter I, the Tiger Uppercut hits once. In Super
Streef Fighter I Turbo, though, it hifs five fimes and spreads the dam-
age into five separate parts. This is extremely ineffective as an anti-
uir ottack, os only certain portions of the Tiger Uppercut hit the

@ opponent.

Ground T‘Er Shot I

u+ K

The Ground Tiger Shots are not as dominant as the high ones. v
Because a lot of characters have special moves that go over these, |
they are only useful in the “OLD” version of Sagat. Characiers like

M. Bison can use the Psycho Crusher torpedo 1o go over the Ground
@ Tiger Shots and it Sagat.

b u=»atl

Now in Super Sireef Fighter II, the Tiger Knee can combo, plus if
moves from a low to a high position when it hits. In Super and Super
Turbo, it hits most ducking opponents instead of going over their
heads.

©

'IT;er Genocide l

You can use Sagat's super combo up close fo pass through projeciles

and punish an opponent with a Tiger Knee animation thot combas

into a Tiger Uppercut. This Super Combo hos decent invincibility ot the

start. Ii doesn't hove much horizontal range, so only use it in dose 2
fighting situations. When this Super Combo gets blocked, Sagat &
becomes exiremely vulnerable. This super can also be followed up by

Wm’o hits in the corner.

x> dutP




NORMAL MOVES
STANDING

STRONG

Vega hos some of ihe fastest normals in the game. Athough he has o

detachable daw, he hos no kick button animations in this version. This

means that if you press a kick button, you'll see a punch move. After about

11 or so hits from an oppanent, his daw automatically falls off. Note that

it's non-retreiveable in Streef Fighter II Champion Edifion and Street Fighter

Il Turbo. Since the claw is sirapped to his hand, he loses consider-
able range fo his attacks when it gets knocked off.

FIERCE

STANDING CLOSE

| Vegu's dose normals are similar. LP, LK, MP ond MK
;ﬁ; ol have the some onimation. The same is true for
/ HP and HK. These normals are all very quick and
can stop any special move before they start.

FORWARD
S

@‘ // CROUCHING

Vega actually has some kick animations in the crouching
position. During his kicks, Vega gefs down on one knee
ond sticks the other leg out. His HK is a slide animation.
With this move, Vequ can slide along the ground fo knock
down his opponent.

THROWS

In Streef Fighter Il Champion Edition, Vega has the most domaging
throw. He can use his standing normals to lock dovn his opponents from
jumping. With this faic, it is very easy fo move in foward your oppo-
nent. Since he is so fusf, Vega can unleash a quick throw with ease.

Vega is one of only three choracters with an air throw. This is exireme-  ———— —=
ly good when a opponent jumps af you with an early jumping move. l - [« +MP/HP J
Before your opponent lands, try an air throw, since your opponent can't

perform fwo moves in the air before landing.

INTHE AIR » / « + MP
/ HP




R\

‘200’5 air normals contain no punch moves. Since Vega is all about
weed, use these attacks to easily jump over projectiles.

Tap « « _ - Buddli; I Press 3 Punch buttons ' hButkiIiEl
The backflip is o crazy move in which Vega jumps bock and actually In Street Fighter Il Turbo, the input command for the Backflip is ll
performs a backflip. If's important to note that e is complefely invin- three punch buttons pressed simultaneously.

cble during his fime. This move is great af getling out of projectile

fraps or when_.un opponent jumps in.

O™ 7

# /= +MP /MK

ROUNDHOUSE

|

Charge «,» + P Rolling Grystal Flash }
.}hé:ﬂo']lin'g Crystal Flosh is a great move fo use in o combo. Ifs also
efficient of putfing an opponent in o repeated block stun while chip-
“ping away o his or her health.

Charge ¢, ¢ + K, P Flying Barcelona Attack Charge 4, ¢+ +K, > + P Izona Drop
Ifm) Flying Barcelona aftack is great of cafching an opponent Press = + HP when Vega is next fo an opponent ofter the Flying
[off-g_uurd. If you press punch early on—ot next fo your  Borcelonaaftack fo perform the [zuna Drop. This s the move fo per-
“apponent—Vega vill attack with his caw instead of u throw. form when using the Flying Barcelona attack. If you're playing on
\E 2y Vegu's stage, you'll guin o special ability. He doesn't jump off the side

3 ; wall, but instead jumps off the cage in the background. He
@ : : @ doesn't foke any domage while on the cage.




COSTUMES

STREET FIGHTER I
COSTUME

STREET FIGHTER Il
ALTERNATE COSTUME

CHAMPIONSHIP
COSTUME

TURBO
COSTUME

STREET FIGHTER 1l
CHAMPION EDITION

Vega's normal throw inflicts mere domage than any character in Street
Fighter Il Champion Edition. His standing LP is really fast and it can be
used repeatedly fo lock down any of the bigger characters, or an enemy
Viega. Also, his crouching HP ond standing HK have high anfi-gir priori-
ty. His crouching HK slide is arguably the best in the game. Crouching
MP is his staple aftack for poking.

STREET FIGHTER 1l TURBO

Vega was foned down in this version. One noticeable change is that his
throw causes less damage. His atiacks seem to have slighly less priori-
ty and less range than in Street Fighter Il Champion Edition, which
makes this version of Vega  little less desirable.

STREET FIGHTER Il CHRMPION EDITION

&

STREET FIGHTER 11 TURBO
Jump in HK, MP MK (

7

Cross-up HK, + + MK, 4 + MK, + +
MP

GOOD MATCH-UP
US. GUILE

The key to this maich is sliding. As soon as Guile blocks o '\
crouching HK slide, slide ogain and again fo prevent him from
using his Sonic Boom or Somersault Kick (the slide hits the
start-up of his Sonic Boom and his Somersault Kick just misses). 1§
Guile can't hit Vega's slide with any of his ground narmal moves
in this siiuation either. However, Guile can jump straight up and
come down with a HP, or jump in and perform o cross-up with LK. [
Reducing your opponent’s set of moves fo just one or two options
{both jumping) means that you are already way oheod of the
game. Use jump HK, standing HK, or o Flip Kick to counter his
jumping oftacks. Don't be ofraid to use off-the-wall speciol moves
against Guile, especially after a knockdown.




SUPER STREET FIGHTER II SUPER STREET FIGHTER 1l TURBO :

Y293 has o fuller set of normal moves with better priority in this ver-  Vega gets his Flip Kick, the Sky High Claw, and  mildly useful super combo in this version. Note that the super combo (like Zangief's and . Hawk’s)
sen. His standing HP is now long range. His crouching MP is an excel-  cannot whiff; it will only come out if it connects. The Sky High Claw is fairly useful when cornered and an opponent jumps in to kick a normal Flying
=t poke, and his crouching HK slide is still os good as ever. Barcelona Attack. If you use the Sky High Claw when Vega touches the wall, he'll start his high-priority attack and hit his opponent.

COMBOS
SUPER STREET FIGHTER Il

In corner only—Verfical Jump HP + [ %
+ MP, HP Sky High Claw

7

Wall Jump, in Air HE, + + LP, MP
Rolling Crystal Flash, + + MP

L

SUPER STREET FIGHTER Il TURBO
+ + MK, Hlip Kick fwo hits, Flip Kick il |

&

Jump in HP. HP. & + MP

&

BAD MATCH-UP

VS, E. HONDA

If you use the Flying Barcelona otfack behind E. Honda, he can jump and use LP or MP to stop you before you hit the wall. If you use it off of the
wall behind you, he can LP Headbutt at the last moment fo couse damage. He can also LP Headbut to hit Vegu's regular jump-in, or anything else
you do from close quarters. So, it's very important fo stay ahead in this match. By staying ahead, you can “out turtle” your opponent. Charge up
Vega's Flip Kick fo prevent E. Honda from jumping in. If he walks up, poke him away with a crouching MP. If you get behind, the Flying Barcelona
attack (the one behind E. Honda) is a great option. Lure him into doing other moves to safely reach the back wall without getting hit by his jump-
ing LP or MP. If you succeed, you'll cause E. Honda to lose the charge-up for his Headbutt (since you're on the other side), and you can attack him
with the Sky High Clow and—hopefully—land the Izuna Drop. Afier doing so, go to the wall behind you again fo prevent E. Honda from getting
o charge for his Headbutt and repeat the sequence.

P' -
-




NORMAL MOVES
STANDING

FORWARD

STANDING CLOSE

AIR THROW

Vega's Buckflip is a great way for him not o get crossed-up on wake
up. He s invincible during this move. This move also doesn't hit your
opponent at any time, and should only be used to evade.

78

3K ' - Backflip |

Vega's other Bockflip is the quicker of the two. He only does half o
flip and is immediately back in action ready to attack. This move also
doesn't hit your opponent at all, and is completely invindble to

@ moves or attacks.




JUMPING

Nega finally gefs a sef of jumping punch moves in I_h‘e.'qil" in
Super Streef Fighter If and Super Street Fighter Il Turbo.
Jumping in with HP is a good way o start a combo.

JAB STRONG

Charge «, » +P Rolling Grystal Flash |~ Charge #, ¢ +P  Sky High Claw |
The Rolling Crystal Flash got slower in Super Sireef Fighter I and This is a fairly risky move to perform, but it looks really cool when it
Super Street Fighter Il Turbo, and it no longer strings all the hits works. Vega jumps off the wall and darts toward his opponent really
together os one combo. It might glitch every now and then and fust. IF it connects, your opponent will have no time fo retaliafe.
combo, but most of the fime it fails.

+ + MP

YL, R

FIERCE

Charge «, » + K = ﬂiE Kitkl Charge ¢, + + K, P Fll ing'ﬂnehnn Attack
This is Vega's new anfi-air move and his only reversal move. Like the  This move got a lifle more priority in Super Streef Fighter Il Turbo,
Backflip, it now moves forward and hits an opponent twice in the air. but it is still susceptible to anfi-air attacks.

You can follow it up for another hit by performing it again
%ﬁer the first hit for a fotal of three hits! @

Chorge 4, ¢ + K, » + P o lzuna Drﬁ'

This move got faster with the version change, and it inflicts incredi-

ble damage for an air throw. Use it fo cross-up an opponent (knock
them down first), then perform the lzuna Drop immediately
affer it.

SUPER COMBO
W P g

This super combo is a great move, even when your opponent isn't in
the air. [t will still do a cir throw if you're close enough. The great
thing about this move is that your opponent won't know he’s getfing
it by it unless it connects. So, basically, keep using the Flying

Barcelona attack and when your opponent sits there ond does
@ nothing, nail him with a Ralling Izna Drop.




Coammuy

= \ ~ NORMAL MOVES
STHNDINE I | ' =

STRONG  HRG

[ OWN POKE | ;
jrournpponem into sﬂmhonsihm e eqnsyr o prsn'id nucl wmter, suzh-'
as poorly fimed jumps or projeciies.

7/ STANDING CLOSE
Many of Commy’s normal moves change significantly when she moves

¢ | dloser to an opponent, creafing several new modes of aftack, espedially
~ as on opponent s getting up. Her dose standing LK becomes a great fick-
throw fool, enabling you to throw an opponent when the block stun ends.
Close standing HP is bufferable into oll of her specil moves, links fo her
4 crouching MK, and links into her crouching HK normals when done early

| enough os an opponent is rising from the ground. Close standing HK can
_ be used to counter cross-up attacks, and some jump-in attacks.

CROUCHING

ngeusml MK and MP are the crauching moves of choice. The

MK’s long range makes it a great hit-ond-run poke, especiolly

‘against projecile characiers (such as Ken). Crouching MP has a
great deal of priority, making it wseful for hitting an opponent's
‘own crouching pokes. As @ bonus, it links to itself, leading to easy, o
- powerful combos when used os o wake-up attack. Both of these

moves can be buffered info specials. + + WP ; 4+ HP

FORWARD ROUNDHOUSE

THROWS
.| Normal throws are not a big part of Cammy’s game,
 simply because she spends so much fime of the range
\of her crouching MK and standing HP. However, once
~ she scores a knockdown, a few well-p!uced
fick-throws in o metch can make an
“=an ) opponent overly cautious and leave
' ﬁ'lem open fo other facics.

=+ [+« +MP / HP > [+ + MK / HK




®

4 s,

K
JUMPING

Cammy has several good opfions in the air. By using her high-priority,
“ast ground pokes, you can bait an opponent into mistakes. One of her
most powerful weapons is the jumping MP. This mave has high priority,
=lowing you fo jump in with impunity on some characters, beating or
wwading with most common anti-gir moves (induding Ryu ond Ken's
Shoryuken special attacks). Her jumping LK is an excellent cross-up
move, and it leads fo some deadly combos against some of the wider
caaradters (like Dhalsim and Guile). Her jumping HK hos deceplive
rzach, making it useful for punishing errant projectiles.

+ + HP

FORWARD

+ + MK + + HK
AIR THROWS
AIR THROW AIR THROW

INAR, » /+ / %+ + HK

IN AR, + /+ /+ + MP/HP

SPECIAL MOVES
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_SEm Knuckle I

Commy takes a short hop into the air and comes down with her fist
extended, with an animation similar fo her standing HP. The strength
of the button used determines how far she travels. The Spinning
Knuckle hos several frames of invulnerability at its stari, which lets
you pass harmlessly through projectiles and some standing aftacks.
However, the hit properties are such that opponents can actually
throw her between the point that she lands on the ground, and the
point that it actually staris hitfing! As such, this move is a little unre-
liable fo use in actual combat. This move also serves well as o wake-
up attack if you con time it so that her fist is extended as the oppo-
nent is getting off the ground. Cammy’s Spinning Knuckle in Super
Street Fighter Il Torbo looks and acls exacily as it does in Super Streef
Fighter I with one exception: The invulnerability has been restricied
1o only the LP one. This makes the MP and HP versions somewhat
useless. I con still be used os o wake-up attack, however, this
move is best used sparingly.

Cannon SEike I

This is Cammy’s all purpose anti-air move. She lounches herself af an
ongle into the cir, leg first. If this move gets blocked, she bounces
oway from the opponent; otherwise, she flies info the air ond comes
straight back down. This move hos o fair amount of invulnerability ot
the stari, olthough it will occosionally trade with some jump-in
oftacks. Unlike o Shoryuken, the Cannon Spike isn't a great move fo
use against an opponent’s limbs during a poking game. If it misses,
it leaves Cammy next fo her opponent and vulnerable. As such,
it is best saved for anti-cir attacks and use in combos.

+ +u+K

i'-l-;ltlli an Throw

During Hooligan Combo, K

When Cammy is sfill on the upward frojectory of the roll, she
performs a neck breaker throw that will put her on the opposite
side of her opponent. If she is on the downward trajectory, she'll
perform a rolling throw, slamming her opponent into the ground with

@her legs.

a1

Cammy straightens her legs ond slides along the ground during this
move. It doesn't hit low, although it appears fo do so. The sirength of
the button determines how far along the ground Cammy slides, with
LK being the shortest and HK being the farthest. Additionally, the HK
version hifs twice when performed next to an opponent. Like her nor-
mals, Cammy’s Connen Drill is an excellent poking tool, os long os it
is spaced properly. It can be used to punished whitfed moves that
have long recovery periods, such as sweeps or Shoryuken-type
utfacks. By mixing up her normal pokes (such os crouthing MK,
standing MK and MP), you can get an opponent fo commit to a
ground gome. Upon doing so, punish his or her own pokes with
Connen Drill attacks. Make sure you distance the Cannon Drill prop-
erly, though. Using it foo close leaves Cammy in recovery long
enough for an opponent fo cause damage! Try fo connect with the
very tip of Commy’s legs as the move is ending and she is slid-
ing on the ground.

+u =+ 4K

) -i:l;ﬁl_igun Combo l

«, #, ¥, %, >, A+P

Cammy tucks her legs into her body and rolls into a tight ball, flying
foward her opponent. If no butions are pressed, she will land and
slide along the ground, which will knock down your opponent if it
connects. Taunt your opponent with a few normal moves (such as
crouching MK and standing HP) ta lure your oppanent info a poking
game, then suddenly pull out a Hooligan.

During Hooligan Combo, K . . .I'i-t-wlignn Cancel I
By pressing one of the kick buttons before she begins the downward

part of the Hooligan roll, Cammy will cancel out of the roll and land-
lightly on her feet with a brief recovery period.

&
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Hold any button

SUPER STREET FIGHTER Il

Cammy’s only move in this version that is better than the Super Street
Fighter Il Turbo version is her Spinning Knuckle. The HP one goes through
projectiles much beter than the Super Street Fighter Il Turbo version.
Those who rely heavily on projeciiles should be wary of this fadt.

SUPER STREET FIGHTER Il
TURBO

Cammy received o few upgrades in the transition from Super Street
Fighter 110 Super Street Fighter Il Turbo. She gained two special moves:
the Hooligan Combination and her super combo, the Spin Drive
Smoasher. Her Spinning Knuckle wos also changed slightly. These
changes, however, significantly added to her gome, making her mare
versatile and giving her more options in combat. Be careful when using
Commy's ground punch throw from Super Sireet Fighter If Turbo ngainst
another Super Street Fighter If Turbo character. Super Turho characters
have the ability to soften throws, and Cammy has a lot of recovery fime
after her ground punch throw. Against characters like Zangief, this can
lead to easy Spinning Piledriver sefups, which is a poor radeoff for the
domage of a softened throw!

GOOD MATCH-UP
/S DHALSIM

SUPER STREET FIGHTER 11

Cross-up HP HP # + MK, HK Connon | == S
Drill i

7

Jump-in HK, HP. HK Cannon Spike

SUPER STREET FIGHTER Il TURBO

(ot Lol o

Cross-up jumping LK, crouching MP.
close standing HP, HK Cannon Drill

&

Jump-in HE, + + M, + + MK, Spin
Drive Smasher

&

o+ duw =+l

~ Spin Drive Smasher ||

Cammy performs o mulii-hit Connon Drill, followed by a multi-hit
Cannon Spike. Unlike o normal Cannon Spike, she won't bounce
away if the Spin Drive Smasher gets blocked. This move hos enough
invulnerability to move through projeciiles, normals, most special
moves, and some super combos. However, it leaves her very vulner-
ahle if it gets blocked due fo the lack of a bounce back. Once you
have the super mefer fo use if, this move becomes difficult fo count-
er well-spaced Cannon Drills, since you can activate the Spin Drive
Smasher os soon as Cammy recovers from the Cannon Drill! By per-
forming the motion for the super combo as the drill is recovering, you
con wait o see if your opponent throws out any moves. If they
do, press a kick button to activate the super combo.

BAD MATCH-UP
VS M. BISON

The priority on Commy’s jumping MP almost single-handedly wins this fight. This jumping attack will beat or
trade with all of Dhalsim'’s limbs and slides, enabling you o attack relentlessly. Cammy’s slim character sprite,
ond somewhat high jump, makes it easy o jump straight up and down over projectiles. She can come down
with MP to beat any limbs Dhalsim may throw out as she falls. The wide harizontal arc of Cammy’s Cannon
Spike enables you to keep Dhalsim from jumping away with air attacks. By keeping on the pressure, you can
harass Dhalsim with the Hooligan Throw, which is easy to connect ofter o close standing HP.

The difficulty in this match is in the superiority of M. Bison's pokes. His standing MK and HK have more range
and they couse more damage than Commy's pokes. Additionally, he con use his jumping MP to beat et
Cammy’s Hooligan Combo ( Super Street Fighter 11 Turbo only), which leaves her with Cannon Drills and Connes
Spikes, both of which are risky to use. Cammy is also @ good target for cross-ups and M. Bison's jumping M
is one of the best in the game. It's difficult to beat M. Bison's pakes with Cammy’s, so don't fry it. If you el
to go this route, your opponent will be forced to use his Psycho Crusher or Knee Press. Try o antidipute fhesz
moves and use a Cannon Spike to counter them, although this is proves difficult because of the range diffes-
ence. If you can bait an HP Psycho Crusher from M. Bison, jump backward and punish it with  jump-in comae.
You have some options if you knock him down. Either use o wake-up close LK info a regular throw, o =
Hooligan Comba (Super Street Fighter  Turbo only), or try to land a cross-up jumping LK. This is risky, thougs.
us it s difficult to time the cross-up.







STANDING

Dee Joy's standing normal moves make for o good arsenal of both

defensive and offensive attacks. Standing MP is great against jump-ins,
especially characiers with great jumping abilify, like Chun-Li. Standing
HP can be used in the some monner{priorify is nof os good), but it
should be used when an opponent jumps from fariher away.
Standing LK is a great poke that has decent range. Both MK
and HK are also good pokes, bui because of their slow
recovery fime do not abuse them.

STANDING CLOSE

Several of Dee Joy's dose normals are useful in com-
bos, because mony of them link easily together. For
example, you can link fwo standing MP attacks from
dlose range, or o standing MP into a standing HP. One of
his beiter close normals is MK, which can be used in com-
bos or us o reversal aftack.

- . CROUCHING

Dee Jay's crouching normal attacks are
exiremely versafile and very impor-
tant to his game. His crouching MP
hos excellent priority against
/ many aftacks (for example,
Dhalsim’s limbs) and it can be
linked info combos. Crouching HP can be
used us an onfi-air atfack, and it hes greot
priority against other normal attacks. If
. inflicts solid damage on its own, but when worked
" into combos, it unleashes some serious damage.

THROWS

Dee Jay has a very good punch throw (= /<« + MP) with
great ronge. Mixing up throws with cross-up attempls is o
very strong tactic o employ. If you con stay on top of your
opponent and keep him guessing how fo block, if's much eas-
| ier to get in o fhrow. The punch throw has good recovery,
| enabling you to advance toward an opponent. His kick throw
| is not os strong, though. In o throw situation, it’s best to use
| the punch version. :
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JUMPING

While in the air, Dee Jay has several options depending on his opponent.
A-fo-air his jumping LP is effective if it is used before an opponent can
w2 . This move stays out for a very long fime, and it has a very high
seiority. It's great to jump in when you have an opponent in the corner
and they are being forced to jump out (Bison irying fo use a jump MP
“or example). Dee Jay's jumping LK aftacks (regular and special) differ
sanificantly. The regular version isn't the greatest, however, the special
sarmal (# + LK) hos good priority in the air and it can be used fo start
combos. Jumping HP is an excellent combo storter, and it will snuff sev-
eral anti-air specials (Chun's Whirlwind Kick, for example). The timing
& difficult, tough; press HP earlier than normal. Jumping MK is ane of
e best cross-ups in the game ond o great way fo start combos.
Jumping HK has great range for jumping over projectiles and hitting an
spponent’s hands during recovery. You can also start combos with it and
wse it 05 a cross-up in some situations.

/% 4+lP
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FIERCE

++ LK

FORWARD

ROUNDHOUSE
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- Knee Shull

Dee Juy hos an alfernate jumping LK, which has very strange
properties in how it hits. In addition, you can cross-up your
opponent with this move.

In air, + + LK

SPECIAL MOVES
F e —

—thox Our |

Charge <, » +P

DeeJay's Mox Out is o fost projectile once it gets going, however, it's

inifial release fime is a litile long. In addition, the Max Out has con-

siterable lng after release. The projectile is long, which makes jump-

ing over it difficult, especially when an opponent is trying to jump

straight up. Its useful at negating other projectiles, thaugh. Use it in
combos and fo apply pressure at full-screen.

Charge #, ¢ + P, P rapidly - Hyper Fist l
The Hyper Fist is a move that can really swing the fight in your favor
ance mastered. Although the Super Street Fighter Il version was
invincible on start-up, this feature wos removed in Super Street
Fighter If Turbo. However, timing the buttans in the right pattern con

yield many hits. It's best used ofter hitting with o cross-up
@ attack followed by a crouching normal.

Charge «, » + K
The Double Dread Kick is o special move that hits ane or two fimes,
depending on which button you use. MK and HK both hit twa times,
so use them in combos only. Trving fo it with the second hit of the
MK version is an interesting strofegy, becouse you con advance
toward an opponent ond if the first hil misses, the second move

comes out very fast. Use the LK version in close quarters, since

@ it goes over crouching attacks.

i I'fiuhximm Jucknife |

The Maximum Jucknife acls os a good anti-air attack. The LK version
has high priority and is great against an opponent who is jumping in.
The LK version hits once, the MK connecis twice, while the HK hits e
three times. When used os a reversal, use the LK version. This move

is great in combos, since you can juggle with fwo hits of a super
@mmbo after hiffing with the HK version.

Charge +, ¢+ + K




COSTUMES

SUPER STREET FIGHTER II

Dee Juy was an unknown commadity when he was first infroduced. i
quickly become apparent that he is better suited for dlose-guarters com-

. bat than full-screen. His Hyper Fist could pass through projediles, and it
was also useful as an anfi-air speciol attack. Several combos help his
game, os weell as decent overall speed, but he is not o dominating force.
He is most effeciive fighting af close range, mixing up throws and using
his powerful combos.

SUPER STREET FIGHTER Il
TURBO

Super Street Fighter Il Turbo Dee Juy is o very strong character in some
ospects, but weak in others. He is at his hest while on top of an oppo-
nent after knocking them down. His gumeplan centers around mixing
up his powerful combos with throws and fick-throws, tempered with his
ability to keep an opponent pinned in the corner. Avoid playing in the
traditional “Guile” mindset (sit and throw projectiles until an oppanent
jumps, then Somersoult Kick); if nof, you'll get eafen alive becouse of
his weakness against projeciiles. Instead, get o mid-screen knockdown
and mix up some of the deadly cross-ups into Hyper Fists for dizzy
potential, or use Maximum Jacknife kicks for posifion. Pin your eppo-
nent in the corner and use Dee Juy's high priority normal attacks and
his arsenal of special moves (such as HP Max Out and LK Dread Kick).
The addition of o super combo does add another dimension fo his arse-
nal. It provides a legitimate reversal move and a method to punish close
projectiles.

COMBOS

SUPER STREET FIGHTER 11

Cross-Up MK, ¢ + LP x3, Standing
MP. HK Double Dread Kick

&

Cross-Up MK, # + MP. MP HP Max
Out

&

Cross-up MK, Crouching LP, Crouching
HP, Hyper Fist

&

Cross-up MK, Crouching MP. Crouching
LK, HK Maximum Juckknife, Drend
Carnival

&

B Dread Carnival I

At dose range, this super combo posses through projectiles and
smacks your opponent four fimes. During the execution of the move,
charge down for two seconds. Then, when the Dread Carnival finish-
es executing, unleash o Moximum Jacknife fo juggle for two more
hifs. This super combo is great fo twitch out in close range when
ploying foofsies, especially if an opponent flinches with a
slower normal attack.

chorge « » « « +K

BAD MATCH-UP
Vs RYU

Dee Jay hos o decent projedile in his Max Out, however, he has much mare delay on it compared to other projectiles (Guile’s Sonic Boom, for exem
ple). This keeps him af o disndvantage against Ryu’s foster Hadoken. A paitent player can pepper you with the Hadoken, forcing you to jump. s
can often recover quickly enough from his Hadoken to use his Shoryuken on any of Dee Jay's jump ottacks. To succeed in this fight, try to knast
Ryis down as soon as possible and stoy on top of him. Throws work well, as does baiting o Shoryuken. The odds are good that the person playing =
Ryv vill try a Shoryuken on wake-up. If your opponent doesn’t use a Shoryuken, try o fust sweep with crouching MK to knock him back down. S
on fop of Ryu and don't let your opponent dictate the pace of the fight with projectiles.

GOOD MATCH-UP

VS FE-LONG

When fighting against Fei-Long, the priorty of Dee Jay's normal attacks
plus the ability to pressure from a distance with Fost Mox Quts, creates
on advaniage. You don't need to jump foward Fei-Long; instead, let Fe-
Long come fo you. The one thing fo look out for is Fei-Long’s standing
HP,/Forward Hop kick trap, because it will force you to block high et
lose the charge for @ Maximum Jucknife. However, if you are blocking
low while Fei-Long uses his standing HP, then you should have fime %
execute an Maximum Jacknife fo escape the trap.







Long

STANDING

Fei-Long is built for attacking and offense, and his normal moves reflect
this. His pokes have high priority and mony of them link fogether,
allowing him to land devastating combos with ease. Additionally, all of
Fei-Long's sfanding normal attacks (with the exception of standing HK)
can be huffered into his Rekka Ken rushing punches. Standing HP is Fei-
Long's standing poke of choice. This aftack may discourage players who
like to throw projediiles constantly.

~ STANDING CLOSE

A Fei-Long’s close standing normals complement his game very
" W well, because so many of them link fogether. All of them

N " oxcept HK) can be bufered o bis Rkka Ken pinches

i \ MR, HR. and MK are probably the most vioble dose-range
"\ options. Close standing MP easily links fo his dlose stand-
"\ ing HP or his crouching HK sweep, leading to o knock
\ down or additional domage. Close standing HP is one
of Fei-Long’s best aptions, especially when an oppo-
; " nent is rising. Although it normally has a long
k recovery, it can be performed early, cllowing
/g‘/ ' you fo link more normals offer it!

o)

CROUCHING

Fei-Long's crouching afiacks complement his atfack game with decent
range, good priority, and the ablity fo buffer into his Rekka Ken punches.
Crouching HP is one of Fei-Long's greafest assests. Alfhough it doesn't
combo info his Rekka Ken punches, it has a great deal of priority, range,
and a high dizzy potential. If this move is used as o wake-up attack against
an opporient, you can link it fo another crouching HP, which has o high
chance of dizzying your opponent. With the exception of HP and HK, all of
Fei-Long’s crouching normals can be buffered into his Rekka Ken punches.
This enables him to keep pressure on opponenis and it provides several dif-
ferent looks via links.

THROWS

His punch throw fosses an opponent info the air in the diredion you choose.
The kick throw s similar, although he throws them by the neck instead.

After a knockdown, Fei-Long can move next fo an opponent and unleash
a standing or crouching attack while his opponent is rising, forcing them
to block. From there, you can walk forward and perform a throw as your
opponent recovers from the blocked atiack or use the overhead special
normal (= /+ +MK), or even a Rising Dragon Kick. With his huge dam-
age potential, opponents must be wary when getting off the ground.

NORMAL MOVES

STRONG

ROUNDHOUSE
& wBia

++HP

ROUNDHOUSE

- [/« +MP/HP

= [/« + MK / HK
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HK
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JUMPING

With great ground mobility (due to the Rekka Ken punches), it's nof nec-
essary to toke to the air often. When he does, however, he hos a formi-
dable array of options. His jumping HK is an excellent jump-in, useful for
both crass-ups and starting combos. His jumping LP stays out for a long
sime, allowing him to throw it out early and jump in aguinst an opponent,
The only jumping normal move fo visibly receive a change (for reasons
that become evident) is HK. This move is now o straight legged kick,
rather than the odd twisting kick from before. This move also lucks the
cross-up properties of the old jumping HK.

Forward Hop |
Fei-Long has two special normals. The first one i a quick overhead hop-
ping kick. Without this move, apponents could simply black low with no
fear of atiacks that can hit high. By occasionally including this move
during dlose-range combat, you can land a few extra hits in the poking

game and swing matches back in your fovor. When an opponent
retaliates after this move, counter with a Rising Dragon Kick.

-»,h-q-l'ﬁl(

+« /= + MK

Forward Hop |

Although this move hasn't changed from o visible standpaint,
Fei-Long now hops forward slightly when - is held. Otherwise, he
@simpiy hops in place as in Super Street Fighter 1.

# /= +HP

SHORT

VAT

FORWARD _
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# /% + MK

OUSE

# /= +HK

= + HK

 Roundhouse Hop |

The other special normal (= + HK) isn't quite os useful, but it sfill has

its place. This forward-moving kick hits twice at close range, leaving

Fei-Long dlose fo his opponent. It can cover u great deal of distance,

but comes out o fitile slow. Unfortunatley, the move con be punished
hefore it actually hits if it is performed too far away.

COSTUMES
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.HuH any button




SPECIAL MOVES
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Rekka Ken

Fei-Long slides along the ground, extending his fist. The punch used
determines the distance he travels (HP goes the farihesi). Three
Rekka Ken attacks can be performed in succession, creating an easy
3-hit combo. When one connects, use the same strength button to fin-
ish the combo; if not, it may miss.

The Rekka Ken is Fei-Long's bread and butter. Because so many of
his normal moves can be buffered into the Rekka Ken, you will
almost always throw these out in some way. They also serve well as
pokes, allowing you to pressure blocking opponents not only with his
normals, but with the chip domage from blocking the Rekkas and the
threat of them actually connecting.

upfo 3 hmes i

+u=+P

The Rekkas should be considered an extension of his poking game.
By using Fei-Long’s high-priority normal pokes, and dragging an
opponent info o ground-based poking game, you can switch to using
his Rekka Kens for punishing whiffed (or dodged) normal moves with
recovery fime. Also, his Rekka Kens are relufively safe when blocked,

as long as he hits his opponent at the end of the sliding motion.
@ This takes practice, but it is well worth the effort.

This is Fei-Long’s anti-air flaming kick. He spins into the air, one leg
on fire, whirling the other one around him. The stronger the kick but-
ton used, the furiher info the air he goes. The HK version his twice.

« e +K

This move serves a variety of purposes. It is normally used as an anti-
air attack, discouraging opponents from jumping. It also works well
in comhos, since it causes very good domiage and it's more reliable
than the Rekka Ken punches. It can be used 1o hit pokes from oppo-
nens of dose range, especally following Fei-Long's overhead kick
special normal.

Be very careful with the HK version of this move. Although it can hit
twice, if the opponent is too far away, the second hit will whiff and
the opponent will nof get knocked down.

®

90

Dlunﬁrc Kick 2

The Dragon Arc Kick is  fantastic move that helps Fei-Long’s offense.
Performing this move causes Fei-Long fo lounch into the air foward
an opponent, using the onimation similar to his jumping HK from
Super Street Fighter Il. This move can hif up fo three fimes. The kick
button used determines the distance he travels across the screen.

v dx=>x+K

By performing o normal attack that causes a lot of blodk stun (close
standing HP. for example), Fei-Long can buffer it into the Dragon Arc
Kick, leaving only o small window of apporiunity for an opponent fo
aftempt fo hit him out of it. This is especiolly difficult for certain
charge characters, or those without good reversal moves. Since Fei-
Long recovers instanfly upon landing, perform the normal move
when he lands and buffer it info the Dragon Arc Kick!

This move is extremely versafile, allowing Fei 1o hop over projectiles
ond lond big domage combos and juggles. While the motion is
@sﬁghﬂy peculiar, it's definitely a move you'll want to learn.




SUPER STREET FIGHTER Il

Super Street Fighter Il brought us the marfial arts master Fei-Long. He
srought o unique style to the game, ufilizing high-priority ground
mioves in the form of his Rekka Ken punches, and o decent anti-uir
attacle with his Rising Dragon Kick. Playing os Fei-Long means sncrific-
g any kind of long-range strategy in return for huge domage poten-
%al. His Rekka Ken punches link together, making them excellent for
sunishing o missed poke offack or moves that have a lot of recovery.
You may experience difficulty fighting choracters who have good
2fense (such as E. Honda) and those who are skilled ot keeping oppo-
nents away (such os Sagat and Dhalsim). However, even against these
spponents, he can slowly work his way in close where his skills rise.

SUPER STREET FIGHTER II
TURBO

#zi-Long’s Dragon Arc Kick is a powerful new fool, plus he retains most
o his high-domage combos from Super Stree Fighter I1. The Drogon Arc
Vick enables him to work into close range against opponents, which
means he's no longer af a disadvantage against long-range characters
“ke Sagat and Dhalsim. However, because his game is so ground-based,
% still has difficulty cracking open a fough defense. Fei-Long's gome is
<ill bosed around his Rekka Ken punches. By repeatedly poking with
#hese punches, you can slowly force opponents back info the corner. By
wsing different strength versions of the Rekka Ken, it's possible to bait
sut a poke from an opponent that will miss, thus allowing you fo rush
w for a powerful combo or knockdown. Fei-Long is most dangerous
=qainst an opponent who gefs knocked down, because his high-priority
=ormal moves serve os great wake-up attacks. When opponents begin
%2 fear the domage potential of Fei-Long’s combos, it leaves them apen
2 his throws.

SUPER COMBO

W

"I!ekku Shin Ken '

%i-Long performs five consecutive Rekka Ken punches in this combo.
g:ugh this move leaves him very vulnerable if it whiffs, he is com-

Py du=+4P

ly sufe if an opponent blocks it and it is invulnerable for most of

duration of the move! This provides a fantasfic anfi-projeciile
~ fechnique, os well os creating options after o blocked Rekka Ken
series or o Dragon Arc Kick.

GCOMBOS :

SUPER STREET FIGHTER II

Jump in HE. + + [P HP HP Rekka
Ken x 3

&

= + HK, ¢ + HP

&

SUPER STREET FIGHTER 11 “OLD”

(ose: standing MP, crouching MP,  [FRPRESSRSS
Rekka Ken X3

&

+ + HP ¥ + LK, HP Rekka Ken x3

®

&

Dragon Arc Kick, LP. # + LP. Rekka
Shin Ken, Drogon Arc Kick

&

GOOD MATCH-UP
VS ZANGIEF

While it seems that Fei-Long’s need fo get close to oppanents would hurt him against Zangief, his normal moves save the day. In particular, his stand-
ing HK and crouching HP. The standing HK will beat any jump-in that Zangief attempts, including his Bady Splash. This prevents Zangief from set-
fing up his Spinning Pile Driver, leaving him with his crouching HK and standing MK moves. Both of these moves can be harried by a crouching HP
Additionally, a whiffed crouching HK from Zangief can be punished by HP Rekka Kens.

BAD MATCH-UP
VS E. HONDA

This match heavily favors the Sumo wrestler due to Fei-Long’s lack of viable offensive options. E. Hondu's LP Headbutt con beat any of Fei-Long’s
jump-ins, including the Dragon Arc Kick (Super Sireet Fighter If Turbo only). This leaves only ground strings and Rekka Kens to rely on. E. Honda's
defense is powerful against any character without  projectile. Try to bait HP Headbutis from E. Honda fo make him jump backward fo couner it.
Crouching HP can also beat many of E. Handa's pokes, but it runs a serious risk of being hit by o Headbutt,




T. Howsks
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~ NORMAL MOVES

STRONG




JUMPING

1. Hawk's best air move is his jumping LP. It stays out a long fime, has
great priority fo frade or stop various air counters, and the move sets
up his Storm Hommer perfecily. The only problem with his jump LP is
that some characters have o perfect counter for it (i.e. the crouching MK
of Cammy, M. Bison, and Blanka). In this case, jumping HP can be used
0 stop these ottacks. T. Hawk's jumping MK is his primary cross-up
attack. If you're playing the Super Street Fighter Il version of T. Hawk,
Sowever, his Heavy Body Press will also cross-up.

t+1P

STRONG
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H;n_\gg‘r'.ﬁ Bod; Press I

T. Hawk’s Body Press is the second best cross-up in the game, only
trailing behind Zangief. This move is great for starting combos off
with big domage, or putting your opponent in block stun, and forc-
ing them to escape the Storm Hommer (Which is extremely hard to
do). If the Body Press hifs o crouching opponent, the window of

opportunity is expanded, allowing you more fime to connect o
bigger combo.

In gir, + + HP

T. Hawk's Storm Hammer is the most powerful non-super combo

move in the gome. Use it to punish whiffed moves and tick-throw

after blocked normals (like his jumping LP, standing or crouching LP

or dose MK). The range for this throw is not as good us Zangief's
Spinning Piledriver, but there is no whiff animation, which
makes this move a bit sofer if you are too far away.

In air, all 3 Punch buttons "“:_‘“The Hawk I

The Hawk can be o great suprise move. When used properly, it can
punish projectiles (or other slow attacks) that have a longer delay.
You can also use it after a Storm Hommer, and you can land right
next o your opponent and sef up another Storm Hammer attempt os
;% they wake up.

Thunderstrike |
The Thundersirike is T. Howk's best anfi-air move. It has decent pri-
ority and can be used os o woke-up reversal. It is even an aption at
dlose range to go thraugh projectiles o hit an opponent. Avoid using
the MP and HP versions of this move, except in combos. The reason
@ being is that only the second hit of the move will knock down.




COSTUMES

SUPER STREET FIGHTER Il

T. Howk’s primary strofegy revolves around geffing close o land his
Storm Hammer. From further away, you can use his standing HK, stand-
ing MP, crouching MP, and MK 1o beat o frade with moves to make your
opponent hesitate about sticking anything out. If an opponent is keep-
ing you out with projectiles, use The Howk move against slower ones,
and jump straight over the quicker ones fo advance close enough fo use
standing HK or standing MP. If your opponent doesn‘t have a good anti-
air move, get in close and unleash T. Howk's jumping LP fo sef up some
throw attempts. The Thundersirike is o good attack up close fo knock
down an opponent. After o knockdown, T. Hawk gains the advantage.
Use cross-up MK or the Heavy Body Press, crouching LPs, crouching MP,
and close standing MK against an opponent who is waking up to force
them o block. Then you can go for fick throws with T. Hawk’s Storm
Hommer.

SUPER STREET FIGHTER II
TURBO

T. Howk's biggest addition 1o his arsenal is his super combo. Depleting
about half of an opponent's life bar, this is the most powerful move in
the entire gome. His Heavy Body Press is now much more difficult to use
us 0 cross-up, and it is impossible to use against some smaller charac-
ers. Also, his standing HK no longer hits crouching opponents.
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COMBOS :

SUPER STREET FIGHTER Il
Cross up MK, MP, HP Uphawk (o

&

In air, Cross-up + + HP. + + LP. MK,
LP Uphawk

&

SUPER STREET FIGHTER Il TURB

Gossup MK, + + MK, & + R HP [~ 5 7
Uphowk :
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Cross-up MK, + +LP x 2, standing LP,
LP Uphawk

&

" Double Typhoon |

With the Super Mefer filled, use this move in place of any Storm
Hammer for odded damage. Like all super combos, your character is
invincible at the beginning of the move and it's possible to fick-throw
1o make some nearly unescapuble setups. It will grab a lot of rever-
Wsul moves, indluding Tiger Uppercuts and Shoryukens!

GOOD MATCH-UP

VS CHUN-LI

Although T. Hawk doesn't have on advantage in this fight, it is much less of an uphill batle than a lot of other possible matches. With the excepfis=
of o properly fimed Whitlwind Kick, Chun-Li will experience difficulty against T Hawk's jumping LP. Toke advantage of this by performing the Stor=
Hammer. Ground fo ground, Chun-Li’s normals are foster and have more priority than T. Howk’s, so you may be limited to standing and crouchiag
MP 1o attempt fo trade or beat her moves. Be patient against her poking game and wait for an opportunity to fick-throw her. If you can get her &
the corner with o knockdown, unleash repeated fick-throw attempts to make it difficulf for her fo escape.

BAD MATCH-UP
VS HONDA

Against  defensive-minded E. Honda player, T. Howk will have o hard fime causing much damage. T. Howk connot jump in or poke very well &
fear that E. Hondo's Headbutt will cause a lof of damage. Your best bet is to move close to E. Honda and bait o Headbutt from him that you css’
jump over and punish. If E. Honda isn't charged, go for the attack. Without his charge, he cannot defend against T. Howk's jumping LP os well &
careful with fick-throw atfempts against the Super Sireef Fighter If Turbo version of E. Honda, though, hecause he has his own special move fhraw
that can be used to reversal out of a tick-throw attempt. Try fo space any fick attempts so that you are too far away for him to throw you, but
are stll in range with T. Hawk's Storm Hammer. If you get the odvantage in this fight, step back and iake o more defensive opproach. T. H
crouching LP can stop offensive Headbutt attempts. If E. Honda tries a Sumo Splash , block it os he comes down and use the Storm Hammer
he lands. If he aftempis to advance toward you, simply attack because he won't have his charge for his Headbutt.
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Akuma is the boss of all bosses and his power scares the most hardcore players. Because Akuma is a secref character and all of his moves have an unfair advantage, he
is considered one of the hest boss characters created for a fighting game. His Zanku Hodoken and Shakunetsu Hadoken moves are extremely powerful. Akuma can deplefe
almost 90% of your character's health bar with a single hit.

To select Akuma in battle, choose the Super T mode from the menu and let the cursor rest on Ryu for four seconds. Then move to T. Hawk for two seconds, then on to
Guile for two seconds, then move it fo Cammy for two seconds. Lastly, move the cursor back 1o Ryu for two more seconds. After doing so, press the START button and all
three Punch buttons at the same fime fo make Ryu's picture turn completely black. This means you have successfully picked Akumat

‘STANDING | N“HMM W"WES

 Due to Akuma's greatspeed and fhe fac _ | STRONG_

that he has the same normals as Ry and
Ken, his normals are fwice os good!

_ROUNDHOUSE

STANDING CLOSE
—dose normal moves. His close MK can be followed up s — : e [ : =
__  with a special move, and his HK hils twice.

Akuma has the same basic crouching moves as
Ryu. His crouching MK is good for fwo-in-
| ones. Crouching HK s great af knacking an
| opponent off his feef, plus the move is
| extremely fost.

FIERCE

¥+ 1P + + MP ++HP

NDHOUSE




JUMPING

=5 air moves are somewhat standard. He doesn't really need anything,
snce he hos the best ir move in the game.

++1P

STRONG

= /% + MK

ROUNDHOUSE

THROWS

Because Akuma hos blinding speed, his throw game is ridiculous! He can
lock down an opponent with his Zanku Hodoken or the Shokunetsu
Hadoken, then swoop in for o quick throw.

+ x> +hAnyP oy Gandnkenl

His Go Hadoken is unbelievably fost. This Hadoken comes out of

nowhere and can take down ifs farget in no fime af all.

++x+P ".Eo Shoryuken

Tatsumoki fanEukEulm I
Akuma’s Tatsumaki Senpukyaku is incredibly fast and it has juggle
potential. You can link up fo three hits in the air, with any combina-

tions of Shoryukens or Tatsumaki Senpukyakus.

«x4u=>+P Shakunetsu Huﬁokell

Akuma's Go Shoryuken uppercut hifs three times (like Ken's), but it
does so with any Punch button. It also hits three fimes as an anfi-air
move.

Ingir, + « - +P . Zunll.": Hndukenl

This move is perhaps the most feared by opponents. This move puts
any opponent into a blocking animation for at least three or four sec-
@;onds, and it can frigger massive 8-hit combos.

The infamous Shakunetsu Hadoken can knock down an opponent ot ™
any distance, plus it hits three fimes. This is one of fwo moves that
Akuma hos that makes him far superior to any character in the
game. Since if hos almost zero recovery fime, this move con keep

@uppﬂnen!\s permanently locked down.
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COMBOS

SUPER STREET FIGHTER Il TI.IHBI]

Jumpin HK, # + MK, HP Shakunetsu
Hadoken

&

Cross-up HK, + + MK, HK Tatsumaki
Senpukyoku, LP Shoryuken

&

In air LP Zankv Hadoken, standing B ;
HP. Shakunetsu Hadoken 2 - : S —

&

In gir LP Zanku Hadoken, jump in HP,
jump up HP Zanku Hodoken, + +
MP. standing MP, HK Tatsumaki
Senpukyaku, MP Shoryuken

-------------------
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6LOSSARY OF TERMS

Before you dive into this comprehensive sirategy guide, fake a few minufes fo read
through this glossary of gaming ferms. These terms are mentioned throughout the
guide, so your familiarity with them is paramount. 2

360 MOTION :
Spin the confroller or joysfick in a circle. Basically, only six consecutive
points on the joystick {or controller) must be hit.

720 MOTION
Spin the controller or joystick in a cirde twice. Basically, only 12 con-
seculive points on the joystick (or controller) must e hit.

ABSOLUTE GUARD

Mier blocking the first hit of a combo, the rest of the hits are blocked
automatically. Street Fighter Jll: 3rd Strike is the first Street Fighter
game to remove absolute guard.

AMBIGUOUS CROSS UP
| A jumping aftack that may or may not cross up. It should be executed
in such o way os o confuse an opponent’s ability fo black on reaction.

ANTI AIR
Amove used fo attack o jumping opponent from the ground.

BAIT
To lure an opponent into atfacking.

i
|
|
!
|
| BLOCK —

To successfully guard ogainst an attack. Blocking can be done from a
high or low posifion.

BLOCK STUN
The time in which a character is frozen on-screen after o move connects.
The stronger the move, the longer the block sfun. Opponents cannot be
thrown during a block stun.

BUFFERING

To conceal the joystick and button presses of a move during the execu-
tion of onother move. This makes cancels and certain comhbos easier to
perform. It is also useful for “Psychic” moves that automatically come
out only if the first move hits.

- CANCEL Bl Vo
" Tointerrupt an ottack fo begin o new ottack before the first atiack fin-
ishes. Only certain moves can be canceled. Generally, normal attacks
can be canceled into special moves and super arts. Special moves can be
canceled into super arts. This is crucial for multi-hit combos. It also has
advanced applications.

CHAIN
A series of moves that connedi or cancel info each other to form a
combo.

CHARGE
Press in a direcfion (almost always + or « ) for two seconds.

CHARGE PARTITIONING :

A way to break up the chorge fimes of a charge special move info
pieces. This enables a character to be active while charging for a special
move,

CHIP DAMAGE
Damage inflicted to opponents with o special atiack or super art while
| they are blocking.

| Comso
| A combination of aftacks, special attacks, and super aris strung tageth-
er 1o hit opponents in sequence before they leave hit stun.

CROSS UP
| A method used fo get on the other side of opponents. Any jumping
| attack that starts in front of an opponent then hits from behind is called
u cross up. Opponents must block a cross up in the other direction, basi-
cally the direction in which they foce.
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COUNTER MASH =
A defensive mash. Press the butions repeatedly o reduce the number of
hits on certain throws.

DAMAGE REDUCTION

Attacks inflict less damage than normal when they are part of a combo.
The more hits in the combo, the less damage (a reduced amount of its
standard domage) each additional move causes. Canceling and super
conceling also decreases the damage of all the aftacks that follow.
Damage reduction resets afier the combo is completed.

DIZZY

Synonymous with stun. When the stun bar gefs maxed aut, the charac-
ter becomes paralyzed and cannot do anything uniil he gets hit or the
dizzy state ends. Mash the buttons to reduce the amount of dizzy fime.

DOUBLE TAPPING
Quickly pressing the same bution fwice in a row.

DRUMMING
Quickly pressing all three punch or kick butfons in succession.

3
A faster, more powerful version of a special attack that usually couses
more hits than the normal version. EX moves consume the Super Mefer.

FOOT GAMES (FOOTSIES)

Fighting on the ground from a distance with low kick attacks. A big port
of foot games is fo bait opponents to attack while your character is out
of range, then counter attack during their recovery from the whiffed
maove.

FRAME ADVANTAGE
The recovery of an attack is quick enough where your character can
move or attack ogain before your opponent leaves hit/block stun.

GROUND CROSS UP
To cross up on opponent on the ground. In general, this is accomplished
by dashing over an oppanent’s body as he or she quick recovers.

GUESSING GAME
Any situation that arises in which there is no way to know what an oppo-
nent will do, so you must make an educafed guess.

HIGH ATTACK
An attack that must be blocked high but connot be parried low.

HIT STUN =

The fime when opponents are paralyzed from being struck by an aftack.
They cannot move, block, or attack uniil the hit stun weors off.
Opponents cannot be thrown during hit stun unless they have been
turned around. Hit Stun is only present on an attack that does not knotk
down.

HIT VERIFICATION
Canceling or linking into the next mave of a combo only after seeing
that the first attack connects. You must verify that the next attack will
combo before you do it.

JUGGLE
A combo that knocks an opponent into the air.

JUGGLE STATE
A state in which an opponent is susceptible to a hit by more juggles.

KARA CANCEL

A Jupanese term that means “empty cancel.” It is used fo describe a sit-
uation in which you concel out @ normal attack into o special move
before even seeing the normal attack come out. Usually used to gain
extra range on special attacks, such as throws.

KNOCKDOWN
Opponents are hit or thrown fo the ground. Opponents cannot be hit
during a knockdown, with the exception of a few OTG situations.

LIFE BAR
The long bar at the top of the screen. Any hits taken decreases the life
bar. When the life bar is depleted, that fighter loses the round.

LOW ATTACK
An attack that must be blocked low, but cannot be parried high.

MATCH RESET

When neither player hos o positional udvuntuge over the ofher.

MASH
To press the buttons repeatedly. This factic is often used to gain extra
hits for certain moves.

MEATY ATTACK
An oftack that-starts while an opponent is on the ground. The move—
stays out long-enough to where the opponent gels-up into the move-
while it is still hitting. This enables the attack fo hit at a lofer time than
it normally would. It is good for linking ofter the attack, thus making it
difficult for opponents to execute a wakeup reversal.

METER

The long bar ot the batiom of the screen that indicates the number of
super arts that are available. The longer the meter, the more super arfs
and EX moves you con do. You can build the meter by whiffing moves,
connecting with moves (hit or blocked), or by being hit.

MID ATTACK (MID-LEVEL ATTACK)
An attack that can be blocked high or low, and usually also parried hlgh
or low.

MIND GAMES

Anything from playing tricks on opponents, to forcing them into unfo-
vorable situations in which they must guess. The opponent playing mind
games is generally the one controlling the momentum of the match.

MIX UP
Any pattern or series of moves intended fo confuse opponents and cre-
ate an opening.

MOVE
{Used os a noun) Synonymous with attack. For exumple [ speuli
move” (o special atuck).

NEGATIVE EDGE -
Releasing a pressed button. It's possible fo execute special attacks ith
the negative edge release of a button. For example, to execute =
Hadouken with  negative edge button release, press punch, then +, =
-+ + release Punch. Negative edges are used to simplify complex inpet
commands and make if eosier o fime a button press for a linked spe-
dial otfack or super arl.

NEUTRAL POSITION
When the controller or joystick is in the center. Bosically, when the pr
sfick (or controller) isn't being pressed.

ON REACTION
Refers 1o the ahility fo react fo something in time to either
block/parry/execute a super art, etc.

OPTION PARRY
A type of option select. You cover your character with a parry efasl
committing fo @ move.
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OPTION SELECT
Inputting a command that covers your character for multiple situations.
Usually used in situations in which guessing is involved.

OTG (OFF THE GROUND)
A combo that hits opponents even though they have already fallen to
the ground.

OVERHEAD
An attack that hits high. It cannot be blocked or parried low.

PARRY

A technique that nullifies an opponent's attack and provides o short
period of fime fo counter the attack. There are two types of parries: high
and low. Proper parrying involves a lot of quesswork.

TR T rrrrr

PERSONAL ACTION
HP +HK. Each character performs a personal action that gives him or
her some sort of power-up. Also known as “faunfing.”

POKE
Usually o low attack, it is used to hit opponents from a distance.

el R i AR

PROJECTILE
An attack that travels independently from a character's body.

PSYCHIC

Any attack can be considered psychic if an opponent guesses at the right
fime and lands  hit. Only moves that can’t be verified are usually con-
sidered psychic. Although highly risky, o psychic attack con really
change the momentum of a match.

PUNISHMENT SITUATION

A situation in which an opponent is in the middle of o long recovery
from an attack and is completely open, leaving himself open for o
combo.

QUICK RECOVERY

Top # affer a knodkdown as soon os your character hits the ground. The
choracter will roll backward and recover to his or her feet quicker than
normal. This is good for refreating away from opponents after a knock-
down. However, many characters are at risk to being crassed up on the
ground during their quick recovery.

RECOVERY

Al attacks take a certain amount of fime after their hif phase fo finish
before a character can move, block, or attack again. This is known as
“recovery.” Recovery s also used o destribe when a character gets back
10 his or her feet.

RED PARRY

Avariation of a parry that can only be done when a character is in black
stun. The absence of absolute guard in Street Fighter Ilf: 3rd Strike
enables characters o leave block stun during a combo and red parry the
next attack.

TR T T T T T e e e

RESET

A situation in which you finish @ combo with @ move that knocks oppo-
nents back to their feet. You can usually start a new combo before the
opponent hits the ground, ths resetfing the combo. Resets are also used
1o create ambiguous cross up situations.

TR W —

REVERSAL
To perform a special move or super arf at the first opportunity ofter
being knocked down, or affer coming out of black stun.

B

SHOTO
Short for Shotokan. Used to describe the character types of Ryu, Ken,
and Akuma.

STOCK
A'term used to describe a sufficient omount of meter for o super art.

STUN

Synonymous with dizzy. When the stun bar gets maxed out, the charac-
ter is paralyzed and cannot do anything until hit, or the stun state ends.
Mash the buttons to reduce the amount of fime stunned.

STUN BAR

The smaller bar under the life bar. Each hit taken increases the stun bar.
When the stun bor gets maxed out, the choracter hecomes sfunned and
cannot do anything for a brief fime. The stun bar gradually decreases
on ifs own.

SUPER ART

Sometimes known simply os “super.” Every character has ot least three
super arts. These moves, which require complex joystick and button
inputs, are usually a character's most powerful atfack. You must have o
full super meter to use them.

SUPER JUMP CANCEL (5JC)

To cancel an attack into a super jump. To do so, press the button for the
narmal attack, then quickly tap + +. Only o certain few normal attacks,
special moves, and super arts can be super jump conceled.

TARGET CHAIN
A series of chainable moves that is a pre-set combo.

TECH
To escape a throw ottempt.

TICK
A quick move used 1o set up a throw or any other fricky maneuver. The
“licked" move is usually blocked.

TRIP GUARD foes
When characters jump they can black the moment they land, provided
they did not attack while in the cir. This is called trip guard. Any parry
that accurs while either player is in the ir resefs frip quard.

TURNED AROUND STATE =
Certain attacks hif opponents and turn their bodies around so that their
backs face your fighter. This is the only fime in which you can throw an
opponent in it stun,

UNBLOCKABLE s
Two attacks with overlopping hit boxes couse o situation in which you
cannot block both attacks at the sume fime, thereby causing an unblock-
able situation. Unblockables are guaranteed hits unless parried, or an
invulnerable move s used to escape it.

UNIVERSAL OVERHEAD (UOH)
Ain overhead aftack that is universolly availoble o ll characters. In gen-
eral, press MP + MK. Each character's UOH is shown ot the stort of his
or her sfrafegy section.

WAKEUP
The time in which opponents get off the ground.

WAKEUP SUPER
An opponent performs a reversal super the moment he or she gefs off
the ground.

WHIFF

When a move does nof connect with an opponent. Somefimes whiffing an
aftack is useful for building the super meter or seffing up another offack.
Whiffed moves akso fend to be vulnerable fo counter attack on their recovery.

ZONE (ZONING)
(Used s a verb). To control space and keep your character ot a distance
so that you can dictate the flow of the match.

' STRONG

CONVENTIONS

QCF
Quarter circle forward (+ % =)

QB
Quarter circle back (# # «)

HCF
Half circle forward (« = # % =)

HCB
Half circle back (= w + » «)

JAB
Leust domaging punch button - LP

Medium domage puncﬁ button - MP.

FIERCE
Most demaging punch button - HP

SHORT
Least damaging kick button - LK

FORWARD
Medium domage kick bution - MK

ROUNDHOUSE
Most damaging kick button - HK

Used to show an action occurs at the same fime. For example, « + MP
means fo fap back on the controlisr and press MP at the same time.

_)

Used to show a sequence of events, most often for combo explanations.
For example, X = Y either means X is conceled info Y, or that ¥ hap-
pens immediately affer X finishes if X is not o canceloble move.
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Basic Universal Tactics

COMMAND INPUTS

N ALl COMMANDS (N THIS CUIDE ARE

PRESENTED WITH THE ASSUMPTION THAT
THE FIGHTER I8 FACING TO THE PLAYERS
RIGHT, THE DIRECTION THE 1P FIGHTER
FACES WHEN A ROUND BEGINGS.

FORWARD DASH

- -

Tapping forward twice makes your character perform a forward dash.
Dashes are effective for quickly closing distances. Each character’s dash
hos different speeds and properties, induding start-up, overall travel
time, and recovery period af the end of the dash.

