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Calling all World Warrior
wannabes! Whether you aspire
to be a Guile guru, Chun Li
champion, or E. Honda expert,
you must learn the basic moves
and concepts of Street Fighter Il
to win it all. Beginners and mas-
ters alike, study this point-by-
point guide to Street Fighting to
add some serious punch to your
arsenal. Eam a passing grade
and you may yet graduate from
coin-op boot camp.

BASIC OFFENSE

Dizzies
Nail the enemy with two or three
powerful attacks in sequence to
induce dizziness! While an oppo-
nent is dizzy, you can score one
or more free hits.

with a Combination Attack. How-
ever, if you haven’t mastered
combos, instead use a Throw or
Hold while a foe is dizzy.

Traps and Patierns
Certain characters have the abil-
ity to trap their foes by using a
Special Technique followed by
one or more regular attacks and
Special Techniques. The idea is
to suck away energy no matter
what the opponent does. Master
the different traps and pattems
described in the Hot Moves tips
sections to bewilder enemies!

THROWS AND

HOLDS

On the Ground

To Ground Throw or Hold an
opponent, you must both be
standing or ducking on the
ground.
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1) Hold the controller Towards
or Back and press the appro-
priate punch or kick button
listed in the tip while standing
at close range. How close you
must stand depends on your
character - each has a differ-
ent Throw/Hold range.

2) A Throw is a simple grab and
toss move that dumps the
enemy’s body on the ground
and inflicts heavy damage.
Remember, you can direct
your Throw left or right by
pressing the appropriate
direction on the controller -
Towards or Back.

3) When you Hold an opponent,
you grab his or her body,
keep it motionless, and pound
it with a physical attack, such
as a bite. To incur lots of dam-
age during a Hold, rock the
controller rapidly left and right
and tap all six attack buttons.

In the Air

An Air Throw is identical to a
Ground Throw, except both you
and the enemy must be in the air.

As you're leaping, simply push
Towards or Back on the con-
troller and push the appropriate
attack button.

Easy Throws
and Holds

In most cases, you must press
the attack button faster than the
opponent to use a Throw first.
However, there are certain times
in the game when you have an
“easy Throw or Hold” advan-
tage. By the same token, the
opponent can counter your
“easy Throw,” so be careful!

==

1) You can “freeze” an opponent
ina blocking stance momen-
tarily, then use a Throw or
Hold. For example, use a
standing-close Jab Punch and
the opponent will try to block.

2) While the enemy is frozen in
the block stance, quickly
execute a Throw or Hold.
Some say this is a cheap
shot, but hey, in Street Fight-
er anything goes!

Counter to Easy
Throw #1

= '\.*A 3|
If an opponent tries to freeze you
with a Jab or any other “cheap
shot,” don’t block. Instead,
absorb the hit. Just after you're
hit, execute a Throw or Hold! Be
careful, if you absorb the hit, you
still run the risk of falling to a
Combination Attack.



1) If an opponent knocks you
down and stands close over
your fallen body, wait until
you see your body begin to

stand up.

2) As you stand up, immediately
execute a Throw or Hold.

Counter to Easy

1) If you knock down the oppo-
nent and stand close over the
fallen body, usually the enemy
can Throw or Hold. To pre-
vent this, execute any kick,
punch, or special technique
just as he or she begins to
stand up.
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2) If the enemy does try to use a

Throw, he or she will walk
right into your attack!

BASIC DEFENSE

Blocking

The most important lesson you

can learn in Street Fighter Il is

how to block.
i

a Special Technique, you'll
lose a little life.

Ranges and Gounter-

Moves

Try to leam the different ranges
of each World Warrior’s basic
attacks and Special Tech-
niques. Each move has a limit-
ed striking distance, and you
can score a clean counter-strike
if you learn these ranges. It's
possible to counter virtually
every move in the game. See
the Head to Head sections for
some specific tips on counter-
ing Special Techniques.

head, pull Back to block it from  Escape Dizzies and

a standing position and take
no damage. If you block a
Special Technique, you'll lose
a little life.

2) If an enemy strikes with a
move that hits your chest or
feet, pull Down-Back to block
it from a ducking position and
take no damage. If you block

Holds

1) When you're dizzy, you're
stunned and you'll see birds
or stars. To rouse yourself,
rock the controller rapidly left
and right and tap all six attack
buttons.

2) If you're caught in a Hold, use
the method described in step
one to escape. While you're
dizzy or caught in a hold, you
can also Charge energy to
use a special technique.

SPECIAL

TECHNIQUES

Special Technique mastery is
the key to becoming a true
World Warrior! Each character
possesses two or three Special
Techniques, which you use by
pressing the controller in multi-
ple directions and hitting one or
more attack buttons. Check out
the diagrams below to visualize
how the moves work in real life.

Precision Techniques
Precision moves require you to
press between three and six
points on the controller, then hit
a punch or kick button.

Fireball Motion
(Ryu, Ken, Dhalsim, Sagat)

PUNCHES

Jib  Strong  Flerce
‘000

2 gy R
House.

Forward

KICKS

Press the controller to the fol-
lowing points: 1) Down, 2)
Down-Towards, 3) Towards. 4)
Just after the controller reaches
Towards, hit the appropriate
punch or kick button to throw a
Fireball.

Continued on p.6



Uppercut Motion

(Ryu, Ken, Sagat)

PUNCHES

Jab  Steong  Fierce
O

3 Short

Forward  Round-
Kioks "™

Press the controller to the fol-
lowing points: 1) Towards, 2)
Down, 3) Down-Towards. 4) Just
after the controller reaches
Down-Towards, hit any punch
button to execute the Uppercut.

Tiger Knee Motion
(Sagat)
PUNCHES
Jab Strong Figrce.
Short  Forward  Round-
KIEKS liouse.

Press the controller to the fol-
lowing points: 1) Down, 2)
Down-Towards, 3) Towards, 4)
Up-Towards. 5) At the exact
moment the controller reaches
Up-Towards, hit any kick button
to use Sagat’s Tiger Knee.

Yoga Flame Motion
(Dhalsim)

PUNCHES

dJab  Strong  Fierce

Forward

KICKS

Press the controller to the follow-
ing points: 1) Back, 2) Down-
Back, 3) Down, 4) Down-Towards,
5) Towards. 6) Just after the con-
troller reaches Towards, hit any
punch button to blow Dhalsim’s
Yoga Flame.
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Spinning Pile

Driver Motion

(Zangief)

You can begin the motion for
either method any time, even
while you're knocked down,
dizzy, or in an opponent’s Hold.
However, be sure to press the
final point on the Spinning Pile
Driver motion from a standing
position.

Pile Driver
Method A

PUNCHES

Jab  Strony  Fierce

Forward  Round-

K":Ks house.

Press the controller to the fol-
lowing points: 1) Towards, 2)
Down-Towards, 3) Down, 4)
Down-Back, 5) Back, 6) Up-
Back. 7) At the exact moment
the controller reaches Up-Back,
press any punch button. Use
this Spinning Pile Driver method
from a standing position.

Pile Driver
Method B

442 am

PUNGHES

Jab  Swrony  Fierce

A Kgelelo

Forward H"DIIIIW
ouse
KICKS

Press the controller to the fol-
lowing points: 1) Towards, 2)
Down-Towards, 3) Down, 4)
Down-Back, 5) Back, 6)
Towards. 7) Just after the con-
troller reaches Towards, press
any punch button. Use this
Spinning Pile Driver method as
you jump Towards opponents.

Charge Techniques
In a Charged Special Tech-
nique, you must hold the con-
troller in the direction indicated

for two seconds, then press the
controller in the opposite direc-
tion and hit the appropriate
punch or kick button. There are
two basic Charge Moves: Back
Charges and Down Charges.
You can Charge energy for a
Special Technique any time:
during the game, even before
the announcer yells “Fight” at
the start of the match.

e~
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Charge energy while waiting for the
fight to begin. As soon as the
announcer yells “Fight,” use your
Special Technique.

Back Charge Motion
(Blanka, E. Honda, Guile, Balrog,
Vega, M. Bison)

PUNCHES

Jab  Strong  Fieree
102
Short  Forward  Round-

KIEKS house.

1) First, hold the controller Back
for two seconds (three seconds
if you're attempting to use M.
Bison’s Scissor Knee). 2) After
you've Charged for the appropri-
ate length of time, press the
controller Towards. 3) Just after
the controller reaches Towards,
press the appropriate punch or
kick button to execute your
Charged Special Technique.

Down Charge Motion
(Chun Li, Guile, Vega, M. Bison)

S PUNGHES
e O OO

Jab  Steong  Fieree

2seconds

Round-
house

Short  Forward

KICKS

2seconds

1) First, hold the controller Down
for two seconds. 2) After you've
Charged Down, press Up. (For
Vega’s Wall Climb, press either
Up-Left or Up-Right) 3) At the
exact moment the controller
reaches Up, press any kick but-
ton to execute your Charged
Special Technique.

Universal Charge
Motion

(Blanka, E. Honda, Guile, Balrog,
Vega, M. Bison)

Hold the controller Down-Back
to Charge any Special Tech-
nique. Since Down-Back touch-
es both Down and Back, you're
ready for anything!

Charge Down-Back to prepare any
Charged Special Technique for battle.



Turn Punch Charge Precision Two-in-
Motion Ones
(Balrog) (Ryu, Ken, Sagat, Dhalsim)
PUNEHES 3
Jab Steang  Fierce
Short  Forward  Round-
KIEKS house

1) Hold down all three punch
buttons or all three kicks buttons
for one second. 2) Release the
three buttons you selected to
bust Balrog’s Tum Punch.

Button Tap
Technigues

Button presses without a con-
troller motion form the rest of SF
II's Special Techniques.

For characters who use multiple
controller-point Special Tech-
niques, you must add the kick or
punch at any point on the con-

Rapid Button Tap troller before you complete the
(Blanka, Chun Li, E. Honda) motion. For example, to use
Ryu’s Two-in-One Fireball, press
PUNCHES the Fierce Punch when the con-

troller is at step one (Down) or
step two (Down-Towards). As
you press Fierce, complete the
motion all the way to step three
(Towards), and press any punch

Jab  Strony  Fierce

Short  Forward  Round-

HICKS button to throw the Fireball.
Rapidly tap the appropriate z
punch or kick button to use your Charge Two-in-Ones

Special Technique. You can (Blanka, Guile, Balrog, Vega,
build up energy to execute the M. Bison)

move by tapping the button any- P
time - standing, ducking, jump-
ing, knocked down, or dizzy.

A Two-in-One is any Special
Technique with a regular kick or
punch thrown into the controller
motion. The two aftacks togeth-
er are displayed very quickly and
form two moves in one. Only
certain characters can use Two-
in-Ones, and there are restric-
tions on which punches and
kicks can be used.
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For characters who use
Charged Special Techniques,

you must add the punch or kick
at the beginning or middle point

on the controller before you
complete the motion. For exam-
ple, to use Guile’s Two-in-One
Sonic Boom, press the Fierce
Punch when the controller is at
step one (Back), or when the
controller is centered and before
it reaches step two. As you
press Fierce, complete the
motion all the way to step two
(Towards) and press any punch
button to throw the Boom.

COMBINATION

ATTACKS

A combination attack is any
series of hits which the oppo-
nent can’t block if the first strike
in the series connects. Combos
are best used while an enemy
is dizzy.

Basic Combos

In Street Fighter Il, there are
three target points on the
enemy’s body - head, chest,
and feet. To use a combo, fluc-
tuate your hits in-between
these target points. For exam-
ple, a standard triple-hit
combois:
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1) Jump Towards the enemy
and throw a Fierce Punch to
the head.

2) Land, and from a standing
position, quickly throw a
Strong Punch to the chest.

3) Immediately duck and use a
Roundhouse Kick to the feet
for the final hit.

Since you varied the target

points, the three hits will strike

very fast. If the opponent mis-
blocks the first hit to the head,
he or she will not be able to
block the second two hits.

Advanced Combos
Now that you understand the
principle of a combination
attack, try adding Special Tech-
niques and Two-in-Ones to a
combo. Use a hit to one of the
three target points, usually the
head, then attack with a Special
Technigue or a Two-in-One. If
you're playing a character who
uses Charged Special Tech-
niques, prepare the Charge as
you begin the first hit in the
combo.

Re-Dizzy Combos
Here’s the ultimate move in
Street Fighter Il - dizzy your
opponent twice in a row! It's
very difficult, but can be done.
After you dizzy an opponent
once, you need to inflict three or
four unblockable hits for a sec-
ond dizzy in the SNES version,
or six hits for a second dizzy in
the Champion Edition.



Hands On
Capcom Fighter
Power Stick

You hold an oblong object in
your left hand, as your right
hand frantically busts kicks and
punches. Yoga Flame! Dragon
Punch! Spinning Pile Driver!
What is this, a bad kung fu flick
meets pro wrestling? No way,
big, tall, and ugly! This is what
it's like to play Street Fighter Il
for the SNES with the Capcom
Fighter Power Stick close at
hand!

The Power Stick is a light
but heavy duty, lean but mean,
cool-looking piece of equip-
ment. It's armed for battle with a
V-shaped layout. Buttons L, X,
and R form the top row of but-

tons, and Y, B, and A comprise
the bottom row. All your attacks
are conveniently located on the
unit - no more finger-dancing in
the heat of combat.

The joystick itself is small
with a good-sized thumb knob
on top. The movement circle
around the stick is tight, enabling
you to nail any direction with min-
imal movement.

After extensive play testing,
Capcom’s experts have devel-
oped three reliable hand posi-
tions to easily execute SF II's
hottest moves with the stick.

No matter which character
you choose, hold the stick in a
closed fist for easy basic move-
ments. You can also use
Charged Special Techniques
with this grip.

ular game play and to bust
Charged Special Techniques.

If you're playing a character
who uses Fireballs, start from
the standard closed-fist grip.
Then open your fist, curl your
fingers around the knob, and
flick your fingers to toss those
great balls of fire.

Use this hand placement to toss a
Fireball.

If you select a character with
a Dragon Punch or Spinning Pile
Driver technique, try this grip. Flip
open your hand and hold the stick
in-between you middle finger and
ring finger, with knuckles facing

down and palm up. Curl your mid-
dle and index fingers around the
base of the knob. Rest your
thumb on top of the knob as a
guide. Make quick, accurate
thumb movements to bust the
technique.

iz
Use this hand placement to bury
opponents with Dragon Punches
and Spinning Pile Drivers.

The CFPS’ features don’t
stop with good Street Fighting
control. You also get individually
selectable, three-speed Turbo-
fire and Auto-fire for all six
aftack buttons. Slow motion uti-
lizes the same three-speed sys-
tem. Additionally, the Power
Stick is compatible with both
the NES and the SNES.

For SF Il or any other game,
the CFPS is a great power-up.
But most of all, you'll probably
reach for the unit when you get
the urge to play with Street Fight-
erand joystick, too.

A Street Fighter
Goodie Grab Bag

The Power Stick’s slick, but Cap-
com’s got even more merchan-
dise in store for World Warrior
qgurus. Here's the lowdown.

Street Fighter Il Collector’s Coins.

Currently, only available in
Japan, Street Fighter Collector's
Coins are hotter than silver dollars,
or silver yen. The 12-coin limited
edition set sports a World War-
rior’s face on the front and an SF Il
logo on the flip side. Capcom is
considering U.S. distribution.

Street Fighter Il Trading Cards.

A special edition of SF Il
Trading Cards in now available
from Capcom’s mail order ser-
vice. The front features art
straight from the SNES game’s
manual, and the back lists the
character’s vital stats, best
combo, and a screen shot.

Other World Warrior items
include watches, T-shirts, caps,
posters, embroidered patches,
and stickers. Not one to rest on
its fists, Capcom’s also negotiat-
ing licensed development of toys,
comic books, TV shows, and
movies. For SF Il game play or
merchandise questions, call Cap-
com’s hotline at (408) 727-1665.



Attention Super NES Street
Fighter fanatics! With this
crankin’ code, you can access
several Champion Edition fea-
tures in the SNES cartridge.

Insert the cart and tum on your
Super NES system. When you
see the Capcom logo appear
on-screen, quickly press Down
on the controller, Button R, Up
on the controller, Button L, But-
ton Y, and Button B. If the code
worked, you'll hear a chime. If
you don'’t hear this chime, press
Reset and try again.

The World Warrior

A caxe START
BATTLE

When you hear the chime,
check out the title screen. It
tumns blue, just like the coin-op
Champion Edition’s title screen.

GHUN LI

When you begin the game, both
players will be able to use the
same character! This makes
possible the baddest grudge
matches ever.

_ o

Zangief vs. Zangief.

Finally, you'll notice that the
World Warriors now show off
their true-to-form Champion
Edition colors. Even the bosses
sport new looks!

Sagat in red.



Street Fighter Il
(Super NES)

The greatest challenge the World
Warriors have ever faced is M.
Bison, the evil crime boss who
controls the illicit smuggling oper-
ation in Thailand. The length of
the victory ceremony you witness
after you take Bison’s SNES
Street Fighter belt is determined
by the game’s difficulty setting,
and the number of continues and
rounds you use to win the battle.

WHY DON’T YOU TRY THE
HABDER DIFFIGULTY LEVEL?

Level 0-2: Complete any of
these skill settings and you'll be
asked to try a harder level to see
atrue game ending.

Level 3-5: Beat these settings
and you'll scope out a personal-
ized ending created for the char-
acter of your choice!

Level 6-7: If you want to see the
names behind the game, this is it!
Afull list of Street Fighter Il cred-
its will scroll across the screen
while your fave World Warriors
mix it up in demo mode.

Level 7: Complete the cart with-
out swapping characters or los-
ing a single round, and the

congpratulatory screen will
appear. You can now hear Chun
Li say “Ya tai” by pressing the
Start button!

Level 7: Beat the game in one-
player mode without swapping
characters during the tournament
and you'll see a special congratu-
latory screen that depicts the
eight World Warriors together.
Level 7: Win this beat-em-up
battle without swapping charac-
ters or using any continues dur-
ing the tourney, and you'll get a
new version of the congratulatory
screen that'll depict all 12 char-
acters, including the bosses.
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STREET FIGHTER Il
SPECIAL ENDINGS

REVEALED!

No matter which of the 12 World
Warriors you select as your main
martial artist, beating your way
through Street Fighter Il: Cham-
pion Edition is tough. If you win
and pound M. Bison’s face into
the cement, you'll be treated to a
personalized ending sequence
for the character of your choice.
In addition to the regular ending,
take a peek at this top-secret
special ending for Street Fighter
masters only!

1) Choose your favorite fighter
and beat up all the computer-
controlled enemies in
seguence without losing a sin-
gle round. You must play in
one-player mode only. If a
second player joins in the
action, the trick will not work.

2) After you topple Bison, the
regular ending sequence will
roll. Once this is complete, the
fun begins!

Ryu is unimpressed by his oppo-
nent, the drum. He still awaits a
true challenge.

Blanka does what he does best -
destroys something.

Guile’s a Flasher.

All you Kens, check out this
Dragon Punch.

12
A kick in the crate courtesy of
Chun Li,

Zangief delivers his patented
Clothesline.

M. Bison dictates the incineration

of a drum.

3) Excellent! You get some slick
pix of all 12 Street Fighters
busting moves on drums, bar-
rels, and crates. As the
brawlers break their targets,
mug shots of the SF Il design-
€rs appear on-screen.

Balrog has that Turn Punch
down cold.




,e&xé» e&xém 77 Sw ,, e&s‘éw o seg §



~ ANIMATION SHOWCASE

1

ryears in the Brazilian rain forests, Blanka
nasmall fishing village on the bank of 5
hocked by the Mman-beast’s appearance,
prove his existence,

Battle Q““’:‘?a.‘amon isa
“geeing YO
% OWErs

Ps:e)\\’w Jou realize the P
1possess’

Vital Statistice
Date of Birth February 12,
1966

Height: 6 #+, 5 in.
Weight: 218 Ipg,
Blood Type: B

Home Land; Brazil
Martial Art; Capoeira
Likes: His Mother
Dislikes: Army Ants

Fersonality Profile

A young boy name, Jimmy
disappeared into Brazi|
after a plane crash, He was
raised by wolves, In 2 myste-
rious accident, Blanka
Mmutated and gained him
the ability to channe 1,000
volts through his skin, With
this shocking technique dis-
covery, Jimmy realized his
dream of becoming a World
Warrior. He prowled through
the rain forests of Brazil,
lifted tree trunks to build
muscle tone, and learned to
propel his massive girth at
opponents, Finally, he
Journied to Brazils cities 1o
street fight the best of the
best with a new name and
identity - Blankal Hig
mommy, however, still
searches for her lost son
and the anklets she gave to
Jimmy so many years ago.
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Fierce Fist
| 14%Damag®
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Duck and press Fierce to

e fistin the
along-range st a
\hroWnemvs face. This ‘;‘ e
oppot attack to use ffo
greal

distance-

-

1)

Move close to the enemy,
then push Towards and
Press Strong Punch, You'll
Pummel the foe With a heag
butt.

