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Tekken 5 Game Basics

Basic Control Scheme

4+ |Tapup
4 | Pressand hold up
4 | Tap down
& | Press and hold down
-« | Tap towards opponent
o> | Press and hold toward opponent
<« | Tap away from opponent
<= | Press and hold away from opponent
&« | Tap down and towards opponent
& | Press and hold down and towards opponent
» | Tap down and away from opponent
2 | Press and hold down and away from opponent
» | Tap up and towards opponent
& | Press and hold up and towards opponent
% | Tap up and away from opponent
x| Press and hold up and away from opponent
& | Left punch
4, | Right punch
¢ | Left kick
s | Right kick
[1 | Immediately followed by
CH | Counter Hit
WR | While Rising
88 | Side Step
Wall | Must be performed with opponent against the wall.
WC | While Crouching
There are many options in Tekken 5 and many moves require a number of button
v o ot 6 a0 &, o S B R
immediately afterwards. Likewise, you may see a command like =» <. This
means that the move is performed by tapping forward on your controfler ang
pressing the @ button (left kick).

Movement
Walking

Dashing

Double tapping <«= or =» quickly makes your character
dash in that direction. Dashes are helpful for gaining or
losing ground quickly, and allow you to establish your
desired position with ease. They can also be canceled at
any point in an attack, crouch, sidestep, or another dash
in the opposite direction. This is useful for a variety of
tactics, such as dashing forward to make yourself look
open to attack, then canceling the dash into a back dash
or a sidestep to evade your opponent's incoming attack.

When you are far from your opponent you can tap = => to begin running. During the run
you can commit to a small variety of attacks that you can't do normally. For example:

Pressing € during the run performs a jumping kick that beats low attacks. Pressing p
performs a sliding kick that must be blocked low, while inputting & performs a leaping
attack that must be blocked while standing. You can also choose to press nothing, which
results in a stomp attack against grounded opponents, an unblockable shoulder tackle
if you started to run from as far away as possible, or a tackle that can be followed by
continuous ground hits by pressing either & & & & & or & & & & &, This
string can be stopped or reversed on the first hit if the opposing player presses the same
corresponding attack button (€ or ). Either sequence of hits can be changed after the
3rd hit by pressing the same button twice. For example, changing the 3rd hit of the first
string would require you to input & €& & & &, However, doing this leaves you open
to another reversal, and is pointless unless your character has additional tackle options,
like Paul, Jin, Devil Jin, King, or Nina.

Crouching

By using the 4= and =» buttons on your game controller, you can move your character
left and right. Simply put, moving around allows you to gain small positional advantages
when they are needed.

2

Simply press the ¥ button on your game pad to make your character crouch. Although
simplistic, crouching allows you to duck under certain high attacks and attack your
opponent while they are trying to complete a move. Also, there are a variety of different
attacks that can only be done while crouching. It's even possible to walk while crouching
by pressing and holding % .



The side step is the ability to evade attacks by quickly moving to the side. To perform a
side step, simply tap either % or 4. Side steps easily avoid attacks that attack directly
forward: however, many attacks are built to track side step movement. This makes the
side step a somewhat risky maneuver to abuse.

Side Walking

It's possible to walk towards or away from the background by tapping 44> or ¥ after
doing a side step, allowing you to slowly circle around your opponent. Side Walking can
be useful for throwing off your opponent's ability to track you, which might cause some
of their attacks to miss or whiff next to you.

Jumping

——e s %R

Pressing and holding 4, W, or # makes your character hop forward. During the jump
you can press any attack button to do jump attacks. Although risky, jumps can be used to
leap over and counter low and special middle attacks.

Blocking

An opponent’s attack is nothing to take lightly. Learning
how to defend against your foe’s offense is key to
keeping leads and opening opportunities to eventually
advance. The idea behind blocking is simple, hold <=
to defend against high or middle attacks, or hold » to
block attacks that hit low. Every time you successfully
block an attack your character will go into a state called
“Block Stun”. While in Block Stun you cannot initiate
any commands or attacks, which keeps you from
performing an immediate counter attack. An opponent
will often switch between high, middle, and low attacks
rapidly to make it difficult to defend, so study your
opponent’s patterns and learn how to react and defend
against their attacks.




Although you have many different ranges of attacks
at your disposal to break through your opponent’s
defense, their ability to block incoming attacks may
often be relatively strong. To alleviate problems you may
encounter against defensive players, the throw is a useful
addition to your offense. Throws cannot be blocked,
making them highly useful against players that keep a
constant defense and look for openings. To initiate a
throw, simply press € or ¢ when directly next to your
opponent. However, throws are generally vulnerable to
quick normal attacks. Furthermore, most throws cannot
grab crouching opponents (the only exceptions to this
rule are crouching throws and Asuka’s Hiki-Te-Nyuu-
Dou throw). Regardless of the risks, throws are still an
important part of your close range offense. Learn to use
them effectively by mixing damaging combos in with
your throw attempts.

Back dashes can be used to avoid attacks at close
range. Your opponent may back dash out of your reach
and counter your attack with a quick hit while you are
still recovering. This tactic, although extremely effective
in earlier Tekken games, now has a new weakness. The
Anti Back Dash Throw is simply a throw maneuver
with above average range. As the name suggests,
these throws are designed to catch and punish back
dash attempts at close range in an easier manner. For
example:

Raven dashes towards a standing Kazuya and
immediately dashes backwards after establishing point
blank range. Kazuya quickly anticipates the back dash
and inputs = &, which grabs Raven directly out of
the back dash.

Crouching Throws

Although many throws are not safe to do against crouching opponents, some characters
have throws designed to specifically grab crouching characters. These throws are rare
and sparsely distributed throughout the cast.

One example of a crouching throw is King’s Jumping Power Bomb. Against a crouching
opponent, simply press 4 < to initiate the throw.

Aerial Throws

New to Tekken 5 is the addition of a few Aerial Throws,
which are throw maneuvers that only grab airborne
opponents. Although they are hardly a means of
stopping defense (You certainly can’t block while
jumping), air throws are generally a good way to end
juggle combos for decent damage. For example:

Marduk’s air throw can catch an opponent after his
% < punch attack. Simply do % <% then catch your
opponent with either of his ground throw commands
(@ or ).

Multi-Part Throws

Some special command throws have variable extensions that can be done after the
initial grab. This type of throw, although weak initially, can lead to massive amounts of
damage by forcing your opponent to guess which throw extension you're going to do.
For example:

King’s Standing Heel Hold throw can shift directly into his Indian Death Lock, S.T.F, King’s
Bridge, or Scorpion Death Lock. An opponent can escape from any of these, but the
command to do so is different for every extension. A King player can mix up extensions
and force an opponent to guess which one is coming next, creating a high probability of
dealing massive damage.

Evasion
Throw Escapes

Throws have an alternate weakness aside from being
vulnerable to fast attacks. A throw can be evaded just as it
is being executed, which nullifies the damage completely.
Normal throws can be evaded by simply pressing the
corresponding punch button used in the throw. For
instance, if your opponent throws you with &, press
<> to escape the throw. If your opponent throws you
with <&, you must press <& to escape it. Special throws
(not done with the usual input method) can be evaded
in a wide variety of ways, and each escape method is
listed next to that throw's command in that character's
command list. Take note that some special throws done
to the back of an oppenent cannot be escaped.

Some throws can be escaped at a secondary point during the initial start up period.
This type of escape is only available for some throws. Late throw escapes are done the
same way normal escapes are, you simply get a second chance to do so for some throw
maneuvers,



Quick Recovery Gettmg Up Off of the Ground

Some hit types can move your character across the stage, causing them to fall and roll
backwards. With a little dexterity you can press # to recover from this instance and stop
the fall. For example:

Knocking your opponent down is a huge positional
advantage. Not only is a grounded character vulnerable
to ground hits, but any attempt to stand up allows
you to meet your opponent with an immediate mix up
game. However, after being knocked down you have
several defensive options at your disposal, despite the
disadvantage. Below are the several options available to
you while you are on the ground. Learn to mix up these
options to keep your opponent guessing.

After Paul hits your character with the Phoenix Smasher your character will fly backwards,
hit the ground, and start to roll. During the roll press # and your character will stand up
near the end of the roll instead of staying grounded.

Back Flip Evades

It's possible to quickly retreat and flip away from your opponent. To do so, quickly input - ) .

4+ % Not all characters can perform this maneuver. The characters that can are Anna, After being knocked down, simply tap 4 to immediately stand up. Although standing up

Asuka, Christie, Nina, Xiaoyu, Raven and Yoshimitsu. is the best way to avoid guaranteed damage, rising will still force you to deal with your
opponent’s mix up tactics.

Wall Jumping

Winding up in a position where your character’s back
is against the wall is a dangerous place to end up.
However, there are moves that you can perform to avoid
Deing pinned in a corner or against a wall. One of these
moves is the Wall Jump Attack, which can only be done
while you are next to a wall. To do the wall jump, tap
< <« % _ After your character leaps off of the wall
they will perform a high priority jumping attack. This
attack doesn't do very much damage, but it is helpful
for scoring a knockdown after beating an opponent’s
attempt to attack you while you are cornered.

Roll

While lying on the ground, tapping <= or =» will result in your character rolling and
standing in that direction. You can also roll upward or downward by pressing € then
4 or 4. This maneuver can be useful in specific situations to avoid attacks completely.
However, your character is vulnerable to attack during the roll, so be very careful when
choosing to use this maneuver.

Low Attack Parry Wake Up Attack

Every character has a universal reversal move that stops low attacks and leaves your

opponent open to a counter attack. This maneuver is called the low parry, which is It's possible to do an immediate middle or low attack while standing up. These attacks

performed by tapping % just as your opponent’s attack is about to hit. After successfully ~ 2 helpful for punishing your opponent’s mistimed attacks. To do a rising low kick, press

oarrying an attack, your opponent will go into a short recovery period. You can use this < While you are on the ground. To perform a rising middle kick, simply press < when

opening to land a combo that can lead to your opponent’s demise. rising. Both of these attacks can also be done at the end of a wake up roll. Be aware
that these attacks are not safe to a counter attack if they are blocked, so use them with
caution.



Flying Cross Chop

After rolling forward or backward, some characters
can input = & to perform a high priority diving
attack. Depending on where the Cross Chop hits, this
maneuver can leave your character at a slight advantage,
or a disadvantage. The further away it hits the more
advantage you have. If the Cross Chop is blocked very
close however, it's possible for your opponent to punish
you on its recovery.

There is an alternate form of this move that can be done
with only Paul Phoenix, Steve Fox, and Yoshimitsu. This
attack starts as a back flip and ends with the character
flying forward with the Cross Chop. This maneuver is
done by pressing «= <= . This version of the Flying
Cross Chop is completely safe from any range, making it
highly useful for wake up situations.

Vault Kick

Another option to do while getting up is a vault kick attack available only to some
characters. There are two versions of this attack, one is slow, and the other one is fast.
To do the slow version simply input = <= <. The input for the fast version is = <=
[#» %]. The fast version of this attack has quite a lot of priority, and often beats an
opponent’s attempt to attack you while you are getting up. The slow version has a longer
pause and can be used to trick an opponent.

¥ A Special Type of Quick Recovery
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Just after you touch the ground it's possible to break your fall and immediately stand
up. The window to use this technique is-extremely small, and it can only be done when
you land on your back. Fo perform this kind of Quick Recovery, simply press € or & to
recover towards the bac\l_f;gp{]nd or < or ¢ to recover towards the foreground.

After any major hit that quickly knocks your opponent directly to the ground, it's possible
to quickly recover the second you hit the ground to avoid any impending ground hits. To
do this, press < right as you touch the ground. This technique is extremely difficult to do
consistently, since you have to press € at a very precise moment. For example:

After a Jin player launches you into the air with his uppercut (while rising &), then
juggles you with his & & < string, many players will attempt to hit you on the ground
after the last hit with a & <, which is normally a free hit. However, by using this type of
Quick Recovery you can avoid the ¥ < sweep completely.



Ankle Kick

While lying on the ground (on their back), some characters have the ability to kick their
soponent. To do so, simply press & € or ¢». This attack has massive priority in wake
up situations, making it easier to stop an opponent’s incoming attack.

Attack Properties

Every attack in Tekken 5 has its own individual properties. These variances in properties
designate each attack's effectiveness in specific situations. Knowing the high and low
= properties to your attacks is the key to breaking through your opponent's defense.
Conversely, knowing your opponent’s attack properties can solidify your own defense. Not
anly do different attacks have to be blocked in different manners, but some attacks carry
further bonuses that are helpful for strengthening your options. Below is an explanation
“ar the ferms assigned to each property. Study the properties and abilities available to
unlock the potential of your favorite character's assorted moves.

Normal Attacks

Each of the four face buttons on your game pad initiates a different attack. The top two
Sutions (® and @) initiate left and right punches, and the bottom two buttons (& and
@) initiate left and right kicks. Normal attacks can be done in pretty much any position,
whether you are standing, crouching, or jumping. Aside from their use as a method of
dzaling damage, these attacks lead to a variety of different maneuvers when used in
combination with directional pad inputs.

High Attacks — H

High Attacks can @hcked while standing, or simply
avoided while croueHing, making High Attacks very
vulnerable to moves that are low to the ground.

M

As the property that most standing attacks
carry, Middle attacks must be blocked
while standing, making them useful for
scoring damage when you think your
opponent will crouch.

Special Middle Attacks — SM

Special Middle Attacks can be blocked while either
standing or crouching, meaning your opponent must do
something for the attack to hit. Special Middle Attacks are
also vulnerable to the low parry system, again lowering
their effectiveness.

Many attacks that hit low to the ground can only be
blocked while crouching. These moves are very useful
for catching opponents that are often standing up. Some
specific low attacks can also move under and avoid high
attacks. Aside from blocking while crouching, low attacks
are also vulnerable against low parries, which deflect low
attacks and give your opponent a chance to counter your
attack recovery.

Unblockable Attacks —!

Some attacks cannot be blocked while either standing or
crouching, making that attack completely unblockable.
These attacks are generally very slow when starting up,
often making them easy to counter on reaction. Even
still, unblockable attacks can be a healthy option to wield
when used in the right situation.

Game System Elements
Stage Walls

Some stages in Tekken 5 have corners and walls. With a wall behind you, evasion and
movement is vastly restricted, making it extremely difficult to defend against certain
attacks. Furthermore, characters hit against a wall are vulnerable to specific fypes of
combos not possible in the middle of the screen. It's important to study which stages
have walls and how to best utilize them to your advantage.

Netsu

By pressing < together at the same time your character
will go into a charging stance. After you recover from the
stance, your character's next attack will automatically be
a Gounter Hit. In other words, starting Netsu makes your
next attack extremely damaging, giving the next move
you use a huge advantage to work with. Furthermore,
all of your powered up attacks will do damage against
a blocking opponent. Unfortunately, the Netsu starting
stance time is extremely long, and any hit you take while
in Netsu will count as a Counter Hit. The risk involved
with attempting to start this technique is extremely
high, lowering its overall effectiveness to very specific
situations when you can start a Netsu attack safely.




High and Low Crush

Specific Attacks have the ability to completely shut down a high or low attack’s ability to
hit, resulting in the opposing attack being beaten completely, or “Crushed.” An attack that
has the ability to Crush high attacks will completely beat a high attack on start up, while
an attack that has the ability to Crush low attacks will beat only low attacks. This property
is highly useful in a variety of situations when you can anticipate a certain type of attack
from your opponent.

Counter Hits

If you manage to attack and hit your opponent just as they start to perform an attack, you
will score what is called a Counter Hit. In regards to all attacks, Counter Hits reward that
attack with an extra damage bonus. Although Counter Hits are much more of a system
then they are a move specific property, some moves have properties that reap further
rewards for scoring a Counter Hit with that attack. These properties range from a variety
of different hit stuns that can often lead to extra damage. For example:

Asuka’s «= <» normally does not knock your opponent down. However, if += <& hits on
a Counter Hit, your opponent will crumple downward and fall to the ground, allowing you
to combo afterwards and juggle with her < attack.

Counter Hits will inherently be scored during attack mix up patterns. Fast attacks that lead
to large damage benefits on Counter Hits should often be considered over other attacks
because of their massive damage benefits.

Combos

The combo is the art of linking together a series of attacks that are inescapable after the
first hit. Combos are useful for safely dealing the maximum amount of damage possible
within a given situation. Some combos are ground based, while others include aerial hits
that juggle your foe across the playing field! Study the information and examples below
to create your own batch of euphoria inducing combinations.

i
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Strings \_
This is a basic form of attack style in Tekken 5. Each character has a preset list of attack
combinations they can do that require a plethora of button combinations strung together.
Although, strings don’t necessarily “combo,” they are still an important step in learning

how to do combos in Tekken 5. For example:

Kazuya has a simple string with the command <= &, $», €. Simply press «= and &
at the same time, then press < right after the first hit connects. Next simply press &
after the kick connects to finish the volley of attacks. Although this string doesn'’t fully
combo against grounded opponents, it can still be used in juggles after Kazuya's Rising
Uppercut attack (= ¥ 4 % &).

Hit Stun Types

When you attack and hit an opponent they go into a state called “Hit Stun”. While
stunned, your opponent cannot initiate any actions, including blocking. Hit stun can be
taken advantage of in the form of combos, which link several attacks ‘together back to
back before they leave Hit Stun. Attacks come with varying types of hit stuns, some of
which allow for a variety of different juggle, or ground combos. Many of these stun types
are available only when certain attacks land on a Counter Hit, so specific set ups may be
required to effectively make use of them. Below are some of the other types of Hit Stuns
that a character’s attacks may have.

Knockdown

After using an attack that has knockdown properties your opponent immediately falls to
the ground. Although the window is small, some characters can combo an extra ground
hit on their opponent just after the knockdown. In most cases, the knockdown leads to
positive positioning, but very little else in terms of a combo.

Launcher

Some attacks knock your opponent very high into the air. While your opponent is airborne
you are able to hit their falling body and “juggle” them several times before they hit
the ground. This is a highly useful way for starting large combos. Just like many hit
types, some attacks only launch on a Counter Hit, limiting that attacks overall uses to just
Counter Hit set ups.

Escapable Extended Stun

A long extended hit stun that can be escaped and recovered from early by holding =» on
your game pad. These types of hit stuns don’t always guarantee a combo after the hit,
but against an unsuspecting opponent not looking for a hit to recover from, they present
the opportunity for extra damage. Visually, escapable hit stuns look like your character is
about to double over or fall backwards.



Crumple Stun

25=r the initial hit your opponent will crumple down and either slowly fall or kneel. In
sher case you can usually land a free juggle combo for a large amount of extra damage.
This is highly useful for Counter Hit set ups that cause crumple stuns because of the high
Zamage potential.

Stagger

Same attacks will cause your opponent to lose their balance and stagger after an attack
=< or is blocked. During this period your opponent is slightly open to attack, allowing
‘2. 0 sometimes score free damage, or at least have the advantage when staging your
next offensive maneuver.

Wall Stun

W20 you manage to hit your opponent against a wall they become stunned momentarily
s=%ore slowly falling to the ground. After the stun your opponent is highly susceptible to
woales, allowing you to juggle your opponent with attack strings you wouldn't normally
%= 20le to perform. The higher up your opponent hits the wall the longer they will stay
=tunned and the larger the combo can be.

Combo Types
Ground Based Combos

S-ound based combos take advantage of a character's normal standing, or crouching
== stun. After the first hit of your attack connects the rest of the hits are guaranteed. For
Sxample: )

“zzuya’s &, &, & string is guaranteed after the first hit. That means the entire string
wl combo if the first punch connects.

Juggle Combos

Juggle combos are high damage combos that start off of an attack that launches your
opponent into the air. After the initial hit you are able to hit your falling opponent several
times before they touch the ground. Juggles are highly useful because they generally lead
to much more damage then ground combos. For example:

Asuka’s = < launches her opponent very high into the air. After the initial launch, Asuka
can juggle with her entire «= <&, €&, § string, then finally juggle again with her = &
attack.

Wall Combos

When your opponent hits a wall they become stunned momentarily. During that stun you
are allowed to perform combos you normally couldn’t do at mid screen. With the right
combination of attacks, wall combos can be rather devastating, often doing 60%-90%
damage in one barrage of attacks. For example:

While your opponent is against a wall, input Julia’s Party Crasher attack (= = &), then
hit your stunned opponent with her &, &, «= = & string.

Advanced Tactics and Strategies
Verification

There are a few important ideas to remember when building combos. For one, build
combos that are safe to counter attack when blocked. Not very often is an unsafe combo
worth going for. In some cases a combo starts off of several ground hits, but ends with
an unsafe hit. Learn to verify if the first few hits of the combo have connected or before
chaining into the last unsafe hit. A good example of this is Kazuya's €, &, <& string.
Although the last hit is unsafe to counter attack when blocked, the first two hits give you
just enough time to check if they have hit before you decide to chain into the last hit. This
technique is simply called “verification” and is highly useful for keeping your close range
attacks safe. This has the dual affect of giving you the opportunity to stage secondary
attacks if the first combo ends up being blocked.

For example, Ganryu's % <, & string is verifiable off of the first command (Which
is two hits by itself). If the first two hits connect, press & and finish the combo for a
knockdown. If it doesn't hit, you can stop Ganryu at the first two hits and go for a throw,
or simply finish the string anyways to beat counter throw attempts. This flexibility makes
your offense that much more dangerous and a lot less risky.

Footsies / Footgames

Footgames are the nickname for a movement technique used to effectively bait and avoid
your opponent’s attacks. This works in several ways, but the most basic idea behind
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the footsie is to rapidly dash in and out of your opponent’s maximum attack range. This
efficiently exerts your offensive presence and makes your opponent think you are within
hitting distance. Anytime you dash into attack range you can easily dash back out again,
which will cause an opponent's attack to “whiff,” or miss, if they tried to attack after
seeing you dash forward. After their attack whiffs you can punish that attack’s recovery
with.one of your own attacks (preferably a fast one with good range). This type of attack
is often called a “whiff punisher”. One example of a good whiff punisher is Asuka's = &,
which has great range and also leads to a juggle opportunity when it hits. Although this
attack isn't safe when blocked, there is no need to throw this attack out carelessly when
you can simply bait an opponent’s attack and punish it with a huge juggle.

In regards to just moving around, also keep in mind that you can cancel a dash into a side
step, and then cancel the side step into another dash. You can also cancel dashes into a
crouch, which is especially useful with the recovery heavy back dash.

You can back dash, quickly tap ¥ to cancel the dash into a crouch, and then back dash
again for quick retreats. These options are of course helpful for making your movements
even harder to track, thus making it even easier to bait whiffed attacks from your
opponent.

Back Dashing or Side Stepping Out of Strings

Itis possible to back dash, or side step, out of some blocked attack strings. This forces
your opponent’s attack to whiff, allowing you to punish them with a combo or hard hitting
move. For example:

JACK has a 2 hit string with the command = &, % <. Itis possible to side step then
side walk out of the way of the second hit of that string, after blocking the first hit. The
timing is a little strict, but as soon as you leave block stun, tap ¥ then go back to neutral
and press and hold ¥. JACK's second attack should whiff completely, allowing you to
score a free combo.

Building Mix Up Patterns & Counter Hit Set Ups

Tekken 5 is highly focused on close range attack patterns. To effectively score hits and
deal damage, you must have an effective attack plan. Attack patterns are set up around
what is often called “mind games,” a term used to describe the process of making your
opponent react the way you want them to. The basic idea is to repeat a pattern until your
opponent is familiar with it, then change your pattern to another option to hit them when
they are expecting the previous pattern. For example:

Lee's & & & < string is fairly safe from counter attacks when blocked. When done
enough times your opponent will come to expect the entire string every time they see the
first few hits. Once they are used to it, do Lee's € & string, stop, then immediately go
for a throw. Because your opponent expects you to finish the rest of the string, they often
won't be looking for the throw. Additionally, once you land the throw, your opponent will
become wary of the break in your pattern and attempt to look for it. At that point you can
then attack with & < (let the string recover), then use his & ¢» attack, which will beat
some attempts to counter what they thought would be a throw for a juggle combo.