BACKWARD DASH

- - 3 b

Quickly tapping back twice makes your character do o refreating dash.
If you need to create space between your fighter and the opponent,
start buck dashing. Some characters have back doshes that are designed
to be effective up dose. Ryu's back dash covers an extremely short dis-
tance. Use this to your advaniage, os he can back dash out of an oppo-
nent’s throw range. After the throw whiffs, punish the opponent with a
combo. Each choracter hos o different back dash; learn each one’s
strengths and weaknesses.

JUMP
SAVE |

Pressing Up makes a character jump. You con jump toward (press #) an
opponent or backward (press = ). The jump is o very daring choice in
Streef Fighter. Although it's commanly the first thing lots of people
choose to do in an attempt 1o be on the offensive, most characters have
multiple anti-air options they can use to deal domage for jumping. Even
with the parry, jumping is never safe. An opponent can vary which anti-
air options they use and do other tricks o throw off your parry fiming
during o jump and score free domage. It's very imporfani fo experiment
und determine when to jump to minimize the risk involved in jumping.

UMPING/CROUCHING SHORTHAND )

FOR MOVES INVOLVING A JUMP, IF
OMLY + 18 LISTED, THEN THE SAME
ATTACK EMERGES FROM » AND # AS 4,

THE SAME HOLDS TRUE OF CROYCHING,
lF OMLY ¥ 1S LISTED, THEN ENTERING =
OR w SHOULD PERFORM THE SAME MOVE,

EXCEPTIONS TO THE ABOVE ARE NOTED
L//V EACH CHARACTERS LIST OF MOVES,

vy

SUPER JUMP

4t

A jump that covers more distance, both vertical and herizontal. Super
jumps ore easier to use in cross ups and when jumping over projectiles.
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BLOCKING

K

The basic defense against an opponent’s attacks. Blocking makes fight-
ers immune to normal attacks. While blocking an attack, fighters go into
a state called “block stun.” During this condition, the character is help-
less so he/she can only block or red parry. The stronger the attadk, the
longer black stun losts.

# vs. low attacks

Blocking has two major wenknesses. First, special attacks sill inflict
some damage if blocked (domage is reduced by more than 90%).
Second, throws cannot be blocked. Knowing when fo block is key to tak-
ing less domage in fight situations. Learn to watch for overheads and
throw attempts while blocking low to reduce the overall damage taken
when opponents are close.

attacks, or while in the élir s

4+ vs. low ottacks

Parrying is o new fechnique introduced in Street Fighter M. It is an
offensive maneuver that nullifies an aftack and provides a brief period
of fime fo counter opponents before they recover from their move.
Many mid-level attacks can be parried either high or low. The controller
must come from the neutral position before inputfing the parry com-
mand. You cannot mash in a direction, trying to parry all the fime. The
controller must return o neuiral and stay there for a fraction of a sec-
ond before you can attempt onother parry.

You take no damage from parrying an attack. You get frome advantage
o hit opponents while they are cought in the recovery of their move.
The weaker the attack, the more frame advantage you have before
they start fo recover. The parry input must be done a split second hefore
their move is going to it your fighter.

Parrying is  high risk, high gain maneuver. There are low and high
attacks on the ground, ond you can only attempt o parry in one direc-
fion at o time. If you guess correctly and porry an opponent's attack,
you have the opportunity fo land o big combo. However, if you guess
wrong, your character will fake domage from their atfack, which could
lead to a big combo. Parrying is a tactic that can change the momentum
of a match in  big way. Use it strategically; somefimes the risk is worth
the reward. Somefimes, however, it's better just fo block. Consider the
consequences before attempting o porry.

You can also parry while in the oir. Any parry that occurs when either fight-
er is in the air resefs the trip guard. An atfemped parry in the air that does
nothing because your opponent did not attack does nof affed trip quard.

Street Fighter 3rd Strike also introduces red parries. A red parry is a parry
that comes from a block stun. Red parries are possible because Street
Fighter 3rd Sirike does not have absolute guard. In most other SF gomes,
when you block o combo, even if you release the joystick after the first hit,
the rest of the comho hits are blocked outomotically. However, in Street
Fighter 3rd Strike, if you release the joysfick your character wil stort fo get
hit. The absence of absolute guard creates the option to stop blocking in the
middle of a combo. The only aptions af this paint are to either ge hit by
the next combo hit, or inferrupt the opponent's combo with  red parry.
While blocking, wait for a space between the hits of the atfack string, then
return the sfick to neutral, then input a parry in the proper direction before
the next hit. When fimed correcily, your character will stop blocking and
flush red as you parry the next hit that you normally would have blocked.
Red parrying s useful for parrying multi-hit moves, or for attack sequences
in which you are fairly confident you know what will come next.

THROW
LP + LK

Pressing LP + LK next to an opponent makes your character execule o
throw, inflicting o decent amount of domage and stun damage. Throws
cannot be blocked, making them ideal o use against blacking oppo-
nents. Normal throws are very fost, coming out in three frames, so they
can somefimes seem unbeatable af certain ranges.

There are a variety of ways o counter throws. “Teching” the throw s
one option. Another simple way fo offsef a throw is to jump straight up
just as an oppanent tries to throw, which should enable you to avoid it
completely. Throws also cannot offset uny normal attack with a three-
frame start up. If a normal attack and o throw come out of the exact
same time, o normal attack always wins.

Also remember that most throws don’t have great range, meaning you

, con back out of throw range fo make it impossible to land. Throws wil

also never defeat meaty attacks on woke up, or most moves with invin-
cbility. Regardless, throws are o major part of mix up games in Sireet
Fighter ll. When dlose to an opponent, mix in a throw when you think
the opponent will block. Then use attacks when you think your adver-
sary will attempt fo tech o throw attempt. Add them 1o your close-range
gameplan and force your apponent fo guess.

TECH THROWS
LP + LK immediately upon heing throw-rn' _

When an opponent atempis o throw your fighter, press LP + LK when
they adiivate the throw to counter it. The result is that both players
bounce away from each other and take no damage.

QUICK RECOVERY

+ upon touching the ground after a knockdown

Quick recovery makes characters immediately roll backward and stand
up ofter they have been knocked down. This is helpful for keeping
opponents from maneuvering into a potentially dangerous posifion.
Your fighter is-completely invulnerable during o quick recovery.
only weakness in this situation s that many characters can dash throug
an opponent’s body during a quick recovery. This enables opponents fo
dosh behind your character and aftack on wake up, which can be very
difficult to block. However, only certain characters can do this against &
very specific set of characters. v

UNIVERSAL OVERHEAD (UOH)
MP + MK e |

This is on overhead atfack ovailuble to each choracter. These aftocks
come out quickly and are helpful in setting up guessing games. However
they can leave your fighter susceptible fo damage if done too dlase fo o=
opponent. By performing one on woke-up (or from farther away so
hits on a later frame than normal), you kill the recovery and get a siz-
nificant amount of frame advantage. This allows for linked super ars &=
other attacks. This is great for wake up mix-up games, since this gives
your character o potential fo cause domage with an overhead. Howeves
attempting o UOH early enough to get frame advantage makes the over-
head more noficenble and easier o block.

PERSONAL ACTIONS _
i e

Personal uctions are bosically character-specific taunts. There are other
benefits fo performing them, outside of looking cool and boosting yeer
super meter.
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PERSONAL ACTIONS BREAKDOWN
AKUMA

Akuma’s attack power and stun domage increase.

ALEX

Alex's attack power increases. Pressing and holding HP + HK keeps Alex
in his taunt stance, which builds his attack power fo a specific limit.
Performing the taunt repeatedly builds attack power, maxing out after
the fourth taunt.

CHUN-L/
The bonuses Chun-Li receives depend upon the type of taunt she per-
forms. Chun-Li has four variations fo her tount;

When she yawns, Chun-Li's stun gauge recovery rate increas-
es. This can be stacks up fo three times.

When she cracks her neck, Chun-Li's attack power increases
for all atfacks except for throws.

When she pats her shoulder, Chun-Li gets o defense increase.

When she arches forward, Chun-Li geis an attack and defense
power incrense.

DUDLEY

Dudley gets an attack power increase while tossing a rose into the air
that zeraes in his opponent. Dudley will end up holding a rose if addi-
tional taunt attempts are tried before the first rose disappears from the
screen. In this cose, Dudley still gets an attack increase but no super
meler increase.

ELENA

Elena gets a stun domage increase. The stun damage increase stacks up
foa total of four times.

GILL

Gill gets an attack power increase.

HUGO

Hugo gets an atiack power bonus for all attacks except for throws. While
holding HP + HK, he performs a taunt that increases throw damage.
Any fime a taunt is performed, Hugo gets an additional defense bonus,
which stacks up to fimes.

IBUKI

Ibuki leaps foward her opponent and, when it connects, she leapfrogs
over her opponent and gets an attack increase. Ihuki does nof receive
the bonus if the taunt does nat hit.

KEN

Ken receives an attack power increase for all of his atacks except for
throws. Ken's taunt also hits fwice, although the hits do not combo.

MAKoTO

Makata’s taunt has three segments. Taunting once is the first segment
and holding HP+ HK after the first tount leads to additional tounts (if
the buttons are held down long enough). The first fount hits once for
minor domage and gives Makoto on aftack power and stun gouge
recovery incrense. The second gives Makoto another attack power and
stun gauge recovery increase. The third faunt gives Makofo another
stun gauge recovery incrense.

NECRO

Necro receives an attack power increase for all of his attacks except for
throws. Hold it down fo make Necro continue o flail his tongue.

0RO

Oro's stun gauge is lowered slightly. Hold down the butions 1o gradual-
ly lower his stun gouge.

UNIVERSAL CHARACTER ABILITIES

This section covers the universal character abilities.

SPECIAL ATTACKS

Special attacks range from projectiles to mutli-hit punch attacks that are
great for combos. Learn each choracter’s special ottock commands to
perform them smoothly and swifily.

EX SPECIAL ATTACKS

These attacks are alternate, upgraded versions of a character’s specil
aftacks. To perform an EX aftack, press two punch or kick buttons
(depending on the special ottack) instead of one. Performing an EX
move depletes a certain amount of super meter, but it is worth the cost.
Many EX special atfacks are vasily superior fo the original. They are so
much better, in fud, that it's possible fo base some characters (like Ryu)
entire game around EX special attacks.

SUPER ARTS

Al characters have three super arts and you can choose one before each
sound. Super aris have varying super meter sizes and stock amounts,
Super art selection changes the way any particulor character is played,
s0 choose the super art that best fits your style of play.

STUN GAUGE

There is o second bar under a fighters life bor. Each time o fighter gets
51, the bar fills slightly. When it fills up, the character falls over and gets

up in o “dizzy state.” During this fime, the fighter is completely vulner-

able fo attacks. When your character is dizzy, wiggle the conroller while
mashing butions fo escape from dizzy state. Learn fo keep an eye on
your character's stun gauge and defend yourselfif it's high. Experiment
and determine which combos and aftacks cause the most stun domage
so that you can dizzy opponents when the opportunity arises.

COMBO SYSTEM

Comhos are o combination of o choracter’s attacks, special atfacks, and
super arts strung fogether to form an inescapable siring of aftacks.
Some combos are flexible, safe ways to cause damage in situations
where an aftack is not always guaranteed. Others combos are good for
when an opponent is completely open fo attack, possibly inflicting
enough domage in one shot o end the round. Learning each character’s
most important combos—and when they are most useful—is an
important part of being successful in Streer Fighter /Il

When a characier gets hit by an attack that does not knock down, he or
she goes into a short period of recovery known os hi stun. During this
fime, o character cannot mave, attack, or defend until this window of
recovery ends. I1's possible to attack opponents hefore they leave ihis
recovery and the end result is o combo,

Because the period of time for hit stun is usually short, you can’t simply
follow attacks ane after the other fo form o combo. A variety of meth-
ods exist in creating combos, each of which have different uses. If's
important o learn all of these methods fo deal the maximum amount
of damage while sfill being sufe from attack.

a

Q gets o defense bonus for the rest of the round. This bonus stacks up
to three times.

REMY

Increases Remy’s stun domage. Stacks up fo four fimes.

RYU

Increnses Ryu's stun gauge recovery rate. Stacks up fo three times.

SEAN

Sean throws a bosketboll that zeroes in on his opponent. When it his,
Sean gefs o stun domage increase, which siacks up o three fimes. The
basketball must hit each fime for Sean fo receive the stun damage
increase. s ;

' TWELVE

Twelve disappears a limited period of time during his personal acfion.
When hit Twelve reappears, blocks an aftack, throws his opponent, or per-
forms a super art. Taunting while invisible also makes Twelve reappear.

URIEN

Urien gets an aftack power increase. Strangely enough, if the taunt hits
an opponent, Urien does nof receive the attack power bonus.

YANG

Yang gefs an attack power increase, but his throws only receive one
point of increased domage. Yang’s tount also hits opponents.

Yun

Yun's spinning hat can hit on every rofation. He gets a full attack
increase for all of his special attacks, and a minor increase for throws,
narmal, and special attacks. Hold HP + HK 1o make Yun continue to spin
his hat, which gradually increases his overall aftack power. Taunting
eight separate times has the same effect.
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CONBO TYPES |
CHAIN COMBOS =
Chains are comhos that use normal aitacks rhu ecl"‘m;n each

other. The reason why chin combos work is becat '{oli‘ra rqq,tglmg_f "

ihe recovery of the first normal attack info o
before opponents leave hif stun. The cancelle

animate; the next affack in the chain shm}Id'fume out almost immedi-
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ately affer the first attack hits. Most chains u:-ns_lst of repeated jobsor

shorts strung fogether, like crouching short >

or Ryu. However, a specific fype of chain, ml!adu!urgé?tumbn usuul o

ly consists of a variety of normal ﬂﬂud:s

TARGET COMBOS

Target combos are character specific; no two characters have the same
target combo. Target combos work in the same monner as chain combos,
so they are often referred to os target chains, or simply chain combos.

v

Example: Select Ken and stond next fo an opponent. Perform a close
standing MP, then execute a HP just os it hits. When timed correctly, Ken
should immediately go straight into o standing fierce after the MP=hits
withaut going into a recovery animafion.

Target comhbos are specific and only work with o small set of normal
ottacks. Some characters only have one or two chains— others don't
have any!
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LINK COMBOS

Links are the opposite of chain combos. You are not canceling the recov-
ery of an aftack, instead, the starfing attack hits the oppanent and
recovers before the opponent leaves hit stun. This enables you fo “link”
another aftack after it. In essence, the recovery from executing the
attack is shorter than recovering from being hit by it.

For a link to work, the first hit must have a significant amount of frame
advontoge after it, and the second attack must come out fost enough to
hit an opponent while he or she is sfill in hit stun. The window of time
o link an attack after another is short. So, since you must wait for the
first attack o recover before following up, the timing for links is vastly
different.

Alihough difficult to execute, links are useful for one big reason: verifi-
cation. Because the starting attack must recover completely before you
cn link an attack ofter it, the recovery of that normal attack can be
ohserved. This enables you to decide on whether or not fo finish the
combo. In Streef Fighter I, this is known as “verification,” which is
important when it comes to landing specific super arts.

Example: Ken has a significant amount of frame advantage ofter his
crouching strong hifs. Although he doesn’t have any narmal attacks
fust enough fo take advantage of this, Shippuu-jinrai-kyaku comes out
fast enough fo link into it. Ken's crouching strong recovery can be
observed before committing fo linking info his super art. If the low
strong hits, go straight info Shippuu-jinrai-kyaku. If the low strong is
blocked, there's no need fo do the super arf, which leaves Ken wide
open when blocked.

The ability to verify attacks before launching another attack keeps your
combos safe, plus it prevents you from giving opponents any easy apen-
ings. The some idea opplies 1o some choins s well, as chains with mul-
tiple hifs ond cancelable endings can be used to verify atiacks hefore
conceling into a special atfack or super ort.
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JUGGLES

Many attacks knock opponents into the air. When this oceurs, it's possi-
ble to hit an opponent again os he or she falls from these attacks. This
is what is known as a “juggle.”

Example: Select Ryu and perform an EX Joudan Sokufo Geri. After
this attack hits— and just after the apponent bounces off the wall —
perform o Shoryuken (HP) fo juggle your adversary.

The number of aftacks that put oppanents into o “juggle state” {and
sometimes what is available fo confinue the juggle) are limited. Juggles
often lead to o lorge amount of damage. This makes them important for
combos, because they can be started in a variety of positions —not just
during o ground-based combo.

CANCEL

After specific normal atfacks i, it's possible o cut off the recovery and
go siraight into o special attack or super art. This is called o “cancel.”
This is one of the most basic and dlassic combo fypes in every Streef
Fighter game. For a cancel fo work, you must complete the motion for
the special attack just as your chosen normal atfack hits. When done
correctly, the normal attack does not finish ifs recovery, but instead cuts
off and goes into the special attack or super art.

Example: Select Ryu and perform a low MK and, just as it hits, input
the command for Hadouken (HP). When done correctly, the crouching
forward should cuncel directly into the Hadouken, resulting in a two-
it combo.

Not all normal attacks ore cancelable; some are only cancelable info
super arls. If's important fo know what normals can cancel into o spe-
cial attack and which special attacks are hest suited for canceling.

SUPER CANCEL

Some special attacks can be canceled into a super art after they hit. This
is great for additional damage in combos. It works just like o normal
cancel: Perform a super concelable special attack, then input  super art
os the special attack hits.

Example: Select Makoto and Seichuu-godan-zuki. Position her nex! to
the opponent and perform an Oroshi {LP). As the overhead chop con-
nects, quickly input the super art. The motion must finish for the super
us the Orochi connects. When done correcly, the overhead chop should
concel directly into the super art.

Although some super cancels can add damage fo a comba, some super
concels might cause less domage than if you were to cancel directly into
a super. Super cancels have an interesting property that can help with
execution. It's possible o use the mation from a previous special attack
within the super attack mofion.

Example: Select Ryu and Shinkuu-hodouken. Perform Hadouken
{HP), then os the Hudouken hits, input # s = + HP. When timed cor-
rectly, the Hadouken should cancel directly into a Shinkuu Hadouken.
This only works if the special attack you're canceling from and the super
art you're canceling info have similar input motions. For instances in
which the mofians are not similar, do the full super art command when
the special atfack hits. Stil, this shorfcut method can be helpful for mak-
ing a variety of combos easier.

h'

BUILDING EFFECTIVE COMBOS

Now THAT YOu KkNOW WHATS POS-
SIBLE, COMBINE ALL OF THESE ELEMENTS
AND BUILD COMBOS THAT ARE EFFECTIVE
FOR GAMEPRLAY, SOME COMEBOS SHOULD
BE BUILT ON THE BASIS OF FLEXTBILITY,
WHETHER ITS VERIFIABLE, SAFE IF
BLOCKED, OR IT CANT BE PARRIED BOTH
HIGH AND LOW, OTHER COMBOS ARE
PURELY FOR MAXIMYM DAMAGE QUTPUYT,
/T MAy NOT BE SAFE, BUT IF YOU GET
AN OPENING TS WORTH TRYING. NOTE
THAT THE COMBO THAT CAN CAYSE THE
MOST DAMAGE PROBABLY DOESN'T FIT
INTO BOTH THE FLEXIBLE AND MOST
POWERFUL CATEGORIES, (TS IMPORTANT
70 BUILD MULTIPLE COMBOS THAT ARE
GOOD FOR EVERY SITUYATION,
EXPERIMENT AND HAVE FUNT
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b~ {HARA CANCELING

B atinck Street fighter games are lenient on coordinating joysfick motions and button presses in order fo execute special moves. For example, the command for o Hadouken is + ~ = + (any punch button). However, you do not have
fo press punch and = ot the same exact moment. Pressing punch early (of  instead of = ), it is still possible to execute o Hadouken, At first, the game registers s + punch, which starts the animation of  crouching puncs.
By quickly rolling the contraller to - and finishing the Hadouken's input, the game engine cancels aut the low punch in its early fromes. This happens so fast that you may not see the punch come out in fron of the Hodoukes

: . This feature makes executing complex special moves easier. ;

rxen. However, this feature can be used in another way. If you cancel out a normal attack that moves your character forward in ifs very first frames, then the special move that cancels out the normal attack vil start from yoer
& super charadter’s new position. Use this cancelling property to move your character forward in order fo gain exira range on special atiacks.
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= ADVANCED APPLICATION 1: KARA THROWING

You can cancel out any normal attack with o throw because a thraw is considered a special attack. Find @ move that moves your character forward in fs first few frames, then quickly press LP + LK fo cancel thotmoveand
execute a throw,

Here is a list of each choracter’s best kara throw moves:

—
:'_ AKUMA: - + MP DUDLEY: = + LK IBUKI: MK ORO: MK RYU: = + MP URIEN: NONE

w ALEX: = + HP ELENA: » + MK MAKOTO: LK Q: « + MP SEAN: = + HP YANG: HK

;F i CHUN LI: MK HUGO: MK NECRO: MP REMY: MP, HK TWELVE: MP YUN: LK

r: There is ane disadvantage fo kara throwing. The start up time for the throw is slighly greater than normal throw, If you are in range for a normal throw attempt, there is no reason to kara throw. Only se kara throws when
% you are oufside of normal throw range.

7.

: ADVANCED APPLICATION 2: ADVANCED APPLICATION 3:

] KARA UNIVERSAL OVERHEAD KARA SPECIAL MOVES

Universal Overhead (UOH) attacks are clso considered speciol moves, so they akso make use of kara cnceling.  Kara conceling can olso be used to add range to certain special moves. The controller mafions o achieve this
. Do a normal attack that moves your choracter forvard, then cancel it outin it first few frames by pressing MP + MK. vary according fo each attack. Generally, you input os much of the special command as possible, input the
h normal attack on the second fo fast controller mation, then kara cancel it with the final controller input +

Many characters kara cancel with either MP or MK. In order to execute a kara UOH in this case, you must neg- hutton press

ative edge the button pressed for the kara canceled move. For exomple, Chun Li's kara cancel s with MK, To
execute a kara UOH with Chun Li, you must press MK, then negative edge MP + MK,

Any charadters that require a directional input to execute their koro-canceled move must release the confrller
before pressing MP + MK. For example, for Ryu to kara UOH, he must press - + MP then reset to neutral, then
. input (negative edge) MP + MK. A UOH can only be executed when the controller s in the neutral position.

r
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THROW TECH DEFENSE

There are two ways fo defend, o ‘fech’, against being thrown. The first way is if both characters attempt o [Fyau anficipate incorrecly, and your opponent doesn't ry to throw, your charadter’s law p’nwﬂl e ouf whe
throw at the same time. In order for this to happen, both characters must be standing and within their respec- you press LP+ LK from ». Low jalis generally o fast move, so1i's @ good choice from dose proximity. osfio
five throw ranges. If this happens, both tech the throw and neither ployer lands a throw. from w is usually the safest woy o fech throws while simuaneously defending against low aftacks.

The ofher way fo fech a throw i fo press LP + LK within the first few frames of being thrown by an opponent.  However, this method has one drawback. If you anficipate a throw correcly, and press LP + LK from » of the
This aption does not require you to siand up, which makes your character vulnerable fo low attacks. Also, you  same fime that an opponent ries fo throw, expect fo be thrown. This is because low jab does not execute quick-
con input the throw fech attempt loter than the other method, thus giving you more fime to react fo any throw ly enough o beat the throw. (Chun Li s the only exception to this, because her low jub comes out fost enough
aftempis. By using this method, you never need to stand up o tech a throw again. You can confinue to block fo beat throws.) In order fo fech throws safely from », you must wait until affer being grabbed, then quickly
low, which is generally safe, and tech after being thrown. press LP + LK.

CROSS UP

A way fo hit your opponent from behind.,

JUMPING CROSS UP GROUND CROSS UP

A jumping attack thot hits opponents from behind. Your fighter jumps over their head and his from behind, A way to cross up'on the ground. This is generally dp_ne by doshing over fallen opponents_‘ﬁ_s_they quick letoyr::
then lands behind them. Crossing up is a great way to confuse an opponent's blocking. er. Many characters have doshes that ore considered airborne for a brief period. Use this property to go over
opponents while they are rolling during their quick recovery.

SINALIUL IALOH
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CHARGE PARTITIONING

Charge Partitioning is the obility to split up the charge fimes for some special moves. As long s you aren't fully charged, it's possible fo charge o fraction of the fofal charge time, then move around or do o move quickly,
before you resume charging. Splitting up the charge into several pieces achieves some interesting results. This technique allows many charge-based characters fo move oround and remain aciive while also charging for their
special moves. This helps out a great deal, because without this technique, most characters are forced o sit back ond charge # or «- or » while waifing for the charge to complete. With charge parifioning, these fighters can

uctively fight and sfill manage to build up a charge.

ADVANCED TECHNIQUE 1:
BUFFERING

Buffering is the idea of carrying over the controller inputs and button presses of one move in the execution of
another move. This is exiremely important for basic combos that involve canceling. For instance, in order to
do + + MK = super art with Ken, you must cancel the + + MK before a certain point in the move’s anima-
fion. As soon as you input + + MK, immediotely begin the doubled QCF motion while the + + MK is hitiing,
then press P on the second .

Buffering is also extremely helpful with the fiming of links and lafe cancels. For instance, Ken can link o
Shippu-Jinrai-Kyoku after o & + MP iF it hits. You can do the + + MP, and start fo buffer the QCF (x2) during
the execution of the punch. Time the second QCF motion to coincide with the moment Ken fully recovers from
# + MP.IF the move hits, press kick to link the super art. If the punch doesn't hif, don't press kick. The iden
is to do the super art motion during the move to prepare for the possible hit and link. This makes doing links
and lofe cancels much easier.

Buffering can also be used for “psychic” moves. For instance, Ken sticks out + + MK from o distance where i
normally would whiff. Buffer the QCF (x2) super art mofion during the execution of + + MK. As long us the
move is out of range and whiffs, the super art will not come out if you complete CF (x2] + K before + + MK
recovers. If you fime if correctly, the super art comes only if the move being done hits on apponent. This allows
you o set up o ‘psychic’ situation where the super arf comes out automatically only on a hit. Position your
fighter outside of the move’s maximum range; do the move and buffer the super arf motion. If the opponent
does anything to run into the move, such as dashing or poking with o low attack, the attack automatically can-
cels into the super art. This is o good and generally safe way to cancel info super arts via low attacks that are
0o fust 1o cancel on reaction fo a hit.

ADVANCED TECHNIQUE 2:
NEGATIVE EDGE

Itis possible fo execute special attacks with the negative edge release of a bution. For example, fo execute o
Hadouken with a negative edge button release, press punch, then + % = + (release punch). Negative edges
are used fo simplify complex input commands and make it easier fo fime a hutton press for a linked special
atfack or super art. Negative edges go hand and hand with the button drumming technique to make fiming o
link much easier. Also, certain kara cancels can only be done with a negative edge button release.

ADVANCED TECHNIQUE 3:
DRUMMING

Drumming the buttons means pressing all three punch {or kick) buttons in succession. This is very handy when
irying fo get the timing correct for o linked super art. Instead of frying fo press one button af the precise,
required moment, you can drum all three buttons to give yourself more fime fo it the button press ot the
proper moment. Drumming all three buttons gives you three chances fo hit the button af the right fime. You
can foke this a step further and negative edge all of the button presses in series after drumming the buttons.
For example, if the move you are frying fo time correcily s with punch, you press in sequence: L, MP. HP, then
release LP. MP, HP. This technique provides six chances fo score a button press at the proper fime. You can start
early and end late, in effect covering ol possible fimes so that you wil get the super art to come out every
fime. This technique is seful for hord-to-fime links, such as Ken's Inozuma Kakato Wori linked info Shippu-
jinrai-kyaku.

ADVANCED TECHNIQUE 4:
DOUBLE TAPPING

Douhle tapping is o very simple technique. It s done for the same reason s drumming the buttons—to make
sure you hit the button af the right fime. Every fime you press a button, press it with one finger, then imme-
diately use o second finger to press it again really quickly. This gives yau two chances to it the button at the
proper fime fo input whatever move you are frying fo do.

ADVANCED APPLICATION:
SUPER JUMP CANCEL.

Certain characters con cancel o normal attack into a super jump, and before they leave the ground, cancel the
first frames of the super jump info a super art. This ollows attacks that normally cannof be super canceled fo
link into super arfs. Also, because no special cancel or super cancel is used, there are no damage reduction
effects from canceling involved in the combo to follow.

ADUANCED TECHMQUES

ADVANCED EXECUTION TECHNIQUES

There are many controller input and button pressing techniques that you can use to improve your game play
and help you 1o execute some of the advanced techniques eosier.

FRAME ADVANTAGE

Every atiack comes out in a certain number of frames. When the atfack connects, it also hos a certain number
of frames of recovery before you can move/block/attack again. If you can move before opponents can, then
the move has what is called frame advantage. If your apponent can move/block/attack before you can, then
the move has what is called frome disadvantage. There are two different types of frame advantage: hit advan-
tage and blocked advantage.

Hit odvontoge is how much frame advantage you have when @ move hifs opponents. If o move has a large hit
advantage, then you recover fram your move and are able fo offack agoin while they are still paralyzed from
the ottack you just did. They are said fo be in it stun. This is how links are possible. You recover in fime fo hit
opponents with anther move before they can block again. The hit advantage s longer for the some move if
an opponent is crouching when hit.
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There is also hit disadvantage. Some moves allow you to hit opponents where they recover from the hit while
you are still in the recovery phase of your attack. In these situations, if the disadvantage is long enough, oppo-
nents can attack you before you finish your move, even though you it them.

Blocked advantage is similor fo hit advantage. You recover from your aftack while the opponent s sfill in block
stun. You have the advantage fo move or attack again while the opponent is immobilized. =

Blocked disadvantage is when you attack and an opponent blocks your move, and the recovery of your move
is slow enough where the opponent recovers before you do. If the blocked disadvantage of your move is long
enough, your opponent can hit you before you fully recover from your attack.

HIT CONFIRMATION (HIT VERIFICATION)

Hit confirmation is @ way fo eliminate guesswark in your attacks. You only follow up an attuck with a specicl
move or super ort if the first attack connects with a hit. For some attacks, this is impossible because the win-
dow to cancel the move is foo brief. However, other moves can be cancelled late into their recovery, making
it possible fo confirm by sight that the move actually hit, then cancel into a super art. This is even easier i
links because you generally have mare time fo watch the move and look for o hit befare doing the super art
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Verifying a hit is important because your super meter is limited. You don't want fo waste a super art by can-
celing an attack that is blocked. Also, many super arts are vulnerable if they are blocked, so i’s foo risky to
guess. Whenever possible, always fry to verify that your move has hit before you proceed to your next atfack
in the desired combo. The most common ways to hit confirm an attack hefore doing a super art are with chain-
able moves, late cancels, links, cancelable target chains, and meaty atlacks.

If's also possible to confirm that your attack will hit based on the action of opponents. If you see an apponent
stick out a move that's slow o recover, you can hit quick enough to know that it will hit before the opponent
can block. In this situation, it's safe to immediately cancel info o super ar, even off of moves that normally
con't be verified. Another situation that often comes up is  throw whiff. If you see a character attempt a throw
that wehiffs, you have enough fime fo punish it. After the initial hit, cancel into a super art immediately.

GUESSING GAMES, MIND GAMES

Many situations come up where there is no way to know what s going fo happen. You must guess fo gef it
right. Many of these situations have two possible choices, so they are known as 50/50 situations, Examples of
these are blocking (high or low), parrying (high or low), throwing (throw or no throw), wakeup move (hit, or
whiff). Parrying is the most notorious 50,50 situation in Street Fighter /1f: 3 Strike. However, there is more
involved in parrying than just high or low. Throws and hesitation moves combat parrying, as well, so it’s bet-
ter to refer to it as a rock, paper, scissors mind game.

It s generally in your favor fo get opponents into these guessing game situations and force them fo make o
choice. They con't always guess correctly, so pressure them in this manner, especially when there are more
than wo optians. The best 50,/50 situations are the ones where you force oppanents fo choose befween block-

HOW TO READ CHARACTER MOVE DATA

ing left or right (or up or down). Examples of this are ambiguous cross ups. If they guess wrong, you land =
big combo. If they guess right, they black, but you are still safe. So, it's ideal o fry to create as many of these
safe 50/50 situations as you possibly can. Consider it free domage 50% of the fime.

Wakeup situations are 50/50 guessing games that come up all the fime. The player who scores the knackdawn
has many options, including attack high / atiack low / throw / do nothing / etc. The waking up opponent’s
options include block low / block high / parry low / parry high / wakeup mave / etc. Although some oves-
head attacks are slow enough to react fo, most other attacks are not. Therefore, the waking up opponent se-
olly must guess what opponents will do, then decide what is the hest option. The opponent pressuring the wak-
ing up opponent has the advantage in this situation because of the ahility to attack first.

FOOT GAMES (FOOTSIES)

Foot games, or foofsies, are a big part of many characters” offense. Foofsies involve low kick afiacks befween
two players on the ground. If is  step up from merely poking. You are essentially trying fo invife an affack.
then punish it. This is usually done by staying just outside of the maximum poke range of an opponent. Walk
back and forth, making it look like you are vulnerable and in range for an atfack, trying fo draw out an affock.
If the attack whiffs, quickly hit them during the recovery of their move. Some characters can hase their entire
strategy on just foot games. Those characfers usually have a super art that can combo easily from their longest
low poke. Make it hard for opponents fo gef near you, and hover ouiside of their range. Gef opponens fo
flinch, thinking you are about fo use an atfack that is vulnerable, but you should aciualliy do o poke that
recovers quickly. Foot games are very effecive against impatient opponents, and they do not need to be com-
plex to garner large rewards.
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Zugui Hosatsy

START UP f e

START UP #

The number of frames from the heginning of the attack anima-
tion until the attack actually hits. The lower the number, the
faster the attack.

BLOCKED ADVANTAGE, HIT STANDING
ADVANTAGE, HIT CROUCHING ADVANTAGE

The frame advantage or disadvantage for the different autcomes
of an attack. If a D is listed, then the attuck knocks down.

START UP #

the aftack.

BLOCKED ADVANTAGE

The number of frames from the beginning of the attack anima-
tion until the attack actually hits. The lower the number, the faster

The frame advaniage or disadvantage if the attack is blacked. If
a D is listed, then the attack knocks down.

START UP #

The number of frames from the beginning of the atfack animation
until the attack actually hits. The four numbers represent Light attack,

_4

Medium attack, Hard attack and EX aftack (where applicable).

GUARD H/L
: Ry
The ability fo block an attack High (with « ), Low (with ») or \ THROW FRAME DATA BLOCKED ADVANTAGE
gither. ALl THROWS USING L2 + LK wave A The frame advantage or disodvantage if the aftack is blocked. If
TWO FRAME START UP, EXCEPT [BUKIS u D is listed, then the atfack knocks down.
PARRY H/L AND ORO'S AIR THROWS, WHICH HAVE A \ /
The ability fo parry on affack High (with = ), Low (with +) or ngx O STRT . y
gither. =
& / COSTUMES
CHAIN INTO SELF (CS) V= THE COSTUME SELECTION INFORMA-
SPECIAL CANCELABLE (SC) TION GIVEN ASSUMES THE DEFAULT CON-
SUPER ART CANCELABLE (SA] TROLLER SETTINGS ARE BEING USED,
White text indicates thot it is possible fo chain @ move info itself, \ )
cancel into o special atfack or cancel into o super art. = .
! / /) COMBO DAMAGE
NN THE DAMAGE DATA FOR COMBOS WAS
ACQUIRED AGAINST A STANDING RVY, =
YNLESS THE COMBO SPECIFIES OTHER- .
WISE SINCE CHARACTERS TAKE DAMAGE
AT DIFFERENT RATES, THE VALYES PRE-
SENTED IN THIS CUIDE SHOWLD BE UVSED
FOR COMPARISON PYRPOSES ONLY.
v,
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Akuma

NORMAL MOVES
STANDING 1P o STANDING CLOSE

Qutside of + + LK range, MK is : LS Close MP is o good poke. Akuma
Akuma's best poke. His fooi  [[+4 ] 9 41 has frame advantage off of it, so

extends oul and goes over most it's good for tick throw setups and P = 4 i

low attacks, yet it hos o wide other mix-ups. For example, [ ; "

enough hitbox to hit most charac- affer a blocked MP hesitate, then | gl

ters os they oftempt an ottack. walk up and repeot, or use + + & ! e ||
LK twice. The trick is to make it

Use this to beat other characters’

pokes. look like o throw aftempt, which
should lead o on opening. MP

links to Messatsu-Goushouryy,

and is the only verifiable high

ottack info it.

HK covers o wide hit area. Use it
from long ronge to caich lorge
characters i the beginning of
jumps, or use it os a universl
anti-air, Effective ot almost any
fime, stick this out to confuse
parry atempts.

In close MK hits high, so mix it in
versus would-be low parriers. It
easily links into  Messatsu-
Gouhadou.

COSTUMES

« + P+ K Tamne Nage

X

dH + W + d1

d1+ Hnig
dW + Hnig
dH + HDiS
01 +Hogs
W I+ Hnig
WH + 1S

+ + LK has mony wses. Its o START UP

quick poke, ideal for fick throw
sefups ond mind gomes. After o .

blocked + + LK, there ore o few
optians: throw, hesitate and + +

w LK twice fo follow up, dosh back
SPECIAL NORMALS and punish an incorredt reaction,
el It chains into itself, so combo 2.3 S
+ + LK (x2) into any standard
super art. 3

Aluma's best poke for mid-range | |
distance fighting is + + MK [RECSES
Combo it into - Messatsu- ;
Govhadou from lo [ [PARRY (/L
i taen
y [{smarTep (9) (E] r sure. While good from a distance, 0 Flerce
—_— up close if can be countered by o START UP E

few super orfs becouse of its -

blocked frome disadvantage. ST

Good for punishing whiffed nor-
mals when you don't have o
super meter, + + HK comes out
fast and knocks down. However,
it hos o terrible recovery, and is
vulnerable to combos if blocked
close, and some super arts from
further away. Don't use it unless
you know it will connect.
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JUMPING

&

1

SPECIAL MOVES

+ HK_Verticol Roundhouse

_
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t + HP

(STARTUP (6 )f
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Vertical Fierce

¢ + MK Veriic
("START UP
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Shakunesty Hadouken |

%P

Totsumki Zankuukyoky |

+ ¢ « + K (alsoin air)

Use this move in combos that inflict heavy domage.
LK and MK versions put opponents info a juggle state,
leaving them open fo Gou Shouryuken or a super art
to tack on domage at the end of it. Unfortunately, this
move is extremely unsafe if blocked, meaning there
are few (if any) consistent and/or safe ways 1o land
this move. Good in punishment situations or off of
successful option select parries. The aerial version of
this move can be used 1o cross someone up.

= +x+K

=

Hyukﬁ.gm-

+ + » makes Akuma teleport forword, while « &
» muokes Akuma frovel backwords. PPP makes
Akuma fravel further than KKK. Use Ashura Senkuu
10 avoid hairy situafions where Akuma might get cor-
nered, or fo avoid block damoge from o projectile
super arf. Although Akuma will poss through a char-
acter and most attacks, he is vulnerable fo certain
super arts.

=

The button used defermines how far Akuma trovels.
During the jump, there are several opfions:

During Hyakki Shuy, Pa_ Hyokki Goushnu I

) ]

Hyakki Gouzen can be fricky fo block in o few limited sit-
vations if opponents are worried about gefling hit by
Hyokki Goushou. If this move is blocked, expect frouble.

During Hyakki Shuy, K Hyakki Goujin |

Gou Shouryuken |

e

Shakunetsu Hadoken frovels slowly and hits mulfiple
smes. The button used affedts the speed at which it
wavels and the number of hits. With o heavy start u

a1d recovery, the uses for this attack are limited,
Seore o knock down and throw o meaty Shakunetsu
Aadouken from semi close range. Your opponent has
%0 choice but fo fry to parry. I the parry is succesful
super cancel info Shungokusatsu, which grabs out o

% parry slance.

An all purpose defensive aitack, Gou Shoutryken has
a small window of invulnerability ot start up, mean-
ing in wake up or anti-air situations it has the ability
1o consistently beat an opponent’s attack. It hits mul-
fiple fimes, making it especially irritating to parry in
anti-gir situations. It's also an importont combo
option, spedifically because it juggles off LK or MK
Tatsumaki Zankuukyaku for heavy domage.

A leaping overhead punch with heavy recovery. Mix
up with Hyakki Gouzan to incrense effeciveness.

During Hyakki Shuu, LP + LK when directly |
on top of opponent

e

A nice throw added fo the mix of other atfacks off of
Hyakku Shuu.

- blocked, Akuma ends up with o
tage. Use it fo gef dose ond

Hyakki Gousai |

Sirunge!y;'ﬂﬁkki' Gﬁuiin'-ié:nﬁiun ﬁé“’eﬁi{:-%eﬂ i
ith  slight frame odvan-
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SUPER ARTS

SUPER ART 1
Messatsu-Gouhadou Tenma-Gouzanky
x> bu=++P Ingir, $+ « = $ %+ 4P

damage when comboed with a super can-
cel. Verify it with + + LK (x2), or MK link.
The downside to this super is its limited
range. Akuma hos o wide range of offen-
sive options where he is constantly moving.
If you must concentrate on getting close fo
deal big damage, Akuma loses some other
offensive pressue tactics.  Messafsu-
Goushouryu does not allow Akuma fo pun-
ish ground pokes, which is an option with
Messatsu-Gouhadou.

SUPER ART Il
Messatsu-Gourasen Messatsu-Gourasen
Ingir, # % + ¢ %= +K

Ingir, $ x + + %> +K

Messatsu-Gouhadou has many uses nd does nice domage when comboed without a super cancel. Combo into Messatsu-Gouhadou from 4 + MK to
prevent an offensive rush, Use it to punish whiffed moves, or up dose, verify a combo info it through doubled up + + LK, or link behind o MK. This
provides both a low and high avenue fo land Messatsu-Gouhadou to discourage attempted parries.

Use Gou Shouryuken = Messatsu-Gouhadou to stop oll jump ins. Even if parried, Akuma recovers well before an opponent is done parrying, leav-
ing the option fo attack again (to mess up the parry timing) or teleport away fo safety. Finally, counter a jump in vith = and MK. If Akumo londs
first, reset with Messatsu-Gouhadou.

Tenma-Gouzanku isn't as useful as the ground variation because you can't verify it, but it does have uses. If you expect an anti-air counter o a jump
in, unload Tenman-Gouzanku, which defeats anti-air moves that don’t have a long invulnerability window. 1t con olso be effective for chip damage
kills when on opponent only hos a few pixels of health left. If parried, dash up and hit low for an almost sure hit.

SUPER ART MAX

Shungokusntsh ~ " Shungokusatsu is available in all super ars. It requires two full stacks of super meter. Opponents must aniicipate
the super art before you actually do it in order fo escape. Use this fo your advantage o ploy mind games; for exam-
ple, wait for o jump escape attempt from the assumed Shungokusatsu, then attock with on oir Tatsumaki
Tonkuukyaku. : * 1

el Shungokusatsu s invincible at start up, so you can use it fo pass through projectiles or any attacks from an oppo-
W 1ent. You can also use Shungokusotsu fo punish jump in atfempts. As someone jumps in, crouch and input LP (x2).
At the last moment possible, finish the Shungokusatsu input to pass through any attack and catch the jumper upon
landing. An olternate way is to press « instead of = after the second LP. With this method, Akuma remains crouch-
4 ing, leaving you more fime to input the Shungokusatsu command and catch the opponent’s jump in af the lost pos-
sible moment. You can also use this invincbility to pass through ground moves. If you connect 0 + + MK =
Tatsumaki Zankuukyoku (LK); insiead of finishing them off with a Shouryuken (HP), hit with HP = Tatsumaki
Zankuukyaku (LK) fo knock them back over. Tatsumaki Zankuukyaku (LK) whiffs, but Akuma lands right next fo
the opponent. If they affack, Akuma passes through if with a Shungokusatsu.

SUPER ART MAX

Kongouko-kur'éf;um Kangouko-kuretsuzan s also available from all three super arts. Its first hit is unparriable, making it ideal for chip

=

the air against airborne opponents. Unfortunately, it inflicts less domage
than his other super arts. It also doesn't have much use other than as
anli-air. I's possible fo combo into it on the ground, but the only way to
verify it is off of doubled up # +LK, which means he will be prone fo
down parries. If you have an opening fo land + + MK = Tatsumaki
Tankuukyaky, you con juggle with the super art, but the damage isn't
that good. It's better to finish that combo off with Gou Shouryuken (HP)
and save the meter for an anti-air opportunity.

|
|
SUPER ART Il
Fx=+4+x>1P h'i;smisu-Gnushour;u
Messoisu-Goushouryu inflicts impressive

126

+44:PPP damage kills. If's also o safe wake up move against jump in cross up attempts. Another sure way to land this supes

- artisin a reset situation. After a + + MK - Totsumaki Zankisukyaku (LK) combo, walk up LP to reset, then imme-
diately Kongouko-kuretsuzan. In an air reset situation, the opponent’s only option is to parry, but Kongouko-kure-
suzan's first hit is unparriable. Be coutious about using this super art in other situations because Akuma is quite vuk
nerable to a counter attack if it is blocked.

An interesting nofe ohout this super art: if Akuma taunts once, it does 100% domage to another crouching Akums
or a Twelve that is transforming back from an X.C.O.PY.




;l
|
| Recommended Super Art: Messatsu-Gouhadou
Akuma does not have access to EX moves, and ol his super aris have fwo stocks with access to
both super arts MAX abilities. Therefore, the only thing fo consider is super art usage. In that
#+ MK T_“ regard, Messotsu-Govhadou is the dear winner. Akuma mounts an offense from multiple dis-
ik Tig anices, so it is best to have a super art that accommodates this style.
|
ing, leav-
a londs

COMBOS YOU NEED TO KNOW

L LITC
b HITS

ajump @ e
dumuge TOTAL DAMAGE: 37

4 + LK, + +LP => forward Tatsumaki Zankuukyaku, Juggle with a strong Gou Shoryuuken,

One of the few verifiable ways to land domage without o super art. Unfortunately, the combo hos many range
limitations and doesn't work versus most crouching opponents. The juggle after the Tatsumaki Zankuukyak
is also inconsistont mid-screen. Use with caution.

5 HITS

TOTAL DAMAGE: 53

ficipate + HP => Totsumaki Zonkuukyoku (LK), juggle with a semi late Gou Shoryuuken (HP)
E:qu"l:: Simple, high damage, non super art option. Good for punishment situations. Knocks down.
|
6 HITS
20 oppo- TOTAL DAMAGE: 50
LP(x2). = + + MK from max distonce > Tatsumaki Zankuukyaku (LK), juggle with o late close LP=> Gou Shouryuken
rupon — (HP)
ch-
;;0:05‘ Similor fo the above combo, hits from further awy.
MK =8 5 HiTs
moki 10 TAL DAMAGE: 41
next fo
HP ~>Tatsumaki Zonkuukyaku (LK), juggle with a lafe dose LP - Tatsumaki Zankuukyaku (HK)
Less damaging non-super art combo than the above. Good for punishment situations and pushing opponents
into the corner. Knacks down.
[(hip | L DAMAGE: 37
-super = Hyakki Shus =>Hyakki Goujin, land and immediately link o Gou Shouryuken (HP)
imme<
uret- | Easy damage off of a connected dive kick. Verifiable. Knocks down.
ol B ¢ it
TOTAL DAMAGE: 59
uma

Hyakki Shuy = Hyakki Goujin, land, fink a close MK > Tatsumaki Zankuukyaku (MK), juggle with a Gou
Shouryuken (MP)

Heavy damage off of a successful dive kick hit. Knocks down.
13 HITS

TOTAL DAMAGE: 51

¥ + LK, + + LK = Messatsu-Gourasen

Verifiable way fo land Messatsu-Gourasen. Whiffs vs. crouching characters however. Use carefully. Knocks
down.

T HITC
T HITS

TOTAI NAMACE. 4
TOTAL DAMAGE: 64

Close MK linked into Messatsu-Gouhadou

Verifiable way to land o super off of o mid-level hit. Knocks down.

TOTAL DAMAGE: 57
++ LK + + LK = Messatsu-Goushouryu

Verifiable way to land a super ant. Flexible. Stil fairly dose and you have a slight frame advantage to work
with 1o start another attack. Knocks down.

8 HITS

TOTAL DAMAGE: 64

Close MP linked into Messatsu-Goushouryu

Verifiable way 1o land Messatsu-Goushouryu with o mid level hif.

13 HITS

TOTAL DAMAGE: 74

Jump in HP, land, dose HP -> Tatsumaki Zankuukyaku (LK), Gou Shouryuken (HP) on the second hit =
Messatsu-Gouhadou, juggle with an early Gou Shouryuken (MP)

High damage jump in using super mefer. Good in situations where the damage is guaranteed, whether oppo-
nents are dizzied or you parry a-slow anfi-gir. Ifs possible to super cancel the Gou Shouryuken (MP) into
another Messatsu-Gouhadou, then juggle again with another Gou Shouryuken. However, the damage differ-
ence is minimal and usually not worth the super meter usage.

16 HITS
TOTAL DAMAGE: 83
Jump in HK from a distance, land, HK = Shungokusatsu

Not exacly useful, but the only way to combo a Shungokusatsu. Massive damage. Knock down.




STRATEGY

Straight

Akuma hos multiple offensive abilities to keep pressure on defensive
opponents. Akuma can control the air and keep on opponent grounded
through the use of properly fimed Zankuu Hadokens. Use them os
safe way to jump in on oppanents. Jump towards the opponent, then
execule a Zankuu Hadoken near the end of Akuma’s jump fo land safe-
ly, leaving opponents blocking the projectiles. Do not use o Zonkuu
Hadoken too early in Akuma's jump arc or else opponents can dash
under him and land a combo.

Once you get opponents in block stun from the Zankuu Hadokens, you
gain the advantage, ollowing you to walk up and attack first. Akuma's
command overhead is o good move in fhis situation becouse it is fast
and most players’ instincts are fo block low after a jump in. After the
overhead, you're in o good position to MK over any poke they might
iry, or jump straghit up and Zonkuu Hadoken. Mix it up with kera
throws, + + LK (x2), and close MK o create super art opporfunities, and
keep opponents guessing.

Hyakki Shuu is o good way to keep on the offensive pressure. If oppo-
nents block the kick variation, keep pressuring them when you land. It's
possible to cancel the ground moves info another Hyakki Shuu to con-
tinue the offensive assaulf. A frick you can use fo get in close to execute
the kick variation o split second before you hit the ground. No move will
come out and you will land right in front of them. It is very quick and
gives you the opportunity o lond o quick throw or Shungokusatsu.
Although the Hyakki Shuu can be blocked low, it is sometimes difficult
to distinguish it from a normal jump, so fake odvantage of that foct and
try # + LK x2 after this Hyakki Shuu trick.

Zone opponents and keep them out of the ir with Zankuu Hudokens
and on the ground with + + MK pokes. Punish any whiffed ground
pokes with + + MK = Messatsu-Gouhadou. If Akuma is getting pres-
sured, use an Ashura Senkuu.

There are many onfi-gir options available if Akuma is being attacked.
Gou Shouryuken (HP) = Messatsu-Gouhadou is the safest, although it
burns super meter. Close LP ->Tatsumaki Zankuukyaku (HK) is @ good
maneuver o throw off air parry attempts. Akuma always has the option
to dash under opponents when they jump. If they commit fo an attack,
+ + MK combo them. Another fairly safe anti-air is dose HP, ond can-
cel info Ashura Senkuu if they parry to run away from danger. An air
Tatsumaki Zonkuukyaku is good for an cir fo air situation. Ifs hard fo
punish if parried, and creates combo opportunifies. For style points, hit
with on anti-air Shungokusatsu when they jump in.

When Akuma has o guaranteed combo opportunity, go for the biggest
non-super, meter-burning combo ovailable. Akuma does good damage
off of normal juggle combas. It's better to save super meter for situo-
tins where only o super art can be comboed, such as + + LK (x2) or o
mox range + + MK.

IWAKEUP GAME

With Messatsu-Gouhadou and Messatsu-Goushouryu, Akuma has both
high and low options to verify combo into @ super art, which is impor-
tant fo thwart parry attempts. Zugoi Hosaisu is fost and useful if you're
looking for stun domage. Messotsu-Gouhadou and Messatsu-
Goushouryu can both be comboed off of o meaty UOH on wakeup.
Akuma can olso combo Tofsumaki Zankuukyaku (MK) offer o meaty
UOH to set up o jugale. Mix in kara throw setups fo gef people fo react
to o possible throw.

Akuma, os well s the other shotos, have many quick fake out maneu-
vers available o rick opponents on wake up. For example, whiff a LP
over their head right before they get up, then immediotely throw. This
makes it look like you're going for something other than a throw, which
often gets opponents fo to block, then eat the throw. Next time on wake
up, whiff the LP, then go low into + + LK (x2) = super art. You can do
the same sequence with whiffed + + LK into throw, then nex! time do
o high move that is verifioble into a super art. Another good factic is to
option parry into a throw as they are getfing up. Do this right in their
face; many ployers expect Akuma to throw from his maximum kara
throw range. Surprise them with an in-your-face throw. Finally, to total-
ly fake out opponents, dush back on wake up fo bait o throw aftempt
or wake up move, then # + MK combo for big damage and another
knockdown fo repeat the process.

When Akuma is the one knocked down, he has the traditional wake up
options, such as a psychic Gou Shouryuken, parrying, or blocking. It is
also fairly safe to teleport to the other side of the screen. Beware of cer-
fain super orfs that can hit Akuma during the Ashura Senkuu. A wake
up Totsumaki Zankuukyaku (MK / HK) beats most normal pokes on
wake up. If they fick or do ony hesitation move, a good counter is o
quick + + LP + + LK combination. If they block, they get pushed away
to o safer distance. If it hits, finish the combo with Messatsu-Gouhadou.

ADVANCED SHUNGOKUSATSU
APPLICATIONS

Shungokusatsu is the anly move in the gome that is super cancelable
from any ground move. This permits many interesting setups. The first
thing hat should be noted is that Shungokusatsu can be comhoed off of
far HK. Normally grab super arts cannot be comboed into, but HK puts
opponents in o furned around state in which it's possible for the throw
fo hit. A tricky way to pull this off is to stoy of almost a dush distance
away ond make it seem like you are going for dash in Shungokusatsu.
If they were thinking about jumping away, HK hits while they are still
on the ground, allowing you to comba into Shungokusatsu.

The foct that you can cancel ANY move leads to more than just combo
opportunities fo land Shungokusatsu. A dossic sef upis to doa + + HK
from very dose range, anticipating it fo be blocked. + + HKs from
Shotos have terrible recovery and con olmost always be punished.
Knowing this, bait a counter, then cancel the recovery of + + Hiinto o
Shungokusatsu, and pass right through the ottemped poke. This works
because it’s possible to cancel any move of any point into
Shungokusatsu.

Another move that can take advantage of late canceling is Tenma Kuujin
Kyaku. Cancel the lost recovery frames of the dive kick the moment
Akuma hits the ground to dive kick on opponents without fear. If they
parry the kick and try fo hit Akuma upon londing, cancel info
Shungokusatsu ond pass through their attack.

Taking this idea of canceling moves a bit further, Akuma can kora can-
cel the very first frames of his Zugoi Hosatsu (or + + HK) fo increase
the range of Shungokusatsu. With the additional range on the
Shungokusatsu, Akuma hos many more possibilfies to lond it since he
doesn't need to be ot point blank range. The command input for this is
LPLP (= + MP) LK HP.

You can also mix up the dossic shoto fick throw setups into
Shungokusatsu setups. For example:

+ + LK, whiffed LP. kara Shungokusatsu
LK, kara Shungokusatsu
MP, kara Shungokusatsu

Akuma also has many setups where he positions himself just outside of i
throw range, then performs a kara Shungokusatsu to make up the exira
space. If opponents throw out an atiack, or blocked an attack, they wil
get hit.

Here are o few examples to st this up:
1. After a blocked Tenmo Kuujin Kyaku, dash back, kara Shungokusatsy

2. Whiff o Tenma Kuujin Kyoku in front of on opponent, kara
Shungokusatsu

3. Whiff Hyakki Goujin from full screen, land, kara Shungokusatsu. You
must do the kick as lofe os possible so it doesn't actually come out. Mest
players expect the kick and stay blocking while Akuma attacks with o
Shungokusaisu.

Another simple yet effective setup s to dash from further than full dosh -
distance, then kara Shungokusatsu fo moke up the exira range. Thisis
a good setup to bait an attack and slip past it. Other long range setups
indude Hyakki Goujin and have the opponent block it. Once you lang,
dash and use a Shungokusatsu. The frick to dash Shungokusatsu is 2
hide the fwo LP during the dash, then finish the input after the dah has
completed. This setup works offen because most players expect some
sort of an attack after the jump in.

SETUPS

Ranges sefups for UOH => super art

NI N B E T EELTE I YT ™

Against small and medium sized characters:
(4 + LK, + + MP), UOH > Messaisu-Gouhadou

Aguinst medium sized characters:
(# + LK, dash back), UOH - Messatsu-Gouhadou

Agoinst wide characters:
(# + LK {x3)), UOH = Messatsu-Gouhadou

Against Hugo:
(close MP. + + MP), UOH = Messaisu-Gouhadou

Against Oro:

No setup is required. UOH - Messalsu-Gouhadou o
Messatsu-Goushouryu works at dose distance on crouching Oro.

RESETS:

Reset 1: After conneciing o Tatsumaki Zankuukyaku (LK), close 1P
rese, then Messatsu-Gouhadou (both ground and air variations werk'
If they parry, Akuma recovers in fime to continue attacking while
ore in the oir.

Reset 2: Ater connecting o Totsumaki Zankuukyaku (LK), close LF
reset, then immediately cancel inte Kongouko-kuretsuzan. This =
guaranteed hit situation because the first hit of Kongouko-kure
unparriable.

Reset 3: In on air-to-gir sifuation, connect jump = + MK so that
lands before the opponent. As soon as you il the ground, use M
Gouhadou.
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PARRY SETUPS AND TACTICS

" v 12 fishing for domage, and # + LK (x 2) is blocked, an effective
sz is o ether walk up a step and kora throw, walk up ¢ + LK x 2
s or let the controller go back to neviral, fap +, then hit + + MK
s after. If your opponent hits a button fo try 1o stop what they think
« = Srow, and it's o low attack (which it often is in tha situation), you
sy the attack, + + MK hits, then you can cancel + + MK into o super
o special aftack on reacfion fo the parry. If they don't press any-
Sz + + MK comes out to push them away. The key is not fo cancel
w2 super arf if you don't visually see the parry happen.

SAVORABLE MATCH UP: HUGO

%= is big and slow. Keep him away with Zankuu Hadokens and pres-
we= him. I's possible to throw Hugo with Hyakki Gosai from mid-
w20 during the upward arc of his jump. It’s hard for Hugo o readt fo
= ond he tends fo get thrown offen. Even if Hugo gels dose, simply
w=zari away fo safety. Hugo is oo slow fo keep up with Akuma’s abil-
% %2 run away.

SNFAVORABLE MATCH UP: MAKOTO

Wekato needs fo get in close fo do damage, and Akuma is generally
wed of keeping people the right distance oway. The reason this match
Ses rot go Akuma's way is because Makoto only needs to hit Akuma
sz If Akuma messes up and allows Makoto 1o dash under an Zankuu
sacoken or successfully parry an attack, it's oll over. If Makoto grabs
sezma with her Karakusa, it's o guaranteed stun, which can lead fo an
sxy 100% combo.

“ouma must keep Makoto away os best he con in order fo win this
saich. Whenever Makoto is close to Akuma, the only sofe offensive
maneuver is 1o throw. Sticking out any poke could lead fo o parry into
» 100% damage combo.