Y 2) This attack hits twice, once
| highang once low,

> g
1) Move close to the enemy,
then holqd Towards ang
Press Fierce to take 5 tas
chunk of flesh out of thejr
facel
2)Foran €asy dinner, yse the
bite just after an opponent
recovers from 5 Special
technique,




Triple-Hit Co
9 imbo
Two-in-One Rolling 41% Damage o

Attack
30% Damage

- ey
Charge Down-Back fora
Roliing Attack. While
crouching, press Towards to
start the Roll. Midway
through the motion, use a 0
i i umy
ducking Forward Kick. = P TOWSJ.‘ds the enemy
2) Press Towards plus any ; strike with a Round-
punch button to complete Ouse Kick.
the Roll. You'll score two 2)Land and throw a standj
fast hits! still Strong Punch, s
3)Finally, duck and use 5
Roundhouse Kick for an
easy three-hit knockdown

1) Jump Towards the opponent 2) Landand toss @ standing-  3) Duck an complete the

Rolling Combo
44% Damage

= -

1) Leap Towards the enemy,
and while in mid-air pull
Back to Charge fora Rolling
Attack. As you fall, throw &
Fierce claw to the skull

2) Land, and while still Charg-
ing the Roll, use @ ducking
Forward Kick.

3) Now push Towards the
opponent and press any
punch button 1o Roll into his

and attack with a Round- still Strong Punch. combo with a Fierce Punch.

house Kick.




Now |ts mutant vs. mutant!
Zap Blanka with electricity
when he tries a triple-hit
combo, and use a Roundhouse
kick to stop his Rolling Attack.
Take a conservative stance
when playing yourself or you'll
be creamed!

Dont don’t, don’t use Electrici-
ty when Chun Li’s jumping or
she’ll Heel Kick you! Instead,
Block back and Charge up
energy when she tries a
combo. Then use the Rolling

. Throw.

Attack to send her reeling. Use
leaping Roundhouse Kicks to
take her down in mid-air or
she’ll use an Air Shoulder

Give DhaIS|m shock therapy
with Electricity if he tries to
skewer you with a Body Spear
or Torpedo. Throw ducking
Fierce Fists when he uses elas-
tic limbs from a mid-range dis-
tance.

Think twice before using a
Rolling Attack or Honda will
Slap you with One Hundred
Hands. Instead, leap Towards
him with a Fierce Punch.
Rapidly press Fierce in mid-air,
then press Strong on the
ground and use Electricity.

Bite Ryu’s head after he misseS<
a Dragon Punch. To negate a
Fireball, give him a swift kick
below the belt just as he starts
the motion.

vs. Guile

Block Guile’s Sonic Booms
then strike with a Rolling
Attack. You can stop Guile’s
Flash Kick with a well-placed
Flying Claw! Use a ducking
Roundhouse to trip him up
when he tries a Spinning Back-
fist.

Use Rollmg Attacks from a
close distance - don't try them
from far away or Zangief will
use a Spinning Clothesline.
Jump Towards him and
unleash Electricity before he
can counter with-a Spinning
Pile Driver!

vs. Balrog e

Take Ken to the cleaners with a
jumping Roundhouse when he
pulls a Hurricane Kick. Follow
with a Rolling combo and put
him away!

Tnp up Balrog with a crouchmg
Roundhouse before he can use ‘
a Turn Punch. Give him a Fly-

ing Claw to the face and use a

combo while he’s stunned!
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vs. the Gar
Bonus Stage
with a Rolling Attack. Use alow &8
Roundhouse to knock him down
when he throws a high Fireball,
and try a jumping combo if he
tosses a low Fireball.

»A AOA; 2 N

When Vega springs off the
wall, leap and nail him with a
flying Roundhouse Kick. Then
string several Roundhouses
together to knock him dizzy!
Use a Rolling Attack to avoid
his Fence Climb.

=k S

Send shock waves through the
car with Electricity. After the
side door’s demolished, scale
the hood and zap the other
side.

vs. the Wall After crunching Bison, Blanka
Bonus Stage is surprised when an unfamiliar
woman steps out from the
spectator crowd. She claims to
be his mother, but Blanka
doesn’t believe her. Then she
notices his anklet and cries out
with joy, “Jimmy!” Blanka
cries, hugs his mommy, and
finally remembers his past.

From a safe distance, use a
Rolling Attack to nail Bison.
Charge the move in mid-Roll
and use it over and over until
he’s demolished. If Bison exe-
cutes a Scissor Knee, make = =
him taste the bad medicine of 2 Move close to the wall and fry
Flying Claw. it with Blanka’s Electricity. After
it's partially crumbled, leap
over the wall and turn on the
juice again.

1971

[ S ——
Make Sagat suffer the conse-
quences of a missed Uppercut



Sticking with the theme of the Ch%mr;io

orange-reddi

sh hue. Notice the recolored snake wrapped

n Edition, Blanka’s level is an

around the tree.

Blanka returned Yo the

ainforests vO
praotice his timing an
preoiaian for the Cham-

ion Edition tourna-
he's

still the peastie boy of
the Street Fighter
crew, Blanka can now
keep himself under con-
trol when he executes
the Rolling Avtack. He's
also pefriended his fel-
low World Warriors, who
he joins in seeking M-
Bison's blood.




Percentage indicates amount of damage to the opponent
o
tent's ffebar.

Key to Commands:

Towards: push the joystick
| nhorizontaly inthe direction
of the opponen\,

Back: Push the joystick hori- |
zontally in the opposite dir
ection of the opponent
Charge: Hold the 1ogsiick in
the direction indicated for

two seconds.

Jump Towards

Ducking
e

Jump Up

Jump Towards

Fierce R
o

Strong
Short Punch
Forwarg po,
na-

houag

Jab Short
Punch Kick




~ SPECIAL

TECHNIQUES

o amecticy

amage

Bl 149% Damage

N\
=
© /

o
Tap any punch
Up Blanka’s Electricity in a jfr.
You can fry enemies quickly
2 and efficiently,
Chrge Back, then presrs;. o
Towards plus any, pu;(r:J Lo
to use Blanka's i
tli{)cr:l\.The stronger they pur:lch
used, the farther you lr\]ro :
he'll stop over al
'::;vmy’s fallen bo‘d|y| f\rr\fi:?Nar(‘iﬂzf
ing right past it!
gﬂﬁg g\anka no longer takes
double damage-

1) If your Opponent s a fy|
Screen’s distance away from
You, Charge Back, then
Press Towards plus Strong
to use the Rolling Attack.

Mmediately
Press Strong again for an
instant Head Bite move!

button to fire

Electricity Combo 2,
e

s
i ¥
1) Jump Towards the enemy
and throw g Strong Punch,

S
3)Ifyou're approximat
of the screen away fi

Beast Slap
11% Damage

o i the air,
straight up in
ft\\le;?\ppress Fierce to throwda
uick fist. Use @ wel\—_tlme .
geast Slap to knock 1ur|np 9
enemies out of the sky!

Damage

2)As you fall rapidly t

Strong to indluce shock ther-
apy. Even if the foe blocks,
you'll suck away some |ife

T4 g
ely half
rom the

enemy, use a Jab Rolling
Attack instead of a Strong

to Rollright into the Bite.

L overandknockthefoe

As an opponent leaps
| Towards You, stand still anq
press Roundhouse. You'll flip

right
Out of the sky! Use this move
Just as the foes starts asceng-
ing to catch them early and
Unprepared.,

1) Aﬂr you knock an enemy

down, roll Towards the fallen |-

foe and rapidly press any
ch Button. .
2) 9(\2)2’\\ land on and E\chtg\f’ye .
the enemy after you'r
from the Roll!

|




Block Blanka’s Rolling Attacks,
hesitate for just a moment,
then counter-Roll and peg him
on his way down. Duck and
use Forward Kicks to de-zap
his Electricity. Throw leaping
Jabs or Strongs to knock him
out of the air when he tries a
jump kick.

vs. Chun Li

Duck and tap Fierce to throw a
monkey-wrench into Chun Li's
Whirlwind Kick. If she tries her
Flipping Neck Breaker, leap and
use the Beast Slap to send her

reeling. If she leaps in the air,
use your Jab-button Rolling
Attack followed by a quick
Head Bite.

vs. Dhal-

<P £

B N .
If Dhalsim’s poised to skewer you
with an Instant Spear or Torpedo,
take the hit, then Electrify him if he
lands near you. Hop over Dhalsim's
Yoga Fire and Short Kick his
extended limbs.

vs. E.

Use a standing Short Kick to
counter E. Honda’s Sumo Head
Butt. If Honda uses his Moving
Hundred Hand Slap, Short Kick
his fists, too. If Honda leaps at
you with a Sumo Splash,
reduce it to a drizzle with a
standing Roundhouse. Be care-
ful with your Rolling Attack or
you'll get torpedoed by a Sumo
Head Butt!

vs. Guile

from too far away or too close.
When you land after a leap, use
a ducking Forward Kick to stop
his Forward. A well-timed
Roundhouse takes out his
Sonic Boom attempts. Use a
Rolling Attack to counter
Guile’s Knee Thrusts.

. SR o
Ken will try to rain on Blanka’s
parade with a Hurricane Kick,
S0 stop him with a Beast Slap
or a standing strong. Trip up
Ken with a ducking Round-
house when he attempts a Fire-
ball. Don't leap over Fireballs or
Ken will deliver a Fierce Dragon
Punch.

to knock Ryu out of the air. If
Ryu tries to blow you over with
a Hurricane, wait until he’s
close, then throw a standing
Fierce Punch. If he uses slow
Fireballs, leap Towards him
and execute a Roundhouse
Kick to the face.

vs. Zangief

If Zangief tries to pin you
against the wall with a Moving
Spinning Clothesline, duck and
use a Roundhouse to trip him
up. Stand still and throw:
Strong Punches to take Zangief
out of the air if he leaps
Towards you. If you jump kick
Towards Zangief, be sure to hit
him just before you land or
you'll get driven into the
ground with a Spinning Pile
Driver.



Use a standing Fierce Claw to
stop Balrog’s normal punches.
If he tries a Dashing Punch or
Dashing Uppercut, duck and
trip him. To stop a Turn
Punch, throw a crouching-
close Fierce as he pulls his
arm back.

Stand still and throw a Round-
house Kick to counter Vega's
Wall Climb technique. Use a
ducking Roundhouse to devas-
tate him in Tumbling Claw
mode. Use leaping Strong
Punches get the upper hand in
the air.

| Kicks to knock Sagat woozy. If
he tosses a high Fireball, duck
and throw a Fierce fist. Block
his Tiger Knee technique, then
immediately bust the Face Bite.

Time a'standing Strong Punch
or a leaping Roundhouse to put

out Bison’s Flaming Torpedo.
Use a leaping Roundhouse or a
standing Strong Punch to clip
his Scissor Knee. If Bison goes
for a Head Stomp, counter with
a Beast Slap.

BONUS
STAGE

vs. the Barrels

et S
As the barrels attempt to bow!
you over, leap up and Beast Slap
them into splinters. As you leap,
tap Strong to charge up Electrici-
ty for shocking results.

vs. the Drums

The drums sound a warning
for careless players, so watch
out for stray flames and fight
fire with Electricity.

Check out Blanka’s ending,
Champion Edition style!






Vival Statistics
Date of Birth: March 1,
1968

Height: B ft. &in.
Weight: Unknown
Blood Type: A

Horme Land: China
Martial Art: Wughu
| Likes: Aerobics, Education
Diglikes: M. Bigon

ANINATION SHOWCASE
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jab  Strong i

short Forward Roun
house




Tr i’de-”if Co,
g mbo #2

Toe Tap
44% Damage

J“m Toward
. S an o
2 L"‘:”L)’our Fierce pu”zﬁonem
Nd and use g 5
: close Strong, standing-
) x_tt)mplete this killer attack
ith g ducking Roundhouse, )%
1) Leap at the opponent with
your Head Stomp.
2) Tap Forward Kick rapidly to
inflict four hits and induce
dizziness.
3) Now, repeat the Down
Kick maneuver to dizzy
him or her again!

i

| SRS

1) Leap Towards the enemy ; :
with a mid-air Jab. ) \‘/Jvljjt?p Towards an enemy
9)Land and throw a standing- 2 Landaai'g"ce punch.
. Use a standing-
close Jab C! 056 Strong, ing:
3) Finish off the move witha

3) Then use a standing-close
Strong.

4) Finish this four-hit atack
with a standing Fierce.

standing Fierce.

: us- 2) Thenusea Fierce fora
1) lfan opponent tries tom! ) I e

dlein too close o Chun L,
tap Strong.




Whirtwind Kick for

A ety inincbity©
mom

fire plasts!

L 3
1) Tap any kick button to
charge Chyn Li’s hyper-
Speed leg attack. Press a|
three kick buttons rapidly to
extend its duration,
2) Use the Lightning Legto
Score severg| hits, even if the
opponent blocks,
3) Charge the Lightning Legin
mid-air or during a choke
hold for devasfating results,




Towards anenemy, | /
) ":kl\lgwpho\d down \_)own and |
press Forward Kick. B
2) You'll land on thg oppo-
nent's head and inflict

heavy damage-

Wall Spring
24% Damage

Air Shoulder Throw 29% bamage
LR o F =

1) Jump in the air, then press  2) If an enemy uses a Special
Strong or Fierce to dump Technique, block the hit,
the opposition. then leap up and use your

throw!

Pin an enemy against the &
e 1) Wham, bam, a Ghun L sfam
orpemrans - \ Hold Back or Towards an

s Roundh(:u AT e e 1 opponent on the ground,

B o L, ik

2)Foran easy throw, move
close to the opponent and
press Jab. If he blocks,
quickly execute the Shoulder
Throw - it’s almost unstop-
pable!
3) Ifan enemy knocks you
down, stand up and use a
Throw to counter incoming

lgﬂf Sweep 13% Damage

el i lete |
e L 2) Use this attack to comp | assaults,
o presi gzué‘;?po— ] 2 combo for deadly results! |
oc l‘
house to llm o B
nent off his or her L



CHUNLI

Meet the Brazilian beast in
mid-air with Short Kicks to
knock him down and out. Use
Head Stomps to counter Blan-
ka’s Ball and Electricity
attacks.

Dupe Chun Li into leaping at
you. On her way down, snatch
her with an Air Shoulder
Throw! Use high jumping
Roundhouse Kicks to keep her
ata distance.

The elastic mystic will kick and
punch across the screen. No
problem — Head Stomp his
extended limbs! Land near
Dhalsim after a kick and use
the Body Throw.

Head Stomp to counter Guile’s
Flash Kicks. If Guile misses a
Flash, use your Strong-Fierce
two-hit combo.

Don't jump on Honda’s head or
he'll use the invulnerable Head
Butt technique! Instead, lure him
into the air and use Chun Li's
speedy Shoulder Throw attack.



CHUN LI

L ;
Overpower Ken’s Helicopter

Kick with Chun Li’s Lightning
Leg. Also, use the Whirlwind
Kick for temporary immunity
to Fireballs.

PR S B
Take advantage of Ryu’s slow
Fireball recovery time. Jump in
and use a triple-hit combo

before he can execute a Drag-

on Punch.

Zangief’s a big target, wide
open to a re-dizzy Toe Tap
combo. Land your two-hit
standing combos to push
Zangief away when he tries a
Spinning Pile Driver.

vs. Balrog

Use Chun’s long-range stand-

ing Fierce punch to easily dizzy
Balrog. Head Stomp the boxer
to counter his Turn Punches.

with mid-air Short kicks.
When he leaps away, strike
with long-jumping Round-
house Kicks.

vs. Sagat

| Lﬂr' v —
Move in with ducking Forward
Kicks to catch Sagat off guard.
If Sagat misses an Uppercut,
throw your standing two-hit
combo.

vs. M. Bison

Terrorize the drug dealer with
a jumping Roundhouse, which
knocks him out of the air. Trap
him against the wall and use a
Head Stomp for an easy dizzy,
followed by a combo.

BONUS
STAGE

vs. the Car Bonus

Chun Li's Lightning Leg is the
secret to success in the Car
Bonus Stage. Push Towards

the car, use the Lightning Leg,
hop over the car to the other
side, and whip up the Lightning
Leg one more time. Repeat for
maximum car crunching.

vs. the Wall Bonus
Stage

To obliterate the wall, push
Towards it and use Chun Li's
Lightning Leg. You can
destroy the entire wall with-
out moving.

Bison’s smuggling cartel nearly
shattered Chun Li's childhood, but
now it's payback time! Chun Li
avenges her father's death and
sets her spirit free.



7

An acrobat at heart,
Chun Li worked out at
the gym and developed
hew applications for
her infamous mid-aijr
Moves. She can now
flip away to safety, or
Somersault and kick
enemies to confyse
them. Her new aerial
Maneuvers gre very
distracting to her foes,

5 and a dark-

‘
2

| Chun Li

er ground color.

3




Key to Commands:
Towards: Push the joystick
horizontally in the direction
of the opponen\.

Back: Push the joystick hori-

zontally in the opposite dir-
ection of the opponent.
Charge: Hold the jogs(ick in
the direction indicated for
two seconds.

Fierce

Pun
—

Jab Sh
Punch K,,S(rt

Forwar
warg
Kick

percentage indcates amourt of damage fo the opporent’s Iifebar.

jab  Strong Fierce

Short Fo

rward Round- |
house |




SPEGIAL

TECHNIQUES

Flipping Neck Breaker
9% Damage

e 280 i - sy - &
whilg Zﬁ:gﬁ;g’;opponem / i
g Log by ety e s
Kok button L e 2PPing any i || 1) Leap Towars ;
and you'll dama LA Log wind Kick, Cnarg® pown,ad | and then hit Fo,we enemy
nent, evenif he ge the oppo- then press UP plus any Wk | Gelivera deagly k ard to

e pution. Chun LS Whiriwind . ;ffltest, Y Kick to the

erwards, Chy
- altomat- ==
-

Kick is faster & does MOre
when plocked in the f cally fips becume :

out .

L of 1) Stand Close 10 the enemy

damage i .
Champion Edition. o ger. \
LT \ and then press. Towards
| lus Roundnouse to flip into
\ the air and nail the enemy on
the way down. D
2) After Kknocking down the N
s

opponent, walk Towardsthe

fallen body. Just as his or

her body bounces on the
| ground a second time, press -

Roundnouse to strike with
\ another Flipping Neck

e

1) Jump To ol )
> wards thy
With a Fierce Dunci enemy

Breaker. If your timing is

\ right, you'll hit low just as the >

enemy is starting to stand

| up. If your move worked,
Chun Li's feet will seem o
pass through the floor.

| Repeat this move over and
over to keep your attacker
off balance. It's difficult to

\ block.

N

. 5
) Land, and deliver g stand-

ing-close Jab,

Bondhnuse Lightning
fon e '

CRys; S
“ckin.” COMB’IOIIS’G /

| i >

1) Jump Towards 2) As Chun Li lands, simultane-

with a Fierce. ously hit Fierce and rapidly
tap Roundhouse- First, the
Fierce will deck the opponent.

%



GHUN 1]

| Throw. To play it safe, jam

Jump Towards Blanka with a
Forward or Short Kick. When
you land, immediately hit For-
ward again to tag him and exe-
cute a Chest Flip Kick out of
danger. To counter the Brazil-
ian Beast’s Rolling Attack, blitz
him with a Chun Li Head
Stomp.

Head to head, Chun’s Whirl-
wind Kick is a deadly weapon.
To defend against it, crouch
and Roundhouse her as she
whirls by. You'll dodge the legs
and cause damage at the same

time. When she jumps Towards
you, leap and try to snag her in
mid-air for an Air Shoulder

underneath her, turn, and tap

Forward to nail her with a Chest
Flip Kick.

vs. Dhalsim

Don't get tricked into jumping -
you're an easy target for Dhal-
sim. Always have your Light-
ning Leg revved and ready to
go. If you manage to make any
contact with Dhalsim, fire up
the Leg to do some quick dam-
age. Otherwise, play defensive-
ly against elastic man.