A Lee player can add further options to this by using his deceptive € < press and hold
$ string, which leads to a lot of damage on a Counter Hit, or you can go straight into a
low hitting option after & &, like § ¢ <» & <. The idea s to bait your opponent into
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thinking you're going to do one attack, and instead do another. If you keep your opponent
guessing, your close range attacks will be extremely successful.

After you learn to build an attack pattern, it's important to start implementing Counter
Hit set-ups. For the most part, Counter Hits will occur inherently when staging mix up
patterns. This is because players often try to counter throws or slow attacks with their
own attacks (usually with a standing or crouching € of some sort), which will be beaten
by your own attacks if you do them early enough. Regardless, Counter Hits can be
devastating when used efficiently because of their high damage and the extra properties
some attacks carry when they hit on a Counter Hit. For example:

Julia's & b string has an extra follow up that can only be done if the first standing
% hits on a Counter Hit. After you score the Counter Hit, simply input another & after
the . If done correctly, Julia will launch her opponent into the air for a juggle combo
opportunity. A good way to land this attack on Counter Hit is to simply hit standing &,
then try either a throw, or & & &. If your opponent attempts to do an attack to stop
what they think might be a throw attempt, the & < will land on a Counter Hit, and you
can finish the rest of the string to set up the juggle.

Positional Combos

It's important to consider your position on stage. Some characters rely heavily on stages
with walls, which allow them to score heavy damage if they manage to hit their opponent
against one. It's important for those characters to push their opponent towards a wall
whenever the chance is available. Some characters are much better at this than others.
Lee for instance has a juggle combo that drags his opponent all the way to the corner
from mid screen, which allows him to then immediately connect with a wall combo after
it. For example:

Lee can start a juggle off of his # < attack from mid screen, then start juggling with
& & = ¢ (x4), which will push his opponent towards a corner. Then, just after your
opponent hits the wall, juggle your opponent with ¢ 4 $». This combo makes Lee
extremely dangerous on stages with walls. Not only does the combo itself do massive
damage, but also it ends with your opponent floored in a corner, which is always a
positional disadvantage.



Buffering

"‘- o0 _—'

When dealing with moves that require combinations of buttons presses, it's possible to
simply hold one button down then press the second button while still holding the first. For
instance, choose Asuka in training mode and stand next to your opponent. Press and hold
&. While still holding &, press < just after the punch recovers. Asuka will go straight
into a throw maneuver just as if you have pressed & at the same time. This technique
is extremely useful when combined with multi-part throws, allowing you to hold some
buttons down after pressing them to make the commands easier to perform.

Chickens

If you anticipate a counter style attack from your opponent, like Asuka’s = &, it's
possible to reverse their counter attempt. This is called a chicken. To do this, simply input
gither = & (If you did a left punch or kick) or = s (For right punches or kicks) just as
your attack is countered. This does very little damage, but it does completely nullify your
opponent’s counter attempt.

Buffering a Chicken

You can defend against counters with chickens in an easier manner by using buffering. As
an example, Jin can buffer a chicken with his Demon’s Paw attack by doing this motion:
= > press and hold <, then press < while still holding 5> and <. If your opponent
attempts fo counter your attack you will immediately reverse their counter with a chicken.
This can be done with any of your attacks as a safety measure against unwanted counter
attempts.

Instant While Rising Moves

This is a technique where you are able to do “while rising” moves without appearing to
be in the crouching position. This tool is useful when you want to add more moves to
your standing arsenal. To perform an “instant while standing” move, tap down on your
game pad, and press the corresponding button in conjunction with the move and it will
come out instantly. A perfect example of this would be Julia’s Skyscraper Kick. Tap ¥ and
release immediately, while pressing the < button, Julia should barely crouch and do her
Skyscraper Kick at the same time. This is extremely useful when your “while standing”
moves have stun properties on Gounter Hit.

Get up Traps

Get up traps are the ability to do specialized combos designed to catch the unsuspecting
opponent in mid get up tactics. A perfect example of this is Roger Jr's Animal Sweep
(Sidestep ¢») attack followed by Tail Tripper » <, then it appears they have a second
to quick roll, and when they do, use Kangaroo Stomp & £ to catch the opponent as
they are quick rolling to the side. If done correctly, the Stomp will catch them as they are
standing up, but their back will be turned, and you can re-launch them with & <.
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Anna
Williams

Fighting Style / Assassination Arts
Several days later, the two Country of Origin / Ireland
met again after having been
apart for two years. However,
upon seeing her sister’s face,
Nina immediately opened
fire. Anna returned fire, and
the ensuing gun battle lasted
for days.

Sister and rival of Nina Williams,
Anna had been leading a
dull and boring life since the
disappearance of her sister. That
all changed one day when she
received a phone call from Nina.

Both sides failed to land a
decisive blow, and it was decided
they would settle things at the
King of Iron Fist Tournament 5.

Player 1 Coslume Player 2 Costume

Anna vowed to eliminate her sister
once and for all.

Head - Maid Hat Face - Glasses
500,000 6 60,0006
Both Outfits — No Both Outfits — No

Head - Japanese Hairstyle  Face — Party Mask Upper Body - Bells Lower Body - Tail
200,000 6 120,000 6 60,000 G 150,000 G

Both Qutfits - No Both Outfits - Yes/No Both Qutfits - No Both Outfits - No
Head - Witch Hat Face - Red Glasses Upper Body - Neckiace Lower Body - Ankiet
80,000 G 50,000 6 30,0006 40,000 G

Both Qutfits - Yes Both Qutfits - Yes Both Qutfits - Yes Both Quifits — Yes

N

Head = Nurse Cap Face - Mask Upper Body - Stethoscope Lower Body —
300,000 G 200,000 G 1200006 Gem Anklet
Both Qutfits — No Both Outfits - No Both Outfits = No 30,000 G

Both Outfits - No

Head - Short Hair Face - Sunglasses Upper Body - Corsage Lower Body ~ Fashion Boots
500,000 G 60,0006 60,0006 150,000 6
Both Qutfits - No Both Qutfits - No Both Qutfits - No Both Qutfits — No
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Player 1 Colors Player 2 Colors

80006

Color - Blue
8,0006

Color - Yellow Color - Yellow
8,000 G 8,000 G

Color = Light Blue
8,000G

Color - Green
8,0006G

Color - Orange
8.000G

Color - Purple
8.000G

Color - Pink
8.000 G

Color - Purple
80006

Color - Pink
8.000G

Golor - Light Blue
80006

_m_

ght Combo 4,10
ot to Left Low Kick -&-@c&s HHL 41010 ]
&= Combo Roundhouse @& de H,H.H 4,10, 22 Knockdown

@ HiE i T,

S B H HH 4,10,6

cres WEHH & aioe Lache

FEE T er 2= H H,H, L 4,10,6,8

s HR RS fete

A& H H L 10,6, 8

& HH ¥ S o Knockdown

&S H, H 10,20

EXR NN S

e HH 25,15 Knockdown
2 to Right Uppercut Eope S HeEM 0 . 25,10,10

Comto to Right High Kick

H L H 25,10, 20
o e e s .
H, H 12,6
SRR e e
HHL 12,6,8
HH A TR e Knockdowin
- 5 M 25 Knockdown
- e M R A Knockdown
Qpgerce 20 § oD M, H 10,13
‘hm Radiant Arch WEBP MHM Ll s B e - Launcher
Smmemer 20 1o Cutting Crescent  y b o M, H, H 10,13, 22 Knockdown
s S M 16 -  Launcher
== Sicer Combo o G M, H H 10,10, 6
oo st NSO M, H, H,H 10,10,15, 12
W= Sush to Sidestep wSadSEorg) M,H,H.H 10,10, 15, 12 Shifts to Sidestep
E"""'mamm“ﬁ NPOHOP M, H, H, H,H 10,10, 15,12, 17
Bsing Sesh to Sudden Storm WEHHAEAS M, H H H M 10, 10, 15, 12, 25 Knockdown
R e S e s e M, H,H,H, L 10,1015, 12,21 Knockdown
me Sush 1o Blonde Bomb WPEHEE M, H, H,H M 10, 10, 15, 12, 20 Knockdown

‘s-u 10 Sidestep BV M,H : RO shifts to Sidestep




{ Move | command Properties Damage
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Chaos Judgement@, ST L it SE 2 i _
m_>-

Qa:s Judgemem -
ot ..'ﬁuﬂhg'{:habs-dl.ldgemem < ] H ' o
During Chaos Judgement % M & : —
TR During Chaos Judgement <» A L 12 Knockdown

During Chaos Judgement =» R?Iis_F‘o_mgr.d
‘During Chaos Judgement =

L

ELEDPLBOHESD H, H.HHH LHHHH  410,667986866,30 Knockdown
BBHOBHOABIS H, H.H, H, M, H H H MMM 4,10,6,6,18,7,6,8,10,8,25 Knockdown
EAEEEDELDS P H,H,H H M HHHMML 41066 187,88, 10,8 12 Knockdown
SBEBDe H, H, H, H, M 4,10,6,6, 18  Shiftsto

Approach enemy & (or = &) H

~ Approach enemy < (or = ca-) H 35
Approach from left side &> (or <) H . 4.0 .
Approach from right side & (or <) H 38
Approach from behind €>(or <) H fiﬂ :
Approach enemy ¥ & H Qo
Approach enemy WS & H 43

Time with enemy atiack <= o3 (or <= <)

Multi Throws RN
T e

. T 327 Combo Chin Bash Combo

R W saa Vs ; s

During Chin Bash & g & B ?0

 DuringChinBash @ & & a 2

| Sscae Wing Squeeze ~ During Reverse Arm Lock & & & & = : 28
ak  During Reverse Arm Lock & & P & 3 e

BEanie Arm Lock Toss During Reverse Arm Lock g db e éb | _ 30
= 0 During Chin Bash & 6 & g

Sting & Break During Arm Lock S @ e p o
) During Arm Lock & ¢ 5 & & &




' Dagger

Anna’s Assassin’s Dagger is a one-of-a-kind move
that inflicts a lot of damage when it counter hits. On
a successful counter hit, your opponent goes flying
in the air and you can do 50% damage with ease. If
the opponent blocks it, you're in an advantageous
situation to follow up with a throw or launcher that
will surely inflict pain. The Assassin's Dagger, when
successfully counter hit, almost always takes your
opponent to the closest wall, where you can eventually
knock them out. This move hits high, so it is a big risk
to take, but the reward supersedes the risk.

This basic move is Anna’s bread and butter. It makes
the opponent stand up on block or hit, and it sets you
up for your next attack. This move is completely safe,
but it can be countered. Don't overuse this move,
use it when your opponent is crouching to stop their
attack. If you are near a wall, this is one of your best
‘weapons to set up a throwing game.

This is one of the best throws in the game. It does 43
points of damage, and it is extremely hard to escape
because the animation window is small. This throw
is optimal when you are in the middle of one of your
poking strings. When this throw connects, it puts
you in the driver's seat for a follow-up attack that will
almost surely hit the opponent.

One of Anna's new best moves is the Ice Sickle. If
it connects, it puts the opponent on one knee in a
crouching position. This is highly advantageous for
you, because the next move is a guessing game for
your opponent. They can block high, low, or try to
escape a throw. If this move is blocked, it puts the
opponent in a block stunned state, and you also have
the next move before they can attack.

While Mudslide may seem slow to the naked eye, this
move is a key mix-up in Anna’s poking game. The
animation for the Mudslide and the Chaos Judgement
are remarkably similar, and if you use both moves
often enough, your opponent will have a hard time
seeing this move until it's too late. The opponent will
fear this move more, because it has combo potential
and the Picking Heel (During Chaos Judgement &)
doesn't.

nié,_rs’ault Kick

k pin Punch

The second part of this dangerous duo is the alternate

option to do damage. This mid hitting move does
insane damage, and it’s also a throw stopper. If Anna
is in Chaos Judgement and the opponent tries to
throw her, the throw is reversed automatically. Your
opponent will be in awe. This move has great priority,

“and it stiffs a lot of big moves that try to launch you.

This is Anna's safest launcher. It launches the opponent
into the air for combos. The Quick Somersault Kick
can be thrown out randomly, because very few moves
in the game can punish it. If this move is used next to
a wall, it creates a high wall stun and opens the door
for a 50% combo. A great way to make sure this move
connects is to do a lot of low moves and force the
opponent to block low. At that point, nail them with a
Somersault Kick and start your big combo.

This chain has a new ender in Tekken 5. Depending on
which hit strikes the opponent first, there are several
ways to proceed. If the first part hits, continue to the
second part. Your next move depends on whether the
second hit is a counter hit. If not, you need to continue
to the third and remaining hit. On the third part, only
one hit is guaranteed. If the second hit is a counter hit,
proceed to a combo off the crumple stun. If this string
is blocked, the < part is interruptible by a 12-frames-
or-fewer move.

The wonder move has returned, and it has the same
properties that it started out with in Tekken 2. This is
one of Anna’s best poking moves to keep the opponent
guessing. It starts out low and does a backhand, which
is high, but you can cancel out of it to do a sidestep
move. The action starts after the sidestep. Her mix-
up is very good, because she can go high or low and
launch an opponent off of both of them.

" 12 ; readlng Water to Chaos Judgement

=== This set of moves makes Anna deadly near
™ any wall. After almost any wall stun, she
can use this string to dish out aimost 50%
in addition to the combo before it hits the
wall. By using the first hit of the attack, it
serves as a combo starter and is relatively
safe. When using all three hits of the string,
she can go into Chaos Judgement at the
end and strike the opponent extremely
fast, whether it be high or low.



Swengths

= === the amazing ability to double damage anytime she
=== == opponent to a wall. She also serves as a poking
we= t0 peck away at an opponent’s life bar. By using your
= starters like Small Somersault Kick and Step In
# = and % &), and using jabs to get the opponent to
vou will be set to go. Landing Icicle Edge (¥ &) onan
==t will almost always get you a free throw attempt because it puts the opponent
«nee recovering. Use Mudslide (# <) sparingly because opponents will start
= 2nd react by blocking low. Use the Peeking Heel (during Chaos Judgment, <)
== 0 shrow the opponent off guard and send them flying. Low Kick Spin Punch
§ ==  into her sidestep is one of her best low moves and can be repeated over and
© o Ittie retaliation. Imploding Star (=» <) is a great way to punished whiffed
== #rom afar. Left Spin Low Kick to Right Uppercut (¥ € <) is a great attack to
; m moves (especially jabs), but is very dangerous when blocked because Anna
%= = in an position where she can be launched quite easily. Her strings that end
===cks are often good because you never know after what punch the low attack
\=a =fter, it can come after 1, 2, or 3 jabs.

e e=<cs

- ces low power attacks that do a lot of damage. This is what hurts
» = =ost You can chip away using Low Kick Spin Punch (¥ &» &) and
* S Low Kick to Right Uppercut (4 & <) but other than that, you will
= = == on launching your opponent and getting them to a wall as fast
= She does have a few moves that you can try to hit like Mudslide
& oo characters that can severely punish her on block (like Kazuya)
lsnmat you won't want to rely on that heavily. Try to bait your opponent into
= = Severe Quake (# ), and then stop after the first hit is blocked
2= 0uck Somersault Kick (&7 $») to launch them. Training the opponent to
z0zinst Anna's low attacks will be a key way for you to launch them
= stages where there are no walls, you will have to stay in their
== a lot of throwing to be successful. Anna also has very
= moves that will follow the opponent around. Any  /
= z0uses side walking will have any easy time against

= "= =ouner this only do short chains like Uppercut Jab
= = | =7 Right Combo (> <), or use Cross Cut Saw
= to hit an off axis player.

2l Strategy

& = woers Anna excels above almost
& =ro= character. Off of a single
== she can add on about 50%
W 2 2ny combo. This s extremely
when launching the opponent,
ss= ou can do no damage dashing
“o= 0 get them close to the wall and then tack on that extra 50%. Her Neck Cut Throw to
“teac Toss (& &) near a wall does excellent damage, but beware if you are too close, as they can trip you
= = combo of their own. If you do it from a safe distance away, there is almost nothing they can do to stop it.
== (¢ « &) and Scarlet Spout (# € <») next to the wall is one of her best mix-ups because she can end
=~ high or mid for extra damage. An easy way to re-launch them back into the wall is to wait until they are
== mation and try for a Left Spin Low Kick to Right Uppercut (¥ € &) to hit. If it hits clean, it will launch them
. = w=" 2nd you will be able to tack on another 50% and possibly knock them out at this time.

:00d Match-Ups
nz vs. JACK-5

: 2 —zich where your poking skills will come in handy. Keep it safe and keep it simple. JACK-5 wiill have a hard
E g the Left Right Combo (& <) and Uppercut Jab (% € ). Launching with Step-in Uppercut and Quick
2.7 Kick (&7 3b) are your best bets because JACK-5 can't retaliate. Keeping JACK-5 in block stun is also a great
=== with him. Ice Sickle (¥ &) and Executioner (= <> <b) are great in that sense. You will have the next option
=21 go in for a throw or more poking strings. JACK-5 is very linear and only has a few good sidestepping moves.
= Soout (2 € 9b) is also a good mix-up on him, he doesn’t have any moves that are fast enough to interrupt the
© == * becomes a guessing game. Wine Opener (% <»)is also a move that puts the opponent on one knee and is
f2st By using this move, it will make the next move yours. All three of her quick low hitting strings are also

<t JACK-5. If you keep the strings short and sweet, this should be a really easy match to win.
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As a child, Asuka received training in
Kazama Style Traditional Martial Arts
from her father, Born with a strong
\ sense of justice, Asuka was well
known around Osaka for breaking
up fights in the neighborhood.

Upon returning home one day,
Asuka found that pupils of her
father had been roughed up. She

learned from her father's pupils
that an unknown Chinese man

showed up at the dojo, severely
beat them, and sent her father
to the hospital.

Several days later, an Interpol
detective from Hong Kong
came to investigate the
incident, mentioning  that

the suspect was most likely
planning to enter the King of Iron
Fist Tournament. Upon hearing
this, Asuka decided that she, too,
would enter the Tournament.
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Asuka
Kazama

Fighting Style / Kazama Style Traditional Martial Arts
Country of Origin'/ Japan

Player 1 Costume

Items
Head

Head — Trendy Hairstyle
300,000 G
Both Qutfits — No

Head — Feather Accessory
500,000 G
Both Outfits = No

Head - Braids
80,000 G
Both Outfits - Yes

Head — Visor
200,000 G
Both Outfits - No

/,:EF:}

Head — Hunting Cap

300,000 6

Both Outfits - No

Player 2 Costume

Face

Face - No Bandanna
30,000 G
Both Outfits — No

. @)

i
Face — Moming Glory

200,000 G
Both Qutfits — No

Face — Bookworm Glasses
50,000 G
Both Qutfits - Yes

7. 4
Face - Headset
120,000 G

Both Outfits - No

Face - Sports Sunglasses
60,0006
Both Outfits - No

Alternative Castume

Upper Body
LE

e

Upper Body - Chest Protector
120,000 G
Soth Outfits - ¥o

Alternative Costume

Lower Body

Lower Body - Kusarigama
60,000 G
Both Qutfits - No

Upper Body - Bow
60.000 G
Both OQutfits - Ne

Upper Body - Choker
30,000 G
Both Qutfits - Yes

Upper Body - Bag
150,000 G
Both Outfits - No

Upper Body — Pendant
30,000 G
Both Outfits - No

Lower Body - Ribbon Beit
150,000 G
Both Outfits - Mo

Lower Body - Chain Belt
40,000 G
Both Outfits - Yes

¥ 1

%~
b’

e T}

&=

Lower Body - Leg Warmers

60.0006G

Both Outfits - No

Lower Body — Kneepads
500.000 G
Both Outfits - No




Player 1 Colors Player 2 Colors

Color - Black/White Color - Black/White

e 7 SR
wms gy G s
Color - Red Color - Red
8,000 G 8,000G
Color - Blue Color - Blue
8,000G 8,000 G
Color - Yellow Color - Yellow
8.000G 80006
Color — Green Color - Green
8,000 G 80006
Color — Lime Green Color - Orange
8,000G 8,000 G
Color - Purple Color - Purple
8,000G 8,000 6
Color — Pink Color - Pink
8,000 G 8,000G

Move List

Properties

Name | Command

Damage

Whiplash @ H M 6,15

420 Uppercut @ad H M 6,10

425 Uppercut to Spinning Heel Drop & & @ H, M, M 6,10, 28 Knockdown
2= Uppercut to Front Kick o H, M, M 6,10, 20

425 Low Kick & H, L 6,10

220 Leg Cutter @b H,L : 6,14

Sising Palm & M 16 Launcher
Siercing Spear % L 12

Sacred Blade (&) L 22 Knockdown
‘amer Strength & M 22 Knockdown
Trunder Fall Kick =y M 10,21 Knockdown
Whes! Kick & H 21 Knockdown
Anite Heron Dance o L.HHH 5,8,10,23

White Heron Lower Dance o SN L HHM 5,8,10,18 Knockdown
Sizzzrd Combo @b L.HHL 5,8,10,12 Knockdown
Lunging Mist Thrust - & M 18

Demon Slayer - & M 21 Launcher
Soinning Heel Drop > M 30 . Knockdown
Zzck Spin Kick > & H 25 Knockdown
Fzlling Tower NS M, H 10, 13 Knockdown
St=p-in Rising Palm L M 18 Launcher
Minazuki e ] 22 Knockdown
Heaven’s Hammer s M 18

suneral Palm 2 M 16 Launcher
Enchanted Circle & L 15

Violet - L 16

Swallow Mallet -2 M 12

;E:f:gw Mallet to Lunging Mist A LM 12,15

Swallow Mallet to Leg Cutter 25 M, L 12,14

Swallow Mallet Elbow -8 M, H 12,13

Dragon Wheel Kick - M 20 Launcher
Dragon Wheel Kick Demon Slayer 4= b M, M 20,14 Knockdown
Dragon Wheel Leg Cutter - P M, L 20,9

Heart Stopper - 5 M 18



e T
SR

22

T S [ e

Iwato

Night Sky

Exorcisor

Raging Storm

Double Lift Kicks

Mist Palm Thrust

Leaping Spin Kick

Grace

Twin Cloud Kicks

Violet Strength

Rising Elbow

Moon Scent

Tornedo Kick

Camellia

Whiplash to Toe Kick
Whiplash Combo

Whiplash Double Lift Upper
Whiplash Sacred Blade

Leg Cutter Thunder Fall Kick
Leg Cutter

Leg Cutter Thunder Fall Kick
Leg Cutter

Leg Cutter Thunder Fall Kick

Leg Cutter White Heron Dance

Leg Cutter White Heron Lower
Dance

Leg Cutter White Heron Dance

a%

- &

e

o

>

= > i

While crouching £ &
While crouching &
While rising
While rising &
While rising
While rising = <
During sidestep <o
- P

> &P

- &b

- & § e

¥ P

o

S

LT L)
KD

o pHDD

L LT o
HGGDD

10 Hit Combos

M
H
M, M
LH

M, M, M, M

T = =

MM
M, M, H
M, L H
ML
LMM

LMM
LLL
LLLMM
LLHHM
L LHHL
LLHHM

25
32

10,22

5,20

23

30

12

10, 10, 10, 10
19

15

2

25

18

18,16

18, 16, 12
18,5, 20
18,22
14,10, 21

14

14, 16,10, 21
14, 16,18
14, 16, 18, 10, 21
14,5,8, 10,23
14,5,8, 10,18
14,5,8,10,23

Launcher
Knockdown
Knockdown
Launcher
Knockdown

Knockdown -

Launcher

Knockdown

Launcher

Knockdown

Knockdown

Knockdown

Knockdown

Knockdown

Knockdown

T R L N S

10 Hit Combo 1 While rising @ b @ @ B & > D M,H M MMLMLMM 1510,8,8,6,6,7,7,25 25 Knockdown

10 Hit Combo 2 While rising S & & & é dd M, H, M, M,M,L,H HLH 15,10,8,8,6,7,5,6,21,24  Knockdown

10 Hit Combo 3 While rising & € & Mot M M BSA & Ko
Throws
_Mm

Aiki Nage Approach enemy € (or = €) H ®

Katanuki Approach enemy <% (or = %) B ® &

Cloud Taste Approach from Left side > (or <) H b 4

Wind Wheel Approach from right side €>(or &) H & &

Twisted Limbs Approach from behind > (or <) H 50 <

Attack Reversal Time with enemy attack <= € (or <= ) varies varies vares

Destabilizer Approach enemy » & M ¥ L

Cherry Blossom Approach enemy <= & H % ®

White Mountain Approach enemy W H 20 ®

Falling Rain Approach enemy {r% $1 L. 2 ®



Top Ten List

Inner Strength
e w Inner Strength has extremely high priority and can
stop almost any incoming attack. When this move
connects, you can land a decent-sized combo
afterward. The best part is that it doesn't need to be a
counter hit for you to be able to combo afterward.