Alex e sl

STANDING STANDING CLOSE C
MP is a good anti-air move and it Close MK is o good mid level &
can be comhoed info EX Air Knee attack 1o use in combos. If can be ’
Smash. It is olso o good poke to dane meaty to make it easier to a
whiff across sereen to build meter verify o concel. It is possible 1o i
ond hide charges in. Alex's HP cancel off of o hit confirmotion
isn't the fostest overhead, but it info Boomerang Reid from this :
gets the job done. Useful in move, although it must be done MK T T :
Alex's wakeup game, although it quickly.  ——— e pra————
hos o tendency to frade with START UP [1.] m STARTUP (1T )({ .
other wakeup moves. ERERED - ERER &R .
o % = g .. !
MK is a great ground poke with 4 ' 2
extremely long range, which GUARD /L 3

PARRY (1 |

goes over most low attacks and
siill hits crouching characers. Use
this 1o hit other character's low
pokes. HK has a slow startup time
ond ferrible recovery, but is
strong and has good priority. Use
with caution.

K___Close Roundh

dH + JW + d1

d1+ Hni§
HH + DS

dW + 0l
dH + 1Dl
AW + Jnis

SPECIAL NORMALS

=M Cho
VRSP sTART UP [' @P

-

I.ur[utr

Good for hitfing jumping opponents early in their jump. This move is Great for cafching opponents early in their jump from mid range and

also decent against ground opponents. further. Can also be used os o tradifional anfi-air. In the corner, it
knocks down and sefs up throws. Do not use this attack against an
opponent on the ground. It whiffs versus most characters.

S e

~+HP Head Butt / Sleeper Hold ¢ While jumping, 4 + HP Flying Cross Choj
3 S| START UP [ r e O | START UP F | —E P

Command grab. Heod butt from the front, Sleeper from the back, Very slow and easy to see coming. Too risky. If it hits air-to-air, it can
which can be mashed for additional damage. After Sleeper Hold, Alex sef up a jugale, but it is hard fo time this attack ond connect with it.
can link Boomerang Raid. Vulnerable if it doesn’t hit.
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CROUCHING

& + MPis Alex's best low poke,
wih good priority and decent
sange. The only drawback is that
* can be parried high or low.

#+= HP is o 2 hit tackle move.
Seeal when used os onfi-air. If it
5% early for only one hit, juggle
wiih an Air Knee Smosh. It can also
2= used fo confuse and cross up
wrounded opponents. Use it right
szt o them o hop to the other
<ce and hit them on wakeup.

JUMPING

tumping HP is Alex’s best comho
starter. Jumping LP is also o solid
spfion; however, it does not stay
aut for the entire length of his
wmp like LK.

Jumping LK stays out for the
zniire length of Alex's jump. Use
 fo tick into Power Bombs.

THROWS
1P + LK Body Slam
START UP C] |

—(=)(=)

_1.. ;
s e

for e (i
=
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=
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SPECIAL MOVES

+u=+P

+udw++P

Flash Chop |

START UP s
ERERER <
T

T @
[=]-1--}

- Chorge « » + K

Power Bomb / Back Drop |

MP and HP put oppenents in a furned around stafe
that is suscepfible fo throws. Job and EX versions (EX
udds one hit and knocks down) are good for combos
and pressure ofter o canceled MK. HP version comes
out slow, but works best in a guaranteed hit situation
o set up grabs and combos.

Spiral D.D.T.|

> ndret K

Command grab. The stronger the punch bufton used,

the more domage done, but the slower the move
comes out and the greater recovery if has; if also
bounces Alex further away from the opponent. If

done from behind, Alex performs Back Drop.

K Air Knee Smash|

Command grab that hits standing opponents, hut not
crouching opponents. Button pressed defermines how
far Alex jumps. Can be tricky sometimes and has lim-
ited uses.

N
__Slash Elbow |

EX version hits opponents on the ground. Normal
version hos very limited use. Juggles offer an anii-air
low HP that only hits once. Cancel MP info EX Air
Knee Smash for a solid anti-uir option. EX version is
also a high priority woke up move.

B ]

i Stampede |

Charge + + + K

Button used affects the distance fraveled, Job version
is virtually unpunishable. Use it often fo pressure ond
get in on opponents. EX version comes out exiremely
fost, adds one hit and knocks down. Good for surprise
atfacks and hitfing moves in their recovery. Can can-
cel info Boomerang Raid off of a hit. Be coreful, some
characters can punish o blocked EX Slash Elbow.

Overhead attuck that knocks down. EX varsii:i:l has

homing property. Button used determines how far
Alex jumps. Good for mid screen mix ups, if crosses
up, and is decent as o wakeup move.
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SUPER ARTS
SUPER ART |

360 motion + P T H

Alex has a small window of invulnerability ot start up of Hyper Bomb
and he can grab characters through any of their normal moves. The only
way fo connect with Hyper Bomb with 100% certainty is to grob an
opponent during a move. Grabbing opponenis from behind leads fo an
olternate version that inflits more dom-
age. Ideal affer parries or if you anficipate
an opponent’s atfack. Hyper Bomb is too
slow 1o grab characters in any other situa-
i tion. Opponnents on the ground can always
jump away from Hyper Bomb after if is
| aclivated, os long os they didn't commit to
u move beforehand. Hyper Bomb only has
one stock of meter, so if is nof recommend-
ed for EX usage.

r Bomb

Recommended Super Art:
Boomerang Raid
Boomerang Raid may not have the highest damage potential,

but it is Alex’s most consistent super art. Hyper Bomb and Stun
Gun have too many flows that make them unreliable.

SUPER ART II

tusdu=+iP

Boomerang Raid |

The damage is not that high, but Boomerang Raid gives Alex some much
needed combo possibilities. Alex con easily verify Boomerang Raid from
up close from + + LP (x2), or after fraveling across the screen with o
Slash Elbow, then canceling if it hits. Alex con also cancel close MK info

- Boomerang Raid on reation. The fiming is
tough, but it gives Alex @ much needed mid
uttack to verify o super ori.

| The best feature of Boomerang Raid is its
two stocks of super mefer. Alex's EX Slash
Elbow is o big part of his offense, and hav-
ing plenty of mefer means it's availuble
offen. If you plan to use EX moves,
Boomerang Raid is the super ort of choice.

TARGET COMBOS

++lK=> 4+ MK
Strangely enough, Alex's only safe combo starfing

off o low attack.

SUPER ART Il

+n+tu>+P

_ Stun Gun Head Butt |

If Alex connects with Stun Gun Head Butt, it's & quaranieed stun, leav-
ing enough time to do ony combo behind it. The button used determines
the distance Stun Gun travels. It is invulnerable on the way up, but high-
Iy vulnerable on the way down. In fad!, every character can jab Alex out
of Stun Gun Head Butt. It is unlikely that
this super art will lond againsi o grounded
opponent. Ii can be used in o limited fash-
ion os anti-uir, although it is not very good
in that role either. With only one stock of
super meter, it limits the use of EX moves.

++1K=>+ +HK

An inferesting note about this super arf:
1 under very spedfic cirumstances, it can be
used in combos against juggled mid air oppe-
nents, bt it's not applicable in o real match.

Does not comho, so it hes litile value.

COMBOS You

3 HITS

TOTAL DAMAGE: 41

Close MK = EX Flash Chop

Basic Alex combo. Does good
domoge ond it’s sofe. Knocks
down.

7 HITS

TOTAL DAMAGE: 56

+ + LP (x2) = Boomerang Raid
Flexible, verifiable way fo land
Boomerang Roid. Knocks down.
2 HITS

TOTAL DAMAGE: 49

Flush Chop (HP) linked into
Power Bomb (HP)

High domage. Good for punish-
ment situations. Knocks down.

4 HITS

TOTAL DAMAGE: 58

Flosh Chop (HP) linked to dose
MK = EX Flash Chop

Another high domage variation
off of fierce Flosh Chop.
Punishment  situations only.
Knocks down.

NEED TO KNOW

7 HITS

TOTAL DAMAGE: 66

Flush Chop (HP) linked to MK =
Boomerang Raid

Heavy damage. Good for punish-
ment sifualions when you have o

super ort available. Knocks

down.

2 HITS

TOTAL DAMAGE: 40

Close MP = EX Air Knee Smash
Great anti-nir combo. Knocks
down.

3 HITS (CORNER ONLY)
TOTAL DAMAGE: 54

Anfi-gir Flying Cross Chop, land
then juggle with close MP = EX
Air Knee Smash

A hard to set up anti-air combo in
a corner. Inflicts impressive dom-
age if it lands. Knocks down.

6 HITS

TOTAL DAMAGE: 80

Flosh Chop (HP) = Hyper Bomb
Only way to combo o Hyper

Bomb. Massive damage. Knocks
down.

) Good way to combo Stun Ge
" Head Butt in punishment sifue-

7 HITS
TOTAL DAMAGE: 86

Hosh Chop (HP) = Stun Gus
Head Butt (LP), dizzies opponent
follow up with Flash Chop (HF
link fo Power Bomb (HP)

tions. Knocks down.
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STRATEGYU

Flying Knee

4izx has the tools to do well from all ranges (grappler mind gomes from
ose range, decent pokes and rushing attacks to fight from a distance),
=though he fights best in close. He hos a hasic, and effedive mix up
with Power Bomb/HP/+ + HK.

2ex’s Slash Elbow is the perfect move fo rush in on opponents. The LP
wersion is virtually unpunishable, so use it fo pressure constantly. EX
Slash Elbow is great from longer ranges when you have frouble getting
7 close, and you con use it to punish whiffed attacks. Charge during a
Slash Elbow to have the opfion of an Air Stampede or another Slash
#how s a follow up.

Alex hos frouble getfing close fo charaders with good low pokes. He also
aas the ability 1o make it hard for opponents fo e close to him. Alex’s MK
20es over most low pokes and hos great range. Use + + MP to keep peo-
ole away. Against players that poke constantly, wait for the recovery of the
move, then dash in for o kara throw. Alex's dash is pretty quick, enhanc-
ing his kara throw ability. After a knock down, start o mix up patiern.

4 + HPis good os an all purpose anti-air. It hifs twice, so you can mix
up the timing of it to confuse parry attempts. If it hits for only the sec-
and hit, juggle with Air Knee Smash. Another solid anti-air option is MP
= EX Air Knee Smash. This is difficult to parry, and works well with an
option parry beforehand.

Against airborne opponents, jumping MK and HK are both good options

due fo their range. When Alex is jumping on an opponent, HP is great
fo star! combas off of, provided it connects. Otherwise, jump in with an
early LP or LK. These moves hit from high up, and act as a nice tick
inrow setup. You can mix it up by landing and doing close MK = Flosh
Chop to mix it up and punish any attempt fo tech or counter throw.

\WAKEUP GAME

Many of Alex's knockdowns couse un opponent fo bounce away. Always
dash forward and stay on fop of opponents afferward. A Power Bomb
on wake up is o good taciic. If knocks down and allows Alex to contin-
ue to pressure on wake up. This also makes it seem like blocking is not
safe; many players might choose fo jump fo escape Power Bomb
altempts. However, as Alex likes fo say, “You can't escape!” Mix it up
with close MK => EX Flash Chop fo punish opponents for not blocking
when they try to jump. Change it up from time to fime with HP and +
+ HK, and you have enough fo keep opponents quessing at all fimes.

Another viable option to do on wakeup, or affer any successful jump in,
is o jump straight up and use LP on the way down. Use it os o tick ond
Power Bomb when Alex lands. Against taller characters, jump siraight
up and do HP early enough so that, on ihe way down, they are out of
hit/block stun and open for a Power Bomb.

After a mid-screen knockdown or a successful Air Stampede, you can set
up o fricky wake up situation. Stay as close as possible and hold +. As
soon as the opponent gefs up off the ground, use close MK and imme-
diately cancel into @ Air Stampede (HK), which crosses up. Opponents
end up in block stun while this happens, so they can't get out of the way
and must block or parry. If Air Stampede hits, it knocks down, and you
are in position to charge again and repeat the trick. Mix this up by can-
celing info an Air Stampede (MK) instead of HK. This version does not
€ross up, so opponents must actively choose which way to block. As long
as you keep hitling them, they will keep getting knocked down.
Continue dropping boofs unfil they figure out how fo block this trick. If
they've figured it out and are going fo block the next fime, cancel the
MK into o Spiral D.D.T.

When Alex gefs knocked down, he has a good answer o opponent's
wake up tactics: EX Air Stampede. If generally goes through and pun-
ishes all ground pokes and is fairly fust. It is not completely safe if
blocked, but it is hard fo react to it in fime, so generally do not fear
doing a wake up Air Stampede.

ADVANCED TACTIC:
CHARGE PARTITIONING

Take dvantage of charge portitioning fo invent new setups o land Alex's
Smash Elbow and Air Stampede in situafions where it normally couldn’t
happen. The idea of Charge Partifioning is simple, just divide the charge
time of o move into pieces. Charge for o little bit, do something, then fin-
ish the chorge and execuie the move. Here are some examples of how
you can incorporate charge parfitioning info Alex's gome:

Do a Smash Hbow and begin charging. Dash backwards after it hits ond
finish charging during the dash. When the dash finishes, immediofely
execute on EX Smash Elbow. Opponents often try to poke or dash after
Alex as he dashes back. Surprise them with a quick EX Smash Elbow.

Tap down for a split second before jumping, then jump forward with a
MK to strike on opponent fairly high during the jump. During the jump,
charge so that when you land, it's possible to immediately cross up with
an Air Stampede. This works because most opponens iry to it or throw
Alex when he lands. This sefup works greaf with Alex's jump LP ond LK,
os well.

From across the screen, sfart charging back and do two MP for fiming
purposes, then dosh forward and use Smash Elbow with either LP or MP.
Keep charging so you can dush back ond use an EX Smash Elbow.

'Ii's olso pussihl.;to charge for an I_ii.r Stompede whilé_\éhlking back uz'écl

forth. This is extremely useful ogainst zoning charadters, such as Ken
and Chun-Li. These characters tend fo walk back and forth just outside
of Alex's longest poke reach. Shudow them und make it seem like
you're playing info their poke/counter poke gome. If they foke a step
forward, you take o step back. I they step back, you step forward. With
each step, fap down for just a second. If you fime it right, after three
taps you should have a full charge to surprise them with an Air
Stampede. Cross up and score a knock down, which is a perfedt way fo
get close ogainst defensive ployers. Most pluyers never expect an Air

Stampede in this sifuafion because Alex is walking back and forth.

Usually o charge character stays crouching before a charge move.

One more sefup that can catch people is a close MK, then stort charging
+. Do o UOH and finish the charge. As soon as the UOH whiffs in front
of the opponent, cross up with an Air Stampede. Upon seeing the UOH,
most players react with a high block, which usually leads to o whiffed
UOH. Most opponents reaclion fo the whiff is an attack, but by then Alex
should be on his way in the gir, ready to drop his boots on their head.

SETUPS

Ranged set ups for UOH = super art

Against small and medium sized characters:
{= + MP), UOH —> Boomerang Raid

Against medium sized charaders:
{# + P}, UOH - Boomerang Raid

Aguinst Oro:

No setup is required. UOH = SA2 works at dose distance on
crouching Oro.

PARRY SET UPS AND TACTICS

Alex's MP = EX Air Knee Smash is o great anfi-air that does good dam-
age. To make it even hefter, option parry forward right before doing the
MP. If a jumping opponent sticks out an atfack, you will parry and count-
er. | they did not attack, you continue on wiith the anti-air os originally
plunned. This covers Alex against moves that HP won't heat.

Alex's kara throw is = + HP => throw. When executing o kara throw,

(first top = a'split second before pressing HP. This opfion parry covers

Alex in case the opponent iries any mid level ottacks. Alex will parry
first, then continue on and throw.

GROUND CROSS UPS

Alex can cross up Necro, Twelve, Hugo in any corner.

FAVORABLE MATCH UP: SEAN

Alex can control the fempo of the maich against Sean. On the ground
he can consistently out-range Sean and beat out his low pokes with MK,
ond he can rush in easily with Smash Elbow. Use jumping HP to jump in
ot Sean with litile fear. Alex’s jump is fairly fast and low to the ground.
Sean generally doesn't have enough fime to counter Alex with HK. His
only anti-gir quick enough 1o beat Alex’s jump in is an EX Dragon
Smash. If Sean must burn meter for anti-airs, he loses any ability to do
big domage to Alex on the ground.

When Alex hos Sean cornered on wake up, Sean is in a similar predico-
ment, needing to burn meter in order fo get dlear of Alex. Alex should
be able fo control Sean on the ground. Sean will have difficulty jumping
in due fo Alex’s option parry into MP=> EX Air Knee Smash.

. UNFAVORABLE MATCH UP: IBUKI -~

e
 Alex must piusrdafenmly against Ihulu and Ihui thiesnl sit his: SW?U
ot all. Ihukiis o momentum charadier, and once she gets going, if's hcwd
fostop her Expect her aﬁntks against Alex fo. mme from u!l over: jum

Even if Alex is forfunate enuugh foscore knotkdovm ihere |sn'.I mud'l
he cn do hecause of Ibuki's EX Kozakiri, which beats every thi

fo counter Ibukl s Kuubekudnkl command overhead with anything oihsr
than a super. And, if Alex is using Boomerang Raid, he can only m
age o land two hils in this situation, so0.i¥’s not even worth trying. 1 the
worst case scenario where Alex doesn't have enough mefer for a super
art, Ibuki is free to pressure with this move all day.

For Alex to win this match up, he may have to resort fo parrying. When
Ibuki is pressuring with repeated LPs, fry to react fo the first jub and
parry the second one. If she doesn't job, chances are she will go low with
+ + HK. A down parry should still work in that situation. Alex is oo slow
o get out of the way of lhuki’s jumping assault, so fry fo parry all her
jump-ins and counter.
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Chun-Li

NORMAL MOVES
STANDING

HP is Chun-Li's main, all-purpous
poke with ridiculous range and
damage. 1t's o fantostic whiff
punisher ond safe if blocked.

HK is 0 good offensive poke that
goes over a variety of low attacks.
It hos good recovery and links info
a Houyouku-Sen f it hits against o
crouching opponent.

&-ﬁg’l PARRY

STANDING CLOSE

In close, HK hits hard and coneels
into a super jump, which is useful
in o number of ways. If an oppo-
nent parries the attock and tries fo
throw Chun-Li, she con sofely can-
cel close HK info o super jump to
ovoid the throw completely. Super
jump cancelable normals also
have the ability to cancel into
super arfs in a sirange manner: by
canceling info o super jump, then
inputting a super art command
before leaving the ground. This
must be done quickly in one big
motion for it to work. Because
Chun-li con super jump cancel
dlose HK so late info ifs recovery,
there s just enough time to verify
the atfack, then super jump cancel
into a super art if it does hit, giv-
ing Chun-Li another safe way to
lond a super art.

SPECIAL NORMALS

Souren Shou

START UP

A two-hit slap that's cancelable off both hits. Whiffs against crouching
characters, and decent in punishment situations where the hit is guar-
anteed and you want fo land a super art behind it.

Kokushu Roku Kyoku

Sankaku Tobi

Use Sankaku Tobi fo gef Chun-Li ou of comners.

en an opponent is
cornered, do a Yousou Kyaku, then as Chun-Li recovers from the stomp
mid-air, bounce off the wall. On the way down, Chun-Li can parry any
anti-cir attempt, and if the opponent tries fo meet her with a low attack,
hit HK on the way down, or do nothing and just block os Chun-Li lands.

START UP

o

A cancelable palm thrust with almost unfair priority. Noforious for

being able o beat o lurge ossortment of pokes. During foof games,
use this move to beat anficipated poke afiempts. If's also a good way
to land a super art in punishment situations.

Yoku Sen Kyaku

START UP

The moving version of HK with essenfially the some properfies. Possible
to link @ Houyouku-Sen afterward if it hifs against crouching choracters.

While jumping, ¢ + MK

Yousou Kyaku

o™ Plsmrrup

PRcrsErET

Pt |

Hit or blocked, Yousou Kyaku allows Chun-Li to recover completely
affer bouncing off of an opponent'’s head, meaning she can execute
another jump attack or parry on the way down. Somewhat limited,

but has some use in aerial combos.

Lunging kick that moves Chun-Li forward. Useful during foof games
osit rarely whiffs. When blocked, set up option select parries or minor
quessing games, such os walk up kara throw or Hakkei after recov-
ering. Used sparingly, it makes o decent addition to her ground game.

« + HK Tenshin Shuw Kyaku o

START UP

Slight frame advaniage ofterward, but it's possible fo link o Houyouke- |
Sen affer it hits. Extremely slow, very easy to parry on reacfion.

Yousou Suitotsu Da

Ehi-2
Yousou Suitotsu Da sends opponents flying toward the ground if if ks
while they are airborne. Hos one use inside an awkward anti-cir combe.
Do an early onfi-oir Yousou Kyok, juggle with o semi lote Yous
Suitotsu Da before londing, then just as Chun-Li fouches down, juas
with an immediate + + LP. Sets up a ground cross up epporfunity.
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CROUCHING

One of the fastest normal moves in
the game, + + LP is good defen-
sively for stopping throw attempts
ond ather mix up potferns,

+ + MK is the main opening for
landing a super art. It possesses
passable range, and recovers
guickly (for o medium strength
attack), making it difficult to
punish. It serves os a good whiff
punisher, although Chun-Li must
be close fo do so. It also cancels
into speciol attacks and super arts
ofter it hits much lafer than most
normal attacks; late enough thot
it's possible to verify the move
hefore starting the super art.

# + HK has a wide hit box and
can be used fo beat o variety of
normals from a distance. Decent
anti-uir in limited situations.

JUMPING

Vertical Jub

Cf

4 + HP
START UP e
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SPECIAL MOVES
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Butfon sirength determines how far the projecile
travels and how fast it recovers. HP version has lim-
ited uses in simple combos like Hakkei = Kikouken
(HP). However, it is not safe versus fast super arts i
it hits or misses. EX version recovers slowly, but frav-
els at o slow speed with no range / domage deduc-
fion. Use os o shield for Chun-Li fo dash behind if to
get in dose on opponents. Still, it remains o risky
move fo do in general, and isn't important to Chun-
Li's ground game.

Huzn-rm

» % e etk

Perform it meaty on wake up fo inflict block domage

if on opponent is pixels away from death. EX version
does more damage ond knocks down. If is possible fo
link Houyouku-Sen affer the LK version if the oppo-
nent is standing, but the domage the super art does
is greatly diminished.

A slow command overhead that can be canceled ino
behind normals. The EX version comes out slower, but
knocks down and cannot be quick recovered. If’s risky
due fo being somewhat easy o parry on reation.

COSTUMES

Possesses some fimited use in combos. + + HP =
Spinning Bird Kick (MK) is Chun-Li's most domaging
non super art comho. However, this move whiffs
against crouchmg thuru:ters, muklng it mpleiely '

crouchmg uponerns. It nlsa ncti
because it has some invindibility and hos limited
in basic combos, although sfill ot safe if Blocked: Use
with caufion.
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SUPER ARTS
SUPER ART |

‘ustu=+P

_ fkowSho]

Kikou-Shou is one of the fustest super arts in the game. With a single
frame start up, it is one of the only super orts that can hit the recovery
of Dudley’s Dart Shot, and is the only super arf that can hit Ken offer o
blocked MP = HP target combo. Kikou-Shou links ofter all her impor-

tant moves: Hakkei, HP # + HP for HK,
and towards + MK. She can also hit confirm
it off of lofe cancels from: + + MK, MP, and
super jump canceled close HK. Almost any
hit from Chun-Li can lead fo o super. Kikou-
Shou is also a solid onii air option. Af 20
hits, it is unlikely that every hit will be par-
ried.

Although it combos so easily, Kikou-Shou
does less domage the further away it hits.
This is not good because most of Chun-Li's
game revolves around keeping people af a distance with her high pri-
ority pokes. Also, with only one meter of super stocked, Chun-Li will be
struggling fo do damage after she uses her super.

Recommended Super Art: Houyouku-Sen

Houyouku-Sen is so good that there is really no reason to consider her other super aris. Her abil-
ity to conirol the fight on the ground is unmatched by her other two super arts. While Chun-Li
lacks a solid anti-uir with Houyouku-Sen, the way it dominates it on the ground more than justi-
fies selecting it. With two levels of super meter, one + + MK hit can potentially lead to a double

super combination, almost ensuring victory that round.

SUPER ART II

ta=+tu->+HK

= "m

Houyouku-Sen paired with + + MK is the sole reason why Chun-Li is o
dominant force in Streef Fighter lll: 3rd Sirike. Houyouku-Sen is fast,
powerful, has two stocks of super meter, and combos nearly s easily as
Kikou-Shou. It's poss’ble fo verify Houyouku-Sen from lafe cancels of +
y + MK, MP. and Hakkei, as well as super

jump conceling it from close HK. It links
easily from HK and Tenshin Shuukyakku.
S5 Almost ony hit can lead to a super arf, and
even ot maximum poke range, Houyouku-
Sen hits for full damage. Most opponents
ure reluctant to attock Chun-Li from dose
range. Use this 1o your advantage to inflict
damage off of kara throws.

" Houyouku-Sen is invincible versus certain

moves ot sfart up and fravels a significant-
Iy long distance on ifs first hit. Use it to pass through projectiles and hit
opponents while they are stuck in recovery. If allows Chun-Li fo punish
whiffs from half  screen away, and punish many moves when blocked.

The lost hit of Houyouku-Sen is super jump cancelable, allowing Chun-
Li to jump in the cir and juggle for two addifional hifs, then use these
hits to gain position over o grounded opponent, or reset them and go
for on ombiguous ground cross up situation mid screen.

SUPER ART Il

yu=» 4K

- Tensei-chkﬂl

Tensei-Ranka gives Chun-Li a good anti-air move. It has three stocks of
super meter, so it can be used often. However, anti-air is essentially its
only use. There’s no potenial for high damage combos on the ground
with Tensei-Ranka. Chun-Li's EX speciol atiacks are lucking, so there i

- little reason to select this super art and ifs
three stocks of super mefer.

TARGET COMBOS

x / # HP > HP

Passable in air-to-gir situations and for juggles affer

Houyouku-Sen. Use it 1o build super meter by
jumping backwerd and whiffing the HPs.

COMBOS YOU NEED TO KNOW

6 HITS
TOTAL DAMAGE: 42
+ + HP => EX Spinning Bird Kick

Good for punishment situofions.
Knocks down.

20 HITS
TOTAL DAMAGE: 67

+ + MK = Houyouku-Sen,
super jump cancel the lost hit and
juggle with HP = HP

Does a ridiculous amount of dam-
age and leads o the high/low set
up of your choice ofter the air
chain in the corner.

20 HITS
TOTAL DAMAGE: 66

Close HK, super jump cancel =
Houyouku-Sen, super jump can-
cel the last hit and juggle with HP
= HP

Does o ridiculous amount of
domage ond leads to the
high/low set up of your choice
ufier the air chain in the corner.

20 HITS
TOTAL DAMAGE: 72 TOTAL DAMAGE: 24

CROUCHING OPPONENTS Anfi-gir Yousou Kyaku, jugge
ONLY with o semi-lafe Yousou Sitots
HK linked info Houyouky-Sen, Da before landing; immedicisly
super jump cancel the last hitand ~ UPOP touching the ground; jugg
juggle with HP = HP vith + + LP.

3 HITS

Verifichle. HK goes over an
assortment of low atfacks, mak-
ing this a good way to land o
super arf if it hits. Does massive
domoge ond leads fo the
high/low set up of your choice
after the air chain in the corner.

21 HITS
TOTAL DAMAGE: 58

Close HK, super jump cancel =
Kikou-Shou

by this combo is fricky. Affer

side of the opponent just befes
the flip recovery for a confuss
side switch trick. If's possible =
dictate which side Chun-Li esst
on by doshing forward af diffe
ent times: earlier fo get bebs
and later 1o stay on front.

Verfiable and inflics decent dom:
age. Knocks down. .

21 HITS
TOTAL DAMAGE: 57
+ + MK = Kikou-Shou

Setfing up an opponent fo get &

4 + LP juggle, dash 1o the ofhe

DT T o s




STRATEGY

3
o
¥

Kakutsuken

Cun-Li's strategy is to control the ground. With Houyouku-Sen, she is
2 dominant zoning fighter. She outranges and outpokes almost every
sther characier. Anytime she has a single stock of super meter, she
s2comes a scary opponent. Any hit can combo info o super art, leading
%2 on opponent’s life br being holved. Concenirate on landing + + MK.
% + MK = Houyouku-Sen is the only combo Chun-Li needs. Everything
=2 s sfyle points (which aren’t tallied by the game). HK goes over all
ow pokes and links info super arts. Close HK provides an up-close mid
stfack that verifies info o super ort. Hakkei and MP beat out almost
=very other ground move, ond cancel info super art on reaction. All of
“zse moves' ability fo combo into Houyouku-Sen moke Chun-Li's
zround gome nearly unbeatable.

# + MK s especially important; it's fost, has o great reach, and is prac-
scally unpunishable. It's possible to cancel + + MK into Houyouku-Sen
=t ony point in the move, even into the very lost recovery frames.This
wxury of fime and ability fo verify deeply into the move makes Chun-
i absolutely deadly. Keep oppanenis af bay by zoning with + + MK. If
snyone gels close, they are instnatly o risk of + + MK = super art.
#sition Chun-Li just outside of her oppanent’s longest low poke range.
2o whatever it takes fo boit an attack, then quickly + + MK = super
=1 the recovering limb. This strategy is so frustrating to play ogainst, it
sften causes other players to go on the defensive, or resort to unsafe
sactics fo beat Chun-Li. Against slower characters, stay well out of range
and buffer super art motions while using Hakkei or + + HP.

= n opponent starts playing defensively, start kara throwing repeatedly.
Thun-Li's kara throw range is outside the reach of most fust pokes. At her
maximum kora throw range, she is sofe from most forms of verifiable
ssunter attack. Opponents are forced to guess whether a throw is coming.
= order to fech o throw, opponenis must either stand up and throw, or
spfion select and commit o # + LP. Performing eifher of these in antid-
sation of a throw leaves them open to + + MK, and Houyouku-Sen.
When Chun-Li s less of a threat when she doesn't have any super mefer
siacked. She has no high damaging combos or means fo punish whiffs in
2 big way. Play o similor gome plan by staying out of range, zoning with
% + MK and Hakkei, and punishing whiffs from long range with HP unil
<5 builds up o super meter siock. Another option is to keep oway and
Suild meter before attacking. Whiffing Hakkei builds meter quickly, and
<iaps dushes and rush down pokes at the same time. If an opponent gels
“ase, use jump HP = HP. Jumping back and forth and using this chain
= a good way 1o control space if Chun-Li's super meter is empty.
Sacking info corners can be furned to your advantage when irying fo
siay keep away. Super jump toward the wall and use Sankaku Tobi to
3=t clear of pursuing opponents, or use Yousou Kyaku if the opportuni-
 presents ifself. If the Yousou Kyaku is blocked, Chun-Li hounces off
=nd continues in her original direction. Once Yousou Kyaku conneds (by
sacking, hitting, or being parried), Chun-Li's jump state is reset, allow-
w2 another move, attempt o hit, or air purry any counter ottuck. With
+ least one full meter avoilable, there is no need to run away anymore.
Sy on the ground and start up with # + MKs. As soon as one connads,
wcel info Houyouku-Sen. Then concentrate on building up mefer again.
Sun-Lilacks o solid, all-purpose anti-air move, but she has ways fo deal
wi incoming aftackers. Chun-Li walks quickly, allowing her to walk
wnder most cross up aftempts. Use 4 + MK or close HK fo punish them

upon landing. If you feel confident that they will not attack in the air,
hit them out of the air with stand jab. As they flip over and lond, dash
under them for a sneaky cross up. If you possess quick reflexes, jump
and meet opponents in the cir with either HP = HP, or air throw.
Another great air option for players with quick reflexes is to super jump
toward opponents and use Yousou Kyaku. If it hits, juggle with Yousou
Suitofsu Da, land, ond juggle with + + LP for a reset. From there, dosh
under for a ground cross up.

IWAKEUP GAME

Chun-Li is deadly staying ot her maximum kora throw range or moving
close to a waking opponent,. From close up, throwing is always an
option. Most players expect Chun-Li fo throw from for away, so an in-
your-face throw is always a surprise. A tick throw with + + LK is o good
option. + + LK has frame advantage, so Chun-Li is able fo aftack ogain
before they can hit her. The two best options off of a + + LK fick are +
+ MK, and close HK. + + MK con't be parried high. If it hifs, cancel info
Houyouku-Sen. Close HK can't be parried low. Super jump cancel on
reaction and cancel info Houyouku-Sen. If either option is hlocked,
Chun-Li is still in o good, close range to walk up and kara throw, or get
into position for a UOH = super art. At this distance, oppanents may
try to attack. This is @ good fime fo go for a HK over their poke. If it hits,
link into super ort.

When getting off the ground, Chun-Li has o great wokeup move. EX
Spinning Bird Kick goes through all low attacks, and can be used from
up dlose, or from a short distance away. It also has the property of suck-
ing in opponents. Don't rely on it solely; certain high attacks beot it and
it's vulnerable if blocked. + + LP is great in wake up situations. It is the
fastest normal move and dleanly defeats any move or throw attempt. If
parried, immediately cancel into EX Spinning Bird Kick. Close HK is
another good move in close situafions. It comes out reasonably fast and
hos high priority. Use if to beat throws and low parry attempts (of the
anficipated + + LP). If it hifs, super jump cancel, then cancel into
Houyouku-Sen. If the oppponent parries, super jump cancel into the air
o escape any throw attempt.

SETUPS

Double Houyouku-Sen Tricks: The last hit of Houyouku-Sen is super
jump cancelable. There are many ways fo set up oppenents for an
ambiguous cross up, or high/low situafion that'’s difficulf fo react to
properly. This is the perfeci posifion fo lund o second Houyouku-Sen.
Landing one Houyouku-Sen can generally lead fo a second super art
obout half of the fime.

Setup 1: (Against everyone in fhe corner). After the super jump cancel,
HP = HP early in the jump so only the first HP his, leading opponent
o flip buck and recover. While the screen stays concentrated on the
recovering character, Chun-Li lands off-screen. Immediately UOH upon
landing. If should be a perfedtly fimed meaty UOH that links another
Houyouku-Sen. It is hard fo react to because Chun-Li s off-screen while
starfing the UOH.

Setup 2: (Against most characters mid screen). Affer the super jump can-
cel, jump LK fo cause the opponent to flip back and recover. Chun-Li
lands off screen. Walk forward while the opponent falls back 1o the
ground. Walk under the moment the opponent lands, sefting up a
ground cross up situation. Hesitating just a little bit allows you o uncross
up. This is a difficult situation for opponents because they can't see
where Chun-Li is until they land. HK as they land fo provide enough time
to verify super jump cancel, then cancel into another Houyouku-Sen. To
make this even frickier, use # + MK. Chun-Li's crouching animation is
lowi 1o the ground. The falling player won't be able to see which side
Chun-Li is on until they are hit.

Setup 3: (Against most characters mid screen). After the super jump can-
cel, jump MP fo cause the opponent 1o flip back and recover

Immediately UOH when Chun-Li lands. It should be perfectly meaty fo_

link info another Houyouku-Sen;

Setup 4: (Against small characers mid screen). After the super jump can-

cel, Yousou Suitotsu Da 1o knock oppanents down on the ground. Quickly
dosh up and UOH over their bodies as they are getfing up for a ground
aross up opportunity. Close HK immediately, super jump cancel, then can-
cel info super art if that hifs. To increase confusion, change up the fiming
of the dash or UOH or how much you walk forward or hackwards.

Setup 5: (Against Chun-Li mid screen). After the super iump: cancel,
Yousou Kyaku, jump LK, land and dash under the falling Chun-Li, close
HK, super jump cancel, then cancel into Houyouku-Sen on @ hit.

Setup 6: (Against Chun-Li in the corner). After the super jump cancel
Yousou Kyaku, jump LK, land, and immediotely UOH. Link Houyouku-
Sen or a low poke.

RANGES SETUPS FOR UOH —> SUPER ART

Against small, medium, and wide characfers:
{# + LK, + + HK), UOH = Houyouku-Sen

Against medium sized characters:
{# + LK, close HK}, UOH = Houyouku-Sen
{# + LK, dlose HE, + + MK), UOH = Houyouku-Sen

Against Oro:
No setup is required. UOH = works at dlose distance on crouching Oro.

RESETS

Reset 1: In an air-fo-oir situation, hit the other airborne opponent with

Yousou Kyaku, then immediotely Yousou Suitofsu Da fo juggle. Land
ond juggle with + + LP 1o reset. Dash under fo cross up just os the oppo-
nent lands.

PARRY SET UPS AND TACTICS

Chun-Li doesn't have a perfect anti-air move, so mixing in option select
parries helps deal with jump-ins. As jumping opponents get near, fop =,
then LP a split second later. Timed properly, and the opponent attacked,
Chun-Li parried, then hit with LP. LP recovers quickly, so Chun-Li is not
in very much danger.

GROUND CROSS UPS

Chun-Li can cross up Twelve, Alex, Dudley, Necro, Hugo, and Urien in
any corner.

FAVORABLE MATCH UP: KEN

Chun-Li s the only character that con shut down Ken. Chun-Li's pokes
are quicker and deadlier than Ken's. A pafient Chun-Li con counfer
attack ony of Ken's whiffed low forwards with + -+ MK = Houyouku-
Sen. Stay just outside of Ken's maximum range. Chun-Li must keep Ken
away. If Ken can't get dlose, Chun-Li has little 1o fear. If Ken tries fo
jump in, walk under him and + + MK or HIC Always mainfain distance
until you score o knockdown.

If Ken corners you, learn his poke ronges like they were your own.
There is a cerfain distance where Ken's low forward no longer hifs Chun-
Li, but roundhouse will. At that distance, it s reasonably safe for Chun-
Li fo stand up for a splif second 1o catch the HICif he uses it. If Ulb’n-ﬁ-’“l.‘ &
blocks Ken's HK high, punish him with @ super arf during his recovery. |3
Chun-Li must block it high, because she recovers from block stunguick-
er when standing. A low block recovers from stun one frame too late.

UNFAVORABLE MATCH UP: YUN

There isn't much Chun-Li can do fo ward off an aggressive Yun player.
Chun-Li must be patient and deal with the attacks os they come. Chun-
Li's dominance comes from her ability o control ihe ground. If Yun is
constantly jumping and Dive Kicking, he's not open fo + + MK =
Houyouku-Sen. If Yun staris running away and building meter for Genei
Jin, fry to back Yun into a corner before he can activafe it.

A good strategy is fo fry fo always stay on the same plane as Yun. If he
jumps, so should you. Don't let him get higher, where Chun-Li con't fight
him off. Vertical roundhouse is good to keep Yun away. If you are on
the ground and he Dive Kicks, option porry a with close HK to cover a

 shart whiffed Dive Kick attempt. If you score a knock down, then you're-

ready 1o take control. Yun really has no way fo get Chun-Li away from
him in o wake up situation. Use this to your advaniage fo throw him
repeatedly, then fake him out and try to lund + + MK = super art. One
knockdown could be all Chun-Li needs to win. Getling that one knock
down is the hard part.
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DudlLey

NORMAL MOVES
STANDING

HP is o decent poke of close
range, still inflicting good dom-
uge with moderate range. MK is o
greaf  mid level attack.
Completely safe if blocked, and it
barely pushes Dudley away so he
is still standing right next to
opponents, ready to attack
ogain. Links into Rocket Upper
and Corkscrew Blow easily.

HK possesses a fairly large frame
udvantage ofier it and can be used
o verify ond link Rolling Thunder.
It's possible fo whiff his move just
outside of poke range in the midst
of inputfing an EX Machine Gun
Blow. If opponents atiack, HK his
ond concels info the EX Machine
Gun Blow, scoring domage and o
knock down.

COSTUMES

d1 + unis
dH + Hoi§

dW + hnig

CROUCHING

Doubling up # + LK is o great
opening for oll of Dudley’s
supers. Fast, hits low, and it's
flexible. + + HK is o two-handed
sweep with mediocre range. If's o
juggle setup, and con lead fo o
ton of domage. This move is com-
pletely sofe if blocked. Great for
@- resef patterns.
o 5}

HK Roundhouse
STARTUP (5 )1
7 1 (GUARD (H/L
B8 [PARRY (i

dH + MW+ 41

HW + H0ig
WH + Hig

Slipping J jbr

+ MK Liver Blow

STARTUP  [(5) [

Very fust and o decent amount of frame advantage affer it. Liver
Blow can be linked into a Rocket Upper or Corkscrew Blow. It also
keeps Dudley close when blocked, allowing him fo set up guessing
gomes ofterward. Concelable and has some use in juggle combas.

e _Stomach Blow
ran BT l' . r

Gut punch that moves Dudley forward. Okay poke af close range.

- + HK : Dart Shot
U (startup (12) r (1) r

Very fast overhead. Con be choined into MK for exira domage. Also links
into a Rocket Upper or Corkscrew Blow against crouching opponents.

= HE Step Straight

— ¥4 :-.; START UP f

A moving version of Dudley’s HP. Super art cancelable and o good
poke with ferrific range. Hard to avoid during foot gomes and safe
from the right ranges.
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JUMPING

SPECIAL MOVES

+udwetP

Cross Counter

« 2 3u=+P

Machine Gun E[nw I

Dudley can hit with HK extremely early in his jumping arc and still have enough fime to link a super art when he lands due to its enormous hit stun. Excellent jump-in.

Jet Upper

- u b= +K

Short Swing Bl Bm

Cross Counter is just that, o counter attack. If Dudley
5 hit during this move, he counters with a rushing
sunch. The damage of the counter attuck depends on
the damage of the attack used against him, meaning
the more damage if wos set fo do, the more dumage
they take. Note that Dudley sfill tokes domage from
#e aftack, so it’s possible for Dudley o do the counter,
ten get knocked out afterward. The move is limited,
sa sfick fo using defensively in desperate situations
where you're having trouble beating an opponent’s
sffense. The EX version hifs more fimes and does more
“amoge.

Ducking

- bu=++l

L

Rapid fire punch combo with great range. Passable
for punishing whiffed attacks, it can olso be vsed in
combination with HK fo beat and punish some normal
aitacks on sfori up. If’s o huge fhreat during foot
games against some characters os Dudley can punish
some normal attacks on starlup, especially with an EX
Machine Gun Blow. The EX version is a juggle sefup,
and con be used in combos fo score big domoge.

o

Ducking Strait

During Ducking, P

Good as a reversal or in some combos, plus it inflicts
impressive stun domage. The EX version is fosfer and
does more damage.

During Ducking, K Ducking UEEerI

1C)

%=y good for keeping dlose ofter failed atfacks.
tncel into Ducking from HK fo set up
5a0/low/throw mix up gomes, Use the LK version fo
wenish whiffed normals during foot gomes. ending
wi o Corkscrew Blow. Ducking can be uszd fa pass
“Seough most projectiles.

b

Whiffs ogainst most crouching choracters, but use it
against large characters fo their punish whiffed attacks.

Mainly used to keep opponenis from aftacking or
throwing Dudley out of Ducking during ifs recovery.
Ducking Upper has some use in juggle combos, like
affer a mid screen + + HK. Use the MK version to
punish whiffed attacks during foot gomes.

doesa3 hﬁmmbomﬂmnd which k

Fanfostic for avoiding and pumsﬁmg throw affempis in
wake up sifuations. £ t's done just os an opponent fries
o ihruw, the throw whiffs, which should be punished

the gut punch. The punch of the end can be super
cance?ed for extra domage. Thaﬂvmnofd;mﬂw\r&
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SUPER ARTS "
SUPER ART II

SUPER ART |

Pu+du=gP

SUPER ART 111

tn+du=s P

- Corkscrew B]nwl

Dudley’s least domaging, but most flexible super ari. The super meter
is small, but you get three stocks which great for EX usage. This super
art comes out quickly and has plenty of priority. Use if to punish a vari-
ety of blocked normals that are usually safe from close ranges.

—— Corkscrew Blow olso combos behind
Dudley’s most importont cose range
attacks, like + + LK {x2), Liver Blow, and
| Dart Shot. Corkscrew Blow can also be used
in combination with Ducking, which goes
1 through projectiles, 1o punish an opponent’s
projeciile recovery. Punish whiffed normals
with Ducking (LK) = Corkscrew Blow,
alhough you must be fost.

+ % » + x = +P (tap P rapidly)

- Rocket llaertul I

Rocket Uppercut works well os anfi-air and does reasonable damage in
combos. This super art can be verified and comboed into from some of
Dudley’s most effeciive attacks in wake up situafions, like + + LK (x 2),
Liver Blow, and Dudley’s omozing overhead, Dart Shot. Rocket Uppercut

— has 2 super meters to work with which is
rather important to Dudley as EX Machine
Blow can lead fo impressive domage and o
knock down during foot games. Although
this super art by itself is only good of close
ranges, having bor for EX Machine Gun
Blows mokes Dudley o threat of a greoter
distance.

Dudley’s most domaging super ari. It hos great range and can be com-
boed into from + + LK (x 2), or verified and linked afier o maximum
range HK. However, the domage is not as good es it could be for a super
ort with a meter this size. Dudely gets a single super meter stock, mean-

— ing no EX moves. Rolling Thunder does not
combo off of Dudley’s Dart Shet, which is o
1 huge disadvantage considering how good
Dudley's wake up game is when he can link
off of that move.

Recommended Super Art:

Rocket Upper or Corkscrew Blow

Both supers provide enough stock for EX moves, keeping EX
Machine Gun Blow available to help Dudley’s poke game. Both
supers also combo off of Dudley’s most important attacks.
Although Corksaew Blow has o few more uses, Rocket
Uppercut does more damage consistently than Corkscrew Blow.

COMBOS YOU NEED TO KNOW

3 HITS
TOTAL DAMAGE: 39
HK —>Jet Upper (HP)

3 HITS

TOTAL DAMAGE: 36

+ + HK, juggle with on immedi-
ufe Ducking Upper (MK)

4 HITS

TOTAL DAMAGE: 48

+ + HK = walk up a bit and jug-
gle with o late Liver Blow —>Jet
Upper (HP)

11 HITS

TOTAL DAMAGE: 59

HK = EX Machine Gun Blow,
walk up a step and juggle with o
lute Liver Blow ->Jet Upper (HP)
13 HITS

TOTAL DAMAGE: 59

+ + LK, + +LK = Rocket Upper

7 HITS

TOTAL DAMAGE: 45

+ + LK + + LK = Corkserew
Blow

b HITS

TOTAL DAMAGE: 56

CROUCHING OPPOMNENTS
ONLY

Dart Shot linked to Corkscrew
Blow
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12 HITS

TOTAL DAMAGE: 68
CROUCHING OPPONENTS
ONLY

Dort shot linked info o Rocket
Upper

7 HITS

TOTAL DAMAGE: 71

+ + HK, walk up and juggle with
o lote Liver Blow = Jet Upper
{HP) = Cork Screw Blow

9 HITS
TOTAL DAMAGE: 67
HK linked info Rolling Thunder

10 HITS
TOTAL DAMAGE: 65

+ + LK + + LK = Rolling
Thunder

22 HITS

TOTAL DAMAGE: 71

HK = EX Machine Gun Blow,
walk up a step and juggle with o

lute Liver Blow =>Jet Upper (HP)
=> Rocket Upper

6 HITS:

TOTAL DAMAGE: 57
WORKS ONLY AGAINST
CHUN-LI, G, ORO, ALEX,
IBUKI, MAKOTO, ELENA,
NECRO

+ + HK, juggle with another + +
HK just before they hit the
ground, repeat 3 more fimes,
then jump forward and juggle
with a jumping HP

LP = MP -> MK
The first and lost hits miss crouching characters. The
lost it is super canceloble but the domage is hardly
worth the etfort.

+ + MK —> MK > HP

Dudley’s most domaging chain. Starts off of o mid
|e'|rﬁi attack and does good domage. Fairly sofe as
well.

- +1P > MP
The second hit is cancelable, however it whiffs versus
most crouching characters. There isn't much Dudley
con concel into, except a super art, that will hit from
thai range.

++1K=> 4+ MP> ¢ + HP
More damaging chain opening with + + LK. The last
it tends to whiff against crouching characters. Siill,
if's possible fo verify if whether the opponent is stand-
ing or nof when going for this chain. Use with caution.

+ + LK => MK
Quick chain starting off of a low attack. Doesn’t do
much domage, but it's safe and keeps Dudley close
after it hifs. One of Dudley’s few safe low options.

MK = HK > HP
Starts off of o mid level attack, hits crouching char-
acters, ond does passable domage.

MP = MK = HP
Haos bod range and misses crouching characters. Noi
Dudley’s best opfion.

= + HK > MK
Decent domage and worth doing if you don't have o

super art 1o link off of it.

LK = MK = MP - HP

Dudley’s second most dumuﬂing chain. Whiffs versus

crouching opponents. Would be a better choice for

punishment sifuations if K™ Jet-Upper (HP) didn't

Eu significantly moredamage, stun damage, and
noc own. /
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STRATEGY

Jemping Elbow

Sudley is a great character if you like to attack. His jump gives him
weat ability fo attack effectively. Dudley keeps close o the ground, so
s#tacks are available early in his jump when compared fo other charac-
2rs. Add to this the fact that he has two incredible jumping attacks with
great hit stun: jumping HP and HK. Dudley can hit with jumping HK from
%2 apex of his jump, then still have fime to land and link a super art,
wiich makes jumping in easy. Opponents must react quickly to Dudley’s
ump, and since he can use HK at any point in his jump and still connect
2 super art when he londs, it is difficult fo parry this jump-in.

Once Dudley jumps in, he is usually posifioned right next o the oppes-
ng fighter. From there he has a voriefy of mix up opfions that stem
from Dart Shot mind games. The block stun from his jumping attacks is
ong, so it is just like he is in 0 wakeup situation. However, if o jumping
atiack lands, go chead and tack on o combo for big damage. If a jump-
ing HK hits, immediately Rocket Upper upon landing. If jumping HP con-
nects, juggle with o big EX Machine Gun Blow combo.

After a blocked jump in, the best move fo go for is Darf Shot. I comes
aut quickly, and generally hits in this situation because most players
nobitually block low after o jump in. However, Dudley’s fost overhead
dreaks all the rules. Blocking low is never sfe against Dudley. You are
forced to guess when cought in this situation. If Dudley gefs close and
e hos meter, a super art is guoranteed half of the time if he keeps mix-
ing it up between high (Dart Shot) and low (+ + LK (x2)). This is why
Dudley must attack and get in close. He barely hos a ranged game. He
is oll about getfing in an opponent’s face and dealing damage.

Dudley hos many other opfions that score some damage ond create
openings when he is close after o jump-in. Immediately jumping straight
up upon landing works very well. Hit foes with jumping HK early on the
way up, then land and do either the high/low mix-up, or throw.
Alternately, jump in with HP. but hesitate before throwing an opponent
after landing. For the next time, jump in with HP, then immediately
Swing Blow (LK) afier landing. If the opponent fries fo onticipate a
throw and whiffs, cancel into a super art on reaction 1o o hit. If they
block, you remain safe.

Another option when jumping in is to do nothing, and land and hit low
with 4 + LK, + +MP. + + HP ground chain. It storis low, and hits more
often than it should because players tend fo block high after o Dudley
empty jump. Throwing behind an empty jump in is a good option os
well. This is a good setup for the next empty jump in, which should be
an immediate Short Swing Blow canceled into a super ar, to hit throw
altempts. Parrying is also another opiion for Dudley when jumping in.
His jump is so low that he is usually nearing the end of his jump by the
fime opponents react fo it and start an anti ir. The timing to parry the
unfi air should be around the same fime near the end of Dudley’s jump.

For the rare occasions where you aren‘t heing aggresive and are in o
ground gome (anytime you don't have any super meter), HP and HK
are good pokes. Against some characters (such os Hugo), sit back and
buffer EX Machine Gun Blows into his HP as Dudley whiffs them from
across the screen. If the tips of any pokes are hit, the Machine Gun Blow
automatically comes out and leads to a juggle opporfunity.

MP is another good poke on the ground in situations where an opponent
gets close. Buffer Duckings info whiffed MPs; if any MPs hit, a Ducking
execufes outomofically and moves Dudley close enough to his opponent
1o cancel into a super art. This factic is especially useful after teched
throws. Characters with fast dashes might dash in ofter o teched throw
o continue fo pressure. Stick out MP to stop these dushes and create an
opportunity to lond a super ort.

Dudley hos o few good anti air choices. HP by itself is good if he is far
enough away from opponenfs. If cancels into a Jet Upper to juggle for
extro domage and defeat parry attempts. An EX Jet Upper also works
well as anfi-air. An interesfing anfi-gir maneuver is to do a Ducking (HK)
under opponents fo cross them up on the ground, then either Corkscrew
Blow or Rocket Upper from behind, which is fairly easy fo do. Input the
command for Ducking, then do another QCF + punch in the same direc-
tion and the super ort automatically comes out, but in the other direciion,
towards the opponent. Dudley pulls this off quickly and itis hard fo react
to. Great for confusing opponents that like o jump in and parry offen.

UWAKEUP GAME

Dudley has the most infimidating wakeup game aut of the enfire cast of
characters. What makes him so scary is his = + HK overhead attack. It
comes out foo quick fo react o. Dudley can link super arfs 1 or 3 after
a hit for easy verified damage. He can also go low info his super arls
via + + LK x2. Both of these attacks are nearly instantaneous, so your
opponent hos fo guess which way fo block on wake up. This can lead fo
Dudley londing a super nearly 50% of the time on woke up.
Knockdowns are incredibly imporiant to Dudley. Against characers thot
can get hit by low roundhouse x6, they also have the misforiune of
being able to lose a ton of life without Dudley even having fo use any
super mefer. There is no right answer for what they should do in fhis sif-
vation. Dudley simply owns you on wakeup.

Even if Dudley's moves are blocked, he is siill in range to remain o
threat. After doubling up + + LK, Dudley remuins in perfed range fo
attempt a Dart Shot and link into super art if it hits. A UOH linked in fo
super arf should be able fo reach os well. After a blocked Dart Shot,
Dudley is within range fo either walk up and throw, or walk up and +
+ LK (x2) and verify a super art affer o hit. Dudley always has quick
and easy ways 1o land a super art from up close and is a legitimate
threat when he is dose on the ground.

After Dudley knocks down an opponent, especially in the corner; throw
his rase to hit opponents an wokeup: The rose keeps them pinned down
if they fry o jump. It even beats some wakeup moves. If time allows for
it, always faunt and throw the rose on wakeup. It forces opponents fo
stay on the ground and guess befween hrgh or fow.

The main thing Dudley mustworry ubuui when he is pressuring oppo-
nenfs on wakeup is random super arts and high priority moves.
Throwing the rose virfually eliminafes this threai. Opponents may be
able fo do a super art through the rose and hit Dudley, ussuming he
does a move, that is. Since they can’t jump away, their only options are
block, parry, or wakeup super art. If Dudley blocks after throwing the
rose, he creates o stalemate. Neither choracter gets a hif, but Dudley
wins because he remains close, exactly where he wants to be.

When Dudley is the one getting up off the ground, he hos a few decent
options fo keep pressuring opponents off of him. An EX Jet Upper works
great, although it's risky. All of his super aris work great as wokeup
options if you don't mind taking a big risk. Parrying is always an option,
although blocking is much safer. Doing o Short Swing Blow on wake up
is  good idea. It get Dudley away from throws and ¢ + LK ticks.

SETUPS

Ranges setups for UOH = super art

Agoinst small, medium and wide sized characters:

& £ 1P 2l
Rolling Thunder, Corkscrew Blow

Rocket  Uppercut,

{# + MP), UOH =>Rocket Uppercut, Rolling Thunder, Corkscrew Blow

RESETS

Reset 1: Against characters that Dudley can connect # + HK (x6) in the
corner, he can reset them back on their feet at the last hit fo set up o
mix-up that can lead to more domage. Connect with five + + HE, then
jump towards them and use HP fo reset them. When they land, expect
opponents 1o block low, which is the safest thing o do in this situation.
Right when Dudley lands, use Dart Shot, and link info Racket Uppercut
or Corkscrew Blow. The next fime you are able o connect with + + HK
five fimes, reset with jumping HP again, and as opponents recover, they
will probably block high in anticipation of the incoming overhead attack.
Hit them with + + HK ond juggle them for 5 more hits. You could even

jugale with a super art on the way down.

Reset 2: After hitting with an air to oir HP, and Dudley lands first, imme-
diately do o Ducking (HK) to cofch,up with your falling opponent, and-
immediately cancel into Corkscrew Blow for the reset juggle.

PARRY SETUPS AND TACTICS

Dudley is often going fo attack a waking up opponent with Dart Shot. It
comes out fast, so even changing ifs fiming even slightly can throw off
an opponent’s attempts to parry it. Some players may fry fo hit Dudley
before he gets this move off. Since the command involves a forward tap
of the controller, press it forward a split second before pressing HK. This
way Dudley option parries any mid level attacks that might be thrown
his way before going into Dart Shot.

GROUND CROSS UPS

Dudley can cross up Twelve, Hugo, Necro, in any corner.
Dudley can cross up Yun, Yang, and Chun Li mid screen.

FAVORABLE MATCH UP: TWELVE

Twelve is very annoying fo fight against from the start. He flies around
and is hard to hit. He jumps much higher than Dudley and heats him out
in the air easily. However, if Dudley is able o score a knockdown, it's all
over for Twelve. Twelve has no answer for Dudley’s wakeup game.
Nothing short of a random X.N.D.L is going to get him oot of a corner.
If Twelve has no mefer, he's done. All Dudley needs fo do is throw the
rose fo keep him grounded, then keep mixing it up het’vtaﬂn ﬁlgh and
low attacks. &

UNFAVORABLE MATGH wm _____ -

Jumping is [Iudley’s moin way fo get dose tu selup His mtked guessmg.. .-
and mind gumes. However, Ryu can kaep Dudley from getling in by
zoning with fis HK. If con it Dudley at any fime during his jump, even

i

ot the very beginning. That move covers plenty of space, and it is hard

for Dudley fo get over if. It also beats Dudley’s HP and # + HK when
done at the right fime. Also, Dudley must always be on the ionknm fnr
the random EX Hadouken. :

For Dudley to win this match, he must score a knnckdu‘wu 50 he can g get
close to start his mind games. Jumping isn't the best avenue fo achieve
this. Lok for Ryu to whiff o HK, then do a Ducking (HK) to get close
before he fully recovers and knock him down. From there, Dudley must
get in Ryu’s foce and keep landing super arts and knocking him down.
Don't get discouraged. Be patient, and wait for Ryu fo leave himself an
open for an atfack.
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Elena

NORMAL MOVES
STANDING

LK is good for seffing up tick
throw and guessing gomes in
general. This move has a decent
amount of frame odvantage ofier
it. HK comes out high, moves
Hena forward and goes over low
atfacks. This move is o great
offensive normal of close range.

oo

COSTUMES

dW + Lni§
dH + Hojs

LP
|

L

dH + W + 41

HW + 0ig
MH + Hnig

SPECIAL NORMALS

- + MP Hondstand Kick

SRTUP (15 f

Fast overhead with amazing range. Can be done from very far away.

- + HK Round Arch
START UP r (+4] f

A leaping kick that moves Elena backward. Unbelievable priority.
Because Elena is considered airborne while doing this move, it is
invulnerable fo throws and low attacks on start up. Can even beat a
Gigas Breaker when timed correctly. To add fo ifs usefulness, it has o
nice frame advanfage ofter i, making it completely safe if blocked.
It's even possible fo link a Brave Dance after this move if done meaty
on a character waking up!

Hondstand WhiP

Very fast averhead that moves Elena forward. Good range. However,
it has a rather lorge frame disadvaniage after it when blocked, mak-
ing it rather unsafe. Kill this recovery issue and add frome odvantage
10 the move by doing it early against a fallen oppanent waking up, so
that it hits meaty. Although difficult, nof only does it make the move
safe, but you can even link a Spinning Beat or o Brave Dance affer if.

Slidin
starTup (12 f (e [._j_.;P

Good range. Good during foot games os it's hard to make it whiff.
Catches many players standing up trying to wolk backward.
Vulnerable if blocked from close range.




CROUCHING

# + MP is 0 mid level crouching
vick and is Elena’s main opener
%or comhbos. It hos the strange
aroperty allowing her to cancel it
to super arts much later info ifs
rzcovery than most normal
attacks. Just enough time fo ver-
#y a hit before canceling into o
super arl, although it's difficult to
sxecule.