When the big man tnes to Hun-
dred Hand Slap Chun, jump
over and land behind him. Try
to quickly knock him off bal-
ance with a Triple-Hit Combo.
Chun Li can try to Toe Tap
Honda, but watch out for

the Head Butt. Honda's |~

quick with the Head Butt, |
s0 Chun Li should avoid |
jumping towards him. |
Keep this battle on the
ground. | 7

vs. Guile

Jump Towards Guile onIy from
far away. When you do jump,
play it safe with a Forward or
Roundhouse. Otherwise, Guile
can easily walk underneath and
throw you. When Guile’s toss-
ing Sonic Booms, try to stay
close and use Forward or
Roundhouse to block him in
mid-Boom.

vs. Ken

Ken’s deadly Dragon Punch
packs a longer reach in the

Champion Edition. Against Ken,

play defensively. Crouch and
when Ken throws a Fierce
Dragon, jump him and use an
Air Shoulder Towards Throw.
Stay on the ground and try to
out-time him with low For-
wards and Roundhouses. If
you're lucky, you'll trip him up.

If you're standing very close
and Ryu tries to fry you with
his speedy Fireball, fly into a
Whirlwind Kick the second
before you're hit. You'll whirl
through the Fireball, and do
some damage to Ryu as well.
Stay on the ground, just as you
would with Ken, and try to
make Ryu miss his low Round-
house. If he blows it, move in
and use a Ground Shoulder
Throw.

Zangief's a tough fight for Chun
Li. Her best bet is to whittle
away a little damage here and
there. An effective strategy is to
play keep away. Use low For-
wards and, if the big man
jumps, try to nail him with a
standing Roundhouse. Stay in
the middle of the screen. If
Zangief catches you in the cor-
ner he’s gonna pull Spinning
Pile Drivers on you again and
again.
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vs. Sagat

Stay out of the air. Balrog’s
Dashing Uppercuts make
mincemeat of flying Chun Li
players. If he dashes Towards
you, be ready to use a Foot
Sweep to trip him up. Use the
Lightning Leg only in close. If
you use it from too far away,
Balrog’s Turn Punch will go
right through it and nail you.

After Sagat tosses a Fireball, try
to jump Towards him with a
Forward or a Roundhouse to
stop the Tiger Uppercut. If
you're feeling brave, wait until
baldy tosses a Fireball and then
do a Toe Tap dance on his
shiny head. Land behind him,
and follow up with a quick For-
ward crouching kick to cause
him maximum pain.

Chun’s got the airborne advan-
tage, so use those flying
moves. Let fly with well-timed
Whirlwind Kicks over and over
again when Vega’s trying to
pull his Air Slam. Chun Li’s got
almost constant invincibility
while she’s airborne, plus she
pegs Vega with those twirling
limbs. When Vega goes for the
corners, try to land near him
and use the Foot Sweep to trip
him up. Then rev up the Light-
ning Leg and pulverize him.

Slippery Bison tries to slink in
for the kil with a Slide Attack.
Stay calm, block the slide, and
then toss him to the ground
with a Ground Shoulder Throw.
Use the Head Stomp to nail
Bison when he fires up his
Flaming Torpedo.

conservative players might opt
for the tamer Roundhouse
approach. Put Chun in the mid-
dle of the screen and tag barrels
with regular Roundhouse kicks
as they drop.

s ¥
To avoid getting singed, Chun
Li should use ducking Round-
house kicks to dent the drums,
followed immediately by the
Lightning Leg move.

vs. the Barrels Bonus
Stage

eck

out Chun Li’s ending,
Champion Edition Style.

Chun Li can Lightning Leg her
way through the Barrels, but

37



38



legs in Prepara
and finely-craftey architect

wall tapestry
Phants watch the fights fro

tors. The ele-
g.

ure designed by his ances
M each side of the buildin,

Character Voices;
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Vital Statistics
Date of Bjrth, November 22,
1952

Height: 5 ft. 10 i, Varies)
Weight: 107 b, (varies)
Blood Type: 0
Home Lang; India
Martial Art; Kabaddi
Likes: Meditation, Curry
_ Dislikes; Rage, Sweets

wspyd sy

Personah’ty FroFile

Mentally ang Spiritually dis- |
ciplined in the arts of Yoga,
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Ducking Close  Jump Up/owards

i

Key to Commands: | Flerce T

Towards: Push the joystick | Punch OUT(_dhouse

horizontally in the direction | ICk

of the opponent. i

Back: Push the joustick hori- i | Jab Stong Flerce
zontally in the opposite dir- | | .
ection of the opponent. g i ‘ ‘

Charge: Hold the joystick in ‘

the direction indicated for i . . 5
two seconds. T i short Forward ﬁ‘%‘tnse |
~ — Sh

—Punch Kok,

T T T
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DHALSIM

vs. Blanka

Toss your Yoga Fire to bust
Blanka in Ball or Electricity
mode. Use ducking Fierce
Punches to keep him at arm’s
length.

Block in preparation for Chun
Li’s Down Kick. Duck and use
a Slide attack when she lands,
then complete your attack with
an Arm Throw.

R
Toss Fire to nullify Fire. Use the

Try a standing Roundhouse to
block Ryu’s Helicopter Kick. If
Ryu misses a Dragon Punch,
quickly zap him with a Yoga
Flame.

In a Fireball fight, use a Round-
Body Spear followed by an Arm house Slide to reach Ken. Now
Throw to inflict a double dose of use Nugies and Arm Throws.

Dhalsim damage.

Don't attack with elastic limbs
or Guile will use his Flash Kick!
Instead, Slide under Guile’s
Sonic Booms and execute the
Nugie.

Honda’s Sumo Splash. Slide
under his Torpedo and then try
a multi-hit combo.
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Zangief's a sitting duck when
he executes a Spinning
Clothesline. Attack with a
standing Roundhouse, then
move in with a Slide.

Wiait for Vega to execute his
Fence Climb. When he lands
after this assault, use a standing
Jab followed by an Arm Throw.

Your Body Spear’s faster than
Balrog’s fists. Use a Spear for
one hit, land, and immediately
throw him.

To counter Sagat’s high Fire-
ball, throw a ducking Fierce
punch. If Sagat tries a flying
knee, block the hit, then use an
Arm Throw.

Stand your ground and use
rapid Roundhouse Kicks when
Bison tries a Scissor Knee.
Toss Yoga Fire to counter his
Flaming Torpedo assault.

To quickly barbeque the car,
nail it with a Head Butt. Follow
up with a Fierce Fire Trap.

45

Dhalsim’s Head Butt. Finish off
the job with a Fierce Yoga
Flame.

# s

= | ik

Dhalsim completes his rite of
passage by destroying M.
Bison as his wife and son
cheer him on to victory. He cel-
ebrates Yoga-style by riding off
into the sunset aboard an Indi-
an elephant.



All six elephants

appear in Dhalsim’s
Temple's carpeti

Cha""Pion Edition
g is now g purple h,

ade.
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Percentage indicates amount of damage to the oppone!

Strong
punch

Forward
Kick
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2) To complete the combo, fry 3) Tovary the combo, finish it
with a Two-in-One Yoga

your opponent with a two-
in-one Yoga Fire. Flame. What both moves
lack in damage, they make

up for in style!

o b

1) If your opponent is dizzy,

stand close and toss &
ducking Jab.

Two-in-Ong Yoga

Flame
18% Damage

1) The elastic man makes a
point with this deadly new
move. Jump Up.

2) Then press Down plus
Fierce or Roundhouse to
immediately attack using Wi
your head as a spear or your 2 G-l 1) Whil
1) While standing very close, © standing very cl
Pull straight Do Ose,
N, and hit

body as a torpedo! In Street
Fighter ll, Dhalsim could only
pull this move at the peak of

pull straight Down, and hit
Forward to deliver an ankle
kick. If you're not pulling

Forward to gl
; del
Kick. Ifyou're r:(\)/er an ankle

5 pullin
raight Down, this turng into

ajump. In the Champion : ! ;
Edition he can pull itany- strallght Down, this tums into a Slde
where, anytime! ; a Slide. - 2)Asyou us
) As you use the ankle kick, immediat T the ankle kick
immediately gomplete the controlle ely. Complete the
controller motion to scorch er motion to p|
Yoga Fire and Finjsh ofi‘f :
his

the opponent with a combo-

concluding Yoga Flame. hot” combo

Y




DHALSIM

e N
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If Blanka jumps close to
attempt a Head Bite, use the
Forward slide to go underneath
him. Then, turn and throw him.
When he goes Electric, try to
nail him in the head with an
Instant Spear or Torpedo. Do
the same thing against his
Rolling Attack.

When Chun Li jumps Towards
you, leap back and use your
jumping Roundhouse to knock
her out of the air. As she
jumps, you can also Forward

Slide under her and then turn
and throw her. When Chun Li
tries to do her Whirlwind Kick,
wait until she’s right in front of
your face and then use a low Jab
or Strong to take the gusts out
of her Whirlwind.

BT S

i E’w&ﬁhﬁ

When Dhalsim tosses a Yoga
Fire, quickly duck and use your
crouching Fierce to nail him
underneath the Fire. Then,
stand and block the incoming
Fireball. In this long battle,
avoid tossing Fire and wear
down Dhalsim with your
Instant Spears and Torpedoes.
Don't slide or elastic man will
Spear you.

o o =
Stop Honda’s Moving Hundred
Hand Slap with an Instant
Spear. Execute a Yoga flame to
burn up his Head Butts. If
Honda unleashes a Sumo
Splash tidal wave, absorb the
hitand throw him.

vs. Guile

Fireballs and use kicks and trip
slides to keep Guile away. If
you're feeling brave, attack with
an Instant Spear or a Sliding
Foot Sweep whenever Guile
tosses a Sonic Boom. If you
get Guile in the corner, your
standing Forward will prevent
him from throwing a Sonic
Boom every time. Watch out
for the Flash Kick when you
stick out those long limbs.

vs. Ken

If Ken jumps, he’s a sitting
duck. Slide Towards him with a
Roundhouse and try to trip
him. When he wings towards
you with a Hurricane Kick,
crouch and wait for him to
land. Then, try to toss him or
Head Butt him. Alternate your
kicks and Jabs to sucker Ken
into pulling a Dragon Punch,
then nail him!

e hon

Ryu likes to use his Hurricane

Kick to fly over Dhalsim’s Fire-
balls. Use the Yoga Flame to
douse the Hurricane Kick.
Since it’s so easy for Ryu to
punch Dhalsim’s lengthy limbs,
fake often, and wait for him to
make a move.

Toss a Yoga Fire when Zangief
tries to do his Spinning Clothes-
line! As the Fireball flies, quickly
walk Towards Zangief, duck, and
use your Fierce Punch just as the
Fireball passes through his body.
He'll take damage from the
Fierce and from the Fireball.
Don'’t let Zangief trap you in the
corner. Spear moves are risky
since they give Zangief the
opportunity to go for the Spin-
ning Pile Driver.



off the wall to attempt an Air off his timing in order to escape.
Suplex, wait until he’s flying The Instant Spear will douse
Towards you, and then use the Bison’s flame attack and his
Roundhouse Slide to escape. Scissor Knee. Use the same
You might take a scratch from move to trap Bison in the cor-
the claw, but it's better than ner. Spear him, jump Back, and
getting slammed. repeat. Use a low kick Fireball
combo when Bison’s at close
range to stop his attacks and
buy time to escape.

Stand in the center of the
screen and Head Butt the
drums to dent some serious
metal. Dhalsim’s a Street Fight-
er, but don’t play fire fighter or
the flames will burn you up.

vs. the Barrels

When Sagat tosses a low Fire-
ball, jump up and deflate him
with an Instant Spear or Head
Butt. The Slide attack works,
but timing is tricky. You must
wait until Sagat is almost on
top of you. If you make your
move too soon, he'll kick you
with those long legs. Jump
backwards to escape baldy.
Use your long reach to kick
him when he uses Uppercuts.

Try to back the big guy into a
corner with your Fireballs. If he
jumps Towards you to punch,
wait until he’s about to hit you
and chop his punch with a
standing Jab. Don'’t toss Yoga
Fireballs if you're within a half
screen or you'll be vulnerable
toa Tum Punch.

Head butt the barrels as the,
bounce off the trampoline.
You'll get a sore noggin but
you'll clear the stage!

Stay out of Bison’s deadly Cor-
ner Trap. If you do get caught,
use a ducking punch to throw

used against Chun Li to
counter Vega’s airborne
attacks. If Vega unsheathes the
Tumbling Claw, slide into him
to stop it. If he tries to bounce
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| Martial Art: Su
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Likes: E’ab:;\“egc’ieiver\egﬁ

Dislikes: !

Personah‘ty ProFile
S Japan's premiere Sumo
Wrestler, Edmond Hongz
fights hard i the ring, ang
Plays hard in hig hot tup,

" Witthing the “Yokozy-
ha”title, he decided to enter
the Street Fighter Il tourna-
ment to demonstrate his

abilities to the world, When
the other Contestants
laughed ang challenged the
validity of Symo inthe mar-
tial arts arena, Hondz
Yowed to prove hig Superior-
tyby crushing hig oppo-
BN renie fierce devotion to
his art has taught him to
be patient ang channel his
Ppowers into awesome
attacks such z¢ the Sumo

Head Butt and the Hundre4
Hand Slap.

ul\h l\ -
Eé. HONDA

= = ==
Edmond Honda keeps a well-polishe ring ready
Sumo or Street Fighter style. Hondz forbids sp
disrupt his con,

his hot typ,

r
Can't you do bette
“Ca e

that?

\ 1.-:h?nnawra\ for :0
125 o Wrestler 4s

sbig;me the worl
1

strongest:
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14% Damagg sWeeﬁ

standing Foot Sweep
| 14% Damage

down ¢ Roundho, ;
pi e enemy i USe 10 take
With one eqg,
Y

Stand close 10 the opponent,
\ then press Roundhouse- You'
knock the opponent right off his

| feet with along-range leg!

i the air, then hold Down
ort. You'll drop &

and press Sh
onent!

B-bomb on the opp!

Use Hi ey

’Se Honda d

Fierce S standi

f toy ing-cl
one. enem; :

Low Fist Sweep
14% Dag

=
Duck close 1o the enemy thgn
P

use a Fierce unch 1o take nim
downtothe grour\d.
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Move cj

I0se to

holg Towargs the
Press Strong to T

SerE o nent to th,
2)Touse this attack eastly € turf.

€ 0ppo-

OppPo-

Stnd close tothe "
i’ nent, then hold Towards of throw @ jab- k\IZh:Q e‘:\i 4 :
Bac|:< and press Fierce or enemy blocks,
Roundhouse {0 crush his or Bear HUg.
her body against your chest.

Triple-Hit Co
44% Damage mbo

1) Jump Towards the 0ppo-
nent and use a Fierce
Punch.

2) Land, stand still, and press
Roundhouse.

3) Your Knee Bash will inflict
two hits to pile up mega

damage!

1) Jump Towards the enemy.
:ﬂ: é;row amid-air Fierce

2) Stand close and use a
Strong Punch.

8) Complete the combo with a

ducking Fierce Punch.




1) Pull Back or Down-Back to
Charge, then press Towards
plus any Punch button to
propel your entire body at
the opponent. The stronger
the Punch button you use,
the faster you'll fly through
the air.

2) If you use the Jab button to
execute the Head Buitt just
as your opponent starts an
attack, you'll be invincible!
This is especially useful
against airbomne enemies.

| 3)Use the Head Butt whenan

enemy misses a special

technique for devastating
results.

| 4) Charge Back during a Torpe-

do to fly back and forth

across the screen.

1) Tep

any Punch button
rapidly to charge up
Honda's Hundr
Slap. This plinding flurry of
fists will daze and destroy
the enemy-
2)You can cnarge.
Slap while jumpt
ahold attack.

|

ed Hand

the Hand
ing o using

5

| 1) o co ; :
’Se to the oppo-

nent. While standing S%(I)I
Press Roundhouse :

e

% Damage

e sl MR

g;ﬁlofSplash |

E
\ 13% Damage

=N

o Lo 3268
Jump in the alf;, then hold
| Down and press Fierce or
‘ Forward. You'l land stomach-

| first on the enemy’s face! |

7 Y?“’" l'f he i
With a fast foot.
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Jump Towards Dhalsim and
throw a Fierce Punch to
counter the Yoga guru’s
extended arms. Be careful,
Dhalsim slides under your
Head Butts.

vs. E. Honda €

Counter Blanka’s Ball Attack
with a Jab Punch. If he ,

attempts a mid-air combo, use  Your best strategy is a full-out -
a Jab-button Head Buitt fol- assault from the air, including
lowed by a throw. combos and Hundred Hand
Slaps. He can use the invinci-
ble Head Butt, but so can you!

to stop Chun Li's Toe Tap i, e : - £ SO i
maneuver, then crouch and Leap over Guile’s Sonic Booms  Don’t use the Hundred Hand Use your invincible Head Butt
attack with quick Jabs. and use your Triple-Hit Combo.  Slap or Ken will toss Fireballs. to stop Ryu’s Hurricane Kick,
Block Flash Kicks and counter Instead, move within range then Hundred Hand Slap him
with a Fierce Head Butt. and catch Ken when he’s quickly and efficiently.
unprotected with a combo or
throw.
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Use Fierce Head Butts and
Zangief will feel the pain. If he
uses a Spinning Clothesline,
duck and counter with a Low
Foot Sweep.

vs. Balrog

No contest! Simply jam on the
Jab button to use the Hundred
Hand Slap technique. Balrog
will be punished!

When Vega starts a flying
attack, jump and counter with a
high Roundhouse Kick. Then,
while Vega's vulnerable, jump
Towards him and inflict several
doses of Roundhouse damage.

BONUS
STNGE

vs. the Wall Bonus
Stage

Rely on the invincible Head
Butt to counter Bison’s arsenal,
including the dreaded Scissor
Knee. Throw him just before he
tries a Flaming Torpedo.

Use Honda’s Hundred Hand
Slap to pummel the wall to bits.
Press against the wall as you
give ita “hand” and you won’t
even have to move!

Leap over Sagat’s low Fireballs
and execute the Triple-Hit
Combo. Leap away from his
Uppercuts and use the Round-
house Kick.

Smash the car's door with your
Hundred Hand Slap. Once one
side is bashed, leap over the
car and start the Slap again.

After Bison’s relieved of his
Street Fighter title, Edmond
Honda returns to his bath-
house in Japan to celebrate. He
munches on a well-deserved
meal of “nabe” as his students
admire his well-rounded body.







joystick

<. Push the
direction

tally in the
ponent.
sh the joystick hori-

opposi\e dir-

& opponent.

charge: Hold the ]ogstick in
the girection '\ndicaled for
two seconds:

Toward
horizon'
of the oP

short Forward

Rround-
house




Hundred Hand Slap 1% Damage
= =l

1K

Try totrap the attacker

A
. Tap an: unch button t 2
- rzp\d\yyt(‘)3 it it off with against the ed‘ge g‘fm =
i ng\da\'s Hundred Hand screen and Slap
Slap. Now you can move silly!
\eft and right while you're Body .
i lash
in mid-Slap. 319% Damapg i Combo

Easy Sh '
20% gama g':lllder Throw

AN

Head Bash
20% Damage

7

1) Hop Towards the opponent
and just before you touch
down, use a flying Fierce
Punch or Roundhouse Kick.
As you use this airbome
move, jam on any punch
button.

2) Continue to tap the punch
button and you'll throw a
Hundred Hand Slap when
you land.

3) Even if the enemy blocks,

Hold Towards the enemy and
push Roundhouse to grab his
or her skull and slam it with
your knee. While having a

gﬁ%ﬁ;ﬁ?ﬁiwm you'l Slap away energy! | 1) Leap TOard o 3
= 'S the enel
Hundred Hand Slap for and pesiion yoursei S;n;/OU
.| agreat one-two attack. T ., B Lan: orithe e el
eneer; You knock down an p: esirmh As you fly,
; ! )’;oztand close to the o Honda?r dS to take a dive
S el oo e
. e | g
4 loogeiV.aCker t?IOCks, cut whils duaci!y press Forward
e ith a quick Shoulder 3 The dout ;l_'lr?itcgz,sas
X h
plus Splash adds up to a

triple-hit tidal wave!