Falling Tower

— 3

This is one of her best poking strings. Anytime the
second part connects, it goes into an auto-throw.
When you hit the string on a counter hit, the whole
string is guaranteed. The reason this move is so highly
regarded is that it has little risk and a huge reward if it
connects. Feel free to use this move over and over to
Ned make your opponent counter what you are doing.

£

Minazuki is a mid-hitting move that knocks the
opponent down. It can go under lots of high atiacks,
and it's the perfect move to just throw out randomly.
It is also a wake-up nightmare for opponents. If they
move just a little bit, they can be hit by another one
while they are trying to get away.

Violet Strength, one of the best moves while rising.
Not only does it have good priority, but it stuns on
counter hit. When it stuns, you can get a full-blown
launch off of it and do huge damage. Mostly it’s a
safe move that retaliates against low blocked moves.
It stops a lot of high attacks and catches a lot of
WR® characters with a counter hit before the opponent has
a chance to hit you.

A throw that launches and has combo ability is one
of the best throws in the game. You have two basic
options off the throw. You can continue to combo
afterward with a (= < & ) followed by Exorcisor
(= o), or you can just let your opponent hit the
ground and take an extra 30 points of damage and
play wake-up games from there. The second option
leaves your opponent guessing and could deal out
more damage in the long run.

White Heron Dance

o0

» First Hit Only

Demon Slayer

Heart Stopper

Moon Scent

o et

White Heron Dance can pick opponents-up off the
ground and lets you tack on some extra damage. It
has almost no risk. It also leaves you open to continue
the chain if you wish, or if you want a mix-up at the
end. It also serves as a low opener that can chip away
at an opponent's health,

Demon Slayer is her big uppercut that sends the
opponent flying into the air. It also serves as a big-
damage combo-ender that makes the opponent weary
of getting hit by the attack, and it's a way to get in close
by canceling the move as it is about to hit. Pressing
down ensures that you are close to the opponent and
sets you up for another move or high-damage throw.

This move goes over get-up attacks and combos
afterward. This move is better than a normal hop
kick because it goes forward in the air and doesn't
leave Asuka at much of a disadvantage. It is also a
mid-hitting attack that launches characters who are
ducking. Follow this attack with an Exorcisor (= &)
or White Heron Dance (<) into a bigger combo.

This is a completely safe move that is not reversible,
and when it connects on counter hit, it stuns the
opponent. This is one of the best follow-ups to Asuka’s
mid throw, because if the opponent tries any move,
they're counter hit. Your best follow-up is to use the
White Heron Dance and combo afterward.

Moon Scent is a move that frequently
goes under high attacks. It also serves as
a combo launcher that leads into a decent
sized combo. Using this attack near a wall
surprises the opponent and gives you a
high wall stun, leaving them open to big
wall-damaging juggles. Use this if you
think the opponent is going to block low.



Combos

Combo 1
Combo 2
Combo _3
Comb_o 5

Combo 7

Combp 9




Strengths ' Asuka Kazama vs. Jin Kazama

Asuka’s strengths rest in her ability to punish whiffed or
blocked moves extremely well. Her moves are almost
instant and have zero recovery time. Using this to your
advantage is the key to victory. Her Inner Strength (&)

Asuka wins this match based on priority. She can out-prioritize most moves that Jin has. Be wary of
doing long strings against Jin, because his parry will stop them quickly and open the door for him to
get in close. A lot of Jin’s power moves are all mid and high and they’'re all reversible. Stick to using
Inner Strength (#%) and Falling Tower (% € &%) a lot. If Jin begins to parry the second hit of the Falling
15 extremely useful, and sucking moves in and opening Tower (%W € <), stop after the first hit and try to nail him with a damaging throw. Jin lacks a quick low
the door to many ground combos. Demon Slayer attack that can knock you down, so you don't have to worry about blocking low most of the time. Stick
(=> &) is extremely useful for punishing a whiffed to your throw game and try to keep him guessing. Using Sacred Blade([ < 4»]) can be dangerous at
power move and starting a damaging juggle. Her Sacred Blade (g isa times if parried against Jin, but it is a viable option when playing against him.

very fast sweep that catches the opponent ofi-guard. Use the White Heron Dance

(#») to pick them up off the ground and start the juggles. Her Falling Tower

(% &%) is amazingly good because it goes into a throw if the <& connects. Bad M atch_ U p S

Asuka’s attack reversal offers more frames to catch moves than a lot of other .

characters. Each of Asuka’s three throws is useful in its own way. The first one Asuka Kazama vs. Marshall Law

fias the ability to combo after, the second is the only mid-hitting throw in the

game and leaves you with the advantage, and the third is a way to get quick Asuka is a retaliation character. To play her well, you must capitalize on you opponent’s

damage from the front. mistakes. Against Law, she has a major problem. Most of Law’s moves are incredibly
safe and incredibly easy to land counter hits with. Asuka’s strings are slow, and Law

Weaknesses can interrupt them with Body Blow to Somersault (¥ & ). Try to avoid strings that are

more than two hits. You need to be extremely patient and choose your moves wisely. Law
doesn't have much of a choice in fast-while-rising attacks, so use your Falling Tower (% & &)
rather frequently. Both Law and Asuka have throws that launch the opponent, so know how to break
his launcher throw (left punch escape) and use a Low Jab (¥ ) to set up yours. Law is a counter
hit monster and you don’t want to give him any opportunities to use this against you. Use reversals
whenever you think you can land them, because Asuka has a really good one that allows a bigger window
than most.

Asuka’s main weakness is that she lacks damaging
air combos and the ability to combo off low attacks.
She has to rely heavily on high or mid attacks to
a0 most of her damage. Most of her strings are
interruptible at one point or another, so if is wise
not to abuse them too much. Her wall game is also
2 big problem. She doesn't have a lot of options at
the wall for added damage. She has to avoid walls altogether to have chance
2t winning. She has a good wake-up game that can confuse the opponent in

Asuka Kazama vs. Wang Jinrei

2 lot of ways, but usually only for a few hits. She also lacks launchers that Asuka will have a very hard time in this match, because 95% of Wang’s moves are safe on block.

+ou can combo off. She has very few and they are predictable. This makes it extremely hard for you to win. You have to stick to throws most of the time and
you'll need low parrying to get anywhere. Don't use too many strings that do more than 3-4

Wall Strategy hits, because Wang can just interrupt them with a launcher and do 50% damage. Don't give

him the opportunity to do it. Keep him in block stun with Heaven’s Hammer (¥ <) and use Inner
Strength (&) or throws after to keep him guessing. Wang has a lot of moves that keep you in block
stun. You have to be careful of those, because he can actually get a free throw attempt and land Energy
Blast (=» &) for free on the ground. Learn to break throws with <% against Wang, because most Wang
players attempt the Waning Moon when throwing. Be on the lookout and you will have more than a fighting
chance to beat the 109-year-old man!

This is where Asuka falls short. Her wall game
s horrendous, but she does have a few bright
spots. Your best bet is to score a big extra hit
mstead of trying a bunch of smaller hits in
supcession. Most of her moves that hit the wall
smmediately drop the opponent to the ground,
‘=aving you with very limited options. A good
‘way around this is to play wake-up games near the wall, mixing up high

and low aftacks so the opponent has to guess. Mid attacks like Moon Scent

Asuka Kazama vs. Nina Williams

WR>) are great to use next fo the wall, because they create a high enough Nina can be the toughest match-up for a lot of characters. She is a poking monster, so you
wall stun to let you land a few hits. need to either out-poke her or have a really damaging power move. Well, Asuka doesn’t
have either of those, so she just has to guess a lot of the time. Falling Tower (% & &) is

a great way to stop Nina dead in her tracks, because she attacks a lot and the counter

GOOd MatCh-UpS hit ratio will be way up. Try to keep Nina out of super-close range, which is where
she excels. Use Right Kick (<) to keep her out. Moon Scent (WR<*) is also a

Asuka Kazama vs. Yoshimiisu great move to use against Nina players that always like to abuse One Two Punch

(¥ &). It goes under them and launches Nina for a decent-sized combo. Keep

Nina away from the wall at all costs. She is the queen of wall damage and

mix-ups. Nina's tracking on-some moves is lacking, so that is where you
might be able to score some free damage when you sidestep.

“This match is good for Asuka in many ways. First, she can punish a lot of Yoshimitsu’s moves,
. wcluding & § and WR . All you have to remember in this match-up is that all of Yoshimitsu's
moves can be sidestepped. Keep Yoshimitsu in the middle of the screen and just sidestep around him.
When he goes for one of his moves, try to throw him or launch him. Asuka is the counter-master and can
~“ounter almost any of Yoshimitsu’s moves involving his sword. Use Inner Strength (#%) a lot to stop any of
= advancing moves. If Yoshimitsu is in his Meditation, Indian, or Manji Dragonfly stances, you can easily
connect a White Heron Dance (#») to start a combo off him. Try to keep him mid-screen and away from the
wzlls, because you don’t have a superb wall game and he does. Also, if you stay mid-screen you can effectively
walk around him and land those big launchers or throws.

‘Asuka Kazama vs. Baek Doo San

Ssuka has fast sidewalking speed, and it should be used against Baek. Baek is slower in Tekken 5 than in
Srevious Tekken games, so this is where you will excel. All of his low attacks can be seen and anticipated. Put
= in block stun with Heaven’s Hammer (¥ &), and then try a throw mix-up. If Baek starts sidestepping.
=¢ Inner Strength (<) to put him in his place. White Heron Dance () is a great way to take Baek out
= his stance while he is trying to fravel around. Night Sky (# <») is always an option when dealing with
- Sdesieppers, because it tracks and also starts a combo. Use this to trick the opponent into using a getup
Wk and you will go over it. Falling Tower (% € &%) is amazing for hitting opponents who are sidewalking
2a sidestepping and getting a counter hit. Using Destabilizer (s &) and then doing a Heart Stopper
&= =3) is a great way to score a free counter hit. Stick to these moves and you will be set in your battle
wiih Baek.




Baek, Tae Kwon Do master and Hwoarang’s mentor, was on
his way home from teaching out in the country when he was
attacked and lost consciousness.

Baek later awoke in a military hospital.
An official from the Defense Department
explained that Baek had been in a coma for
over a year. The official persuaded Baek to
become a Tae Kwon Do instructor for the
military once he recovered.

A year later, Baek was teaching Tae Kwon
Do at a military base when the brass
convinced himto contact Hwoarang
and ask him to return. The two
met again for the first time in
two and a half years.

Two months later, Baek
asked Hwoarang to enter
the King of lron Fist
Tournament 5 in order
to test his skills in Tae
Kwon Do.
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Baek
Doo San

Fighting Style / Tae Kwon Do
Country of Origin / Korea

Player 1 Costume

Items
Head

Head - Banganna
150,000 G
Both Outfits = No

5

Head = Heédgea:
120,000 G
Both Qutfits - No

e

Head - Natural Hairstyle
80,000 G
Both Qutfits - Yes

.‘ 3
(%
Head - Mo Hat
120,000 G
Both Outfits - No

V 4
Head — Topknot
200,000 G

Both Outfits — Ng

Face

b7 o

Face - Eye Patch
300,000 G
Both Qutfits - No

@

Face = Haro Mask
200,000 G
Both Outfits - No

b=,

Face - Bifocals

40,000 G
Both Qutfits - Yes

Face - Sunglasses

60,000 G
Both Outfits - No

¥

Face — Party Mask
500,000 G
Both Outfits - No

Player 2 Costume

Upper Body

Upper Body - Pendant
30,0006
Both Qutfits — No

Upper Body - Chest Proteclor

500,000 6
Both Outfits - No

\
Upper Body - Sandbag
30,000 G
Both Qutfits — Yes

Upper Body - Scarf
150,000 G
Both Qutfits — No

Upper Body - Attaché Case

300,000 G
Both Outfits — Mo

Lower Body

| il -

Lower Body - Lute
60,000 G
Both Outfits — No

Lower Body — Leg
Protectors
60,0006

Both Outfits - No

Lower Body - Open
Fingered Gloves
50,000 G

Both Outfits = Yes

Lower Body — Baton
30,000 G
Both Outfits = No

Lower Body - Whip
60,000 G
Both Qutfits — No




; Move __

Double Jab

L=ft Right Combo

L=ft Right Flamingo Step
One Two Butterfly Kicks
One Two Butterfly Needle
One Two Black Widow
One Two Maelstrom

One Two Butterfly Blade
Right Punch Back Fist
Sutterfly Kicks

Sutterfly Kicks to Low Kick
Lzunching Rocket

Siack Widow

Maelstrom

=zlling Axe

Lightning Halberd

Sody BLow

Trident Rush

Spinning Axe Combo
#zel Drop to Middle Kick
Heel Drop to Low Kick
Double Claymore

Snake Rocket

Snake Kick

3aek’s Rush

3ask’s Rush Low

Shding Knee Snap

Dark Halberd

Dynamite Heel

Stealth Needle

Bolt Cut

S|

L

©D P ore
CEPPPD
Lkt 6
BEPPIIP
BLFPIPID
OSPHP
&d
PPPD
R
EP
TIRPP
PPHOB
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Player 1 Colors

Color - Black/White
18,000 G

Color - Red
8,000 G

Color - Blue
8,000 G

Color - Brown
80006

Color — Green
80006

Color - Yellow
8,000 G

Color - Purple
8,000G

@ 000600
e 0 ad

Color - Beige
8,000 G

H,H

H, H

H,H
H,H,H,M,H,H
H, H, H, M, H, L
HoH HMH MM
H,H,H,M,H,M, L
H HH LM
H. H

H H MH

H, H,M, L

H LM
H,M,H MM
H, M, H, M, L
H, M

H, H

M

H LM

M, M

M, M

M, L

M, M

LL M

Sk
LMMM
LM, ML

Player 2 Colors

Color — Black/White
18,000 G

Color - Red
8,000 G

Color - Gray
8,000 G

Color - Brown
80006

Color = Green
8,000 G

Color - Blus
8,000G

Color - Purple
8,000 G

Color - Beige
80006

55

5,10

5,10

5,10, 15,12, 12,25
5,10,15,12,12,10
5,10, 15,12, 15, 18, 17
5,10, 15,12, 15,18, 15
5,10, 15, 8,25
12,15
15,12,12,25

15, 12,12, 10
15,8,25

15, 12, 15, 18, 17
15, 12, 15, 18, 15
15,18

10, 10

18

10,10, 12

18,9

22,17

22,15

21,15

12,7,22

12,77
7,10,15,25

7,10, 15,15

12

21

40

17

15

Shifts to Flamingo
Stuns

Knockdown

Launcher

Stuns

Knockdown

Launcher

Knockdown

Knockdown

Launcher

Knockdown

Knockdown
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Flamingo Stance

‘Name

Flamingo

Flamingo to High Low Kick During Flamlngu S M, M, L 15,15, 10
Flamingo Eliminator During Flamingo < & & & M, H, M, M 15, 10, 18,17
Flamingo Maelstrom During Flamingo @ &b & M, H M, L 15,10, 18,15
Flamingo Rocket During Flamingo =» & I'U'I . 25

Crimson Lance During Flamingo = < H 30

Flamingo Pick During Flamingo & & L 7

Head Crusher During Flamingo <= M 2

Heel Lance - M 15
Destruction 4% HH 10,15

Bone Stinger xS M 22

Hunting Hawk ASHS M, M, H 15,9, 12
Leaping Snap Kick A M 18

Trick Butterfly Kicks AP M, H, M, H 25,12,12,25
Trick Butterfly Needle rreeole M, H M, L 25,12,12,10
Trick Black Widows AP HOHS M, H, H, M, M 25,12,15,18,17
Trick Maelstrom AL ELHGS M. H H ML 25,12,15,18, 15
Hopping Double Kick A Sd M, H 25,20
Rocket Lifter ALy ag M. LM 25,8,25
Left Heel Drop -S> M 23

Hammer Heel - > M 4 15

Spinning Backfist -d H 12

Last Resort <o d ! 60

Cyclone Launcher - = H 21

Rocket Shooter - ST M 25

Killing Blade > P M 30

Double High to Low Kick While rising & &= H M, L 12,10, 10
Eliminator While rising § & & & H.H.M, M 12,15,18, 17
Knee Javelin While rising & &» &b b HH ML 12,15,18,15
Albatross While rising & $» M, M, M 13, 16,17
Javelin While rising &b & & M, M, L 13,16,15
Race Hammer During sidestep & M v

Reverse Middle Kick Back towards enemy <p M 15

Throws

Knockdown

Knockdown

Knockdown ]

Launcher

Launcher

Knockdown
Launcher
Stuns

Knockdown

Knockdown
Launcher

Knockdown

Knockdown
Launcher
Launcher
Knockdown
Knockdowin

_

B b T

_Mm

Hammerhead Throw Approach enemy € (or = )
Blue Shark Claw Approach enemy < (or =» )
Snake Revenge Approach from left side &>(or <)
Hunting Serpent Approach from right side & (or <)

Compound Fracture Approach from behind &> (or <)

Human Cannonball Approach enemy =>

Swordfish Throw
Roll and Choke

Approach enemy » %
Approach enemy =» o> &

2 s Bl e o s A e il [

35
40
40
50
30
40
40

' s B

@ B B



{ Hit Combo 1
10 Hit Combo 2

10 H|t Combos

Top Ten List

Spinning Axe Combo

This is one of the few punch moves he has, and it
knocks down the opponent on any hit. The second
part of this move is a guaranteed hit if the first part
connects. This move is fast and can stop incoming
attacks dead in the water. It also serves as a damaging
combo ender that still bounces the opponent to the
ground.

Right Punch Back Fist

Trident Rush

This string of punches is guaranteed after the first hit
connects. This serves as a retaliation move when you
block a move. Because Baek only has one sidestep
move, nothing will interfere when you are sidestepping
and want to do the Right Punch Back Fist.

This unique move is an overhead attack that stuns the
opponent on one knee. It stuns them even more if you
get it with a counter hit. This is an easy way to control
the match and make the opponent guess your next
move. You can also do this move from sidestep or as
a last-second surprise.

This is a new string for Baek. Not only does it hit in
three different property ranges, but it is a guaranteed
string on normal hit. The second hit is low-parryable,
but is hard to see coming. If the third hit connects on
counter hit, it results in an inescapable stun. Use this
string to sneak in the low attack and get a free third
hit afterward.

Rocket Sh ooter

This is Baek's high launcher, and it goes under
standing jabs guite well. You can also cancel it into
his Flamingo stance by holding <= instead of W ltis
his only launcher where he can combo Hunting Hawk
after it connects. This gives you a high wall stun and
enables high-damage combos off the wall.

S
B H, H, L, M, M, M H, M, LM
& H H H LM MMLM!

thht Upper

nghtmng Halberd

Dark Halbard

15, 12566655?23 Launcher
15,12,8,5,6,6,6,7,21,17  Knockdown

This is his most basic combo starter and also one of
his best. While the risk of this move when blocked is
close to zero, it leads to most of your aerial combos.
This move also launches characters on a non-counter
hit, so all you have to do is make sure the attack
connects and you are good to go.

This move has new properties to it. After the move
connects, you have the option to go into Flamingo
stance. This enables Baek to do several of these moves
back-to-back in one combo. This lets Baek get to the
closest wall and do a huge wall combo. If you go into
Flamingo, he is relatively safe from that point on.

This move is a low attack that can combo afterward.
Unfortunately, it is slow and easily anticipated. When
it connects, you can get 3-4 hits off it and possibly a
wall stun if it’s spaced right. This is the only standalone
knockdown move, so you must use it in moderation.

Baek’s Low Rush

tooede

This string starts low and can continue for four hits
and can end also. The first three hits of the string
are guaranteed on a counter hit. The string is useful
because it starts low and has a mix-up at the end. This
is also a completely safe string if you only use the
first three hits.

Cyclone Launcher

This move serves as a new launcher for
Baek. He spins around while launching
the opponent into the air. This move is
good because you can cancel it into his
Flamingo stance instead of launching.
This can be particularly useful when you're
trying to trick the opponent into blocking
and then want to throw them instead.
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Strengths e, Ba@d Match-Ups

The general strategy with Baek is to land combos and do some
oig damage with walls. His other ability is to trick the opponent
with his cancels and go into his throwing game unexpectedly.
This is extremely useful, because when you train the opponent
10 block and then you throw them, they will be uncertain when
10 block and when to attack. Use this and the ability to combo
off your Dark Halberd (# <») when in Flamingo stance, and you will have your high/low
game in place. Baek's throw range is very long, and you can cancel out of Flamingo and hit
the opponent with a throw from far away. Sidestep and then land the Right Punch Back Fist
& &) for easy damage. Pressure the opponent with the first hit of Spinning Axe Combo
=» o <) and then go for a low attack if it is blocked. Baek's overall goal is to pressure the
opponent with all his kicks and the mix-up that comes with them. Mix-up games with kicks
are deadly when the last hit of most of his strings end with a stun. Moves like Double High
10 Low Kick (WR%> %> <») are good because the string ends low and trips the opponent
on regular hit, so you can follow up with a combo. This is where one of Jin's moves destroys your whole game plan. Any off-axis moves will
be nullified by Jin’s Laser Scraper. You have to change up your game drastically to beat him.
Stay in front of him, and try to do basic launchers to get some combos. Using Dark Halberd
(a Sd) is not a option here because if he blocks it, he will get a free Crouching Uppercut
(WR<) and launch you for up to 50%. Keep to your throwing game and high/low mix-ups,
and try to get him to the walls so you can do some easy damage. Playing it safe and picking
when to attack is the key if you want to win this match.

Baek Doo San vs. Paul Phoenix

Paul has insane priority and can do 50% combos ina matter of seconds. His Phoenix Smasher

(¥ % = &) tracks so well that if you are in Flamingo and sidestepping around him, you

- will get hit. Try to mix up strings and keep him guessing at your high/low game. Whatever

you do, try to stay away from walls. Paul has one of the best wall games, so you will be at

a disadvantage if you end up hitting the wall. Poke him with some low moves and try to

launch him with only Right Uppercut (% <b). Also, using Bone Stinger (& <) is a really

good way put him in block stun and then you can move in for the throws. Try to vary all
your moves and you will be somewhat successful.

Baek Doo San vs. Jin Kazama

Weaknesses

3aek's main weakness is that he has no solid low moves
ihat can't be detected. His Dark Halbard (s <») is relatively
good the first few times you use it in a match, but after that
your opponent will catch on. Most of his other low attacks
do minimal damage, or else they come at the end of a big
string, which makes them very vulnerable to a low parry.
He is mostly kicks with a few punches. Since his move list
is very limited, opponents will start to see his strings and will adjust to them. The
best option is to use all the moves that he has. This will maximize your risk of
getting parried on a move they remember seeing.