+ + MK is fast with good range.
it works os o decent offensive

poke.

JUMPING

Jumping MK is o decent cross up
and and can be used in combina-
fion with o super jump for
smbiguous cross ups. Jumping
forward or backward with HP
adds a frame to its startup, but
oiherwise remains identical.

5]
)

_sm v )
[E3EnEn

SPECIAL MOVES
Mallet Smash I

+ %4+« +P

Rofating overhead kick. Hos o very slight frame
advanage offer if. Fairly slow and vulnerable fo par-
ries if abused. MP version can he linked after with a

Spinning Beat or Brave Dunce, while HP version con |

links info o Spinning Beat, Brave Dance, or o LK
->Scratch Wheel (HK). The EX version comes out
foster and has a slightly longer frame advantage ot
the end of it. It's possible to link a Spinning Bea,
Brave Dance, or a LK —=Scratch Wheel (HK) after it.

+> +x+K

Strnicl;lwheel ]

(i (1|
=1

Rising uppercut with a kick. Decent for combos in
punishment situations and as a reversal. EX version
hits more times and has more priority.

Multi-hit Tow kick atfack with good range but terrible
recovery. Linking on LK or EX version from # + MP
ore both possiblities. The EX version hifs more fimes.
However, the lost hit completely whiffs vs. most
crouching characters. There's no reoson to use this
move over an EX Spin Scythe.

Lynx Tail |-

«r >+l

Rhino Hnrnl 3

Button strength determines how far the Rhino Horn
travels. It hos frome disodvantage, although the
block stun is deceptively long; usuolly making it sfe
if blocked. Whiffs versus. most crouching characters.
Can be rather annoying for large characlers, like
Hugo and Q, thot cannot duck under it. EX version is
faster, does more damage, and puls characters into a
hardly noticeable juggle set up. Can be used in com-
bos starting with an EX Spin Scythe for massive dam-
age and juggle opporfunities.

Spin Scythe |

e e +K

up the folloving guessi ¥
er\.ll'wmqﬂ.-ﬁhipnﬂ-%.;ihg.hl|w.nj}r
) 18 I

. : o i e
up if you don't do the 2 hit fallow up, which is
extremely useful for high domage combos. The EX
version’s follow up doesn't put opponents info a jug-
gle sef up, and does about the same amount of dom-
uge. Heavy recovery foo. If's best to avoid using it.
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SUPER ARTS
SUPER ART |

du=+tu=+K

Spinning Beat I

lena does three repeated Scratch Wheels for a decent amount of domage.
This super art has o high juggle potential in the corner. Use it 1o finish an
EX jugle. It combos on the ground easily, and you can hit confirm it with
alate + + MP cancel, but only from close range. Spinning Beat cannat be

used to punish whiffs or stop dashes from

Recommended Super Art: Brave Dance

mid range. It can work os o decent anfi-gir.
With 3 stocks, and o smoll super meter, Eleno
will be able to use Spinning Beat and her
great EX moves often. Becouse Elena can
only combo directly into Spinning Beat from
such close range, this super could also be
used solely fo stock meter for EX moves fo

SUPER ART I

tu =+ du»+K

- Brave Dance l

In the corner, tack on an exira hit ofter the super with a Scratch Wheel
{MK). It has a longer super meter than Spinning Beat, but it also does
much more domage. It stocks two super meters, so Elena has the option
to use EX moves and sfill have her super art availuble. Brave Dance com-
bos nicely off of 4 + LK and 4 + MP. You
q con late cancel + + MP fo verify o combo
into Brave Dance from almost the enfire
— length of the move, and if you cancel it
[ early, it combos from the very fip of her
| foot. This gives oppponents a renson to fear
her in close. Used in tandem with her long
| kara throw, Elena s sure fo find openings to
lond o clean + + MP => super ari. Brave
Dence has a quick strt up, use it fo punish
any blocked moves with heavy recovery.

One thing to look out for, Elena flies for-
ward with o slight upward indine os this
super art storts up. It hos o tendency to randomly go over Chun-Li and
miss her complefely, even if comboed into, because of how low her
couching animation is.

Brave Dance gives Elena the necessary range fo verify into super arts that makes her ground gome much more solid. + + MP =
Brave Dance allows Elena fo keep people from rushing in on her, and apply pressure from her exceptionally long kara throw range.
The constant threat of ¢ + MP — Brave Dance allows you to constantly kara throw, and it is the constant barrage of throws that
leuds to openings for + + MP = Brave Dance.

COMBOS YOU NEED TO KNOW

4 HITS
TOTAL DAMAGE: 35

+ + MP = Roundhouse Scrafch
Wheel

Okoy for punishment situations
when you don't have super meter
for anything else. Knacks down.

7 HITS
TOTAL DAMAGE: 47

# + MP => EX Spin Scythe, when
you recover, jump towards oppo-
nent and juggle with a semi early
MP = HP ir chain

High domage combo that leaves
Elena with a positional advantage
that could lead to more damage.
Good for punishment situations.
After the air chain Elena is free to
dictate which side she will be on
when opponents land, by either
dashing under and behind before
they land from the air chain, or
walking forward fo stay in front.
Ambiguous and hard fo react fo.
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7 HITS
TOTAL DAMAGE: 58
CORNER ONLY

+ + MP = EX Spin Scythe, when
you recover, immediately juggle
with o Scratch Wheel (LK), when
you recover, juggle again with o
Scratch Wheel (HK)

High damage corner veriation of

the typical EX Spin Scythe juggle.
Good for punishment situations.

10 HITS
TOTAL DAMAGE: 64

# + MP-> EX Spin Scythe, when
you recover, immediately juggle
with EX Rhino Horn, juggle aguin
with a late Scratch Wheel (HK)

High damage combo that's good
for punishment situations. Knocks
down.

8 HITS
TOTAL DAMAGE: 54

Meaty Handstand Whip linked
into Spinning Beat

Verifigble. Okay way to lond o
super art from an overheod.
Difficuls, and Handstand Whip
must be done early against an
oppanent waking up.

11 HITS

TOTAL DAMAGE: 70

Meaty Hondsiand Whip linked
into Brave Dance

Verifiable. Okay way fo lond o
super art off on overhead.
Difficult, Hondstand Whip must

be done early against an oppo- ,/_\ \
nent waking up. /
8 HITS 4
TOTAL DAMAGE: 51

+ + MP = Spinning Beat

Verifiable way to land o Spinning
beat. Knocks down.

11 HITS
TOTAL DAMAGE: 65
+ + MP = Brave Dance.

Verifigble way fo land o Brave
Dance. In the carner, juggle with

o Scratch Wheel (MK) ofter
recovering from the super orf
versus most characters for extra——-
damage. Generally not worth the
effort, but does knocks down.

SUPER ART 11l

tu=+tu=>+P

Elena recovers up to 1/3 of her health with this super art. As she is heal-
ing, she is completely vulnerable. You can stop the super before fully
healed by pressing PPP. The sofest set up to use healing is ofter o throw.
Elena throws opponents away far enough to where she can fully heal
without getfing hif. One throw can change
the outlook of the round. Unfortunately,
Healing only stocks one super bar, so if
N Elena plans to heal herself, she connot use
any of her EX moves. Without EX moves or
| o super ort that does domage, Elend’s
combo possibilities are rather limited. Elena
must rely on her fast pokes, overhead
| aitacks, and kara throws to do most of her
domage. Elena’s normal moves are good,
but she must hit opponents many more
times than if she wos landing Spinning Beat

—  or Brave Dance often. Sometimes you may
only get 1 or 2 openings for big damage in o round. Healing Elena will
not be able to copitalize on these oppartunities.

TARGET COMBOS

JUMPING (x2) LP > JUMPNMK

Fast 2 hit air chain. Good versus players who often
ani-air porry. Although Elena has a variety of multi
hit jump attacks and chains, this is by for the most
flexible os it can be done much later in the jump than others.

JUMPING (x2) MP > JUMPING HP

Slower, more damaging 2 it ir chain. Steep upward
angle, good for meeting another player in the air

with a jump attack in anfi-gir situafions. Not only —
does it do good domage and hit twice, giving opponents more to
parry, but if it hits jumping opponents, Elena lands before they do,
allowing her to dash under and behind them just before they land
for on ambiguous side switch trick. Create further confusion info
this trick by sometimes not dshing at all, staying in front of oppo-
nents just before they land, effectively making them guess which
side Elena ends up on. In ether situation, mix up with the combo of
your choice, UOH linked into Brave Dance or Spinning Beaf, or o
throw if you think they will guess correctly and block.

HP = HK

Slow, domaging 2 hit chain. Slow start up and bad
range, must be directly next to opponents to guar-
antee both hifs connect. It has o small frame advan-
tage ofter it, meaning it's completely safe. Elena’s only sofe non
super combo. Siill, not exiremely useful.

MK = + + HP

2 hit chain ending with o lounching kick. Knocks
opponents fairly high into the cir, allowing Elena fo
get info prime ottack range just before they get up,
whether they quick recover or not. However, the lust hit of this
chain has a huge frame disodvantoge after it, meaning it's heavi-
ly open to ottack if blocked.




STRATEGYU

Knee Attack

Elena has some of the game's best pokes, which keep opponents frus-
irated ot long range. + + HK and Sliding are great for sneaking under
high attacks, and her two command overhead atiacks will keep them
guessing. Use + + MP as her main poke at o distance and fo punish
whiffs, beat out other attacks, and prevent characters from rushing in
on the ground.

Eleno does most of her damage off of Brave Dance and kara throws.
The more you throw, the more likely they will make o mistake that leads
o an opening for + +MP = super art. Elena never has fo get too close
if she: doesn't want to. Stay of her maximum kara throw range and frus-
irate opponents with repeated throws. Get them to aftempt o tech, then
readt with 0 4 + MP = super arl.

Elena has many great jumping attacks. Most come out fast and hit from
far away. Elena jumps high and con usually outreach and outrange
opponents. Many of Elena's jumping atfacks and air chains allow her to
land hefore opponents. Use this as a chance to dash under them before
they land to quickly cross them up.

Elena has many anti-air opfions when she is on the ground. Scratch
Wheel is her most basic anti-air. If you can react quick enough o an
apponent’s jump, meet them in the air and use any of Elena’s multi-hi-
fing air moves. Elena also has a fost dush, and she is fairly low fo the
ground as she does it. Use this fo avoid cross ups and jumping atiacks

from close range by dashing under oppnnenls and cnunler-ultutkmg o5 -

they land. :

Elena’s Round Arch is one of the best special normals in the game. Use
this move often fo go over low attacks and beat throw attempis.
Whenever you are not sure what to do, go ohead and use Round Arch.
Maost likely it will do you some good.

IWAKEUP GAME

Elena has many options on waking opponents because her kara throw
range is so great. At that maximum range, many characters' quickest
low pokes whiff. Elena is free to kara throw at will. + + MP dlso con-
necls into super arfs from this range. Throwing repeatedly is effective,
but mix if up ond hesitate, frying to make opponents renct fo a possible
kara throw. Punish their reaction with + + MP = Brave Dance. When
you don't have enough meter for a super art, use Round Arch often fo
go over all low pokes and fo stop throws.

At very dose range, ¥ + LK is Elena’s best fick. Follow it up with either
a kara throw, # + MP = super art, or Round Arch. Both + + LK and
+ + MP can be parried low, so Elena hos some other wake up opfions
fo discourage parry ottempts. She can do either Round Arch o
Hondstand Whip meaty and link Brave Dance affer if. Throwing imme-
diately on wake up works offen because many players will not expect o
ihrow from such lose range.

‘gome. Take advantage of an opfion parry fo cover f

When Elena is the one getting off the ground, if you decide not to blok,  GROUND CROSS UPS :
S{rn!(h Wheel s L d f.m gettng peapl off of her, partclary the.EX Hlena can cross up Dudley, Alex, Hugo, Nercro, Twelve, and Uries & s
version. A safer opfion is to block on wake up, and look for an opening s A

toland + + LK/ % + MP > super art. Round Arch of any fime really
helps Elena get out of frouble. She can’t be thrown or it by most low
attacks, so it is really safe.

SETUPS

Ranges setups for UOH = super

Elena con cross up Oro, Elenc, and Chun Li only in her own comes

FAVORABLE MATCH UP: RYU

Elena only has one real concern when fighting Ryu, EX Hadoukess &
Elena can avoid random EX Hadoukens, there is not much else Rys e
it Elena with if she is played correctly. Ryu has o hard time landing 5=
hread and butter + + MK = EX Hadouken combo on Elena
Round Arch. This move goes over every single one of
nifacks. Ryu must resort fo throwing EX Hodoukens from o mi
distance because when he gefs in dose, he is always at risk
Round Arch counter. Ryu will not be able fo kara throw either,
Round Arch cannot be thrown. Use Round Arch like it is her only

Once you get Ry trained not fo stick out # + MK or kara throw,
must play much more defensively. Get in close and mix up kara
and + + MP. Keep up the pressure and fry fo land & + MP > B

Aguinst most characters:
+ + LK (x2), UOH > Spinning Beat / Brave Dance

Against Oro:
No setup is reguired. UOH = Spinning Beat / Brave Dance works
at dose distance on crouching Oro.

CORNER TRICKS

After a throw in the corner, Elena can set up an ambiguous cross up sit-
uation that s difficult fo block correctly. After the throw, jump and press

HK before hitting the ground. Time Elena’s jump fo land exaly of the  papce. 1
moment the opponent gefs up off the ground. Flena lands directly on = “4
top, and her jump HK extends her over both sides of the character. It s JFAVORABLE MATCH UP: CHUN-LI -

hard to fell whether Elena is going o cross up or not, leading to o quess-
ing game for apponents. This is even irickier against opponents that
Elena can only cross up in her own corner ( against shotos, for instance).
Always be aware of which characters you can cross up and where you
can do so.

RESETS

Reset 1: If Eleno hos enough super meter, she con turn an EX juggle
combointo a setup for o perfectly distanced UOH linked info Brave Dance
for massive damage. If you are able fo comba into an EX Spin Scythe mid
streen, juggle with an EX Rhino Hon, then hit with LK fo rese the combo
and have them flip recover. Walk up u finy siep, then UOH. It must be
timed perfectly to link into Brave Dance if it hits. This does not work on
choracters that aren't jugaled by all of the hits of the EX Rhino Horn.

When Chun Li has super meter, Elena is constantly at risk. Most of
Hlena's best pokes lose deanly to Chun Li's Hakkei and # + HP. Chun-Li
has greater range, and con keep Eleno away. Even if Elena gets dlose,
she is always af risk for Chun-Li's + + MK = Houyokusen.

For Elena fo have a chance, foke odvantage of the first round when
Chun-Li doesn't have enough meter for Houyokusen. Chun-Li is much
less of a threat without meter. Stay out of range of her HP, and + + HK,
using Sliding fo get under them and punish her. Whenever Chun-Li is
close, Round Arch over her + + MK. Elena can similorly do repeated +
+ MPs and cancel into super arfs upon a hit when Chun-Li tries to use
her # + MK. This match is winnoble, but expect a tough battle.

Reset 2: If Elena lands o mid air HK, she usually lands before oppanents.
You can hit them before they land with Spinning Beat. To get the most
hits, save this trick for the corner. o

PARRY SETUPS AND TACTICS
Elena's kora throw is very good and  big part uﬂls( /

Elena from mid level atiacks when kara throwing. .
Elena's kara throw is = + MK = throw. Instead of |
pressing =+ af the same fime as MK, press = a split |
second earlier than is necessary. Confinue fo hold >
while finishing the input for the kara throw. With this '\
method, you parry any poteniial mid level atfacks before.

throwing. :
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NORMAL MOVES

STANDING

MP looks like o patty cake slop
and moves Hugo forward slightly.
Goes over some low oftacks,
catches anticipated jumps. It has
good range and good recovery;
it's o fantastic poke, so abuse it!

LK is fast enough to beot some
low attacks from the right range.
Hard to punish if whiffed. Used to
fick into Moonsault Press; it's also
cancelable.

Press « or = to move forward
or backward during HK. Can be
used fo go over o variety of low
ottacks. This mave hos awful
recovery, so use if wiih coution.

E[ISTIIMES

dW + Hnig

N1+ Hogg
WH + bois

W + Hnig

=1 sTART UP

o) o g

Great cross up, but fough fo get into a position to use it. Affer it's
blocked, use the fairly large amount of frame advontage to execute
Moonsault Press or Ultra Throw ticks.

= + HP

| START UP

Hammer Hook
@

146

_rar ER ]

dH + iW + d1




CROUCHING

# + MP is an overall good poke.
1 beals some affacks from the
right ranges, plus it's fast and
safe.

# + MK has great range ond is o
areat whiff punisher. Use with
some coution os it con be pun-
shed by some fost supers if
Slacked too dose.

JUMPING

Jumping HK is a drop kick with
amazing priority. |t beats a vari-
ety of anti-gir normals while cov-
ering lorge amounts of space.
Jumping forward or backward
MP has o start up of seven
frames. Jumping forward or
backward HP hes a startup of
ihirfeen frames.

THROWS

SPECIAL MOVES

+w++P 360 Motion + P

Giant Palm B;lm

Moonsault Press |

EJ

Slow start up, but hos an absolutely ridiculous

Hugo's main weapon. Moonsaulf Press is o fost com-
mand throw with great range that deals a fon of
domage. Very scary af close ranges. Soscury: e
that opponents will do whatever they can to avoid it
completely, making them play in an unsafe and awk-

ward manner. Expect apponents to read to this move

in o variefy of ways in an atfempt fo counter if
(jumping is the most effective way). Learn fo anfici-

pate attempts 1o jump away from this move and
counter with an anti-ir of some sort.

Shootdown Bucﬁlﬁr-e;ker i

amount of frame advantage afferwards. Great for
combos and pressure patferns up dose. Use the
frame odvantage in wake up situations fo secure an
atfack and mix up with + + MK, Moonsault Press, or
HP. The EX version hits three fimes and sefs oppo-
nents up for o juggle.

('START UP '

@
ﬂ;

5| [ PARRY ("

" The sfart up laoks like the opening animation for a

SIifs

A flying air grab mainly for use against antidpated
jumps used fo avoid Moonsaulf Press. Hos cbsolutely
no priority, losing fo fumping aftacks rather easily. It~
must e done early, just os an opponent is leaving

_ Ihe groumi Fﬂnly hemry recovery when Hugo lands.

-. 1o use in. gmmml uhl'zemﬂz caution,

A fast move with good range, but whiffs against
crouching opponents, diminishing ifs value. Use it fo
catch hack dashes or anticipated jump aftempts. The
EX version comes out fusfer and does more damage.

360 Motion + K

Meat Squasher |~ =

Command throw that bounces opponents off of a wall
for o juggle opportunity. Con lead to big domage in
combination with Megaton Press or EX Giant Palm
Bomber when near a corner. Ulira Throw Shootdown
Backbreaker s an okay combo to quickly comer
opponents, however it does much less damage than
u Moonsault Press (HP).

Running command grab with heavy start up. Very
slow and easy to counter. It does immediately drag
opponents to the closest corner, a big plus for Hugo.

whitfed throw, which doesn't really help anything

because the last thing you want is an opponent fry-
ing an affack.
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SUPER ARTS
SUPER ART |

720 Motion + K Gigas Breukerl

With its one frame start up, Gigas Breaker is one of the quickest super
arts in the game. Any opponent on the ground when Hugo starts Gigas
Breaker will be cought. Opponenis must nticipate Gigas Breaker hefore
Hugo does if and jump before the super freeze in order to escape. Gigas
Breaker has invulnerability of sfort up, so it
grabs opponents through their moves.
] Gigos Breaker only hos one meter for its
super arf, so EX moves are nof recom-
mended.

Recommended Super Art:
Hammer Frenzy

Hommer Frenzy gives Hugo his only real combo possibilities
that don’t involve command throws. It makes his jump-ins o
threat, and gives him his only solid way to verify big damuge.
There’s no need to guess with Shootdown Backbreaker when
you think someone might jump away because of the threat of a
Moonsault Press. + + LP (x2) instend and cancel into Hommer
Frenzy to punish their attempted escape.

SUPER ART Il

x> 4u=++K

- Me;aﬂm Flessl

Hugo jumps and catches airborne opponents and slams them to the
ground. The button pressed determines the angle at which Hugo jumps.
Extremely good damage for an anti-air. Unfortunately, almost any air
attack can knock Hugo out Megaton Press. Megaton Press stocks 2 super

LP3/MP5/HPT

meters, ond is usable os the last hit of o
juggle combo.

SUPER ART Il

tu=4tu++P

Hugo runs towards opponents and hits them with o bombardment of pov-
erful moves, one of which is an overhead. Hugo can combo info Hammer
Frenzy from & + LP (x2). This s the only super art that makes Hugo's cross
up a real threat. Use it in wake up situations 1o go through any pokes. If
Hugo guesses wrong and the opponent
blocks, iry to trick them with o deloyed
release. By holding the punch hutton, Hugo
| confinues running for o short fime. Release
the punch and Hugo starts his attack siring.
Holding the button for too long resulls in
& Hugo stopping, and never starting the attack.
Hugo is vulnerable while running, and ot the
end of the super art. With a window of invul-
nerability at the beginning of the move, it's
® possible to pass through projectiles and

CONMBOS YOU NEED TO KNOW

7 HITS
TOTAL DAMAGE: 65

+ + P + + IP = Hommer
Frenzy

Verifiable way fo land o Hommer
Frenzy. You must be direcily next
to an opponent for this fo work or
Hommer Frenzy might not
combo. Knocks down.

3 HITS

TOTAL DAMAGE: 46

Giant Palm Bomher (HP); when
Hugo recovers, link into Giant

Palm Bomber (LP); when Hugo
recovers, link info + + MK

Decent damage and safe if you
verify off of the first two Giant
Palm Bombers. Knocks down.

2 HITS

TOTAL DAMAGE: 34

Ulira Throw, immediately juggle
ofterwards  with  Shootdown
Buckbreaker (HK)

Eusy and relioble mid screen
combo off of Ultra Throw. Knocks
down.

pokes. Hommer Frenzy stocks 2 supers.

4 HITS

TOTAL DAMAGE: 54
CORNER ONLY

Ultra Throw, juggle with o semi-
lute EX Giont Palm Bomber for 2
hits; when Hugo recovers, imme-
diately juggle ogain with o
Shootdown Backbreaker (HK)

Damaging option off of Ultra
Throw in the corner. The EX Giant
Palm Bomber MUST miss 1 of its 3
hits, or you cannot juggle ofter it
with the Shootdown Backbreaker.
Knocks down.

3 HITS

TOTAL DAMAGE: 59

Ulira Throw, immediately juggle
afterwards with'o Megatn Press

Fasy way to ‘luQ:I [ M_eﬁ_atnn
Press mid screen. Ok damage.
Knocks down. i

4 HITS

TOTAL DAMAGE: 66
CORNER ONLY

Ulira Throw, juggle with o lote

fierce Gioni Palm Bomber =
Megaton Press

High domage opfion off of his
Ultra throw in the corner. Knocks
down

9 HITS
TOTAL DAMAGE: 27
CORNER ONLY

Neutral throw while opponent is
cornered, after the 8th hit (when
Hugo lets go), juggle with an
immediate EX Monster Lariat

Juggle option off of his neutral
throw in the corner. Does only 3
less damage then neutral throw
-> Megaton Press, which isn®
remotely worth the bar usage.
Knocks down. =




ATEFFsR I Y Mo N

STRATEGY

D b 3
Knee Attack

Hugo requires patience. He inflicls an impressive amount of domage
with only o few command grabs, but geffing close enough to land them
s no easy tosk. Hugo is slow and o big target for many characters. His
size becomes on advantage when it comes to his poking gome. MP and
# + MK outreach almost every character’s longest pokes. MP hits many
choracters when they ore crouching. That, combined with ifs range,
works fo stop many character’s ground games.

Getting close enough to grab opponents is tough, but Hugo has some
moves that help out. Use random Meat Squashers (LK) to catch oppo-
nents off quard while running towards them. If you con land o Meat
Squasher, Hugo will slam your oppanent against the wall and put them
axactly where you want them; the corner. Any fime you can land one of
these Hugo fakes control of the match. So if you are having difficulty
fighting from mid screen, make it your goal fo lond o Meat Squasher. If
you can get close enough fo land a LK, Hugo can cancel info this attack
and possibly catch them while they block low. This is extremely effective
if you have been making use of his Palm Bombers and canceling into
those off of stand short.

Palm Bombers really help Hugo out if he wants to get close. A blocked
Palm Bomber carries significant frame advantage, so Hugo can dosh up
after one and start being a threat from up dlose, his ideal range. LK and
low short are two excellent long reaching pokes Hugo can use fo cancel
info a Palm Bomber and then dash up. Instead of dashing, Hugo can use
his opponent's long block stun period as a chance to cross them up with
fis Body Press. If you connect with o Body Press, do + + LP (x2) =
Hammer Frenzy. If they block, Hugo is up close where he wants fo be.
Hesistate just o second and Moonsault Press. If you think they might
jump, Hugo's standing fierce overhead is really good in this situation. If
has the dual-effed of hitting crouching characters and stopping jump
attempts. When you are this close, olwaysconsider on Ulira Throw,
Shootdown Backbreaker as an opfion. While it does less domage than o
Moonsault Press, it will move Hugo's opponent closer to the corner,
exactly where Hugo wants them.

Hugo's ground game will prevent many opponents from poking at him,
so they might fry fo jump in ot Hugo. Use Shootdown Backbreaker us
an anli-air o catch opponents quickly before they attack. It's quick and
does good damage, although it con be beat if the jumping opponent
attacks eorly. Hugo can attack opponents from the air from long range
yith jumping HP and KK ottacks. These attacks are not necessarily good
for getting in close, but are merely o way fo keep pressure on jumping
opponents. If either attack is parried from the ground, Hugo can hit
from so for away that many opponents hove difficuliy hitfing him when
he lands.

IWAKEUP GAMIE

Hugo's wake up game is limited because whenever he knocks down
opponents, and they quick recover, he is too slow fo keep in dose. On the
other hand, if Hugo manages to irap anyone in the corner, he is a terri-
fying opponent. Use Shootdown Backbreaker on anyone that iries fo
jump over Hugo, effectively keeping them trapped in the corner. Hover
over opponents and keep frying Moonsault Press. If you are oo obvious
in Moonsault Press attempls, and opponents start 1o jump, be prepared
to pay the price. Hugo has o large recovery on his throw whiffs, so he is
vulnerable to being hit. Hesitafion moves can be very ricky and lead 1o
some chances to lond throws. For instance, walk backwards o sfep os
opponents are getting up, trying to make it look like you are being cou-
tious, then Moonsault Press at its maximum range. A combo off of an
Ulira Throw s also a great way to deal damage in ihe corner.

If opponents want fo pressure Hugo on wakeup, they must get in close.
When Hugo is the one geffing up, he is scary. Hugo wanis opponents
near, which leaves him in range for his most powerful moves. A
Moonsault Press on wakeup is always an opfion. If Hugo expecis that an
opponent is anficipating this, block on wake up and look for the oppo-
nent to jump. If they do so, quickly use o Shootdown Backbreaker.
Hugo's opponents must be careful when they are dose. Any tick throw
sefup or hesitation move could be an opening for o Moonsault Press.
Moonsault Press has o quick start up, so unless Hugo's opponent ficks
with o move thot has significant frame odvantage, Hugo con usually
Moonsault Press before their next move out.

ADVANCED TACTIC:
WALK UP GIGAS BREAKER

The command for o Gigas Breaker is a 720 motion of the controller, fol-
lowed by punch. While it is possible to do o 720 on the ground without
making Hugo jump, it s extremely difficulf, and almost impossible to do
with ony consistency.

Think of the motion for o Gigas not os a 720, hut s two 360 degree
rotations. A 360 degree mofion is six consecufive poinis on the con-
troller. The game’s engine provides plenty of leeway when doing com-
plex controller motions. If's possible to do the first 360 (six conseciive
points) motion, then wait o full second before doing the second 360
mofion fo complete the Gigas Breaker command. Toke advantage of this
delay fo huffer the first 360 mation into o move so Hugo does nof jump
off the ground, then walk up 2 steps, and do the second 360 motion fo
surprise opponents with a Gigas Breaker. For example, walk towards an
opponent and whiff o LK. Do the first 360 motion during the LK, then
continue fo walk towards the opponent and do a quick 360 mofion +
punch fo execute a Gigas Breaker. Another ricky way fo buffer the first
360 motion is during a dash. Dash just oufside of Gigas Breoker range,
then walk forward and 360 + punch.

RESETS

Reset 1: After a neutral grab in the corer, juggle once with + + MP to
cause opponents fo flip recover and lond back on the ground. Dash in
and Moonsault Press, run and Meat Squasher, or just sit back and bait
opponents info doing something in which Hugo can counter.

PARRY SET UPS AND TACTICS

Hugo has a tremendous amount of frame advantage off any Palm
Bomber. Use this to set up opponents; after a blocked Palm Bomher
Hugo is pushed away, so only low pokes can hit him. Stutter step back
and forth fo bait opponents into atlucking, then down parry and
Mounsault Press.

Against jumping opponents, Hugo's Shooidown Backbreaker Is good,
but suscepfible to being beat by cericin attacks. Use an option parry in
this situation fo cover Hugo before you using an anfi-air. Before exe-
wting a Shootdown Backbreaker, return the controller fo neutral for o
split second. This way, when you input = for the Shooidewn
Backbreaker command, you will automatically parry o potential jump-
ing attack, then counter with Shootdown Backbreaker upon completion
of the command. If the attacker does nothing, they are still caught by
Shootdown Backbreaker. So if you tend to walk around or crouch often
with Hugo, get into the habit of returning the controller fo neutral just
before you Shootdown Buckbreaker.

FAVORABLE MATCH UP: SEAN

Hugo doesn't have any one thing in porticulor that makes his mafch
aguinst Sean go in his fovor. It has more fo do with the foct that Sean
doesn't really have any good way fo attack Hugo. If Hugo just stands
outside of Sean’s longest poke range and uses plenty of MP and + +
MKs, there isn't much Sean can do. Don't just stick out moves, make
sure they hit, or else Sean can sometimes hit back. Keep him away and
you should do fine. If you manage to ge in on Sean, that's great. Mix

" up Moonsault Presses and his overhead. If you don't manage fo get

close, don't worry. Hugo should have no problem winning this match
with his superior range alone.

UNFAVORABLE MATCH UP: AKUMA

Akuma is mobile and can keep Hugo pinned down with o barrage of
quick attacks and air fireballs. Hugo is suscepfible fo getting hit by
Hyakki Gousai early in Akuma’s jump arc, even when Hugo is crouch-
ing. It is hard for Hugo fo react to this, especially if Akuma cancels info
Hyakki Shuu and jumps while Hugo is still in block stun. If Hugo ever
does get close and scores a knockdown, Akuma can just teleport o the
other side of the screen on wakeup, and Hugo must live with that.

The key for Hugo fo win this match up is simple: parry. There is no ofher
way to gef around Akuma’s Zorku Hudokens. If Akuma can jump in
wilh o Zanku Hadoken ohead of him, he con lond sofely and start o
ground aftack pattern. You con's let Akuma do this. Parry this ottack
and don't let him have a fre jump-in. Pay careful attention to Akuma
canceling any ground atfacks info a Hyakki Shuu. If he does, catch him
with @ Shootdown Buckbreaker (you must readt quickly!) during the
upward part of his jump. Be patient and don't let Akuma pin down
Hugo. Create openings with parries and capitalize with command grahs.
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NORMAL MOVES

STANDING

[P is an incredible dlose range
poke that comes out quickly and
hos a huge amount of frame
udvantage after it. If's possible to
perform walk up LP, walk up LP
repeatedly, then mix in walk up
throw or walk up LP = MP >
= + LK target combo for great
close range mind gomes and
pressure.

MP is a palm thrust with frame
advantage after it. Possible o
verify and link a Yomi-Shigure off
this move. Good of close ranges
when mixed in with walk up LP
and throws. If opponents think
you might throw and fry fo fech,
hit MP. then land @ super art.

COSTUMES

d1+ Hois
dW + 10l

STANDING CLOSE

{fasar i)

HK Close Roundhouse
START UP @
OO0

(GUARD (/L
«f [PARRY ("}

dH + i
W1+ Lnjs

Maki Geri

More flush than substance, it's cool o see, but not fo use.

This two hit uppercut is used 1o inifiote o some of Ibuki’s chains.
Unless you plan on using a chain, it's uses are extremely limited.

Koube Kudaki Ura Maki Geri

,(

Slow leaping overhead with o huge frame advantage after it. For the
most part, this move cannot e parried and punished very easily, plus
it links info Yami-Shigure. Very few normal or special moves can hit
Ibuki after o parry. The only option for many characters s fo parry
and go strait into a super art with o four frame or less starf up. Some
characters don't have any way to really punish Ibuki from doing this
move over and over. If you want o get back in after any blocked
siring or failed witack, this is the move 1o use.

A slide kick viith decent range. Its safe if it hits late from the right
distance, plus it's hard to avoid during foot games.

(07

Remarkably fast with great priority; goes over low atfacks
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CROUCHING

# + MP is an okay poke, and it’s
possible o cancel info a super art
somewhat lote into the recovery of
the move. It's o possable way to
zombo Yami-Shigure on reaction fo
fit, although it's not easy o do so.

Although difficult, + + LK, + +LP
i Ibuki's most flexible opening to
iand damage off low ottacks.
Cancel into an EX Tsumuiji or Yomi-
Shigure for decent domage. + +
MK is an overall decent poke, fair-
Iy fust, and it hos o good recovery.

# + HK = HK chain is the open-
ing to some of Ihuki’s most dam-
aging juggles. Use it in punish-
ment situations or when you're
willing to kill flexibility for dam-
age in woke up’ situations. If
apponents block the sweep, chain
info HK and concel into o buck-
wards super jump fo gel away
from harm.

JUMPING

Jumping forward or backward
HK hos a startup of eleven
frames, instead of the fen from
jumping straight up.

SPECIAL MOVES

(I
EEre) <

4 + HP Low Fierce
STARTUP (38 ) gg
EREy

—smm WP (6 (@]
@@@E

most basic and important combos.

Ingir, $ « » +P

Exploding dosercmge chi blast. Great for Ihuki's

Comes out quickly and does good damage, but isn't
safe. Use during foot games to catch opponents while
they are standing up, frying fo move out of Ihuku's
poke range. The EX versions of this ottack comes out
much foster and does more domage. However, it
remains a risky attack in general.

Tspul'ii Goe

_smm up ? @
[E]EJ(Z] %

('START UP

IHANRERR

+x++K

Air bosed projectile that is thrown af varying angles
depending on the button sirength used. Mostly good
when used in o defensive manner to push opponents
away ofter some of Ihuki's offensive patterns and spe-
ciol attacks. The EX version thraws fwo blades, comes
out foster, and has an unusually long hit stun. Use it os
an early jump-in that allows for combos afterward.

Tsuji Goe is an overhead flip that can be canceled into
a Kunai. Not the most useful move, but can be valu-
able for escapting comers. Also works os a possable
set up fo make opponents block o Kasumi-Suzaku
barrage for block domage.

Kasumi Gake

faggm
8

{GuARD

—smm ER &

aaa

+ + MP

Vertical Strong

smr T

Cancel min. this tnmmund dosh

bud option fo help stay close.

Thuki’s chains to get close affer failed affacks, most
offen LK = MK. Kasumi Gake can be risky i oppo-
nents are expecing it. If Tbuki is hit during this
mave, she fakes more domage than normal. Still, not

 Kazekir |

LK, 4 + LP = EX Tsumuji.

For the MK version, pms MI( again fo udd an extm
hit. Press + during the LK / HK versions, or + + MK
after the second hit of the MK version, to kick low
instead of high. The MK version remains sofe if
blocked, and can be vsed os o decent poke. The EX
version comes out faster and hits more times; good
for Ihuki’s best low hitiing non super art combo: + +

. fsumu]i !

ing its recovery. Although slow as an overhead, use
Hien os a set up o make opponents block a Kosumi-
Suzaku for block damage. The EX version has hom-
ing properties and does more domage. Decent way
to instantly get into range to moke opponents block
o Kasumi-Suzaku or to go over projecfiles and lond 2
super arf.
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SUPER ARTS "
SUPER ART | SUPER ART II SUPER ART Ill

bu o+ bn>+P x> tu=+4P by 4 »+P

If any of the kunci thrown during this super arf conned, Ibuki slashes
buck and forth. The button used determines how far Ibuki throws the
kunai. Also, the farther she throws them, the slower they travel. Yami-
Shigure s a an excellent punisher of whiffed moves. I forces shotos fo
think twice before trying + + HK ogainst
— Ibuki. Yomi-Shigure also makes Ibuki's over-
heads more useful. It's possible to link Yomi-
Shigure off Koube Kudaki, UOH, or after o
properly fimed Kunoi. It combos easily from
=1 many of her ground chains, and links after
MP o5 well as LP = MP target combo.

i Kasumi-Suzaku |

| Great for punishing ground artacks with heavy recovery such os projec-
! files. Kasumi-Suzaku also does o great deal of chip damage. Use it fo
| finish off opponents wha are one or two moves away from o knackout.
| Ibuki can combo into Kosumi-Suzaku behind many of her ground
chains, canceled into Kazakiri = Kosumi-
Suzaku. It also combos after a Hien. Trick
an opponent by doing the first two hits of
LK, MK, HK chain, then cancel info Hien on
| the second hit. If you catch an opponent
blocking low, immediafely Kosumi-Suzaku 6

| for good domage.

Yoroi-Doushi |

Yorai-Doushi is like on option select super art. If an opponent is within
throw range, Ibuki hits instantly with o super version of Raido. It comes
out in a single frame, so an opponent cannot jump out of it. However, if
an opponent is not in range for Raido, the super art changes up ond
sends out o mulii-hitiing projeciile. The start

————== yp fime is much greater on this variofion of

the super arl, and it is Iﬂd to get all the
- hits. Yoroi-Doushi is much better as o grab
super art thon o projeciile super art. Also,
o it's difficult to land, so if you miss, you must
resort 1o other means fo inflict domage.
Yoroi-Doushi only has one super meter
stock, so Ibuki is limited in her EX capability.

| Kosumi-Suzoku hs three super mefer stocks, { Yami-Shigure only stocks one super mefer,

| so it is the ideal super art fo use in fandem
with EX moves. An EX Kazekiri canceled into
| Kasumi-Suzaku is a solid wake up maneuver.

Recommended Super Art:

Kasumi-Suzaku

Kasumi-Suzaku provides Ibuki with the most mefer. She has
many good EX moves that are safe and keep her playing aggre-
sively. EX Kunai ore great ways to jump in, while EX Tsumuji is
an excellent and safe ground attack, and EX Kazekiri is one of
the best wakeup moves in the game. To use another super art
and be without these great EX moves really slows down lbuki.
Additionally, toward the end of many matches, it's passible to
ufilize the huge chip damage that Kasumi-Suzaku inflicts o fin-
ish off opponents in an efficient, if cheap, manner.

COMBOS YOU NEED TO KNOW

3 HITS

TOTAL DAMAGE: 32

Close LK = MK => Roida
Verifable. Does okay damage.

4 HITS

TOTAL DAMAGE: 38

Close LP = MP = HP = Roida
Good for punishment situations.
Knocks down.

6 HITS

TOTAL DAMAGE: 30

+ + LK # + [P = EX Tsumuji

Flexible, verifiable combo that
hits low. & + LK, + + LP is tough
to link. EX Tsumuji is fairly safe,
so no worries off a missed + +
LK, & + LP. Knocks down.

5 HITS

TOTAL DAMAGE: 44

4 + HK = close HK, super jump
cancel siraight up, = + HP >
MK

Damaging juggle starfing off a
low attack. Does decent stun
domage os well. If it’s blocked,
super jump cancel the close HK to
jump away to safefy.

6 HITS
TOTAL DAMAGE: 40

# + HK = dose HK, juggle with
lote « + MP (1 hit) = HP
> Kozakiri (LK)

Domaging juggle starfing off o
low attack. If it's blocked, super
jump cancel the close HK to jump
away to safety. Although it does
less damage than super jumping
conceling the close HK, then jug-
gling with HP = MK, it knocks
down instead of pushing away,
then resets the mach, leaving
Ibuki in a position fo attack while
the opponent is waking up.

9 HITS

TOTAL DAMAGE: 54

++ K>+ + P = Yomi-
Shigure

Verifioble way to lond Yomi-
Shigure off o low ottack. Good
damage. Knocks down.

7 HITS

TOTAL DAMAGE: 47

Koube Kudaki linked info Yomi-
Shigure

Another verifiole way to land
Yami-Shigure. Knocks down.

TARGET COMBOS

Ibuki's most domaging air chain. Comes out slower
and pushes opponents back the furthest after it his,

JUMPING HP = » + MK I

making it the least flexible of her air chains. Good in
air juggles affer 4 + HK = HK.

L

JUMPING LK = = + MK

Low domage fwo hit air chain. Fost, ond doesn't push
Ibuk too far back after it hits, meaning it's easy to combo
affer when she lands. Her best overall jump in chain.

{ x

LP > MP > » + LK

Decent when used in combination with walk up LP
pressure tactics. If opponents onficipate a walk up
throw from that range, walk up and inifiate this
comba instead to foil tech throw attempts.

CLOSE LK - CLOSE MK - HK

The close MK in this chain is cancelable. Don't exe-
wte the enfire chain, but LK = MK by itself is o

decent, safe, and verifiable chain that is good for
comboing info Raida.

—

CLOSE LP > CLOSE MP (1 HIT) = HP

High domage three hit chain that's good for various
comhas in punishment situations. The HP in this chain

whiffs versus most crouching opponents.

10 HITS
TOTAL DAMAGE: 53

Close LP = MP = HP = Yami-
Shigure

Good in punishment situations.
Knocks down.

8 HITS

TOTAL DAMAGE: 51

MP linked into Yomi-Shigure

Easy and verifioble. Always look
for a it every fime MP is used.
Knocks down.

o from using this super art.

+ LP = Yomi-Shigure.

«+ MP (1 HIT) = HP
Against crouching Hugo, can be used for some inter-
esting combos. It has o small amount of frame

with both hits to reset opponent, then cancel info o
command dash for on ambiguous ground cross up.

so performing any EX moves prevents lbuki

| Yami-Shigure in overall domage inflicted.
For the best results, combo off her over-
head attacks, MP link, or from + + LK, +

advantage offer it, and HK juggles behind it. Juggle S

Reduction costs

JUMPING LP - -+ HP

Two hit jump chain with good range. Can be done
l from further away than most air chains.

CLOSE HP (2 HITS) = + + HK = HK

Damaging four hit chain that starts off of a mid level
attack. Alihough much less domaging than some of
Ibuki’s other combo opfions. The super jump cance-
Iable ending can help with momentum, keeping lbuki
on top of opponents affer she combos.

« + MK > + + MK

Doesn't combo, but ifs a possable way to get doser
behind some frame advaniage after a blocked + + MK,

CLOSE LP > CLOSE MP (2 + + HK
- HK

More domaging variant of Ibuki's + + HK = HK
chain. Slightly less useful as the second hit of MP
tends fo miss crouching opponents, but decent for

l it conneds.

punishment situations. It's possible super jump cancel the lust HK if

T e

« + MP (2 HITS) = + + HK = HK

Another variant of Ibuki’s # + HK = for HK chain,
but lacks any real use.
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Souken

louki plays very well os a total rush down character. She has multiple
affack strings that cancel into other attacks that allow her to keep pres-
sure on constantly. She also plays well in a more careful style of poking
irom a distance, only oftacking when it's sufe. At mid-rage, + + MiCis
o great poke. Although it doesn't cancel info anything, use if to punish
whiffs and stop dashes from a distance. + + MP is another decent poke
hat goes over some low attacks and is conceluble on reaction fo combo
info Yomi-Shigure. Against opponents large enough to be hit by
Bonshou Geri, it allows you to keep them pinned down from far away.
It goes over any ground attacks, and is safe i blocked. In closer, appo-
nents might try fo throw after blocking this move. Jump and hit with an
instant air Kosumi-Suzaku. When just outside of its range, opponents
usually dance back and forth and poke. If you are quick enough, catch
opponents with an EX Kubi Ori while they are standing. This move comes
out quickly, but it is not safe if if misses.

ST e RN

lbuki is more enjoyable when played with an aggresive mindset. Her
tlose attack strings allow for constant pressure and a variety of mix ups.
Koube Kudaki is the perfect attack to move her in dlose and start attack-
ing. This move caries o huge frame advantage, and is almost always
safe, even if parried. Hop over ground attacks fo get in dose with litile
fear. From this move, start attacking however you want. She is usually
able to jump and cross up opponents, especially in the corner. Dash
ihrough your opponent for a tricky ground cross up, or start an attack
string or tick into o throw. After any blocked aftack string that moves
Ibuki out of range, o quick Koube Kudoki is always a good, sofe way fo
get back in dose again.

LP is Ihuki's fastest move with a two frame startup. It alse carries an
amazing frame advantage blocked or hit. Against choracters that get hit
by this move low, LP is a great pressure factic. Poke with jab, walk up,
poke, and wallcup and throw or # + LK, % + LP etc. If you think on
apponent vill stand up to either tech a throw or attempt to parry, do +
+ HK, HK and juggle. Mix it up even by jabbing a few fimes, then dash-
ing through them and hitting them from the other side.

Jumping MK is an excellent cross up. After a few ground attacks, lhuki is
usually pushed for enough away fo be in range to cross up an opponent.
Her jumping MK is especially good in the corner where it typically cross-
es up. A great frick is o cross up opponents in the comner, then immedi-
ately dash through them when Ibuki lands. This has the dual effect of
being deceptive, and repositioning opponents back into the corner.

Wihen opponents jump in at Ibuki, she has an advantage of height, or
lnck thereof. Opponents must perform jumping attacks late in order fo
hit her, so it is relatively easy o purry jump-ins. Parry and launch with
K, then juggle. Another good anfi-uir attack is to jump at opponents,
then option parry air throw. I is hard to beat this tactic. Ibuki scores a
knock down, which should be capitalized on wake up with o jumping
eross up or any other offensive pattern.

B R e .

louki has many cir chains that work great as jump-ins. Properly fimed
Kunai is another move fo get in from the air. Hit with the Kunai fo keep
apponents in block stun long enough for her to land safely, then start a

ground chain. It's easier with an EX Kunai, but be careful since most
anti-airs go right through Ibuki’s Kunai.

WAKEUP GAME

Many of Ibuki's best pokes and ground chains can be parried low, so
Ibuki is better off either crossing up opponents, or just hanging around
awaking opponent to start an attack string ofter the wake up parry win-
dow. If you must attack, consider Koube Kudaki because of ifs relative
safety, and frome advantage ofterwards. It also hits os an overhead.
Mix it up with + + LK, + + LP to ward off wake up parries. If o ¢ +
LK, # + LP combination is blocked, Ibuki is still in range to walk up and
continue pressuring with LPs.

When Ibuki is the one getiing off the ground, she has a great wake up
move in EX Kazekiri. It comes out quickly and beats almost all ground
uttacks. On the way down, confinue to attack with either an air chain or
a Kunai. This is o good wakeup move to surprise opponents with because
it shifts the momentum into Ibuki’s favor. However, if opponents are
quick fo react, a Shouryuken or similor onfi-gir will sirike Ibuki on the
way down. If you just want to get  pressuring opponent away, cancel
the EX Kazekiri into a Kosumi-Suzaku (HP). An EX Kazekiri is also good
for frying fo attack during openings in fick throw patterns.

ADVANCED TACTIC 1:
SUPER JUMP CANCELING

Ibuki can super jump cancel her HKs to allow her to follow up dlose HK
with air juggles, her HK with a jump-in, or cancel info o super art. lhuki
can super jump cancel HK and immediately link Kasumi-Suzaku in the
air against a grounded opponent. She can also super jump cancel HK
and cancel the very first frames of her jump animation into o super art
to link Yami-Shigure on the ground.

ADVANCED TACTIC 2:
INSTANT AIR SUPER ART

Kasumi-Suzaku is available to Ibuki dose to the ground, almost imme-
diately after she jumps. To do this instant air super art, input @ super
jump so that it doubles os the first QCF of a super arf motion. It does not
matter that you went fo = instead of stopping at = Input the second
QCF immediately after the super jump fo initiate the super art. This is a
great way fo fake out opponents and punish whiffed throw aftempts.
This is espedially good against characters thot get hit by Ihuki's LP while
they crouch. Tick with walk up LP two or three fimes, then go for the
throw. The next fime, fick with L then use on instant air super orf.
Anyone expecting a fhrow gets hit by the quick foke out maneuver.
There’s another great sefup fo use when Ibuki gefs pushed away: do a
MK, then cancel info Kasumi Gake (LK) and throw immediately after the
dash finishes. The next time this situntion presents itself, do an instant
air super art the moment thuki recovers and catch opponents frying fo
tech the anfidpated throw.

SETUPS

Ranges setups for UOH = super art

Against small and wide sized characters:
(+ + LK, MK), UOH = Yomi-Shigure
(LK = MK chain}, UOH = Yami-Shigure

Against Oro:

No setup is required. UOH = Yami-Shigure works in close on
crouching Oro.

RESETS

1f Ibuki connects with a + + HK, HK chain she knocks opponents info
the air. One possibility is fo super jump cancel and air combo, or reset
opponents an the ground and go for on ombiguous cross up. As an
opponent comes down, juggle from the ground with either MK or « +
MP, HP farget combo. Cancel the hit into Kasumi Gake. Mix-up the dis-
tonces of the commond dash fo confuse opponents when they land. Hit
with anather + + HK, HK chain fo repeat this frick again and again.

(Hugo's size allows him fo-be_craséed up easily) and ground chains fo

PARRY SET UPS AND TACTICS

Ibuki has an air throw that can he used effedtively as an gir-to-gir opfion
with an option parry. Tap = before Ihuki is in throw range. If the oppo-
nent did an ottack, Ibuki will parry, then air throw. Without the oppo-
nent’s attack, it simply turs info o throw.

The last hit of LP = MP = HP target combo tends to whiff on smaller
opponents. They may react to this and iy io retailiate. Down parry that
uttack and counter.

GROUND CROSS UPS

Ibuki can cross up Chun-Li, Makoto, Twelve, Alex, Ryu, Ken, Sean, Elena,
Dudley, Oro, Necro, Hugo, Urien, and Akuma in any corner.

Ibuki con cross up every character mid screen.

FAVORABLE MIATCH UP: HUGO

When one of the fustest characters in the gome matches up against one
of the slowest, the fu;er charader typically is able to run rampont, and
Ibuk vs. Hugo is no exception. Keep attacking with multi-hit jump-ins

keep Hugo pinned down and unable to move. Attacking early in the air
will beat any Shootdown Backbreaker attempis, and still permit Ihuki fo
connect with the second hif of an air chain fo keep her momentum going
as she lands.

Against Hugo, be on guard against random down parries. Many of
Ibuki’s offensive patterns start with mid attacks that con be porried low.
If Hugo starts to threaten Ibuki with parries, back off a bit and annoy
him with her i supremacy. Jump in with EX Kunai fo create o safe
opening 1o start a ground chain, and chip him os ofien os possible with
Kasumi-Suzaku.

31 HITS
TOTAL DAMAGE: 72
WORKS ONLY ON CROUCHING HUGOD

LP = MP = HP chain linked into MK = EX Kazekiri, and link LP =
HP air chain on the way down; land and EX Kazekiri = Kasumi-Suzaky

UNFAVORABLE MATCH UP: CHUN-LI

Expect Chun-Li fo out reach and out priorilize most of Ibuki's ground
pokes. Fighting from a distance is hord against Chun-Li, but fighting
from up close isn't any easier. Many of Ibuki's important normal affacks
and ground chains whiff over o crouching Chun-Li. It is hard fo keep

pressure on her. She also hes one of the few normal moves that can
counter a parried Koube Kudoki. Worse yel, she can concel that move:
info a Houyokusen for a fon of domage on Ihuki. Chipping Chun-Li wif
Kasumi-Suzaku is also not an opimn s she hits Ihuki with Huuyulqpa
during her recovery.

For [buki o win this mnkh up, she must uvuul b
+ MK -> Houyokusen. Jump in with EX Kunai and:
sofe offensive pattern you can from up dose. As soon
pushed a littl bit away, if's not worth the risk fo.a
long os thuku remains in range o Chun-ti's
poke at her. Get buck fo o sufe dls‘lum
in EX Kunai.
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NORMAL MOVES
STANDING

MK comes out quickly, covers o
lorge aren and is useful against
anficipated jumps at close range.

"START UP

HK is o great poke that moves
Ken forward slightly, hos good

range, and does heavy damage.
From further away it goes over
low atfacks and beafs them
cleanly. Be coreful though, it
must hit because if it whiffs
you're going fo fake damage.

ERERER

COSTUMES

X

d1+ Hnig
dH + 1ol

HK e s =
0 )

HW -+ s
HH + Hoig

STANDING CLOSE

Close MP is o good poke with
frome advantage off of i, so it is
good for tick throw sefups and
ofher mix-ups. For example,
after o blocked MP hesitate, then
walk up and MP again (Or + +
LK (x2). The trick is to make it
look like a throw aftempt, that
will lead o an opening.

LK

oge
D)

| ]
(STARTUP (4 )(]

oS

EREBED
2
oo ()

Close Fierce
?

dH + W + d1

SPECIAL NORMALS

« + MK, or hold MK Inazuma Kokato Wari

START UP I’ G

Two hit overhead with frome odvantage. Fairly slow start up, but the
ability to link a super art after it hits cannot be overlooked. Good in
any mix-up situation, whether it's after a blocked cross up or done
when the other player is waking up after a knock down.

+ + HK, hold HK to concel attack Shiden Kakato Otoshi

R STarT uP

A lunging overhead kick that moves Ken forward. The overhead kick
itself can be conceled, giving you the ability fo mix up with a throw
or # + LK (x2) to keep opponents guessing. However, Ken goes into
a small, noticeable recovery when you fake this move, which is open
to attack from a player with fast reaciions. The overhead itself is also
not safe if blocked.

START UP

Fumikomi Moe Geri
[

A lunge kick that moves Ken forward. Due 1o its long
start up, it's easy to see coming, making it somewhat
easy 1o porry. It also carries a slight disadvantage if
blocked, leaving you in no pasition fo start a real
offense. Some players use fhis fo their advantage as
bait for opfion select parries or @ “psychic” Shouryuken,

but this is risky.

154




CROUCHING

# + LK has many uses. It is o
quick poke that cn be used for
tick throw setups ond mind
games. After o blocked + + LK,
you have many options: throw,
nesitate and 4 + LK (x2) follow

SPECIAL MOVES

$w++P

Huciﬁu;;‘

up, dush back and punish o reac-
fion, etc. If chains into ifself, so
i's possible to combo + + LK
(x2) into any super art.

# + MIis Ken's best poke for mid
range fighting. It combos into
Shippu-Jinrci-Kyaku from long
range to punish whiffs or to apply
oressure.

Use + + HK to punish whiffed
normals when you lock super
mefer. It comes out fust and
«notks down, but has terrible
recovery. It's vulnerable to com-
bos if blocked close, and some

super arts from further away.

JUMPING

Use jumping HP fo get in safely. If opponents black, you have significant frame advantage o set up a throw
or some mix-up into a super art. For instance, jumping HP, land and hesitate, making it look like o throw setup,
then + + LK (x2), super art. Jumping HP also has the property that if it's executed ot the latest possible
moment hefore hitting the ground, it is totally safe from any ground parry attempt.

Jumping MK is arguably the best cross up in Street Fighter Ii: 3rd Strike. Because ifs hit box is so large, it can-
not be crouched under (unlike Ryu's cross up). When opponents are waking up, making them block a cross up
gives you a fairly large frame advantage to work with, putting you into prime mix-up position.

_smmup s (i
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In some ways, this is Ken's ideal poke. Because of ifs  On siart up, it has o small window of invulnerabiity,
limifless range and the speed at which it fravels, giving it the ability fo consistently heat opponents’

characters Irying 1o play o normal foof gomes cannot  atfucks. The HP version of Shouryuken is ideal as

anfiair with its large invulnerability window ond
multiple hits. The EX version hits 4 fimes, making it
harder fo parry if someone is jumping in on top of
you. Shouryuken (LP) is useful for dealing domage.

make this poke whiff, they must deal with it in some
shape or form. Because of the semi-slow sfart up and
its heavy recovery, Hodouken is o fairly risky move
to do at mid range, the range you would normally
want to perform it. Many charadters, like Chun-li, ~ Many of his most flexible and domaging combo
can hit Ken with a super art, hit or blocked, during ~ opfions use the Shouryuken (LP) because of ifs mas-
the recovery of a normal Hodouken. Parrying also ~ sive range, high damage, and the ability fo juggle
reduces the usefulness of this move since opponents  affer it with another Shouryuken.

no longer need to hlock or jump over the projectile.

They can just tap forward fo nullify it altogether. This

makes throwing a Hadouken of the wrong time o

gome-losing decision. The EX version is only slightly

better. Although it hits twice, knocks down, and trav-

els fuster, it is sfill unsafe versus some super arls if

blocked at point blank range.

e+l Tatsumaki Senpuu K!. aku Inair, + ¥ « + K Tatsumaki Senpuu. Kx .l.ll(l.l

O T )
Bl

L

+ + MP__Jumping Strong

EJE}E] _

—smkr uP @]
E]E]B 5

+ + MK = Tafsumaki Senpuu Kyaku combos versus  crouching chumder however s blocked he
Tatsumaki Senpuu Kyaky completely whiffs leaving. you open fo affack. The EX version h  the same proper-
ties, but does more damage and hits more fimes. The jumping version of this moves
change the arc of Ke D{# This comes in handy when frying fo gef ‘out of corners. The EX version of the jump-
ing Tatsumaki Sen é—)%‘ﬂ different story aliogether. If done during the downward arc of @ jump that
would normally land in the front of an opponent, the EX version carries Ken over, hitting frombehind and cross-
ing up. Affer it hits, GM
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immediately puf info a }uggle state, allowing follow upsfor more dumﬁg&
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SUPER ARTS
SUPER ART |

Tus b iP Shoryu-R

Compared to Ken's other super arts, Shoryu-Reppa is not o good choice
in high level play. Although it is eosily comboed into and does more
domage than Shippu-Jinrai-Kyaku, it is no where near os useful. The
exira durnuge it inflicts does not make up for the greater length of the
super meter. Shoryu-Reppa simply does not
compare with Shippu-Jinrai-Kyaku when it
comes to Ken's ground game, and Shinryu-
Ken is superior os anti air.

Recommended Super Art:
Shippu-dinrai-Kyaku

There is no question that Shippu-Jinrai-Kyaku is Ken's best
super art. It provides the ability to control spacing from max
range and in close. Any mistake from opponents can lead to
u super art. I makes laying a methodical ground game with-
out any guesswork possible. In addition to all its greot fea-
tures, it holds three stocks of super meter, allowing the free-
dom to use an assortment EX moves in addifion to keeping
the threat of Shippu-Jinrai-Kyaku. Shippu-Jinrai-Kyaku
warks with almost any style of play, from hyper-oggressive,
to an all out turtle game.

COMBOS YOU NEED TO KNOW

SUPER ART Il
tx»4xsK(tpKropidy)  Shinryu-Ken|

Shinryu-Ken is one of the best anfi-air super arfs. After it connects, mash
the kick buttons for exira domage. You can vary the timing of the start
the super art from early 1o late in @ jump in to confuse parry attempts.
Shinryu-Ken remains effective of all times, ond is invincible on the way
up. Use ii o blow through air projectiles
from characters like Akuma and Ibuki.
Shinryu-Ken combos easily off of Ken's tar-
get combo or + + LK (x2). If you are wiithin
a few  + LK's distonce, punish throw whiffs
with + + MK = Shinryu-Ken.