When Blanka turns on the Elec-

tricity juice, use a ducking For-
ward from close by, ora

standing Roundhouse from far

away, to stop him. Trip Blanka
with ducking Roundhouse
Kicks after he lands from a
jump.

vs. Chun Li

Use your Jab-button Sumo
Head Butt to take out Chun Li's
Whirlwind Kick just as her foot
is about to connect with your
forehead. After she pulls a
Head Stomp, block, then nail

her with a double-hit standing

Roundhouse. Jump Back and hit

Strong if she uses the Flipping
Neck Breaker.

Toss Dhalsim around the
screen if he busts an Instant
Spear or Torpedo. Use a For-
ward-button Sumo Splash to
take the grease out of his
Slides. Jump and toss a Fierce
Punch to make him suffer if he
tries a Yoga Fire Trap pattern.

Duck and tap Forward Punch
to take the slap out of Honda’s
Hundred Hands. Just as his
skull’'s about to knock you silly
during a Sumo Head Butt,
counter with a Jab-button Head
Butt of your own for temporary
invincibility.

Hop over Guile’s Sonic Booms,
then use a flying Fierce to
counter his jump kicks. Be sure
to nail him, then on your way
down, Charge your Hundred
Hands to go Slap-happy. Apply
pressure and use a Shoulder
Throw to put a halt to Guile’s
combo efforts.

vs. Ken

Hop Up when Ken tosses Fire-
balls, but don't leap Towards
him or you'll get rammed with
a Fierce Dragon Punch. Wait
for him to land after a Dragon,
then cut loose a Sumo Head
Butt. If Ken tries to trap you in
a corner, leap and use a Fierce
Punch over a slow-moving
Fireball to escape.

Move close to Ryu and execute
a standing Roundhouse to trip
him in-between fast Fireballs.
Duck and throw a Strong
Punch or Forward Kick to stop
his Hurricane Kick. Use a
standing Fierce Punch to nullify
Ryu’s leaping attacks.

vs. Zangief

Bust Sumo Head Butts to keep
your distance from Zangief and
whittle away his energy. He'll
have a hard time stopping your
Butts, even with a Spinning
Clothesline. When you use
leaping attacks, immediately
pull your Hundred Hand Slap
as you land to prevent his
Spinning Pile Driver onslaught.
If he knocks you down, start
Charging. If he leaps Towards
you, use a Jab-button Head
Butt as you stand up.
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Stand still and toss Jab or
Strong Punches to stop Bal-
rog’s Turn Punches. Throw a
standing Fierce chop to ground
Balrog if he leaps Towards you
to attack. Crouch and use For-
ward Kicks to eliminate Bal-
rog’s ducking Roundhouse Fist
Sweeps. After you throw him,
keep the heat on with Mobile
Hundred Hands.

When Vega uses his Wall
Climb, toss a well-timed stand-
ing Fierce chop to knock him
away cleanly or exchange hits.
To de-claw Vega’'s Tumbling
Claw, use a Jab Head Butt or a
ducking Forward Kick. As a last
resort, Vega will try to claw you
to death with a rapid-fire series
of regular strikes. If he’s duck-
ing, counter with a crouching
Forward. If he’s standing, fight
back with a standing Strong.
Your blows will suck away
more energy than his.

angEEP ’9’..

Stick it to Sagat with Sumo
Head Butts when he tosses low
Fireballs. Use a Shoulder
Throw when Sagat lands after a
Tiger Knee. Duck and tap For-
ward to stop Sagat cold if he
tries ducking trip kicks.

vs. M. Bison

Stand still and use a well-
placed Jab Punch to put the fire
out of Bison’s Flaming Torpe-
do. Block Bison’s Scissor Knee,
then counter-attack with a
Sumo Head Butt. If the dictator
tries his Head Stomp, leap Back
and use a flying Fierce Punch. If
you see him hesitate for an
instant as he Charges Back for
a Torpedo, do your worst with
a leaping Roundhouse.

63

Go mobile with Honda’s Hun-
dred Hands to beat the drums,
but don’t get smacked as they
falll

vs. the Barrels
Boniis Stage

Study the barrels’ falling pat-
tern and use standing Fierce
Punches to chop them to bits
as they rain down on both
sides of your buffed body.

Check out E. Honda’s ending,
Champion Edition style!
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Weight: 191 Ibs,

Blood Type: 0

| uomeLand: UsA,

- Martigl Ap, i

/ L::kes: s Special Forces

! Dislikes; M. Bison

W ersonality ProFile
| Guile suffered greatly
| when six years ago, an evil
tyrant named M. Bison
| captured him and his best
’ friend Charlie during a
" | special mission in Thai-
land. After Charlies death,
a weakened and wounded
Cuile barely escaped
Bison's chambers, While
| stationed at a military
base in southeastern
U.S.A,, Guile slowly rebuilt
| his strength by lifting
weights and honing his
| special forces fighting
| techniques. He even pilot-
i ed military aircraft, and
| learned to control sound
| waves and unleash “Sonic
| Boom” projectile attacks.
Guile now stands ready to
face all challengers in the
World Warrior tourna-
ment. He will not rest until |
he repays Bison for mur-
dering his fellow soldier
and comrade.
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Spinning Backfist
14% Damage 1
piip KicK_ 2 T oo
47% Damed® £ & LoE R

Standing Uppercit
17% Damage

SE s
| 1) Jump Towards the enem
and press Short Kick. You'll
drop a knee on the oppo-
i nent’s jaw.
2) Follow

the Knee with a
combo.

| 1) Pull Back and press Fierce

to spin on your heels and

1) Duck and press Round-
house to trip up the oppo-
nent with a long-reaching
leg. ;

2) The Sweepisa quick dou-
ble-kick. The second foot

: reaches even farther than
e e / nail the enemy with a big the first!
B Fierce 10 punch.
stilland press ; S
stan:H o iting upperout. Th 2) Use this while retreating to
| u"s‘zve takes out fying enemies. slam opponents on the run.
i

— 3)After using a Sonic Boom to Qg?/ctl)‘ B’eaker
o | nulifyanenemy’s Fireball, letiage
.. 7% use the Backfist to catch i qF
—t - ZSIIpIe ! him off guard!
5% D
Ground Shoulder = 2nage

[
Throw bt/ IR e | Air Shoulder THIOW
2502‘I,3amage i W 059 Damage

Leap Towards the Oopponent
and push Forwarg or Round-

house to brea hi
Ouch! IS or her back.
3 - -
| stand close to the opponent,
then press Towards or Back
and hit Strong Punch to toss
| the enemy tothe ground.

emyand |
mp Towards the en’

J\:esz Strong or Fierce o th"?é”

fim or her to the turf from miA=




| 17% Damage

'

1) Charge Down, then press
Up plus any kick button to
somersault in the air and
execute Guile’s awesome
Flash Kick. The stronger
your kick button, the farther
you'll fly in the air.

2) Flash-dance to take down
incoming enemies.

3) Also use the Flash Kick to
counter opponents’ special
techniques.

4) If you miss a Flash Kick,
throw close-range oppo-
nents just as you land!

Ay
1) Charge Back, then press
Towards plus any punch
!Bagtton‘ Yqu’l! throw a Sonjc
; Om projectile attack at
e opponent. lts speed is
determineq by the strength
81‘ yc:;;]r Punch button .
~Se the Sonic B ‘
lify other Fireball ZZ?CES”UI-

1) Leap Towards th ee 3

and hold Down to Gh

ar
for a _Flash Kick. While 4
;gmpmg, throw a mig-ajr
Fierce Punch,

Two-in-0ne 30% Damage Strong
Flash Kick 31% Damage Fierce

2) Complete the Flash Kick by
pressing Up plus any kick
button. You'll Flash Kick
from a standing position!

1) Charge Down for a Flash
Kick. Then, push the con-
troller Up. While Guile is
standing, but before he
jumps, throw a standing
Strong or Fierce Punch.

2)

- 9
Land, and continye tohold 3) i

Finally, press Up '
i 5 P plus an
kick button to Flash youry
true colors at the enemy.

Down to Charge the Flash,

Now use a ducki
B ing Strong

1) Charge Back fora Sonic
Boom. Push the controller
Towards the opponent, and
rmid-way through the motion

il pressFierce.
2) Now complete the Fierce
Sonic Boom and you'll
score two hits in one!
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L |

:

Four-Hit Standing

Flash Ki ‘

s potagn -

Fiash i ve-Hit Com,

: G Damage &
—

4

se a standing-

| i oy
1) Jump Towards the 0pPO™ 2)Land and U
nent, and while in mid-alr close Fierce Uppercut while
ull Back to Charge fora still Charging the Sonic
Sonic Boom. AS you fall, Boom.
use a Fierce choptothe

pull Back and press
for a Spinning Back-
our fourth lethal hit in
ol If you knock the
use the

0 again to

usFierce  4)Now,
Fierce
fist -
the comb:
opponent dizzy,

Four Fierce comb
re-dizzy him or her-

6. 2 ;
Push Towards pl
1o throw the Boom:

= 1) ;u?p Towards the opponent
Fg 5:%(1 Down to Charge a
o ick. While flying in
i, use a Fierce punch

L
#
7. 2) Lan
q :
| % D, and while still Charg-
Q ’ own, throw a duckil
. Ntrong Punch. o
low, begin to
execute the 1) Leap Towards th
€ enemy

Flash Kick. P
: . Press U
SiEc b
before he jJ;;t;ar‘tﬁ,ng, o Sons:g;irgng e
standing Stron, Nl i o
l 1 g Jab. i
4) Finally, comple?e tﬁnChA S
e i thye 4 while still charg
00m, Use a s ]
, tand-

# %
¥
" Kick by i
| pressing U,
¢ ” any kick butt 4 P'US o
| . T S(t)n. You'llFlash | ) Ng\/‘?lose -
‘ | o e L thrgxstf; Towards plus Jab
A W the Boom
s ; 4) Immediately follo -
’ & ' — Boom with a st W'the o
, 3 5) Finally, duck ansndmg o
I : pres:
! Qb Kick to trip up the ensjnsyhort




yourself from the devastating
mid-air Spinning Pile Driver
combo.

Sonic Booms put out Dhal- ; Stop Ken’s Fireballs with Sonic

sim’s fire, and a jumping Booms, then use a Spinning

combo will take him down. If Backfist to make him pay the g F
Dhalsim tries the more devas-  Price of Street Fighter tech- tos rasiponmahion Bale
tating Yoga Flame, leap and nique ignorance. Use Flash rog begins a Tum Punch-
landlright nextto i and the Kicks to counter Ken’s Dragon  attack. If Balrog muscles in too

close, use Spinning Backfists

ill swi Punches.
flame will swirl around you, but {6 knoek him dizzy.

won't harm you.

= . ey §
Pull Down-Back to Charge
both the Sonic Boom and

e
Flash Kick simultaneously. If bosis T EEw
Blanka uses a Rolling Attack or Use aFlash Kick or]ump[ng
Electricity, give him a Sonic Keep up a Sonic Boom Roundhouse to stop Ryu's
Boom shock. onslaught until Guile leaps Hurricane Kick. Try a Foot
Towards you. Then catch him Sweep to take down Ryu when
with a Flash Kick. If he misses a he begins his Fireball motion.
Flash, throw him just when he
lands.

To stop Chun Li’s Head
Stomp, you must wait until her
foot’s just about to hit your
head. Then, use the Flash Kick

Toss Sonic Booms at Zangjef

to send her reeling. A Sonic The Sonic Boom is faster than from a safe distance, and use a

Boom takes out her Whirlwind the Hundred Hand Slap or Foot Sweep if he attempts a

Kick or Lightning Leg. Sumo Head Butt. Use Flash Spinning Clothesline. Imple-
Kicks to keep wide boy at a ment a Flash Kick to protect
distance.
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Throw slow-moving, Jab-but-
ton Sonic Booms from a safe
distance. Even if Vega Back-
flips, the Booms will peg him at
the edge of the screen! Make
Vega suffer with a series of fly-
ing Roundhouse Kicks when
he bounces off the wall.

Use Sonic Booms to nullify
Sagat’s high and low Fireballs.
Jump in the air and Charge
Down to sucker Sagat into
using a Tiger Uppercut. Flash
when he misses.

eliminate the Scissor Knee
aftack.

Stand on one side of the car:
and Roundhouse its hood.
After it's crushed, jump over

and use low Roundhouse feet
to send the auto to the scrap-
yard in the sky.

T -

Fight fire with fire. When Bison
executes a Flaming Torpedo,
toss a Sonic Boom. Use Flash
Kicks against his Head Stomp.
Try a jumping Roundhouse to

Jump up and land on the sec-
ond ledge. Then use a standing
Roundhouse followed by a
ducking double-hit Round-
house. Repeat this pattern over
and over ‘til the wall comes
crashing down.

Guile stands poised to destroy
Bison and end the reign of ter-
ror that battered him emotional-
ly and physically. But his wife
and daughter appear the
moment before the death blow
and urge Guile to spare the dic-
tator’s life. Living well is the best
revenge, so Guile returns home
to his family and leaves Bison
humiliated and defeated in pay-
ment for Charlie’s death.
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Fierce Roundhouse
" Punch Kick

Strong
. Punch
Q Q Forwarg

e
e | - ® @ o

Jab  Short
Punch Kick




Four-Hit Standing

Flash Kick
45% Damage

17% Damage
- \' i

Five-Hit Combo 560

Ty,
e P

Damage

1) Charge Back, then press
Towards and throw adab-
button Sonic Boom,

Down, then press
5 LCJga;?L; any kick bgtton to
use Guile’s Flash Kick. .
2) If you use the Roupdho
button, you can r\z}ll th:
opponent twice .Wlth‘t is
improved technique:

AWESOME
ATTACKS

Knee Thrusg
| g k 8% Damage
1) Leap Towards the enemy, i

ind as you fly through the

9 lmmecﬁately Press Towards ;iir,d Chz)l/rge l%,own. \?Vhile

plus Fierce to lower the jumping, throw a Fierce

Boor chop to the head just before
you land.

2) Now land, and begin to
push Up to use the Flash
Kick. Mid-way through the
motion, use a Fierce stand-
ing Uppercut.

3) Complete the Flash Kick
motion and push Round-
house.

4) If your opponent’s large, the

Flash Kick will double-hit for

atotal of four hits!

2) As you throw the Boom,
leap Towards the enemy.
Immediately Charge Back
for another Boom, While fly-
ing, throw a Fierce chop to
the head.

I 3)Land, and while sl Charg-
ing, use a standing-close
Fierce Uppercut.

5) Now pull Back and throw s |1
Fierce Spinning Backfist for
afifth hit! This combo is so
deadly it can dizzy your
enemy twice in a row,

| 1)Hold Back or Towards ang
Press Forwarqg Kick to slap a
flying knee right in the
ﬁ ) enemy’s face,
# 2
%

Use the Knee Thrust to

move within range for g
combo,




away to give Blanka a hotfoot.
When he leaps over the
Booms, use a ducking Forward
Kick as he lands. At close
range, fake a Sonic Boom.
When he leaps, walk under him
and bust a body throw. Duck
and use a Strong Kick to trip
him up during Electricity mode.

s oA il d
If Chun Li leaps over you, walk
under her. As she flies past
you, stand and press Jab to

ground her. If she busts the
Flipping Neck Breaker, leap
back and throw her to the
ground at the peak of her flip.

If Dhalsim starts an Instant
Spear or Torpedo from far
away, stand your ground and
toss rapid Jabs. If he uses the
move close to you, Charge and
unleash a Flash Kick. Leap
Towards him and Jab his
limbs, but don’t toss Sonic
Booms too close to Dhalsim.

If E. Honda tries to Sumo
Splash over your Sonic
Booms, absorb the hitand then
throw the incredible bulk to the
ground. Duck and press Jab to
de-Slap Honda’s Hundred
Hands. Try a standing Jab to
counter his Head Butt.

When the other Guile executes
a Sonic Boom at close range,
use a ducking Forward Kick.
Guile will then try a standing
Short Kick to stop your For-
ward. Instantly toss a Sonic
Boom and you'll send him reel-
ing. Use a ducking Round-
house to crunch his Knee
Thrusts. Also, if Guile tries to
haop over your Sonic Booms,
throw a standing Forward Kick
at close range or a standing
Roundhouse from a distance.

Dragon Punch, then leap and
toss him to the turf. Throw
Sonic Booms to make Ken hop
Towards you. Then step close
to his incoming body, stand
still, and press Forward when
he is directly overhead.

i L S s ! (B0 RN
Ryu’s one-hit Hurricane knock-
down is tough. Wait until just
before or just after he passes
over you, then crouch and
throw a well-timed Fierce
Punch to take the wind out of
his sails. Leap over Ryu’s fast
Fireballs, then try a Spinning
Backfist just as you land.
Knock Ryu off balance with
ducking Forward Kicks when
he attempts a Foot Sweep.

vs. Zangief

B T y
Stand and use a Roundhouse
Kick to down Zangief if he hops
a Sonic Boom. To throw off his
timing, try leaping punches and
kicks as he’s flying over the
Boom. This is a deadly keep-
away pattern that’s bad news
for Zangief studs.




his low Claws. Jump Back and
throw a Fierce chop if Vega
pulls his Wall Climb maneuver.

d vs. Sagat

Make Sagat put out your Somc
Boom with a Fireball, then step
Towards him, duck, and nail
him with a Forward Kick. If he
tosses a high Fireball from half
a screen away from you, Flash
Kick his vulnerable arms.

Hold Down-Back to Charge a
Sonic Boom and a Flash Kick at
the same time. If Balrog Dash-
es use the Flash Kick, but if he
keeps his distance, throw the
Boom. Stand and throw a Jab
to turn the tables on Balrog
when he tries a long-range
Turn Punch. Use a ducking
Forward Kick if he starts the
Turn Punch at close range.

vs. Vega

Use a standing Jab to counter
Vega’s high Claw attacks, and
toss a crouching Jab to stop

Chck out UIIe’s ending,
Champion Edition style!

At the start of the battle, imme-
diately throw a Sonic Boom to
stop incoming Bison attacks.
Crouch and press Fierce to take
him out if he leaps Towards
you over the Boom. If you toss
a Sonic Boom and he executes
the Head Stomp from a long
distance, leap back and use an
Air Shoulder Throw.

Make barrel pancakes with
ducking Strong Punches.
Here’s a good place to practice
your Two-in-One Flash Kick
maneuver.

Flash dance to destroy the
drums, but don’t dance into the
fire or you'll be roasted alive!
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Vital Statistics
Date

f Birth, February 14,
1965

Height; 5 ft.10i
Weight, 169 Ips,
lood Type: B

ome Land; )., b
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Key to Commcnds:

Towards: Push the Jjoystick
horizontqlly in the direction
Of the OPponent,

Back: Push the Jjoystick hori-

zontally in the Opposite dijr-
ection of the Opponent,
Charge: Holq the joystick jn
the direction indicateq for
two secongs,

e
ndhous!
RoY Kick

Fierce

ng
punch Sto
.

Punch

orward
F Kick




Two-in-One Dragon Punch 42% Damage

Helicapter Combo
40% Damage

e RN =
1) Stand close to the opponent
and begin your motion for a
Dragon Punch. In the middle,
press Fierce punch,

Dragon Combo #2
41% Damage

2) Complete the Dragon and
you'll score two huge hits|

Dragon Combo #1

Short Kick Combo 47% Damage

40% Dama

1) Jump Towards an enemy

with a Fierce Punch,

2)Lland and use 2 standing
Jab.

3) Simultaneously execute a
Hurricane Kick for three hits

oL SN in sequence.
\ Towards the enemy
! Jatrjmr;fhrow aJab Punch.

| 2) From a standing-close pos-
tion, throw anoihgr Jab. :

3) Follow it with a Fierce Drgtg
on Punch for three fast hits.

1) Jump Towards an opp")‘onent
1) Jump and smack the oppo- with your Fierce Fl::Zir;g
nent with a Short Knee. 2)Land aqd useas!
2) Land, duck, and tap Short close Fierce. i
for muttiple hits. 3) Simultaneously execu

3) Dizzy the opponent, then
execute the combo again for
asecond, deadly Dizzy!

standing Fierce Dragon




Dragon
13% Damage Standing
25% Damage Standing Close

Press Towards, Down, Down-
Towards, and any punch but-
ton to use Ken's awesome
uppercut, also known as the
Sheng Long.
2) The Dragon Punch is

your ticket to temporary
invincibility.

eball Combo 459,

‘.\

Damage

1) Jump Towards the opponent 2)

. La - 2
with a Fierce Punch, nd and use a ducking

Forward Kick.