Baek Doo San vs. Nina Williams

This match-up is one of the worst ones you can encounter. Aimost all of Nina's moves are
significantly faster than your moves. She also has dominating sidestep and tracking moves.
Keep her away at all costs and do long-range moves to win this battle. Be very patient and very
safe if you expect to win. Double Claymore (% < <») is a great way to keep her out of close
range. If she is being a constant aggressor, you will have to rely on your punch parry to control
her tactics. Throwing Nina is hard to do, but try to put her in block stun and you might be more
successful. Nina lacks a decent while-standing move, so you can use Dark Halbard (s <») more
Wall Strategy often than not. Right Uppercut (% <%) is your safest bet when she is in close. You just have to find
the right hole in hempoking for it to pay off.

Baek’s wall game is very promising. With the
zbility to stun on normal hits, he can take his
oppanent to the wall with his cancels and also
oy just doing jabs. At the wall, Baek can do
asy damage by just doing strings. One of the
more damaging strings is One Two Butterfly
Kicks (® & 9 9 3») and stopping before the last hit because it
won't connect. Use your block stun tactics so you can throw the opponent
into position for a wall attack.

Good Match-Ups

Baek Doo San vs. Anna Williams

All of Baek's good match-ups come from his ability to maneuver his away around his opponent.

Anna is very linear and doesn’t have good moves that track. This is your way to beat her. Continually
sidewalk to avoid whatever she throws out. If you can get behind her, launch her with Right Upper
(% ) and start off with a big combo. If you are in range, you might want to go with a throw. Walk circles
around Anna as she goes for each of her moves, and you will be good to go.

Baek Doo San vs. Ganryu

Ganryu has only one move you need to look out for when you are sidestepping. His Falling Hammer (§§ €) is very powerful and hits
sidesteppers very well and he ends up getting a huge three-hit combo off it. Everything else Ganryu has is straightforward with no tracking.

Use this to your advantage and perform moves that go into Flamingo, so you can immediately sidestep afterward. Ganryu's attack reversal is
only punches, so throw massive kicks his way to force him to do nothing but block. But really, just stick to the off-axis game and you should have
a free win.

Baek Doo San vs. Heihachi Mishima

Heihachi is another character who has problems with good sidesteppers. Once again, play the sidestepping game, and stay away from big attacks such as the Rising
Uppercut (= v $$1<%). The only move you have to watch out for is his Spinning Demon (= 7 #$1 < $» ). It has insane amounts of tracking and will get you from
almost anywhere. Other than that, try to use moves from Flamingo, and get behind him to do your damage. Heihachi can do damage in a flash, so make sure when you are in
front of him to duck most of the time, so he can't launch you.
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Bruce Irvin is famous within the personal guard of Kazuya Mish

21 years ago, Kazuya's father defeated him, and Bruce decided to leave Kazuya's group of
mercenaries. Bruce traveled the globe working as a mercenary for various organizations.

 One day, Bruce learned that Kazuya, who he thought to be dead, had fought in The King of Iron

||
Fist Tournament 4. He also learned that the Mishima Zaibatsu, without Heihachi, was scheduled
1o hold The King of Iron Fist Tournament 5. r V I n
Bruce, who had survived countless conflicts on battlefields across the'globe, sensed something
sinister about the Tournament, but at the same time felt a rush of excitement. He had grown Fighting Style / Kickboxing

bored in recent times, and it looked as though the Mishima Zaibatsu was about to provide some ==
entertainment. _ : Country of Origin / USA

Alternalive Costume

Player 2 Costume

gt

Face Upper Body Lower Body

-
E
Head — Cornrow Face - Sideburmns Upper Body — Chick Lower Body —
300,000 G 60,000 G 500,000 Shin Guards
Both Gutfits -~ No Both Outfits - No Both Outfits - No 120,000 G

Both Outfits — No

Head — Headgear Face — Bandage Upper Body - Gloves Lower Body —
60,000 6 30,000 G 200,000 G Champion’s Beft
Both Outfits — No Both Outfits — No Both Outfits — No 150,000 G

Both Outfits — No

I

Head — Swimming Cap Face — Swimming Upper Body - Necklace Lower Body

80,000 G Goggles 30,000 — Sledgehammer
Both Outfits - Yes 50,000 G Both Qutfits - Yes 40,000 G
Both Outfits — Yes Both Outfits — Yes

“®

' T ‘ £ L ‘. .__...
Head — Afro Face - Sunglasses Upper Body - Saxophone Lower Body - Chain
500,000 6 120,000 G 150,000 G 60,000 G
Both Outfits = No Both Outfits ~ No Both Outfits - No Both Qutfits - No

//

Head — Bike Helmet Face - Earring Upper Body - Bracelet Lower Body — Rose
300,000 30,000 60,000 G 200,000 G
Both Outfits — No Both Qutfits - No Both Qutfits = No Both Outfits — No




Left Right Combo
Bruce Rush
Northern Lights Combination
One Two Mid Kick
One Two High Kick
One Two Low High Kick
~ Southern Cross Combination
Northern Lights
. Right Straight to Mid Kick
: . ‘Right Straight to High Kick
- Right Straight to Low High Kick

Combo
Vulcan Combination

Bruce Special

Shut Out Kick

Cobra Sword

Sledge Hammer

Triple Elbow Rush
Bulldog Bite

Triple Kick Rush
Sidestep Elbow

Double Elbow

Ti Sok Ran

Leg Slice Tornado Upper
Trident Middie

Gatling Kicks

Rabid Bulldog

Trident Low

Swaying Rabid Bulldog
Sway High Kick

Back Hand Blow
Stomping Kick
Stomping Straight Feint
Stomping Knee Feint
Triple Knee Combo
Double Knee to Low Kick

80006

Color - Blue
80006

Color - Yellow
8,000 G

Color— Gresn .
8,000 G

Color - Pink
8,0006

Color - Brown
8,000G

Color = Light Blue
8,0006G

H,H

H, H, M, M
H.H, M
HHM
H H H
HHLH
H,H,M

B H,M
& H, M
B b H, H
L L H L H
PEed M, M, M, M
P de M, M, M, L
P M. H
S H

& M

> H DR

»> P

> G

- &

uED

@

P

u e

WPHPPPP

Yoo

+o

gl

&

-

P

-pd

- PP

«HPH

Color-ed
8,0006
Color - Blue
80006

Calor - Yellow
8,0006

Color - Green
.8,0006

Calor - Orange
80006

Color - Purple
8,0006

Color - Light Blue
8,000 G

e e

6,10

6, 10,9, 14
6,10, 18
6,10, 18
6,10,22
6,10,10, 25
6,15, 18
12,18
12,18
12,22

Knockdown
Knockdown

Knockdown
Knockdown
Knockdown

12,10, 25 Knockdown
11,11, 15, 16
11,11,15,9
11,16

22 Stuns

Knockdown

28 Knockdown
7,10, 21
23 Knockdown
13,14,20
21 Knockdawn
13,10
10 Launcher
12,32

15
7,4,4,4,10
13,18

8

13,18

25

21

18

18,12
18,17

15, 13,25
15,13, 12

Knockdown

Knockdown

Launcher

Knockdown

Knockdown

Knockdown

Knockdown
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Killing Blow

~ Jumping Elbow

~ Jumping Knee
Rolling Cutter
Cross Straight
Slash Kick
Leg Bazooka
Bull Tornado
Knee Launcher
Backflip
Leg Bazooka Feint
Impact Elbow
Ducking Left Low Kick
Ducking Knee Launcher
Sniper Slash
Double Tomahawk
Tornado Upper
Amputation Low Kick
Drop Elbow
Cyclone Kick
Right Mid Left Hook
Double Mid Kick

@ Knockdown -
P e —~
o~ 24 Knockdown
R 18 Knockdown
e 18 Knockdown
- 2 R
il 30 Knockdown
-ad 18

-
e | —
PP Knockdown
L AN

= TdN P
>IN A G

- >

While rising <& &

While crouching % #$1 €
While crouching % 454 <
During sidestep &

During sidestep >

During sidestep $» &
During sidestep <» &

- R

2 iF == = =z =

Launcher

Knockdown

Knockdown
Knockdown
Knockdown
Knockdown

e

Knockdown
Knockdown

_gg:gl—:-gggl‘::l:
=i I

-\T\"GQ»L(GA

R R A T S

10 Hit Combo 1
10 Hit Combo 2

dateaBdghgda HH H HMMLHMM 68891398 14,13,25 Knockdown
GEAEEHEHEHE HoHHHMMLHLM 688913098 14,12,25 Knockdown

_mm

| Face Crushing Knee
~ Front Knee Kick
Head Break Throw
Face Break Throw
Reverse Neck Throw

Approach enemy & (or = &)
Approach enemy < (or =» )
Approach from left side &~ (or &)
Approach from right side &> (or <)
Approach from behind & (or )

_mm

Clinch

Charanbo

Charanbo Rush
Right Knee Kick
Neck Throw

Left Side Knee

Right Side Knee Kick
Flying Knee Kick

- NP

During Clinch <p @

During Clinch ¢» G d» o

> r¥ie

During Right Knee Kick & & &

During Right Knee Kick < & (or & &)
During Left Side Knee & 5 &

During Right Side Knee Kick < 4» & &

23
46
20
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~ Although this move looks rather simple, itis a vital part
~ of Bruce's arsenal. It knocks opponents into the wall,
- all the hits are guaranteed if the first hit connects on
counter hit, and it deals good damage against the wall.
~ It is an easy move to use for a counter hit when the
~ opponent is rushing in with a move from afar. There
g are also some strings that can be interrupted with a
| jab, which means an easy counter hit for Bruce.

- Another simple-looking move that also has multiple
functions. Trident Low hits grounded opponents and
* has a far reach for a quick low. This move is safe on
* block and tracks opponents who try to sidestep often.
| It is a good low poke to frustrate your opponent,
~ which could cause them to attack recklessly and give
~ you more opportunities for counter hits. It can also be
done out of a standing right punch or after the Twin

Jabs (& #).

is is the best move while rising that Bruce has,
because if the first hit connects, the second hit
' combos naturally. Double Tomahawk knocks the
opponent down onto the floor and a Rabid Bulldog
(¥ > <») is guaranteed afterward. After that, you can
follow up with either a throw, Trident Low (¥ ¢»), or
_ Right Upper (% &).

Jumping Knee has surprisingly long reach and it
_catches most opponents by surprise as you jump
-"l_:w'er their lows and retaliate. This move also knocks
the opponent down, so be sure to follow up with a
~ ground mixup. Itis a great move for punishing missed
attacks from long distances, but it cannot be thrown
out recklessly because it can be punished by jabs.

This move allows Bruce to sway back slightly and then
~ kick the opponent in the shins. This is an annoying
- move, just like Trident Low it can be used to frustrate
~ and annoy the opponent. It is also useful after certain

)| strings for opponents who like to attack with short-
~ range moves after they block your string. Their attack
_misses as you sway back and you can connect with
the low kick. There is a second kick after this kick that
. connects high, but it can be punished on block and is
| not used very often.

The Sway High Kick (s o®) works very much like the
‘Swaying Rabid Bulidog, but it deals more damage.
Unfortunately, this move has a little more risk than the
low kick, because it does not have a second kick to
prevent a quick retaliation. Some opportunities to use
this move (or the low version) are after the Double
~ Face Buster, the first three hits of either the Vulcan
. Combination (& 4> &) or the Bruce Special
(B ed), or the first three hits of the Bruce
Rush.

The Back Hand Blow can be used in some of the same
places as the sway kicks, but it is more risky because it
~ onlyevades high-hitting moves. The reward for landing
~ this move on counter hit is worth it, though, because
it sends the opponent into an inescapable stun. That
means free damage for you. This move is very useful
__ against aggressive opponents. Unfortunately, it can

~ be punished on block more severely than the sway
i kicks- =

~  The Drop Elbow is used to stop an opponent while
they are rushing in. On counter hit, this move causes
- the opponent to fall to the fioor, so you can follow up
* with a Rabid Bulldog (¥ <> <®). This elbow hits mid
- and s safe on block, but Bruce loses momentum if the
apponent successfully blocks this move. It also does
not have very good range, but it has some evasive
. properties.

Aithough the Triple Knee Combo (<= c» $ ) is
slower and higher-hitting than the Tekken Tag
Tournament version, it is still a useful move.
It cannot be used as often as in Tekken Tag
Tournament, but you can still use it to punish an
‘opponent. For example, use it after blocking Kazuya
Mishima’s Tsunami Kick (% <» <®), or to close up the
distance between you and your opponent. If the first
" knee connects, the second knee is guaranteed. This
' move puts you at an advantage, so you should try the
* Bruce Rush afterward to get a counter hit.

The Knee Launcher is the start of Bruce's
most damaging juggle. It is also a good
punisher for a foe who completely misses
an attack. If the opponent Quick Recoverys
after certain moves, the Knee Launcher
catches them and launches them high into
the air. This move is also a good choice for
enemies who are rushing in.




Walle & & &

Parry Follow-Ups

Low Punch Parry

Low Kick Parry

amount of damage if they connec
on counter hit. As long as the first hit
connects on counter hit, the rest of the
hits in the string are guaranteed. This is
true for the Bruce Rush and Southern Cross
his opponent with basic moves is an esse
to draw out counter hits from this opponent
doand can deal a good amount of damage wil
is close by, you can adjust your juggle to de
of damage without too much difficulty. Bru
to pick up for newcomers to Tekken. A lot o
reach, so it is easy to connect with your oppon
attacks that string together, but it is not necessal
entire string. You can use the first two to three hits
start up another string. This could be confusing to t
was expeciing an attack but now has to block seve
This kind of technigue keeps your opponent guessi
they should retaliate. You can also mix up attacks like
and Northern Lights Combination (€< <p). North
Combination (> & <) sends the opponent flying across t
if the < connects. Bruce can also bait his opponent on
seem like an opening with his evasive moves, such as Bag
Blow («= <), Jumping Knee (& ), Sway High Kick (
Sway Low Kick (» <»). Against an opponent who attacks rel
Bruce can counter their punches with Cross Straight (=»
iry to land a counter hit with the Bruce Rush (& & <>
Hand Blow (<= #%), or Drop Elbow (ss €%). Bruce can p
opponents with Right Straight (=» <% ¢») or Right Upper

Wall= = 5»




ause the majority of
efensive players. He
. his throw mixup game
20y 50/50, and he doesn ground-hitting moves, S0
“sponents do not have to rush to get@yagainst Bruce. They can just
= the ground hit and then roll away, or get up safely afterward. He

fint have a good quick punisher. He does not have4abs that
ike most characters. The Twin Jabs gi aturally combo, and neither do
Southern Cross Combination or f it variations. You can make this
you, though, by not inputting the ¢ string of the Bruce Rush if you
nd third hits don’t make contact with tig®@pponent. If you stop the string
ol Bruce is safe from any free attacks. He is not at much of a disadvantage,
Byour flow after the third hit when blocked. The only move that causes an
is quick Trident Low, because his throw mixups are not as strong as those
rs. This really limits Bruce’s offensive options. The Bruce Rushis no longer
ious instaliment of Tekken, So you can’t just throw it out without worries. It
just use the first three hits of the Bruce Rush (€5 <& & &%), unless the first
hit. The majority of Bruce’s moves are also linear and can be sidestepped.
dangerous for Bruce, because most of his attacks are strings that can allow

behind him easily by side-stepping or side-walking.

‘== damag
“2cks a double

do a wall co
t. Other mové
ent flying across,
t») propels both 8
ffien used in a jugale:
the last hit connects.
ov-hitting move at the
all, though. If he’s
cnange posmans b

0 knocks the opponent far
Special (> < & ), which
that Bruce is not strong near
inch Throw (=» s ¥ <)
back into the wall, he can
jaging wall combo.

ften by quick characters
es are rather slow. Also,
f can be hit on the ground,
are punches, so the Cross
Hunting Bear Stance, a quick
he Jumping Knee (& <) to get
G-Clef Cannon (= & & &),
0, poke Kuma constantly with
hy left punchior right punch. It
gs and moves, because he

ight Straight (= & ds).
ewalking in either direction,
= > &%), but you can avoid
br back, you can use almost any
&), because it's fast and does
-hit character too, but she has
st her. She alse has a good
ixes after you block one of

attacking her recklessly,

JACK-5 is much like Kuma, and for the most part you ean attack him the same way. He does have
some quicker, safer, and more far-reaching lows, though. The first hit of JACK-5's Machine Gun
Blast (s € & & &) can become annoying, but vou can remedy that by using low parries or
the Jumping Knee (& <). Ifthe (s <) connects onyou, be careful about attacking afterward,
because most JACK-5 plavers will have advantage and attack again. If you blogk it, though,
JACK-5 s safe from retaliation. You may want to consider using a throw Instead, but if you do
that too often, JACK-5 can duck your throw attempt. This could allowyou to use a hop kick.
Because of his slow moves, he is also prone to getting hit on counter hit by the Bruce Rush
and other quick-starting strings. You can also try to counter his punch strings and attacks by
using Cross Straight (= =><%). Some of JACK-5's strings can be interrupted by jabs, which
is the perfect opportunity to use the Bruce Rush and score a counter hit. I you start to play
more defensively, be wary of JACK-5's long-reaching and damaging throws, and his annoying
Machinegun Blast (¥ & & & %),

Bad Match-Ups

Steve is a bad matchup for Bruce, because he uses his sways fo avoid Bruce’s moves and also
uses sidesteps and sidewalks. He also has a punch parry and punch counter at his disposal,
which can cause a lot of trouble for Bruce players who rely heavily on punches. Steve also uses
his Quick Spin (<») to close the distance, and has ducking moves that avoid highs. He also has
more variation in his throws than Bruce, because he has double escape throws and a useful
wall push. His Low Jab (¥ &) avoids highs and his Sky High (& <) avoids lows like Trident
Low(¥ ). Steve also has great punishers like Right Upper (% &), Sonic Fang (% €), and
Dashing Straight (=» = ). Steve has better tools for spacing as well, due to his Flicker Step
and can punish whiffs from that step by doing Fly Swatter (During Flicker Stance, £ into Knee

" Clipper (s <). Steve can push away his opponent by using the first hit of Tempest Combo

(During Flicker Stance, &).

Bryan has some similar moves to Bruce, such as Mid Kick to Rush (p > €><) and Bruce

Special (& <& € <), but his punch parry is easier to implement. He can easily execute it from

the defensive because of the back notation in that move. He also can flow like Bruce, using bits
and pieces of strings and annoying low pokes like his Low Kick (¥ <. His Snake Edge (M &)

and Hammer Driver (<) avoid highs, and if the second hit of Hammer Drwe.r(@:) ‘connects on

counter hit, the opponent falls onto the floor in a bad position, which lets Bryan play'wake-ap-':
games. This s bad for Bruce players, because the majority of his strings begin by fii
Bryan also can use Sway and Smash (¥ #<> <) to avoid highs, and get a jliggle out _
connects. If Bryan lands a counter hit Side Step Elbow (= #), e caniget the firsttwa hits of
Lair's Dance (€ <) for free, so avoid attacking Bryan when he has the advantage. Bryan as
good punishers like the Mach Breaker (=» > <), becalise aiter knocking his opponent down,
he can follow up with a Flying Knee Kick (4= < ¢») unless they spring up. Bryan also has an
easy-to-execute double break throw at his disposal, much like Steve's.

Raven has a lot of evasive moves. which means a Bruce player has to choose his attacks
wisely. Raven can use his Shinobi Cyclone (s <») to aveid Bruce's high-hitting strings, and
Stormbringer (& & $») or Sudden Strike (=»=><) to-avoid lows like Trident Low (s <2).
He can also duck and use a quick Rising Uppercut (WR<2), followed by a erippling juggle, if he
manages to duck seme of Bruce’s high moves. His Quicksand (¥ % =>4p) avoids highs also.
You can try to keep Raven out by using Trident Low (s ), but it can be risky because itis a
Jow-hitting move. Raven can also sidestep or sidewalk around Bruce and do his Crusader (&).
If it connects on counter hit, he' most likely foliows up with a Shadow Scyitie (# <), so be
sure to quickly spring up to avoid the follow-up. Raven's low attacks have long range, like his
Basilisk Fang (¥ <»)and Low Kick (W ¥ <°). but you can punish them on block; so be sure to
follow. up with a Double Tomahawk (WR<® ). Like Bruce, Raven deals a lot of damage from
his jabs on normal hit. Using moves like Jumping Knee (# <), where the recovery of the move
is only punishable by jabs, is not as risky versus Raven.
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In order to receive ltechnological upgrades to his cybernetic body, Bryan
entrusted himself to Dr. Boskonovitch and drifted into a deep sleep. Upon
regaining consciousness, Bryan realized that his body remained unchanged. Dr.
Boskonovitch explained that Bryan's body contained many complex mechanisms
that would require more time to fully understand. But he was able to install a
perpetual power generator as an emergency measure.

Bryan
Fury

Fighting Style / Kickboxing
Country of Origin / USA

“Perpetual power generator? Incredible!”, Bryan exulted.

Bryan shoved Dr. Boskonovitch out of the way
as he headed for the door. Several members
of the Manji Party tried to stop him, but

he sent them sprawling to the ground as

he left the seeret base of the Manji Party

behind him.
A few days later, Bryan learmed that ) ( \
the King of Iron Fist Tournament e Q‘
would be held again. Bryan O
decided to enter, thinking i - .

it the perfect test of s
his newly installed
perpetual power
generator.

i

L

o,

Head — Ski Mask
500,000 G
Both Outfits — No

Head — Army Helmet
150,000 6
Both Outfits — No

Head — Bandanna
80,000 6
Both Outfits - Yes

Face— sbaaﬁng Gfasses
120,000 6
Both Qutfits — No

Face - Gas Mask
200,000 G
Both Qutfits — No

Face — Black Sunglasses
50,000 6
Both Outfits — Yes

- 3000006

Both utfits ~ No

&

Upper Body — Radio Pack
60,000G
Both Outfits ~ No

Upper Body — Dog Tag
300006
Both Outfits - Yes

Lower Body —

Military Knife
30,0006
Both Outfits - No

Lower Body — Shotgun
60,000 G v
Bath Outfits - No

Skull Buckle
40,000 6
Both Qutfits — Yes

7
A P,
£
x } Face — Sunglasses Upper Body - Braided Lower Body — Binoculars
| =\ 60,000 G Armband 30,000 6
W Tl = Both Outfits - No Both Outfits - No 60,000 G Both Qutfits - No
AR Both Outfits - No

Face - Cyber Scout Upper Body - Lower Box
300,000 G Spiked Bracelet Chain Wallet-strap
Both Outfits - No 200,000 G 120,000 G

Both Outfits - No Both Outfits — Mo




Player 1 Colors

Golor - BlackWhite
18,000 G

Color - Red
8,000 G

Player 2 Colors

Color - Black/White
18,000 G

Color - Red
8,000G

Color - Blue Color - Blue
80006 80006

Color - Yellow Color - Yellow
8.000G 8,000 G

Color - Green 5 Color— Green
8,000 G 8,0006G

Color - Orange Color - Orange
80006 80006

Color - Purple Color = Purple
80006 8,000 G

Color— Brown Color — Brovn
8,000G 80006

e T e e SR L TR e e
| e s [ [T e
Left Right Combo @ H,H 6,8
One Two Body Blow & s d H, H, M 6,8, 18
One Two Low Kick &P HHL 6,8,13
One Two High Kick Shd H H.H 6, 8,28 Knockdown
Lair's Dance SHBHD H,H, H HH 6,14,18,17,25 Knockdown
Whipping Fury &b H H. H.M 6.14, 18,23 Knockdown
Cremation @ HHHHM 6,14, 18, 17, 16 Knockdown
Jab to Double Spin Kick @SSP H, H,M 6, 14,15
Running Blind S H, H, M, H 6,14, 15,18
2K Combination &P H M 10, 14
| Mid Kick to Rush S®H BB M, M, M, M 16, 11,10, 14 Knockdown

Bruce Special S M, M, M, L 16, 11,10, 12

Juick Spin Kick S M, H 16, 14
Znaconda Bite SHd M, H, H 16, 14,17 Launcher
Anaconda Rage P M, H, M 16,14, 21 Knockdown
Triple Spin Kick P H, M. H 16, 14,18

Hammer Driver & M, M 10, 21

Knee Strike > % 2

Right Left to Knee 12,5, 21 Knockdown
Sidestep Elbow - & 26 Knockdown
Sravity Blow - & ! 2

Left Body Blow u & 10

Double Body Blow

Vulcan Cannon

Right Body Blow 8 18

Snake Edge 22 Launcher
Nolf's Tail 23 Knockdown
Elbow Smash 14

Quick Left Low Kick . 13

Low Kick Body Blow Combo

Low Kick 9

Thin Low Kick 14
Multiplied Destruction 8 & .H, 14,10, 14

Knockdown on Counter Hit

Stomach Blow

Sweeper Kick




- e
e T
L Chopping Elbow

\ Gatling Rush

Light Back Knuckle

Double Back Knuckle

Hands of Doom

Wolf Call

Wolf Bite

Front Kick

Front Kick to Slither Step

Front Kick to Punch

High Kick to Rush

Run for Cover

Front Kick to Knee

Front Kick to Double Hammer

Knee Break

Meteor Smash

Rolling Driver

Orbital Heel Kick

Mach Breaker

Slash Kick

Mach Kick

Flying Knee Kick

Jet Uppercut

Sway

Sway and Smash

Snake Slash

Left Upper

Right Upper

Fisherman's Slam

High Knee Kick

Double High Knee Kick

Short Upper

Headhunter

Shell Shock

Cheap Trick

Taunt

Bruiser Combo

<= b

I Lo Lo S o S
- 20
-8 20,17
Lo L H, 20,17,25
-85 | 20,23
- D LH, 20,17,16
- 20

20

20,12

20,12,10, 14
20,12, 10,12

20,20

20, 26

18

60

25

22
-S> d 30
- S>$ a3
= > de 32
- 25
> gu B A 17
s 0
ek 21
- 5 = O 30
While rising € 18
While rising & 18
During Right Upper o> & 21
While rising <& 22
While rising > & L 22,25
While rising &> 12
During sidestep & 33
During sidestep < 26
During sidestep # & 24

@ ! 0
After Taunt =» H,M,M,H,H,MH

5.2,2,2,2,2,2,2,2,2,2,14

12,5,13,8,8,10, 14

Launcher
Knockdown

Stuns on Counter Hit
Knockdown
Knockdown
Knockdown

Knockdown

Shifts Forward

Knockdown

Knockdown
Knockdown
Knockdown
Knockdown
Knockdown
Knockdown
Knockdown
Launcher

Shifts Back
Launcher

Knockdown

Launcher

Launcher
Stuns on Counter Hit

Knockdown

Knockdown

Knockdown Stuns on Counter
Hit

Knockdown

_m—m.