The biggest drawback to Shinryu-Ken is that
it must be used in close. Although it is excel-
lent if used os onfi-air, Ken doesn’t really
have the ability to pressure opponents into
jumping ot him. Quiside of o few + + LK's
distance, Ken is never o real threat fo do big domage. Most characters
are free to poke from medium distance without fear of refaliation. Ken
must play oggressively o get inside and create opportunities to land this
super art, or he must he defensive and bait jumps so he can unleash an
anti-air Shinryu-Ken.

TARGET CHAIN

CLOSE MP = CLOSE HP

Two hit command chain with o cancelable lost hit. It
is Ken's only verifiable way to land domage without
o super arf. Shouryuken (LP) and Shippu-Jinrai-
Kyakuu both combo off of this chain for solid domage.

SUPER ART 111

tu > vus kK Shippu-Jinrai-K
Shippu-Jinrai-Kyaku is one of the best super arts in the game. The bar
is short and holds three stocks. It combos verifiably off of all of Ken's
imporfant moves. It comes out quick enough fo punish moves and is
deadly from all ranges. It's possible to hit confirm it off of # + LK, for-
get combo, + + MP, MP. his special normals,
HP, and Straight. With oll these options, Ken
| hos high and low options as well os dose
and far options to land this super art. If you
want to play it safe, you never need fo gef
inside of an opponent’s throw range
because Ken con go into Shippu-Jinrai-
Kyaku from + + LK (x2) or # + MP.

Ken's up close options are incredible, but his
ability to control space from just outside of
his maximum range with + + MK =
Shippu-Jinrai-Kyoku make it o dominating super art. Keep people out of
range with + + MKs while buffering super art motions. When just out-
side of maximum range, if opponents dash in or try to poke at the same
time, Ken's + + MK hits and the super ort automatically executes. A per-
fect time to try this is ofter a teched throw attempt. Ken is positioned ot
the perfect distance o buffer + + MK = super arf safely. Stay just out-
side of range with enough super meter and wait for an attmpted atack.
If Ken is positioned just right, counter the whiffed attack as it retrads.

3 HITS 11 HITS
TOTAL DAMAGE: 27 TOTAL DAMAGE: 44
+ + MK = EX Hodouken + + LK ¢ + LK = Shippu-

Safe low combo using an EX
move. Knocks down.

3 HITS
TOTAL DAMAGE: 40

(lose MP = close HP >
Shouryuken (LP)

Ken's basic, verifiable combo. In
the corner, juggle with o kara
canceled Shouryuken (LP) for an
exiro 17 domage. Knocks down.

3 HITS
TOTAL DAMAGE: 53
Close MP = Shouryuken (LP),

jugale with another early kara
canceled Shouryuken (LP)

High damage non super comho.
Good for punishment situations.
Knocks down.

3 HITS

TOTAL DAMAGE: 52

Cross up jumping EX Tatsumaki
Senpuu Kyaku, lond, dash for-
ward; os soon os possible, jugale
with Shouryuken (LP), when Ken
recovers, immediately juggle with
o kara conceled Shoryuuken (LP)
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Jinrai-Kyaku

Flexible, verifiable way to lond o
super arl. If # + LK (x2) is
blocked, Ken remains fairly close
and hos a slight frame odvantoge
to work with fo mouni anoiher
offense. Walk up throw, shert
walk up + + MP linked into
Shippu-Jinrai-Kyaks, walk up
dlose + + LK (x2) = Shippu-
Jinrai-Kyaku, or walk back a step,
Universal Overhead linked info
Shippu-Jinrai-Kyaku are ol affec-
five patterns in this situation.

10 HITS
TOTAL DAMAGE: 49
+ + MK = Shippu-Jinrai-Kyaky

Good way to punish whiffed attacks
for solid domage. Knocks down.

10 HITS
TOAL DAMAGE: 50

+ + MP linked into Shippu-
Jinrai-Kyaku

Verifioble woy fo lond o super
art. Useful in sifuafions when you
are 1oo far away to land + + LK
(x2) = Shippu-Jinrai-Kyaku,
sTeci{itully set ups affer @
blocked attack. Knocks down.

11 HITS 16 HITS

TOTAL DAMAGE: 54 TOTAL DAMAGE: 76
Close MP = close HP = Shippu-  Close MP = Close HP =
Jinrai-Kyaku Shinryu-Ken

Verifiable way fo lond o super.
Knocks down.

11 HITS

TOTAL DAMAGE: 59
Inozuma Kakato Wari linked info
Shippu-Jinrai-Kyaku

High domage combo starting off
of Ken's command overhead.
Verifiable. Knocks down.

11 HITS

TOTAL DAMAGE: 67
close HP = Shouryuken (MP)

Verifiable way 1o land o
Shinryu-Ken off of o
mid level hit. Knocks
down.

17 HITS

TOTAL DAMAGE: 72
+ + LK, + + LK = Shinryu-
Ken

Verfiohle and flexible o

way fo lond o Z@%
Shinryu-Ken off of 0
low attack. - 4

o

= Shippu-Jinrai-Kyaku

High domage super combo. Best
way o deal damage with a super
art if the combo is guoranteed.
Good for punishment sifua-
tions. Knocks down.




LA R SN

afvira

TR

STRATEGY

Straight

Ken's general strategy revolves oround landing Shippu-Jinrai-Kyaku
sepeatedly. It's important fo keep af least one stock ur super memfer
ready to go. When you have less than one and a half stocks, don't use a
super art even in a guoranteed combo situation. When Ken doesn't have
znough mefer for a super, he loses his ability to control space from mid
12 long distances. Also, from up close, Ken cannot do any significant dam-
age starfing low, so he is of risk for a high parry of his target combo.

When you lack sufficient meter for o super arf, counter attack whiffed
mbs wiith + + HK, and pressure with HK. Don't miss here, or you are vul-
serable fo counter attack. Once you are ble 1o getin dlose, via knockdown
o a jump in, cycle between throw setups, the target combo, and over-
seads. Since you are uf risk for high parries, mix it up with dash backs. For
sstance, + + LK (a typical fick throw setup), then dash back instead of
Hrowing. Look for movement from the character, such as o whiffed tech
Srow attempt, and punish it with a + + HK. If they did nathing and con-
fnue fo hIo:E low, dash back in and either throw or farget mmEu,

Same good throw setups with Ken are:

+ + LK, walk up throw

# + LK, crouch and hesitate, kara throw
# + LK, whiffed LP. walk up throw

P throw

MP walk up throw

When Ken hos enough meter for a super art, he becomes a dominafin
around presence rivaled only by Chun-Li. Ken's + + MK hos the [engtﬁ
and priority fo beat out most ground ottacks. Keep opponents from
approaching on the ground by zoning with this move. It's possible fo use
+ + MK => super art against many actions on reaction, such as dashes
and forward-moving special moves. The idea is 1o bait o low aftack by
moving just in and ouf of the opponent’s maximum poke range. Make

it appear os if you could be hi, then counter attack during the raruvel[r :
of the whiffed move. This should insfill feor in opponents on the %mun i

making it easier for Ken fo get in, if that's your plan. Ken is so effedtive
from maximum footsie range that you may decide fo fight the enfire
match from that distance. This can frustrate opponents, especially those
characters that-must be in dose to fight effectively.

With his ahility fo out range and zone opponents, many may resort fo
jumping to gain a luvnmh]qe position. Ken has plenty of anti-air opfions
o deal with airborne opponents. Shouryuken (LP) beats all jump ins,
and has the ability fo juggle with another Shouryuken (LP) for nice
domage. The Shouryuken must be done late to u(r|ie\ra the damaging
juggle. At only one hit, this move is parry bait. Its best to Shouryuken
L) only when you see the jumping opponent throw out an attack first.
Shouryuken (HP) on the other hand is 3 hits (4 on EX). Vary the fiming
10 throw off parry attempis and you have a solid anti-air defense. Mix
it up and dash under opponents from time to time. If they committed to
an air attack, they cannot block when they land. Dash under and either
# + LK (x2) or target combo => super art.

Against airhorne opponents, Ken hos arquably the best air to ir move
in the game, jumping EX Tatsumaki Senpuu Kyaku. It hits multiple fimes
and sefs up a juggle state. It's possible to either combo with Shouryuken
{LP), or sef up a reset situation. Even if opponents manage to parry
every hit, Ken is usually safe from any retaliotion. It can he used effec-
fively os anti-uir os we],l, As soon os you see an opponent jump, super
wmp towards them and EX Tatsumaki Senpuu Kquu immediately.

An aggressive Ken player should have no problem gefiing in from the
air. Ken has o late jumping HP which is unpuuishuh?e from the ground
if parried. If opponents block the punch, hesitate until they are out of
block stun, then mix it up with throws, # + LK (x2), and target combo.
He also possesses one of the best cross ups in the game in jumping MK,
If the cross up s blocked, go info any ane of his numerous up tﬁnse pat-
terns similar fo his wake up gome. One trick that is sure fo work a few
times is to immediately do Inozuma Kokato Wari upon landing from the
cross up. The natural readion of defending players is fypically to block
low after a jump in, so they are open to an overhead attack.

IWAKEUP GAME

After o knockdown, opply pressure with Ken's mix-ups. Turn any mis-
take from opponents info an opportunity 1o land o super arl. Ken has
sufficient low and high options, and overhead attacks, that lead inta
super arfs. Change up your patfern often to discourage opponents from
attempling o parry. Once you train them fo block on wakeup, go chead
and throw. If opponents are worried about potential throws, they often
1y fo tech them. Attempting to tech a throw at the wrang fime will be
an opening for you fo land  super art. Start any fick throw pattern and
change it into a super sefup. For example:

+ + LK 4 + MP = super art

+ + LK, crouch and hesitate, + + LK (x2) = super art

+ + LK, whiffed [P + + LK (x2) = super ort

+ + LK, MP = super arf

LK, target combo * super art

MP. + + MP = super art

+ + LK, dosh back + + MK = super art

Ken has many quick fake out maneuvers used to trick people on wake
up. For example, whiff o stonding LP over an opponent's head right
hefore they get up, then immediately throw. The missed move makes it
look like you are going for something other than a throw, leaving oppo-
nents open for one. Next fime on wake up, whiff the LP and they might
anticipate the throw, so instead use + + LK (x2) = super art. You con
do the same sequence with o whiffed + + LK info throw, then do o high
attack that is verifiable into a super art. Ken's kara throw is also pretty
good for fake outs. He can kara throw from one low short’s distance
away. After a kara throw in the corner, Ken is at his maximum range fo
kara throw again. The range is decepfive. Just stand there for a second
and do nathing, then surprise opponents with another kara throw.

Ken's + + MP link = super art must be mostered. + + MP is fast and
has high priority. It is safe enough to use often in close mix-ups. The key
to playing Ken is fo capiialize with o super art after any landed hit. Ken
has the ability to link or concel into super arts off of almost any poke.
+ + MP his mos! important fink. Learn it and use it often.

ADVANCED TACTIC: KARA SHOURYUKEN

It's possible fo kara cancel + + HK {or  + MK} to increase the range of

Shouryuken (LP}. The extra range allows Ken to combio two Shouryuken e Seame el e
(LP) in situations where he normally couldn’t. The command }np‘{ll}d(fdr--- ) g mﬁﬁ‘kg o gotin dosefrm the o His dive kicks rehis e

this is: + + + HK, x + LB It is difficult o do consistently, but if mos-
tered, con really benefif your game. In many instances you reate open-
ings fo land + + MK = super art from close ranges. Instead, if you do
+ + MK “Shouryuken (LP), Euru Shouryuken, not only will you do more
domage, but you save super meter. In those instances wihere you ore
close and you bait a fech throw whiff, instead of + + MK = super art,
go for + + MK > Shouryuken (LP), kara Shouryuken.

SETUPS

Ranges setups for UOH = super art

Against small and medium sized characters
{+ + LK, + + MP), UOH = Shippu-Jinrai-Kyaku
(HK), UOH => Shippu-Jinrai-Kyoku
(Target combo), kara UOH = Shippu-Jinrai-Kyaku
(Close MP, + + MP), kara UOH = Shippu-Jinrai-Kyaku

Against medium sized charadters
(Close MP, LK), UOH = Shippu-Jinrai-Kyaku
(# + LK, dash back), UOH = Shippu-Jinrai-Kyaku

Against wide characters:
(Close MP. + + MP), UOH -> Shippu-Jinrai-Kyaku
(+ + LK (x3)), UOH = Shippu-Jinrai-Kyaku

Agoinst Hugo, Elena:
(Target combo), UOH = Shippu-Jinrai-Kyaku

Aguinst Oro:

No setup is required. UOH —> Shippu-Jinrai-Kyaku works ot dose
distance on crouching Oro.

AMBIGUOUS CROSS UP SET UP

Shippu-Jinrai-Kyaku leaves opponents at the perfeci distance fo set up
an ambiguous cross up. After connecting with Shippu-Jinrai-Kyaku, hes-
itate a split second, then super jump towards your opponent, timing if’
so that you lond ai the exaci moment they get up. Ken lands right on
top of II;em, making it difficult to determine on which side he %unds.
Before jumping, move a finy step forward or a finy step backward fo
further mnruse your opponent. When Ken lands, immediately start his
torget combo. This gives you enough fime fo determine what side Ken
is on so you can verify a hif and combo info super art. If you have
another super mefer ready fo go, repeat with another super jump. The
idea is fo force opponents fo guess on what side Ken will land.

RESETS

Reset 1: After a jumping air fo oir EX Taisumaki Senpuu Kyaku, stand
LP to reset, then t![ush forward. Ken dashes up to opponents right as Iha{
recover on the ground. From there, you have the advantage fo affad
first from close range. You can throw, + + LK {x2), farget combo, or
dash back and counter.

Reset 2: Affer a cross up air EX Tatsumaki Senpuu Kyaku, MK to reset,
then dash forward. From there, Ken is ot o perfect distance to super
jump and cross up with another air EX Tafsumaki Senpuu Kyaku fo

. repeat the process.

PARRY SETUPS AND TACTICS

In wakeup and up-close situations, you can option parry on any of the
hesitation or tick throw setups. Start a fick throw sefup with + + LK,
bring the controller back to neutral, then tap down. If the opponent
stuck out a low poke, you will parry it. Take advantage of the situation
and launch info + + MK = super ari. If the opponent did nothing, con-
finue on offack pressure or throw.

GROUND CROSS UPS

Ken can cross up the following characters in any comer:
Twelve, Alex, Dudley, Necro, Hugo, Urien

Ken can cross up Chun-Li and Elena only in his own corner.

FAVORABLE MATCH UP: YANG

Ken can have an easy fime against Yang if he is patient and has quick
reflexes. Ken's # + MK out ranges Yang, making it hord for Yang to get
in close on the ground. Although you cannot just stick out + + MKs ran-
domly (Yang can retaliate during the recovery with EX Tourou Zan). Ken
must patient and keep Yang from geffing close. Yang cannot use EX
Tourou Zan fo get in on Ken because ﬂ hlntied, Ken can unleash Shippu-
Jinrai-Kyaku

jump in, although he is very vulnerable fo ani-airs. Ken must be quick
and use either jumping HP or even beffer, jumping EX Tafsumaki Senpuu.
Kyaku any dive kick attempt. A Shouryuken is risky because ‘furﬁqitﬂ

be tricky with whiffed dive kicks. Whenever Yong does get dose and tries
MP/HP/EX Tourou Zun, punish the recovery with a superart. =

UNFAVORABLE MATCH UP: CHUN-LI
Chun-Li is one of the few characters that con ouf range and out
Ken on the ground. Her + + MK s faster and harder fo punish. If
whiffs any moves, Chun-Li can punish with  + MK or slonding HP.
Getting in on the ground ogainst Chun-Li is extremely difficult. She can

keep Ken away with o barrage of + + MKs. , she
ily walk under his cross up affempt or o a coun

For Ken ta win this maich up, toke advantage of the first round when

Chun-Li hos no super mefer. Chun-Li without mefer is not o threat. All of
Chun-Li's dominance comes from the fear of her + + MK super art,
Ken must be aggressive and win the first round before she builds super
mefer. After that, Ken must be extremely pafient and careful. Chun-Liis
similar to Ken in that any connected hit can lead to o super art. Ken
must defensively, but cannot let Chun-Li pressure him info the corner.
Jumping HP is a good woy fo get close o Chun-Li when she is control-
ling the ground. Get in close that way and iry o mix-up patern fo land
u super art. If you are able to get close to Chun-Li, know her maximum
ranges. After 4 + LK (x3) you are just ouiside of her + + MK range.
Bait her o stick out # + MK and use HK to counter it. You can do the
same affer o blocked target comho. If you are quick enough, punish her
+ + MK with o + + MK = super ari.
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Mokoto

NORMAL MOVES
STANDING

In close, MP is fantastic for wake
up games, with a large amount
of frame advontage offer it,
allowing Makoto to verify and
link o super art or LK - Hayate
(LP} after it. Also good for
Karakusa ticks if blocked.

COSTUMES

dH + AW + d1

d1+ Hnig
dH + HDig
HH + Hoj§

STARTUP (9 )
(EAERER
P 1 T R

Kooruna hes a slight amount of  Astraight with exceptional range. A toe kick that moves Makoto
frome advontoge offeritand anbe  Decent in foot games if used  forword and serves os an okay
linked into o Seichusen-Godanzuki.  sparingly. Poor recovery and  poke up dose. Use for starting
Decent poke at close ranges. start up, so use with caution. resefs after an EX Hayote.

During L tap HP Yomase

Two hit punch extension of the end of the Shimaki. Passable domage
for o move with such good range.

[ [ PARRY [ 1
A turn kick with great range, plus  Turning sweep with good range.
it's hard to avoid during foot  Hold HK 1o “foke” (cancel) the
games. aitack, ollowing Makoto to mix in
her command grab.




SPECIAL MOVES

CROUCHING

+ + MP is o decent, conceluble
poke. Use it outside of an oppo-
senl’s poke range while finishing
e input for o Hayate. If the oppo-
nent doshes or hits o butfon, + +
MP hits and cancels into Hayate. +
= HP'is an okay sweep with decent
wange and executes quickly. Not a
safe move, it needs fo hit. Use it fo
sunish whiffed attacks.

+ + MK hos great priority, beat-
mg many random normals. It has
2 slight frame odvantage ofter it,
and links into  Seichusen-
Sadanzuki. + + HK hos good
range ond covers o ridiculous
smount of space. Safe to do if
vou correctly anticipate o jump
sffer o comboed Hayate.

JUMPING

‘umping MK is a decent cross up
and a good addition to Makoto's
sffense. Use the frame advantage
sfer i it's blocked fo set up oppo-
snis for o Karakusa mix up.

“umping HK hos fontastic priori-
% greaf range and execufes
suickly. It also serves as wonder-
! anli-ai.

+ + MK
START UP

v +P

Low Forward

|

:I;Fukiuge I

> twu+P

Hayate is o quick dosh punch with greaf range, but

GUARD

PARRY (/1)

M leaves Makoto vulnerable if it's blocked. The button
sirength determines how for the oftack goes. The LP
version can be odded after any of Makoto's cance-

lable normals. After it hits, Makoto has a slight frame
advantage, the perfed window fo start a mix up
game. Karakusa or + + LK = Hoyate again are
both good in this sifuation. If's also possible to link o
Seichusen-Godanzuki after the Hayote. The EX ver-
sion has more range, knocks down, and is safe if
blocked. It's possible fo juggle after the EX version if
it hits in the corner, although what you're able to do
after it is very characler specific. After pressing QCF

L]
0] [GUARD 1

t + 1K

START UP :
(111§
? o=
GUARD (" |

b

@\.

+ punch, hold punch and press a second punch bu-
ton to cancel the Hayate. If you hold punch without
conceling, Makoto yells out and poses hefore she
executes Hayate. To do a special taunt, press HP +

HK after hitting an opponent.
Oroshi

+#«+P

PARRY

(SRTUP (6
(&

b

L/
P (€8

Fairly slow overhead atfack, but super art cancelable.
The EX version knocks down and gets on unbeliev-
oble speed increase, making it essily the game’s

wake up situations.

THROWS

fastest overhead. A terrifying move fo deal with in | _ -

- ﬁ.[wniiiltg@.'li!é:mﬁ-vﬁi-ﬁ%hﬂ'ﬂuﬂup;l‘ni'r’ly'hii.' fo
~ parry os a jump in ond can be used in jugg
 londing o Abore-Tosanami. The EX

v

Awkward anfi-air uppercut, but super jump cance-
lable if it hits. If's able to stop cross ups in a limifed
mannerond inflicis o remarkoble amount of stun
damage. Good for juggles after o connecied Abare-
Tosanami. The EX version moves forward slightly,
making it easier o lund os on anfi-ir.

Kniﬁm

A command throw that allows moves to link after i,
Her entire offense can revolve around londing this
move. This is vital to Maketo's mix up gume, and can
lead fo major damuge with a super art or o number
of resets affer o normal Hayate hits. S

e+ +K

uggles after
mojor speed increase. Good if wsed the second
Makofo leaves the ground for a jump, making it o
fairly fost overhead that's safe.
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SUPER ARTS
SUPER ART |

tu=+du=++P

= Seichusen-Godanzuki I

Seichusen-Godanzuki hits for big damage when linked off o normal
attack. It's passible to verify Seichusen-Godanzuki from linking: MR, =
+MP + + MK, dlose HK, and Hayate. Linking off of a Hayate gives
Makato the ability to land o super ort from o full screen away with one
hit. Punish whiffed pokes with Hoyate
linked info a super art. + + MK is o high
priorify low poke, os is MP af mid level.
These links are useful for landing
Seichusen-Godanzuki. Makoto doesn't have
any low attack to verify a hit fo combo into
Seichusen-Godanzuki. However, + + LK
links into Seichusen-Godanzuki up close, so
use it fo punish whiffs and throw aitempts.
Seichusen-Godanzuki is generally an ol
around good super for Makoto because of
its numerous combo opportuniies.

Seichusen-Godanzuki only stocks one super,
s0 EX moves are generally out of the question if Makoto's goal is to land
a super art. IF this super arf hits Yun or Yang in the corner, they recov-
er in time to hit Makoto with Sourai Rengeki ond Tenshin Senkyutai
before she recovers from her last hit.

Recommended Super Art:
Abare-Tosanami

While Seichusen-Godandzuki is a good super art and gives
Mukoto many chances to land damage off many of her best
moves, it just doesn’t carry the sume raw intimidation factor
that Abare-Tosanami does. With Abare-Tosanami stocked and
ready fo go, Makoto is just one Karakusa away from stunning
opponents. The damage she can inflict with the combos and var-
fous resets is incredible. Makoto rushing down is a fearsome
thing. When opponents try to avoid a Karakusa it leads to
Makoto londing damage on opponents without using her super
art, Hit them as they jump away from an anticipated Karakusa.

SUPER ART Il

tu =+ bu= K

- Abare-Tosanomi I

The lost punch can be canceled into either a dash or a super jump, set-
fing up juggles and resei situations. The ability to comba after the super
art is what makes Abare-Tosanami one of the game’s most deadly super
ars. Even the most basic combo starting from her Karakusa fills almost
90% of the stun gauge on most characters.
It is o guaranteed stun on Akuma ond
Remy, which leads 1o eosy “the match is
o over” combos. Aguinst other choracters,
Mokoto can reset and do 50/50 mix ups
that can stun and lead to huge damage.

Abare-Tosanami combos off of Karakusa
anywhere from the corner fo mid screen. If
an opponent is hit of least once before
landing a Karakusa, o full Abore-Tosonami
combo is almost cerfain to stun. Against
—J trouching opponents, combo into Abare-
Tosonami behind Oroshi (MP). Oroshi hits
as an overhead and is hit confirmable.

The HK version of Abore can be used to go over projectiles and punish
characters from a full screen away. Makoto is vulnerable as she jumps
up to the wall before starfing the super art. If she is hit before reaching
the wall, she does not inifiate o super ort freeze, so no super mefer is
lost. Abare-Tosanami stocks two supers, ideal for EX use while keeping
the threat of o super art.

TARGET COMBOS

LK = MK

- + MK - HK

An awkward chain thot doesn't combo. However use
it 0s o way to fick info Karakuso if opponents start
onticipating the HK follow up to the target combo.

SUPER ART Il

+x=3+u=++P

When Makoto activates Tanden-Renki, she glows red and powers up,
resulting in ll attacks inflicting 75% more damage unil o timer expires.
However, Makoto loses the ability to block during that fime. This super
art is meant for Makoto fo go on an all-out offensive rush. Expedt any
smart opponent to go on an all-out offen-
sive rush on Makoto during Tanden-Renki.
If Makato isn't the one doing the attacking,
she must anticipate ond parry any incom-
ing attacks. Maketo must score hits, and
quickly, or else she is going fo be helpless
versus random attacks. Comboing into
Tanden-Renki for massive domage is only
possible in very specific situations by can-
celing her Fukioge.

COMBOS YOU NEED TO KNOW

2 HITS—.
TOTAL DAMAGE: 18
4+ + LK = Hayote (LP)

Makoto’s only low combo worth
doing, but still not sofe. IF it hits,
she hos frame advantage to work
with, allowing you to put oppo-
nents into o 50/50 situation with
a throw/attack mix up.

3 HITS
TOTAL DAMAGE: 29
MP linked into LK = Hoyate (LP)

Flexible, verifiable way to land o
Hayate (LP). If MPis blocked, use
the frome odvantage to start
another mix up. Going straight
into o Karakusa or + + LK =
Hayate (LP) are both effective in
this situation.
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3 HITS

TOTAL DAMAGE: 30

Karakusa linked into an early HP
=> Hayate (HP)

Salid and very easy option off of
Makoto’s command throw.

3 HITS
TOTAL DAMAGE: 38

Kerakusa linked info on early HP
- EX Hoyate

Slightly more damaging option
off of Makoto's command throw.
Knocks down.

6 HITS

TOTAL DAMAGE: 76

+ + MK linked into Seichusen-
Godanzuki

Safe, verifioble woy to land
Seichusen-Godanzuki.

8 HITS
TOTAL DAMAGE: 76

MP linked into LK = Hayate (LP)
linked info on early Seichusen-
Godanzuki

Flexible, verifioble way o land o
Seichusen-Godanzuki.  Knocks
down.

8 HITS

TOTAL DAMAGE: 61

Karakusa linked info an early HP
- Hayate (HP) linked into on
early Seichusen-Godanzuki

High domage Seichusen-Godanzuki
comho off of Makoto’s command
throw.

7 HITS
TOTAL DAMAGE: 82

MAKOTO GRABS OPPONENTS
WHILE CORNERED OR NEAR
THE EDGE OF THE SCREEN

Karakusa linked info an early

HP = Abare-Tosonami, cancel
the lust hit into o forword dosh,
then juggle with Fukioge (HP)
super jump canceled sfraight up
info a jump HP

Massive domage and sun dam-
age. Almost o guaranteed dizzy
against most characiers,

7 HITS
TOTAL DAMAGE: 74

Oroshi (LP) = Abare-Tosonami,
cancel the lost hit info a forward
dash, then juggle with Fukioge
(HP) super jump canceled
straight up into o jump HP

Abare-Tosanami combo off of
Oroshi. Very good damage.

12 HITS
TOTAL DAMAGE: 87

Karakus linked into an early HP
- Abare-Tosonami, concel the
lust hit into a forward dash, then
juggle with another Abare-
Tosanami, super cancel the lost hit
info a forward jump, juggle with o
short Tsurugi, land juggle ogain
vith a Hayate (HP), then finally
jvggle with another Hayate (HP)

Massive domage. Large amount
of stun domage os well.
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Chigusa

Wakoto's game plan revolves around landing Karakusa. Land one, and
*5 a combo for big domage and stun. Makoto must get dlose to do her
semage; fortunately, she hos the tools fo get there. Her dash is incred-
&y fost and far reaching. Also, use it to sneak up on players during the
wzcovery of any whiffed pokes. Use Hayate for the same purpose. These
moves come out quickly, and are o-good way to copitalize on openings.
Connedting with o Hayate leaves Makoto in an advantageous position,
where she can work Karakuso mind gomes.

The obvious option is fo immediately Karakusa. Often, people expect
% Karakusa and attempt to jump away. If this is the case, ofter the
“ayate, immediately + + LK = Hayate (LP). If they try to do anything,
=2 hits them and the fighters are back where they siarted. Another
safion is o skip the + + LK and just use Hayate (LP). If they try to
wmp, Makoto hits from close range and sets them up in a juggle state.
=aish the combo with HP or Hayate.

4 safer option after o Hayate is # + HK. This hifs a jumping opponent
and does nof put Makoto of risk. However, it knocks away apponents
and Makoto must work fo get in close again. A more advanced taic is
a0 HP after o Hayate. Cancel the HP into o Hayate, immediately cancel
aut the move, then dash forward. If opponents jump, Makoto hits and
rzcovers quickly enough to get back in their face when they land.

Makoto is  momentum character. Her rush down is fast and powerful.
“aything you can do to stay near opponents and move forward is fo
vour advantage because landing o Karakusa is the goal. However,
=xpect opponents to confinually jump back fo escape any Korakusa
sitempts. Punish these jumps, keep mixing it up unfil catching them on
e ground with a Korakuso.

Makoto inflicts domage quickly to opponents, however, her main weak-
ness is the-randomness of her offense. You want fo go for the big dam-
2ge off of the Korakusn, but you can't become predictable. Mix up
farakusa with knockdowns and random pokes 1o hit opponents as they
iy fo jump away or counter,

Makoto seems fo be a character of extremes, either dominant, or losing
Sadly. To be fair, what Makoto lacks in consistency, she makes up for
with her raw power and ability to do her damage off of one grab. She
stuns opponents so quickly, and wsually inflicis o tremendous amount of
Zamage, even without landing a Karakusa, because opponents are con-
sianfly heing hit while frying fo avoid it. Rushing down o defensive
siayer is o good tactic for Makoto. However, expect to run into wake up
Shouryukens or super arts, simply because it's the nature of her gome
slan to be in close most of ihe fime.

When an opponent jumps in, jump forward or backward ond press HK
25 s00n as Makoto leaves the ground. It comes out quickly and has great
ange. Use jumping HK to shut down Yun and Yang from ever getting o
e kick opportunity. If you are u bit braver, use LP as anti-air, If it hits,
23sh under opponents before they land in an attempt to confuse them.

WAKEUP GAME

Landing one Karakusa can lead fo o big combo and a potential stun, so
wke landing a Karakusa your prime objective. Immediotely attempt-
g o Karakusa os an opponent gefs off the ground is acceptable, but
many players expect that atack. Instead, tick on wake up to prevent o
ump, then Karokusa. Some really good tick setups into Karakusa are:

LP, Korakusa
MP Korakusa
+ + LK, Korakusa
+ + MK, Karakusa

Don't rely solely on this move, however. A kara-canceled EX Oroshi
works after a fick throw setup. It hits as an overhead if opponents black,
and is fast enough to cafch them trying to jump away. Performing EX
Tsurugi os low fo the ground os possible is another quick overhead
attack that knocks down. The more variety of attacks used to punish
opponents for trying to ovoid o Korakusa, the greater the chance they
black the next fime on wake up, leaving the door apen for it.

When Makoto is the ane getting up, she doesn't have many fast normal
moves to help her get an opponent away from her. + + LK = Hayate
(LP) is pretty good if you think they are going for o throw. Also consid-
er parrying on wake up; it's a complefe guess, and shouldn't be done
offen, but Makoto hos great dumage and stun potential from one
Karakusa that parrying shouldn't be completely ignored. If you make o
habit of parrying on wake up with Makoto, opponents may be less vil-
ing fo poke at her. If they hesitate and provide any breathing room,
fuke the initiaive and grob immediately with o Karakusa. This works
surprisingly well and is embarrassing for them.

One way for Makoto to gef out of a corner on wake up is to do o Abare-
Tosanami (HK). She flies fo the other end of the screen fo safety. It's o
waste of o full super meter, but sometimes it is the only way to escape
o corner safely.

ADVANCED TACTIC 1:
KARA KARAKUSA

Cancel o whiffed LK late into the move fo kara cancel her Karakusa.
Canceling the LK increases ifs range fremendously. Because LK involves
Maketo sticking out her knee, it hos o deceptive quality. If opponents
react fo hat ond decide fo block, they are open for the Karakuso. Here
are some good setups to get the proper range for a kara Karakusa on
most characters:

MP (x2), LK = Karakusa
(= + MP), LK = Korakusa
After a Araiso (=), dosh hack, LK = Karakusa

The LK must whiff in order for the Karakusa fo connedt. If LK londs, the
Karakusa whiffs because the target goes into block stun, so the distanc-
ing must he precise. For one sefup where the spacing isn't imporfant, do
a LK over o waking up opponent. Make it look like a meaty attack, but
time it so if whiffs. If timed correctly, it’s possible to kara cancel into the
Karakusa fo caich an opponent perfectly.

Another kara cancel for LCis info Oroshi. This works well with EX Oroshi,
regardless if LK hits or whiffs.

ADVANCED TACTIC 2:
INVULNERABILITY

Tacchuu hos a unigue property: Makoto is completely invulnerahle
immediately after finishing the head butt. Do not fouch any controls
afier throwing for the invulnerability o toke place. It lusts o brief fime,
hut it is long enough to put o use. The throw knocks opponents just far
enough away o where they can sfill usually reach her with their longest
poke. Continue fo sfand after the throw, and allow them fo fry it. The
move passes right through her, leaving o window of opportunity for o
Huyate during the move’s recovery. This works well against shotos since
+ + HKCis their only move that can reach, and its recovery is long
enough for her to punish it. Stand up to bait  low poke ofter the neu-
trol throw, then Huyate counter or dash in and Karakusa,

Korokusa is also invulnerabile immediately after finishing. This should-
n't make any change since you should always start o' combo after she
lets go of her opponent.

SETUPS

Ranges setups for UOH = super

Against small, medium, and wide sized characters:
MP (x2), UOH = Seichusen-Godanzuki
MP, + + LK, UOH => Seichusen-Godanzuki
=+ MP. UOH = Seichusen-Godanzuki

- Makoto’s pokes and keeps her from dashing in.

Against small and medium sized characters: 2

+ + MK (x2), UOH = Seichusen-Godanzuki
+ + LP (x2), UOH = Seichusen-Godanzuki

RESETS AND OTHER
ABARE-TOSANAMI SETUPS

Makoto hos numerous resets and she can do ofter connecting with
Abure-Tosanami. Resets enable Makoto fo stun nearly any character off
of a Karakusa.

Reset 1: Karakusa, HP — Abare-Tosanami, super jump cancel forward;
Tsurugi, land and dosh under; MP. Abare-Tosanami (HK), dash cancel
forward under; Fukiage (HP), super jump cancel up and HK. This reset
does 100% stun on most characters.

Setup To: Korakusa, HP = Abare-Tosanami, super jump cancel for-
ward; Tsurig, land and dash under; LP, then kara cancel an EX Fukinge
(kora cancel with LK) to cross up as they land; super jump cancel up and
HK. This reset does 100% stun on shotos. Mix it up after the LP by dosh-
ing under, then EX Fukiage fo un-cross up ot the lust moment. There’s
also the option fo land o Karakuso s they lond.

Setup 2: Karakusa, HP = Abare-Tosanomi, dush cancel forward under
and Fukiage (HP), super jump towards and jump HK; land and dosh
under for either + + LK = Hayate or Karakusa for 100% stun on mos!
choraciers.

Setup 3: After an EX Hoyate in the corner, Shinbuki to knock opponents
into flip recover to land on their feet. This sefs up o perfed kara
Karakusa. This is also on opporiunity fo dosh under cerfain characters
for a tricky ground cross up.

PARRY SETUPS AND TACTICS

After Makoto lands a Hoyate, she is in prime posifion fo atfempt o
Karakusa. Many players anticipate this and iry to knock her out of it
with a quick # + LP. Time the = mofion of the Karakusa just s they
recover from the hit stun of the Hayate. This way, if they do poke,
Makoto parries, then grabs. If they block, she simply grobs them.

GROUND CROSS UPS

Makato can cross up Twelve, Alex, Dudley, Necro, Hugo and Urien in any
corner

Makoto can cross up Ibuki mid screen.

FAVORABLE MATCH UP: AKUMA

Concentrate on one thing ogainst Akuma: lond a Karakusa. Once that's
dang, it all over for Akuma. Makoto stuns Akuma off o Karckusawith
her most hasic follow up. If she hos enough meter, she con finishhim
off for a 100% combo. o e s
Expect Akuma to moke it difficult fo get in dlose. Toke advantoge of
Makoto's quick dash to gef under air fireballs. When Akuma is dose, =
foke risks and attempt a parry. The risk/reward ratio is in Makoto’s
favor. All she needs is one Karakusa fo win the match. One purry moy
give her the necessary opening. S

UNFAVORABLE MATCH UP: CHUNLI
It won't be easy fo get in dose with Chun-Li. Hokkei beats

I
uges fo get in dlose, she can't pressure Chon-Li with Karokusa mind
games like she can other opponents. Chun-Li's low jub sfops all
Karakusa attempts along with Makoto's other pokes. Chun-Li just needs
mash on + + LP whenever Makofo is close fo prevent her from doing
her thing. Even if Makoto parries, Chun-Li can always cancel info an EX
Spinning Bird Kick on reaction. Tough break for Mokoto.

U A ERRERRNND |4

For Makoto to win this maich up, she must get in and trick Chun-Li. Toke
advantage of Makoto’s quick dush fo get in on Chun-Li after she whiffs
one of her high priority pokes such as Hakkei. If she isn't in the recov-
ery of one of her moves, do not dash in. A low forward = Houyokusen
could come out af any fime. Play patiently and carefully, with the goal
of nof getting it by Chun-Li's low forward. Makoto only needs fo land
one or two Karakusas fo turn this mach around in her fovor.
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flecro

NORMAL MOVES
STANDING

MP has good range, is super can-
celuble and goes over a variety of
low normtﬂs, Decent aganist
whiffed ottacks and tum;ﬂeieiv
shuts down cerfain choradter
types, like shotos. Stay just out-
side on opponent’s Eest poke
range and whiff MP while
inputting the command for
Hlectric Snake. If opponents hit o
button, they get ﬁii ond eat o
super art.

LK
STARTUP (4 )
1 [ +1

15|

MK is a good mid-range poke that
goes over some low atfacks. Can be
parried high or low, so its use s lim-
ited. HK ﬂus great range with on
upward angle. Use from for away
early in onficipation of a jump.

COSTUMES

dH + JW + d1

d1+ Hoig
dW + LIS
N + b
“w + |lllls
)'H + ]JH[S

SPECIAL NORMALS

Knee Attack

« + P Jub
START UP

STARTUP (4

(1 )(2])(3)

STARTUP  (12)([3
G0J

Astretching uppercut thatis suscep-~ Use i Necro's torget combo  Good for combos. Necro's only  Stretching upward knee afiock

Cancels info o super arton reaction fible fo parries. It serves fo setup (= + LK > MP), and if's o other decent mid level attack. that carries o huge omouni =

to o hit. This is Necro’s best move  juggles, and is o possable onfi-cir. ~ decent way fo land super arts. frame advantoge after it. Good =

to get people off of him. anti-gir or in domaging combes
used for punishment situations.

Elbow Cannon

STARTUP (9 ) |'

+ + HP

Drill Kick
sTaRTUP (9] [ = r

Great for combos. Its fast, does good domage, and puls opponents Button strength defermines the angle of descent. Extremely impor-
into a juggle sinte affer it hits. Although the juggles off of it are fair- tant to Necro’s offense os it's the main way he gets close. Use to keep
ly limited, ogainst Alex and Hugo Necro can juggle with this move six opponents locked down in the corner.

times in a row for massive domage.
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CROUCHING

+ + MK has extremely good range for a low attack. During foof games, try fo catch opponents with this move
while they are dancing around.

i+ LP
START UP

lowlh eIl

sc}

[ 0 ]

L]

—smr

THROWS

LP + LK

Shoulder Att

e =
SPECIAL MOVES
Hectric Blust]| & » « +P Flying Viper

Decent anfi-air. If the LP version is used against jump
ottacks mid screen, it's possible o juggle with a far
HP Ifit's parried, tap punch to make Electric Blast hit
again, making parry attempis hozardous. The LP
version is also good for extended juggles after an
Electric Snake. Electric Blast (HP) alse hios one use in
a ground combo: Tornado Hook (HP) linked into o
Electric Blast (HP), which does massive damuge.

« 2 +x 4K

move doesn't really do o
is faster, hifs fwice, ond |

affer it. Passable for pressure and
opponents towards a corner,

to help move

Leg grab that hits low, and hos great range. In the
corner, its possible fo juagle after this move connects.
This move carries a large frame disadvantage affer if,
meaning Necro will eat o super if it's blocked. There is
also no reason 1o do this move over + + MK, unless
cornered and the plan is to land Magnetic Storm or try
for minor juggles. Against crouching opponents, it’s
possible to combo info this attack behind Flhow (MP).

Rising. "C‘obru I

Command overheod attack. Faitly slow, easy to antic-
ipate. The EX version is slightly faster, does more
damage and hits twice.

=

A juggle set up that's good for various combos. The
LP version is safe if blocked. The HP version puts :
oppanents info a long hit stun, allowing you to link 3
ofter it. The EX version hits more fimes and does

more domage. S




SUPER ARTS
SUPER ART |

x4+ +P

A more powerful version of Flectric Blast. It combos easily off of Necro's
main pokes: MP, Elbow (MP), and his target chain. Juggle with Magnetic
Storm after a Snake Fang in the corner, but the damage isn't that great.
Magnetic Storm works well os an anii-gir, although oppanents tend to
hounce up and miss some hits. It absorbs
some projectiles, so it's useful against
2 Akuma and Ibuki’s ir ottack. Electric Storm
‘7 B hosis uses, hut the domage is not remark-
T 1 able, and it only stocks one super meter.

Recommended Super Art:
Electric Snake

The high stun domuge, two siocks of super meter, and the easy
combo und zoning possibilities thut Electric Snake brings to
Necro’s gume makes it his super art of cheice. Necro doesn’t
rely on his EX moves, but having access to them occasionally
comes in handy.

COMBOS YOU NEED TO KNOW

3 HITS 7 HITS

TOTAL DAMAGE: 21 TOTAL DAMAGE: 48

+ + LK = Tornado Hook (LP) Tornado Hook (HP) linked info a
Necro’s bosic combo. Safe if i

blocked. In the corner, juggle  Damaging non-super art combo
again with Elbow Cannon for 14 that knocks down.

exira domage. 6 HITS

2 HITS

TOTAL DAMAGE: 24
CORMER ONLY

Neutral throw, juggle with an
early walk up MP

Decent damage off of a throw in
the corner. Use it os an opening
for o busic reset with either walk
up a step, then universal over-
head, or + + MK us opponents
it the ground.

2 HITS
TOTAL DAMAGE: 36

Anti-air Necro Upper, juggle with
early Elbow Cannon

Decent anti-air juggle that inflicts
decent damage ond knocks
dovn.
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TOTAL DAMAGE: 53
el +K>M>
Electric Snoke

Verifiable way to land an Electric
Snoke. Passoble domage ond
knocks down. When near o cor-
ner, juggle offerward for extra
damoge.

11 HITS

TOTAL DAMAGE: 59
CORNER ONLY

Neutral throw, juggle after with a
Magnetic Storm

Great domage off of a throw.
Knocks down.

SUPER ART II

tu+du++P

SUPER ART IlI

+u+du>4P

- Slam Duntel

It's possible to combo into this after o Tornado Hook (HP) because of the
turned around state that move leaves opponents. Unforiunately, if
Necro doesn't comba into Slom Donce, he has no other guaranteed safe
method to land it. It has o window of invulnerability af the beginning,

- which allows Necro 1o grab opponents
through pokes, but this must be largely
guess work. If apponents do nothing, they
can also jump out of Slam Dance because of
its slow start up time.

v Electric Smlkei

Electric Snake does fairly good damage ond stun. It combos from max
range off of Necro’s most important pokes, namely MP and Elbow (MP).
Cancel Elbow (MP) somewhat loe fo verify the super art. It is also pos-
sible to verify MP, but it is much foster and harder fo do so. Cancel

(I

Tornado Hook (MP) on reaciion o a hit fo
combo info Electic Snoke. The lost hit
bounces opponents up into the air and sefs
up juggle opportunities in he corner.

Hledric Snake stocks two super meters, so it
is ideal for EX use. Use Eleciric Snake fo go
8 under projectiles from full screen and pun-
ish opponents.

Drill Kick is o decent setup ogainst oppo-
nents in the corner. When Necro lunds,
| immediofely use Slom Dance. If apponents
g8 jump to escope, hit with Necro Upper and
juggle with Elbow Cannon. This works
because Slom Dance recovers so quickly
that most players are not prepared for Necro's anti-air attack. 1t is hard ¢
to actually land Slam Dance unless you parry or comba int it. Fishing
for damage after Slom Dance misses might be the best you can hape
for. In the corner, it's possible to catch Hugo in the gir with a Slom Dance
after Tornado Hook (LP) in the corner.

COMMAND: « +1K> MP

The MP ending whiffs vs. some small crouching char-
aciers, nomely Elena, Yun, Yang, ond Chun Li.
However, it is cancelable and a decent way fo land an
Electric snake.

15 HITS
TOTAL DAMAGE: 75

Knee Missile linked into & +
LK=> Magnefic Storm

Easy, high damage Magnetic
Storm combo. Good for punish-
ment situations. Knocks down.

11 HITS
TOTAL DAMAGE: 58

Tornado Hook (HP) linked into
early Knee Attack —Tornodo
Hook (MP) = Electric Snuke;
when Necro recovers, immediate-
ly juggle with early Electric Blast;
when Necro recovers, juggle with
early Elbow Cannon

High domage and stun domage
off of a Tornodo Hook (HP).
Knocks down.




Finger Attack

Nzcro has many long range moves, but he is surprisingly effective from
“ose range. He is also good in o mid range foosie battle against char-
=cters that are lorge enough to get hit by MP while crouching. Use MP
% pressure, and look for any movement. If you see it hit, cancel info
Zectric Snake. MP goes over low aftacks and has good range. Keep
“aracters out, and use it to punish whiffed attacks. This move is espe-
zally good for zoning against shoios. When outside of their greatest
soke range, whiff Elbows o build super meter. Mix it up with MK ond
~ MK 1o do a good share of domage fo opponents.

¥ you frusirate oppanents on the ground, they might fry to jump in. +
= WP comes out guickly and reaches far. If it is parried, Necro remains
safe because he quickly retracts his arm. However, the move doesn't
save the best priority. If opponents expect a # + MP, they can do an
sarly jumping attack 1o beat it. Use Necro Upper occasionally, too. It
warks as anfi-air, and sefs up o juggle. A Flectric Blast (LP) is also good
=5 anfi-air. 1t sets up o juggle (follow up with HP).

Drill Kicks are great for getling in and playing aggresively. He can exe-
wwie them low fo the ground, making it hard fo hit with an anti-gir
Another good jump in is jumping HK. This hits from for away and links
Sedtric Snake when Necro lands. Good for getting up close or applying
aressure from for away.

When Necro gefs close on the ground, use Tornado Hooks to keep on the
“arward pressure. After a Tornado Hook (LP), Necro has many aptions
%2 mix it up. Go low with a % + LK = Tornado Hook, attack from mid
vel with Knee Attack = Tornado Hook, throw, porry, or do another
Tornado Hoelc{LP). Doing Tornado Hooks (LP) over and over can actu-
ally be effective, although this move is fairly ensy to red parry on the
szcond hit.

WAKEUP GAME

Neero doesn't have the best set of moves fo scare a waking up oppo-
=nt. His overhead attacks are slow and he doesn’t have a jumping cross
w2. The best thing for Necro fo do is fo keep pressuring with mid and
‘o attacks into various Tornado Hooks. Add in throws to keep oppo-
sents guessing.

Zrill Kicks ore o good way fo keep pressure on waking opponents, and
= play tricks on them. Walk up right next fo them s they are getting
w2 and jump over them and Drill Kick (HK) down. Change it up and land
shind them, or land right on top of them. It is hard for them fo fell
wazre Necro is going to hit. Necro hos another Drill Kick trick to use
sf%er landing an Electric Snake. Dash up once, then jump backwards and
Zeill Kick (MK). Necro lands right behind opponents right at the lust sec-

wd. IF's tricky; and sets Necro up fo combo « + LK (x2) = MP and

wancel into Electric Snake if it hits.

When Necro is the one getting off the ground, expect fo have some
trouble against aggressive opponents. Elbow (MP) is your best bet. It
comes out quickly and it late cancels info Magnetic Storm or Eleciric
Snake on reaction. If you can't find an opening for Elbow (MP), you
may need fo resort fo a sirategic parry to get out of o bad situation.
Necro also hos a hard time dealing with cross ups. Try to keep opponents
away as best you can.

SETUPS

Ranged setups for UOH = super art
Against medium sized characters:

(MP), UOH = Electric Snake
(Knee Attack), UOH = Eleciric Snake
(Knee Missile), UOH = Eleciric Snake

Aguinst wide and large sized characters:
(MP), UOH ~ Electric Snake

Aguinst Oro:

No setup is reguired. UOH = SAT works af close distance on
crouching Oro.

RESET

Reset 1: After a throw in the corner, hit with MP to knock opponents
back on their feet. Take o small step forward to set up a perfectly dis-
tanced UOH that links into Electric Snake. Mix up by taking just a tiny a
step forward, less than needed to connedt, so that the UOH whiffs in
front of opponents. Land and throw to start this pattern over again.

PARRY SET UPS AND TACTICS

Necro has a slight frame advantage after Tornado Hook (LP). At this
range, most players go with a low attack against Necro. Parrying down
in this situation offen works. After a successful parry, combo Knee Attack
=>Tornado Hook (MP) = Electric Snake. If they do nothing ond you
crouch, immediately throw or do another Tornado Hook (LP) to sef this
situation up again.

If you use # + MP for anti-air enough fimes, it's bound fo get parried.
Do it early enough, and Necro is safe from any counter attack. So after
an opponent parries, tap = as soon os Necro recovers fo counfer parry
jumping attacks.

GROUND CROSS UPS

Necro can cross up Hugo in any corner.

FAVORABLE MATCH UP: AKUMA

Necro's MP gives Akuma a hiord fime on the ground. It goes aver all of
Akuma’s low pokes and hits while he's crouching. IF Necro hits Akuma,
cancel into Electric Snake on reaction. Flectric Snoke does o massive
amount of sun to Akuma, on fop of ifs regular domage. Keep Akuma
at maximum MP distance and keep poking over his low attacks. If
Akuma ever gets close, he patient, and hit him with Elbow (MP) =
Hleciric Snake. Akuma’s offense can be pretty hard to deal with some-
fimes, but Necro only needs fo hit Akuma with one or fwo basic combos
fo stun him. Then it's oll over for Akuma.

Necro has an easy 100% stun combo on Akumo. If Necro fauns first,
the follow up combo does 100% life domage as well. In the corner, hit
with Knee Missile, link MP > Flectric Snake, juggle with Eleciric Blast
{LP) = Hlectric Snake, then juggle with Elbow Cannon for the dizzy.
When Akuma gets up, Tornado Hook (HP), and either do o Snake Fang
{LK) or Electric Blast (HP).

UNFAVORABLE MATCH UP: CHUN LI

Chun-Li gives many characters problems, and Necro is one. Chun-Li
ducks under Necro’s M, his main mid-range poke. Most of Necro’s good
pokes leave him open 1o be hit by Chun-Li's + + MK = Houyokusen.
Chun-Li's « + HP and & + HP fend to beat all of Necro’s moves.

Necro has no choice other than to attack Chun-Li. From mid range, coun-
terattack any whiffed HP Chun-Li does and poke with MK, but other
than thot, you must get close. Jumping HK is o good way to atfack from
long distance. Link Electric Snake behind a hit. Otherwise, rely on Drill
Kicks to get in close. From there, play smort and don't et hit. Fasier
said thon done, butit's possible. Because Necro has such a difficulf fime
landing Eleciric Snake agoinst Chun-Li, Slom Dance is also o viable
option against her. Drill Kick, land, and Slom Dance is o decent tactic,
but it might be o betfer idea fo save if for wake up. With it, Necro hos
a way fo bail himself out when he gets knocked down by Chun-Li.




Oro

NORMAL MOVES
STANDING

HP is a fast two hit overhead that
does good health mefer domage
and stun damage. This move is
an overall good option for mix up
games.

Job

Lp
(SRt (4 )f START UP

L | {(GUARD (/1

A fost poke with good range, MK
goes over low attacks ond does
decent stun damage ond warks
well for punishing whiffed moves.

HK inflicts extremely high stun
domage for a normal hit. Decent
range and speed, but still good at

close range when anficipating an
ottack. Use it in combination with
Oro’s back dash to avoid throws
of close range, then punish the
whiffed throw with HK.

COSTUMES

GUARD (/L
| [PARRY (" H

HK
START UP ol

dW + Hnyg
dH + Hnis
W1 + pnis

MW + Hnig
WH + Hmis

SPECIAL NORMALS
-4 MP Mawashi Hiji

[ START UP [ (5)

Spinning back hand that moves Oro forward while attacking. Whiffs
versus most crouching choraciers, limiting its usefulness.

t 4 2 Dan Tobi
g [lsarror (=) f (=) r

A second jump while in mid air, used for multiple tricks. If you jump
in and suspect opponents will fry o ground based anti-air, perform the
second jump towards ( 2 ) o barely dlear the oni-oir and land an
attack if the whiffed attack has sufficient recovery. The second jump
can also be used for cross up tricks, like jump over opponents while
they are getting up from a knock down, then double jumping back-
wards fowards fo set up a cross up MK. Depending on when you dou-
ble jump during the first jump’s arc, you can fime the cross up MK to
hit in front of or behind your opponent.
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STANDING CLOSE

Close MP is o super jump cance-
lable two hit uppercut that sets up
all of Oros most important
extended juggles. Also good as
anti-air.

dH + W + d1

STARTUP (5 Jf

MP Close Strong




SPECIAL MOVES

Chorge « + + P

Nichiirin Shyou |

Charge + ¢+ + P

4+ LK
START UP

Low Short

JUMPING

Jumping MK is a decent cross up and helpful for seffing up uessing games with some frame advaniage. If it's
blocked, walk up throw, HP, 4 + MK = Niou Riki, or back dash to HK are all opfions in this situafion.

¢ + MK Vertical Forwurd

STARTUP (4 )T}

Niou Riki

+ %+ +P

Spiraling uppercut. Usable in some combos andase

wake up. EX version s faster and does more damage ."

+u o+ K

Jin(.hl.l.u. il’ninri I

) [ @8

# / +HK Jumping Roundhouse
fSTARTUP (5 )([,
1

. GUARD H
-~ _|IPARRY (H

THROWS

LP 4 LK

Nubi-fime Katoguruma In air, LP + LK Kuwchou Jigoku Guruma .

Three hit command grab. Blockable, but it cannot be
parried. It's good for hasic ground bombos, as it com-
bos behind medium ottacks.

Wil Jumping 3 +K (op K ropdly) Hitohoshira Nobor

Great as an “instant” uvsrﬁaud When opponents
wake up from o knock down, jump forword ond

input the command os quickly os possible. The

Hitohashira Nobori is performed close fo the ground,
moking it o fairly fast overhead. Ifs also usable in
other high/low mix ups. Example: After a successful
knock dovn in the corner, jump fowards your oppo-
nent, fiming it so that you will lond just os they stand
up, then do + + MK = Niou Riki. The next time in
this situation, open with Hitobashira Nobori (HK) just
before touching the ground, which hits as an over-
head. Land, then juggle with MP = Jinchuu Watari
for extra damage.

Ei=

Good for Oro’s extended juggles off of close MP. Can
be used for some cross up tuctics, like blocked dlose
MK = Jinchuu Watari (MK), which crosses up oppo-
nents, then doing dose MK = Jinchuu Watari (LK),
which hils opponents from the fronl. However, this
move is very unsafe if blocked, making it risky for
these applications. The EX version fravels much faster
and homes in on opponents.
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SUPER ARTS
SUPER ART |

+u+4u->+P

Oro has two ways to use this super art. Adtivate it with two punch but-
tons and Oro hops fowards opponents and grabs with Kishin Tsui, jumps
high into the sky, then crashes them down into the ground for decent
domage. It's possible to combo into this grab with + + HP, or iry o bait

opponents o throw out o move and hop
1 right through it fo grab them.

The other variation fo this super arf is fo
| adtivate with only one punch bution for
Kishin Riki. The super meter turns info a
timer that counts down. During this brief
fime, all of Oro’s punches become multi hit
varsions of his command throw. However,
during this fime, those throws ore unblock-
able. In the air, all of his punches hecome
muli hit versions of his air throw. This ver-
sion of the super art does not have much
potential to deal much domage. Also, with
only one stock of super mefer, Oro doesn't have the luxury 1o do EX
moves and sfill have o super art ready fo go.

Recommended Super Art:
Yagyou-Dama or Tengu-Stone

Yagyou-Dama and Tengu-Stone both lead to punishing oppo-
nents off @ MP, or by starfing a juggle in some other way.
Yagyou-Dama has the odded benefit of setting up multiple
unblockable situations, but Oro must land a hit to set these up.
Use Tengu-Stone fo corner opponents and land damage while
they fry fo block the onslaught of high and low attacks. Both
super arts are good, and both can give Oro opporfunifies to
really hurt opponents.

SUPER ART II

tu+du++P

_m

Oro sends out o large, slow moving projeciile. The stranger the punch but-
ton used, the higher the arc that the projectile travels. Use Yogyou-Damo
in Oro's juggle combos. Ifs also possible fo use it os o safe way to gef close
to opponents. Send out a Yagyou-Dama, then follow behind it and attack
safely. If Oro hos all three stocks of super
mefer, activate the more powerful Yagyou-
Oodama by pressing two buttons. Oro jumps
up high and sends down out a monstrous
projectile that hits mony more times than
normal Yagyou-Dama. It can also be used in
juggle combos with the ability 1o continue
| juggling ofter Yogyou-Oodama hits.

With three super meter stocks, it is the ideal
choice if accessibility to EX moves is some-
thing you desire. One of the most important
uses of Yagyou-Dama is seffing up unblock-
able situations. After knocking down oppo-
nents, send out o Yagyou-Dama, then jump over them and cross them up
at the same fime Yagyou-Dama hits from the other side.IF's not too difficult
to set up an unblockable from Oro’s juggle combos. Cancel o MP info the
oppropriate Yagyou-Dama, then dash up and jump over your opponent,
and double jump siraight up. Time it so Oro comes down with o jumping
HK to hit from one side os the Vogyou-Doma hits from the other.
Immediately start o new juggle combo with MP, and continue fo juggle and
end with another MP => Yogyou-Dama. Keep repeating this unblockable
situation o long s you have enough super meter and are positioned prop-
erly mid-screen. This repeating sequence is usually easy to keep up
because Oro builds meter during the juggles before the super art.

TARGET COMBO

COMMAND: CLOSELK > MK

Quick and safe chain with limited uses.

SUPER ART IlI

$u+4u=++P

_ Tengutone]|

There are two variations fo Tengu-Stone. Adivate with one punch but-
ton, and three random flooting items oppear above Oro's head thot
attock with him, increasing the hits and damage. This lasts until Oro's
super meter is exhousted. This voriation is vseful for pressuring cor-
nered opponents. It is extremely risky for
opponents fo try fo attack, so do not hesi-
fate in yours. Even as they are bhlocking,
they take chip domage from every hit. End
with o hit before the timer runs, then link
into o MP 1o start a juggle combo after the
super meter expires.

The other variation is Tengu-Midureishi. The
timer runs out much faster, but Oro gets the
floating items and can juggle with each hit.
- = Use Tengu-Midareishi to continue a juggle
=35 (ombo when normol and special moves no
: longer combo. At the end of o Tengu-
Midareishi juaale, juggle with another MP to keep it going for o few
more hifs. The Tengu-Stone stocks a single super meter.

COMBOS YOU NEED T0 KNOW

4 HITS
TOTAL DAMAGE: 34
+ + MK = Hiou Riki

Eosy and damaging combo off of o
low atfack. Athough it's not safe,
there are some set ups that require
o good low combo to be effective.