Hurricane Kick 13% Damage
i —

Y [

3) Now, finish .
) move
Fierce Firebal. with a

Two-in-One Firepal)

e 27% DamageJab

u’l\ cruise over projectile
attacks, such as Guile’s
Sonic Boom.

1) Press Down, Down-Back,
Back, and any kick button
tofly forward with a deadly
spin-kick move-

Two-in-0ne _
Hurricane Kick
22% Damage

80% Damage Strong
34% Damage Fierce

N\ 4
Press any punch b 7
utton to
sﬂack, and hold down the
5 utton as you use a Fireball
) Release the button just as

You complete the Fij
a double-hit! ireball for

” 7 R igsg
1) Press the Short Kick button
10 attack, and hold down_the
putton as you use a Hurri-

cane. g

2) Release the button 1us§ as
you complete the Hurricane
for a double-hit!




Standing Ugpercut
| 20% Damagye”pperc"t

Axe Kick
20% Damage

2) Use it to trap the enemy
against the edge of the screen
and counter aerial attacks.

1) Press Down, Down-
Towards, Towards, and any
punch button to throw

Ken’s mystic Fireball.

h‘anem "

hol nemy jumps near yo,
0ld down Down and pry .
Fierce. PSS

2) You'll uppere
Ut the flyi
body out of the ajr. e 255"!/oga’ggg o
0

C A L i
1) Move close to the enemy \ e
then stand still and press 1\
Roundhouse. \

|
|

1 2)Youllusea great double-hit
high kick.

Q|

1) Hold Back or Towards an
opponent on the ground,

| . |
1) Knock the opponent off his 2)Thisis agreat counterto ‘l 23‘02 rfzs;sast};%ny%ggs
; ; : I jal techniques. ‘
foctonth & ducking Round- - issed SPECE: Ques: || 5) To make this attack easy,
house. i o) duck and press Jab.

When the opponent
blocks, quickly use
the throw!

82



: e
If Blanka rolls into a ball, counter-
strike with @ Dragon Punch for a
massive hit. Toss Fireballs to keep
him ata distance.

When Chun Li uses a Whirl- R

wind Kick, toss a Fireball. Then W

attack with a combo while
she’s stunned.

vs. Dhalsim

Anticipate his long-reaching
kicks and toss Fireballs to take
him down. Throw the Dragon
Punch when Dhalsim uses a
Yoga Spear.

Throw a Fireball to give Honda a
hotfoot. When he leaps away, it's
Fierce Dragon Punch time.

The army vet's vulnerable after a
missed Flash Kick. Immediately
throw a double-hit Dragon
Punch. Don't get sucked into a
Fireball fight or you'll suffer the
backhand consequences.

Ken finally meets his match
with Ryu, a character with
identical moves. Throw Fire-
balls to keep him away and
rely on Sheng Long when the
action gets hot and hairy.

= 3
Ken’s a master of the Dragol
Punch, so don'’t leap directly
near him. Instead, stand your
ground and attack with Fire-
balls and close-in Back Rolls.

-& P . i
Throw a Fireball and Zangief
will be forced to use a Spin
Punch for protection. Now,
move in and drive your point
across with a Roundhouse
Foot Sweep.



Instead, knock Bison away with
flying Roundhouse Kicks fol-
lowed by a multi-hit combo. Use
Fireballs to terminate his Flaming
Torpedo.

BONUS
STAGE

vs. The Car Bonus
Stage

Lanky Sagat can’t withstand
low Short Kicks. If Sagat miss-
es an Uppercut, blast him with
a Dragon Punch.

Annihilate the car with Ken’s
Dragon Punch. To throw a
triple Dragon Punch, jump.
Towards the car with a Fierce.
Crouch and hit Fierce again.
Finish off with a Jab. Continue
to use triple Dragon Punches
until the car’s a heap of man-
gled metal.

A Hurricane Kick takes out the
trash with ease. Balrog’s mas-
sive girth makes him suscepti-
ble to multiple hits.

Don't throw Fireballs or Bison
will use a Scissor Kick.

Wear down Vega with Fire-
balls. When he climbs the
fence, stand still and use a
Fierce Dragon Punch.

BONUS
STAGE

vs.The Wall Bonus
Stage

Co after the wall with the
same destructive triple Dragon
Punch that worked on the car.
The wall tumbles quickly under
Ken’s deadly fists.

Ken proves his claim as “the
greatest fighter of all time” by
dethroning Bison in Thailand.
Overcome with joy, he and his
girlfriend join together in holy
matrimony.
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ANIMATION SHOwCASE
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Tired of people calling
him a Ryu clone, Ken
decided to add Spice
to his special tech-
Niques in the Champion
Edition to prove his
individuality. Brash ang
impatient, Ken pumped
up his leg speed to
make his Hurricane
blow over enemies
faster than ever. He
also gave his Dragon
Punch 5 longer reach,
Some say Ken has
become too reckless
for his own good.




Standing

Close

 Key to commands:
Towards: push the joystick
horilomcl\g in the direction
of the opponent.
Back: push the jogs(ick hori-
Zontally in the opposite dir
ection of the opP 5

Charge: Hold the joystick in jab  Strong Fierce
the direction indiculed for
two seconds. . . ‘

Short Forward Round-
house

| ievs.




-
Improved Hurricane

Kick

4% Damage

Improved Double-Hit

Dragon Punch
33% Damage

. — A =
1) Ken’s Hurricane Kick is
faster in the Champion Edi-

button to execute this dead-
ly spin-kick move.

2) Use the Hurricane Kick to
escape from tight spots with
this extra-fast flurry of feet. If
your opponent stands up
into the back of the kick, he
can get trapped in a deadly
series of kicks.

5_3) Set yourself up to attack
your opponent with a Drag-
on Punch from behind. Let
fly with @ Hurricane Kick,

land behind your opponent,
and immediately tag him

with the Dragon Punch.

1) Press Towards, Down,
Down-Towards, and any

tion. Press Down, Down- punch to throw a quick
Back, Back, and any kick uppercut. If you Fierce Drag-
on Punch close to the enemy,

you'll score two fast hits!

2) Ken's Dragon Punchhasa
much longer reach in the
Champion Edition. Use a
Fierce Dragon to clobber care-
less long-range opponents.

87

Four-Hit Dragon
Punch Combo
50% Damage

Two-in-One Fireba
18% Damage

. S

1) To add a quick, but effec-

tive, opener to the Triple-Hit

Dragon Punch Gombo, leap
Towards the enemy and

position yourself so you land

1) To do double damage with a
kick/fireball combo, throw

any low kick.

2) Two-in-One into a Fireball.
3) This trick only works if your
initial kick makes contact.

on his other side. As you fly,

use a Roundhouse Kick.

2) Just as you land, pull
Towards and execute a
Standing Fierce.

3) Close this killer combo with
2 Double Hit Dragon Punch.

4) The fourth hit will more
than take your opponent’s

breath away.



Use a lot of fakes with Blanka.
When he jumps, use the extra-
long range of the Dragon
Punch to take him out from a
safe distance. Don’t get trapped
in the corner or Blanka will
scratch you with low kicks. If
you do get trapped in the cor-
ner, use a Fierce Dragon Punch
to land on Blanka’s other side
and escape.

Chun Li usually jumps sooner
or later. Toss Fireballs, and try
to Dragon Punch when she

makes her move. If she won’t

jump, make contact with a low
kick and follow up with a Two-
in-One Fireball.

From farther away, always use
the Short Hurricane Kick to fly
over Dhalsim’s Fireballs. You'll
dodge the Fireballs and land
away from those deadly limbs.
If you're within a half screen of
Dhalsim, don’t throw Fireballs
at him. If you do, he may jump
over them, and try to nail you
with an Instant Spear or Torpe-
do. Try to fake Dhalsim and
then Dragon Punch him when
he reacts.

When Honda starts flapping
the Hundred Hand Slap, Drag-
on Punch him. You can also
protect against the Sumo
Splash with a Dragon Punch. If
Honda gets too close and you
try to toss a Fireball, he’ll kick
you and trip you.

If you jump over Guile’s Sonic
Booms, you risk a Fierce
Punch in the face. If you try to
g0 head-to-head with projectile
weapons and you’re too close
to Guile, he'll try a Spinning
Backfist. If you see the fist
coming, Dragon Punch it. Use
this weakness to your advan-
tage. If you read a Flash Kick
and begin your Dragon Punch
simultaneously, you can nail
Guile when he Flashes.

vs. Ken

Ken vs. Ken is a defensive,
strategic battle. If you get
trapped in a corner by Ken’s
Fireballs, wait until he moves
too close. Use the Dragon
Punch to fly out and nail him.
Remember not to push him

into the corner and make your-

self vulnerable to the Dragon

Punch. Do a lot of Fireball fake-

outs to draw his Dragon
Punch.

i H 6
Use a strategy similar to Ken’s,
but be very careful about toss-
ing Fierce Fireballs when you're
within half a screen of Ryu -
he'll spin over and tag you with
a Hurricane Kick. Don't get into
Fireball wars with Ryu, since
his weapon is faster. Try to
damage Ryu early, and then
play defensively until he’s done
for.




vs. Zangief @

you, fake the Fireball to make
him execute the Spinning
Clothesline. When he begins
the move, use the Fierce Drag-
on Punch to knock him down.
Keep moving to avoid the Spin-
ning Pile Driver.

vs. Balrog

Balrog often likes to finish his
combos with a ducking Round-
house. Watch and try to Drag-
on Punch him when he uses
the Roundhouse. Stay on the
attack with Balrog. Keep him

off balance to avoid his deadly
combos.

vs. Vega

Be careful when you throw
Fireballs. Vega will take advan-
tage of your vulnerability to
leap off the wall and Air Suplex
you. If Vega tries to spring off

the wall, jump back and Fierce
punch if you're desperate. If

you have time, nail him with a
Dragon Punch.

vs. Sagat

Take the initiative with Sagat.
Any time you jump over a Fire-
ball, time your Roundhouse or
Fierce Punch to tag him during
his Tiger Uppercut. The Hurri-
cane Kick is hard for Sagat to
stop. Throw Fireballs and when
Sagat jumps over them, jump
up and Roundhouse him.

vs. M. Bison

try to predict when Bison will
use his Scissor Knee and
counter with a Dragon Punch.
Or, predict when he’ll fake and
jump him to escape the corner.
Always use Fireballs and the
Dragon Punch pattern to keep
him away. If you hold him off,
he’ll have to go for the Head
Stomp - be sure to block it.

oNUS
STRGE

Check out Ken’s ending, Cham-
pion Edition style!

vs. the Barrels
Bonus Stage

Y )
Stand in the center of the
screen and press Fierce Punch
to break up the barrels as they

fall.

vs. the Drums
Bonus Stage
e :

- i ]
Here’s a great place to practice
your Two-in-One Jab Dragon
Punch technique. You'll win
and learn.
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Hurri ne Kick
13% Damage Per Hit

Foot Sweep
17% Damage

flfayon Punch
3% Damage Standing

2 0,
5% Damage Standing Close
T

-Back,

1) Press Down, Down-Back,

) Back, and any Kick button

tofly forward with & deadly
spin-Kick move. .

2) You'l cruise over proyecu\e

attacks, such as Guile’s

Sonic Boom-

e
Knock the opponent off his
feet with a ducking Round-
house.

1) gress Towards, Down,
OWn-Towards, angf a1,

Fireball punch b

Ut
7% Damage awesome u(:)r;)tet:ie ny Uy 2)This is a great counter 0
s e known as the Sheng’; izgg missed special techniques.

© Dragon Punch s yoyr

ticket to e 5
bilty, Mporary invingi-

B ny s M
Axe Kick
20% Damage

1) Press Down, Down- /
Towards, Towards, and any |

punch button to throw e Js ! o P 4
Ryu’s mystic Fireball. } Move close to the en R
2) Use it to trap the enemy | stand still and pregg Re my, then | ~’

against the edge of the house. You'| yse 4 Qng; Ifan enm S ——

screen and counter aerial | ble-hit high kick great dou- f hold g Y JUmps nezr v,
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CRUSHING

c 0 M B n s Dragon Cormibo

47% Damage

Short Kick Combo
40% Damage

Fireball ¢,
0,
45% Damage mbo

E i F SN
1) Jump Towards an opponent
with your Fierce Punch.

. 7 2) Land and use a standing
b, - Fierce.
S 3) Simultaneously execute a

1) Jump and smck the opp Fierce Dragon Punch.

nent with a Short Knee.

2) Land, duck, and tap Short 1) Jump Towargs the o
for multiple hits. nent with a Fierce Puﬁsr? :
3) Dizzy the opponent, then - l,_:a nd and use a ducking
execute the combo again e ok
for asecond deadly Dizzy! \ Now finish the move with a

| Fierce Firebg)|

Hurricane Combo 40% Dam:

1) Jump Towards an enemy
with a Fierce Punch.

2) Land and use a standing-
close Fierce.

| 3) Simultaneously execute

a Hurricane Kick for three

hits in sequence.




Two-in-One Dragon Punch v,

1) Begin your motion for a
Dragon Punch. In the mid-
dle, press Fierce punch.

press Jab. You'll score two
huge hits!

Hold Back o
Opponent

on the groung, 1
Press Strong or Fierce for it

Triple-Hit Combo
519 Damage
]

1) Jump Towards the opponent
and throw @ Fierc_e Punch.
2) Now use a standlng-closg
Fierce Punch as you begin a
0-in-One. ‘
3) 1CF)\I;mple'(<e the combo with a
Fierce Fireball

25% Damage
S 2]

o opponent,
ve close to the
m:n press Back or Towardz,e
plus Forward o Rouncihg: Or;
im into the dust.
roll him into t
tsomp\etior\ you'll be ; Zafe
distance away from

enemy.

TWo-in-gne Firebayy
27% Damage Jah

30% Damage Strong

34% Damage Fierce

£

1) Press any punch button to

attack, and holg down the
button as You use a Firghyj
2)Fora double-hit, release the

bytton as you complete the
Fireball,




If Blanka rolls into a ball,
counter-strike with a Dragon

Punch for a massive hit. Toss
Fireballs to keep him at a dis-
tance.

When Chun Li uses a Whirl-
wind Kick, toss a Fireball. Then
attack with a. combo while
she’s stunned.

Anticipate his long-reaching
kicks and toss Fireballs to take
him down. Throw the Dragon
Punch when Dhalsim uses a
Yoga Spear.

vs. Guile

The army vet's vulnerable after
amissed Flash Kick. Immedi-
ately throw a double-hit Drag-
on Punch. Don’t get sucked
into a Fireball fight or you'll
suffer the backhand conse-
quences.

Throw a Fireball to give Hond
a hotfoot. When he leaps away,
it's Fierce Dragon Punch time.

Ryu finally meets his match in
Ken, a character with identical
moves. Throw fireballs to keep
him away and rely on Sheng
Long when the action gets hot
and hairy.

Ryu’s a master of the Dragon
Punch, so don’t leap directly
near him. Instead, stand your
ground and attack with Fire-
balls and close-in Back Rolls.




Throw a Fireball and Zangief
will be forced to use a Spin
Punch for protection. Now,
move in and drive your point
across with a Roundhouse
Foot Sweep.

vs. Balrog

A Hurricane Kick takes out the
trash with ease. Balrog’s mas-
sive girth makes him suscepti-
ble to multiple hits.

When he climbs the fence,
stand still and use a Fierce
Dragon Punch.

Lanky Sagat can’t withstand
low Short Kicks. If Sagat miss-
es an Uppercut, blast him with
a Dragon Punch.

Don’t throw Fireballs or Bison
will use a Scissor Knee.
Instead, knock Bison away
with flying Roundhouse Kicks
followed by a multi-hit combo.
Use Fireballs to terminate his
Flaming Torpedo.

the Wall Bonus

The wall comes tumbling down
under the force of Ryu’s deadly
Dragon Punches. Repeat them

over and over until every brick

has crumbled.

97

Stage

Use Ryu’s Dragon Punch to
shatter the car. Jump Towards
the car with a Fierce. Duck and
hit Fierce again. Finally, throw a
Jab. Use the Dragon Punch
over and over again until the
car’s a twisted wreck.

Ryu wins gold in the Street
Fighter games, but he refuses to
take his place in the winner’s cir-
cle. Instead, he retreats to the
seclusion of a pristine waterfall
to practice his moves for the
next World Warrior tourney!









Improved Firebay

=

) Press Down, Down-

2)Use your Firebalks to comey.
Towards, Towards, and any  opponents on one ;;:o;nfer
punch button to throw the screen! -
faster-than-ever Fireballs, :

Ry’s Hucane Kickis
deadlier than ever. Press
Down, Down-Back, Back,

-

ind any kick to fly forward ¥ 5
:/ith a zevastating spinning Two-in-One Fireball o, LATE
kick. Now, one hit will 14% Damags b
knockdown the opponent! i

2) Use the Hurricane Kick as a

defense against Fireballs. As
aFireball flies at you, begina
Hurricane Kick. You'll whirl
through the Fireball without

taking any damage. i 1
3)If you're close e:v‘t)]ugh to T)To o ; ‘ e
our opponent when you dod amage with  2) Quickly co :
}t;egin adefensive Huricane | @Kick/Fireball combo, throw ball mgtionnf]gf‘fzmgr&
Kick, you'll nail the enemy a‘duckmg Short or Forwarg strike. This trick Staad
before he or she has a K'CK. As you use the kick, I your intal Kik e,
chance to recover. begin the controller motion e es

to throw a Firebal,

1) This Ryu standard works
well with many of his oppo-
nents in the SNES version
and the Champion Edition.
Toss a Fireball.

2) If your opponent jumps over
it, quickly move Towards
him and annihilate him with
aDragon Punch as he's
coming down.

3) This move’s easier if you

leave the joystick pushed

Towards after you toss the

Fireball. You're poised for an

instant Dragon Punch.




throw you. If she tries to use
her Flipping Neck Breaker on
you, counter with the Dragon
Punch.

e
!4;:3 L
vs. Dhalsim &%) ey

S

Fake a Fireball to lure the big If you’re ahead on energy

man in for the kill. When he against Guile, use this defen-

jumps Towards you, knock him  sive strategy to survive and

i Lo e L flat on his back with a Dragon whittle away his life. Use con-

In the Champion Edition, you Punch. If you feel like taking a tinuous Roundhouse Hurricane
can use Ryu’s Hurricane Kick risk, try countering Honda’s Kicks to fly over his Sonic
to fly over Dhalsim’s Yoga Fire. Head Butt with a Roundhouse Booms. He'll do some damage
Beware of his toxic Yoga Hurricane Kick at the last pos- to you, but you'll do more to
Flame. sible instant! him and eventually win.

L
Toss a Fireball at Blanka when
he’s away from you. As he
jumps Towards you, duck and
trip him with a Roundhouse just
as he lands. If Blanka tries to
trap you in the comer with his
Electricity, don’t hesitate to
Dragon Punch him in mid-zap.

Fake a Fireball to lure Ken into
jumping and then take the
advantage. Just remember not
to get too close or he'll nail you
with his far-reaching Dragon
Punch. If Ken misses a Dragon
Punch, walk Towards him. As
he lands next to you, blast him
with a standing Two-in-One
Fierce Dragon Punch.

Use Ryu’s favorite Flreball/—
Dragon Punch pattem to keep
Chun Li at bay. Don't try a
crouching Roundhouse on her.
If you miss, she’ll move in and



enough, batter away at him
with rapid crouching Short
Kicks. Zangief can’t kick
through these. His only way to
counter your Short kick assault
is a Spinning Pile Driver, which
is very difficult for him to pull

Check out Ryu’s ending,
Champion Edition style.

Sagat’s vulnerable just after he
launches a Fireball. Leap over
the Fireball, and cripple him

with a double or triple combo.

Throw a Fireball, and when vs. the Barrels
Sagat tries to jump over it,

immediately counter with a m"'s ye

mid-air jump kick.

In the Champion Edition, Bal-
rog’s Dashing Punches can’t
touch you when you're duck-
ing. Crouch and use Foot
Sweeps and Short kicks to
keep him off balance and suck
up his energy. Trap him in the
corner with alterating slow:
and fast Fireballs.