Gravity Brain Buster
Guillotine

Gravity Throw

Knee Blast

Neck Throw
Anaconda Assassin
Chains of Misery

Parry

Approach enemy &> (or = &)

Approach enemy < (or = &) 35
Approach from left side & (or &) 40
Approach from right side &> (or <%) 40
Approach from behind & (or <») 60
Approach enemy =» > & 45
Approach enemy {y% $ 1 & 45
Time with enemy punch <= &
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10 Hit Combo 1 & ih b B 8 & H,M,M,M,HHHHMH 20205,7385,510,21 Knockdown
0 Hit Combo 2 SHhEBLHLID H, M, M, M, H. H, H, M 20.20,5,7,3,8,5.16 Knockdown
! 10 Hit Combo 3 & A& e H, M, M, M, H H MHH 20,20,5,7,3,8,15,18 Launcher

an has a new launcher, and it sends opponents

ng. Even though this move is high, it still packs a

h when launching an opponent. Use Jet Uppercut

punish whiffed moves. When it connects, use jabs

get the opponent to the closest wall, then go for a
sombo and do massive damage.

yan finally gets a throw that takes a two-button

e and isn't done from a crouching pesition. It

does just as much damage as Death Messenger, but

gaves the opponent in an awkward position on the

round. Use this as your primary throw, which keeps
the opponent on their toes when escaping throws.

this may look like your average taunt, it is very
erent. The taunt is an unblockable hit and when
next to the opponent, it breaks the opponent’s

ard. Any quick move should be able to follow up
after a successful taunt, including € & and <». Near
Awall, your best bets after the taunt are < and Right

is is a mid attack that strikes twice. If the first attack
\its, the second one is guaranteed. What makes the
mer Driver so good is that it crushes high moves.

 So if your opponent is jab-happy, this is the move to

stop them. If Hammer Driver hits on counter hit, it
ocks the opponent down and leaves Bryan open for
me free ground attacks.

‘Step Elbow is a sidestepping move where Bryan
aﬁacks with his elbow. This move evades most
gks without tracking. If Bryan's opponent isn't
ful, Bryan can sneak in a quick combo before the
opponent realizes they can Quick Recovery.

ach Breaker is the ultimate retaliation move to
attacks that are blocked. Send the opponent
 down to the ground, and then follow it up with
Knee Kick for easy damage. There is only one
to escape the Mach Breaker follow-up and that is
ing ©>. Bank on Bryan’s enemy not knowing

w to escape that.

low attack is relatively slow, but powerful. Snake

s also a combo starter that will launch into a

combo. This also serves as a Quick Recovery

p move, where you stop your combo early in the

pes of landing Snake Edge as the opponent is
rolling and restart the combo.

gh Knge Kick is a knee that comes up from nowhere.
a great surprise move that stuns on counter
Doing the High Knee Kick while using the instant
g-standing technique gives you a big advaniage,
¢alse no one expects a stun move from a knee that
t. This attack can't be countered, so feel free to use

's parry move only affects left or right punches.

e can capitalize on characters who use offensive

king to chip away at your health. This can be a huge

age, because once you parry a move, you get

‘of two options. The first is to use right punch,

gcause it has an auto-hit built in. The second option

o Left Body Blow (% €) and turn the opponent
ideways so you can follow up however you want.

This is your off-the-ground move, which
picks unsuspecting opponents off the
ground for additional hits. Opponents who
like to roll backward, or who don’t Quick
Recovery at all, will fall victim to this
move. The Low Stomach Combination is
“also a fast, low string starter, so it hits a
lot of characters before they know what
- string is coming.







Strengths

Weaknesses

wall Strategy

Good Match-Ups

Bryan Fury vs. Wang Jinrei

Bryan Fury vs. Nina Williams

Bryan Fury vs. Steve Fox

Bad Match-Ups

Bryan Fury vs. Hwoarang

Bryan Fury vs. Julia Chang

Bryan Fury vs. Lee Chaolan

Parry Follow-Ups




Head - Cleopatra Headdress

500,000 G
Both Outfits - No

Hea& =Knit Cﬁp
80,000 G
Both Outfits - Yes

Head ~

Carnival Headdress
500,000 G

Both Outfits - No

BN
Head - Cornrows
300,000 G
Both Outfits = No

Face — Arabian Mask
150,000 G
Bath Outfits — No

Face — Glasses
60,000 G
Both Outfits - No

Face - Green Glasses
40,0006
Both Outfits - Yes

Face - Hibiscus
60,000 G
Both Qutfits - No

ol -

Face - Circlet
30,000 6

Both Outfits - No

Upper Body —
Butterfly Wings
200,000 G

Both Outfits - No

Upper Body -
Egyplian Bracelet
30,0006

Both Outfits - Yes

Upper Body —
Carnival Feathers
200,000 G

Both Outfits - flo

Upper Body -
Fashion Bra
150,000 G

Both Outfits - No

Magic Lamp
120,000 G
Both Outfits - No

Lower Body - Maracas
50,0006
Both Qufits — Yes

Lower Body - Belt
60,000 G
Both Outfits - No

Lower Body -
Tambouring
120,000 G

Both Qutfits = No




Name
One Two Elbows
‘Combo Jilar
_=ft Jab to Island Mirage
L=t Jab Island Mirage to Negativa
Gzncho Chibata
‘Slippery Kick
Slippery Kick to Handstand
Sippery Kick to Side Fiop
Satellite Moon
- Satellite Moon Hot Plate Special
: Satellite Moon Roundhouse
- Handslaps
: Handslaps Mirage

 Handslaps Island Mirage
Handslaps Island Mirage to

_ Negativa
- Back Handspring
Back Handspring to Handstand Kick
Shin Cutter Gombo
Handstand Kick
Samba
Samba Handstand
-Samba Slippery Kick
Rzversao
Mao Esquerda
Conbinaso Mao
- Elbow Uppercut
Island Mirage
island Mirage to Negativa
Kneecap Crusher
Mirage
Heran Bago
Relogio
Rasteila
Rasteila Chibata
Rasteila Hot Plate Special

Player 1 Colors
5 2NN

8,000G

Color - Blue
8,0006G

Golor - Yellow
80006

Color — Green
8,000 G

/o — Light Blue
L 8,000 G

Color - Purple
8,0006G

Color - Pink
8,0006

H, H
& H.H
SP HM
S H,M
> H, M
[®B3] sl
[ DKo LL
[F3]3 e
[ %] ]
2] M, M
[ M, M
&
(&%)
&P
o0
]
PP
>SEH
-»> P
-
- <o
>
- P
u®

= =zi= =
S =

L 2

NP

|

P

= =8 T =N =

ol ol
z (=

Color - Red
8,000 G

Color - Blue
8,000 6

Color - Yellow
8,000 G

Calor— Green
8,000 6

Color - Brown
80006

Color - Purple
80006

Color - Pink
8,000G

(Command | Properties | Damage
Lok

6,15
6,15
6,15
6,15
21,30
10,10
10,10
10,10, 15
16

16, 15
16, 28
12,15
12,20
12, 15,13
12,15,13
18

15

8,10, 21

10,10, 10
8,10

10

10,6

Shifts to Handstand
Shifts to Negativa
Knockdown
Launcher

Shifts to Handstand

Shifts to Negativa
Knockdown

Launcher

Shifts to Handstand
Shifts to Negativa
Knockdown

Shifts to Handstand
Knockdown

Shifts to Handstand

Launcher

Knockdown

Knockdown

Shifts to Negativa

Launcher

Launcher




__

Rasteila to Low Kick 2

Rasteila to Circle Kick

Thong Bikini to Low Kick 2

~ Rasteila to Crying Needle

" Barbed Wire

_ Barbed Wire Infinite Upside Down
\ Kick

.~ Double Arm Stinger

"~ Fruil Picker

- Asfixiante

~ Knee Thruster

~ Knee Thruster to Heran Bago

~ Bencao Fake-out

 Armada

Armada to Rasteila

Armada to Macaco

‘Armada to Macaco to Negativa
Leg Whip Mars Attack Flip
Queixada

Acrobacia

Jumping Jacks

Jumping Jacks to Negativa
Jumping Jacks Mirage
Jumping Jacks Evil Stinger
Roundhouse

Vasuuna

Firekick

Firekick to Negativa

Lunging Brush Fire

Lunging Brush Fire to Handstand
Lunging Brush Fire to Negativa
Lunging Brush Fire to Perch Flop
}_(ick

Back Summy

Back Summy to Firekick

Back Summy to Scoot Kick
Boomerang

Cotovelo to Ponteira

Rising Batida

Face Jammer

Circle Kick

Martelo

Haule

Crying Needle

Front Stinger

Front Stinger to Handstand
Front Stinger to Negativa
Atras Passo

Cruncher

Hot Plate Special

Hot Plate Special Cancel to Negativa

2SS
# Gl
» ke
2 G
o e
oS
L3

¥ P (=% 10 cancel)
&
%
P
- 5>

-

P

ke

«sad
2P

P

t%

P

F B2

AP

AP

Ace

A

AP

PG

-»c>Q

=»> > o<
>0
>>P P

= > b

= > d P
=»>c>chde
>

While rising €
While rising

While rising &

While rising @

While crouching = &
While crouching g ]
While crouching %
While crouching @
While crouching <2
While crouching *U
Back towards enemy &
During sidestep &
During sidestep @
During sidestep 0

L,H
LLL
LLM
H

H M
M

!

M

M
M, M
M, M
H

= = = -
=

—EH - ER - ER Bl - R B

12,15
12,15
12,15,15
12,15, 20
22

12

22

10
10,21
10,15
15

15, 12
15,8, 21

15,8, 21

15, 8,21,15

35

35
25
25

Knockdown

Shifts to Handstand

Launcher
Knockdown
Knockdown

Launcher

Knockdown
Shifts to Negativa
Knockdown

Knockdown
Shifts to Negativa

Launcher

Knockdown

. Knockdown

Knockdown
Knockdown

Shifts to Negativa
Knockdown

Shifts to Handstand
Shifts to Negativa

Knockdown

Knockdown
Knockdown
Launcher
Launcher

Knockdown

Launcher

Shifts to Handstand
Shifts to Negativa
Launcher '

Cancels to Negativa




| Name
Hot Plate Special Cancel to
Handstand

Hot Plate Special to Handstand
Hot Plate Special to Perch Flop Kick
Twister
Twister to Handstand
Twister Sweep
Twister Sweep to Handstand
Dos Sole
Dos Sole to Handstand

~ Twister Front Stinger
Twister Front Stinger to Handstand
Twister Front Stinger to Negativa
Wheel Kicks
Wheel Kicks Sao Paulo Special

Banda
R

Handstand

- Crouch to Handstand
Flop Left
Calypso

~ Flop Right

Circus
Hot Plate Special

Slippery Kick
Slippery Kick to Handstand
Helicopter
Helicopter to Slippery Kick
Quick Jab
Scoot Kick
Perch
Perch Flop Kick
Handstand Tilt
Drop Kick

~ Straight Flop
Tilt Twist Sweep

T R A R R A R & A GRS

S T e T

During sidestep <
During sidestep ® 7<=
During sidestep & 377 &
During sidestep 2

During sidestep B2
During sidestep < 77 %
During sidestep Bh P
During sidestep [ ]
During sidestep [ %)<
During sidestep = <
During sidestep PP
During sidestep Sl
During sidestep @

During sidestep ‘@ @ @A @

During ;ideste &

%

While crouching %

During Handstand L

During Handstand &P

During Handstand &

During Handstand S

During Handstand

During Handstand [ €]

During Handstand [ % $* <2

During Handstand <*

During Handstand & %

During Handstand = %

During Handstand = &

During Handstand Vs

During Handstand U &

During Handstand # (or ¥)

During Handstand 4 7% @ (or 457 )
During Handstand 4 ¥ (or # )
During Handstand # ¥V (or 4 <)

[Commans ———— [poperies  Joamage Moo |
- & 0 _

_‘ R, N .,

M 15
M, M

L 10
il

L 10

H 50 -
H 50
LM 10, 20
LM 10, 20
LM 10, 20
H M 6,6
H M, M, M, H

0
10
10, 15
10
10,0, 7
15
10,10
10,10
12,12

12,12,10,10

6
15
0
25
0
25
10
10

6, 6, 25, 18, 20

Cancels to Handstand

Launcher

Shifts to Handstand
Knockdown

Cancels to Handstand
Knockdown

Shifts to Handstand

Shifts to Handstand
Shifts to Negativa
Knockdown
Knockdown
Knockdown

Shifts to Negativa
Launcher

Shifts to Handstand
Knockdown
Launcher

Shifts to Negativa
Shifts to Handstand
Launcher

Shifts to Handstand
Knockdown

Shifts to Handstand
Shifts to Negativa




. - R N &
~ Negativa +$ 0 3
B Negativa to Meia-Lua Combo From Negativa &SP LM 10,15 Shifts to Hand !
Negativa to Armada Comba From Negativa © LH 10,15 :
Negativa to Flare Combo From Negativa &P M, M 18,15 Launcher = °

glg?:;i:a to Lunging Brush Fire From Negativa &= © M, M 18, 30 Knockdown

Negativa to Au Maladro From Negativa & M, M 18,10

Rio Delight Knee Slicer From Negativa % T LM 14,28 Knockdown
S-Dobrado From Negativa [ <] M 20 Launcher

Ipanema Wings From Negativa [ @ ] LL 12,10 Launcher

Ipanema Wings to Slippery Kick From Negativa [ 14 ; EEERE 12,10, 10, 10 Launcher

Knee Slicer Low Front Stinger From Negativa = & M, M 16, 25 Knockdown

Low Front Stinger From Negativa & M 25 Knockdown

Low Front Stinger Cancel From Negativa & & M 15 Shifts to Handstand
Quick Spring Kick From Negativa = M 20 Knockdown

= T S T R N TR T e o
Properties Damage s |

10 Hit Combo 1 (S SEPFPP PR PN D M, M, H, MMM, H MMM 16,20,28,7,6,9,13,6,6,21,15,20 Knockdown i
10 Hit Combo 2 [S§) SHHP M, M, M, HH, L 16,20,28,7,8, 12 Knockdown |

Christie’s Rotacao Throw Approach enemy ¥ (or = %)
35
40
42
60
40

Christie’s Caranguejo Throw Approach enemy < (or = )
Christie’s Role Throw Approach from left side ﬁ:(m c&]
Christie's Garganta Throw Approach from right side % (or %)
Christie’s Air Mail Approach from behind % (or )

& BB S

1

Cabra Macaco Throw Approach enemy % &

Rodeo Spin Approach enemy * # ¥ %> &

Adeus Approach (crouching enemy) ¥ % (or ¥ )
Eddy’s Rio Deal Approach enemy % (or = ©)

Eddy’s Rio Special Approach enemy < (or > )

Eddy’s Missile Launcher Approach from left side % (or )

Eddy’s Shadow Dancer Approach from right side % (or <)

Eddy's Back Rodeo Spin Approach from behind % (or )

&

x Bl x o8 o =l - B - B o« B
T T ST NS

b |

)

}
1
1

i
:

1




ttack hits mid-high and is an excellent poking
It can be thrown out quite a bit. On hit, it gives

s up her counter hit attacks well. It sets up her
row game very well, because opponents can have

ult time backdashing a throw attempt. This is a
aple move that all Christie players should be using.

e Double Arm Stinger is one of Christie’s best
ks because of its strong evasive capabilities. She
es back away from her opponent, and then comes
jard with a strike that bounce-juggles on hit. It's

st to trick opponents into getting hit by this move.

e Double Arm Stinger is great because it can be
fo evade certain strings as well.

Asfixiante also has evasive properties built into

hristie sways to her right side and strikes her

pponent with a quick mid punch. This move is great

se it sways to the side and evades string attacks.

becomes a deadly tool close to walls because it

eps her opponent close, allowing her to follow up
| additional ground hitting attacks.

stie's Elbow Uppercut is another staple move that

hould be used frequently. It has multiple uses. On

gular hit, it causes a stagger stun, allowing you

ollow up with attacks like Front Stinger (WG),

erang (*=>%), or Lunging Brushfire

= >%) On counter hit, she gets a juggle
pportunity.

ee Thruster to Heran Bago is a great string to use

ou feel an opponent is going to attack you. It is

tively quick and guarantees a juggle on counter

er it hits, do a Negativa to Lunging Brush Fire

= ). This string can

so be defayed, allowing you to bait the opponent into

e second kick if necessary. The first part can be used
self to keep the opponent at bay.

hristie’s Reversao (" ) is a cartwhee! that grants

'mbo opportunity if both kicks connect. It also

: nded opponents. This aftack is good against

onents who like to duck. If this kick connects, the

e wary of ducking, because its combo

er large. Keep in mind that opponents

! _kihls attack usually get free jab attacks, so

is some risk in using it. But it's well worth that
especially against certain characters.

istie's Roundhouse is an excellent punishing
ck. It has good speed and can throw opponents

uard. This move can be thrown out from time
me, but not too often, because the opponent can
her out of the air and get a minor air combo. The
ndhouse also has minor evasive properties, going
r low attacks if timed correctly.

odeo Spin is one of the most damaging throws in
me. It can bring you back into the game or take
meone out. It can be buffered after certain attacks,
1 as the Handslaps (¥), the Conbinaso Mao
€& 1), or the Handstand Flop Punches (During
stand ‘3’ or During Handstand ‘3’] Connecting
eo Spin successfully will make the opponent
to break it, thus increasing the chances of you
ing her standard throws.

panema Wings from Negativa Stance is a great low

ecause of its range and the juggle opportunity

nts when both kicks connect. Mix up this attack

S-Dobrado (Negativa Stance [ €] or the

pring Kick (Negativa Stance ™ <) to keep

-opponent at bay. Try not to abuse this attack too

uch, or your opponent will catch on and low parry
n.rihg them a juggle opportunity.

soe— 5 Christie’s Twister is a great low attack

to annoy an opponent. The only way an
opponent can punish this attack is by low
parrying it. If they don't, i's completely
safe on block. On hit, it grants more
advantage than most people think, setting
up Christie’s counter hit game. The Front
Stinger extension from the Circus Kick
(During Handstand, ®®®) is great
for an opponent who decides to attack
afterward. If your opponent begins to
low parry this attack, you can mix it up
by doing a sidestep into a mid attack like
the Elbow Uppercut (% ) or the Wheel
Kicks (33‘9'} Or you can use her Relogio
attack (¥ [ ]), which is a low attack
that can't be parried.




ipa throw attempt (this also
0l Eﬁﬁ“ our attack and you want to
st'one is blocked and you're feeling
iWays to implement Christie’s Negativa
ial Cancel to Negativa (SS[@‘*]}. This
r a Negativa Stance position mix-up. Other
e position mix-up are the Lungin Brushfire
g Jacks to Negativa Stance (’ ) and its
Stance ( ‘ﬂ') Be sure you execute your attacks
sause there are attacks that can hit you out of it. As for
r opponents. The Lunging Brushfire is a great attack
to roll away. It has excellent range, can catch backdashing
go into Handstand position or Negativa Stance position. The
cafch opponents who roll backward, allowing for minor float
pponents who like to stay on the ground will be wary of doing so against
:she has lots of ground hitting attacks. Use her Queixada (€ %) against an
s close to you and you feel is going to stay on the ground. You can also try
e Reversao (= ‘11') on a grounded ’g’punent because it keeps them on the ground
close to Christie. Her new Acrabacia (1 %°) has some windup to it, but it covers a good

mount of range and does good damage for a ground hitting attack. For an opponent who quick
rolls, it's best to go for a throw or mid mix-up. Christie has a lot of good attacks to finish off her
opponents. Her Left Jab to Island Mirage ('ﬁ’ ‘*’] is a solid string that your opponent will have a
‘f?]} is good at finishing an o punent as well
}) Kneecap

hard time punishing. Her Conbinaso Mao (% [%
as her low attacks like the Gircus (During Handstand, "‘r"-‘} Religio ("[
Crusher. (% ), and Knee Thruster to Heran Bago (* [

Christie’s weakness is that she's somewhat slow. Sometimes her
attacks take time to execute. You will need to combat this by using
your quick pokes, like the Conbinaso Mao (% [ %) or the Knee
Thrusterto Heran Bago (* [ % °]). This keeps your opponentaway,
allowing you to go into her other bigger moves. Her stances take
some time to set up, and certain attacks can nullify her Handstand
and Negativa Stance positions easily. You have to stop your opponent

Trom attacking while you're in stance. The Helicopter from Handstand Position

(During Handstand ) iis a good example of this. This mid hitting Kick tracks an
opponent who sidesteps and is good at keeping the opponent at bay. Sometimes

you can throw it out twice in a row. Once the opponent hias decided not to attack,
you can go into Negativa Stance and use your mix-ups. Ghristie’s Quick Spring Kick S8
Stance (Negativa Stance ™ ) is a great attack to stop an opponent from attacking %
you while in Negativa Stance. Then you can go into the Ipanema Wings (Megativa Stance,
3 6@) or other attacks from the Negativa Stance position. Christie can have a hard time

against opponents who rush her down with jab strings. The best thing to do is to use her
crush moves. Barbed Wire (¥ <*) is a good attack because it evades all high attacks. As
mentioned earlier; the Double Arm Stinger (* *°) and the Asxfiante (* ) are great

attacks to evade an agagressive opponent's strings. Be wary of using Christie's Reversao |
(= ) versus certain characters. The move is great in terms of reward, but it's not too
safe on block. All characters get jab strings when it's blocked, which can be a big thing S8
depending on the character you're fighting against.