5 HITS

TOTAL DAMAGE: 43

Close MP (1 hit) =>linchuu
Watari (MK); lond, then juggle
again with a late dose MP (1 hit)

= Jinchuy Watari (MK); land,
then juggle with Oni Yanma (MP)

Damaging juggle combo. Good
for punishment situafions ond
knocks down.

6 HITS
TOTAL DAMAGE: 45

Extremely  lote  jumping
Hitobashira Nobori (HK) (1 hit);
land, then juggle with close MP
{1 hit) = Jinhuw Watari (MK)

Damaging juggle comba off of an
overhend offack. Use with Oro's
basicjumpin / empty jump in sef up.

9 HITS

TOTAL DAMAGE: 45

Close MP (1 hit) = Jinchuu
Wotari (MK); lond, then juggle
again with lote close MP (1 hit)
- Jinchuu Watori (MK); lond,
then juggle with on early close
MP (1 hit) = Kishin Riki active-
tion, then immediately jump and
hit punch fo juggle

A safe way to aciivate Kishin Riki.
After the combo hits, Oro still hes
ohout 70% of Kishin Riki fimer
left. Decent for punishment situa-
tions and knocks down.

2 HITS
TOTAL DAMAGE: 68
+ + HP = Kishin Tsui

Easy, high-domage combo for
punishment situations. Knocks
down.

41 HITS
TOTAL DAMAGE:; 9%
Close MP (1-Fit) = linchuu

Watari (MK);' land, then juggle
with lote cose MP (1 hit)
=>Jinchuu Wotari (MK); land,
then juggle with early close MP
{1 hit} = Tengu Midare Ishi,
immediately juggle with o HK,
jugale with Mawashi Hiji, HK,
Mawashi Hiji, HK, Mawashi Hiji,
Tengu Midare ishi ends; walk up
o step fo late dose MP (1 hit) =>
Jinchuy Watari (MK); lond, then
juggle with late close MP (1 hit)
- Jinchou Waiari (MK); land,
then juggle with an immediaie
Oni Yonmao (MP)

Basic Tengu-Stone combo. For
consistency, skip the Jinchuu
Watari juggles at the beginning
and do the MP (2 hits) = Tengu-
Stone 1o start it. In the corner,
replace the Mowashi Hiji juggles
with HK.

13 HITS
TOTAL DAMAGE: 74
MIDSCREEN ONLY

Close MP (2 hits) = Yogyuu-
Oodama; recover, dash for-
ward 3 fimes, juggle with 47
dose MP (1 hit) =
Jinchow  Wotari
(MK); lond, then [ o
juggle with late |
dose MP (1 hit) |
- Jinchuu Watari N
(MK), land, then jug-
gle with early Oni
Yanma (MP)

Decent domage
and  knocks
down.
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0ff of a single MP. Oro has the potential to deal an impressive amount
of damage. If he hos a few stocked super meters, Oro has the ability 1o
win a round off of a MP, then  series of unblockable Yagyou-Doma set
ups. The trick is landing the MP. Most opponents will be coreful to avoid
MP when Oro is close. The move has a recovery long enough thot some
tharacters con block and retaliate with o super art. Somefimes the risk
is necessary due to the large reward. Oro must throw often when close.
The goal is to get opponents o react in o way thot leaves them open to
MP connecting.

While patiently waiting for an opportunity 1o land MP. Oro has enough
ways fo possibly trick opponents info getfing hit. Oro is fortunate to have
many good ground pokes fo frustrate and, more importantly, deal dom-
age fo opponents. HK and MK are both excellent for going over low pokes
and keeping opponnets out of range. Both of these moves give most
opponents enough trouble to where they will resort fo jumping at Oro.

Oro has many good ways fo deal with jump-ins. The obvious move is MP.
If it connedts, then o massive juggle combo and setup should follow.
Unfortunately this move comes out somewhat slow and tends to get
beat. However, if MP trades, it's sfill possible to sef up a juggle. Many
opponents are aware of the danger of MP, so use Oro’s quick dash and
small size to combat jumping opponents. Wait as long os possible and
dash under opponents before they land. If you are quick enough, it's
possible fo catch them with an anfi-air MP from the other side. If they

. land before Oro can connect with MP, try + + MK = Niou Riki os they

land, or go for a throw. If Oro is a good distance away, HK works sur-

prisingly well osanti-air. If you're playing aggressivly, meet a jumping -

apponent in the air with-on option parry air throw.

Oro’s back dash is extremely fost and useful. Use if similarly to a shoto's
back dosh fo bait out throw tech attempts. Whenever Oro is dose, either
back dosh immediately or fick with + + LK or another quick poke that
looks like a throw setup, then dash back. If you see opponents flinch and
do something, use HK. If you want to stay dlose, dash forward and throw.
After o back dash, Oro s also at o good distance to jump in, whichiis a good
option if an opponent did nothing for you to punish after the back dash.

Use Oro’s double jump to invite anti-airs and jump out of the way. Jump
towards opponents and either double jump back or upward to escape
any possible anti air. This is a good way fo land some hits and get dose
1o opponents. After missing with one or two anti-airs because of ths,
opponents are likely o be more conservafive with anfi-air aftempts. This
provides the opening necessary to get in on opponents fo land MP.

When Oro hos a jump-in opportunity, an exiremely late, dlose fo the
ground Hitobashira Nobori is an eosy and decepfive way fo land o MP.
Jump and wait uniil Oro is almost at the ground, then execute o
Hitobashira Nobori. Most characters will see Oro jump and do nothing,
preparing to block low. You can hit them s they transition to blocking
low, land, and juggle with MP ond proceed to do any of Oro’s many high
dumugmg options. This trick works extremely wellin fraining opponents
into blacking low us Oro get close o the ground, provided you have pre-
viausly done nothing in the air, then immediately used a 4 + MK upon
landing. Set this up after a backward throw. If opponents don't quick
recover, Oro is ot a great disfance to super jump in and use Hitobashira
Nobori right before the apponent londs.

WAKEUP GAME

Depending on how Oro scores a knackdown, his wakeup foctics change.
Super art selection plays a role os well. With Yagyou-Dama, go for an
unblackable setup if it's possible. Otherwise, trick opponents with dou-
ble jump cross ups, or a Hitoboshira Nobori. If's available both very
early and very lafe in Oro’s jump. Get right next to opponents and do it
as an instant overhead. It s too fast for players to readt o, most likely
catching them as they block low. This is good for quick damage, and it
knocks down, setting up another wakeup pressure situation. If you're
having difficulty getting close, wait for @ knackdown that an opponent
quick recovers. Send out a Yagyou-Dama and follow behind it; while
they are blocking the Yagyou-Doma, mix up overheads, low attacks,
and cross ups from either jumping MK or Jinchuu Watari. Landing a hit
while Yagyou-Doma is out usually leads to MP to start o juggle.

With Tengu-Stone, use any knockdown os an opportunity fo activate
Tengu Ishi ond get close fo apply pressureand inflict os much damage
possible. With Tengu-Stone activated, there’s no need fo worry about
heing hit on wakeup, except by high priority super arts.

When Oro is getfing up off the ground, he hos a few decent attacks to
push away opponents. EX Oni Yonma is a great wakeup move. Cancel it
into Yagyou-Dama to potentially sef up an unblockable situation if it
hits, or it provides a nice opening to either dash up or jump in-an oppo-
nents. Oro’s LK comes out quickly, so it is useful in wakeup situations.
Wait for an opponent o tick or do some sort of hesitation move, then
refaliate with LK af the first opening. LK usually comes out quicker than
a poke or throw attempt. If you want fo get out of o corner, cancel LK
into o Jinchuu Watari to escope, and possibly cross up of the same time.

Oro’s back dash is good for gefting him out of trouble, except when in the
corer. Buck dosh on wake up and HK fo punish attackers. Back dash out
of fick throw setups and any hesitation moves. Don't become predictable
by back dashing too often on wake up, Ora is vulnerable during it.

ADVANCED TACTIC:
UNBLOCKABLE YAGYDU-DAMA

The easiest way fo set this off is after repeated MP = Jinchuy Wofari
combo. Cancel the first hit of the lost MP info o Yogyou-Dama. Yagyou-
Dama should jugale opponents and knock them fo the ground. This is
important hecause they can't quick recover from a super ari. Position
Oro to double jump over the fallen body and come down fo hit from one
side s the Yagyou-Dama hits from the other side. The Yagyou-Dama is
unblockable, and it's possible fo link another MP to stort a new juggle
combo. Repeaf this setup unfil the super meter is depleted. The meter
builds throughout this combo, so you may keep this pattern going long
enough fo knock out opponents. The specific Yagyou-Dama variations

and setups vary hetween certain charadiers. Here are some basic sefups-

that work on a lorge percentage of the cost,

SETUPS

Setup 1: Against rhumclerst tﬂy\blunze off of the \‘n?ynu -Doma
once, such s shotos. Af 1  jugale combo, cancel MP info o

Yugyau Dama (MP). Wait 1ust o second, then dash forward twice. If's

important to woit 50 you don't end up doshing under them. You want fo
dash so that you push the opponent's body into posifion for the unblock-
able Yagyou-Dama fo connect on wakeup. After the dash, jump over
their body, then double jump aggin in the some direction. As Oro comes
down, hit with a HK before landing. By fiming it 10 hit ot the some fime
as Yagyou-Dama, it is unblockable. The Yagyou-Doma continues fo hif,
and you are free fo launch o new juggle with MP.

Setup 2: Against charadters, such os Alex, Twelve, and Urien, that
hounce off of the Yagyou-Dama twice. At the end of the jugale combo,
cancel the MP info a Yagyou-Dama (HP). As soon as you recover, super
jump fowards the opponent fo position properly. When Oro lands, jump
over the follen body, then double jump again in the same direction. As
Oro comes down, hit with HK before landing.

Sefup 3: Against smaller characters, such as Yun and Yang where you
can'’t do the repeated MP = Jinchuu Watari combo, you must cancel
into a Yogyou-Doma (MP) directly from the second hit of MP. Dosh
under opponents as they are juggled by the Yogyou-Dama. Jump
straight up, and fime if so you can come down and HK before landing,
hitfing at the same time as the Yagyou-Dama hits from the other side.

Setup 4: Oro is on the ground and the opponent is right nexi to him. If
you manage fo land a wakeup EX Oni Yanma, cancel immediotely into

o Yagyou-Dama, then do one of the previous setups that is appropriate
for the character fype faced. This is a great way fo setup an unblockable
agoinst an aggressive opponent.

Setup 5: Use EX Nichirin Shou fo confuse an opponent’s abilify fo block.
If you land o MP. immediately perform an EX Nichirin Shou. Next, input
a Jinchuu Watari (MK) fo cross up right as they land. Oro hits them at
the same fime as the EX Nichirin Shou, which can st up a MP to lounch
the oppanent again. This setup is less usable hecause opponents can
quick recover affer the MP hit to roll away to safety.

RESETS

Reset 1: At the end of one of Oro’s juggle combos, reset for a fricky
ground cross up sefup. For instance, at the end of this combo: MP =
Jinchuu Watari, MP = Junchuy Watari, instead of finishing the juggle,
hit with LP. This resets opponens fo recover back to their feet. Quickly
dosh under before they land fo cross up. Start a new juggle combo if
they don't react in fime to block properly. Mix this up by hesitating and
dushing just a split second later so Ora doesn't make it under their
foll mQ?Jo

Reset 2: At the end of Oros repeated MP = Jinchuu Watari :umhu,' e

reset opponents with + + HP. Cancel it into the Tengu Midareishi varia-
tion of Tengu-Stone and begin a new juggle. This may not do any more
damage than canceling directly into Tengu-Stone for the full combo, but
it does reset the stun domage of the new combo.

PARRY SETUPS AND TACTICS

Oro hos an air throw that con be vsed with an option parry to be an
effective air fo air option. Simply tap » slightly before Oro enters throw
range. If your opponent attempis an atfack, Oro parries, then air throws
them. Otherwise, the throw just comes out.

GROUND CROSS UPS

Oro can cross up Alex, Twelve, Hugo, Dudley, Necro, and Urien in any
corner.

FAVORABLE MATCH UP: AKUMA

Akuma can teleport out of unblockable and Tengu-Stone setups on the
ground. However, Akuma has other weaknesses that give Oro a slight
edge ogainst him. First and foremost, Akuma has a small stun bar, and
Oro's HK deals a fon of stun domage. Play foofsie games with Akuma
and iry to land HK aver one of his low pokes. It only takes a few fo dizzy
him. Oro’s small size also helps him out against Akuma, dllowing him fo
duck under Tafsumaki Senpuu Kyakus, and dash under Zanku Hodouken
pretfy easily. There are many.chances for Oro fo land big hits on Akumu

: If you can clrzzy Akuma, then uneéug combo simu]d seul the deal.
UNFQWRABI.E MATBH Up KEN

Oro adually does quite well against Ken from medium range on lhe
ground. Oro even defends against Ken's offense fairly well The reason
Oro has trouble with this match up s because he can’
against Ken. Oro can beat many of Ken's pokes |
exped frouble in getiing post Ken's low forwr

The air is no betfer. Oros double jump fricks don’ twor Ken beco
Ken can just do random EX Taisumaki Senpuu Kyokus in the air to keep
Oro grounded. Atfacking is risky against Ken. If you ever manage fo get
dose, it s too risky fo go for MP hecause if Ken blocks i, he hus the
chance fo land Shippu-Jinrai-Kyaks.

To win this matchup, play defensively. Be annoying and muke Keﬂ be
the nggressor. Beat him af poking gomes with MK and H from a safe
distance. Maintain distance and don’t fet him rush you down. Dush back
wihenever he gets dose and force him fo jump, then dosh under him.
Play keep away and slowly land your hits. Keep this up long enough
generally leads to an anxious Ken player who might do something that
leaves him vulnerable. You must capitalize on any mistakes, bui don't
rely on this. Just play sofe and don't allow Ken to get in close.
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NORMAL MOVES
STANDING

MK is good ogainst some low
uttacks. It comes out fast and hos
decent recovery.

HK has ridiculous range ond is
very good against low ottocks.
However, it hos absolutely terri-
ble recovery. Don't bother with it
against o Chun-Li with a stocked
super meter; hit or miss with i,
and Q is open fo a super arf.

—Rr P (12

COSTUMES

v
=
-
+
=
-

dW + HoiS
dH + Lni§
W1+ Hois

LK ) Short

"STARTUP (4 )

W + binig

STANDING CLOSE ¢

[PARRY

P
__Close Stror

dH *+ YW + d1

WH + Hnjs

SPECIAL NORMALS

-+ P Toubu ni yoru Jouhou Kougeki (Kari)
B (0 (1) ]

A swift uppercut that serves os o passable anti air. If's suscepfible to
parries.

~ + HK s Tentou kora no Toubu Tsuugeki (Ku?

[starTup (1) [

A strange kick that ends with Q falling down. Terrible recovery, but
it's canceloble, providing an opportunity fo eliminate the recovery
with one of Qs safer special attacks. Could be used s an awkward
anti-air. If it conneds, it's o safe way to land o tount.

Lunging punch similar fo HP. Faster stort up and recovery, but does-
n't knock down. Whiffs versus most crouching choracters. Use in jug-
gles with Capiure & Deadly Blow, otherwise avoid it.

</ +HK Tentou kara no Kyu_kul:u Tsuugeki (Kari)

= =W srrup g-F

]

Moving version of + + HK. Exact same properfies as + + HK, except
that it can be moved forward or remain stationary.
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LP + LK Hokakw Oyobi Shi

CROUCHING

# + HK has a heavy starf up and
recovery. It's a risky move, but
does have strange priority toit. It
sften trades with reversals.

JUMPING

Jumping P {a.k.o. THE CLAW)
comes out quickly and stays out
the enfire arc of Q's jump. Good
for throw set ups when blocked.

Jumping HP is a greot jump in
that executes fairly fost and does
heavy damage.

THROWS

0 Modhi o Tsuuda (Kari)

=y

el Low Short
(EREREn

SPECIAL MOVES :

High Speed Bnr-r:_q_]e_

+ e« +P Charge « = + K Dashing lgg'm-;m

=
@@ .

o7 (T
I ! =

+ + LK Jumping Short
START UP @ '

= (GUARD

L

EBlfEn

Low hitting versision of Dash Head Atinck, keeping
the fust start up, but it has bad recovery. Can be
tricky to deal with when used in combination with the
overheod variation of Dashing Head Affack. EX ver-
sion does more damage and hits twice. If's possible fo
super cancel off of the first hit.

Button strength defermines the angle af which Q
ottacks. Use os an early anti-gir against players that
parry often. The EX version hits mulfiple times for
more domage and knocks down. Good for o combo
(MK = EX High Speed Barrage) to deal damage in
situations when Q doesn't hove o charge for o
Dashing Head Atfuck.

Charge = = +P

Dashing Head Mlm Charge « = + P (hold P) Dashing I'Ieud.' !;ﬂ;k_l

mii=)
(@[ =

=

| PARRY (" H

+ + MK Jumping Forward
STARTUP (19 )

o o 4 GUARD 11

Press and hold any punch button for o overhead punch variation of the same move. Fust start up and good
recovery. Makes this o lorge part of Qs offense. Good for various combos and lets (0 get into his preferred
range safely. The overhead variations can be fricky to deal with when combined with Dushing Leg Attack. The
EX version sacrifices the good recovery for more damage and a juggle opportunify after it hits.

+ s+« +K  Capture & Deadly B];m

PARRY (" H

+ + HJumping Roundhouse

(-

- " GUARD, 1

A slow command throw with incredible range. Can be
juggled after for mojor domage. Great addition o
Q's offense when combined with Dashing atiack com-
bos in mix up situations.
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SUPER ARTS
SUPER ART |

Pu =+ du=»+P

] -'Criﬁcul Combo Aﬂutkl

Five Dosh attacks, comprised of four mid level attacks and one low
attack. Critical Combo Attack has an invincibility window at startup that
con be used fo blow through attacks and projeciles. It hos  fairly slow
start up, but it is still quick enough to punish certain moves, such os @

SUPER ART I

ta=>4tx=+P .5;._1_!50“”& Combination

0's most damaging super art; it combos similarly to Grifical Combo Aftack.
It can also be linked behind an overhead Dosh attack on crouching char-
aclers. It s effective os anfi-gir even though it is only one parry. The down-
side fo Deadly Double Combination is that is stocks a single super mefer.

SUPER ART Il
x> dxs+Pthent s+ +E/T(“ Tnh[Desml:ﬁnlll

During Total Destruction, there is a limited amount of time where Q has
two moves that blow up himself and causes damage to opponents. The
punch varation is a normal hi, while the kick version is a grab. The grab
does more damage, but is much slower. Q glows brightly during the

blocked shoto 4 + HK. Close MK is Q's only

useful normal attack that concels into super
arts. Use that fo cancel into Critical Combo
Atiack when you have an opening. It also
super cancels from Dosh atfacks. If's possi-
ble fo verify a hit on the Dash atfack before
conceling into Critical Combo Attack. Use
Dash attacks to constantly apply pressure
and make landing a super art o possibility
| from a full screen away.

Crifical Combo Attack stocks two levels of super
) meter. This gives 0 the obility to use EX maves

for combos and still have access to o super art.

duration of Total Destruction.

Total Destruction stocks only one super
meter, so Q is limited on EX moves. Also,
ofter acivating Total Destruction, there is
no guarantee on landing o hit before the
timer expires. Both variotions have
exiremely slow start up and can be escaped
easily.

Recommended Super Art: Critical Combo Attack

Critical Combo Attack and Deadly Double Combination can both be used in similar manners.
However, Critical Combo Attack gives Q the most options with the availability of two stocks

of super meter. In addition, its ability to pass through projectiles and other ground attacks
should help @ get in on some characters.

COMBOS YOU NEED TO KNOW

2 HITS

TOTAL DAMAGE: 30

(lose MK = Dashing Head
Attack

Basic, safe Q combo.

4 HITS
TOTAL DAMAGE: 67
Jump in HP, land, close MK = EX

Dashing Head Attack, juggle with
early HK. P

Good in punishment situations;
for example, after a dizzy, or
parrying an anti-gir while jump-
ing in. Knocks down.

7 HITS

TOTAL DAMAGE: 67

Close MK = Dashing Head
Attack (MP) = Critical Combo
Attack.

Verifiable ground combo for
heavy damage. Knocks down.

3 HITS
TOTAL DAMAGE: 50

CORNER ONLY

Copture & Deadly Blow, juggle
with early Doshing Head Attack
(MP), juggle again with early
Ryouvde ni yoru Zenshin
Tsuugeki (Kori)

High damage off of his command
throw near o corner.

172

3 HITS
TOTAL DAMAGE: 57

Capture & Deadly Blow, juggle
with semi early EX Dashing Head
Attack, juggle ogain with early
HK

High domage option off of a
command fhrow that works mid
screen. Knocks down.

8 HITS
TOTAL DAMAGE: 43

Close MK = EX High Speed
Barrage

Good for punishment situations
when you don't have o chorge
for o Dash atfack. Knocks down.

6 HITS
TOTAL DAMAGE: 101

Jump in fierce, lond, Close MK =
Doshing Head Attack (MP) =
Double Deadly Combination; wait
ubout a second after Q recovers,
then juggle with Dashing Head
Attack (MP)

Round winner. Deals heavy dam-
oge and is verifioble during MK
= Dashing Head Attack. Good in
punishment situations. Knocks
down.

4 HITS
TOTAL DAMAGE: 72

Capture & Deadly Blow, juggle
with a semi late Dashing Head
Attack (MP) = Double Deadly
Combination

Good way fo lond domage off of
a command throw. Knocks down.

3 HITS

TOTAL DAMAGE: 64
CORNER ONLY

Capture & Deadly Blow, juggle
with o semi lote Doshing Head
Attack (MP) = Total Desiruction,

immediately juggle with QCF + P
Total Destrudion follow up

Safe way to activate and land
Total Destruction's QCF + P
follow up. Knacks down.

2 HITS TOTAL
DAMAGE: 62

Activate Total
Destruction, then do
o close MK = QCF +
P Total Destruction
follow up

Not so safe way to
land Total Destruciion’s
QCF + P follow up. Knocks
down.
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Shippu ni yoru Ko-Chouyaku Kougeki (Kari)

Qis big and slow, but makes wp for it with stamina and defense. Q's
taunts increase his defense rafing. Q with three taunts (the max) has the
highest defense rating in the game. It should be your goal fo get in
taunts whenever safely possible. Q doesn't have the best offensive arse-
nal and he is o big, slow farget for many characters. Q must raise his
defense as much as possible to withstand enough attacks until he can
score 0 knock down. Good opportunifies to taunt are ofter:

o super art

any anfi air that knocks down

an air to air jump fierce mid screen
ony Copture & Deadly Blow combo

The goal is get opponents into the corner (Q hus o hard fime fighting
mid screen) o start Capture & Deadly Blow mind games. Sty o safe dis-
tance and attack with long range Dash attacks. If one connects, cancel
into super art. Keep up the pressure with Dash attacks, move opponents
info corners and don’t let them jump away. Toubu ni Yoru Jouhou
Kougeki (Kari) is a good way to siop someone from jumping over Q o
get out of the corner. Q is fall, and the move covers more area above
his head. From far enough away, it's possible to meet airborne oppo-
nents with an early jumping MP or jumping LP 1o send them back to the
ground. Jumping LP may seem like o silly move, but it is great for jump-
ing on opponents whether on the ground or beginning to jump. It stays
out for the entire length of Q's jump, so use it the moment he gets off
the ground to conrol space.

If @ manages to get an opponent info the comer, he becomes scary. A
successful Capture & Deadly Blow can lead to combos and setups that do
massive damage and stun mefer domage. Dush aftack fo juggle, then
HP 1o reset. As opponents Hip hack to recover, they hove the unfortu-
nate fate of having to deal with Capture & Deadly Blow mind gomes
similar to his woke up game. If opponents-block upon landing, use
Capture & Deadly Blow again to repeat the process.

WAKEUP GAME

(s wake up pressure game revolves round Capture & Deadly Blow, Use
Capture & Deadly Blow on wake up o keep opponents guessing.
Blocking becomes the least safe option for waking up opponents.
Opponents will be so worried about being grabbed that they most likely
try to jump away or do some sort of wake up move. If you anticipate this,
use either EX High Speed Barrage to hit jumpers, or + + HK fo beat sim-
ilar jump attempts and frade with many wake up maves. Be careful here
because many players will use wake up super arls or o Shouryuken fo
counter Capture & Deadly Blow. Keep the pressure on, but don't get reck-
less. Get a feel for how often opponents fake risks on wake up moves,
then gauge how offen it is safe fo aifempt Capture & Deadly Blow.

Aguinst lorge enough characters, ticking with LP is a good tactic on o
waking up opponent, because it cancels into Capture & Deadly Blow.
This move is slow enough that it grabs affer opponents are out of block
stun. It is hard for opponents fo hit Q between the LP and Capture &
Deadly Blow tick. The easiest way fo escape this is fo jump, and the best
way to counter this is o fake o Capture & Deadly Blow setup with LP
but then use EX High Speed Barrage.

While Q is intimidating against someone in the corner, he s essentially
helpless when he is the one knocked down. He has no fast, high priori-
1y wake up moves to get someane off of him. His pokes are generally
slow, wiith only LK somewhat useful in this situation. Unfortunately, Q's
only safe wake up option is to block and wait it out. If it looks hopeless,
parrying or doing a wake up super ari are his only high risk options
worth frying.

SETUPS

Ranges setups for UOH = super ort

Against small and medium sized characters:
{Close MK, LK), UOH = (rifical Combo Aftack // Deadly Double
Combination
(# +LP (x2)), kara UOH = Dedly Double Combination
(After a blocked Dash attack), UOH > Deadly Double Combination

Against Oro:

No setup is reguired. UOH = Deadly Double Combination works
ot dose distance on crouching Oro,

RESETS

Reset 1: LP as anti-air fo knock over opponents, then dash forward and
Deadly Double Combination before they land. After this lands a few
times, and becomes expected, mix it up by throwing os soon s they
land. Most players will concentrate on landing that ir parry and not
react in fime.

PARRY SETUPS AND TACTICS

After a Dashing attack, Q is o bit out of range for throws and many
pokes. In order fo reach Q ot this distance, many charaders will atfempt
1o go low. Down parry, then proceed to Capture & Deadly Blow.

GROUND CROSS UPS:

0 can cross up Necro in any corner.

FAVORABLE MATCH UP: TWELVE

At first look, this match up doesn’t seem like it would go in Q's foves
Twelve is highly mobile, and much foster than Q. However, Twelve is fim-
ited in ferms of dealing domage, basically flying around and using
pokes. Because of this, Qs free to taunt three fimes early in the round,
ond there’s not much Twelve can do about if.

Use jumping HP to combat Twelve’s air dushes. Q only needs one good
knock down to furn the momentum of the round his way. Twelve does
not have a solid wake up move when he is playing defensively. Q should
be able fo finish off a cornered Twelve fairly quickly. In order fo score o
knockdown, take some risks and aitempt fo parry Twelve strategically.
When Twelve is air dashing in, he almost always goes for an attack
(ofter londing) hat is parriable low. Red parry the low ground atiack
and grab him. Q's defense is good, so if is worth the risk fo score that
knock down.

UNFAVORABLE MATCH UP: KEN

Q must gef close o start Capfure &'Deillﬂy Blow patterns fo deal dum-
age, but Ken hos the attacks needed to keep Q away. Ken's low forward

 tan go under Dosh aftacks and shut down (s rush. Ken is also much

faster than Q. Ken has no problems jumping all over  and pressuring
him. Ken also can lond a big damage combo on @ anywhere on the
screen without using any mefer (MP, HP = Shouryuken (LP),
Shouryuken (LP)).

To win this match up, get Ken into the comer. Ken cannot just mindless-
ly stick out low forwards, Use either Dashing attacks or Critical Combo
Attack to punish Ken on reaction. Use these o keep Ken from zoning. If
Q can lond a Doshing attack, either blocked or hif, he is in prime range
to attempt a kara throw. Start some Capture & Deadly Blow patterns on
him, but at the same fime beware of a Shouryuken. The lost thing a Q
player wants is to be knocked back fo mid screen.
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NORMAL MOVES
STANDING

A good onti-gir, MP comes out
ond recovers quickly. Great to
throw out inbefween Light of
Virtue patterns from mid range. o
Ifit's parried at moximum range, &
Remy often recovers fast enough 4]
to parry again or block. If oppo- '
nents hit Remy’s recovering limb
early, he recovers before they hit
the ground, allowing you to
throw them for free.

PARRY

e

MK is o great poke that comes
out fast and hos good recovery. It
beats a plethora of crouching
oftacks.

COSTUMES

d1 + HUni§
dW + NS
dH + NINS
W1+ Hnig
W + Hpis

SPECIAL NORMALS

- + MK Amari ni Muku na Aiguille

START UP r-

Semi slow overhead with good range and has the added bonus of not
looking like an overhead. However, it has a huge frame disadvantage
after it, which con be countered hit or miss. Use sparingly and from
us far away os possible.

THROWS

HH + Hojg

STANDING CLOSE

Close MP is o good normal o use
when opponents ore waking up.
It carries o significant omount
frome advantage, allowing you
to verify and link + + LK or a
Supreme Rising Rage Flush.
When blocked, use the frame
odvantage to mount another
offense. However, MP whiffs
ogainst some crouching charac-
ters (Chun-Li, lbuki, Oro ond
Elena). Against those characers,
completely refrain from using
close MP.

Close LK is o great defensive
move and good for beating throw
ottempts during guessing games.

dH + W + 41

CROUCHING

Remy’s most used mid range
attack, + + MP is good for com-
bos and Light of Viriue pressure
patterns up dose.

+ + MK hos exiremely good
ronge. Important for scoring hits
after parried Light of Virtues fol-
lowed by a dash. It hes a signifi-
cont frome disodvantage. Always
do it from maximum range, and
never agoinst Ken with super
meler stocked.

(I
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JUMPING

Jumping HP is o great anti-air. It
comes out fairly fost and puts
opponents into a juggle set up if
they are jumping. It's a solid way
o scare big domage i you anfic-
ipote o jump in and meet oppo-
nents in the air early.

Jumping HK is Remy's best jump
in. Steep angle, can be done
much earlier during o jump then
his other jump attacks, making it
hard to anti air.

MAGE: 1R

Jumpiin early HK, lond, + + P +
+ LP = Rising Rage Flosh (HK)

I Flexible, verifiable jump in

combo. Knocks down.

Close HP —Rising Rage Flosh
(HK)

Good for punishment situations.
Knocks down.
£

Neutral throw, when Remy recov-
ers, immediately juggle with a
Rising Rage Flash (HK).

Remy’s neviral throw near o cor-
ner can lead to exira domage.
Does not work vs. small charac-
ters, like Yun and Yang.

Late anti-air jump HP land and
immediately juggle with early
Rising Rage Flosh (HK)

Good anti air combo. Good offer
an air 1o air parry while jumping.
Knocks down.

]
CORNER ONLY
Near a corner, late anfi-gir jump
HP; lond ond juggle with Cold
Blue Kick (LK); when Remy
recovers, juggle with early Rising

Rage Flash (HK)

Higher domage variation of the
ubove combo. Must be near a cor-
ner for it fo work. Knocks down.

2 OTAL DAMAGE: 32
Anti-cir # + HP when Remy
recovers, immediotely juggle
with a Rising Rage Flosh (HK)

Another damoging onti air
combo. Knocks down.

a

Near o corner, anli air + + HP
when Remy recovers, juggle with
Cold Blue Kick (LK), when Remy
recovers, juggle with early Rising
Rage Flash (HK)

High Damage version of the
ahove combo. Must be near a cor-
ner for it fo work. Knocks down.

RNER UNLI

Near o corner, anfi-gir jump HP
land then juggle with immediate
Cold Blue Kick (LK); when oppo-
nent recovers, walk up and jug-
gle vith + + MP = Supreme
Rising Rage Flosh

High damage anti-air juggle.
Knocks dowin.

TOTAL DAMAGE: 59
Close MK linked into Supreme
Rising Rage Flush

Verifiable way 1o lond Supreme
Rising Ruge Flash.
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+ + LB # + [P > Light of
Jusfice

Fexible, verifiable way to lond o
Light of Justice. If # + [P (x2} is
blocked, follow up with: walk up
kara throw; low parry opfion
select # + MP > Light of Justice:
ora UOH.

COR
+ + LK = Light of Justice, when

Remy recovers, immediately link
onother Light of Justice

High damage option if you hap-
pen fo lond + + LK = Light of
Jusfice in the corner. Caution, the
second Light of Justice whiffs
against most crouching characters.

SPECIAL MOVES

Light of Virtue |

Charge « » + P

Charge « + + K Light of Virtes Low

Low hitting version of the Light of Virtue, Recossss
slightly slower than the high version. It's o good peke
and for dashing behind fo get in close. The EX versen
comes oul much foster and throws two Light of
Virtues of once.

Slow moving projectile with a high alfitude and great
recovery. Use it to contral space or in comhination
with dosh to gef in safely. Use this in combination
with Low Light of Virtue by using charge parfitioning
to let loose a barrage of high and low projeciiles.
Great when opponents are cornered. The EX version
comes out faster and throws two Light of Virtues at
the same fime. Extremely good for catching oppo-
nents hefore they leave the ground for o jump.

Charge + + + K Rising Rage El;m

Good range, speed, ond priority. Decent anti-air
when used in combination with Light of Virtue. Good
for combos as well. The EX version is faster, does
more damage, and hos slightly beter priority. Works
well s a reversol on wake up.

Cold Blue Kick |

A decent poke that goes over low attacks and is fair-
ly safe against everything but fust super arfs. It also
has deceptive block stun. The later and further away
it hits, the safer it is. Do it direcily offer o Light of
Virtue (LP / LK) to keep opponents from doing any-
thing aggressive after parrying a Light of Virtue. EX
version is faster sofer, and hits fwice.




SUPER ARTS
SUPER ART |

tu+du=++P

Remy hos many ways fo combo into Light of Justice, although many of
the setups off of mid attacks either whiff or hit inconsistently on medi-
um and small sized characters.  + LP (x2) = Light of Justice is his
only useful verifiable combo that works on everyone. + + LPs can be

- parried high or low, so it is not useful for his
wakeup game. Remy does have high and
low options to combo info super ars that
| are sofe, but they cannot be verified. You
must guess with either close HP or + + LK
=> super art. Light of Justice has o +3
frame advontage in oddition to pushing
§ owoy opponents, so if is safe fo guess in
these situations. If is also possible to link
after ihe super art hits in the corner.

Light of Justice stocks two meters o give
Remy enough flexibility to use EX moves along with o super arl.
Although i you only plan on using EX moves, Supreme Rising Rage
Flosh is o better choice because of the longer bar. However, Remy can
set up many multi-hit juggles by mixing EX moves and Light of Jusice.

SUPER ART Il

> 4n++K

==

Su remeRlsm Ra

It's possible fo verify this super art from various mid attacks to beat out
low parries. Learn how to link into Supreme Rising Rage Flash on
crouching opponents from close MK = Supreme Rising Rage Flash and
close HP link + + MP for + + LK) =
Supreme Rising Rage Flash. It can also link
ufter dose HK and close HP, although these
1 links aren't as useful. Another bosic way fo
hit confirm this super art is off of 4 + LP
(x3). Regrettably, Remy hos no safe com-
bos that start low thot he con use fo lond
Supreme Rising Roge Flash. It is, however,
useful as an anti-oir.

Supreme Rising Rage Flash has two long
| super meter stocks, making it ideal for
heavy EX use.
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SUPER ART IlI
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- Blue Ilnrlurnel

If he is oriacked during Blue Nocturne, Remy fakes the hit, then auto-
matically counteratiacks with a pre-set combo that does plenty of dam-
age. However, it is hard to hit someone with Blue Nocturne. Remy starts
his pose affer the screen freezes for the super animation. Therefore, the
- opposing player hos been warned suffidient-
Iy to ovoid aftocking Remy. You must antid-
pate o move before executing it and hope
you guess right. If opponents stick out o
move before the super art flash, then Blue
A Nocturne will hit. That is the only situation
o| where Blue Nocturne works. If Blue Nociune
does not connedt, Remy is vulnerable to
counterattack during its recovery. Since
1 Remy ahways hos access fo parries, there is
little reason, if ever, to pick Blue Nocturne.

It is possible o use Blue Nociurne os an anfi-air if you see an attack
coming. However, the majority of the hits whiff, and opponents actual-
ly recover before Remy. Furthermore, Blue Nocturne is only meant fo
counter normal moves. Many super arts confinue fo hit Remy even as
he tries o counter.

Recommended Super Art: Supreme
Rising Rage Flash

Supreme Rising Rage Flash gives Remy « lot of meter to work
with for EX moves. He can combo the super off of some of his
most important mid level attacks and verify before doing so. It
gives him an additional anti air to his arsenal. Remy just has to
be weary of high parries because of his inability to verify a
combo into super off of a low hit.

TARGET COMBO

CLOSE MK - HK

Second hit whiffs ogainst crouching choracters, mok-
ing it very risky to do.

Izangi no Vague

Remy is the only character in Sireet Fighter IH1: 3rd Strike that can effec
tively conirol space ot almost all fimes. He has the ability to make it dif-
ficult for opponents to get close while at the same fime getting into his
preferred offensive posifion. Remy is always a threat af long range,
throwing high and low Light of Viriues from a distonce while storing
Rising Rage Flash charges in between and whiffing MPs periodically fo
keep oppanents from getting in eosily. While opponents are trying fo
get close, constantly force them into a corner, throwing Light of Virtues
{LP / LK) and dashing behind them, scoring a hit with o overhead, low
attack, or throw, then holding that position fo secwre another step
towards the corner. When comered, the opfions for estape from Remy’s
range game become limited.

Remy has a muliitude of long range options. The most famous of which
is the Light of Virtue,  slow moving charge bosed projetile that can be
thrown high or low. The most bosic use of the Light of Virtue is os o
poke. Throw Light of Virtues (HP ond HK) in a methodical manner
watching to see how opponents react o it. If opponents do anything
brash, like jump over them, fake a Light of Virtue, whiff a LP or LK, or
use one of Remy’s many anfi-air options accordingly:

Early MP

Early option select jump HP, juggle with o Rising Rage Flash (HK) when
Remy lands

+ + HP juggle with Rising Rage flash when Remy recovers

Early Light of Virtue (LP) (parried), HK or EX Rising Rage Flash

When opponents don't take the bait ond stay grounded, parrying or
blocking Light of Virtues, advance on them. Throw a Light of Virtue (LP
/ LK) and dash behind it. This provides o wall to dash hehind, making
it harder to counter Remy's ground movement. Most opponents react in
one of three different ways in this situation: v

1. Jump straight up. Countered at the end of a dush and hitfing HP or
+ + HP depending on how close they are.

2. Black the Light of Virtue. This pushes opponents backward and allovs
Remy fo come out of o dosh with + + MK, kara UOH or a charge par-
fitioned EX High Light of Viriue fo push them back further.

3. They parry. Create a guessing game consisting of ether throw, close
LK, kara UOH, or hit # + LK / + + MK depending on distance.

No matter how opponents deal with the Light of Viriue, you have o di-
finct advantage when frying fo get dose. Although some choracters con
use specific offacks to get over and under o high or low Light of Virfue
counter this by baifing attacks behind the Light of Virtue by dashing one
less time {or not af all), then woiting for o whiffed oftack and punishing
it. Once close, Remy's best pokes are far MK, Cold Blue Kick, and Low ant
High EX Light of Virtue. Low EX Light of Virtue is vital during foot games.
It's extremely fast and it hits low, making it hard to avoid if opponents o=
dancing, trying to bait whiffed normals. Use Cold Blue Kick to go over
baited low attacks. Use a High Light of Virive early against onficipates
jumps and for MK just outside of their best low attack range. If you mas-
age fo bait o whiffed attack, + + HICis o passable whiff punishes
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However, its terrible recovery and easy-fo-parry second it makes it risky
1o do in general, if you're going to do it, make sure it hits.

\WAKEUP GAME

One of Remy's higgest weaknesses is o complete lock of a sofe combo
starting off of a low attack. + + LK = Light of Jusiice is all he hos to
work with and it can't be verified. This means you must work in many
ihrows to get opponents to open up to high ottacks. Thankfully, Remy
fios a great kara throw. Since Remy’s damage dealing options in wake
up gomes are so limited, it's best to attack with a Supreme Rising Rage
Flash or a Light of Justice stocked. However, because Remy’s EX specials
are so vital to his mid range game, you won't have stocked super meter
often. Ration your bar usage so that you have the means to mount an
sffense if you manage to get a knock down. Remy's aptions fo work
with in wake up situations include;

1. Meaty close MP, verify if it hits; if it does, link into Supreme Rising
Rage Flash, if it doesn't, walk up kara throw, walk up close MK linked
into Supreme Rising Rage Flash, or universal overhead linked into
Supreme Rising Rage Flash.

2, Step back just out of their throw range, block os they wake up in
case of o reversal attempt, then kara throw.

3. Step hack, meaty # + LK, then ether walk up kara throw, walk up
dlose LK, or apfion select low parry + + MP if you get o parry, cancel
into Supreme Rising Rage Flush.

4. Meaty + + LP (x2), if it hits, cancel the second jab into Supreme
Rising Rage Flosh or Light of Justice. If it doesn't hit, + + MP = Light
af Virtue (LK), walk up kara throw, universal overheod linked into
Supreme Rising Rage Flash, or walk up + + LP (x2) = Supreme
ising Rage Flash or Light of Justice again.

5. Remy also has another trick on wake up that uses charge porifion-
ng. As opponents are getting up from o knock down, dash on top of
them, then jump straight up, start holding back to charge, then come
down with a early blocked jump HK. When Remy lands, either kora
throw or dash back and look for o throw whiff. If you see one, o the
znd of Remy’s dash press = + KK (Low EX Light of Virtue) o punish
the whiffed throw. Apply this same ideo 1o other patterns fo punish
throw whitfs. On wake up, do an early whiffed HP while charging
back, fimed so that it looks like it may hit (but doesn't) recovering just
before an opponent stands up. After Remy recovers, immediafely
torow, or do a quick dose LK to beat tech throw attempts, then ether
wolk up kara throw or dosh back, Low EX Light of Virtue. This pattern
nas fwe.throw atfempts and counters thrown info ane.

When Remy is the one knocked down, use reversal EX Rising Rage Flosh
12 beat most meaty attacks. Wake up throw, reversal super url, parry-
g or blocking ore also ovailable. Use close LK in o defensive manner
« voke up situations. As Remy gets up, hold = up fo a split second ofter
% stands, then let the controller return to neutral, hit LK, then press +
and LK to cancel the LK into a Rising Rage Flosh. This blocks meaty
attacks, while close LK = Rising Rage Flash {LK) should come out just
= time to beat o throw oftempt. This is extremely valuoble fo Remy.
Although not fail safe, s one of his safer wakeup options.

ADVANCED TACTIC 1:
OVERLAPPING CHARGE TIMES

Overlap the charge times of special moves 1o allow the execution of
sultiple chorge moves in succession. The execution for this is fairly sim-
22, For consecufive Light of Virtues, charge « , press =, then press «
%ot just a split second before pressing punch. Even though you pressed
sunch after pressing =, Street Fighter Ill: 3rd Sirike’s game engine
wves you plenty of leeway with the timing of button presses with con-
woller inputs for special moves.

ADVANCED APPLICATION 1:
LIGHT OF VIRTUE TRAP

ke the idea of overlapping the charge times of Remy's Light of Virtues
we step further by pipelining the charges, allowing for an unlimited
sumber of alternating high and low Light of Viriues. The execution is fair-
+ easy, although the timing takes some practice. Charge and throw one

low Light of Virtue with the odvanced method, and os soon as you have
a charge again, throw a high Light of Virtue, then continue fo overlap the
charges. If you set it up properly, you now have started 1o pipeline
charges in advance that will confinue on until you decide to stop. Use this
fo trap opponents in the corner. Use this irick with High EX Light of
Virtues and low Light of Virtues, and opponents will not he able to move.
You can set this up perfecily by using charge parfitioning. Throw one low
Light of Virtue with the advanced method, then dash once 1o follow if up
and immediately throw a high Light of Virtue. If you used the charging
trick, you are now all set to start throwing rapid fire Light of Virtues with-
out any charge fime fo slow you down. This is o great way fo pressure
opponents from mid screen to push them into the corner.

ADVANCED APPLICATION 2:
INSTANT RISING RAGE FLASH
AFTER A LIGHT OF VIRTUE

It's possible to overlap the charge times of Rising Rage Flash during a
Light of Virtue to make a Rising Rage Flosh available directly ofter o
Light of Virtue. Tap « for just o splif second, then siart charging ».
After charging enough for a Light of Virtue, throw it by pressing =,
then » + P. Keep pressing » until Remy finishes the Light of Viriue,
then execute a Rising Rage Flosh. Holding » charges for both a Light of
Virtue s well @s o Rising Rage Flash. Throwing the. Light of Virtue
exhausts the backwards charge, but the downward charge continues,
allowing a Rising Rage Flash 1o be charged while charging the Light of
Virtue. You must have charge times down perfectly to get this fo work.
When you hold » too long, you allow the w direction to fully charge o
Light of Virtue. When this hoppens, the gome sees the inifial backward
charge os unnecessary and negates if. It is important fo know the min-
imum amount of charge necessary fo pull off ihis rick. This advanced
technique should amaze and confuse opponents. Throw a high Light of
Virtue, then catch a jump with Rising Rage Flash. No one expeds ii.

ADVANCED TACTIC 2:
CHARGE PARTITIONING

To be an effective Remy player, you must learn charge paritioning, It's
one of the few things Remy has going for him. It is important that the
charge is not finished if you plan 1o confinue moving. Once the charge
is completed, you cannot break it up any further. Here are some exam-
ples of how to incorporate charge parfitioning into your gome:

1. Throw a Light of Virfue ond dosh in behind it. Charge for o second
Light of Virtue while throwing the first one. Finish the charge during
the dash and immediately throw another Light of ‘-"Mue after the
dash.

2. Do o jump in attack and start charging back. When Remy lands,
dash back and finish the charge and execute an EX Light of Virtue.
This also works if you jump straight up and do an sudy jump HK, then
dash hack and do an EX Light of Virtue.

3. At mid to far range, stand up and walk back and foﬂh crouching
every other step. Opponents assume Remy does not have a charge, and
iry to jump in. Mix it up by hiding charges in whiffed moves. Make it
impossible for opponents to ever fellif you have o charge ready fo go.

SETUPS

Ranged setups for UOH ~> super art

Against small and medium sized choracters:
(# + LP (x2)), UOH > Supreme Rising Rage Flosh
(+ +LP (x3)), kara UOH -> Supreme Rising Rage Flosh
(Close HP, + + LK), kara UOH > Supreme Rising Rage Flosh
Against wide characfers:
(Close HP, + + MP), kara UOH > Supreme Rising Rage Flash

Against Oro:

No setup is required. UOH = Supreme Rising Rage Flash works at
close distance on crouching Oro.

the less flexible + + LP (x2) or dlose MiCto Jand super arls.

 before she gets stacks any super meter. Throw:Light of Virtues (LP /LK)

RESETS :

Reset 1: LP = LK chain has the weird property of being able 1o |ugg|e
for both hits as anfi-air. If an onti-air + + HP lands, walk up, juggle with
an early LP = LK chain, then dash under opponents as they flip out for
an ambiguous cross up. This is o good way fo lond + + LP (x3) >
Rising Rage Flash (HK) or MK linked info Supreme Rising Rage Flash if
you have a super meter stocked.

PARRY SETUPS AND TACTICS

After o blocked + + LP (x2), tap and hold +, then press MP shortly
ufterwards. If you see o porry flush, do the motion for a super art o
cancel + + MP and combo a super art. If opponents don't parry, you're
out of their throw range and + + MP is blocked, pushing them away.

GROUND CROSS UPS

Remy can cross up Alex, Hugo, Elena, Dudley, Oro, Necro, Twelve and
Urien in any corner.

Remy can cross up Chun-Li only in his own corner.

FAVORABLE MIATCH UP: HUGO

Remy has the ability launch o barrage of high and low Light of Virtues,
back fo back. This tactic against a large character like Hugo, who cannot
duck under Remy's high Light of Viriue, is devastofing. Remy can com-
pletely shut down Hugo's movements, forcing him to resort to parrying
in attempt fo get around the moving wall. Defend against Hugo's
attempts 1o jump and parry Light of Virtues by storing EX Rising Rage
Flash charges after Light of Virtues (LP), allowing you fo atiack and air
counter Hugo again if he manages to jump over or parry a Light of Virtue
while jumping. There's no need to gef close. Keep your barrage of pro-
jectiles coming in o methodical manner. Anficipote jumps and use anti-
uirs accordingly. Whiff occasional MPs in between Light of Virtues fo cover
the space in front of Remy and build super meter. Slowly move Hugo
towards a corner by throwing a Light of Virtue (LK), dashing once behind
if, then immediately coming out of the dash with the Light of Virfue par-
tifioning trap. If you manage fo get Hugo cornered, keep him there.

UNFAVORABLE MATCH UP: CHUN-LI

Light of Virtues are almost completely useless vs. Chun-Li, which elimi-
nates half of Remy's offense. Without o stocked super meter, Chun-Li -
can use roundhouse to get over Low Light of Virtues and & + MK under

high Light of Virtues, making it hard or Remy fo follow one foget dose.

With Houyokusen stocked and ready fo go, Chun-Li cun go through a

Light of Virtue on readiion fo ifs release. This fimits the use of Lightof

Virtues, which makes adveancing against o choracter like Chun-Li, who
completely confrols the ground, extremely difficult. Remy musi get elose
since he hos no normals that compete with Chun-Li's ground game. |
you manage fo get close, Remy’s most effeciive normal on wake up,
close MP, completely whiffs against o crouching Chun-Li. This leaves onl;

To win this match up, jump the gun of Rnund 1 and get close to Chun |J £

and bait Chun-Li fo try fo get under or over them by dashing just out-
side of HiCor + + MK range, then punish the whiffs. Ge close and deal
asmuch domage os possible with throw and counter throw set ups. Snve
super mefer for EX moves, and end the round before Chun-Li stocks up
amefer of her own. When Chun-Li geis super meter (and she will), play
patiently. Build up your own super mefer from a range by whiffing
crouching and standing MPs, then gef back into foofsie range and lond
as many low EX Light of Virfues as possible, punishing whiffs and nail
ing her while she is dancing back and forth.
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NORMAL MOVES

STANDING

MK is Ryu's best poke just out
side of + + LK range. His foot
extends out and goes over most
low attacks, yet hos o wide
enough hithox tfo catch most
choracters os they oftempt to
sfick out something. Use this to
beat other character’s pokes.

HK covers o wide hit orea. Use it
from for range fo cafch lorge
characters ot the beginning of
jump ottempts, or use it as o uni-
versal anfi-air. It's possible to
sfick this out ot almest any fime
to be effective and to confuse
parry aftempts.

COSTUMES

dW + HDis
dH + LS

W + Ll

SPECIAL NORMALS

- + MP

Sakotsu Wori

START UP (1 B

Busic averhead. Comes out fairly fast and does ok stun domage. An
ok option fo odd to your mix up game. If done exiremely
early/meaty vs a character waking up from a knock down you can
link ofter it with a + + MK canceled info o EX Hadouken or Shinkuu-
Hodou-Ken. However, because it has fo be done so early to link ofter
it, it's much eosfer to see and react fo a5 a overhead.

Kyuubi Kudaki

START UP

Command attack with slow start up that hits fwice and leaves Ryu at
uslight frame advantage when blocked, giving you the ability to start
a mix up game. If it hits, it's possible to link a EX Shouryuken or o
Shin-Shoryu-Ken after it. Becuase if it’s heavy start up however, it's
fuirly easy o parry and counter on reaction.

HH + boig

STANDING CLOSE

(lose MP is  good poke that pro-
vides frome odvaniage, soitis good
for fick throw setups and other mix-
ups. For example, after o blocked
MP hesitate, then walk up ond use
MP again (Or + + LK (x2)). The
trick is to make it look like o throw
atiempt which should lead to an
opening. MP links into Shin-Shoryu-
Ken, and fs the only verifiable high
attack into Shin-Shoryu-Ken thot
does so on all charaders.

Close MK hits high, so it is useful
agoinst would-be low parriers. It
links info Shinkuu-Hadou-Ken on
all crouching choracters. I finks into |
Shin-Shoryu-Ken {universally on
Alex ond Dudley, on standing Elena,
Necro and Twelve, and on crouching
Urien, Makoto and Ihuki).

dH + HW + d1
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CROUCHING

# + LK has many uses. It is o quick
noke that hits low that can be used
for fick throw setups ond mind
aames. After a blocked + + LK, you
have o lot of opfions: throw, hesi-
te and + + LK x2 follow up, dosh
sack and punish o reaction efc. It
chains into itself, so you can combo
# + LK x2 into either Shinkuu-
Hodou-Ken or Shin-Shoryu-Ken.

# + MK is Ryu’s best poke for
mid range fighting. It combos
nfo EX Hadoukens or Shinkuu-
Hodou-Ken from long range,
punishing whiffs or fo apply pres-
sure. While good from o distonce,
up dose it can be countered by o
few super orfs becouse of its
tlocked frame disadvantage.

+ + HK is good for punishing
whiffed normals when you don't
hove o stocked super mefer. It
omes out quickly and knocks
down, but has terrible recovery.
{ulnerable to combos if blocked
dose, and some super aris from
further away. If you use this
attack, make sure it hits.

JUMPING

Jumping HP is Ryu's best jump in.
Jse it to get in sofely. If oppo-
nents block, you have significant
frome odvantage fo setup o
“firow or some mixup info super

-~ arl. For instance, jump HP. land

and hesitofe (1o make it look like
o throw sefup) then LK, LK super
art. Jump HP also.has the prop-
ety that if it is-executed of the
ofest possible moment (just
sefore hitting the ground while
siill connedting) it is sofe from
ground parry aftempts. The parry
may happen, but Ryu lands in
fime to block any ground move
and tech any throw attempt.
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SPECIAL MOVES

+n++P

Ao,
Hadouken |

t+ MK Ve

rtical Forward

Y

Button strength defermines the speed at which the
projectile fravels. In some ways, this is Ryu’s ideal
poke. Becuose of ifs limitless range and the speed of
which it travels, characters frying fo play o normal
foot game cannof make this poke miss, they must
deal with it in some other way. However, because of
the semi slow start up and its heavy recovery, if's o
fairly risky move at mid range, the range you would
normally want fo do if of. Mony characters con super
art (hit or blocked) Ryu during the recovery of a nor-
mal Hadouken. The EX version has none of the orig-
inol Hodouken's weoknesses. It's completely sofe if
blocked, hits twice, giving opponents more to parry if
they try, does more damage, and knocks down when
it hifs. Because of these positives, the EX Hadouken
gives Ryu o foirly dominant poke ot mid range, mak-
ing the EX Hodouken a must.

e« +K Tatsumaki Sen!u.l'q-;m

On start up, it hos o smoll window of invulnerabilty,
meaning in wake up or anti-cir siluations, it hes the
abilty fo:consistently beat an opponent’s atfack. The
EX version hits twice and carries a longer invulnerabil-
ity window, meaning more hits fo parry if used s anij-
air. Additionally, it consistently beats attacks more
often than o normal Shouryuken. Due to the heavy
recovery fime, missing with his move means you're
going fo tuke a lorge amount of damage. Use careful-
ly af unexpected times in situations where you need to
stop an apponent's offense, scoring a knock down and
reversing the flow of the match in your fovor,

e —
I 1

e A L, LT Ao

Use for combos, specifically: punishment situations where you're quaranteed the damage. Because this move whiffs

against crouching characters, if's completely punishable, hit or blocked. Only use i situofions where opponents a
standing like after u dizzy, or when recovering from o move. The EX version hits mulfiple fimes for heavy dama
and his crouching charadters. It s sill unsofe i blocked. There isfitle reason fo use it over o EX Joudan Sokufou Geri.

v tn++l

Jou_dun So_kuiuu E;’

Largely used for combos. This mave does good dumage
ond stun domage, but it hos o heavy recovery. Hifs
crouching characters, unlike Tatsumaki Senpukyoku.
Use only in punishment sifuafions. EX version pufs oppo-
nenfs info a juggle stofe on impadi. Affer bouncing off
the wall, you are free to juggle for exfra damage,
preferably Shouryuken (HP). From far away, Hodouken
{LP), dash once behind i. If the Hudouken was parried,
cancel the dosh recovery info Joudan Sokutou Geri
(change button used depending on the range).
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SUPER ARTS
SUPER ART |
| b +P — :!_Slﬁnkau-Hndou-]{enl

| Ryu's most versatile super arl. With fwo stocks of super mefer, it gives Ryu

the ability to land super arts and use EX moves. Without super mefer, Ryu

doesn't have very many sofe offensive options from mid to long range.

Having EX moves available allows Ryu fo overcome his difficulty getfing
in dose and scoring knockdowns. EX
Hadoukens ore Ryu's best weapon, so this
super art can be used to stock mefer solely
for the purpose of EX Hodoukens. Ryu also
has many high damaging combos with the
use of one or fwo EX moves.

Shinkuu-Hadou-Ken is useful if you man-
1 oge fo fill super meter without using EX
{ Hodoukens. It combos easily from close
range (4 + LK (x2) = Shinkuyu-Hodou-
Ken; MK link Shinkuu-Hadou-Ken). It can
J also be used to from long range (+ + MK -

> Shinkuu-Hadou-Ken) to punish whiffs and
provide o nice range gome. It can also be used as a safe anti-oir
(Shoryuken = Shinkuu-Hadou-Ken). If opponents aitempt o parry,
Ryu recovers from the super art while they are still porrying it, so itis
safe fo continue attacking or block safely.

Recommended Super Art:
Shinkuu-Hadou-Ken

With two stocks of super meter providing access fo EX moves and
super ari, Shinkuu-Hodou-Ken gives Ryu enough weapons to
uftack sofely from all ranges. Getting in dose is key to Ryu’s game
plan. His kara throw and knockdown mixups are good, but you
must get in dose to start his mix up game. EX Hudouken gives Ryu
the help he needs to score a knodkdown and get in safely.

COMBOS YOU NEED TO KNOW

3 HITS 6 HITS
TOTAL DAMAGE: 26 TOTAL DAMAGE: 73

+ + MK = EX Hodouken Jump in HP, land, close HP = EX
Joudan Sokutou Geri, juggle with

Ryu's only safe combo without o a lote dlose LP => EX Shouryuken

full super mefer. Knocks down.
High domage jump in. Use in

RO punishment situation or after a
TOTAL DAMAGE: 41 successful parry while jumping
Close HP = Shouryuken (HP) in. Knocks down.

6 HITS

Most damaging combo fo do
without a stocked super meter in
a punishment situafion. Knocks
down.

3 HITS
TOTAL DAMAGE: 55

(lose HP = EX Joudan Sokutou
Geri, lute Shouryuken (HP)

TOTAL DAMAGE: 77
CORNER ONLY

Jump in HP, land, close HP = EX
Joudan Sokutou Geri, juggle with
o eorly EX Shinkuu Totsumaki
Sempuu Kyaku, juggle again with
a early Shouryuken (HP)

High domage jump in. Use
against a dizzy opponent in the
corner, or after o successful parry
during o jump in near ihe corner.
Knocks down.

Most domaging combo to do in a
punishment situation with suffi-
dient super meter. Knocks down.

SUPER ART II

tu>4u=>4+P

- Shin-SImE-l(en I

Shin-Shoryu-Ken is Ryu's most domaging super art. With only one super
meter o stock, avoid the use of EX moves. Your goal should be 1o land the
super art. If you con gel in close, there are many ways 1o safely combo
into Shin-Shoryu-Ken (+ + LK (x2) = Shin-Shoryu-Ken or MP link Shin-
Shoryu-Ken). Getfing in close to lond this
super art is difficult. Without the use of EX
moves, itis hard for Ryu to afiock safely ond
o score a knockdown. You must be pafient and
wait for an opening fo knock down oppo-
nents. With Shin-Shoryu-Ken stocked, oppo-
| nents must become coutious. If they make
any mistakes, you can punish them with o
big combo into o super art. The fear that
Shin-Shoryu-Ken instills in opponents gives
you oppartunifies to stay on top of them. Use
this fear to lond kara throws and overheads
until you eventually land the super art.
Meter management and patience is crucial fo
making Shin-Shoryu-Ken effective.