Stand in the middle of the
screen, and use standing

Ryu’s best strategy against
himself is to play defensively.
Stay back, keeping Ryu back
with Fireballs. Fake him out to

Fierce Uppercuts to splinter the
barrels to smithereens.

vs. the Drums

make him come after you, and
then attack when he misses a
move. Use the Roundhouse
Hurricane at the last instant to
travel over Fierce Fireballs.

away from you. Vary their
speed to throw off his timing.
When he moves Towards you,
be ready to block and nail him
with a Dragon Punch.

s Be@ |
Practice your Double Hit Drag-
on Punch during the Drum
Bonus Stage. You'll dent the
drums and have limited invinci-
bility against the flames.

When Vega tries to pull his
sneaky slide move, block.
Then, quickly tag him with a
ducking Roundhouse to knock
him backwards. Use well-timed
Hurricane Kicks to keep Vega
off balance.

Crouch and let Zangief
approach you. When he’s near
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Vital Statistios

)
Date of Birth: June1,199

ight: 7 £o.
| Height:7

‘\;“leight: 256/:\\75.

Blood Type: o
Home Land: 5 \:n\vo
Martial Art: 92 e
ikes: Bear Wres Y
\éieli\;es: Missile At

o Zangie) Za

Fha &

" ANIMATION suowcAseﬂ :

>

Personality ProFile
Borntobe bruiser, Zangief
trained for the Street
Fighter competition by
grappling with grizzly bears
in the snow-covered Siber-
ian mountains, Now battle-
scarred but wiser, he's
fespected as the world's
foremost authority on face-
Planting pile drivers, Zangiet
Superi-

iol
ZANGIEF

VA

Strives to prove the
| ority of his Russian
physique by crushing all
challengers in the World
Wartior tournament, He's
| sUpported by g high-ranking
US.5R. politician in his
efforts to dethrone M.
Bison and capture the
championship title.
—

i Quotes: >
?ﬁgcetime we meef:r\“':.,,
onna break your auoh
ity sbrength 19 MU
g‘\ﬁ;ter ‘han yours:

Lingief | Zangie] Zangie] Zau




ntage indicates amount of damage to tfe 0pPONg

Key to Commands: Fierce Rour’w(dhouse
ick

Punch
Towards: Push the joystick —
horizontally in the direction Strong 3
of the opponent. Punch ab  Strong  Fierce

Back: Push the joystick hori- Forward ‘ . .

zontally in the opposite dir-

ection of the opponent. . . ‘
Charge: Hold the joystick in Short Forward
the direction indicated for Round-

two seconds. Jab Short

Punch  Kick




Four-llit Co
0,
63% Damage o

1) Leap Towards the enemy
with a Fierce Punch.

2) Duck and use a Strong
slap to the gut.

3) Now complete the combo

with a ducking Round- 1) Begin this devastatin
attack with a Knee Dige

2) Land, duck,
3 , an
e, d throw a Jab

3) Next, use a ducki

e ucking Short
4) Quicl;ly €xecute the Spin-
ning Pile Driver mot
the fourth hit. i

1)

Jump Towards the opponent 2) Next, duck and use a For-

and throw a Fierce Punch. ward Kick.




s 1) Leap Towards the enemy
with a mid-air Knee Dlve.l ;
2) As you land, start the Spin
ning Pile Driver motion. k
3) You'll complete the attacl : ’ |
even if the opponent I hie : q

ttempts to block! S i 7
aftenn | Spinning Pile Driver
33y Damage
| f"v--f—-

1) Leap Towards the opponent
Wwith a Knee Dive,
2) Duck and throw a Jab
3 Punch.
? 3) Finish off the assault with a
Spinning Clothesline.

1) Press any two pungh bgt
tons together to spin with
outstretched fists of fury.

| ine for
Use the C\otheshqe
) immunity to high fire lattacks!
3) Beware, Zangief's still vu!—
nerable to low blows during

a Spinning Clothesline.

1) Not only is Zangief’s Spin-
ning Pile Driver the dead-
liest move in the game, it
has a great range, too! Hold
Towards the opponent.
Then rotate the joystick 360
degrees clockwise and
Press any punch button,

2) You'll grab the opponent
and drive him head-first into
the turf.

3) Try this attack even during
an enemy’s special tech-
nique onslaught, Timing is
key.

1) Duck and press Round- 2) You'll knock the opponent
uickly tap two punch but- house for a quick and €asy  down with one hit!
ons for a Spinning Clothes- Foot Sweep.
ne to complete the combo. -




Body splash

14% Damage

\ Leg Dive
17% Damag®
| Jump in the air, then press
Down plus Fierce to lan
oppor\em’s

pody-firston the
face.

n rid-flights old
press Fierce ford
Sto, : ,
| Iron ¢y,
4 2
e Damagvg
_\ Ppile Driver
B 00 Damage

g{f

my, then

Stan
d astep away from th
e :
e close o the ene

Oppone;

or Back':,'];h:" hold Towards
| ey

9rab the opponen t,Sffl;;mg o k| Mov
£ | (old Towards of ack an
| ress Strong O Forward fora
short-range Pile Driver-

| 25% Damage
=

Stand a step away fromthe
enemy, then hold Towards o
Back and press Fierce to
chomp the opponent's neck. Z
4 o ] = - z 7
3 e 2% S Move close tothe opponent,
gl [t je tothe oppone then hold Towards of Back
and };l'ess FTowa,ds e (?kt, | and press Fierce for adevas- Move clo; 2
Snd pressFircoto i the | tating Back Sam- (s LoD
Y over your sh ip the as old To, a OPponent
oulder. 3 T Press Fo oS O Ba <
. | gouSe fora SO’Ward or Ro:jk
a Creen-. Ing-
| Back Breagey ©en-shaking




ZANG|EF | vs. Dhalsim

Destroy Dhalsim’s Body Spear Stand still and block Ken’s Your Spinning Clothesline is a

assaults with a Spinning Dragon Punches. Then move great offensive maneuver if
Clothesline. When he Slides Towards him and use a Spin- Ryu tries a close-in Fireball.
low, snatch him with a Spin- ning Pile Driver combo. Same story for Hurricane
ning Pile Driver. Kicks.

Counter Blanka's Ball Aack with e g

a Spinning Clothesline. If he Block Guile’s Sonic Boom:

attempts a mid-air combo, block with a Splnmng Clothgsllng. Try

and use a Spinning Pile Driver. a Knee Dive when Guile misses
a Flash Kick.

| i

Giv Honda a t of your
Spinning Pile Driver if he uses

block the move, then use a

Spinning Clothesline when she e Hundred Hand Slap attack.

lands. Start the Spinning Pile

Driver rotation to overcome her
Lightning Leg.




ZANGIEF

Execute Spinning Clotheslins

Take Vega for a ride with a
Spinning Pile Driver, which against Bison’s Faming Torpedo

counters his Slide move. Use
Spinning Pile Drivers to elimi-

to knock him woozy. Move close
and use a Knee Dive followed by

nate his Tumbling Claw. a combo. If he uses a Scissor
Knee, block, and rotate the pad
for a Spinning Pile Driver.

Use Zangief’s Spinning
Clothesline to decimate the
wall. Keep bashing away for a

uick victory!
vs. Sagat : i

vs. the Car Bonus
Stage

The greatest test of strength for
an ace wrestler is himself. Trip
up Zangief with Foot Sweeps,
then attack with a Clothesline
Combo.

vs. Bairog e

Leap over Sagat’s low Fireballs
and duck his high Fireballs. Get
in close, block Sagat’s mid-air

combos, then use a Spinning

Beat down the car’s doors with
your Spinning Clothesline.
Once one side of the car is
bashed in, jump to the other
side and resume a Clothesline
assault. Finish the piece of junk
with ducking Roundhouse

It's the end of the line for this
dictator. After Zangief puts the
moves on Bison, he dances the
night away with a familiar face.

Sucker Balrog into using his
Turn Punch, then grab his fist

just before impact and perform
a Spinning Pile Driver.



More than anything

else in the world, Zang- :

ief loves a fajr fight.
When his defeatey ene-

Mies cried “Foyl)” after |

Zangief crunched their
skulls repeatedly with
Spinning Pile Drivers,
he decided to oyt them
a break. He now
bounces Pile-Driven
foes to safety in the
Champion Edition,
Similarly, Zangief con-
sidered his foes’ Fire-
ball techniques unfair,
To disrupt their projec-
tile assaults in the
Champion Edition,
Zangief copied former
rival Mike Haggar's
Spinning Clothesline,

190
4

U.S.S.R.: Industrial Factory
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Key to Commands:
Towards: push the '1ogstick
horizon\ullg in the direction
of the opponent.

Back: push the ]ogs(ick hori-
zontally in the opposi\e dir
ection of the opponen(.
charge: Hold the joystick in
the direction ir\dicc\ed for
two seconds-

Jab
Strong Flo
rce

Sh
ort Forwarg e
un

Flerce
punch

jab  Sh
punch Ki

strong
punch

Forward
Kick




Easy Spinning Pile

Driver

Moving Spinning
Clothesline
13% Damage

&

&

GIiUSHING

COMBOS

Clothesline Comho
28% Damage

: EE - R
) After you knock an opponent
down, throw a ducking For-

yvard or Roundhouse Kick
|ust as he or she stands y

2) If thg enemy blocks, go fc?
a whirl with the Spinning

| Press all three punch buttons Pile Driver.

together to move Wwhile you

| spin with outstretched fists.
Move into and nail
fireball-throwing 0ppo-
nents with the Moving
Clothesli

Stomach Crunch
14% Damage Fierce
6% Damage Strong

Boston Crap
20% Damage

P T e =

Jump Up in the aif, hold Up,

and press Strong of Fierce to

fatten flying foes. Use the

Crunch to knock the opponent
|

dizzy injust two hi

b &
Move close to h ;
€ enemy, thy
press prards plus Fom}:arden
for a quick hip throw,

= = ) i

1) Leap Towards the opponent
and be sure to land on the
other side of his or her body.
While flying, bust a Fierce
Body Splash.

2)Land and use a ducking
Short Kick or Jab Punch.

3) Quickly tap all three punch
buttons for a Spinning
Clothesline finisher. Capcom’s
James Goddard calls this
combo the “James Special.”

) Leap Towards the enemy
and position yourself so you
land on the other side of the
opponent. In mid-air, use
the Fierce Body Splash.

2) Land, tum around, and
throw a ducking Jab Punch.
3) Stand up and toss another

Jab.

4) Duck and use one more
Jab.

5) Finally, throw a crouching
Roundhouse Kick. Time
your Jabs in a medium-
paced, steady sequence to
pull off this combo correctly.




ZANGIEF

-
Blanka’s a mid-air menace, so
use jumping Stomach Crunch-
es to take him down and out.
Duck and throw Roundhouses
to trip him during an Electricity
assaullt. If you're feeling full of
yourself, chance a walking
Spinning Pile Driver to grab
Blanka during his Electricity.

attempts, then Clothesline her
just before she lands. If she
tries her standing kick pattemn

to keep her distance, jump and

peg her with a well-timed Fierce

Punch.

vs. Dhalsim

Use a jumping Fierce Body
Splash to break Dhalsim’s elas-
tic arms and legs. If you con-
front him in the middle of the
battlefield, use regular throws.
Don'’t pull a Spinning Pile Driver
or you'll bounce so far away
that he can resume a Yoga Fire
trap pattern.

Toss standing Fierce Punches
to give Honda a headache
when he uses a Sumo Head
Butt. If he does let a Head Butt
loose and you're unprepared,
jump, then land and try the
Fierce Body Splash. Use a
ducking Roundhouse Kick to
counter the Hundred Hand
Slap.

o

Block Guile’s Flash Kicks, then
move close and go to town
with a Spinning Pile Driver just
as he lands. Use a Spinning
Clothesline to make short work
out of Guile’s Knee Thrusts.
Throw jumping Fierce Punches
to stop Guile’s Sonic Boom
keep-away efforts.

with rapid-fire ducking Short
Kicks, bust a Spinning Pile Dri-
ver in-between the legs. Duck
his Hurricane Kicks and throw
a Jab as he flies past. Use a
Spinning Clothesline to whirl
through his Fireballs and teach
him a lesson.

Trigger-happy Ryu will try to
throw Fireballs, and then trip
you as you land. Hop over the
‘balls and use a Fierce Punch.
Try to make him miss a duck-
ing Roundhouse Kick, then
snatch him with a walking
Spinning Pile Driver for ultimate
impact.




If Zangief leaps Towards you
for a combo attempt, jump up
and Crunch his Stomach to
keep him at arm’s length. Duck
and throw a Roundhouse Kick
to halt his Moving Spinning
Clothesline. Overall, the fastest
Pile Driver draw wins, so prac-
tice your controller spins.

vs. Balrog

Use Moving Spinning Clothes-
lines to counter Balrog’s Tum
Punches and Dashing Punch-
es. To stop a Dashing Upper-
cut, duck and throw a
Roundhuse Kick.

=LAE

Stand and use a Fierce Punch
to prevent Vega from Air Slam-
ming you after the Wall Climb
technique. If he tries to claw
you on the way down, absorb
the hit, then execute a Spinning
Pile Driver. If Vega uses a Tum-
bling Claw, nullify the maneuver
with a ducking Roundhouse
Kick.

him when he tries a Tiger
Uppercut. Block his Tiger
Knees and take him to the
cleaners with a Spinning
Clothesline.

vs. M. Bison

Leap Towards Bison and use
Fierce Body Splashes to
counter his Flaming Torpedo
and Scissor Knee. If he exe-
cutes the Head Stomp tech-
nique, leap and Jab, then try a
Spinning Pile Driver combo
when you land. If Bison tries
the Comer Trap strategy, use
the Spinning Clothesline to
escape.

Leap over Sagat’s Fireballs and
use a Roundhouse Kick to stop

Check out Zangief’s ending,
Champion Edition style!

vs. the Drums
Bonus Stage

Duck and use Roundhouse
Kicks to scorch the drums, but
don’t get inflamed by the fire.

vs. the Barrels

4 VA
Leap up and Stomach Crunch
the barrels as they bounce off
the trampoline. Gee, do you
suppose barrels really have
stomachs?
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rog still pic! ) ts in Las Vegas,

Balrog st icks his figh L

but now he takes 5 battles to Ul e brightly: it streets 5beadln the

boxing ringe: A crowd of enterta ers, dancing 9 5,and magicians
J

Eormer heavyweight boxer

Fersonality ProFile

Balrog ruled the fight game
a5 a top-ranked heavy-
weight boxer, but he lost his
title shot after a controver-
sial knockout. Unable to
reclaim his place among the
elite, Balrog’s turned to the
ho-holds-barred Street,
Fighter style to prove his
Worthiness in his own eyes,
Prowling the bright lights of
Las Vegas, the boxing capi-
tal, he throws a bewildering
array of jabs, Uppercuts, and
head-pounding Tum Punches,

Quotes: .,
%a?t\iv youwHir?® o
% what\'\a{?lg‘?;‘z el
: i
ot throud




Dashing Punc ,

| . : } - 3 % e

1) Devastating and usually 2) This attack’s similarin
unexpected, the Tum Punch ~ appearance 1o the Dashing
often appears in a combo Punch, but even faster.

assault.

A
=

1) Balrog runs it

: atyou with a b
0, ,ﬂ]st, the Dashing Punch o
) t_M drive you into the tuﬁ

| with one shot!

1) Balrog's main mid-air move

is a flying fist. |
2) It's akiller, often followed by |
amulti-punch combo. IR

1) Balrog’s Uppercut gives him
the upper hand during
clqse—in battles.

2) This punch will terminate air-

born opponents.

Sl S 6 W

| S | '. “ 1) The Vegas boxer's not aftaid
| 1) Aerial 4 5 S | | tothrowlow blows.
tt = |
rog wij ackers beware, Bal- [ ‘\ 2) Watch for the Low Punch,
9 Wil take you oy .. al- [ e
! J Standing Upper own with | “ which hltslhard below the
2)lt's especially o cut. | belt and disrupts your spe-
aspecial eC%niSf,gly during || cial techniques.



1) Balrog’s most punishing
move s a series of Tum
Punches, Dashing Punches,
and Dashing Uppercuts,

2) He'll pummel you relentless-
ly, sometimes with up to six
hits in sequencel

1) Bait Balrog into using a
Dashing Uppercut.
2) If he hits the air but not you,
] his body will be unprotect-
ed. Strike hard!

3) Block the attack or suer a
knockdown,

Turn Punch Misses

iq pur h, a Balrog
1) After a big puncn,
) miss leaves him openlto any
attack, especially a mid-air
assault.

4 =2 LY

1) Balrog begins with a Jump-
ing Punch.

2) Then he'll smack you with a
Standing Punch.

3) Finally, he'll wrap up the
combo with a Dashing
Uppercut. Your best
defense is to block it or use
athrow!

tting high,

2) Lure him into i
€N go for jt,




reated to a
9ymin | ¢

“5triking ”
looking thap ever,




Jab  Shor
Punch Kick




7)Balrog

on his heavy feet, but those

big fists packa wallop.
First, knock an opponent
off balance.

6[”\ i
cKing U
13% Damayge i

1)B
some punch, even with a
simple uppercut. Justuse a
standing Strong.

2) Use the uppercut to knock
an opponent out of the air.
As he jumps Towards you, |
throw a standing uppercut |
to stop the attacker cold.

| i {:t

1) To deliver 5 deadly uppercut

from a crouchi

i hing postt
simply duck ion,
e

2) Use this m
IS move to stop g
nents in mid-ajr a5 thgy ﬁ; i /

\

Towards you, l\
. |

|

|

aot be nimble 2)

Now, duck and tap Round-

house is a killer move since
it looks like it hits high when
it actually hits below the
belt! When an opponent is
blocking high, go low with
the Fist Sweep-

,W 2

1§

L

[ ucking Short

|

‘1)

1) Duck and rapidly tap Short to
throw a series of low blows.
2) Use this move to stop some

opponents from attacking in ‘

a ducking-close position.
The ducking Roundhouse is
an even better defense, but

1) To give an opponenta
nasty Elbow Jab, just stand
close and hit Short.

2) Although the Elbow Jab

doesnt work any better than |

aregular punch, it'sa nice
touch for stylish combos!

house. The ducking Round- |

Two-in-One Turn
Punch/Dashing

Uppercut
39% Damage

Use this special technique
combo for a one-two punch.
Shtetxrge all three kick or punr,:h
uttons, and si
o baci ‘5|multaneously
2) Release the three charged
buttons to deliver the Tum
Pynch. Immediately follow uj
with a Dashing Uppercut. i




Triple-Hit C:
27% Damage Dtho #2

Triple-Hit Combo
Six-Hit Dashing

30% Damage :
F 4 3 :
< n e Uppercut Co
) 4 3 i
49% Damage o

520

Leap Towards

: ur

with a Fierce, @l
2) Duck and nail your oppo-

1)

1) While Charging your Dashing
Punch, leap Towards your

adversary and strike him with nent’s st
i = omach with
any kick bytton. ; 3) Finish off this sim;;le ab Jab.
2)Land and immediately throw effective, combo wi , but

a standing close Short. ing Rounydh(,usg with a duck-

3) As you use the Short, imme-
diately complete the con-
troller motion to let your
Dashing Punch fly. This isa

punishing three-hit combo.

1) Jump Towards your
opponent with & Fierce. While
you're flying, Charge back.

2) Duck and deliver a nasty Short
1o the stomach while Charging

Back.

3) Stand up, and while Charging
Back, deliver a short elbow.

4) As you use the short, imme-

1) Leap Towards your a
and pull Back a);d Do::/: rtzary
Qharge_;. Throw a mid-air
Fierce just before you land

2) Land, continue to Charge :

Down and Back, and tap

diately complete the con-
troller motion to throw @ Short three ti
| time:

Dashing Uppercut and put ducking posjﬁOns foma

the icing on the combo. 8) As you throw thé third Jab,
|mmediately Push Towardé
ar:’d hit Short again to deliver
adeadly Dashing Uppercut.

bonmy  bowwy oy Yoy  bowwy  bowwy  bouwy



P
1) To butt heads with an oppo- 2) Balrog grabs his attacker,
nent, stand close, push bashes him with his mighty
Towards, and tap Fierce or head, and then tosses him or

Strong. her away.

amage

25% D:

Dashing Uppercut
14% Damag

Dashing pupgy,

14% Damg ge

= O

1) To toss aTum Pu_nch,
Charge all three kick or
unch buttons. Release the .
puttons to rmake Balrog whirl : . =
into action. ! o
L v o 1) This move's the key
. . ’s combos. TO
packsa mighty wallop. it's ! ma e : - 5
casy for your opponents 0 1) Balrog can fose Lt o e mighty Des :
ad. Trick them py holding from g N 10Ss this punch Uppercut, Charge back,
read. Screea Ithe way across the ress Towards, & it any
n.
Towarg Charge back, pysh .
b S, and tap any punch 2) The best defenseis 290
nrers o you,?b [ offense. Use this move toh
down their guard, letthe es, quickaysgt)sgh?"ch miss- knockt?‘ppg::\r;tsT g:}a?; ; e
< o air as they !
Turn Punch 1P and grab yor e rds 2
aHead By, ent for i

Balvog  Balog  Balvog  Balkog  Balog  Balog  Balkog



BALROG

Blanka’s always jumping. If he
moves Towards you on the
ground, duck and tag him with
a Roundhouse. If he flies at you
through the air, nail him mid-
leap with a Dashing Uppercut.
Don't try to Head Butt Blanka,
he’ll just chew you!