Christie excels near the walls. Her combos can go quite a distance
and push her opponents to the wall. Once she’s at the wall, it's best
to get into Negativa Stance position and implement her mix-ups. If
you wall stun an opponent, try using the Reversao (™ ‘3} to slam
the opponent onto the ground and then go into Christie's wake-up
game. Christie can also apply pressure if her opponent is close to a
wall. Ii the Circus (During Handstand, & ‘-‘}} connects close to
a wall, it leaves Christie right next to her opponent with
lots of advantage. You can go for a throw
atiempt because you're so close to your
opponent. If they decide to crouch,
the Conbinaso Mao (%[ ])
is a great attack to use. If it &
connects on normal hit by a
wall, her Queixada (* )

or her Reversao (™ %) are
great follow-up attacks that
hit grounded opponents.



Bad Match-Uf

Nina's quick pokes allow her to maintain pressure of Ghristie and
prevent her from geing inta her attacks. |  Uppercut to.Jab (% B2
and its variations can be a problem for Christie. Depending on how much
of the string Nina performs, Christie can evade with the Double Arm Stinger
(# ). You can also use the Asfixiante (* %) to evade some of Nina's strings.
Nina's true strength lies in her wake-up game. Getting up from the ground can
be difficult. Most of Nina's wake-up options rely around her Leaping Axe Kick
(439 that hits grounded, her Wipe the Floor (¥1<*) that hits grounded, or
her Shin Kick to Spin Punch that picks up oppenents who roll away. You have to
study your opponent and try to get up as safely as possible. Be wary of using your
Handstand and Negativa Stance position attacks, because her Right Low Kick to Back
Spin Chop (¥ 2 ) can negate these stances completely. You also want to limit your
use of the Jumping Roundhouse (# ‘3'}' because her jab strings can knock you out
of the air. Make sure you take your free damage versus Nina. [f you block her Wipe the
Floor (¥£14®), Christie gets a free Samba Slippery Kick (= ). This leads to a very
powerful combo. She can also opt for her Reversao (™ <) as well.

Stev?éases, a threat to Christie because of his speed and offensive capabilities. His Left Ri.t_git
Left (%2 ®) is a commonly used string. Christie’s Haule or Double Arm Stinger (¥ <)
can evade this attack with ease. Don't be too aggressive against Steve or he can bait you into
the British Edge String. Steve's Flicker Stance can also pose problems because of the Spitfire
Comba (Flicker ® € € ) This stance can keep you at away from Steve and allow him to
go into long-range mix-ups, like his Quick Spin (=*<*). Use quick low moves 10 knock him
out of this Flicker stanee, because he can't block low. You can also try geing for a Slippery
Kick ({9 <*]) if you're feeling fucky, but it is risky because it comes out rather slowly.
This match-up will force you fo use more of your pokes and quick strings, rather than big
attacks, which can make it hard for Christie fo win.

L 3

Julia also can be a difficult match-up for Christie, because of her speed and her high-priority
attacks. Julia is a very linear character, but because of Christie’s fack of @ fast sidewalk, she hias to
block or use her evasive moves to get around Julia’s attacks. Julia players will use a {ot of the Party
Crasher (= 5> ) fo get their offense flowing. This attack is fast and can stop a lot of Christie's
attacks, especially her Negativa Stance and Handstand positions. You'll want to bloek this attack
and be prepared for her next attack, which is usually hier G-Clef mix-ups (S € ©, & @S,
& & &) the Skyscraper Kick (WR®), or another Party Crasher (™ = *%°). The Double Arm
Stinger (¥ %) can help you evade these kinds of strings. Julia also has a Variety of throws. Her.
Mad Axes (" # 4 = & is 3 popular throw because of its speed and the ability to buffer it from
lots of other moves. Be ready to break this throw with both punches after certain moves, like after
the Flash Punch (¥ 3 %), Party Crasher (= 5> %), or other defayable strings.
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Parry EollowiUpe

Parry Low Kick Parry
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Low Punch







Head — Armet
500,000 G
Both Outfits — No

Head — Habergeon
150,000 G
Both Outfits — No

Head - Dreadiocks
80,000 G
Both Outfits - Yes

Head - Knit Cap
150,000 G
Both Qutfits — No

Head = Pirate Hat
300,000 G
Both Outfits - No

Player 2 Costume

Face — Restraint Mask
120,000 G
Both Outfits — No

Face - Sunglasses
60,0006
Both Outfits - No

Face — Goggles
30,000 G
Both Outfits — Yes

b1

Face — Eye Patch
200,000 G
Bath Outfits - No

'.

Face — No Sunglasses
60,000 G
Both Outfits = No

e

Upper Body

Upper Body — Shield
60,000 G
Both Outfits — No

.
Upper Body -
Champion’s Belt
200,000 G
Both Outfits - No

L =5
Upper Body - Boomerang
40,000 G

Both Outfits — Yes

Upper Body - Shirtless
500,000 6
Both Qutfits - No

Upper Body — Morning Star

60,000 G
Both Qutfits — No

Lower Body

i
./

Lower Body —
Shin Guards
300,000 G

Both Outfits — No

e
Lower Body — Bananas
30,0006
Both Qutfits — No

Lower Body —
Champion's Belt
50,000 G

Both Outfits - Yes

It =

Lower Body — Viking Axe
120,000 G
Both Outfits — No

Lower Body — Buckle
30,0006
Both Outfits - No




fl!love List

=7 Right Combo
=7t Right to Gut Check
_=7 Right to Ready Position

225 Body Combo
Zuick Elbow Combo
C=tapult Tackle Combo
Shove

Zouble Hook Combo
=00k Smash Combo
Knee Lift

S:ampede

Jouble Thruster
Shoulder Bash

47 Lift Uppercut

Sody Blow

Sut Kick

Saging Beast headbutt
Saging Beast Ready Position
=aging Beast Sting
=aging Beast Body BLow
Sut Kick GCombo
Sorilla Rush

Mzal Check
Zannonball

Dunk Elbow

Alligator Combo

Low Kick

Knee Slicer

Zzttering Ram

Swift Tomahawk

Crab Leg

Annihilator Hammer

L= Right to Power Elbow Combo

@!@@@3
S P
&b d
&4y

S &
S¥e

&

- HEH
>S4
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> 3
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TS

L =
NPOLPS
WPHEDP

APDE> D

e
PP
NENEE
s

w e

‘e
jas
e

s

‘e

2

e

ve

Player 1 Colors

Color - Black/White
18,000 G

Color - Red
8,000 G

Color - Blue
8,000 G

Color - Yellow
8.0006G

Color— Green
8,000 G

Color - Orange
8,000 G

Color - Purple
8,0006G

HHMH
HH
HHH
HM

HH

HM

M

H, H
H. M

=

ziziE-ricdezsl=zzsizizsisizi=Ez =z =z ===

H H.MH
H H

H H H
H M

M, H

o8e® 00l
o 86 eel

Color - Pink
8,000G

Player 2 Colo't-'s.

_M_

7.12
7.12,17,28
7,12
712,21
713
12,12
12,24

0

20,25
20,21

18,7, 12,17, 28
18,7, 12
18,7,12, 21
18,7, 13
18, 28
18,12, 21
19

23

18

18,21

12

16

24

18

12

28

Color— Black/White
18,000 G

Color - Red
8,000 G

Color - Blue
8,000 G

Color - Yellow
8,000 G

Color - Green
8,000G

Colar - Purple
80006

Color — Sea Green
8,0006G

Color — Brown
8,000G

Shifts to Ready Position

Launcher

Knockdown

Knockdown

Launcher

Shifts to Ready Stance

Knockdown

Launcher

Knockdown

Launcher
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Spinning Backfist
Heel Bazooka
Death Bringer

I Jumping Mid Kick
Mongaolian Chop
Foot Stomp
 Balista Fist

Elbow Rush
Bicycle Kick

Hell Stab

Tornado Chop
Power Punt

Stun Knee

Quick Uppercut
Bull-Charge

Shin Breaker
Spinning Hammer
Wake Up Hammer
Wake Up Sweep
Quake Kick

B M
- o H
+ © (*+*+ 15 cancel)
Ads

AL

te
»>o>&d
>>d

- = = G

=

While rising %

While rising

While rising &

While rising >

While rising %

While crouching %

While crouching €1 &

During sidestep &

While down (facing down) <
While down (facing down) ¥

miEl B A T = = N = R = = T s = =

(While enemy is down) ¥ >

Ready Position

Ready Position
Cornered Beast

Power Straight

Double Leg Take Down
Side Shift

m

[ &

During Ready Position ™ <&

During Ready Position L H
During Double Leg Take Down f{or ")

Mount Position

o el T e e

Left Melon Masher
Neck Lock

Right Melon Masher
Knee Bar

Mount Mongolian Chop
Skull Grusher
Hercules' Hammer
Mount Position

Rib Buster

Gator Slam
Corkscrew

Mid-Air Suplex

10 Hit Combos
_m

12,12, 8,6,12,8,7,10,12, 25

10 Hit Combo 1
10 Hit Combo 2

During Mount <
During Mount %
During Mount <
During Mount >
During Mount L
During Mount
(While enemy down) by feet® 'e’(or L 4 ‘@')) M
(Enemy on back) by enemy’s side® % (or # ) M
(Enemy face down) from the side® % (or @ B)) M

Approach Mid-Air enemy % (or = %) H
Approach Mid-Air enemy 2 (or =¥ <) H
Approach Mid-Air enemy = 5> % h

H H M, M, H, M, LM, M, H
H, H, M, M, H, M. M, M, L, H

24
30
80
18
21
21

21
35

28
18
21
12
20
19
24
28

22

22

8.8.811
877,18
8,7.5,5,10
8,7.7,18
15,25
10,7,7,16
20

12

30

17

17

25

12,12, 8,6, 12, 8,6,13. 6, 22

_m_

Knockdown
Knockdown
Knockdown
Knockdown
Knockdown

Knockdown

Knockdown
Launcher

Knockdown

Knockdown

Knockdown

Notes

Knockdown
Shifts to Mount

Escape

ER

Notes
Knockdown

Knockdown




'Throws
_mm

Approach enemy % (or = %)
Sice Breaker Approach enemy  (or = )
se Body Lift Approach from Left side % (or )
oy Airplane Approach from right side % (or )
op Approach from behind % (or = %)
S Bar Flip Approach from behind < (or = )

Scwer Bomb Approach (crouching enemy) ¥ %

= = §eod T TN T TN T

.o
o’

Smate Knee Approach (crouching enemy) ¥ %

Time with enemy High attack + Shifts to Mount
Tap Time with enemy Mid attack * < Shifts to Mount
&sound the World Approach enemy =* 5> & &
S=ck Breaker Approach enemy ¥ € & L3

x Bomb Approach enemy =>4 ¥ ¥ N D> &
Narthern Lights Suplex Approach enemy Ju=&
Sower Slam Approach enemy ¥ % = &

Sody Slam During Ready Position &
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 if you follow up with a Body Blow

This is a great addition to Craig’s move list. If it's
blocked, it gives you a great advantage. For exampre

) |ts
uninterruptible. Also, a Knee Slicer [é ) and

- throw can be interrupted only by jump moves and

duck moves, respectively. It puts your opponent into a
crouch, and in that position, the only moves you have

a o worry about are mid moves. It's a great position to
- set up a mid reverse.

This move is low, it can't be parried, and it goes
under all high moves. Whenever you are in range to
use a move and you can't think of which one would
be best, this is a great one to fall back on. It trains
your opponent to duck, and that allows you to juggle
them. But it is not without its risk. If your opponent
blocks this move, you will be juggled. But if you use it
intelligently, they will feel so lucky to actually block it
that they might forget to retaliate.

Try to use this move as a surprise. If you land the
tackle, you're left in a great position even if you don't
land the punches. If the tackle is broken, the camera
angle changes in a way that you can take advantage
of, because it is hard for your opponent to figure out
whlch direction is forward. Make sure you're not too
predtctahle with the tackle, because you can be hit out
of it in all sorts of ways. But you can use this to your
advantage too. You can now sidestep while you're
doing the tackle, and then retackle when they whiff.

This is a great new addition. It’s fast, rewarding, and
safe. If it counter hits your opponent, a ground throw
is @ good option. This move is also fast enough to
punish most ducked high attacks and most punishable
low hits.

This updated move is now great. It goes under high
attacks very consistently. This in combination with
Knee Slicer (¥ ) makes high attacks virtually
useless against Craig. On mt you should follow up
with a Ihrow Knee Slicer ( ) or maybe a Dunk
Elbow (¥ #). Be careful if this move is blocked,
it can be punished with jabs and a few other more

' dangerous options.

Beast

il l:ﬁlator Hammer

A

This move is great because it's mid, safe, and
rewarding. If you counter hit someone with this move
and they're on the right side of the screen, you get
a free throw and a free Knee Slicer ("' ‘@). If it hits
them and it's not a counter hit, they can't backdash
away from a Knee Slicer (¥ ). A Dunk Elbow (

‘3’) will reach if they don’t move, so this gives you
a great mix-up. The downside to this move is that it
doesn't do any damage.

This move reaches all the way across the room and
will surprise any opponent if used correctly. If the first
or second one counter hits, it drops the opponent to
the floor. Then you have enough time to sidestep and
do the ground throw of your choice. This move can
also be delayed in the middle, and that makes it easier
to surprise your opponent with. The only risk is that
this move hits high.

This move is great. Almost anytime you think someone
is going to attack you, you can use this move to avoid
it. If you guess right and they do a power move, it's a
way to set up a tackle. If you guess right and it "isn’t
a power move, you can cancel the stance by doing a
® & f you guess wrong and they try to run after
you fo punish your mistake, a Ready Position % will
send them flying.

This is a great launcher. You can take off 50% of your
opponent’s life. This means that if you're losing, you
can win the match with this move. But be careful.
because if it is blocked, your opponent can unleash
a series of attacks. If you aim this move so your
opponent barely blocks it, it will push their character
back much farther, and this will limit the ability to
punish you on block.

If this move hits an opponent on counter
hit, it trips them. Then you can follow up
with another Shin Breaker, and it will do
a nice chunk of damage. If it hits and it's
not a counter hit, the opponent is at your
mercy. You can mix up between a throw
and a Stun Knee (while rising ) or
Power Punt (while rising ‘3’) But if this
move is blocked or whiffed, your opponent
can counter attack. On the bright side
you recover crouching, so you cannot be
thrown after this move is blocked.




v2ll Strategy

Bruce is one of the easier matches for Craig, because he depends so much on high moves. Most of
his strings start with one or two high jabs. This allows you to abuse your Knee Slicer ("' ‘9’] and
your Cannon Ball (% # ) more than usual. Every time he does a low hit in the middle of a string,
you can follow up with a Quick Recovery crouch move (even if the low hits you) to interrupt him.

If you hit him with a Knee Slicer [" ‘ﬁ'), and he retaliates with a jab string, you can use Annihilator

Hammer (¥ ) to juggle him for 50%. If you're already ducking and he's going to do high attacks,
you can do Cannon Ball to go under them, and hit him with a mid or Shin Breaker to go under them
and hit him with a low. Bruce can be dangerous against the wall, though. You should keep your back
away from the wall if possible.

The main reason Craig is good against Roger Jr. is because of a range issue. It's no secret that Craig has
a long reach, especially when it comes to throws. Roger Jr. is nearly the opposite. He has short jabs and
short legs, and this limits his reach. This allows you to abuse Annihilator Hammer (¥ ‘B’] against him with
very little risk. But it also makes it easier to connect the move, because his lack of range prevents him from
interrupting it when other characters can. One of the most dangerous things about Roger Jr. is the damage he
does with his Wind-Up Uppercut (= %, ) counter hit juggle. But since Craig has plenty of great moves that
go under this string, not only can you avoid it, you can punish it. There is one thing you need to be careful
about, though, and that is Roger Jr.’s wall game. You must do whatever you can o prevent your back from
touching the wall, because if Roger Jr. can get right next to you, your long reach will be insignificant.

Bad Match-Ups

Nina is already a good character, but she has some moves that make her deadly against Craig.
She’s way faster than him in every respect, and she has moves that reach just as far Bt she also
“has a built-in ability to bait Craig to attack when it may not be the best time. For example, her L3
& # strings are all high, but they can be stopped at any time to bait a:move that goes under
highs, so she can block and then punish you. She can also start all of her jab strings with a
mid, to prevent you from ever going under her aftacks unfil you start blocking first. Her Ivory
Cutter {‘3'] is another move that can bait you to attack. This move is two hits, but the first
one is,shorter than the second. If you backdash and make it whiff, you may be tempted
to attack and instead you will be interrupted. Craig is one of the biggest characters,
and this means he gets hit on the ground by moves that other characters don't get

hit by. Nina already has a great wake-up game, so this only helps her.

The reason King is a tough match for Craig is that all his best moves are mid
or low, excluding his throws. He can use those great mids to encourage you
to stand. When you do, he can throw you for huge damage. Be especially
wary of this tactic if you're near a wall. He has a quick hopkick that can
quickly put an end to your Knee Slicer (‘ <) ysage, and it’s fast
enough to interrupt throws (even throws that can be air throws).
King has long range, just like Craig does, and this just takes away
another advantage Craig usually has against other characters. If
! King blocks Dunk Efbow (" ), he is able to counter with than
most characters to use a Low Jab (¥ %), Right-Jab % to
interrupt your follow-ups. This means that when you get King
to block your move, he makes you guess almost as much
as he has to guess. In a lot of respects, these two are tied.
*  For example, neither have great wall games. Also, both
have moves that reach nearly across the screen.

This character is tough for Craig to fight, because
her best move is mid also. The elbow can find many
ways to sneak in between Craig’s moves and knock
him down. If she blocks a Knee Slicer (" ‘3'). she
can knock you down. If she blocks an Annihilator
Hammer (¥ '3’}. she can knock you down. If
she blocks a ™, she can knock you down.
She can knock you down after she biocks almost
anything. And once ‘Craig’s on the ground, he's
at a bigger disadvantage than most because he's
so large. If Craig twitches, another elbow will hit
him and possibly relift him. The elbow can’t be
reversed, and this makes the thought of reversals
extremely risky and unlikely in this match-up. She
has moves that can jump across the screen and make
his # % <® less useful.
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With the destruction of Honmaru, Jinpachi was finally released from
his long imprisonment. Seeming to coincide with this event, the Devil
Gene within Jin became activated.

Two months later, Jin was completely taken over by the Devil Gene,
transforming into an evil, destructive life form. ..

Style / Unknown
/ of Origin / Unknown
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Head - Devil Horms Face - No Horns Upper Body ~ Skulf Lower Body ~ Giiam
200,000 6 150,000 G Necklace 50,000 G
Both Outfits - Yes Both Qutfits — Yes 000 G Baih Ouffits - Yes

Bath Outfits = Yes
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Head — Antlers
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80006

Golor - Blue Golor - Blug
8,000G 8,000 G

Color - Yellow Color - Yelfow
8,000 G 80006

Golor— Green Color - Green
8,000G 8,000 G

Color— Purple Color — Purple
8,000 G 8,000G

Color - Light Blue 4NN Color — Brown
80006 (NN 80006

Color = Lime Green r Color = Light Blue
8,000 G = 8,0006G

* Piayer 2 Red color uses Gray for the third piece.

A R RO T P R S D T A TR

_

=2sh Punch Combo i &b & : 6,6, 11 Knockdown
=% Right Combo 6,8
Temon Slayer @d H, 6,8.18

soot the Works L H M, 6, 8,25, 30 Knockdown
Snoot the Works Upper = JH M, : 6,8, 25,10 Knockdown
See Two Knee L H, 6,88
Zemon Backhand Spin : 1229

=mon Scissors 25 Knockdown
==ifire Blast ! 37 Knockdown

fire Cannon ! 37 Knockdown

#=mal Destruction ! 50 Knockdown
2r2ss Infernal Destruction L ] ! 50 Knockdown
== Ring Circus ,H H, 5,10, 10, 21 Knockdown
=ng Circus Combo : : JHH, 5,10,10, 14 Knockdown
27 Knee Kick 18,10
Smnning High Kick @ 30 " Knockdown
pes Kick 12
S Lancer
#o=s Hammer Uppercut ; : Launcher
=== Hammer Swesp
i Kick
Serose Thrust : Knockdowin
k=n Plate
Bmusls Lift Kick ; ; G Launcher
Becy Knife 15
S==ng Wave : 15 Shifts to a dash
fek Fist to Side High Kick H H 12, 21
# Scraper :ode? Xooo ST, H, H, M, M, M 12,10, 10, 10, 22 Knockdown
=on Steel Pedal M 21 Grumple on Counter Hit
e Power z M 18
mon's Spear M - Knockdown
I \grning Uppercut : ! 40 Knockdown

b&ing Screw Uppercut 80 Knockdown




Roundhouse to Triple Spin Kick
High Pounce

= Demon’s Paw

J\

3

353

Demon Cyclone

i Hell Spiral

Laser Cannon
Laser Scraper
Rising Uppercut
Dragon Uppercut
Heaven's Door

Dragon Uppercut to Middle Kick
- Dragon Uppercut to Spinning Low
Kick

| Spinning Demon

~ Demon'’s Tail

- Demon’s Hoof

Leaping Side Kick
Twin Pistons
Uppercut

Tsunami Kick
Decapitating Sword

Hellfire Incinerator

AGHHD
Al 3

- o>d
POPEG
» > & de
> DHEHED
> HOHEND
- S d

= &

=» ¥ BT
- dNEP
=»> e
R AN L
> dNP

> r¥uP

- = = g
While rising &b
While rising &
While rising €
During sidestep &
(While enemy is down) ]

Knockdown
Knockdown
Knockdown
Knockdown

MLLM 25,15, 12,25
M 34
M 24
18,14, 13
18,14, 25 Knockdown
16, 14, 22 Knockdown
16, 14, 21 Launcher
23 Launcher
29 Knockdown
Knockdown
Knockdown
Knockdown
Knockdown
Knockdown
Knockdown
Knockdown
Launcher

Launcher

Knockdown

~ 10 Hit Combo 1

10 Hit Combo 2
10 Hit Combo 3
10 Hit Combo 4
10 Hit Combo 5
10 Hit Combo 6
10 Hit Combo 7

Double High Sweep

Over the Shoulder Reverse
Shoulder Flip

Over the Limit

Chicken Butcher
Stonehead

Complicated Wire

Wrist Chuck Slam
Ultimate Tackle

Attack Reversal

PEEHPHIIED
POBPHDE

€« HIPPIHHDD
E*BIBPBBHDIP
> TPEEBPPIODH
bl ot Bt ok ok
> TREIBREBPPR

Approach enemy % (or = %)
Approach enemy 2 (or = )
Approach from Left side % (or )
Approach from right side e’(or ‘9)
Approach from behind % (or )
Approach enemy = &> €

Approach enemy ¥ ¥ <P €

Approach enemy &1 %

A&

Time with enemy attack * % (or + )

H M, H H L H,HMM 15,6,10,10,7,5,7,10,15,30 Knockdown
HMHHLH,M 15,6, 10,10, 7, 5, 31 Knockdown
HHMLMMLHHM 1210,10,8,6,86,5, 5,31 Knockdown
HHMLMMLHHLH 12 10,10,8,6,6,5,5, 5;--21
H H HHMMLHMM 7867611,558,30

HHHHMMLLMH 7,867611,5,5, 25,30

HH MM LML MH 7,8,7,10,5,7,5,25, 30

Launcher

Knockdown
Knockdown
Knockdown

| _m

35
43
40
50
33
40
40
5
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The Rising Uppercut is one of Devil Jin’s best moves.