TARGET COMBOS

HP - HK

Akward command chain that does decent damoage.
Becuase of the positioning needed fo even connect o
HP close enough for the HK to hit, this chain is diffi-
cultto land. s only use is os anti-air, if the HP is parried, chain into
the roundhouse and hope they don't parry that os well.

8 HITS

13 HITS
TOTAL DAMAGE: 79

+ + LK, + + LK = Shinkvy-
Hodou-Ken, juggle with another
semi lofe Shinkuu-Hadou-Ken,
juggle with an eorly Joudan
Sokutou Geri.

TOTAL DAMAGE: 63
CORNER ONLY

+ + 1K, + + LK = Shinkuy-
Hadou-Ken, juggle with o early
Joudan Sokutou Geri (LK)

At midscreen, the same is possi-
ble but without the exira juggle
of the end. Knockdown.
Verifioble. If + + LK (x2) is
blocked, Ryu remains fairly close.
In range for low parry option
select + + MK, walk up kara
throw or UOH.

Most damaging ond flexible
option using maximum super
meter. Knockdown. Verifiable. If

remains cose and has o +1
frame advantage fo work with fo
mount another attack.

4 + LK (x2) is blocked, Ryu ¥

SUPER ART 1l
+ % » + % = +P (hold to charge) Denin-Hudou-l{enl

Denjin-Hadou-Ken is on unblockable projectile that does mossive stun
domage. The longer you charge (by holding punch), the more stun dom-
age it does. A fully charged Denjin stuns any character. You can speed
up the charge time by jiggling the contraller while holding punch. Once
_itis fully charged, it relenses automafically.

Denjin-Hadou-Ken has o scary pofential.
Because it is unblockable, opponents have
no cheice but fo attempt to parry it, or get
out of the way. The most commen setup is
back throw opponents into the corner, then
start chorging the super art while they are
on the ground. With this setup, Ryu is so
tlose to that it is extremely difficult to parry
it on reaction, so they must quess when it is
coming. Mix-up the fiming of the releose fo
frustrate many opponents.

The downside fo Denjin-Hadou-Ken is that it is inherenily random. You
don't combo Denjin-Hadou-Ken, you release it and hope oppnents are
unprepared for it. It is hard to hit someane with o fully charged Denjin-
Hadou-Ken. Gain some exira fime by throwing Hadouken (LP) and can-
celing into Denjin-Hadou-Ken. Hudouken keeps opponents grounded in
blockstun while you charge.

7 HITS
TOTAL DAMAGE: 90

+ + LK, # + LK = Shin-Shoryu-
Ken, juggle with Joudan Sokutou
Geri (HK)

7 HITS
TOTAL DAMAGE: 98

(lose HP —>Shouryuken (HP) =
Shin-Shoryu-Ken, juggle with
~ Joudan Sokutou Geri (HK)

Flexible, high damage option to
land a Shin-Shryu-Ken. Verifiable.
Knocks down.
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STRATEGYU

Ryu's game plan is highly dependant on super art selection. Af long
range, Ryu is a threat only if you're willing to burn meter on EX
Hodoukens. As long s the opponent is on the ground, Ryu is complete-
ly safe ofter an EX Hadouken. Throw out EX Hadoukens from time 1o
fime fo catch random pokes and dashes. A perfect time fo just throw on
EX Hodouken is ofter a feched throw.

+ + MK and + + HK are Ryu's best pokes for foot games. When at a
distance, stay just outside of opponents’ longest low poke, and bait them
to slick out something. Punish the whiffed move with + + MK,
Hodouken, or + + HK. After you knock them down, dush in cose and
iy fo stay os close os possible.

Ryuis deadly at close range. Ryu has an exceptionally long kara throw,
s0 work fo stay within its range. The kara throw range is from just inside
two & + LK distance, dose MK's distance. Some good throw setups are:

# + LK, throw.

+ + LK (x2), throw.

LK, throw.

Close MK, throw.

+ + LK, whiffed LP throw.

When opponents expect throws, that leaves them open fo super arts. For
axomple, + + LK, hesitate, + + LK (x2) = Shinkuu-Hodou-Ken; + +
LK, whiffed LP + + LK {x2) > Shinkuu-Hodou-Ken; LK, walkup close

WP link Shin-Shoryu-Kem; + + LK, dosh back, + + MK, Tatsumaki

Senpuu Kyoku; # + LK, + + HP. EX Hadouken. The key s o throw offen
1o get opponents fo expect o throw, which is the fime to capitalize with
a big combo.

Ryu's air opfions are rather limited. Jump HP is his best jump in because
of its safe properties. Jump MK cross up is not very good on olready
standing opponents. Most choraciers con easily walk or dash under it.
Always stay in front of opponents if they jump in. It is usually a better
iden 1o stay on the ground and score a knock down via EX Hadoukens,
or countering a whiffed oftack with ¢ + HK.

Against airhorne opponents, jumping MP is Ryu's best option. With two
hits, it s a fairly safe move. An option select air parrier tukes a hif, leay-
ing Ryu af the advantage. It is also a good alternative o use for jump
in attempts. Many players forget that it is fwo hits and tend to only block
the first hit. Even if the move is parried, it is hard fo counter aitack Ryu
when he lands.

When Ryu is on the ground and someone jumps in, o quick reacting
jumping MP fo counter works really well as anti-air. Vertical HP is good
s weell because of its range. For o more tradifional and sofe anti-air, use
Shouryuken = Shinkuu-Hadou-Ken. In order for Shinkuu-Hadou-Ken
1o combo, it must be a Shouryuken {LP). The safest anfi-air tactic, and
ihe most unexpedied, is fo dash under opponents as they jump af you.
If they commit to an attack, or aftempt io parry, they will not be block-
ing when they land. You are free to use the combo of your choice.

Some characters are simply better af longer range than Ryu and will out
footsie him all day. Against these characters, Ryu's only options are fo
burn meter on EX Hudoukens and hope 1o score a knockdown, or jump
in with HP or attempt fo parry. Getting in close is the hard part, but stay-
ing clase is the key fo success with Ryu.

WAKEUP GAME

With super art | and I, Ryu hos both high and low options to verify into
a super art. This is important in thwarting parry attempts. Sakotsu Wari
is fust and does stun domage, ideal for Denjin-Hadou-Ken users. Super
art | and Il can both be comboed off of @ meaty UOH on wake up. s
also possible fo combo normal atiacks into a big EX combo after o meaty
UOH, although the timing is very precise.

Ryu has many quick foke out maneuvers to frick people on wake up.
For example, whiff an LP over their head right before they get up then
immediately throw. This makes it look like you are going for something
other than a throw and they fend 1o block. Nexi fime on wake up, whiff
the LP and they might anticipate the throw, so performa # + LK (x2}
=> super ort. You can do the some sequence with whiffed + + LK info
throw, then next time do o high move that is verifiable into o super art,
Another good tadiic is fo option parry info throw os opponents are gef-
ting up. Do this right in their face. Many players expect Ryu fo throw
from his maximum kara throw range. Surprise them with an in-your-
face throw. Finally, to fotally fake them out, dash back on wake up fo
boit o throw attempt or wake up move, then + + MK combo for big
domoge ond onother knockdown to repeat the process.

When Ryu is the one knocked down, he has the traditional wake up
opfions such as psychic Shouryuken, wake up super art, parrying or
blocking. If opponents tick or do any hesitation move, a good counter is
a quick # + LP # + LK combination. If they block, they are pushed
away to a safer distance. If it hits, finish with Shinkuu-Hadou-Ken, if
available.

SETUPS
Ranges sefups for UOH = super art

Aguinst small and medium sized characters:

(% + LK, % + MP), UOH = Shinkuu-Hadou-Ken
{Close MK, LK), UOH = Shinkuu-Hadou-Ken

Against wide characters:
(+ + LK (x3]), UOH > Shwkuu Hodou-Ken -

Against Hugo, Hena:
{close MP % + MP), UOH = Shinkuu-Hodou-Ken

Against Oro: .
No sefup is required. UOH = Shin-Shoryu-Ken works af close
distance on crouching Oro.

RESETS

Reset 1: LP os anti-air, dosh forward and Shin-Shoryu-Ken before the

opponent hits the ground. The LP causes a flip recovery ond landing.

Because of this, it's possible fo use o super arf the moment they fully

recover in the air. Their only opfion is fo attempt fo parry. After doing
this a few fimes, mix it up and dash forward and + + LK (x2) = super
ort instead. This works if people are expecting the reset and atfempt to
parry. They must input the parry command so close fo the ground that
they will not have time to react and block low in time.

Reset 2: After an EX Joudan Sokutou Geri combo. instead of finishing
with o Shouryuken (HP), dosh up and P then reset with Shinkuu-
Hadou-Ken for more domage. Opponents have no choice but to parry.
I they do so, you recover while they are still parrying, so you can con-
inue fo attack them during the Shinkuu-Hadou-Ken to mess up their
parry timing.

Reset 3: After o mid air jumping kick. By hitiing air to air so that Ryu

lands first, juggle with a Shinkuu-Hadou-Ken. With two full two super
mefers, juggle again with onother Shinkuu-Hadou-Ken.

~— completely open when Dudey gels up from the ihrow. o
 UNFAVORABLE MATCH UP: CHUNLI

low forward keeps Ryu away. When Chun-Li doesn't have super mefer,

PARRY SETUPS AND TACTICS

If you're fishing for domage, ond # + LK (x2) is blocked, @ good pat-
tern is 1o either walk up a step and kara throw, walk up + + LK (x2)
again, or let the controller go to neutral, tap +, then hit + + MK. If they
hit o button to try to stop what they think is a throw, and it’s o low
attack, you parry the attack, + + MK hits, then you can cancel # + MK
into o super art or special aftack on reaction fo the parry. If they don't
press anything + + MK comes out fo push them away. The key is fo
avoid canceling into a super if you don't visually see the parry happen.

GROUND CROSS UPS

Ryu can cross up the following characters in any corner:
Twelve, Alex, Dudley, Necro, Hugo, Urien,

Ryu can cross up Elena anly in his own corner.

FAVORABLE MATCH UP: DUDLEY

This is o good match up for Ryu mainly because of one move: HK. Ryu
con zone Dudley and keep him away with this move all duy. It covers

ground and air and beats most all of Dudley’s normals. Dudley has a

vide ducking hit box, so this move even hits Dudley when he goes low.
Dudley has a low jump, so it is hard for him to get over HK. Dudley must
resort 1o parries fo successfully jump in. Use this is to your odvantage
by mixing up the timing of attacks to prevent Dudley from parrying.
Add HP and execute the target combo to mix it up further.

With Dudley into the corner, use mix ups off of throws to keep oppo-
nents confused about whot to do. It's possible for Ryu fo ground cross
up Dudley off of a buck throw if Dudley quick recovers. Do this enough
times and Dudley will probably stop quick recovering. If he doesn’s
quick recover a neutral throw in the corner, combo on the ground Shin-
Sharyu-Ken.

& HITS

AMAGE: 88

¢ ER ONLY (VS. DUDLEY)

Neutral throw, just as Ryu recovers, do o Shin-Shoryu-Ken, if fimed cor-

reclly it hits while Dudley is on the ground. Juggle with o Joudun
Sokutou Geri (HK) after the Shin-Shoryu-Ken finishes.

The fiming to hit Dudley off the ground with the super art is extremely
inflexible. If you miss the off the ground hit Ryu flies into the air and is

Ryu is most effective from dose range, but Chun-Li can out runge an
aut footsie Ryu to the poin thaf he can't get in on the ground. ChunLi

play Ryu’s EX Hudouken game to score o knackdovn and get close.
soon as Chun-Li has o stocked super meter, her ability o supm*
through Huduukens renders :hls shrafegy useless. :

Ryu's nniy n;mon 1o get in is o jump. luie jumping HP often work
against o defensive Chun-Li, but an active Chun-Li knows fo stop o
jump in attemps with o counter air throw, ani-air, or h}? walking under
Ryu. For Ryu fo win fhis match, sfart the match off strong, mmli(mg e
while Chun-Li doesn't hayve any. super mefer. Once she does bcwe 0= =
meter, be paient, and iry fo jump in safely. '

181




Sean

NORMAL MOVES
STANDING

HP has okay range, o fast start
up, and good recovery. A poke
from close range.

STARTUP (4 )f

(2 ) +2)( 2 Jjd

MK moves Seon forward, and
beats low pokes deanly while
keeping Sean close.

=
i

T
7

S

COSTUME

r-

d1 + H0ig
dW + H0iS
HW + 1oys

Slow two hit overheod ottuck with heavy recovery time. Hit or
blocked, many characters can retaliate with a fost super. However, if
they don't have any stocked super meter, use this move at point
blank range in mix-up games. Use HP as cover before an attack pat-
tern, HP = Sean Pachiki or HP = Sean Tackle, then # + LK (x2) or
throw for a three way mix-up.

- + HK Rolling Sobat

Goes over many mid level atiacks to score o hit. Extremely unsafe how-
ever, and whiffs against most crouching choracters and low attacks.
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STANDING CLOSE

(lose MP hos frame odvantoge
off of it, so it is good for fick
throw setups and other mix ups.
For example, ofter o blocked MP,
hesitate, then walk up and use
MP aguin (Or + + LK (x2)).

Close HK is o mid-level attack
with o lorge amount of frame
advantage if blocked. Good for
verifying and linking into Hyper
Tornado, or Hadou-Burst when
tlose enough.

dH + W + 41

L2

START UP




CROUCHING

# + LK hos many uses. It is o
wick poke that can be vsed for
fick throw setups ond mind
zomes. After o blocked + + LK,
you have many options: throw,
nesitote and + + LK (x2) follow
up, dosh back and punish o reac-
fion and so on. It chains info
iself, s0 you can combo + + LK
(x2) into any super art.

+ + MK is Sean’s best poke for
mid range distance fighting.
Combo into Hadou-Burst or
Hyper Tornado from long range
1o punish whiffs or to apply pres-
sure. Up dlose it can be countered
oy o few super arts because of its
blocked frame disodvantage.

JUMPING

Jumping straight up LR, MP and
LK odd one frame to the stort up
times of those attacks compared
to jumping forward or backward.

Use jumping HP to get in sofely.
If opponents block, you have sig-
nificont frome advantage fo
setup a throw or some mix-up
info a super art.

THROWS

LP + LK

Seoi Throw

» { % + HP Jumging Fierce

ERENER|

SPECIAL MOVES

« # % x = +P (hold P) Sm-h:&

b+« +P Zé@

Command roll. Button sirength determines the dis-
tance rolled. Sean rolls through opponents and can-
not be thrown out of, but he remuins vulnerable fo
low attacks. Use it fo create throw whiffs in wake up
situations.

+ +u P Drugull.ﬁsqmnsh]

Mostly good for knock down combos in punishment
situations. The EX version is o decent reversal in
wake up situations.

o+ + K Tornado

-

L

Hits crouching opponents, but it does not knack down
and is not sofe if blocked. Passable for use in punish-
ment situations when the domage is guaranteed. The
EX version has similur properties except that it's
slightly safer, hits more fimes and does more damage.

E28i
4 o

offensively. The EX version

“doesn't do much for Sean’s game.

Command dash with o low hﬂ!ing {uiluw-.up it you
hold punch down after you input the command.

Otherwise, Seon goes info a small recovery, conceling

out the fackle of the end, leaving him free 1o aifack
with other moves.

Although the follow up cannot combo off of any-
thing, the command dash itself is useful, allowing
Sean to stay close after foiled attacks. Canceling info
this move from heavy attacks is one way to go for
basic mix ups such as close HP = Sean Tackle,
throw; close HP = Sean tackle, + + LK (x2); or close
HP > Sean Tackle (hold P to follow up). The tackle
grab follow up variation is impartant when you anfic-
ipate opponents attempting fo punish the recovery of
o Sean Tackle.

+u s+ K Rvuu-hi.li;nk—ul

A Ienpmg kick that ares towards
slow and carries o slight disodyanta
nerable fo fast super arls.
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SUPER ARTS
SUPER ART |

Pu»bu=s+P

Hadou-Burst I

Hadou-Burst is a one hit fireball. With three stocks of super meter and
a short bar, it is ideal to use in every combo opportunity in tandem with
EX moves. Hadou-Burst combos from + + LK (x2) and close HK link,
giving Sean high and low options. Hadou-Burst also combos nicely off of
+ + MK from all ranges. + + MK =
Hadou-Burst is Sean's only threatening
utfack from long distances. Use it fo zone
out characters and punish whiffs.

The downside to Hodou-Burst is its long
recovery. Hudou-Burst sends opponents fly-
ing across fhe screen while Sean is stuck in
~ | his projectile stance. He must quickly dash
ocross the screen fo regain o position near
opponents.

Recommended Super Art:
Hadou-Burst

Hadou-Burst is the hest super fo give Sean a fighting chance. The bar is short enough so he should
always have af least one super stocked and ready fo go. The ability fo do EX Dragon Smushes
without worry helps Sean get out of corners and turn the momentum in his favor. With Hadou-
Burst, you can furn any opening into an opportunity to connect with a combo info super.

COMBOS YOU NEED TO KNOW

2 HITS 14 HITS

TOTAL DAMAGE: 30 TOTAL DAMAGE: 65

(lose MP = Dragon Smash + + LK+ + LK = Hyper
Tornado

Domaging combo used for pun-
ishment situations. Knocks down.  Flexible, verifioble way 1o land o

Hyper Tomado. If + + LK (x2) is

/5 HITS blocked, Sean remains close ond
TOTAL DAMAGE: 41 has @ +1 frame advantage. Walk
Close HK = EX Tornado up + + LK (x2) = Hyper Tornado,

walk up throw, low parry option
select  + MK > Hyper Tornado,
or walk back a step universal over
head linked info Hyper Tornado
are all good patterns in this situa-
tion. Knocks down.

13 HITS
TOTAL DAMAGE: 73

Heavy damage non super combo.
Good in punishment situations.

3 HITS
TOTAL DAMAGE: 36
+ + LK, + + LK = Hodou-Burst

Flexible, verifiable way to land o

Hadou-Burst. If % + LK (x2) is
blocked , Sean remains close and
has a +1 frame advantage. Walk
up + + LK (x2) = Hodou-Burst,
walk up throw, low parry option
select + + MK = Hadou-Burst,
or walk bock o step universal
over head linked into Hadou-
Burst are all good potterns in this
situation. Knacks down.

Close HK linked into Hyper
Tornado.

Verifiable way to lond o Hyper
Tornado. Heavy damage. Knocks
down.

SUPER ART II

+ %+ 4% =+ +P(pushP g id. - Shoryu-Cannon

Shoryu-Cannon has a longer bar than Hadou-Burst and only two stacks,
but does more domage and has more juggle potential. It hits multiple
fimes so it works as anti-air, Combo into it low from + + LK (x2), or high
on a crouching opponent from close MP link. Unfortunately, Sean must
be extremely close to land these combs.

Sean isn't the most offensively oriented
character, especially against characters that
can keep out of range such as Chun Li ond
Akuma. It is hard for him to acivally land
Shoryu-Cannon from that distance, and it is
unlikely that Sean will be able to pressure
his opponent enough to bait them to jump

CLOSE MP - HK

Sean's only safe combo without o stocked super
meter. Not so good domage off of a mid level attack.

Safe in most situctions, the roundhouse whiffs =
against Yun and Yang when they ore crouching.

SUPER ART 111

tu»+u=»+P

- HEer Tornado I

Hyper Tornado only stocks one super mefer, but it does the most dam-
age of any of Sean’s super arfs. It has the same combo possibilities os
Hadou-Burst. With Hyper Tornado stocked and ready to go, Seanis a
threat from far mid fo long ranges. Punish any poke or rush down
—————aftempt with 4 + MK = Hyper Tornado.

Only having one stock of super meter for
Hyper Tornado is a big disudvantage. After
landing it it takes Sean a long time to refill
his meter to use it again. During that fime
Sean does not have any high domaging
combos off of pokes to keep opponents
from rushing in on him.

15 HITS

TOTAL DAMAGE: 55

+ + LK (x2) = Shoryu-Cannon
Flexible, verifiable way fo lond o
Shoryu-Cannon. Knocks down.

3 HITS

TOTAL DAMAGE: 52

(lose MP =Dragon Smash (HP)
= Hadou-Burst

High domage combo using
Hodou-Burst, good for punish-
ment situations. Knocks down.
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Straight

Sean’s offensive options are rather limited. He can't really score big
damage outside of using a super art. To make up for this, concentrate
on londing as many super arts as possible. Hadou-Burst is the best
choice for giving Sean a decent offensive gome. Without a stocked super
meter, sfick with + + MK and + + HK for poking to inflict domage and
score 0 knockdown. When at a distonce, stay just outside of the oppo-
nent’s longest low poke, ond boit an attack. Punish any whiffed move
with + + HK, then dash in after the knockdown.

At close range, use Sean Tackle to bait out an attack or tech throw
attempt and punish accordingly. From mid range, use + + MK = Sean
Tackle (LP). Don't finish the tackle command (meaning don't hold the
hutton). In essence, you use the Sean Tackle as a quick dash while oppo-
nents are in block stun from the previous move. When Sean recovers,
throw or use (+ + LK (x2) / close HK) = super art. Use Sean Tackle fo
apply constant pressure whenever pushed out of range. For example, if
+ + LK (x2) is blocked, immediately + + MK > tockle to get back in
close.

Ater a jump in, hesitate a split second fo make it appear like you might
throw, then Zenten (LP) through oppanents and attack from the other
side. Expect to score o hit if you catch them in a throw whiff or they sim-
ply didn't react in fime to block. Don't try this too often, but do it every
once in a while to keep opponents on their toes.

When Sean gets dlose, throw often, especially without a stocked super
mefer. His kara throw has good range. If you con bait o tech throw
attempt, punish with + + MK = super art. Some good throw setups are:

+ + LK, throw

+ + LK (x2), kara throw
LK, throw

Close MK, throw

+ + LK, whiffed LP. throw

Sean'’s air aptions are rather limited. He has a different jump arc thon
the other shotos, with a sort of log which prevents him from jumping as
far. Many characters out range and out zone Sean on the ground, leav-
ing little choice but to jump in. Jumping HP is the best choice. Jumping
MK cross up is not good on already standing opponents as most charac-
fers can easily walk or dash under it. Stay in front of opponents if you
must jump in, unless the cross up is o sure thing.

Aguinst airborne opponents, stick with option parry jumping HP or HK.
As for anti-air, EX Dragen Smash is his only viable option other than
using Shoryu-Cannan. EX Dragon Smash is only two hits, so it is easily
parried. A better opfion is fo take advaniage of Sean’s quick dash and
dash under opponents as they jump. From this position, either throw or
ottempt (+ + LK(x2) / % + MK) = super art. Another effective opfion
is jumping back HK in reaction fo o jump in.

WAKEUP GAME

With oll three super arts, Sean has both high and low options o verify
combo into a super arf, which is imporiant to thwari parry attempts.
Sean’s target combo overhead is good every once in a while if oppo-
nents always black low on wake up. All three super arts can be used in
o combo behind of a meaty UOH an wakeup.

Sean has many of the shofo fake out maneuvers used o trick opponents
on wake up. For example, whiffing LP and LK os they are geffing up,
then switch it up and either throw, or + + LK (x2) and look for a hit
before doing a super art. A good mix-up is to tick with + + LK, making
it look like a throw setup, then use close HK, and link into Hyper
Tornado if i hits. With Hadou-Burst, you must have quicker reflexes and
cancel it on reaction if an opponent attempts anything. Tick with + +
LK, then dash back and use + -+ MK, then cancel it into o super art if
you see o move.

A neat little frick that is sure fo work ot least once ofter o throw is o
Rolling Sobat over grounded apponents as soon as you throw them, and
they don't quick recover. You cross them up just as they get up. Catch
them while they ore blocking the wrong way.

When Sean is the one knocked down, other than blocking or parrying,
his only real safe wake up move is an EX Dragon Smash. After getfing
up, if an opponent is doing any fick throws or hesitation moves, use +
+ LB # + LK combination. Combo that info Hodou-Burst or Hyper
Tornado.

SETUPS

Ranges setups for UOH = super art

Against small characters:
(Close MP, MK}, UOH = Hadou-Burst, Hyper Tornado

Against medium sized characters:

(Close HP), UGH —> Hadou-Burst, Hyper Tornado
(Close MP, LK), UOH = Hadou-Burst, Hyper Tornado

Aguinst wide characiers:
{# + LK, close HP) UOH = Hadou-Burst, Hyper Tornado

Against Oro:

No setup is required. UOH = Hadou-Burst, Hyper Torado warks
ut close distance on crouching Oro.

RESETS

Reset 1: If you manage fo land o Rolling Sobat, immediately throw a Hodou-

Burst o hit opponents in their air recovery before they lond. Although be
wary about using this often because one parry nullifies this trick.

Reset 2: After any cir-fo-gir jumping HP or MK, if Sean lands before an

opponent does, Hudou-Burst the air recovery for an extra it for decent
domage. Althoughif done from close range and they parry, Sean is nof safe.

PARRY SET UPS AND TACTICS

Sean can do the typical shoto parry sefups such as + + LK (x2) and opfion
select down if blocked. He also can be tricky with close HP. He has signif-
icant frame advantage ofter the move. IF it hits, link into o super art. If it
is blocked, hesitate and bait a low poke, and parry down. From the range
Sean is at affer a blocked HK, the best moves fo hif Sean are low pokes,
s0 an option parry in this situation is generally without much risk.

GROUND CROSS UPS
Sean can cross up the following characters in any corner:
Twelve, Alex, Dudley, Necro, Hugo, Urien.

Sean can cross up Elena only in his own corner.

FAVORABLE MATCH UP: REMY

Seon is one of the underdog choradiers of Street Fighter I 3= Seie
but he can hold his own against Remy. Sean's + + MK and # = S e
Remy problems. Remy can't brainlessly throw out Light of Ve &
Sean. Hadou-Burst or Hyper Tornado through them if pessite &
requires a quick reaction). Rolling Sobat goes the low Light of ¥ee
and Sean Tackle early, or roll under the high Light of Virfee. & ses
ranges, punish Remy's low forward with Hadou-Burst or Shoryu-Camses
regordless if the move is blocked or hit. Remy’s low roundhouse & e
punishable. Take advantage of these weaknesses to knock Remy Sows
ond stay on him.

UNFAVORABLE MATCH UP: NECRO

Sean fos o hord time dealing with Necro's MP. This move out ranges o
of Sean’s ground pokes and hifs him even when he is crouching. Seas
can't zone out Necro with + + MK like he con other choracters becouse
Necro's MP always beats it. Furthermore, Necra can punish any whiffed

limbs with it. Expect o fough fime getiing in dose. Sean Tockle &
unavailable for the same reason. Necro’s HP stops Sean from advane:

ing. The air isn't any easier for Sean because Necro has foo many safe
anfi-gir options. Sean's super jump is not as good as the other shotos for
landing a sofe cross up.

For Sean to win this match, resort to parrying. On the ground, parry
Necro's MP from max range. If you successfully parry his attack, use +
+ MK = super ort, or + + HKif you don't have enough super meter.
Once you knock him down, dash up close or go for o cross up, and stay
near him. If you choose to try jumping, on early jumping HK will beat
his near perfect low MP anti-air. If Necro properly mixes up his anti airs,
expect trouble. Parrying is not much help if Necro relies on low MP. Even
after o parry, Necro recovers quickly enough fo block or even parry
attacks.
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Twelve :

NORMAL MOVES

STANDING

HP: Decent anfi-air. Covers a lof
of area af o good angle. Hard 1o

parry.

MK: Upward knee that moves
Twelve forward slightly. Super
jump concelable, meaning ofter
doing it you con cancel it directly
into a jump and then an air dash
to pin your opponent down and
start another aftack. This is o

I

_s.m v (6

EDED

must 1o help keep Twelve air-
borne ofter offensive patterns
that start on the ground.

HK: Incredible range. Ok for hit-
ting whiffed attacks with bad
recovery from o distance. Very
hard for a character to make this
attack whiff os well. However,
this attack has a slow start up and

_ Close Roundhouse
START UP

TLOVErY. -
4 (GUARD /L.
COSTUMES

dH + W + d1

d1+ 10§
dW + IS
dH * Bni§
N1+ oS
HW + H0ig

An upword kick that's cancelable. If they parry it you can cancel info
a AX.E (LP) to give them more to parry on the way down.

While ogainst o wall, hold - Kaobe Haritsuki
e ) [UC)

Kokkuu

STRTUP  [—)

Kokkuu: Flying air dash. Twelve's game revolves cround his air dash,
which gives him the ability fo be able to fly in and out of aftack range ot
will. When combined with Twelve’s incredible jumping attacks, like jump
HP and HK, Twelve can confrol o considerable amount of screen space of
will. Use forward air dash to apply constant pressure with jump HP and HK.
When close, you can whiff his air dash completely by doing a jump HK
while the air dush s close fo the ground, which whiffs, then when you land
ether throw or + + LK = AX.E. fo make blocking and parrying difficult.
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CROUCHING

& + MK: Overall decent sofe
sokz. Comes out fost and has
s=cent range. Good for punishing
wiffed normals.

% = HIK: Good range for a sweep.
=ard to moke it whiff during foot
games. Will hit choradiers frying
s walk backwards out of range if
Sey are too close. This attack
=ust be done from maximum
wange fo keep it from being pun-
shed if blocked.

JUMPING

THROWS

LP + LK

SPECIAL MOVES

+w+ 4P

—smm uP -
&= @B 'H

Strange projeciile attack that comes up from the
ground at varying distonces. Button sirength deter-
mines where needles come up from. The EX version
of this move comes out slightly faster, recovers slight-
ly faster, and puts your opponent into o juggle set up.
Although not extremely useful, when your opponent
is waking up, it's actually possible fo do an N.D.L. so
meaty that the tail end of the needle hits and it’s pos-
sible to get enough frame advantage after it o link
a # + LK. This can be helpful for point blank mix up
situations, allowing Twelve fo attack or fick throw
behind a small frome advantage. The positioning for
this is difficult, which is almost directly next to them
on wake up with enough fime fo do a N.D.L (LP)
very early. This move is also vulnerable to quick
recovers, which ruin the set up oltogether. Ensiest fo
sef up after o successful X.N.D.L combo, which they
can't quick recover from.

While jumping, # » « + K

Mulfi-hit whip oftack. Hifs several fimes up dose.
Twelve’s most damaging special attack. Can be com-
boed into after a + + LK for minor domage. Twelve's
only option outside of a throw for dealing damage
when he gets an opening since he has very few com-
hos to work with. If you get an opening, go siraight
into the move and mash on punch. The EX version of
this move hifs more times and does more damage.
The aerial version of this move can be used fo thwart
anti-air parry attempis. Be coreful, the ground ver-
sion is vulnerable if blocked.

Dive afack. Buton srengh deermines the anglo of

the dive. Not very useful, although it cun have a bit

of  surprise facor fo it The EX version is extremely

fost and knocks down, good for going over projectiles

and punishing a whiffed aftack while your jumping.
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SUPER ARTS
SUPER ART |

lw-pix»-l-l'

X.NDL |
Super art 1 equips Twelve with 2 stocks of meter fo do a super uri ver-
sion of his N.D.L. projecile. X.N.D.L. travels the length of the screen,
alihough it does less damage the further it fravels. You can verify it wiith
++LKx2=>XNDL, + + lK—> AXE
(LP) = X.N.D.L, and by super jump can-
celing stand close MK = X.N.D.L X.N.D.L.
works great os anfi-air, although sometimes
itis only one parry, so use with caution. This
is not a good super to miss with, because
the recovery is terrible. On a positive nate,
Twelve has o lot of meter to use for his
decent EX moves.

Recommended Super Art: K.N.D.L.

SUPER ART Il
While jumping, + % = # x = + K XELAT|

SUPER ART III

Fus b n ¢+P

Y.ELAT. must be done from the air. Twelve does a repeating, quicker
version of his D.R.A. move. It can hit an cirborne opponent, although
the damage is terrible. The only way fo hit confirm this from the ground
is to super jump cancel close stand forward kick and cancel info super
immediately when in the air

@- XELAT can OTG combo Hugo after

Twelve's neutral throw if Hugo doesn’t
quick recover.

None of Twelve’s super arts stand out as being ferribly good. X.C.O.P.Y. can be OK against certain opponents. X.N.D.L. is Twelve’s

only super that actually helps him out in a reasonable way. X.N.D.L can be comhoed into for decent damage, considering Twelve
doesn’t really have very many combos to begin with. Twelve will probably get the most use out of his two stocks of meter by using
it for EX moves. EX N.D.L. and EX D.R.A. are both good, and generally safe moves. Use both of these moves to help score
a knock down. Then, get in dose and score a hit, and try to verify a combo info X.N.D.L.

COMBOS YOU NEED TO KNOW

3 HITS 8 HITS
TOTAL DAMAGE: 13 TOTAL DAMAGE: 39
++ 1K= AXE ++1lK=>AKE > XNDL

Twelve's only low hitting non

ort combo. art combo
3 HITS 19 HITS
TOTAL DAMAGE: 22 TOTAL DAMAGE: 69
CORMNER ONLY MK SUPER JUMP CAN-
EX N.D.L from sweep-distance CELED INTO VERY EARLY
away, juggle with HK K.f.]:.k.'f.
Twelve’s only opfion for combo-

Pasition specific juggle off of EX

NDL ing X.ELAT High Damoge.

Extremely difficult to do, not rec-
ommended.

Twelve's only low hitfing super

When Twelve activates X.C.0.PY,, he morphs into his upponeni fora I|m
ited amount of fime. All of the mmph&d character's moves do 25% more
damage than normal. Twelve also gains o 20% defensive boost as well.
However, Twelve does not have access to their EX moves or super arts.
This is the reason not to use X.C.0.PY. Many
characters are very dependant on their
supers ond EX moves. Although, it can be
orgued that almost any character has bet-
ter offensive options than Twelve, so mor-
"] phing acivally helps Twelve in this way.

"| When the timer runs out, Twelve morphs
4 back info his original form. During his
| retransformation period, he takes an
extremely high amount of damage if hit.
Akuma for instance, can kill Twelve during
this time with one move.
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Twelve can only really do two things: poke and throw. Outside of o super
arl, he has virtually zero combo potential. Because of this, Twelve has
no reol way to punish anything significantly. This is really bod for
Twelve, because opponents will have no fear of doing random
Shouryukens, supers, or anything else that can hit for big domage ond
knack Twelve out of the air. What would normally be o big risk maneu-
ver is actually in your interest against Twelve. His lack of punishment
ability tips the risk/reward ratio into the favor of high risk paying off.
Twelve is likely to be hit by random anti-airs and supers all the time,
and there is not a whole lot Twelve can do about it.

Since Twelve can do nothing more than poke and throw, he doesn't hove
a very good dose up game. Add 1o this the fact that his only verifiable
ways to combo into super can hoth be parried low, why would he want to
gel close. When Twelve is on the ground, low forward is his hest poke. Use
it often. Against taller characters, use LP a lof to keep them grounded.

Twelve con toke advantage of his air dosh flight copabilities to form
some sort of offensive game. Twelve's maneuverability is his strong
point. He can fly in, poke or throw, do a lifile dumage, then fly away,
do a random N.D.L, fly back in, poke or throw, get any piece of dam-
uge he can, fly away, and repeat. Essentially, you want to fly around
back and forth being annoying and scoring litile bits of domage here
ond there. That is the best you can hope for.

There aré-some fricks Twelve can ufilize to help him score those little
hits. Twelve can air dash really low to the ground by inputfing the first
command of the air dash as you jump. From the ground, fap =, =, ond
o5 soon as Twelve gets in the cir he will begin fo fly. From this fow
height, you can cancel the dash info an air HK that will bring Twelve
hack to the ground really quickly. It is like performing a quick low jump.
You can use this travel across the screen really quickly at a very low alfi-
tude. Use the speed of this frick to get in close and either throw imme-
diately, or take advantage of the fact thot they are probably sfill block-
ing high ond do + + LK = AX.E. (LP) = X.N.D.L. This is one of the
few good ways to land that combo.

If you are air dashing fowards an opponent from far away, cancel info
jumping HP to hit them at a distance. HP covers a lot of distance and can
keep opponents away. Land and then air dash back. If you do the low air
dush trick fo dush back, after you land immediately EX N.D.L. This will
hit many characters who try to dash up and follow Twelve. Another good
aption when you land from an air dash is 1o HK. If you are near the
opponent and they jump, use an HP them os they ascend. If you air dash
in from medium range, cancel into jumping LP. The LP hits from high up
ond vsually gives Twelve frame advaniage when he londs. Use this
opportunity to throw. If your opponent jumps while you are air dushing,
tancel into jumping MP. This poke comes out fost and hos great range.

At fimes when you air dash in pretty close, hit them with jumping HK,
and when you lond, do dose stand forward kick and super jump cancel
back into the air. From there you have many options. A tricky maneu-
ver is fo super jump cancel and jump backwards, then air dash forward
again and concel into HK immediately. The HK will whiff and you will
land right back next fo them really quickly. Use this opportunity fo
quickly throw, or do + + LK = AX.E {LP) = X.N.D.L. This works real-
Iy well against a cornered opponent.

Twelve's HP is great anti-gir. You con hit opponents on the way up, af
the height of their jump, or as they are coming down. Mix it up to dis-
courage parries. Another good way to mess with parry attempts is fo use
1P as anti-air. If they parry, cancel into EX N.D.L. The parry fiming for
this is ricky, and if it hits, you can juggle with HK. Twelve's safest anti-
air is fo walk under his opponents and throw. His walking onimation is
50 low to the ground thot he almost never gets hit by cross ups. You con
also use his walk fo go under most projectiles.

WWAKEUP GAME

If you score a knockdown, it is usually from a throw or EX N.D.L, so
they will be sent flying across the screen. This is o good setup for a cross
up. Super jump up and air dash towards them. Cancel info jumping HK
to cross them up as they get up. Land and do + + LK = AXE. (LP) >
XND.L

When Twelve is the one getting up, his options are rather limited. + +
LP = A.X.E. (LP) comes out fust and pushes them away o bit. But if it
is blocked you're in trouble. Twelve doesnt have any high priority
moves to deal with this type of situation. Try nof to get knocked down
ond cornered. If you do, you might have to resort to parrying.

SETUPS
Ranges setups for UOH = super arf

Against small and medium sized characters:
(+ + LK, & + LK), UOH = X.N.D.L.

RESETS

Reset 1: In the corner if you hit your opponent with an EX N.D.L, jug-
gle them with LP to reset them, then UOH. You can sef up the distance
perfectly to link X.N.D.L after the UOH.

PARRY SETUPS AND TACTICS

When Twelve is air dashing in, he often does jump LP. lands, and throws.

Before throwing, ry to tap forward. This way, if they fried to poke you
with o mid level atiack, you will parry and then throw them. If they did

nothing, you will throw them as well. This is a good option select factic
to help Twelve when he is close.

GROUND CROSS UPS

Twelve can cross up Hugo in any comer.

FAVORABLE MATCH UP: CHUN-LI

Chun-Li is one of the strongest characters in the game; one hit con lead

to over 50% domage. Twelve is one of the weakest choradters in the
game, even his biggest combo only does around 35% domage, and it is
hard 1o actually lond. So how does Twelve beat Chun-Li? From the gir.
Twelve’s unique (an arguably bad) style of poke and run away tactics
actually ore effective against Chun-Li. Twelve can aftack Chun-Li repeat-
edly from the air because of her lack of any anti-air moves. And when
Twelve is running away and flying across the screen, it is very hard for
Chun-Li to catch him. The more fime Twelve spends in the air, the less
chance there is that he will ever get hit by Chun-Li's deadly low forward
-> Houyokusen.

This is by no means a free win for Twelve. Twelve always has to be care-
ful. Chun-Li only needs fo land two hifs to essentially secure a win. Twelve
on the other hand hos to lond numerous hits. If Chun-Li blocks or gets hit
by Twelve’s HK, she can super the recovery from half screen. If Twelve
con avoid Chun-Li's low forward, anliep attacking sofely from the air,
then he can defeat one of the game’s most deadly characters.

UNFAVORABLE MATCH UP: KEN

Twelve vs. Ken is one of the hardest match ups in the game. Twelve hos
preity much no ground game against Ken. The best he can do is 1ry to
punish whiffed low forwards or roundhouses with his own low forward.
The air isn't much better. Ken's Shouryukens can stop Twelve's air dash
aftack. Twelve also hos to be weary of random jump EX Tatsumaki
Senpuu Kyokus. Twelve hos 1o get airborne fo get his pokes in, but
ogainst Ken, this just isn't possible. Twelve is wide open every fime he
goes in the air. Twelve hos no high domaging combos fo punish whiffed
high risk moves, so Ken is free to be os random os he wants with
Shouryuken and Tafsumaki Senpuu Kyaku. This can be really hard for
Twelve to deal with.

For Twelve to win this match up, he hos to play perfectly. Attacking dur-
ing air doshes is going to have fo be kept fo o minimum. Any poke can
be beat by o Shouryuken. Low jump shor air dashes and alot of throws
are going to be your main fools. Cancel an air dosh and fry fo bait our
Shouryukens that miss, and then do as much domage os you can. This
win will not come easily.
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NORMAL MOVES
STANDING

HP goes over some low attacks at
the right range.

HK is a slow overhead kick that
moves Urien's body back slightly.
Can be used to avoid and punish
throws ot point blonk range.

« [+ +LP + LK Spartan Bomb

|
~ SPECIAL NORMALS
|
I

Quarrel Punch

Can be used os anti-gir ageinst frontal jump ins. Use it ot the end of
juggles fo starf o reset set up.

Terrible Smash

START UP

Great overhead. Very fast. Extremely useful to land hits tht lead to
large combos while they are in block stun with an Aegis Reflector on
top of them.

Quarrel Kick

START UP :

Lunging Kick with great range. Moves Urien very for forward while
attacking. Use during foot games because i's hord for your opponent
fo make this attack whiff. Also imporfant for Aegis Reflector unblock-
able setups.
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# + HP os oni-air. Also Juggle
set up, Urien’s main opening for
combos and hig domage. Terrible
recovery however, very unsofe if
blocked. Use only when it's guar-
anteed.

# + MK has good range, speed,
ond recovery. Ok whiff punisher.
Overall good poke in general.

# + HKis o sweep with omazing
range. It can punish whiffed
moves if it is done early.

JUMPING

Jumping HK is an overall great
jump in. Good domage, great
range, average priority.

dH + Ujg

STARTUP (11 Jf]

'

W1 + Hnig

W + H0ig

HH + HoIS

MK pi yard,
aas

-
-
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SPECIAL MOVES
Metallic Sgimre

tu>4P

ey

Charge + ¢+ +P Dangerous Headbutt |

Juggle set up it it hits os anti-air / projectile with slow
recovery. Button sirength defermines what direction
the projectile flies it. The MP and HP versions of this
attack fly upword of on angle, can by used os
onti-air if thrown early ogainst onticipated jumps.
1§ it hits s anti-air Urien can go info extended juggles
for massive domage. The EX version trovels slower
ond hits fwice, but has even more recovery then the
ariginal.

Charge « + +K Chariot Tuf@

Juggle set up / leaping headbutt. Whiffs on crouch-
ing characters, however the recovery is sfill rather
fost and hard fo react fo. Can sort of be useful for
throw set ups. Helpful for sefting up Aegis Reflector
unblockable set ups. The EX version hits twice and
puts your opponent info a juggle set up. Good for
extended juggles.

———

Charge + ¢ + K Violence Knee Drop |

Juggle setup if it hits as anti-oir /Fast shoulder tack-
le with fust recovery. Great for extended juggle com-
bos off of his + + HP or anti-ir Metallic Sphere. Also
1 good overall move for pressure and zoning. The EX
version is foster, hits twice, and has o slight frame
advantage ofter it that you can use fo link after with
o Tyrant Slaughter.

Flying knee drop. Helpfu[ for inifioting Aegis

Reflector unblockable setups. The HK version
can be helpful for getfing out of o corner.
The EX version hits twice and tracks
your opponent, which can hit
them from anywhere on screen.

[:l]MB[IS YOU NEED TO I(NI!W

TOTAL DAMAGE: 20

+ + P + + LP = Dangerous
Headbutt (LP)

Urien’s only safe and verifiable
combo without a super. Whiffs on
crouching characters however.
Only do it if they are stonding.
Honestly not all that useful.
Knocks down.

AGE; 26
+ + 1B + + P = EX Choriot
Tackle

Verifiable. Not so great domage,
hut it is safe.

EX Chariot Tackle linked info on

immediate Tyrant Slaughter

0Ok combo if you happen to hit
with o random EX Chariot Tackle

7 HITS

I DAMACE LD
4L -r;.-{l.-u."-u

+ + P+ + [P > Tyront
Slaughter

Flexible and verifiable. Ok dom-
uge. Knocks down.

8 HITS

JTAL DAM/ £
L DAMAGE: 61

LP LP = MP = Tyrant Sloughter

Verifiable. Whiffs on  most
crouching characters. Knocks

+ + HP for 2 hifs, juggle with an
early EX Dangerous Headbuti,
when Urien recovers, juggle again
with Dungerous Headbutt (HP)

Good mid screen option for pun-
ishment situations. Knocks down

CORNER

+ + HP for 2 hits, juggle with
ond early Chariot Tackle (MK),
when able, juggle with an early
EX Chariot Tackle, when Urien
recovers immediately juggle with
u Chariot Tackle (HK)

Damaging anfi-air opfion. Also
good in punishment situations.
Knocks down.

- juggle with o lafe EX Chariot
" Tackle, |ugg]angum with on aurhl

 Knocks down.

TS TOTAL DAMAGE:

% + HP for 2 hits, immediately
juggle with an EX Dangerous
Headbuti, then juggle with o
early Chariot Tackle (HK) >
Jupiter Thunder

Easy way to land Jupiter Thunder
mid screen in punishment situo-
fions or as anfi-air. Knocks down.

15 HITS

g ﬂ‘lh”SLF 85

# + HP for 1 hit > Chariot
Tackle (HK) = Aegis Reflector
{LP), immediately do o Chariot
Tackle {HK) when Urien recovers,
then while they are sfill being hit
by Aegis Reflector, link a + + HP.
juggle with an early Chariot
Tackle (MK), juggle with on
immediate Metollic Sphere (MP),
juggle again with o Charriot
Tackle (MK), then finally juggle
again with semi early HP.

Complicated  Aegis Reflector
combo. Does massive dumage.
Only works against Chun Li,
Necro, Q, Elena, Makoto, and
Twelve. Knocks down, allowing
you 1o start on Aegis Reflector
unblockable pattern again.

S 3

11 HITS
TOTAL DAMAGE: 76

MP = EX Dangerous Headbutt,

Chariot Tackle (HK) - iuplier
Thunder :

Does mossive sfun du'mugeL- _
good for pumslwem
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SUPER ARTS
SUPER ART |

bu=+du=s4P

) TEM Punish I

Urien does 5 consecutive Chariot Tackles for good damage. A very basic
super. Urien can cancel it easily from his LP, MP target chain, + + LP x2,
as well os from ony Chariot Tackle. Use Chariot Tackles fo attack from
long distances and punish whiffs, and cancel info Tyront Punish if one
connecis. Urien can also link info Tyrant
Punish after an EX Chariot Rush or Jumping
HK. Jumping HK hos really long reach and
a long enough hit stun to allow Urien fo
aftack from olmost any height and still
have time to link the super when he lunds.

=) With 2 stacks of super meter, Urien is free
! to use EX moves for his big damage jug-
B gles. Tyrant Punish gives Urien big combo
opparfunities that his other super arts can't
supply. An all around decent super.

SUPER ART II

x> b us4P

Urien charges up fo throw o giant projeciile towards his opponent. It
does good damage ond has combo possibilities. It can be used to finish
off many of Urien’s long juggle combos. Ii does o lof of stun damoge.
Urien can easily stun Remy or Akuma with Jupiter Thunder at the end

- of a juggle. Jupiter Thunder may be the
super art of choice against Akuma because
of his ability o teleport out of Aegis
Reflector setups.

Recommended Super Art:
Regis Reflector

All of Urien’s super arts can lead to big damage if he has dean
openings, but only Aegis Reflector con put immense pressure on
opponents when they are blocking and lead fo big damage
without initially landing the super. With the addition of unblock-
able, and high/low mix-up sefups, Aegis Reflector is dearly
Urien's most useful super art. It can be used in almost any sit-
uafion to inflict some damage on your opponent.

TARGET COMBOS

LP => MP

Verifiable way to land a Tyrant Slaughter. Whiffs against
most crouching characiers though. Not very useful.

QUARREL PUNCH - HP

First hit whiffs against crouching characters, so it hos
limited usefulness.
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SUPER ART Il

Pu+dx=+P

i Ae;is Reflector l

Urien sends out a wall in front of him that can hit up to 6 fimes and
reflect projectiles. The button pressed determines how far the reflector
initially travels. After that, it has @ homing feature, moving either for-
ward or backwards from ifs initial position toward the opponent. Urien

can also press two punch buttons for a vari-
ofion of the reflector that comes out almost
instantly right in front of him, although
higher than the normal reflectors. With this
variation’s frame start up, Urien can combo
info this reflector after o UOH or affer his
neutral throw on some characters, and
@ cven after + + LP x2 in the corner.

1 Aegis Reflector is a very complicated super.
| It doesn't do very much damage by ifself,
but it has the potential to be used in an
almost unlimited number of ways to produce high domage combos,
unblockable and ambiguous setups, and big damage off of overhead
and low attocks. Urien con even use Aegis Reflecior for the purpose of
canceling his special moves fo recover fester so he can add on o few
more hits to the end of a juggle.

The most basic use of Aegis Reflector is fo combo info it and allow the
reflector to do some damage before storting  juggle with + + HP. This
can be easily done in the corner ofter a Chariof Tackle. Cancel into a
hegis Reflector (LP) , then simply launch them with + + HP after the
last hit of the reflector. In mid screen, if you con hit them into the reflec-
tor behind them, the reflecior will bounce them back fowards you.
Continue fo keep hitfing them in to the reflector unfil Aegis Reflector
runs out, then lounch them with + + HP and confinue fo combo them.

It wswally is difficult for Urien to connect with + + HP or a Chariot Tackle
in order fo combo info Aegis Reflector Diredily. Urien usually has 1o
resort 1o irying fo do domage with Aegis Reflector indirectly. Chariot
Tackle into your opponent, and even if they block, acfivate an Aegis
Reflector. At this paint, you can either do o low move, an overhead
attack, or try to throw them. Hit them with any of these, and they will
bounce into the Aegis Reflector. You may then possibly have the ability
o hit them again while they are cought in the Aegis Reflector. This is
especially useful in the corner. After an overhead or low ottack, Urien
has enough fime to recover from his move and launch his opponent with
+ + HP before the Aegis Reflector runs out. An overhead or low attack
can lead fo o big juggle for a lot of domage.

Aegis Reflector can be used fo set up an unblockable scenario for Urien's
apponent. Hit your opponent from the front while Aegis Reflector hits
them from behind. If the hit boxes of the fwo moves overlap, then it cre-
ufes a situation where your opponent cannot block. This makes Aegis
Reflector extremely lethal. The only way to escape from an unblockable
setup is fo parry correctly, or execute a move with enough invulnerability
to move out of the way of it. After landing an unblackable hit into Aegis
Reflector, Urien usually has enough fime to lounch his opponent with + +
HP 1o continue with an air juggle for a fon of domage.

STRATEGU

Urien has the potentiol to do a ton of domage and a lot of stun if he con
lund one of his long juggles. The problem is that it's hard fo land his jug-
gles straight up. % + HP comes out slow, so it’s only useful for punish-
ment situations. Urien can't rely on + + HP to get his domage. He has
to use his Aegis Reflector 1o create openings to knock away af an oppo-
nents life bar and possibly trick them and lond o juggle and possibly set
up an unblockable Aegis Reflector. Urien is of such an advantage when
he activates Aegis Reflector. The opponent usually can't attack while
Urien is pressuring with Aegis Reflector. So Urien wants fo fight with an
Aegis Reflector on his opponent whenever possible.

Urien should play defensively when he doesn’t have meter. He doesn’t
have a lot of high damaging offensive options that are safe. His Chariot
Tackle s nof sofe if blocked, so it is hard fo get in. It's better o stay back
and charge your super meter. Whiff a lot of MPs 1o build your mefer,
ond fry to keep your opponent away from you os best you can. Poke
with + + MK, and keep charging your meter with MPs.

When you have enough mefer for an Aegis Reflector, it is now safe to
rush in and attack. Hit them with a Chariof Tackle fo get in and cancel
into Aegis Reflector. Canceling info this move gives Urien frame advan-
tage when he recovers so it is safe o Chariot Tackle ot any time if you
have meter. If they block the Chariot Tackle, you have a lot of mix up
opfions o iry fo land some domage. The most basic options are fo either
do an overhead attack, hit them low, or throw and bounce them info the
hegis Reflector to set up  juggle. At mid-screen the damage you can get
off of o blocked Aegis Reflector setup is ok, but ideally you want to get
them into the corner first. If they block and you aciivate o Aegis
Reflector (LP) in the corner, any hit you connect with will allow you to
lounch them with + + HP before the Aegis Reflector runs out. You can
lond o huge juggle and possibly set up an unblockable Aegis Reflector
setup if you have enough meter. If your opponent blocks the Aegis
Reflector and all of your mixups, simply dash back and sluriwd{urging
your meter again with MPs. Urien is o better character with an Aegis
Reflector on screen 1o help him out. There is no reason to put yourself
of risk when you con just run away for a little bit until you can activate

it again.

+ + HP is good os anti-air and sets Urien up for his big juggle combos
ond unblockable setups. It is o bit slow, so it tends to get beat by early
jump attacks. Jumping back HK is another really good anti-air fadic.

WAKEUP GAME

Urien has many tricks he can do if he lands o knockdown while Aegis
Reflector is out. Urien’s dash is really good, and can dash through a lot
of characters if they quick recover. He can use this to set up unblockable
Aegis Reflector situations or to just confuse his opponents and hit them
into it while they aren't blocking. Urien con also ke advaniage of
charge portifioning 1o dash up quickly ond do a Dangerous Headbuti
over iheir fallen body fo hit them from behind into the Aegis Reflector.

After knocking them down in the comer, there is no need fo wait unil
they get up and Chariof Rush —> Aegis Reflector. They could potentially




parry this. Just activate a Aegis Reflector (LP) over their follen body and
let them wake up right into it. Try to hit them with an overhead or low
ottack ond then lounch them with + + HP if it hits. If Urien doesn’t have
enough meter for an Aegis Reflector, he isn't going fo be that much of
a threat to a waking up opponent, so Urien is as risk fo wakeup moves.
Urien might want to back off and fry to build up his meter before
attacking again. Mid-screen jump HKs are good and fairly safe because
of ifs long range. Urien just needs to annoy his opponent and keep them
away for a little bit until he hos his meter again, then he can charge in
and adfive Aegis Reflector.

When Urien is the one getfing up, he hes o nice wokeup move in his
Dangerous Headbutt. The LP version comes out fast and is generally safe.
If it whiffs completely though Urien is vulnerable. + + LP s also o pret-
ty good poke up close. + + LP = Dangerous Heatbutt (LP) is a fairly
safe option 1o do as well to try to knock someone away from close range.

SETUPS

ADVANCED SETUPS:
UNBLOCKABLE AEGIS REFLECTOR SETUPS

Setup 1: After a throw, immediately aclivate a Aegis Reflector (LP) .
During the super freeze charge down, and do o Dangerous Heathutt (HP)
as soon 0s the action resumes to go over your grounded opponent’s
body. As soan os they get up, hit them with o Quarrel Kick fo push them
into the Aegis Reflector. The kick overlps the Aegis Reflector and will be
unblockable. As soon s you recover, launch them with + + HP This is a very
basic setup. Your opponent can escape by quick recovering the inifial throw.

Setup 2: Connect with + + HP and juggle with o Chariot Tackle (LK)
Cancel into o Aegis Reflector (HP) and charge during the super freeze.
Immediately Chariof Tackle (HK) to juggle again. Charge down during
the Chariot Tackle. Hesitate for a split second, then Violence Knee Drop
{HK) to get fo the other side of your oppanent. Dash up twice to push
your opponent towards the reflector while they are on the ground.
Immediately hit them with a Quarrel Kick to push them inio the Aegis
Reflector and cause an unblockable situation. Hit them with + + HP and
juggle. If you have enough meter and ore sfill positioned mid screen you
can repeat the setup for another unblockable Aegis Reflector combo. This
setup is really good because when the second Chariot Tackle s, it push-
es your opponent into the Aegis Reflector as the lust juggle hit, thereby
disallowing them 1o guick recover
and escape this setup. The timing
and spacing varies slightly on the
characters this setup works on.

Sefup 3: In the corner,
juggle with a Chariot

Tackle and cancel into Aegis
Reflecior (LP) . Walk backwards
and charge, then do a Choriot
Tackle (HK) fo move your oppo-
nent hack into the corner without hit-
ting them. Charge down during the
Chariat Tackle. Do a Violence Knee Drop
(HK) to hit your opponent right os they
wakeup. This will cause an unblockable situo-
tion and they will get hit by the Aegis
Reflector. Land and launch them with + + HP.
Repeat from the starf if you have enough
meter. You can do multiple Chariof Tackles
to incrense the domage. You can set
this up with a + + HP or anti-uir
Metallic Sphere or any
other means to juggle
them. Another good
way o set this up

is ofter a blocked
hegies Reflector in the
corner. Try 1o hit them
with either o UOH or
low ottack, then + +

HP to juggle and begin the setup from there.

Sefup 4: Here is a sefup that works on the smaller characters of the cast.
Connect with o + + HP. then juggle with a Chariot Tackle (LP) and cancel
into 0 Aegis Reflector (HP). Dash back and do o whiffed + + HP us a tim-
ing device. Then Violence Knee Drop (HK) fo get close. Charge during the
Knee Drop s0 you can immediately Dongerous Headbutt (HP) over their
body. + + LK when you land fo set up on unblockable Aegis Reflector hit.
Then + + HP to launch them and finish them off with your favorite juggle.

ADVANCED TACTIC 1:
OVERLAPPING CHARGE TIMES

Urien does a lot of damage off of his juggle combos. In the corner he
can juggle with up to 4 Chariof Tackles in most situations. The fiming is
really srict fo get 4 Chariot Tackles. You can give yourself some help by
overlapping their charge fimes. The idea is simple: start charging for the
next Chariot Tackle before you even execute the first one. Charge buck
for the first Chariof Tackle, and once you have a charge, press fowards,
then back and press kick- The 3rd Strike game engine gives you a ot of
leeway fo coordinate joystick mofions and hution presses, so you don't
have to press the kick button exactly when you press toward. With this
method, when you press kick after pressing back, you have already
started charging for the next Chariof Tackle. This should give you suffi-
cient fime fo full charge for your next Chariot Tackle so you can keep the
juggle gaing. Do this for all your charges to cut down on the charge time.

ADVANCED TACTIC 2:
CHARGE PARTITIONING

Urien has many charge moves that can take advantage of charge par-
titioning. The idea is pretty simple; split up the charge time of o charge
move into pieces. In between the charges you are free fo move around
or do moves. Just make sure you don't wait too long before continuing
the charge. As long os you haven't fully charged, you can keep parti-
tioning the charge.