Chun Li has to jump Towards
you sooner or later. When she
does, be ready to pulverize her
in mid-air with a Dashing
Uppercut. Or, play it safe by
dashing past her. Then turn
and punch or grab her and lock

her into a Head Butt. Time a
Turn Punch to devastate Chun
just as she lands after bounc-
ing off the wall.

Guile’s a tough match for Bal-
rog. When Guile tosses a Sonic
Boom, your best strategy is to
try to nail him with a jumping
Towards Fierce, followed by a
ducking Roundhouse. If you
connect, use a combo to quick-
ly dizzy him. Guile will usually
trip you if you try a Dashing
Punch. Instead, hang back and
use a Turn Punch when you
catch him off guard.

than Ryu. If you jump his Fire-
balls too close to him, you're
an easy target for a Dragon
Punch. Wait until he misses a
move, and then try to quickly
dizzy him with a combo.

Dhalsim tries to slip in with a
sneaky slide. When he does,
push Towards and grab him
for a Head Butt. When the elas-
tic man tries to stab you with
an Instant Spear or Torpedo,
duck and nail him with an
Uppercut. Don't get trapped in
the corners!

If you miss a combo against
this guy, he’s gonna try to nail
you with his Spinning Pile Dri-
ver. He'll block and wait to tear
you apart. To protect yourself,
always finish your combos with
a ducking Roundhouse. You'll
deliver a final blow and jump
back to safety.

Sheng Long, the Dragon
Punch, is Ken’s weapon of
choice. If he misses it, try to
take him from below with an
Uppercut, followed by a series
of combos. He'll try to use the
Hurricane Kick to get close
enough to throw a Dragon
Punch, so block as he lands.

Wide boy has to leap Towards
you sooner or later. Be ready to
pulverize him with a Dashing
Uppercut when he makes his
move. Beware: E. Honda has
quite a few throws. He'll take
advantage of a missed Upper-
cut to crunch your bones and
bury you afterwards!




while he’s vulnerable, blast him
with a Ducking Roundhouse.

bling Claw, duck and block or
BALROG use a Roundhouse to counter.
Block his slide move, and then,
P

Wait until Bison tries to jump

Towards you, and then tag him
with a Dashing Uppercut. If he
slides at you, try to jump from
a ducking position and hit him
with a flying Roundhouse from

Stand in the middle, just below
where the barrels drop. Turn

Stay out of baldy’s reach Ifyou o AT €
manage to jump over his low above. Don't mess with his left and right and tag each

Fireballs, try to tag him with a Flaming Torpedo - just block it. falling barrel with a Round-

flying Roundhouse. If you house Punch.
knock him down, quickly move Boug
in with a combo to dizzy him.

Wait for your attacker to make
amove. Then, go for him with
low, safe moves like a ducking
Roundhouse. Try to use
crouching Jabs to knock him
off his feet. If he’s low, leap
Towards him with a flying
Roundhouse, then follow up
this one-two with a ducking
Roundhouse.

Balrog’s mighty meathooks
bash the car with no problem.
Just dent both sides with For-
ward Punches.

Balrog proves the American
dream is alive and well as he
beats his way to the top of the
Street Fighting Circuit. After
losing his title shots in the box-
ing ring, he regains his top-
ranked status in the eyes of the
children of America.

Vega s a sucker for a Dashing
Uppercut. Wait till he flies off
the wall and tries to Air Slam
you - he’ll never know what hit
him. If he tries to use his Tum-

Use your punch buttons to
mutilate the drums and avoid
the fire. It's an easy one-two.
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Fersonality ProFile
Vega accrued a wealth of
fast moves by battling bulls
in the pastures of Spain,
| Entered in the Street Fight-
ertournament to demon-
strate his fighting skills ang
graceful body, he dong
mask to protect his hang-
some face, and wears 4
claw to defend himself
against his Opponents,
Despite incredible vanity,
this matadors self-confi-
derice can be shaken by
breaking his claw with g
series of hits, When near
defeat, he often retreats to
afence and swan dives on
the enermy with razor-sharp
aceuracy. Ever the show-
man, Vega only unmaske
and shows himeelf +, the
crowd when he emerges
victorious,

Spaniards attend this fight pit for a fine show of dancing, music,
good food, and ferocious battles. The well-lit arena is perfect for
Vega’s showman style. He loves to play the crowd for applause. A

ves: us
d ttle QUO oreo
chain-link fence protects onlookers from harm, and provides a perfect ‘B'Taha\’\kyou fora 9
escape route for Vega when he's feeling the heat. T,'\\’\'\C‘-”d omeﬁg\q\;el’é never
“Hando s
\:\ae a batole!




1) If his lifeline runs low, Vega |

climbs Spain’s chain-link
fence.

2) Next, he dives from the sky
and tries to take you out
with a quick attack!

3) He might extend both claws
in an attempt to rake you
across the face.

4) Or, he'll try to use an Air
Suplex. Be prepared with a
high counter-blow.

BN

1

In a pinch, Vega relies on
his Claw for a speedy roll
maneuver.

\atf
=

2) He forward-flips and saps
your energy. This is his
favorite standing attack.

ng attack j = /
quUICK blow it e s a :
e W With his rapid-fire /

| 1) Vega Keeps his i

: st
With handy Backﬂiaznme

The move takes him oyt of

stiking range e
Painless}y. ¢ quickly ang

) On the ground, Vega's slid-
ing leg maneuver is & thom
in opponents’ sides.

2) He can even Sweep under-
neath projectile attacks.




Double-Hit Co
T 2 U6 &

1) Vega leaps at you with afly-

ing kick.

2) Then he lands and immedi-

ately executes a Foot
Sweep to knock you off
your feet.

— e B
\i 1) Vega moves in wi
S Weep. Wwith a Foot
2) If you block, kiss yourself
goodb){e when he Suplexes
You. This attack is nearly
unstoppable,

1) Rock Vega with approxi-
rnétely 13 direct hits angt
- 'r\wle Ilose his claw,
low he’s almost
less. Do him in) ik

Knockdowns
37 E

1) Knock Vega down once.

2) As he stands up, attack with
any flying move. You'll catch

him in mid-jump and knock
him down again.

3

Wait for Vega to climb the
fence.

2) Just as he leaps foran
attack, jump Back and use &
Roundhouse Kick to give
him the boot.

1) Dupe Vega into bou i -
the wall, il
2) As he descends with a

Jump Kick, jump Towards
gr;d u;:e your character’s
‘oundhouse Kick t
him flying. S

3) Leap Towards and execute
more Roundhouse Kicks to
knock Vega dizzy!

Slow-Moving Missiles

1) Use your character’s Jab-
button projectile attack
when Vega Backflips.

2) You'll make an impact when
he recovers from the move.




| Ve !
| ga practices his

| martiz| 4

i rt in
/ Art-time ig m
| bull fighter, Vzg;b as a

Vega's sta 2 dark-blue hue in the Champion Edition. This
dive is more enticing and dangerous than ever.




ds: Push the
horizon\o\\g in the
of the opponen\A

charge: Hold
the direction
two seconds-

Jab strong Fierce

short Forward Rround-
house




AT =

1) To deliver a jump Kick, sim-
Ply jump and hit any button,

2) Your kick’s strength and
Speed are determined by
the button you press. For
example, it's stronger and
slow on Fierce, and fast and
weak on Jab.

EE —
Jump Back ang bounce off the

wall. This is o great escape
technique. As You rebound off
the wall, try to Choke Throw
airbome Opponents,

) Duck and press

oot
house to execute & i
Sweep-

Vi
? toslideinto Ol

| Mid-air choke Thro
25% Damage

ot
e Foot Sweep
2.USes h\S;p(:;e nts and

0jec-
move in undermeath prol

e P—

1) Leap Towards your oppo-

Asyo
| Ciimb, hold T

or
and press Strond Al

Remember,
this atteck after

nent and meet him in mig-
air. As you touch your
attacker, hit Strong or Fierce
to grab him by the neck and
toss him to the ground.

2) This move is tough to do on
the low jumping characters,
like Balrog or Blanka,

Il

d froma Wl

- Cl%Cegwards the enemy
Fierce to

r Suplex.

I‘Zz?>

Move Towards the Opponent
and push Strong or Fierce to
break his back with 4

Ground Suplex.




L

Tumbling Claw
14% Damage

.

s P S < 2
Charge Back, then push
Towards and tap any punch
putton to tumble with an
outstretched claw.

2) Vega uses this annoying roll
move to surprise opponents
and sap their energy with

two quick hits.

1)

Backfiip

Charge Down. Then, press
either Up-Left or Up-Right
plus any kick to leap up and
grab the wall.
2) Finish off this move with an
Air Suplex.
3) If desired, control your flight
as you spring off the wall. You
can spread your claws into @
graceful and lethal Swan Dive,
or spring away to safety.

2 s
1) Double pres: ¢
Vega flipphis idB Gl
2) \'l/'h:s move’s handy when
bzl?sa Z tryiqg ‘to evade fire-
IS, He's invincible while
he’s doing it, Be careful, a
slow-moving Jab proje(,ltile
can nail you just as you
recover from the Backflip.




Vault onto the wall, and
immediately bust an Alr
Suplex for a Two-in-One

4 A =
Charge your Wall Climb, 2)
and then quickly smack your

opponent with & punch.

1)

ya—- . i‘

1) Jump Towards the oppo-
nent and Charge Back while
you fly. Just before you land
throw a Fierce. :

2) !_and, and while still Charg-

. :g Back, use a Short Kick.

S you press Short, immedi-

1)

While standinose

Charge Back i ]
e IS move actuall
o e ally tags
imme/z?a{g; gse o ;’i‘r’;';ﬁpc_lrnent e ately complete the controller
T e Tumblin, : s
™ . e Tbing Clan on to executt
s / €N your attacker o ol
i polishes off this lethal
) four-hit combo. :

dizzy.

d: Wa-a=x Do
Vary these moves with dif-
ferent punches and kicks to
create your own triple-hit
combos.

Land, toss a ducking Short, 3)
and finish with & ducking
Roundhouse.

1) Jump Towards your adver- 2)

sary with a Fierce.




ey Pl
Don’t try to battle Blanka in the
air. He'll nail you with his dead-
ly Beast Slap. You'll lose your
claw if you try to fight the
Rolling Attack. To unplug Blan-
ka, play defensively. Jump over
him, and use a Suplex to toss
him. To set him up for a throw,
jump kick him, walk Towards
him, and then go for it.

Don’t get into an air battle with
Chun Li. If you have to jump,
try to meet her in mid-air to
take her down in a Choke

Throw. When Chun tries to
decapitate you with her Whirl-
wind Kick, duck and use a
Strong or Jab as she gets
close. When she whips out her
Lightning Leg, jump over her
and Roundhouse her in the
head.

Use your air moves against
Dhalsim. His long limbs will
ground you permanently if you
fight him on the floor. For
example, if you jump Towards
Dhalsim, he’ll peg you with his
Roundhouse. The Two-in-One
Tumbling Claw works well
against the rubber man. The Air
Suplex is effective off the wall,
because even if Dhalsim
escapes it, your claw is gonna
do some damage instead. Back
Flip to escape Instant Spears
and Torpedoes.

When Honda tries his Hundred
Hand Slap, leap over the back
of his head to nail him with an
Air Suplex. Don'’t stick your
claw out in Honda’s direction
or you'll lose it quickly. The
Tumbling Claw’s dangerous

when used against the big
man, ‘cause you'll roll right into
his Head Butt or deadly kicks.

e
If Guile tries to Flash Kick while
you're attempting an Air
Suplex, aim Vega’s Suplex over
and to the back of Guile’s head
before pressing the throw but-
ton. When Guile tosses a Sonic
Boom, duck and hit Strong or
Fierce. Anytime you make con-
tact up close, use the Two-in-
One Tumbling Claw for
maximum damage.

When Ken pulls a Fireball from
near the wall, try to vault over
him, spring off the wall, and
use an Air Suplex as you
descend. Be patient against
Ken - let him make the mis-
takes, and claw him when he’s
vulnerable. Keep your claw out
of his reach - he’ll Dragon
Punch it to smithereens! Don’t
jump Towards him or you'll be

seeing stars from a deadly
Dragon Punch. r

e T
If Ryu uses a Hurricane Kick,
nail him with a standing Jab,
Strong, or Forward. He’s so
fast with the Fireballs that fak-
ing him out is a good strategy.
If you can make Ryu miss a
ducking Roundhouse, quickly
move Towards him and toss
him with a Suplex. Don’t get
cornered, and beware of the
walls - he’s quick on the draw
with that Fireball/Dragon Punch
pattern.

vs. Zangief @

he'll snatch you if he gets the
chance. Try to move Towards
him, duck, and stab him with a
low Jab claw. If he tries to
jump from far away, use a
standing Jab or Strong to clob-
ber him. If Zangief tries to jump
Towards you at close range,
jump straight Up or Back and
press any kick button.
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The slide is hard for clumsy
Balrog to stop. Trip him up,
and use your Back Flip as a
defense against his fists. Try to
time your slide to take him out
just after he delivers a punch. If
you see a Turn Punch coming
and you're within half a screen
of Balrog, meet him with a
ducking Fierce claw before he
can extend his fist.

s

Vega versus Vega easily turns
into an Air Suplex war. It's best

to wait until your opponent
makes the first move. When
Vega springs off the wall, jump
him and bust a Mid-Air Choke
Throw. If you trap him in the
corner, blast him with a Two-
in-One Tumbling Claw. Then
use the Two-in-One Wall Climb
followed by an Air Suplex while
he’s still off balance.

Don't slide into Sagat - he’ll
kick you. His lengthy arms can
nullify your airborne moves,
too. Stay on the ground and try
to step under his kicks and
throw him. If you manage to
make contact, the Two-in-One
Tumbling Claw is a damaging
move.

rner
with the Two-in-One Tumbling
Claw. If he pulls a Scissor Kick,
use a rapid standing Jab to
defend yourself. Watch out for
his deadly slides.

Give the car transmission prob-
lems with Strong Claws to its
doors. After one side’s broken
down, leap over its hood and
give it more punishment.

vs. the Barrels
Bonus Siage

Stand in the middle of the
screen, pivot on your feet, and

Fierce or Roundhouse the bar-
rels as they fall.

137 |

vs. the Drums
Bonus Stage

Duck and use Roundhouse
Kicks to shatter the Drums. Be
careful not to cook your claw.

Vain Vega proves that he is the
most beautiful and talented of
the World Warriors by destroy-
ing his ugly, less agile oppo-
nents. This bull fighter's king of
the Street Fighters!
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wti\e%agi‘mh: July 2,199
‘\)—\iight: 7.5
Wi g\’\t‘ 172 “éﬁ.

6\000\e 13::0\ Thai\a\’;f\hai
HM";“MZ\ Art: Muatlo"\e‘,n,/5
Likes: Strond e und!
Dislikes: Drago"

CASE
(TION SHOW!
ANIMAT » —

5 [

Fersanal'rty ProFile
Sagat dominated the
Street Fighting circuit 26
the greatest ik boxer ever
to walk the Earth, but Ryu's
strength, discipline, ang
lethal Dragon Punch burned
ascarin his chest, After
suffering this humilizting
defeat in the otiginal Street,
Fighter Tournament, Sagat
retreated to his home in the
Thai jungles o trgin for
revenge. To counter Ryu's
devastating “Sheng Long”
Dragon Punch, Sagat devel-
oped the Tiger Uppercut
Which he can yge with split-
second timing, Unlike his
Opporents, Sagat throws

low and high Tiger Fireballs,

Battle Quotes
“You are not, a wartior, yoy e
a beginnert”

“lam not satisfied yntj |
have the worlds Strongest
title againt
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Daul;IgT e
= Hit Kick

1) Sagat knows projectile
weapons! The Tiger Fireball
can hit high.

2) The Fireball can also nailyou
Jow. Be prepared to block!

1) Sagat slams jumpi
¢ ping oppo- 1) At clos
pents wih e TigerUpper blesup i 208 cou-
, his answer to the R age with thi
; ‘[/JVragon Punch. 9 Tﬁs’;ﬁg"‘;sé Kick. =
) Watch yourself. This long- heada chZ gives you g
With two quick

r_apge move starts low and

fgnlshes high in the sky. Get-
Png _hit by the Uppercut is an
uplifting” experience!

hits in sequence,

\\ e o
'\d-a\'\r masters Sagat b::o :
P N | dersyod with this \Rzi) :ce .
Ducking Of standing, Saggt ; | Gookhi anor o2y

delivers with this head-spht.tmg | it

punch. He summons the Tiger \//’

energy and knocks you WOOZY-




o Sagat lands after@
oW Of

o
jppercut !
for easy damade:

Just wh
missed U
hold him

Z 1) Sagat’s most vulnerable
after missing a low T

Fireball, v

;\Jaﬂ him in the head and yse
combo i
i attack to take him

2

1) Sagat leaps in the air with  2) Then, he unleashes a Dou- e three fast blows will
his Flying Knee. ble-Hit Kick when he lands.  knock you dizzy!
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dhi
hist Statye jn o
e

S5 an,
d a recolorey ye” !
» Yellow Bugd-

Sagat till cherishes

¢ of his

practice in his Thailand
home, he perfected the
dreaded Tiger Knee
move which had not
been executed correct”
ly in thie world for hun-
dreds of years: He also
developed 2 throw he
can use on his small-
statured Champion
Edition opponenve:




Roundhoyse
i

— Kick
el
Strong
g Punch
-LFOrWQrd
) Kick

Jab Short
Punch Kick

dire 4
‘&i secon
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Tiyer Knee
20% Damage

Tiger Fireball
9% Damage

i Ss
| 1)Stand close to the enemy,
then push Forward.

2) You'll nail the opponent
twice at mid-level.

1) Sgggt can channel his inner
dls_cnpline into fire bursts
Which propel from his fists.
Push Down, Down- :
Towards, and Towards to
begin the motion, Then,

Press any punch buttor; to

throw a high flame strike.

2) Or, press any kick button to
toss a low Fireball, The
stronger the button Yyou use,

the faster the Fireball will ﬂy’

Throw Sagat’s Fireballs to '

counter projectile attacks,

1) Press Down, Down- |
Towards, Towards, Up- |
Towards, and any kick
button to slamthe opponent |
with a flying knee. The Tiger YR U AT

Knee is quick, deadly, and gﬂu[ll&ﬂl it Short

hits the enemy twice if used Damage

close o your foe’s body. U] B
2) Use the Kne to take down

foes as they jump Towards

you to try a combo.

3) Bust the Knee to propel

yourself over projectile

attacks.