) nches the opponent in the air for one of many

ging juggles. It is very fast, powerful, and has a
ompletely safe recovery time when blocked.

Uppercut is one of his best moves coming out of

i erouching position. This move is best used when

unishing an unsafe low move or ducking a high

~ move. Itinflicts decent damage, and also launches the
pponent for a combo.

he Spinning Demon is Devil Jin's best low move.
neredibly fast and leaves the opponent open to
mall juggle or a set-up. This move is best when
andomly executed after repeated crouch dashes. It
~ also hits grounded oppanents.

wil Jin's Demon’s Tail is part of a new arsenal
that has been added. The first version hits high and

1e second hits low, and both are good for hitting
grounded opponents. They both can be used as a
good mix-up or a set-up.

The Flash Punch Combo is a quick and powerful string
hat can be used to punish an enemy’s move. It can
| nterrupt a wide variety of mid or high moves. The
last hit can be delayed to trick an opponent, or to use
‘a desperation move after finding out an opponent
as gotten hit.

e Decapitating Sword is another great neW move that
be used against jab-happy opponents. It hits the
to the side for a high move and knocks them
und. A Spinning Demon (= 37 ¥ 1) of
on’s Tail or Demon’s Hoof (= 37 ¥ %) mix-

e good after this move connects.

The Hell Spiral is Devil Jin'’s new move, an extremely
flashy jugagle ender with good mix-up properties. The
‘it in the Hell Spiral can be varied, and the last it
: Demon Cyclone (on counter hit) both give good

gale opportunities.

The Tsunami Kick is a wave of deadly kicks. The
ge is decent, but only the first hit should be used
1 throwing out a random attack. These kicks are

s0 good as a juggle ender.

er Seraper/Laser Cannon combos are famous for
amage in juggles. All the hits are mid, so use
ish opponents who crouch frequently. These
‘are also good pressure against mix-ups with

~ The Demon Steel Pedal is one of the
best moves in Tekken history. It provides
very good pressure against the wall, it's
completely safe, it juggles on counter hit,
and it does decent damage. This move
is aiso a very good and easy “keep-out”
move against aggressive players.
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Bad Match-Ups

Nma is a horrible match-up agamst De\nl Jin. She ca poke her

dlsadvantage The bes
Splnntng Bemﬂn {""

s not safe to Use tou many hlgh
ing is with Iong_—_rpngq low or mid
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Devil Jin vs. Lei Wulong

Devil Jin vs. Paul Phoenix




Master of Chinese Kenpo, Feng Wei continues training on his path to become the strongest
fighter alive.

' ||
As a young boy, Feng Wei began training under a Kenpo master who was so skilled he was e n ; e l
known as Shinken, or one who possesses “divine fists.” As he matured, Feng Wei became the
strongest fighter at his dojo.
In his guest to be the strongest, however, he broke the dojo's rules forbidding contests with Ightlng Style_f _Chmes_e Ken po
martial artists of other styles. When his master fried to interfere, Feng Wei killed him. During ountry of Origin / China
ihis confrontation, Feng Wei learned that in order to truly master the art, he must
Iearn the secrets hidden in the Shinken scrolls that were stolen by the Mishima
clan.

Feng Wei entered the King of Iron Fist Tournament, intent on recovering the
secret scrolls.

Upper Body Lowe'r Bot
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N . \"‘5
Head — Alternate Hairstyle  Face — Earrings Upper Body ~ Lower Body —
200,000 6 60,0006 Chinese Armor Mercury Boots
Both Outfits — No Both Outfits — No 500,000 G 60,0006
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Head — Monk

Face — Songoku Girclet Upper Body — Tattoo Lower Body — Trunches
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Head — Kung Fu Ponyiail Face — Beijing Opera Mask Upper Body — Lower Bogy — Scrolls
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Both Outfits — Yes
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Head - Gangster Hat ce — Round Glasses Upper Body — Claws Lower Body —
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Both Outfits = No
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Move
220 Spear Fist
Seestorm
=restorm
220 Roundhouse Combo
=ymmeling Windmill
Throat Gouge
=2ping Whirlwind Combo
on Shield
Saar's Tusk
~zde Spear to Hustle Elbow
Tornado Stomp
Jomado Reverse
Tornado Sweep
Stunning Palm
Sod Fist
Lt Kick

=ront Kick

Heavy Hammer

Spear of Lu Bu

Seliwinds

=zllwinds

Sercing Arrow

Sweep Kick

Yron Palm

Sungry Tiger

Spin Kick Spear Fist

=ish Hook

Eagle Claw

Leaping Hammer Fist

Side Swipe

Soaring Eagle

Reverse Backfist

Shifting Clouds

Palm Thrust

Spinning Backfist
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Player 1 Colors

Color - Red
80006
Color - Blue
8,0006

Color - Yellow
8,000G

Color — Green
8,000 G

Color— Brown
8,000 G

Color - Purple
80006

Color - Light Blug
8,000 G
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H.H
H,H

H
L

M, M

M

M

L

M

M
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Player 2 Colors

5,

Color - Blue
8,0006G

Calor - Yellow
8,000 G

Color - Green
8,000 G

Color— Brown
80006

Color - Orange
8,000 G

Color = Purple
8,000 G

241

21

5,10, 12
5,10, 12
515

21
12

28

12,
22
18,

21

18

18,

12
15
21
15
18

15,
10,

10
10

, 12
32,

21

13,25

24

15

.2

21
10, 14

8,12,14

Crumple on Counter Hit

Knockdown
Staggers
Knockdown
Knockdown
Knockdown
Knockdown
Knockdown

Shifts to back turn

Knockdown

Knockdown

Launcher

Knockdown on Counter Hit
Knockdown

Knockdown

Knockdown on Counter Hit
Knockdown
Knockdown on Counter Hit
Knockdown

Crumple on Counter Hit

Knockdown
Crumple Stun
Launcher

Knockdown

Crumple Stun
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Scorpion Sting
Slingshot
Dragon Slayer
.‘_-:' Iron Fortress
Deceptive Step
Palm Thrust
Spinning Backfist
Scorpion Sting
Slingshot
~ Death Palm
Exploding Dagger
i Tremor Stomp
& Spreading Wings
Push Hands

. Falcon’s Beak
I Lingering Shadow
{ Landslide
;'Il. Demolishing Fist
Assassin's Bow
Severing Sword

Dancing Dragon

Adamantine Uppercut

Bow Kick

Rising Heel Kick
Silent Arrow

Hidden Intentions
Sweep Kick
Enlightened Circle
Tremor Stomp
Reverse Sweep Kick
Hustle Elbow

Thunder Stomp

> ¢
> PP 15 Launcher
&S 15,

- & 30 Knockdown
%

- P 20

- D 18 Crumple Stun
PP 15
- 15 Launcher
L ! 60 Knockdown
- o> 25 Knockdown
- 25
=-» > P £ 18, Launcher
»>co>d 25 Knockdown
<= = 25 Knockdown
LRV
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Knockdown on Counter Hit

Knockdown on Counter Hit

Knockdown on Counter-Hit
Knockdown on Counter Hit__
Knockdown on Counter ‘Hir-
Knockdown

While rising © @
While rising & Launcher
While rising & Launcher
While rising ‘€

While crouching % €

During sidestep &

Knockdown on Counter Hit

During sidestep @ Knockdown

During sidestep & Knockdown

Back towards enemy E2 Knockdown on Counter Hit

Back towards enemy ¥ Knockdown

Back towards enemy Knockdown

L
M
M,
M
M,
M
M
M
2
H
L
M
M
L
M
L

(While enemy is down) L&
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_m Notes

10 Hit Combo 1
10 Hit Combo 2

Neck Twister
Serpent Slayer
Jaws of Death
Wandering Soul
Violent Storm
Avalanche
Attack Reversal
Shifting Clouds

> EEDPEPHSODD

PEEBEPPEEPD

H MMM LMLLMM 621,55887,21,7,10  Knockdown
H M MM LMLHMM 621,558 8,7, 10, 18, Knockdown
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Approach enemy % (or = %)

Approach enemy < (or > ) 35
Approach from left side % (or ) 40
Approach from right side % (or ) 40
Approach from behind % (or <) 50
Approach enemy <1 #F 40
Time with enemy punch ** % (or + &) 25

Time with enemy attack = &




Feng's Stunning Palm (% %) is what starts his flow
on offense. It's a super-fast mid that grants you frame
advantage, and it's a great setup for hunting for a
counter hit Iron Palm (* ). If your opponent does
pretty much any move after blocking Stunning Palm,
Iron Palm is going to put the hurt on them. Also, if it
~ hits the opponent ducking, it causes them to stagger
for a free ¥ %™ % combo, unless they are fast
enough to quick roll out of it.

Here is what many consider to be Feng's best combo
starter, a moderately fast low move that leads to great
damage. This has a somewhat low-risk/high-reward
8 factor. It's great against opponents who like to abuse

~ high moves. If they do, 50% of their life bar will go
bye-bye.

- This is a very safe move that hits mid twice for great
damage. It's good for poking an opponent from
a distance, and it sets up a counter hit Iron Palm
e ) well. It's also good to use near walls from
~ time to time, to catch people ducking and get those
wall combos going on them.

This is one of the moves you should be using with
- Feng on a regular basis and trying to find setups for.
On counter hit, it smacks the opponent a few character
distances away, and a dash forward and Iron Fortress
(* %) is guaranteed. Your opponent can hold
Forward to instantly pop up and avoid the dashing
Iron Fortress, but then they are vulnerable again.

This is a pretty fast, low move that does a decent
amount of damage for how quick it is. It's punishable
on block. so don't abuse it, but you definitely want
to use it. It's a good follow-up to throws. When your
opponent gets used to seeing this after a throw, you
can mix in some mid moves after a throw.

This is one of Feng's fast punishers for when you block
opponents who don't have good recouery Pressing
hack at the end of Firestorm (@ ®) leaves you
with your back facing the opponent, which can lead
o more offensive options for Feng, but also leaves
Feng vulnerable, so be careful. Firestorm & &

is good to end juggles near a wall.

When your opponent does a move that misses, this
move is your best option in a lot of situations. It's also
great for reialiating after blocking certain moves. Be
@ careful with this move, because it has a long recovery

- fime. If it gets blocked, you are in for some serious
retaliation.

A great safe mid move, this is also the perfect move to
mix up with side step . It's a move you can throw
out without too much worry of retaliation.

= Another great mid move from Feng, this hits after

* a counter hit Iron Palm (* ). It hits when the
opponent backdashes. It hlls when they roll on the
ground away from you. You get the idea.

Here is one of the best follow-ups to a
Sweep Kick (SS <®). It's also a great way
to end a wall combo and keep you at the
advantage. After a Sweep Kick (S ),
Tornado Stomp combo, a Piercing Arrow
(¥ %) is guaranteed. A lot of opponents
like to roll back after the Tornado Stomp,
in which case you can do <>,
Altogether, a Tornado Stomp after Sweep
Kick (SS ) takes close to 40% off their
life bar. Ouch!
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“==g Wei's strength lies in his versatility. He can be played in a variety of styles. o - 3 :
: nas the tools to play defensively and punish, and he has the safe moves he  fed-_ .~ : Feng Wei vs. Nina Williams
e=ds to rush someone down. He is a very good overall character for beginners E S .
= advanced players alike. When using Feng, you should always look for ways
=it Sweep Kick (SS ‘3'], because this move leads to massive damage. Feng
% 2iso very strong when he gets his opponent on the ground. If they lay still, his
snder Stomp (¥ <®) does great damage, and if they move, he has a variety
& aptions to knock them right back down. His throws are also strong, especially his Serpent
Sayer (‘?) throw. It leaves Feng in a great position to keep the pressure on. Feng also has
"% =ood set of moves that are safe to throw out, and more often than not thg;il keep your
seoonent from moving for fear of getting hit. Jab Roundhouse Combo ['3’ ) has good
_j' =n and is safe on block. Fish Hook (* ®) is a great mid kick that catches people when
=y try to sidestep. Feng also has a punch reversal that cannot be chickened. Keep that in
==d when playing vs. characters that use a lot of punch moves.

Feng Wei vs. Paul Phoenix

== Wei is a strong character overall. But like every other
saracter, he does has some weaknesses. One of them is the
=k of a safe long-range move to keep opponents away. Feng
s=oerally needs to be close to deal out big damage. If you
Went o be successful with Feng, you'll need to know when
use his unsafe moves wisely. A lot of Feng players seem
S using his Iron Fortress (= %) a lot. But when it gets
Secked, expect to lose half of your life. So try your best to not be too predictable. Some
s=racters have safe moves you can use a lot that deal good damage with little risk. Feng
seesn't, so keep that in mind.

Feng Wei vs. Steve Fox

0 isn't quite as powerful using the walls as most characters
== He can still do some decent damage, though, depending on
b= situation. During a juggle, if you can get the opponent to the
21 with a Firestorm (% $<2), and then they hit the wall, you
% get a back turned ¥ to hit for good damage. On top of that, if
» make them hit the wall and then do Firestorm %<&
=y quick roll, the back turned ° will hit them in the side for a
\=-anteed Iron Fortress (¢ %). Now that is some serious damage. If they choose to lay there
o take the back turned %, that is a lot of damage as well. Also, his Boar's Tusk (> & € ®)
=< some good damage during wall combos.

Good Match-Ups

sst good Hwoarang players rely heavily on poking strings that have a lot of high
“oves in them. This is perfect for Feng to Sweep Kick (SS <*) and take half their

= Hwoarang is best when constantly moving. Feng is best when retaliating. That
maxss this fight a good one for Feng. Hwoarang will have to work much harder
2n Feng to win this mateh-up.

== has a easy time with an overly aggressive Ling player.
% ot of Ling’s moves that leave her back turned are
“=sily punished by Feng’s Iron Foriress (€ &),
=g also has a lot of combo starting moves

= will hit Ling out of her Phoenix. If Feng can
Bece the Ling player to play defensively, he has
“==ady won the match, because Ling’s strength
her hard-to-predict offense.

Parry FoIIow-iJé

Low Punch Parry Low Kick Parry

-

iuma just doesn't have the tools to stop Feng Wei from charging

& and doing pretty much what he wants. Kuma's stances are easily

= _nished by Feng, while Feng can do many of his best moves without
sch worry. Feng’s wall game is also much more potent than Kuma's, so

== that to your advantage. If you keep the pressure on, this match belongs to Feng.




Ganryu was the youngest Sumo ever to attain the rank of Ozeki.

He established a Sumo dojo in Hawaii as part of his plan for a
luxurious retirement. Even though he was rejected by Michelle
Chang, he was happy at how things had turned out.

One day, Ganryu was watching a video of the

King of Iron Fist Tournament 5 and spotted
Julia. He fell head over heels in love
with her. He also learned that Julia had
entered the tournament to recover the
reforestation data from the Mishima
Zaibatsu.

Shortly after that, an invitation for
the King of Iron Fist Tournament
5 arrived. Ganryu thought

winning the tournament would be

a perfect opportunity to recover the

reforestation program. Surely Julia

would fall madly in love with him if
he recovered the data.
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g Style / Sumo

Player 1 Costume

Items
Head

200,000 G
Both Qutfits — No

Head - Topknot
300,000 G
Both Outfits — No

Head - Ponytail
50,000 G
Both Qutfits - Yes

Head - Samurai Hat
200.000 6

Both Outiits - No

Head - Grandma Hairstyle

300.000 G
Both Qutfits - No

s -4
Head - Disheveled Hair

of Origin/ Japan

150,000 6
Both Qutfits — No

Face — Head Plate
60,000 6
Both Qutfits - No

4 ‘ - ie" 4
Face — Nerd Glasses
40,000 G
Both Qutfits - Yes

' 4 L
Face - Thief's Scarf
500.000 G

Both Outfits - No

/'S i
Facg - Sungiasses
60.000 G
Both Qutfits - No

E T ¥ &

Player 2 Costume

Face - Bushy Sideburns

Upper Body

Lower Body -
Shrine Ornament
120,000 G

Both Outfits - No

Upper Body - Poutice
30,000 G
Both Qutfits - No

Upper Body -

Lower Body -
Japanese Purse Sumo Loincloth
60,000 G 500,000 G
Both Outfits - Ng Both Outfits - No

Upper Body - Katana

Lower Body —
80,000 G Straw Sandals
Both Outfits - Yes 30,000 G

Both Qutfits - Yes

Upper Body - Red Sea Bream  Lower Body -

150,000 G
Both Qutfits - No

Shogun's Fan
120,000 G
Both Outfits - No

Upper Body - Fireman's Lance  Lower Body -
60,000 G Japanese Lantern

Both Outfits - No 30,000 G
Both Outfits - No



“oen Paim Combo

=% High Kick to Splits Stom

o Stampede

Zouble Hammer

suble Hammer Sumo Charge

Double Hammer Sumo Smack

L S Thrust

\cking Palm

. %i=xo0 Damashi
o ik

_J 'I-;rno Rush
=it Tran Combo
- “hrusting Uppercut
Ewdsr Clap

| ek & Pull
Ehﬂ'ﬁlin

~ Eanryu Combo

der Palm

~ =ock Cleaving Palm

S Semo Sweep

Ela Tackle

Tackle Fake Upper

Fuo Charge to Splits

Samo Hammer

@ESHEEDSD
B

PHS
PEPH

&&

e

dedD

S

P

@B

@¥

During Splits ™

During Splits ¥ (or 1)
> &

=-»> [ dp]

> P

-»> &

NHH&

L
ASHBBEDHHIHSD
.

G e

e

-

&

$SSS

&

&

&2

L

&S

ey

LD

S
«s

Player 1 Colors

. - -

Color- Red
80006

Cofor - Blue
8,000 G

Color - Yellow
8,000G

Color — Green
8,000G

Color - Light Blue

8.000G

8.000G

Color - Purple .

Color - Lime Green

8,000 G

H,H H H H HHH
H, M

HHM

HHHH

M, M

M. U

M. H

M
H
H
M
M. M, H

M

M, H, H, H H H H...
L

M, H

M, M, M

Bl

T e T g=

Player 2 Colors

Color~ Red
80006

Color - Blue
8,0006

Color - Yeliow
8,0006

Color - Green
8,0006G

Color - Purple
8.000G

Color — Orange
8,000G

Color - Light Blue

8.000G

X

8,10,8,5,5,5,5,5,
20,18

25,23, 18

25,23...

21,22

21,45

21,15

27
12

16

18

25

28

10,12,8
15
15,8,10,8,5,5,5
7

17,8

8,8, 21

12

22

15,15, 10...
40

22

12

90

12

18, 15,18
27
15

T

Knockdown
Knockdown
Knoekdown
Launcher

Knockdown

Crumple Stun

Knockdown

Knockdown only ifclean

Knockdown on Counter Hit

Knockdown

Knockdown

Launcher

Launcher

Knockdown
Knockdown

Knockdown

Knockdown

Knockdown
Knockdown
Crumple Stun

Knockdown
Launcher
Knockdown on Counter Hit




P B

Jamming Palm

Flying Press
. Sumn Squash P
' Double Step in Palm -
Sekitori Kick - = P

26 Knockdown on Goumgz: i

40 Knockdown

Sumo Pop - ING 30 La_un¢h‘&r-' ol
Strong Open Palm Ll & NS 40 Knockdown
Thrusting Uppercut While rising & ' Mo 15  Launcher

Rising Double Hammer While rising % € M, M 21,17 Launcher, second hit stuns
Hammer Rush High . While crouching ©® ® €& & LLMMH 10,8, 12,12, 12 e
Hammer Rush Mid While crouching ® S S &% & L L MMM 10,8,12,12,15

Hammer Rush Low While crouching ©® © S S ¥& LLMML 10,8,12,12,8

Triple Uppercut While crouching % ® & € M, M, M 9,12, 12
Triple Uppercut Alternate While crouching % & © & MMM T e b A
Rising Double Palm While crouching % L : 21 Knockdown

Falling Hammer During sidestep € H 30 ST ::KR'DCI@QW&I: :

Falling Statue Back towards enemy M 27 Knockdown

Spring Hammer Punch While down (face up) M o e =

ombo

10 Hit Combo While crouching ® S € &S Hdhad L L MHL L,'"H, H, M, M 10,8,12,5,5,5,10,21,5, 14  Knockdown

Irows S

Grab

Harima Nage During Grab e e
Soto Muso During Grab & % =
SOTIJ Tasu_klz_qri Duﬁng’-Grah’.@;. — : | 23. @
Shumokuzori During Grab < | <
T P s : 4— & s
Tsuri Otoshi During Grab & g &
Body Slam Approach enemy % (or = %) 8 _ | : '8’
Sumo Scoop Approach enemy = (or > ) H ! &
et S cB: o) i 40 o
Crotch Throw Approach from right side ‘e"‘(nr @') H ) 2
Reverse Choke Slam Apﬁr’qach'fm:rﬁ.hehind Ror ®) . H 4 _ .
Okurigake Approach from behind = % (or > %) H b =
Pedal Press Approach from behind ¥ % ' H z L
Tsuri Dashi Approach enemy > > € H 20 &
Ghoke Slam : ﬂppr'oaeﬁh'efzem.y > H “ ‘& |

Twin Wall Time with enemy punch 4= % (or + <)



Sumo Sweep is one of Ganryu’s best new moves
because it is a fast, low attack. He needs this badly in
order to compete with other fighters. This hits from
quite a distance away, and you can combo afterward
for a lot of damage. This move is relatively safe when
blocked, so don't be afraid to throw out the Sumo
Sweep often.

The Pedal Press has two basic uses. The first use
is to push the opponent back, because it stuns on
block and has tremendous priority. Second, after a
™ successful Twin Wall (* %or * ) parry, you can
= use Pedal Press to get an inescapable back-push on
the opponent. The Pedal Press hits mid and stops
almost all incoming attacks.

Thrusting Uppercut is a basic launcher that is fast
and has combo ability after the initial hit. A very basic
combo is to do the Sumo Rush () after the
Thrusting Uppercut. It is a quick and powerful two-hit
combo. If you want to do more hits, you will need to
do a fast dash after the uppercut fo do an extended
combo.

Kick & Pull is a great low hit that is extremely fast.
This move is extremely hard for an opponent to see
coming and will often connect. This is also a great
follow-up when your combo has ended. Run up fo
the downed opponent and use Kick & Pull as they are
getting up. Kick & Pull should be used as one of your
main moves.

This is your secondary low attack that you can combo
~ off. It's sneaky, because it comes out fast and is hard

‘to see. Thunder Palm has extremely limited range, so
you will need to be up close to land it. One of his best
. combos off Thunder Palm is Hammer Rush High (WG
EESED )

+  Ganryu Combo is a new move that containsithree hits.
~ This is the mid-hitting move that is needed to make
- Ganryu a contender. When you use Ganryu Combo,

only do the first part of it and wait to see if it connects.

If it daes, finish it by hitting Left Punch. If it doesn't,
- stop early and the opponent won't be able to retaliate.

mer

This is Ganryu’s one and only sidestep move. It is a
high-hitting move, but if it connects, you get a lot of

~ free damage afterward. After a Falling Hammer, the
 best follow-up option is the Ducking Palm (= 2 ),

the Sumo Squash (# ), immediately followed by
Sit Sweep (¥ ).

‘This is a great move to go under high attacks. Ganryu
- crouches exiremely close to the ground and then
- does a rising punch that sends the opponent flying.

Salt Upper is very easy to combo for a lot of damage.
[_}'on‘t worry if Salt Upper is blocked, because it leaves
a heavy stun on the opponent.

Ganryu’s Sumo Rush is a quick-hitting headbutt that

- knocks down opponents. This is one of the many

moves in Tekken 5 that can’t be countered: Sumo
Rush also serves as an ender fo many combos. It is
a move that goes under high attacks quite easily, and
will do massive damage. On a counter hit, it will allow

~ forafree Sumo Squash (* %) after a quick dash.