Urien can set up a lot of unblockable Aegis Reflector setups with the use
of charge pariitioning. Often times Urien will knock his opponent down
while Aegis Reflector is out. He needs to get on the other side of his
opponent so he can hit them into Aegis Reflector from the back. Usually
the quickest way for Urien fo move is by doshing. With charge parti-
tioning, Urien can charge a little bif, then dosh and complete the charge
during the dash o by the fime he gets next o his opponent he can quide-

 ly Dangerous Headbutt over their hady and be dll set 1o l'ut his upponeni

info an unblockable setup. - 59
Urien doesn't hu'.re to wait unfil he has Aegis Reflector out
ly fost, so dosh up and throw is a really good tuctic. You can

irick opponents by dushing up next fo them, and doing o
Dangerous Headbutt immediotely after the dash. If they

other moves and ihen surprise your opponent
with a charge move when they leost exped it.

- GROUND CROSS UPS

. vidory shouldbe easily within yw{ reuch

e,

D\ there fo moke use of charge parfitioning. Urien's dosh s real-

tried 1o counter throw you, they will get hif by your
t  fricky maneuver. Hide your charges in doshes and-

: '.Fur Urien o vin, be hns fop oy smart. nnnt eve

hit. Ken also has o greaf super jump cross up wif

is going Iu gel dose and | !ry to pre\rem h:m fﬂ:m churgmg hi

RANGES SETUPS FOR UOH >
SUPER ART
Aqinst smel, medier o wide 5= Sraces
(% + P x2), U0H = Tyror P
{+ + MK), UOH = Tyront Pamsn

RESETS

Reset 1 If you land a Chariot Tackle juggle in the cormer, you com et

your opponent with a MP and immediately cancel info Jupiter Thunder.

Jupiter Thunder comes out so guickly that it is extremely hard fo react

fo and parry. It will start o new juggle combo and do massive stun dom-

age. You can use this to set up an instant dizzy that leads to almost -
100% life on shotos. If you land an EX Dangerous Headbuti againsi an
opponent in he corner, juggle with 2 Choriot Tackle {LP)s, then hit them

with MP = Jupiter Thunder. This will dizzy o shoto. Finish them off with

a jump in HK, + + HP. and juggle with Chariot Tackles and cancel info

another Jupiter Thunder if you have enuugh meter

PARRY SETUPS AND TACTICS

When Urien does o wakeup Dangerous Headhutt, it might whiff on some
couching characters. The move comes ouf fast and is hard fo react to. A
down parry in this sifuation might just catch an opponent’s attempt 1o
punish your whiff. This could be the opening Urien needs to land his
deadly + + HP ond start a juggle combo or unblockable Aegis sefup.

Urien can cross up Twelve, Hugo, and Necro in any corner.

Urien can cross up Yun, Yang, Dudley Chun-Li mid screen after a juggle
that ends with o Dangerous Headbuft.

FAVORABLE MATCH UP: HUGO

Hugo is really tall. Urien can use this to his advantage and really annoy
and frustrate Hugo with high Metallic Spheres. Hugo cannot walk under
them. Urien can keep Hugo away for a long time and build up his meter
af the same fime. Keep him away with Metallic Spheres, and only attack
when you have meter. Chorge in and acfivate Aegis Reflector and get os
much domage as you can. Affer that, dash back, throw some more high
Metallic Spheres, and build your super meter up again. Urien should
have an easy time keeping Hugo away. Only get close fo him when you
are ready fo aclivate Aegis Reflector. Play it safe against Hugo, uncl 0 =

S i3

(FE=1150]]

UMFAVORABLE PMTGH UP KEN

Urien wants fo keep charadters avay unfl
Reflector. Urien will have o hard fime frying
cannot use his & + MK at oll against Ken.
always beaf Urien's. Ken can buffer supers saf
away with his low forward and connect with S

and EX air hurricane kick. Urien just h&s fo deal with the fucl i|_1

see Ken sfick ouf o low foward, then s ok fo + + MK |1|m
want fo sfick out pokes 1o iry fo keep Ken away, stick -
This will do  good job of stopping Ken from mindlessly z zumng witl Jow
MK. When Ken crosses you up, just block and wait it out. IF he does any-
thing other than his MP, HP chain or 4 + LK x2 immediately, then he is
probably going for some sorf of fick set up. Try fo Dangerous Headbuii
(LP) him between hits and knock him down. Get your meter, and adi-
vate Aegis Reflector, ond just ploy Urien's gome. This match will be
tougher than most, but if Urien con keep getfing meter for Aegis
Reflector, he will chip away at Ken's lifebar bit by bit.
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Uang

NORMAL MOVES
STANDING

HP hos good range and deals
decent damage. Use it fo beot
onticipated attacks early at close
range.

MK is an upward kick with that
covers quite o bit of area. Good
in anticipafion fo jumps at a close
range. Hits most crouching char-
aclers.

HK has ridiculous range, usually
greater than any opponent’s best
poke ronge, and still hits most
trouching opponents. Also good
against anticipated jumps from
further away, must be done early
in this case, however.

41 + Moy
dH + Hoi§
N1+ 1S

dW + Hni§

SPECIAL NORMALS

+MK Sepnuu Kyoku
S| sTaRT up [ J‘

Lo i

Fairly fast command overhead with good range. Can be done from
rather unexpected ranges for passable damage.

While jumping, » + K Ruigeki Shuu
S (starTur (6 (B r

A diving kick with a steep angle. Button strength controls Yang’s angle
of descent. Yang's game revolves around this atfack. Use it to get close
quickly after a successful knock down. It can be used in an offensive
manner fo gef close and stay on top of opponents. Depending on how
close this move is done and how high up the move is blocked, the
Raigeki Shuu can carry varying frame advantages or disudvontages.
Ii's important 1o learn fo pick the right kick strength so that this move
hits late. Also, because of the varying angles, it’s possible fo use
Raigeki Shuu to set up highy/Tow,/throw guessing games by whiffing o
Raigeki Shuu, landing, throwing, or going straight info + + LK (x2),
or not whiffing it af all, making it hit exiremely deep, which hits high.
If o deep Raigeki Shuu is blocked, Yang has a slight frame advantage
to work with fo start a mix-up gome.
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STANDING CLOSE

(lose MP is Yong's best close mid-
level attack. It hos o decent
amouni of frome odvantage
after it, allowing Yang verify and
combo with LK = EX Tourou Zan.
1 MP is blocked, walk up Zenpou
Tenshin, + + LK (x2) = EX
Tourou Zaon, or universal over-
head linked into LK = EX Tourou
Zon ore all good patterns in this
situation.

(lose MK is a super jump cance-
luble kick that launches. Use if as
anti-air or a safe mid-level atiack

on wake up. Whether or not it

hits, you con cancel the atnck
into o super jump, allowing you
to juggle after it. If it's blocked,
follow up the failed attack with
one of Yang's many Raigeki Shuu
patterns.

dH + HW * d1

LK ____Close Short

START UP @

(ERERED

(START UP_ (14 )(1]




SPECIAL MOVES
#%~ +P (up to 3 fimes; 5 for EX) ; Tourw Zan +x=++K i Senkyuutai

\ CROUCHING

+ + LK (x2) is the opening to

‘ Yang's most useful combo: + +
LK (x2) = EX Tourou Zon. It is
also one of the only safe ways fo
lond super arts off of o low
attack. Use it for set ups and
guessing gomes like + + LK,
command throw, or 4 + LK, MP
HP « + HP chain.

# + MK s Yang's only decent low
poke. Although slow, use + + MK
= EX Tourou Zan fo punish
whiffs if done early. Also useful
us anti-air because Yang's crouch-
ing hit box is so low.

Yung’s most impﬂ]’fﬂ]‘ﬂ SPE(iEII attack ot close ranges.  Button sjrengfh determines how far the [ |m\re|5
Does good damage and knocks down. Each segment  hefore the kick segment. MK, HK and EX versior ar
of the attack can be delayed slightly, meaning i's pos- g juggle set ups, lafter MK or H
sible for Tourou Zan follow ups late ofter the previous  Senkyutar, dose MP or LP). Use it o go under pro-
Tourou Zan slash. This is good for fricking opponents jectiles or close range combos. EX version fravels fur-
info thinking you're going o refreat, stopping ot one  ther and faster while: doing more domage.

slash, ollowing you to refaliale when opponents

strike, thinking you're of o disadvantage. Because of

the mulfiple hits, it's possible to verify a hit after + + > tx+K m
MK =Tourou Zan (LP) for 1 hit. The first hit of the LP . g
version also hus o slight frame advantage after i,
ollowing Yang stop at the first slash and mix-up with
walk up throws. Because of the EX version's increased
speed, it combos off + + LK {x2), providing a flexi-
ble combo. The EX version is also a good whiff pun-
isher. This attack alone makes Yang deadly af dlose
ranges, an imporfant move to his arsenal.

b e+ P E\iuklid-gzi:_shnudu

# + HK is o sweep that moves
Yang forward. Good for punish-
ing whiffed aHacks.

JUMPING

Kaihou travels varying distances depending on the
hution strength used. Although heavily open fo attack
on start up and recovery, this move is imporfant when
wsed in combination with Tourou Zan, os both the nor-
mal and EX versions of the Tourou Zan knock oppo-
nents fairly for away. Use LK or MK Kaihou to close
distances and sfort another offensive potiern.

Pressing two punches instead of one “fakes” the
attack, cancelling just before the punch. Very slow
start uL: hut extremely good priority bec its

large hit box. Use from far away in o
against @ jump n or an ‘attack with range. Faking the
move is useful in wake up or close range situations
fo bait o high purry, allowing you to lond o + + MK
> Tourou Zon or walk up fhrow.

> % b+l Z'e'n-g'n;ﬁ_Tenshin[

3 THROWS

|

Command grab that swmhes sides with Oppnnems 4
and leaves them open for a comho, specifically + +
MK =Tourou Zan (HP / EX). This move can lead to
major damage off of a throw. Hus slightly more
range than a normal throw.

LP + LK
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SUPER ARTS
SUPER ART |

x> du=++P

Raishin-Mahhaken |

Raishin-Mahhaken is Yang's most domaging super art. It combos easily
off of # + MK, making it ideal for punishing whiffs. It provides o mid
range poke that con lead fo big domage. Raishin-Mahhaken is the only
non-projedile super art in the game with frame advantage if blocked.
This allows Yang the freedom fo be some-
what random with it if he chooses. As long
os it makes confact, Yang cannot be hif
back. Throwing out this super art randomly
| from fime o fime can make up for its lim-
ited combo ability. If opponents fear that
| Yong might use a super art on them at ony
4| moment, they might be more hesitant to
&l throw out random pokes, or pressure Yang
on wake up. Use this fo your advantage fo
| be more offensive and land more throws.

Raishin-Mohhaken only stocks one super
meter, and the bar is very long. Be conserva-
five with EX moves if you plan to have enough meer fo land this move.

Recommended Super Art:
Tenshin-Senkyutai

Yung's EX Tourou Zan is too good to ignore. Tenshin-Senkyutai
gives Yang the meter he needs to unleash an onslaught of EX
slashes to keep on the offensive pressure. Tenshin-Senkyutai also
gives Yang the option to verify o comba into super ort from dose
range. With a short siart up, it is able fo punish many moves in
their recovery as well. Tenshin-Senkyutai is an all around good
super art for Yang.

TARGET COMBOS

LK = MK = HK

Quick three hit chain that does minor domage. If is
easy and completely sofe if blocked.

e

MPS HP > « +HP

Three hit chain with o super art cancelable last hit.
Deceni range and domoge. Good way fo lond o
Tenshin-Senkyuiai off of a mid-level hit.

JUMPING MK = « + MK

Two hit air choin ending with Yong's Reigeki Shuu.
This combo helps versus opponents that anti-air
parry often.

SUPER ART Il

tu+du+K

- Tenshin-SenkElniI

Yang stocks of two super meter for Tenshin-Senkyutai. It combos nicely
in o variety of situations because its homing properties. Yang rolls vari-
able distances bused on ihe locafion of opponents. It is good for rolling
under projeciiles from mid screen. Tenshin-Senkyutai eusily combos
hehind MP. HP, « + HP farget chain, as well
os + + MK = Tenshin-Senkyutai, + + LK
(%2) = Tenshin-Senkyutai, + + LP (x3) >
Tenshin-Senkyutai, and links off of 4 + MP.

Ll Work fo manage super meter fo allow an
| assortment of EX moves along with Tenshin-
Senkyutai. Selecfing this super art could be
used solely for the purpese of storing meter
for EX moves.

CONMBOS YOU NEED TO KNOW

4 HITS
TOTAL DAMAGE: 26
+ + MK =Tourou Zan (LP)

Flexible low combo. The first
slash of the Tourou Zan (LP) hos
o slight frame odvantoge offer it.
Verify o hit off of + + MK >
Tourou Zan. If it hits, finish the
Tourou Zan command and combo
the other two slashes. If it doesn't
hit, either hesitate the follow up
sloshes to make it look like
you're stopping the attack, then
either execute delayed follow-
ups or stop affer the first slash,
then ether walk up throw or + +
MK =>Tourou Zan (MP).

7 HITS
TOTAL DAMAGE: 35
+ + LK (x2) = EX Tourou Zan

Flexible, verifioble low combo.
Very good domage. Knocks
down. If + + LK (x2) is blocked,
Yang remains close, walk up
throw, walk up + + LK (x2) =
EX Tourou Zan again, or immedi-
ately hit MP = HP.

7 HITS
TOTAL DAMAGE: 39

Close MP linked info LK = EX
Tourou Zon

Flexible, verifigble combo of o
mid level atfack. Does good dom-
age, knocks down.

4 HITS TOTAL DAMAGE: 31

EX Senkuutai, juggle with early
close MP

Good for gaing under projectiles.
Its possible fo cancel MP into o
Koihou (LK) to feleport right
directly nexi to opponents os
they are flipping ouf of the LP
putting Yang into prime position
to aftack. + + LK (x2) = EX
Tourou Zon or Zenpou Tenshin
linked into + + MK = Tourou
Zan are good in this situation.

4 HITS
TOTAL DAMAGE: 31

Close MK, juggle with immediate
Senkyuutai (MK), juggle ogain
with LP

Okay as an early anfi-air or after
an anfi-air parry.

2 HITS

TOTAL DAMAGE: 37
CORNER ONLY

Byakko Soushouda, jugale with
on early HP

Simple high domage corner jug-
gle. Not very useful, but the only
decent option if Byakko
Soushouda happens to hit while
on opponent is cornered.

SUPER ART Ill

x> 4+u=+4P

T SeierEabu]

Yang gains two shadows that mimic his moves with a slight delay. This
allows Yang to recover while his shadows are attacking, allowing links
to other attacks, meaning the combo can continue for the duration of
Seiei-Enbu. As the Seiei-Enbu time runs out, it's possible fo link one

more combo that extends after the super
1 arf runs out.

Seiei-Enbu cannot be comboed inio, so
there are no guaranteed setups to land o
Seiei-Enbu combo. The best way fo use
Seiei-Enbu is fo activate it after scoring o
| knockdown. As opponents get up, mix up
overhead, low, and cross up attacks fo find
an opening. Once you land that first hit,
confinue to combo until the super meter
runs out. You must combo many Tourou
Zans in order fo keep Yong moving forward
to stay in range. The inability fo combo into
Seiei-Enbu is its biggest limitafion. If an opponent is able o react to all
of the overhead attacks and cross ups, and blocks everything else low,
Yang will not be able 1o initiate o combo. Yang’s only other option is to
grab them with Zenpou Tenshin in order fo start the custom combo.

I you're able to land o cross up Raigeki Shuu while in Seiei-Enbu, go
into a high/low pattern to make it difficult for opponents fo block. After
the Raigeki Shuu, land and use + + MP, + + HK. Yang hits them with
+ + MP while his shadow is stil hitfing with o Raigeki Shuu up high. If
you are oble to knock down with + + HK, Yang is in perfect posifion to
super jump and cross up Raigeki Shuu again and repeat the sequence.
Each knockdown reseis the domage, so the domage potential of this

confusion pattern is very high.

5~7 HITS

TOTAL DAMAGE: 26 ~ 30
Zenpou Tenshin linked info + +
MK = Tourou Zan (HP / EX)

Yang's most damaging options off
Zenpou Tenshin. Use EX with suffi-
dient super meter, or HP when
there isn't.

9 HITS

TOTAL DAMAGE: 49

+ + LK + + LK = Tenshin-
Senkyutai

Flexible, verifiable way fo land
Tenshin-Senkyutai. Knocks down.

10 HITS

TOTAL DAMAGE: 47

MP > HP = « + HP >
Tenshin-Senkyutai

Verifiable way to lond a Tenshin-
Senkyutai. Knocks down.

9 HITS

TOTAL DAMAGE: 69

+ + LK, 4 + LK = Raishin Moha
Ken

Flexible, verifiable way fo land
Raishin Maha Ken. Knocks down.

9 HITS

TOTAL DAMAGE: 49
Zenpou Tenshin linked info + +
MK = Raishin Maha Ken
Damaging option off of Zenpou
Tenshin. Good if it ends the match,
otherwise not recommended.

9 HITS
TOTAL DAMAGE: 67

Close stand strong linked info far
LK = Raishin-Mahhaken

Verifiable, flexible way o land o
Raishin-Mahhoken off o mid
level attack. Knocks down.

28 HITS

TOTAL DAMAGE: 42

Adiivate Seiei-Enbu, UOH, Tourou
Zon (LP), Tourow Zan (LP),
Tourou Zan (LP), Tourou Zan
(LP), Tourou Zan (LP), Tourou
Zon (LP), Tourou Zan (LP), + +
MK = Tourou Zan (HP), = HP
follow up > HP follow Up:

Busic Seiei-Enbu combo thot
starts high off of on overhead.

41 HITS TOTAL DAMAGE: 53
Adivate Seiei-Enbu, 4 + MK =
Tourou Zan (HP) = 1 Tourou
Zon (LP) follow up, link a % + LK
= Tourou Zon (HP) = 1 Taurou
Zan (LP) follow up, link another
+ + LK = Tourou Zaon (HP) =
one Tourou Zan (LP) follow up,
link another + + LK = Tourou
Zan (HP) = 1 Tourou Zan (LP)
follow up, then finally, link link o
+ + LK Tourou Zon (HP). (

Variofion of the repeated. slash
Seiei-Enbu combo that staris low.




STHHTEEU

Tovkuu Koushy

Yang works os a rush down character, but he also has more opfions on
ihe ground than his twin brother because of EX Tourou Zan. EX Tourou
Zon advances Yang forword quickly and beats out most pokes. Use it to
get in on characters in footsie games. If you ever bait out a low poke
that has bad recovery, EX Tourou Zan on readiion to counter attack and
score a knockdown. EX Tourou Zan has good range, use it to hit any
movement you see. Yang's LK is a good poke from mid range. It is fast
and beats many moves, and you can cancel it into EX Tourou Zan fo pun-
ish ground pokes.

From up close, keep pressure on oppanents by mixing up Tourou Zans,
overhead attacks, and throws. + + MK = Tourou Zan (LP) is a good
pressure tactic. It is generally safe when blocked, and moves Yang for-
ward to stay close. If it hifs, it’s possible to finish oll the hits of the
Tourou Zan to knock down and start o wake up pattern. If opponents
block the first hit, there are numerous optians such os walk up throw,
standing punch chain, + + LK (x2), + + MK = Tourou Zan again, or
jump up and Raigeki Shuu. Yang's overhead is also a good move fo keep
advancing and pressuring because of its speed and ability fo go over
some low attacks.

Raigeki Shuu is Yang's main weapon fo attack from the air and move in
on opponents. The three variafions of the Raigeki Shuu provide the abil-
ity to mix it up against o character that likes to anti-air or parry Raigeki
Shuu. Roigeki Shuu (LK) is especially useful in this situation. Jumping
and doing a Raigeki Shuu (LK) in front of opponents may bait ouf an
anti-air or o jump attack that misses. Against a defensive opponent,
whiffing o Reigeki Shuu can lead 10 an opening on the ground.
Opponents may expect the Raigeki Shuu to hit and block accordingly. By
the fime they realize it isn't going to hit, Yong is usually already on the
ground in prime position to throw or go info ¢ + LK (x2), or punch far-
get chain combo. Learn the distances well for all of his Raigeki Shuus so
you can gain position in front of oppanents from anywhere on the screen.

After o blocked Raigeki Shuu, Yang usually has enough frame advan-
tage 1o land and safely start his punch target chain combo, dlose stand
MK and Raigeki Shuu again, or hesitote and Zenpou Tenshin. After the
Zenpou Tenshin grab, Yang not only gefs a combo and knockdown, but
it also sefs up various jumping cross up opportunifies upon wake up.
Another option is to Kaihou immediately fo get back in dose range.
Aguinst certain characters, especially Chun-Li and Makofo, if's possible
to connect with close MK after o Zenpou Tenshin. Super jump concel and
jump towards opponents and hit ith Yang's air targef chain. Time it 50
only the first hit of the chain conneds, causing the second hit fo whiff.
Yang lands before his opponent and has the ability to cross them up on
the ground. If Yang hesitates and doesn’t walk os far, he can uncross
them up, creating an ambiguous situafion. You can eosily confuse an

opponent’s ability o block and often land another close MK to lounch

back into the air to repeat this sequence. Against an opponent who is
quick enough fo react o ihis cross up, grab with Zenpou Tenshin and
start over from the beginning.

Yang does not need to rely on Raigeki Shuus fo get in as much as Yun.
Take advantage of his dive against characters that can't stop his rush,
but don’t take unnecessary risks against characters that can punish him
for it. Yang hos the ability to advance in o coutious and safe manner
with EX Tarou Zan. However, if the Yang player is willing fo toke risks,
and isin + + MK range, cancel + + MK in a Kaihou to feleport next to
your opponent. If you are lucky you can surprise your opponent by tele-
parting behind them. But use this sparingly and with caution because
Yang is highly vulnerable during Kaihou.

Yang has an interesting and effective anfi air in his + + MK. Yang
crouches really low and extends his leg forward as he kicks. Many char-
acfers have o hard fime hitting Yang from the air when he is in his + +
MK animation. Simply walk back a bit and + + MK jump in attempts
right as they hit the ground. Cancel inio Tarou Zan to combo them back
from where they come.

UWAKEUP GAME

Yang can continue to pressure opponents an wake up just like he nor-
mally can when he is close by. But after a knockdown, Yang has enough
time to start up a Kobokushi. Mix it up by doing the foke version, then
going low and proceed to do Tourou Zans, or walk up and throw, or hit
them with his overhead.

Yang can do a similar tricky Raigeki Shuu that Yun can mid screen on a
waking up opponent after a knock down. Jump over their head just os
they are geffing up, and Raigeki Shuu (LK) on top of them. Wait until
Yang is past their center point before using it. At this point, Yang is con-
sidered on the other side of them, so in order fo Raigeki Shuu, you have
to input the command for the Raigeki Shuu s if you were originally
jumping from the other direction. What will happen is Yang will Raigeki
Shuu straight down on fop of them ond hit them in the back of their
body. It loaks like Yang is going o land on the side of he direction he
was jumping towards, but insteod he will pop back out in front of the
lost moment and land back on the side from which he came. It all hap-
pens very fost and is very confusing for the waking up opponent 1o
block correctly.

Yang is much befier equipped fo deal with being in @ wake up situation
than his brother. If Yang has Raishin-Mohhaken, that is free on wake up,
use it at will. Tenshin-Senkyutai is more of a risk hecause your opponent
can dash up and hit you on the way down if they blocked. A sofer opfion
is fo wait it out and look for any opening fo strike. Yang has a lot of fast
normals he can rely on fo get himself out of a wake up pressure situa-
fion. + + LP and LK both come out in 4 frames, and can be canceled into
EX Tourou Zan to get a pressuring opponent off of you. His punch target
chain s also very helpful fo get out of bad situations when up dose.

SETUPS

Ranges setups for UOH = super

Agoinst medium sized characters:
(Zenpou Tenshin), UOH, + + LK = Tenshin-Senkyutai
(+ + MP. + + LK), UOH = Tenshin-Senkyutai
Against wide characters:
{Zenpou Tenshin), UOH > Tenshin-Senkyutai

Agoinst Oro:
No setup is required. UOH > Tenshin-Senkyutai works af clase
distance on crouching Oro.

RESETS

Reset 1: It's possible to reset the damage of Seiei-Enbu every time a new
combo starts. Use a cross up pattern that hits high and low af the some

fime, making it difficult fo block. Afler o knock down (easiest fo sefup

in the corner), activate Seiei-Enbu, jumping MK and Raigeki Shuu (HK)
to cross up, land and + + MP, + + HK. After + + HK knocks down, super
jump forward and begin the sequence again with another Raigeki Shuu
(HK). Repeat until super mefer runs out. You can end the lost sequence
wiith a Zenpou Tenshin fo get extra hits after Seiei-Enbu runs out.

PARRY SETUPS AND TACTICS

Yang is generally safe after o blocked Tourou Zan (LP). However, a lot
of opponents will try fo ottuck Yang before he con do onother + + MK
—> Tourou Zan. This is a great chance fo fry fo parry their incoming
attack low, and then counter with + + MK = Tourou Zan.

Another blocked sequence that tends fo bait low attucks is offer o
blocked + + LK (x2). Try to parry your opponents affack down and
counter with + + MK = Tourou Zan.

GROUND CROSS UPS

Yang can cross up Twelve, Alex, Dudley, Necro, Hugo, Elena, Chun- Liand
he can cross up Ora in any comer.

FAVORABLE MATCH UP: CHUN-LI

Yang can couse Chun-Li ol sorts of problems. Yang can assault Chun-Li
from the air with Raigeki Shuus. Chun-Li doesn't have any solid anti air

moves, so Yang only needs to be careful of parries and an occasional

stand roundhouse. Mix up the Raigeki Shuus, sometimes hitting, some-
times whiffing o Roigeki Shuu (LK) in front of her face. Yang should

* hove no frouble getting in on Chun-Li.

He can also fight ot o distance against Chun-Li, using her own fighting
style against her. Try 1o stay just out side of her + + MK range. If you
see her poke, fry to counter on reaction with EX Tourou Zan. Yang
trouches pretty low down, so if you can bait out o sfanding HP, you con
+ + MK = Tourou Zan underneath it. Yang's LK is another good poke
1o use when approaching Chun-Li. Cancel info EX Tourou Zan fo be sofe.

If Yang is able to lounch Chun-Li into the corner with o close standing
MK, he can juggle her with ll 3 hits of his Tourou Zan (HP). For an even
floshier combo, Connect with o Kobokushi in the corner, then proceed
immediately juggle with Tourou Zan (HP) slosh = LP slash follow up
very quickly, wait, HP slash = LP slash follow up again, then juggle
with one LP slash, then hif HP.

UNFAVORABLE MATCH UP: KEN

Yang doesn't have very many safe offensive options against Ken. Using
Raigeki Shuu leaves Yang wide open fo anfi air Shouryukens, jumping
attacks, and random EX Tatsumaki Senpuu Kyakus. Yang's ground game

is not any safer. Ken olready out distances Yang with his + + MK. Bufit

is Ken's super art 3 that shufs Yang down. Yang can nof advance on Ken'
with fis Tourou Zan because Ken con punish the recovery of the MP, HE. -
and EX versions. It s really hord for Yang to ever ueidnse token.

For Yang fo win this match up, he has fo rely his pokes more than ever.
Be patient and try to counter the recovery of ane of Ken's + + MKs wi
an EX Tourou Zan. If you can scare a knock dovin, Yong hes a chan
gel in close and mix if up with throws and # + MK = short Taurou Za
But once Yang gets pushed away again, it will be hord to get back in.

-5 .
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NORMAL MOVES
STANDING

HP is o decent poke with good
range. From the right range, it
beats low atiacks dlean.

MK travels upward and covers a
significant area. Good against
onticipated jumps af o dose
range. Hits most crouching char-
acters and is usually sofe if
blocked.

Use HK to anficipate some
whiffed attacks just outside of an
opponeni’s max poke range. The
slow stari up can also bait an
attack. If this move hits, it knocks
down, but hus terrible recovery.

d1+ Hois
dH + 1S
W1+ Hnig

dW + H0is

STANDING CLOSE

Close MP is Yun’s best close mid-
level attack. It hos o decent
amount of frame advantage
ofter, allowing you to verify ond
comho after it with LK = Zeshou
Houho {LP). If MP is blocked,
walk up Zenpou Tenshin, + + LK
{x2) = Zeshou Houho (LP).

Close MK launches and is super
jump cancelable. Con be used as
anti-air or a sofe mid-level atfack
on wake up. Whether it hits or not
i's possible fo cancel the aftack
ofter it connects into a super jump,
ollowing juggles ofter if, or if
blocked, follow up the foiled attock
info o Raigeku Shuu potfern.

(Rt P (9 ) e
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dH + W + d1

AW + Hnig
HH + Uni§

SPECIAL NORMALS
» + HP : Dakoi
! START UP ( r

Command attack that moves Yun far forward with a Kobokushi. Very
good range, slow start up. Hus the added bonus of bieng able o beat
jumping cross up attempts because of the hit box behind Yun. Very
risky attack, heavy recovery, vulnerable o jumps. Use with caution.

=k ._....

Senpuy Kyaku
START UP [ [I]r

Fairly good speed for an overhead with good range. Can be done
from rather unexpected ranges.

While jumping, « + K

Roigeku Shuu
starTup (6 ) !’ (=) r

Button strength controls the angle Yun dives at. Yun's game revolves
around this attack. Use to gef close quickly after a successful knock
down. Can be used in an offensive manner to get close and stay on
iop of opponents. Depending on how close this move is done, and how
high up the move is blocked, the Raigeki Shuu carries varrying frame
advantages / disadvantages. It's important fo learn fo pick the right
kick sirength from different distances so that this move always hits
late. Also, because of the varying angles, use Raigeku Shuu 1o set up
highy/low/throw guessing games by simply whiffing a Raigeku Shuy,
landing, throwing.
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CROUCHING

| + + LK (x2) is one of Yun's only

: safe options to land super ars off

: of a low attack. Use it for set ups
and guessing games, like + + LK,
command throw, or ¢ + LK, MP
HP =+ + HP chain.

poke. Although somewhat slow,
+ + MK > EX Tetsuzankou or
Sourai-Rengeki can be used to

l
|
L
f : + + MK is Yun's only decent low
E punish whiffs if done early.

JUMPING

THROWS

SPECIAL MOVES :
+ x> 4P Zeshn-u Hovho| 4 « +P E k;il-okushi

“@ =

Button strength determines the speed and distance it Pressing fwo punches instead of one fakes the attack,
travels. Very fast on start up, heavy recovery. Good  cancelling it just before the punch. Very slow start up.
for ground comhos and some juggles. Use the LP ver-  Exiremely good priority because of ifs large hit box.
sion fo punish some whiffed attacks. Can be used from far away in anticipation to beat o
jump in or an aftack with range. Although risky,
Kobokushi can be canceled into from [P > LK >
P farget chain. Fake in the same situation fo keep
players from parrying the palm thrust, allowing you
to mix up with o' walk up throw.or + + LK (x2).

N Nishou Kyake |

The MP, HP and EX versions of this affock ore o jug-  Yun's most damaging, comboable speciol. The nor-

gle sef up. Button strength defermines how far the  mal version has some use in combos versus standing

move travels. Can be used to travel under firehalls in  choracters and some juggles. The EX version gelso
a limited manner, The LP version is especially useful  speed incrense and allows for juggles after it i
in combos with super arfs. The EX version gets o Good os anfi-gir, and somewhat useful o5 a revers
HUGE speed and distance increase. Very good for 'jhut whrlfs versus some crouch '
punishing whiffed attacks from far avay
under pru;adiias Safe fram most everyth
handful of super arfs if blocked.

+> % etk

Command grab that switches sides with opponents
and leaves them open for @ combo. Incredibly useful
us it can lead to major domage off of a throw. Hos
slightly more range than a normal throw.
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SUPER ARTS
SUPER ART |

tu+tu=>+P

You-Hou |
You-Hou s only three hits, but those hits do on incredible amount of
domage. The lost hit sets up o juggle siate to continue o combo. A bosic
finish is Tetsuzankou (MP), Zeshou Houho (LP). You-Hou conveniently
combos off both of Yun's LP. LK, MP and MP HP. < + HP target chains.
1t’s also possible to juggle an opponent with
You-Hou after Yun's neviral throw before
they hit the ground. You-Hou has a solid
window of invulnerability af start up. Use it
| 1o blow through certain attacks, or o5 @
| solid onti-gir. You-Hou is so strong that it

| hos 100% combo possibilities on Akuma
| ond on o morphing X.C.O.PY. Twelve.

You-Hou's main flow is the length of the
bor. I tokes o fairly long time fo build up
enough super mefer fo use You-Hou. When
Yun doesn't have any super mefer, he can-
not do ony domaging combos. At those
times he's not infimidating enough fo discourage wake up moves and
random attacks because of the low risk/reward ratio.

Recommended Super Art: Genei-Jin

Genei-Jin is so good that there is no need to ever pick You-Hou
or Sourci-Rengeki. The dumage potential is great and the super
meter is short. Expect fo refill super meter in no time after a
Genei-Jin combo. Genei-Jin is deadly when comboed, and
always scary whenever and wherever activated.

TARGET COMBOS

JUMPING LP - HP

Decent two hit jumping attack versus players who
anti-air parry often. Can be used in juggles.

$TMP - ¢ + HP

Hot so good, safe three hif chain. Does mediocre
damage, but able fo be parried high or low.

-

4+ +HK > HK

Two hit chain starfing off a sweep. Decent domage.
Second hit has terrible recovery however.

L

MP > HP = « + HP

Three hit chain with a super ort cancelable lost hit.
Third hit knocks down. Decent range and damage.
Good way 1o land o You-Hou off of  mid-level hit.
Verifioble through the first two hits. Slight frome
advantage ofter the second hit.

CLOSE LP = LK => MP

Flexible three hit chain with a cancelable lost hit.

Yun's main opening for combos. The last hit of the

chain carries o small disadvantage that is punishable

with o fost super art or Ken's Shouryuken (LP).
However the chain is perfectly verifiable off of the first two hits, so
you never need to chain into the third hit if it's blocked.
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SUPER ART I

+u=du+4+P

= Snurui-RenEki l

Sourai-Rengeki is the perfect super art for a rush down style Yun play-
er. Sourai-Rengeki provides three medium sized super meters, which
frees up the use of EX moves without worrying about super meter man-
agement. Sourai-Rengeki combos verifiably off of Yun's LP, LK, MP far-
get chain, as well os + + LK (x2). Use + +
MK => Sourai-Rengeki to punish whiffed
pokes or throw attempts, os well os stop-
o ping dashes. Buffer super art motions info
the move when out of range for an auto-
mofic super art if it hits something. When
Sourai-Rengeki connects, it knocks down
and sefs up a cross up Raigeku Shuu appor-
tunity on wake up. Constanily keep on the
pressure with Sourai-Rengeki, landing super
art after super art if super meter permits.

is geored towards an aggressive style of play. Against certain characters,
especially Ken, Yun is prone fo get hit by random jumping attacks and

anti-girs.

COMBOS YOU NEED TO KNOW

2 HITS

TOTAL DAMAGE: 20

++ LK + + LK > Zeshow
Houho (LP)

4 HITS

TOTAL DAMAGE: 25

Close LP = LK = MP = Zeshou
Houho (HP)

5 HITS

TOTAL DAMAGE: 28

Close LP = LK = MP = Wishou
Kyaku (HK)

3 HITS

TOTAL DAMAGE: 25

Close MP linked into o for LK =
Zeshou Houho (LP)

3 HITS

TOTAL DAMAGE: 22

Zenpou Tenshin linked info 4 +
MP = Zeshou Houho (MP)

8 HITS

TOTAL DAMAGE: 36

Zenpou Tenshin linked info # +
MP = Sourai-Rengeki

6 HITS

TOTAL DAMAGE: 52

Zenpou Tenshin linked straight
info You-Hou, when oble, imme-
diately juggle with Tetsuzan Kou
(MP), when you recover juggle
again with o Zeshou Houho (MP)

6 HITS

TOTAL DAMAGE: 40
Cose LP = LK > MP > EX

Tetsuzan Kou, juggle with an
early Zeshou Houho (LP)

5 HITS

TOTAL DAMAGE: 50

Anfi-gir + + MP = EX Nishou
Kyoku, juggle with a semi late
Nishou Kyaku (HK).

3 HITS

TOTAL DAMAGE: 28

Close MK, super jump cancel, jug-
gle with o semi late LP = HP
thain.

10 HITS

TOTAL DAMAGE: 55

(lose [P > LK > MP >
Tetsuzan Kou (LP) => Sourai-
Rengeki

8 HITS

TOTAL DAMAGE: 67

MP = HP = « + HP = You-
Hou, juggle with an early
Tetsuzan Kou (MP), juggle again
with @ Zeshou Houho (MP)

7 HITS

TOTAL DAMAGE: 78

+ + LK, + + LK => You-Hou, jug-
gle with an early Tetsuzan Kou
{MP), juggle ogain with a
Zeshou Houho (MP).

8 HITS g\
TOTAL
DAMAGE: 50

¢l 8+ 1K |
-> Sourai-Rengeki \

SUPER ART Il

tu+du++P

Genei-Jin is arguably the best super art in the game. It has the shortest
super meter and hos the highest domage potential of any super art.
With Genei-Jin activated, any hit can lead fo a juggle stole and o big
combo. There are many ways to combo into Genei-Jin. The most often
used sefup is fo acfivate offer canceling
LP. LK, MP target chain and linking Genei-
Jin hits ofterwards. When juggling oppo-
nents, after the Genei-Jin fimer runs out it's
possible to continue 1o juggle a few more
times for added hits of exira domage. Yun
also starts to build up super meter with
those last few hits. An average full Genei-
Jin combo can replenish around 15%-20%
of the super meter.

15 HITS

TOTAL DAMAGE: 92

LP, LK, MP target chain = Genei-
Jin, 4 + MP = Dakai, hop kick,
hop kick, HP, hop kick, hop kick,
fierce = Tetsuzankou (MP),
Tetsuzankou  (MP),  Dakai,
Teshou Houho (LP).

Basic corner Genei-Jin combo.

18 HITS
TOTAL DAMAGE: 75

P LK, MP farget combo =
Genei-Jin, + + MP HP =
Tetsuzankou (HP), Zeshou Houho
(MP), MP, hop kick, hop kick,
Dakai, Zeshou Houho (MP), close
MK, Dakai, Zeshou Houho (LP).

Busic full screen Genei-Jin
combo. Has the opfion for o reset
opportunity to achieve more
meter after the combo, o to land
u Zenpou Tenshin.

@

13 HITS
TOTAL DAMAGE: 94

+ + MK = Genei-lin, + +LP=>
Dokai, hop kick, hop kick,
Kobokushi, hop kick, hop kick,
Kobokushi, Nishou Kyaku (HK),
Tetsuzankou (LP), Dakai, Zeshou
Houho (LP).

Very good domage off of a low
attack in the corner. Cannot be
parried high. Good for mix-ups
ogainst wake up parry attempts.

12 HITS
TOTAL DAMAGE: 104
CORNER ONLY

Close MK (super jump cancel) =
Genei-Jin, Kobokushi, hop kick,
MP. Kobokushi, hop kick, MP
Kobokushi, Nishou Kyaku (HK),
Tetsuzankou (LP), Dakai, Zeshou
Houho (LP). _

MK must be super jump conceled
to be able to super cancel into
Genei-Jin. Most damaging bosic
combo that works on all charac-
ters in the corner. Stand for-
ward is o mid oftack that
cannot be parried low.
Good for mix-ups against

woke up  parry
atfempts.




STRATEGY

Gekitou Sui

Yun works well os o rush down character. His Raigeku Shuu is his moin
weapon to attack and move in on his opponent. The three variations of
ihe Raigeku Shuu give Yun the ability to mix it up against a character
that likes to anti-air o parry the Raigeku Shuus. The short Raigeku
Shuu is especially useful in this situation. Jumping ‘and doing a short
Raigeku Shuu right in front of the opponent can bait out and anti-air or
a jump atfack that misses. Against a defensive opponent, whiffing a
Raigeku Shuu out in front of them can lead 1o a free opening on the
ground. They may expect the Raigeku Shuu to hit them, and block
accordingly. By the time they realize it isn't going to hit, Yun is usually
already on the ground in prime posifion to throw or stort o target chain
combo. Learn the distances well for ol of his Raigeku Shuus so you can
gain posifion in front of your opponent from anywhere on the screen.

Yun s very much o momentum character. When he starts Raigeku
Shuuing and scores knockdown after knockdown, it is hard fo get him off
of you. But if he is constantly attacking, he is very open to be hit by a lot
of random things, namely onfi-uirs, jump attacks, and parries. His
Raigeku Shuu is his hest attack, but also his most vulnerable move.
Someane with quick reflexes can either parry, or immediately jump upon
seeing o Raigeku Shuu. When this staris happening, it is very hard for Yun
to confinue attacking fo keep his momentum going. Raigeku Shuuing
from the ir is Yun's best avenue of attack. His ground game is rather lim-
ited. Rondom Tetsuzankou (MP)s from fime fo time can help get Yun in,
but they cambe parry beit to someone who is looking out for them.

ADVANCED TACTIC: KARA KOBOKUSHI

With basic and easy to do Genei-Jin combos, Yun already has the high-
est damage potential in the game. But there is o technigue he can use
1o further increase the domage of his Genei-Jin combos. Kobokushis are
Yun's most damaging move. In most Genei-Jin combos it is ideal fo do
as many Kobokushis os possible. But Kobokushis move Yun away a sig-
nificant distance fo where he can’t normally follow up with another
Kohokushi without first doing a few moves that progress him forward o
bit. Yun can get around this by kara canceling info o Kobokushi with
moves that move him forward. By kora canceling, Yon can do repeated
Kobokushi Genei-Jin combos for insane omounts of domage.

There are two methods 1o kara palm, and they are both equally hard.
The first method is as follows: While in Genei-Jin, do o far MP and can-
cel it into LK and cancel info Kobokushi. You have to hesitate in cancel-
ing the MP in order to allow it to move Yun forward for enough. The LK
needs to be cancelled immediately into a Kobokushi in order o give Yun
enough fime to juggle the opponent. A technique to help make this a li-
tle bit easier is to hold down sirong. Then when you press short, hold
that down to prevent yourself from negative edging o Zenpou Tenshin
accidentally. Then as you go fo press punch for the Kobokushi, first let
go of strong 1o get the negative edge, then drum job ond fierce fo help
with the timing of it. If done properly, after the MP. you should only see
the LK for a fraction of a second hefore the Kobokushi comes out.

The second method is: While in Genei-Jin, do o MP and cancel it into low
roundhouse and cancel into Kobokushi. Like the previous method, make
sure strong has enough fime to move Yun forward before you cancel .
Try to hit roundhouse at the DB part of the Zenpou Tenshin input. Hold
roundhouse to prevent any negative edge. Then drum all three punch-
s 1o hif the Kobokushi o the right time. If done properly, you should
hear Yun give his famaus “Whoo" yell before being interrupted by the
Kobokushi sound.

ADVANCED GENEI-JIN TACTICS

While Genei-Jin is absolutely lethal at point blank range, it also has the
effect of allowing Yun the ability fo get in on charaders from a ful
screen away. Ken for example can counter all of Yun's rush-down tacics
and keep him away from landing comhos. If Yun activates Genei-Jin
however, Yun has the advantage now because if Yun lands any hit, it can
lead to a high damage juggle. All of Yun's pokes are super fost and have
super priorify during Genei-Jin. If Yun con’t get in on a cerfain charac-
ter, all he needs fo do is activate Genei-Jin from a safe distance away,
then he can start his offensive rush down for free. If the opponent is
unwise and fries to attack, they will most likely get beat by Yun's high
priority Genei-Jin moves. With Genei-Jin aciivated, Yun has the ability
to control all the space around him for the few seconds it lusts. This
should be sufficient to get close to the opponent and score some dom-

age os well as a knock down. Then Yun can safely mount an offensive

strike os the aggressor in o wake up situation. IF Yun starts fo get in
trouble and loses his momentum, he can simply wait until he refills his
meter and can activate Genei-Jin again before he tries fo attack again.

Another way to score damage during Genei-Jin when the opponent is
blocking is to go for lots of hop kick overhead atfacks. Yun's overhead
comes out fast and does good domage. You can “hide” the overhead by
doing o MP first and canceling into the overhead. After you have frained
them to look for overheads, you can start fo mix it up with low attacks
into either Dakai or a Kobokushi. If they anficipated wrong and blocked
high thinking an averhead was coming, you will knock them over and
initinte o Genei-Jin juggle combo opportunity.

WAKEUP GAME

When Yun knocks someone down, he has o huge bag of fricks he can
rely on fo continue to score domage and apply pressure. His Roigeku
Shuu is his most useful weapon. In the corner, Yun can cross up nearly
every character with a properly fimed Roigeku Shuw on wake up. If the
cross up hits, follow up with @ combo. IF they block, Yun hos many
options. Since Yun is in the corner at this point, he can Zenpou Tenshin
and flip over them, and combo them hack into the corner and repeat the

whole process. Yun can also fick into Zenpou Tenshin fo mix it up. Stand

jub, % + LK, and + + MK are good fick throw setups. Another oplion s
to immediately do dose stond forward ofter a blocked Raigeku Shuu.
You can super jump cancel the MK and Ruigeku Shuu Ihem again.

When Yun is the one knocked down, he has very few upimns to gef a
character off of him. His only decent move in this situation is an EX

stand up fo either throw or gain position, immediately + + LK =
Sesshou Hohou. Other than these opfions, Y isn't the best character af
dealing with being cornered.

SETUPS

Ranges setups for UOH = super

Aguinst medium sized characters:
(Zenpou Tenshin), UOH, + + MK = Sourai-Rengeki

Aguinst wide choracters:
(Zenpou Tenshin], UOH, + + MP = Sourai-Rengeki

Against Oro:
No sefup is required. UOH = You-Hou or Sourai-Rengeki works at
close distance on crouching Oro. Yun con even do UOH - jab,
short, strong farget chain = Genei-Jin on crouching Oro,

UNFAVORABLE MATEH m_r xsm

RESETS -

Reset 1: If Yun is able fo catch an air borne opponent with a jumping
MK, and lands before they do, he can activate Genei-Jin before they
land and Zeshou Houho fo juggle them before they it the ground. They
are now in a juggle state for Yun fo confinue comboing them. The oppo-
nent can parry the Zesshou if they anticipate if, butit is 3 hits and comes
out fast, so it is difficulf fo see and do.

Reset 2: During a mid to full screen Genei-Jin combo, Yun can reset the
juggle, causing the opponent 1o flip back and recover. Yun can then it
them before they land on the ground to start a new Genei-Jin juggle
state. You will know if you are successful if the combo counter restarts
back at 0 hits. The reason you would want fo reset the combo is because
scaling of the super meter is olso reset. When Genei-Jin ends, Yun can
land o few extra normal juggle hits before the opponent hits the
ground. Those hits give Yun back some of his super meter. The amount
of mefer he gefs per hit is dependant on haw many total hits the combo
was. Refilling the super meter hos hit scaling similar to damage scaling.
But in a reset combo, all of this is reset as well. So each hit after the
reset gives back o ton of meter because the combo is starting over and
is only o few hits ot that point.

PARRY SETUPS AND TACTICS

If you adtivate Genei-Jin while the opponent is blocking, do some over-
heads and then hesitate. Make it look like there is an opening in your
pressure factics to bait them to hit you. Most opponents will do o low
move fo try to hit Yun during or after an overhead. This is when you
down parry. If they siuck out o low poke, you can then + + MK =
Dakai to launch them into the corner and initiate a juggle combo. If they
do nothing and continue to block, simply continue on with your barrage
of Genei-Jin attacks.

Yun can cross up Twelve, Alex, Dudley, Necro, Hugo, Flena, Chun-Li, and
Oro in any corner.

Yun can cross up lhuki, Yun, and Yang only in his own corner.

FAVORABLE MATCH UP: CHUN-LI

Chun-Li controls the ground, but Yun doesn't primarily atack from the
ground. Yun can successfully atfack Chun-Li from the air because she
doesn't have any solid anti-air moves. Use Raigeku Shuu on her. Be
careful ahout Raigeku Shuu being parried, but whiffed Reigeks Shuu
(LK) cam overcome this. Even if Chun-Li s successfully stopping Reigeku
Shuu rushes, Yun always has the opfion fo run uwuy and huild super

mefer.

-~ Avoid having Raigeky Shuus parried or mummd = he able;lo hundle
 Chun-Li without many problems. One thing fo be curefuf of i (huE—hs
 low jab. It the quickest normal move in the gor
Yuns uﬁntks in Genei-Jin. Option down

tralize this threat .
Nishaw Kyaku. But it is very vulneroble if it misses. IIwnIlIendtomISS_ﬁ .sequenc_es vl I b g

if the opponent is crouching. A better opfion s fo wait it ouf and block
and look for a safe opportunity 1o attack. If you see your opponent

Ken is the reason Yun needs the ru ; fric
Yun hos o hord time atfacking Ken without Gengi-lin acfivaied. Ken's
Shauryuken (HP) covers plenty of ground, perfeﬁfnr punishing whiffed
Raigeku Shuu (LK). Yon must e careful every fime he jumps. Ken's
jumping HP and HK consistently stop Yun from jumping in ond Rnlgéku
Shuu attempts. Also, since Yun spends so much time in the air, he is at
risk for random jump EX hurricane kicks. Getting in on the ground is not
any easier. Ken keeps Yun away with low MK,

For Yun to win this match, he must run away. Only attack when it is safe,
meaning with Genei-Jin aclivated. Keeping Ken away long enough to
build up super meter is no easy tosk. Play carefully with patience, wait-
ing for the right fimes 1o atfock.
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Gill

NORMAL MOVES
STANDING

R | (cumo i
B (PARRY (/1)

COSTUMES

SPECIAL NORMALS

-+ NP : Palm Upper
: SsTRTUP (6 ) (f

+ K Step Kick
START UP ( B F

e
oy ()

iy -'éuhkli (H]
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SPECIAL MOVES

CROUCHING

JUMPING

THROWS

LP + LK

Impuct Claw

(facing right) + ~ = + P

4+ LK
START UP

)

(GUARD( |
PARRY

L

Pfr.n-.:;l;tesis (facing left) + « » +P

C.r.;:t;-kinesis .|

A 2 hit projectile with fire elemental properties
launches from Gills fire side. Button strength used
defermines the angle of the projecile.

- 4 %tP

Cyber Lariat |

L L
D[ [E
A 2 hit projecile with ice efémeniul properties

lounches from Gill's ice side. Button sirength Lsed.
determines the angle of the projectile.

Psycho Headbutt |

+e++P

(1)

4

(Fire elemental from left side. Ice elemental from
right side.)

Cyber Lariat hits at two different poinis in the move,
which cause different effects. Hitting early in the
move knocks down. Hitting later in the move knocks
down opponents in the air and causes a juggle stote.
It can also hit for fwice if positioned right. Cyber
Lariat can he done mulfiple fimes o confinue 1o jug-
4 gleon cirhorne opponent. :

>y b+l

¥

A !

) [ (=)

= /= + 1P+ LK Guilty Bomb ; ’
— Gill jumps and fracks opponents fo land on them with
o devastating knee drop.

Moonsault Knee DruE [ o

(3 ! = |

@
(D
Gill knacks opponents into the air with a flying heat-

butt and puts them in o juggle siate. Can be used os
anti-air or to continue juggle combas.




SUPER ARTS

SUPER ART AVAILABILITY

Gill never needs o choose a super art, he always hos occess to ol three.

SUPER ART

tu=+du=++P

- I\T‘Meieor Sh'ikel

Gill summons o meteor shower from the heavens. If any meteor hits, it
initiates o juggle state and allows the meteors thai follow to combo for
big damage. Gill is vulnerable during this super art.

LP > MP

Whitfs against crouching characters. No real uses.

SUPER ART

Fax+bx++K

SUPER ART MAX
. SemEhi: Win;I Super meter at MAX when Gill is KO'd ) :Resurretlionl

1F Gill loses all of his lifebar, but has a full super meter, his Resurrection
super art activates automatically to revive Gill ond restore his health. I
takes a few seconds for Gill fo fully regain all of his healih. He can be
hit out of Resurrection before he gains all of his health back. However,

== e pushes opponents away with an invisible
force that helps protect him while he recov-
ers. After Resurrection, Gill cannot gain any
more super meter for the rest of the round.

The ulfimate super ari because Gill is completely invulnerable. Seraphic
Wing connot be parried. It does massive domage on a hit, and even chip
damage consumes around 25% of a lifebar.

C T
t+lK=>++ MK

+ + LK = PALM UPPER

Does not combo. Second hit is concelable. Ok for
quessing games: mix up + + LK, walk up throw and
4 + LK = Palm Upper = Fierce Cyber Lariot.

Fast ond flexible. You can fag on another + + LK at
the beginning for more damage. Very safe foo.

COMBOS YOU NEED TO KNOW

3 HITS
UG+ + 1K=+ + MK

Easy low combo. Terrible domage
but it's flexible and very sofe.

6 HITS

+ + HP (2 hits), juggle with an
early Psycho Heodbuit (HP),
when Gill lands, juggle with
another + + HP (1 hit), juggle
ugain with o lote Cyber Loriat
(HP)

Basic extended juggle. Con be
used os anti-gir or for punish-
ment situations. Knocks down.

16-18 HITS
MIDSCREEN ONLY

Jump in with a semi eorly HE,
land, link + + HP (2 hits), imme-
diotely juggle with a Psycho
Headbutt (HP), juggle again with
an early HP; when Gill recovers,
immediately juggle with an early
Meteor Strike; when Gill recov-
ers, juggle with + + HP (2 hits),
juggle ogain with a Psycho
Headbutt (LP), then finally juggle
with Psycho Lariat (HP)

Mossive domage. Usually dizzies
most characters. The Meteor
Strike juggles rather inconsistent-
ly. Knocks down.

STRATEGU

Elbow
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8 HITS
CORNER ONLY
Jump in with o semi early HK,
land ond link + + HP (2 hits),
jvggle immediately with an early
HP juggle ogain with an immedi-
ate Cyber Loriat (LP); when Gill
recovers, juggle with HP then
walk up ond juggle again with 4
a third HP

Instant dizzy combo. Very diffi-
wlf ogainst some characters
like the shotos.
The Cyber Lariat
also misses one hit on

some characters, though it
doesn’t offect the combo ~Sd

much. Knocks down.

In the age of the Gods, Gill rules over all. In Sireet Fighter Ill: ad Strike, Gill rules over the 19 normal characters as their supreme end boss. Gill is
much more powerful than the normal cast of characters. He was not selectable in the arcade, however he is available os a secret character on the
consale version os a honus feature. With his high priority attacks, huge damage off of ludicrous juggle combos, and 3 devastating super arts, most
characters do not stand a chonce ogainst him.

Gill's body is split down the center to separate his two elemental abilfies. His right side harnesses the element of fire. His left side harnesses ihe ele-
ment of ice. Depending on which direction Gill s facing, many of his normal and special attacks will change based on what part of his body the move
originates from. The move will either have the properties of fire, or ice.
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BradyGAMES published its first strategy guide in November of 1993, and every
year since then, we've made great efforts to give you the best guides possible.
Now celebrating our 10th anniversary, we'd like to take this opportunity to say a
few things and extend a special invitation to you—our readers.

First of all, THANK YOU! Whether you're a long-time customer, or this is your first
BradyGAMES guide, we appreciate your support. We hope that our guides have
enhanced your overall experience when playing games. These days, completing
a game isn’t just about how quickly you finish. It's about uncovering absolutely
everything a game has to offer: side quests, mini-games, secret characters, and
multiple endings just to name a few. That's what the TAKE YOUR GAME FURTHER®
banner at the top of our guides is all about.

TAKE YOUR 8AME FURTHER [[I11]

Many games deserve more than just a standard strategy guide, and we recognize
that. Our guides are produced with the highest quality standards and are tailored
specifically for the games they cover. With the introduction of our Signature
Series and Limited Edition guides, we raised the bar even higher.

Now for the “invitation” part. Although we constantly challenge ourselves to
improve our guides, we'd like your help too. You're formally invited to tell us what
you think about our guides. Like something we do? Let us know. Think some-
thing we've done is totally lame? Please let us know. We want your feedback no
matter if it's good, bad, or just plain ugly. You can write or e-mail us at the
addresses below, and we will read what you send. Your opinions are important to
us, and may influence the direction for our guides in the future.

Write to: Send e-mail to:
BradyGAMES feedback@bradygames.com
800 E. 96th Street, 3rd Floor

Indianapolis, IN 46240

For now, we hope you enjoy this guide. Thanks again for choosing BradyGAMES.
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HYPER STREET FIGHTER™ II: THE ANNIVERSARY EDITION

JOEY CUELLAR - STRATEGY AND COMBOS

Thanks to:

Alex Valle — Ryu/Ken, Mike Watson — Balrog/Ken, Dovid Sirlin — Dholsim/M. Bison/Vega, Chris Li — E. Honda/ Deelay/Sugat, Mike Creque —
Cammy/Fei Long, Derek Daniels — Zangief/Balrog, Seth Killian — Chun Li/Blanka, Dovid Wright —T. Hawk, Artavan Mkhikion — Guile, and John
Choi — Sagut.

Special thanks to Alex Valle, John Choi, Mike Watson, Seth Killian, Derek Daniels, Tom Cannon, Tony Cannon, David Sirlin for being members of team
0ld School, and far keeping the Street Fighter community alive. Thanks to Shoryuken.com for being the best Street Fighter website out there and
for letiing me be o part of it. Finally, thanks to Southern Hills Golfland (now defunct) for creating the best competition in the country.

CHRIS HAUSERMANN - MOVE LISTS AND SCREENSHOTS

I want fo thank my lovely wife Sara for all of her help and support. Marco Amitrano, Rob Ocampo, Bob Weber, and all of my friends who.played
videogomes with me back in the day. Dove Blue for his music influences and his competitive nature. My Japanese friends Toshi Kosuge, Mr. Miura,
Mr. Wado, and Shinya Kuze for their friendship and countless rounds of fighting games. Special thanks fo Taki, and everyone at Capcom for their
confinued support.

STREET FIGHTER™ 11l 3" STRIKE: FIGHT FOR THE FUTURE

ADAM DEATS - STRATEGY AND COMBOS
| want to thank Forrest Glen Walker for his help with the glossary and other technical motters. | also want fo thank the Texas Sireet Fighter com-
munity for keeping compefifion alive for as long os they have.

MARK ROGOYSKI - STRATEGY AND COMBOS

I wont fo thank Hsien Chang for inspiring me to always improve my game, and to all the Austin 3rd Strike players for keeping the compefilive spir-
it alive.

KEN SCHMIDT - MOVE LISTS AND SCREENSHOTS

I want fo thank the litfle arcade next fo the pizza place near Indiana University where | first encountered Street Fighter Il and ils amazing ability o
consume quarters. Thanks to my brother, Rick, for helping me feed quarters info that machine and keeping my inferest in Sireet Fighter Il und its
sequels for many years.
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For 15 vears STReeT FIGHTER™ Il HAS BEEN A DOMINANT
FORCE IN FIGHTING GAMES, AND NOW THE ULTIMATE COLLEC-
TION HAS ARRIVED.

LET OUR TOURNAMENT PROS TEACH YOU ALL OF THE
EXPERT STRATEGY YOU NEED TO MASTER ANY CHARACTER IN
Hyper STREET FIGHTER™ II: THE ANNIVERSARY EDITION OR
STrReeT FiGHTER™ III 3™ STRIKE: FIGHT FOR THE FUTURE.

Detailed Descriptions of Each Characters Moves
and Special Abilities!

* Best Case Scenario Match-ups for Every Character!

‘# Advanced Techniques and Strategy!

" Anniversary Art Gallery!

Special Moves, and Super Arts !

Devastating Tournament Combos to Crush Your Opponents!

Frame Data for Every Street Fighter™ Ill 3R Strike: ”
Fight for the Future Character!

Advanced Tips and Tacl:ics"
from the Pros!

" STREET FIGHTER™III 3*° STRIKE
/SOUNDTRACK INCLUDED!

Detailed Analysis of Every Characters Moves,

$19.99 US/$28.99 CAN
FOR SALE IN USA AND CANADA ONLY
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