1) Press Towards, Down,
Down-Towards, and any
punch button to extend
Sagat’s limber body into an S e
all-out Uppercut. The . i \
stronger the punch you use,
the higher Sagat will jump

into the sky with fist extend-
ed. This is Sagat’s answer to | %
Ryu’s Dragon Punch! | 1) Stand close to th o 0ppo:
2) Sagat's fist starts low to the e ; r?Opr{m
ground and reaches extra- | 2) This move will double-deck

high. He’s vulnerable at the
mid-point, so be careful!

| the enemy low. It can only
| be blocked while crouching. ’

3) Us the Uppercuit to nail | Stand close to the enemy and.. Ll B i
jumping opponents. | press Jabtobustan ebow |

| aftack. |

e
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e B
e \

——— ' Roundhouse Air iy Fi;m?" g,
' Double-Hit Round- | soumter | | 1156 o OB bl into Uppercut
house “ 6% Damage e i

11% Damage

40% Damage

Ifan enemy J'Ups in

; ; your
When an opponent jumps . direction, crouch ang throw g
Towards you, stand and pust ; Fierce Punch, You either

Roundhouse. Your high-hitting knock the foe out of the ajr
Jeg wil stop the attack. cleanly or exchange hits,

3 1) Throw a Fireball with an‘{s
= me i
1) Stand close to the oppo- button, but astt hjeﬂt?) hold
| nent, then hit Roundhouse. released, contin e
2) This double-hit kick wil the controller in
‘ smack the opponent high up

position.

and in his or her face. 2) While you're holding

f‘w il Towards, hesitate fora
—— Rl jotion moment, then use an
| - 2 ing 2) Now complete the m jis works espe-
| Jumping Knee 1) From a standing of dud;if;?( ) and press any punch button Uppercut. Th]?nst e
| 5% Damage position, throw a Short 1o throw a high Fireball or hit cially well agal to hop over
‘ LT or Jab Punch. As you use any kick button to toss @ enemies who try

this attack, begin themolion &% 20 < our Jab or the Fireball

for aTiger Firebal. Short attack will team up

i re

with the Fireball to score
; two quick hits. in succession.

i\ Leap Towards the opponent
| and push Jab or Shprt toﬂ .
\ smack him or her with a flying \‘

| knee. |
|

Knee into Uppercut 4% Damage

]

Body Toss
20% Damage

o GRTRENY | il
1) Execute a Tiger Knee, and ~ 2) When you land from the

| Foot Sweep f
as you complete the attack,  Knee, immediately perform
retumn the controller to the the Tiger Uppercut. This

13% Damage
? A Towards position. double dose of special

\ -
. , techniques should make the
0 F

8 enemy see stars!
Duck and tap Roundhouse to
deliver a quick knockdown
with your leg.

Hold Towards and press

Strong or Fierce to grab the
enemy py the shoulders and
throw him or her across the

Screen,




Triple-Hit Combo
38% Damage

Triple-Hit
Roundhouse
24% Damage

Two-in-One Tiger
Knee
25% Damage Jab

= At — e 1) Jump Towards the enemy
1) Froma standing or duckl_ng 1) It's Roundhouse manial and use a Roundhouse K|ck.
position, throw a Short Kick Leap Towards the foe and 2) Land and throw a duokmg
or Jab Punch. As you use use, that's right, a flying Short Kick as you begin the
this attack, begin the con- Roundhouse just before you motion for a Two-in-One
troller motion for a Tiger touch down. Uppercut.
Knee. 2) Now land and dish out a 3) As you use the kick, com-
2) Quickly complete the Tiger standing-close Roundhouse plete the motion for an
Knee technique. The Short against tall characters or g Uppercut!
or Jab will combine with the Forward against short 4) After the jumping Round-
double-hit Knee for three characters. house Kick in step one,
hits in total. 3) The Roundhouse or Forward you can create your own
will double-hit, for a total of combo by substituting any
three hits. of the Two-in-One Fireball
or Uppercut techniques.
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Four-Hit Knee Combo

Y e oy

1) Jump Towards the oppo-
nent and throw a Round-
house Kick.

2) Land and use a standing-
close or ducking-close
Short Kick.

3) As you use the Short, bust
the Tiger Knee motion as
described in the Two-in-
One Tiger Knee technique.

4) The Knee will double-hit,
adding up to four hits. If you're

too far away from the oppo-
nent to connect with step
two’s Short Kick, skip it and
use the Knee for three hits.



Use a Tiger Uppercut just
before Blanka impacts you with
a flying attack. Throw standing
Short Kicks to counter his
Rolling Attack and most of his
ground-based moves. Toss
low Fireballs to take the zap out
of Blanka'’s Electricity.

Block high when Chun Li uses
her Head Stomp, then quickly
bust a Tiger Knee as she
zooms past you. If she tries to
trap you with a Roundhouse

* Keep your distance and throw

Flip Kick, jump Back and toss
a jumping Roundhouse to
ground her.

low Fireballs if Dhalsim tries to
Slide close to you. Use a Jab-
button Tiger Uppercut to skew-
er his Spear and Torpedo
maneuvers.

vs. Guile

Leap over Guile’s Sonic Booms
and nail him with a Round-
house Kick followed by a Tiger
Knee combo. If he uses a Flash
Kick, block, then do your worst
with a Tiger Knee or Uppercut.

S

Toss high Fireballs against
Honda. Don’t throw low Fire-

balls or you'll be crushed by a
Sumo Head Butt. Use a Jab
Uppercut to cleanly take the
slap out of Honda’s Hundred
Hands. If that’s too tough to
pull, a regular standing Jab will
trade hits with the Hundred
Hands.

a Fireball motion. When he
jumps, stick out your Round-
house leg. Hop over Ken's Fire-
balls with a well-timed Tiger
Knee and be prepared to follow
with a second move. Two
Knees in a row can surprise
your assailant.

vs. Ryu

Ryu will try to trap you with
Fireballs. Jump over the slow-
moving ‘balls and use a flying
Roundhouse followed by a
Tiger Knee combo. To dampen

his blustery Hurricane
Kick, time a standing
Fierce Punch to hit
in-between his spinning
legs while they’re tumed
away from you.

g

Don’t throw a high Fireball or
Zangief will execute the Moving
Spinning Clothesline to nail you
on the run. Instead, toss low
Fireballs, and use a standing
Roundhouse Kick to smack
him as he jumps. If he tries a
jumping Spinning Pile Driver
combo, counter with a quick
Tiger Knee.

Foot Sweep to trip up Balrog
when he sets his sights on
Sagat’s face with a Dashing
Punch. Throw low Fireballs to
keep him away, then bust a
Tiger Knee if he tries to jump
Towards you. Beware of the
Turn Punch.
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Busta Flerce Tiger Uppercut to
ground Vega just as he begins
to descend from a Wall Climb
technique. Vega’s jump kicks
are tough, but your Tiger
Knee’s tougher. Toss low Fire-
balls to set him on fire during a
Tumbling Claw maneuver.

Sagat’s a master fighter, so
when he plays himself, it's a
most dangerous chess game.
Use Tiger Knees to move with-
in range of the alter-ego, then

throw a ducking Short Kick
followed by an Uppercut. You
can Uppercut Sagat’s arms
when he tries high Fireballs
from the half-screen mark.

vs.M.ma@
]

Block Bison’s Flaming Torpe-
do, then give him the heave-ho
with a Shoulder Toss. Use a
standing Forward Kick to
exchange blows if he uses a
Scissor Knee. Block his Head
Stomp move, then pull a Tiger
Knee of your own.

vs. the Gar
Bonus Stage

Use double-hit Uppercuts to
remodel the car in a destructive
way. Coordinate your first
attack with whatever part of the
caris left standing, and always
use Jab Uppercuts. Jump over
the car and work its other side
once the first half is scrapped.
This bonus stage is a great
place to practice Two-in-One
Combos.

vs. the Drums
Banus Slage

Stand close to the drums and
make a metal mess with stand-
ing Roundhouse Kicks. Do it
correctly and you won't even
need a drum roll!

vs. the Barrels
Bonus Stage

Ro!lmg, rolling, rolling, those bar-
rels don’t stand a chance against
Sagat’s standing double-hit
Roundhouse Kick! If any slip
through the cracks use the Tiger
Knee and nail barrels that try to
escape to the edge of the screen.

148

Disgraced by Ryu in Street
Fighter I, Sagat finally eams his
place at the top of the World
Warrior elite once again. Sagat
wins the final victory in Thailand
and sits perched atop his throne,
waiting for Ryu to challenge him
in the next great tournament.
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Personality ProFile

The ultimate Grand
Master in the Street
Fighter Il tournament,
M. Bison is a long-
standing Thai dictator
who rampaged through
the world many years
ago, spreading death
and destruction in his
wake. His terrorist
underlings murdered
Chun Li’s father in
China. Bison also cap-
tured Guile’s best
friend during a special
mission. He now con-
trols the secretive
Shadoloo smuggling
operation from a hide-
out in Thailand. Fearing
his exposure, Bison
entered his name in
the World Warrior
tourney to destroy his
opposition once and
for all. Bison channels
psychic power through
his hands. This enables
him to throw fists of
fire and spiral across
the screen in a flaming
body torpedo.




- SPECIAL
TECHNIQUES

Head Stomp

1) Bison starts by rockfeting up
in the air and stomping on
your skull.

2) Then, he flies off and can
control his direction in mid-
flight. He can attack with an
extended fist.

3) The punch can nail you
twice on his way down if you
don’t block!

4) If Bison prefers, he can also
jump away to safety.

M. Bison plants his shin-
guarded knee in your face
with a quick flip strike.

2) As he tumbles, Bison nails
you twice with this assault,
once high and once low.

Beware of Bison’s flying leg.
This move can counter any
mid-air attack!

1) Bison can use aleg slide to
rush you from faraway,
which knocks you down in
one hit. L

2) Even if you throw a prolectﬂe
attack from a standing-close
position, the Slide’s S0 fast
that you'll exchange hits!

Bison dumps you on the
ground in one swift motion,
He uses this throw whenever
You're dizzy!

3) Beware, the Knee is virtually
unstoppable if you don’t
block the first hit! Bison can
use it over and over, trap
you in the comer, knock you
dizzy, and put you away.

"‘%&ﬁg

1) M. Bison engulfs himself in
flame and spirals down the
screen right in your face.
One hit from the Torpedo is
an instant knockdown!

2) Bison usually uses this
maneuver when you jump in
the air, so be careful on your
way down or you'll be burnt




P
1) Jump Towards M.

1) Bison begins this combo
with a jump kick.

2) Then he pulls a Scissor
Knee.

3) The Knee hits you twice,
once high and once low.

4) If you were dizzy at the start
of the combo, Bison finishes
you off with a
Sliding Foot
Sweep. Big
headache!

1) From a ducking position,

Bison throws a Fierce
flaming fist.

o

ison
1o sucker him into using
a Flaming Torpedo.

2) He'll hesitate for a brief
moment. Now, use @

Roundhouse Kick as you fly.

3) lf you're on the ground and
possess a projectile attack,
use it while Bison hesitates.

1) Jump and use a Round-

3) These three hits will knock

2) Then he instantly uses the
you dizzy!

double-hit Scissor Knee.

| Scissor Counter
D =73

Retreating
Roundhouse
= g

Bison’s jump Kick is obnoxious
and tough. However, you gan
stop it. When Bison pulls his

| flying foot, leap Back and

press Roundhouse 0 knock
pouse Kok o stop Bison's | himdowntothe ground.
Scissor just as he begins to

execute it

+E—== 2)IfBison Pauses between

Scisspr Knee assaults, use a
ducking Roundhouse Kick
to sweep his feet!

1) Blc Bison’s H dst
| lead Sto
| 2 As he lands, use a Hounz]-p l
house kick.




The Thai sky is an o

the
darker shades of red for

pion Edition.

minous dark-bl

lue, an

final fight againot

— d with
=T is recolore: .
diths Palrc;ison in the Cham

ANIMATION SHOwgasE

M. Bison trained in
Secret for the Champi-
on Edition, an,4 he’s
ready for || chal-
lengers, He worked to
control hig Flaming
Torpedo ang String
Several specig| tech-

niques in s uence

during heated battles,

1S rumored that

¥

nos1y “wj

sy W o5y ‘W

nos14

/!



\
B)

Standing Close

Standing Close

Qou,., ho,
Kick
=




Flaming Torpedo

17% Damage

1) Charge Back, then press
Towards plus any punch
button to spiral down the
screen in your opponent’s
face. The stronger the punch

button used, the faster you'll
fly!

2) You can inflict severe dam-
age even if the enemy
blocks. This works particu-
larty well with a Fierce

Flamer.

3) The Flaming Torpedo can
pass through almost any
attack except projectiles.

fii ; !
IP out with a Scissor Knee and once fow,
7 ; : attacks
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o> Pos i) 1 225 4 f el | 22 Z ¥
1)Use the Five-Hit Combo to 3) While Charging, stand Up 5) The Knee will nail the
knock the opponent and press Jab to start the enemy twice.

down. Immediately use & Two-in-One as you prepare

Roundnouse Slide to to use the Knee.

move extremely close to 7

the fallen body. While slid-

ing, Charge Back to use

the Scissor Knee-

# 6) Duck and toss a Strong
t Punch.
4) Now quickly press Towards
plus Forward Kick to

execute the Two-in-One

Scissor Knee technique- Two-in-One

& 2N =
2) As the opponent stands up - amage
and is dizzy, duck, and & —
while still Charging the Scis-

sor, throw three ducking

Jab Punches.

1) While co :
Se to an engy
izu"TBaCk to Charge anrll);m
7 é; orpedo. Then press i
owards to begin the t
rr:ftg:e. Either at the beg?r(w:h-
Or mid- i
ot press 0
) 'f;l]z\t/y, complete thé
buttfnn #d Press any punch
lowed By trey: 1a_b il
orpedo wi|
add up to two fast hits!wm

Torpedo

rds ang :

i Ush

[

erce to throw the
ground jn o

7) Complete this devastating

combo with @ standing For-
ward Kick. You can use this
combo to daze the enemy
overand over il he or sheisa
quivering fmound of defeated
flesh! The key to puling this
combos careful, controlled
Jab button presses-.

Triple-Hit Combo
30% Damage

1) Jump Towards the enemy
and use a flying Fierce
Punch.

2) Land, duck, and throw &
crouching Strong.

3) Stand up, hesitate fora
rmoment, then polish off the
combo with a Forward Kick.




Corner Trap Strategy

1) Move close to the oppo-
nent. Duck, and while
Charging Back for a Scis-
sor Knee, use a low For-
ward Kick.

2) Stand up and while still
Charging Back, use a
standing Forward Kick.

3) Press Towards plus any
kick button to execute the
Scissor Knee. While you're
flying into the Knee, hold
Back to Charge again.

and repeat this entire
process. You can trap the
enemy against the edge of
the screen and suck away
life energy, even if he or
she blocks!

5) To escape the Comer Trap,
Ryu, Ken, and Sagat can
use Uppercuts, and Guile
can pull his Flash Kick.
While playing them, fake the
Scissor Knee in step two or
step three to sucker them
into using their special tech-
nique. When they land, use
the Scissor Knee followed
by a punch/kick combo to
daze them.

Five-Hit Combo
33% Damage

nent, and hold Back while
yog’re flying to Charge the
Sc@sor Knee. In mid-air, use
a Fierce Punch just as you're
about to touch down.
2) Land, duck, and while still
Charging the Scissor, use a
Jab Punch.

3) Stand up, and while still

Charging the Scissor, throw
aJab.

4) Now, press Towards plus

Forward Kick to use the Two-
|n-One Scissor Knee tech-
nique. The Scissor will clip the
opponent twice, adding up to
atotal of five hits!

Four-Hit Knee Combo
31% Damage

1) Charge Back, then cut loose

with a Scissor Knee.

2) This attack will double-strike.

3) If your opponent doesn’t
block, use a crouching
Strong.

4)Now, stand up and deliver
a Forward Kick for an
easy dizzy!




Block Blanka’s Rolling Attack,
then use a Scissor Knee to clip
his wings as he descends from
the air. Use a ducking Forward
Kick if he tires to Electrify you.
Be careful, don’t use a stand-
ing Forward against him or
he'll duck.

Jump and use Forward Kicks
to stop Chun’s Air Throw
attempts. If she tries a Toe Tap,
walk under her extended foot,
then use a throw just as she
lands.

Block Dhalsim’s Slide, then
execute a Scissor Knee. If he
starts a Yoga Spear or Torpedo
from far away, throw standing
Jabs. If he uses the Spear
technique from too close, jump
Back and use a kick.

Use a well-timed Roundhouse
Scissor Knee from half-way
across the screen to fly over
Guile’s Sonic Booms and make
him suffer. Start from far away
when you use a jump kick or
Guile will take you down with a
crouching Fierce Punch.

Flame on with the Torpedo to
send wide boy to the Sumo hot

Chay

tub in the sky. You can even
pass through his Hundred
Hands with this move! Toss
ducking Fierce Punches to give
him a headache if he pulls the
Sumo Head Buit.

If Ken tosses a Fireball, stand
and use a Roundhouse Kick to
put out the fire. Throw ducking
Fierce Punches to counter his
jumping Roundhouse Kick
attacks. Use the Flaming Tor-
pedo to take the wind out of his
Hurricane Kick.

Be patient and wait for Ryu to
toss a Dragon Punch. Block
the move, Charge up energy,
and nail him with a Scissor
Knee when he lands. If he tries
to trap you with fast Fireballs,
pull Down-Back to block, then
execute the Head Stomp in-
between Fireballs.
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Zangief will try to jump
Towards you and use a Spin-
ning Pile Driver. As he’s flying
through the air, walk Back
and use a standing Round-
house to pluck him from the
sky with a quick hit. If Zangief
uses a Spinning Clothesline,
execute a Sliding Foot Sweep
and he’s dust.

vs. Balrog

Bloge TN .|
Throw ducking Fierce Punches
to counter Balrog’s Tum
Punches if he makes his move
close to you or very far away.
Timing is everything! You'll
exchange hits if he uses the
Tum Punch from mid-way
across the screen. As he paus-
es for breath in-between Dash-
ing Punches and Tum
Punches, tum on the Flaming
Torpedo. Direct hit!

Frest



When Vega uses the Wall
Climb technique, nail him with
any jumping punch on his way
up or as he flies down at you
for an attack. Block his Slide
moves, then unleash a Scissor
Knee. Throw standing Fierce
Punches to take the edge off
his Tumbling Claw.

Make your move with a Flam-
ing Torpedo if Sagat throws a
low Fireball. Keep your dis-
tance or you'll feel the fury of
Sagat’s Tiger Knee. Instead,
use jump kicks followed by a
Scissor Knee combo.

It’s dictator vs. dictator! If the
other Bison uses the Cormer
Trap strategy, throw standing
Jabs to break the pattern.
Jump his Flaming Torpe-
does, turn around, and Slide
as he lands.

vs. the Car
Bonus Stage

Stand close to the car's door

and bash it with standing
Strong Punches. After one side
is crushed, jump over and
pound it with Strongs. Duck
and polish off the auto with
more of the same.

vs. the Barrels
Bonus Stage

To win at the barrel bonanza,
use Roundhouse Slides to
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shatter the barrels just as they
land. Alternate back and forth
on both sides of the trampoline
and you'll emerge victorious.

vs. the Drums

Easy one. Stand close to the
drums and use Roundhouse
Kicks to break them down to
the ground. Careful, the flames
will scorch youl

After facing the final test of his
inner strength, the alter-ego ver-
sion of himself, M. Bison
assumes his position as domi-
nator of the world. His armies
reach out and crush the remain-
ing resistance, and the other
three defeated bosses are rele-
gated to serving him for life.
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maracter Selection

Rules
Any deviation from the following
Character Selection rules
results in a game forfeit and is
counted as aloss.
1. BEFORE the tournament
begins, write down the char-
acter you wish to play in the
first game on the Character
Choice Sheet. This sheet
determines which character
you'll use for the first game of
each match. You cannot
change your character choice
once the tounament begins!!
2. At the beginning of each
match, compare your Charac-
ter Sheet with your oppo-
nent’s to ensure that the first
game starts with the charac-
ters both players have written
down.
3. If you win a game, you keep
the same character. If you
lose a game, you can choose
to play as any character.
4. Rules two and three apply
at the beginning of each J

new match.







Get Ready to Rumble
with Street Fighter ll!

This is it - the indispensable guide to beating
Street Fighter Il! This 162-page book is jam-
[packed with in-depth figs and taclics for the
Super NES home version amd the arcade
Champion Edition,

All 12 World Warriors!
You get hard-hitting character profiles for
Blanka, Chun Li, Bhalsim, E. Honda, Guile,
HKen, Ryu, Zangief, Balrog, Vega, Sagat, and
M. Bison.

SFil Top Secrets!

Check out SFII's secret endings, and use a
classified code to play Champion Edition
in tie SNES version!

Basic Training!
Step-hy-step photos and iagrams make
Jyou a Street Fighter supergower!

Hot Moves!

Master Awesome Attacks, Special Tech-
nigues, Killer Throws, and Grushing Combos
galore.

Head-to-Head!
Specific one-on-one slrategies help your
Iavorite fighter heat up the haddest
arch-rivals.

Intense Art!

Tons of original illustrations showcases
the World Warriors in full-color glory,

Tons of Game Screens!

Over 2,000 screen shots take you into
the biatile scenes like never hefore.

And More!

Get a hands-on play test with the awe-
some Capcom Fighter Power Stick, and
hold your own SFIl tournaments with the
official Capcom tournament rules!
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