The Choke Slam is Ganryu's best throw
from straight on. It does as much damage
as most side throws, but leaves the
opponent open for a free downed attack
such as Kick & Pull (% <), This should
be your main throw when you are in the
heat of battle and need to do some quick
damage.
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Strengths

As a Sumo, Ganryu is a master with his hands. He can do damage in big chunks.
If your opponent makes a mistake, you'll have a opportunity to capitalize on
it. Ganryu also has an insane number of block stun moves that will leave the
opponent at a disadvantage if they try to attack. Pressure your opponent with a
barrage of high and low mix-ups and launchers. Ganryu has more of a wall mix-up
game than a wall combo damage game. He's also considered a small character
when grounded, so a lot of cheap hits that used to hit Ganryu on the ground

don’t work anymore. Ganryu’s Sumo Tackle (¥ ) is one of the best unblockable tracking moves in
the game. He charges at the opponent, wherever they are. This move is especially useful when the
opponent can't get out of range because their back is up against a wall. Pressure the opponent with

your throws, don't back down when attacking, and you will be sure to prevail.

Weaknesses

Ganryu has only one weakness, but it is a huge one. He has only
one sidestepping move, and characters just fly around him at will.
They can easily sideturn and combo him without a lot of effort.
Ganryu will have to constantly adjust his positioning to be on-axis
with his opponent. Press Forward as the opponent is sidestepping
1o put him back on-axis and ready to battle. Try to use moves with
tracking on them, like Pedal Press {‘ ). His one sidestep move
is a great one, just because of the damage factor. Run up to the opponent and use Kick and
Pull (% ‘3>} to thwart their plans of sidestepping attacks. Low Jab (¥ '5") is also a great way
10 get back on-axis with the opponent, it's just a small ducking jab that tracks quite well.

|
|

Wall Strategy

Ganryu does some nice damage when the opponent hits the wall, but
fis main wall game is mix-ups. He has so many moves that can put
2n opponent down on the ground with just one hit. Combine that with
throws and mid attacks, and you have a very solid wake-up game.
Ganryu's Sumo Rush (= '3’) is a quick-hitting mid attack that will
wall stun anytime it connects. Use a variety of attacks to make your
apponent guess each and every time you throw out a move. Ganryu
also does some nice wall damage with his Open Palm Combo (P # €& &S & B & D)
i you launch them high enough, you can get up to eight hits!

Good Match-Ups

Ganryu vs. Asuka Kazama

Ganryu matches up with Asuka just fine. A lot of Asuka's moves are very linear, and she
doesn't have a great sidestepping game. Since Ganryu is the same way, it forces both players
10 play straight-on. This is a huge advantage for Ganryu. He has wall damage, wall mix-ups,
2 good high/low game, and great low moves. Asuka doesn’t have any of that. She has highly
interruptible strings, but not a lot of juggle starters. She can punish whiffed moves really well,
50 make sure you at least touch her with your attacks. If you make contact, you will be fine and
wort't have any problems against her.

Ganryu vs. Wang Jinrei

Wang is another character who doesn't have a lot of sidestep options. He has a ton of safe
‘punch moves, though, and that is where Ganryu can outplay him. By using Ganryu’s Twin Wall
* Gor <) parry at the time a punch attack is thrown, you will guarantee yourself a lot of
damage. Wang’s playing style is incredibly safe, and you must take that away from him if you
‘want to win this match-up. Use your only sidestep move, Falling Hammer (SS ‘3>}‘ and knock
Wang down when he is about to do one of his moves. Be careful if he uses his attack reversal,
secause left punches that are reversed can’t be escaped. Use your quick low attacks quite often,
d chip your way to a victory.

anryu vs. Kazuya Mishima

ain, Kazuya lacks a sidestepping game, so Ganryu will have a easy time with him.

ith the Rising Uppercut (™ %1%} now being a high attack, there is no need to

r Kazuya. He has an excellent crouch dash game but is lacking in launchers. Stay up

" Kazuya's face, and try to blanket a barrage of attacks on him so he has to stay on the
ensive. Sidestep when you can, and try to land Falling Hammer gs ) and follow it
for big damage. Watch out for the Rising Uppercut (™ 1<) and Twin Pistons
m@’ ) mix-up that Kazuiya has out of the crouch dash. When he crouch dashes, try
%0 land a Twin Wall Parry (* Tore ‘3'} just before he attacks. Most of the time. Kazuya
ill try to do a punch attack after the crouch dash.

Ganryu vs. Steve Fox

Ganryu vs. Paul Phoenix

Ganryu vs. Nina Williams

Parry FoIIow-Ups

Low Punch Parry Low Kick Parry

e i : %, =13

; po g (8 =
-S4 5 e
R - Y - ? e
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After losing to Jin Kazama, Heihachi Mishima, head of the Mishima Zaibatsu and sponsor of
The King of Iron Fist Tournament 4, was cornered by a group of JACKs in Honmaru. Heihachi
and Kaztiya began to fight off the JACKs together, but Kazuya fled. Heihachi was caught in the
explosion when the JACKs detonated.

The tremendous explosion would have killed a normal man, but Heilachi is no ordinary man.

A month later, Heihachi learned that someone had taken control of the Mishima Zaibatsu and
planned to hold The King of Iron Fist Tournament 5. Having fully recovered, Heihachi was
determined to enter the tournament.

“I don’t know who's behind this, but the Mishima Zaibatsu is mine!”

_—
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Player 1 Costume

Items

Head ~ Sushi Chef
200,000 G
Both Outfits — No

Pt

| TR

1;?_‘/ ! -][
3 Ha:fc' Hat
0,000 6

Oh
oth Outfits - No

X

Lo

&

=

~ Top Knot

Head - Kabuto

500,000 G

Both Qutfits - No

Face - Glasses
150,000 G
Both Outfits — No

| "I

S5

Face - Sunglasses

500,000 G
Both Qutfits - No

Face - Eye-patch
300,000 G

Both Outfits — Yes

a(*:;i"

Face - Monocle
120,000 G

Both Qutfits - No

- o

Both Qutfits

e

Player 2 Costume

Upper Body Lower Body
: -

Sandals

Lower Body
60,000
Both Outfits — No

Upper Body -
Giant Paper Fan
120,000 G

Both Outfits = No

e Bottie

Upper Body — Sak
60,000 G
Both Outfits - No

Upper Body - Gauntiets
200,000 G
Both Outfits -

Yes




Player 1 Colors Player 2 Colors

Color—Black/Wiite
18,0006

Color - Black/White
18,000G

Color - Red
8,000 6

Color - Red
8,000 6

Color - Blue
80006

Color - Blue
80006

Color - Yellow
8,000 G

Color - Yellow
80006

Color ~ Green
8,000 G

Color - Green
80006

Color - Light Blue
8000G

Color - Light Blue
8.000G

Color - Purple
8,000G

Color - Purple
8.000G

@ 0 000

Color - Dark Yellow Color — Dark Yellow
8,0006 8,000 G

Move List
Szsh Punch Combo @ dd® HH M 5,6, 11 Knockdown 5
L= Right Combo @l H, H 58

Demon Slayer @dd H, H,H 5,812

Demon Executioner SEHDH H, H,M 5.8 22 Knockdown

Fake Executioner B DE4 (¥ H.H 58 Shifts to sidestep

D=mon Kicker S dds H HH 5,815 Knockdown
Temon Backhand Spin BHd H, H e 10,12
Executioner BdH H, M 10,25 Knockdown

Cuick Executioner Feint BB 4 ¥ H 10 Shifts to sidestep

‘Semon Scissors (&) M 25 Knockdown

Zemon Breath & M 22 Crumple Stun

Zemon Massacre - dbg= Db H, M, M 6,21,25 Knockdown

Demon Lair = dhg= Hh H, M, M 6,21,30 Knockdown

Seon Shout ->&Hd M 25 Knockdown

Demon Shout Feint > S& ¥ Shifts to sidestep
_antning Crush - P M 24 3
=.ant Splits Kick = b M 27 Knockdown on Counter Hit
tnrome Dome - & H 15 Knockdown ‘e
Sauble Paim Strike N @ M, H 8,5 e

+in Pistons NED M, M 8,17 Launcher
D=mon's Wings ud M 33 Knockdown

. er Punch L L M 15

==mmer Punch to Iron Hand L ok M, M 15,26 Knockdown

_ Lightning Hammer Jé ! 70 Knockdown
Esho Mon &2

L 14
& Splitter & M 22
‘ Demon's Boar - & M 25 Crumple on Counter Hit
=coking Crescent Kick - PP H M 14, 21 Knockdown
~ Twin Hammers - M 20
e Axe AeS M, M 17,22 Knockdown
~ Wind Slicer L M 25 Knockdown
emon Uppercut - > M 30 Launcher
- =7 Splits Kick - o> M 30 Knockdown
=ity Slayer —ed M 36 Knockdown

\ Sazdow Step -




Seiryu Mon

Iron Hand

- Rising Uppercut

~ Dragon Uppercut

Jumping Low Kick
Jumping Mid Kick

Spinning Demon

Tsunami Kick

Spinning Demon Uppercut
Leaping Side Kick

Dark Thrust

Tsunami Kick

Crouching Dragon Kick

Kidney Smasher
Geta Stomp
Auger

Raijin Stance

Pulverizer
Raijin’s Wrath
Lightning Bolt

10 Hit Combo 1
10 Hit Combo 2
10 Hit Combo 3
10 Hit Combo 4

Throws

Neck Breaker

Jumping Powerbomb
Guillotine Chop
Freefall

Atomic Drop
Stonehead

Headbutt Carnival

Broken Toy

Heaven’s Wrath

Raijin Stance

10 Hit Combos
w0 0 [commandC] 2 ] mpa et IO e ]

7,8,6,7,6,11,5,5,8,30

17,5,6,8,8,5,10,5,6,35
17,5,6,8,8,5,10,5,6,30
17,5,6,8.8,5,5,8, 21,17

==L

tu=m s

=+ frdd

e ANEi

= P

>N

il ANE T L

During Spinning Demon 77 €@ &
During Spinning Demon e
- = 2 G

While rising

While rising 2

While crouching % <

During sidestep

(While enemy is down) ¥ <

®

During Raijin Stance ¥
During Raijin Stance Loty
During Raijin Stance &

> NDPOLDPOIIRDR
PSPPI EEELD
APREIBEBIEDD
VPBSIHHBES S

Approach enemy % (or = %)
Approach enemy % (or > &)
Approach from left side % (or <)
Approach from right side ‘B’[or ‘3')
Approach from behind ‘a’(or @}
Approach enemy ™ &> %

Approach enemy > => €®

Approach enemy ¥ ¥ 5> €

Time with enemy attack *= %°(or 4= )

M, M. H
M

H

M

L

M

Lyl
LLLMM
LLLM
M

M

M, M

M
M, M a

H H HH M ML H MM
M HH L L MHHMM
M, HH L L MHHMM
M, H, H L L M H MMM

= - - == - = ER i =i

14,12,23

30

23

3

21

35

16,13,9
16,13,13,14, 21
16,13,13, 21
30

20

13,18

14

25

24

21
21,24
50

35
40
46
60
33
33
40
15

Knockdown
Knockdown
Launcher

Knockdown
Knockdown
Knockdown
Knockdown
Knockdown
Knockdown

Knockdown

Knockdown

-

Crumple on Counter Hit

Knockdown

Knockdown

Crumple Stun

Notes

Knockdown

Knockdown
Knockdown

Knockdown

Escape

& & B &

Cul: B
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~ The Rising Uppercut (™ 7<¥S1%) is one of
- Heihachi's best moves. It launches the opponent
~ into the air for one of many damaging juggles. In
previous versions of Tekken, Heihachi couldn't do
the Rising Uppercut after a dash, but now he can. This
is a high-hitting move now, so beware of crouching

_ opponents.

trike

Heihachi’s Double Palm Strike is a new asset. This is
a quick poke that makes the opponent stand up from
crouching. Itis also a guaranteed two-hit combo, and
it works great in combos.

This is Heihachi's low-hitting sweep move. It's not as
good as Kazuya's Spinning Demon, but it holds its
“ground. If the first strike hits, the second one is not
guaranteed, but if it hits on counter hit, they are all
‘guaranteed. To mix up the high-low game, you can
‘do a Spinning Demon Uppercut after doing just one
‘Spinning Demon.

Heihachi brings back this move with a vengeance.
- Similar to Paul's Phoenix Smasher, this is a great
move to punish whiffed attacks. It also works as a
- power move to finish off a wall combo. Either way, the
“damage it deals out is huge.

= Heihachi's Seiryu Mon is his new chain combo. The
- first two hits are guaranteed, but the third hit isn't.
‘The advantage of this is that the third hit puts the

- opponent in block stun for a while, allowing Heihachi

| to get close and pummel them. Don't even think about
using this string in a combo, because the second hit
knocks the opponent down.

The Flash Punch Combo (% ® %) is 4 quick and
werful string that can be used to punish an enemy's

‘wide variety of mid or high moves: The last hit
pushes the apponent back, so it is a very good string
to use near a wall, because damaging wall combos

_ can follow.

Heihachi’s Demon Breath is a lightning-quick power
move that sends the opponent flying to the floor. Itis a
great retaliation move when an opponent whiffs right
in front of your face. It is especially useful near a wall.

“1 They won't go flying that far, and you can immediately

punish them.

' Heihachi has a new headbutt attack that is not a

throw. The Chrome Dome sends the opponent

flying backward. When this move connects, use

your Hammer Punch ( '3’] to score a free hit for a
devastating combo.

"This new move is high-damage throw that sends the
opponent flying across the screen. It can also. send.
the opponent flying into a wall for added damage.

- Although Broken Toy has a lot of start-up animation, it
~ doesn’t ook like a throw until it is too late.

idney Smasher

— Kidney Smasher is Heihachi's only move
from the sidestep position. It stuns on
counter hit and allows you to hit a big
combo afterward. Because this is his only
sidestep move, use it often.
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' Strike (% 'G”') to make Christie stand up, and pummel her with guessing

Bad Match-Ups
Heihachi's general strategy is based around power moves, and he's most effective around : p
walls. Many of his strings and juggles hit the opponent far away, and that is useful for
getting to the wall. Heihachi relies heavily on quick power moves, and he can be both
2 good defensive and offensive character. Use his Rising Uppercut (= >< #£148) 1o
interrupt high and mid attacks, and to punish whiffed moves. Many of his juggles off his
combo launchers will lead to almost 50% combos, and they will recover quickly enough
far you to follow them with mix-ups that will leave the opponent confused. Most of
Heihachi's strength lies in his ability to juggle. He is one of the characters with the most juggle opporiunities
n the game, and many of his moves lead to one. Also, with his new attacks, he can leave the opponent in
nlock stun for a while, making his next hit a guessing game. Although the Hammer Punch { <) doesn't
hit grounded anymore, it will still catch players that use guick roll and put them back on the ground,
awaiting Heihachi's next mix-up.

Nina is a horrible match versus Heihachi. Many of her moves are
faster than Hefhacht's, and she will chip away at your health. Her
throws will lead to many set-ups, and they can be very dangerous
because many of Heihachi's moves have'a rather slow recavery. The only
way 1o get inside is to have a fot of goud:midﬂaw mix-ups and interrupt
Nina's attacks. Heihachi’s Twin Pisions CE’} is.a interrupting move if
you anticipate a hlgh string or a slow, fow move. You will have fo abuse the
Hammer Punch ( € against her, and pray that she: doesn't reverse it. If she
does, remember that she goes into @ mulii-throw, so you will have to escape it
with a left punch [‘g’} Don't waste your time with set-ups to get more damage.
When you get the opportunity to do damage, do it, because it might not come again
for a while.

S=cause Heihachi has a wide variety of power moves, they are also
‘a:her slow in recovering. Free hits are guaranteed after almost all of
s moves. His moves are relatively quick to start, so make sure that
sou are go:ngto hit the opponent. Other lhan his Rising Uppercut
= 3¢ "931:-) and Twin Pistons (“ Lk £7), Heihachi seems to
ack a good quick combo launcher. Another big !oss iS the inability
%0 hit grounded opponents with the Hammer Punch ( ] To make
¢ useful, he has to catch them quick rolling, or just in the middle of their move. Heihachi
‘--ainly has to rely on his quick power moves, which can leave him very open if he whiffs
hem or an opponent sidesteps them. Having a good defense is an essential part of using
this character. When the battle gets 100 heavy for you, retreating might be the correct
znswer. Using the Shadow Step (* * %< ) might be your best way to get out of those
situations. e

Paul is the character who is the best at punishing anything you do. Doing risky moves
will get you killed in this match-up. You have to keep it extremely safe. Pra z that most
of your moves connect, while his don't. Watch out for his Phoenix Smasher (

because that will do the most damage and send you flying. Stick to your Flash Punch

Combo (¥ € ) and Rising Uppercuts (P 7 1% 1o try to launch him. If he is being

defensive and waiting for you to miss a move so he can punish you, start using your throws.

Even though you have a decent wall game, Paul's is better, so try to stay away from the walls.

Do damage when you can, try not to throw out any highly punishable moves, and you should
be fine.

Steve is one of the worst match-ups with Heihachi. It is very difficult for Heihachi to get around
Steve’s British Edge Combo (‘3"3’ ‘3"3’} and stance moves. If Heihachi plays aggressively
versus an aggressive Steve, it is a very difficult match. Many of Steve's moves go und
Heihachi’s moves and also take more priority. Steve also has a punch parry where fie

get guaranteed hits, which hurts Heihachi because many of his good, quick moves
moves. Use Hammer Punch (¥ %) a lot in conjunction with Double Palm Stri

to make Steve stand up, and try to launch him and do some damage. Also Use
(™ '5’) to headbutt him and send himﬂymg Because fie can't par oy head attacks,
to block or take the damage.

Most of his moves knock the opponent back far, and will also
give a wall stun when close to a wall. Heihachi's Right Splits Kick
=> "}) is great after a wall stun. It slams the opponent to the
=round, after which a Geta Stomp (¥ <®) is guaranteed. Because
most characters fear a mid move to the wall (which can put them
=10 a wall stun), there is a lot of pressure, and you can mix up a
% row with Heihachi's Right Splits Kick (= ). Of course, near a
wall is always a good place to throw out your Iron Hand (‘ N = B (fit hits, you will
22t another one right behind it, for a super-damaging two-hit combo. Heihachi also LR
22n use the first two hits of his Flash Punch Combo (‘35‘3- 5’) before doing another 2\ ‘&\ X
“ull set against a wall-stunned opponent. Heihachi's mix-ups are superb near walls, \ N
=0 get there quickly during a match. :

Good Match-Ups

“aristie heavily relies on her Negativa stance, and you have the one response
%5 that move that she can't handle. The Hammer Punch (" ) stops almost
=verything she can do. Keep frustrating Christie with this move alone, and
vou will increase your chances of beating her tenfold. Use Double Palm

sames. If you catch her blocking the Seiryu Mon, your next move will be a
somplete guessing game for her. So use this often to throw a monkey wrench

5 the situation. She has a lot of moves that avoid yours, and she has a decent
=destep game, but if you abuse the Hammer Punch, there is really nothing she
22n do. She will have to work extra-hard to beat you.

21 has a lot of openings in his moves that you can punlsh with either a Flash Punch

combo (‘l‘f“i’ <) or a R|sang Uppercut (= 5 I D ). When blocking Jin’s Lungmg Low

Saundhouse Kick (™ o AN =®) Heihachi can launch with the Twin Pistons (“ &b = -Jin

=as many strings matzou can duck and punish, such as Switch Blade ( & G‘} and the second part
o Evil Intent (= = © <), Watch out for Jin's parry in this match -up, because it is the only thing
at can stop you. Keep the pressure on, get him to the wall, and you will be fine.

=quce is a rather good match against Heihachi. If you find a Bruce pIa erwho constantly abuses the Bruce Rush (BB SD) gl you have to do is
zde step clockwise and execute a guick Rising Uppercut (™ = B ol &%), This will send Bruce into the air. A lot of Bruce's moves have a rather slow

s=covery time, so Heihachi's Flash Punch Combo (“ © By yill be guaranteed Bruce is mast effective at close range, so the goal of this match is
% keep him out. Abuse your Shadow Step (* *= % %) to get out of sticky situations, and abuse Rising Uppercuts (= il AnEa



Tae Kwon Do ace and rival of Jin
Kazama, Hwoarang was taken into
custody by the South Korean military
during the last round of the King of Iron
Fist Tournament 4, keeping him from his
long-awaited fight with his rival.

Hwoarang was taken to the Korean
embassy, where he was brought
before the ambassador.

“You have received an
official pardon, granting you
immunity from charges related
to this incident. Also, we have
received urgent military papers
addressed to you. Please read
them immediately.”

-
e 4

After reading the papers,
Hwoarang stood up abruptly.

“| can't believe it. Are you sure
this is correct?”

Two months later, Hwoarang
finished his military service.
With nothing holding him
back, Hwoarang was free
to pursue a confrontation
with Jin Kazama.

L1

Head - Baseball Cap
200,000 G
Bath Outfits — No

-—Prf

Head - Unkempt Hair
500,000 G
Both Outfits — No

Head - Bandanna
50,000 G
Both Outfits - Yes

Head - Cowboy Hat
150,000 G
Both Outfits = No

o
Head - Playboy Hairstyle
500,000 G

Both Outfits - No

Face — Farrings
120,000 G
Both Outfits — No

=
Face - Bandage

60,000 G
Both Qutfits — No

&)
Face - Sunglasses

40.000 6
Both Outfits - Yes

Face - Hachimaki
200,000 G
Both Outfits - No

N 4
Face — Bike Mask
120,000 G
Both Qutfits - No

Player 2 Costume

Fighting Style /Tae Kwon Do
Country of Origin / Korea

Upper Body

3

hl

LTI

Upper Body -
Rocket Pendant
30,000 G

Both Outfits — No

Upper Botdy - Towel
150,000 G
Bath Outfits - No

Upper Body —
Heihachi Trophy
80,000 G

Both Qutfits - Yes

Upper Body -
Electric Guitar
60,000 Gold
Both Outfits - No

Upper Body —
Shoulder Plates
300,000 G

Both Outfits - No

g

Lower Bod
‘.

Lower Body —
Brass Knuckles
300,000 G

Boih Outfits = No

Lower Body - Sp
60,000 G
Both Outfits — No

Lower Body -
Wallet Chain
30,000 G

Both Outfits - Yes

Lower Body — Hes
30,000 G
Both Outfits - Mo

Lower Body -
Denim Jacket
60,000 G

Both Cutlits - Ne
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Migraine

Double Jab Low Kick
Home Surgery

One Two Punch

Left Right to Left Flamingo

* Left Right to Right Flamingo

= T Y

Rejector

Rejection

Right Jab to Left Flamingo

Right Jab to Right Flamingo

Right Jab Side Kick

Right Jab to Spinning Back Kick
Machine Gun Kicks

Left Kicks to Right Hook Kick

Left Kicks to Right Middle Kick
Machine Gun Kicks to Left Flamingo
Left Kick Combo to Right Hook Kick
Total Outrage

Left Kick Combo Low

Left Kick Combo Low to Right
Hook Kick

Menace to Society

Flying Eagle

Hot Feet

Right Kicks to Left Stance

Hard Rocker

Right Kick Combo to Right
Flamingo
Right Kicks Combo to Left Stance

Da Bomb
Blizzard Kicks
Rude Boy

Axe Murderer
Disrespect
Motion Switch
Rusty Knife

Middle Back Blow to Left Stance

Player 1 Colors

Golor - Red
8,000 G

Color - Blue
8,000 6

Color - Yellow
8.000 G

Color - Green
8,000G

Color — Lime Green
8,000 G

Color - Light Blue
8,000 G

Colar - Purple

@@@ H,H L
CRPP HH LH
@ H,H
Liskes HH
@ H,H
LEE S H, H, M
Lol 2 H.H.H
&P H
] H
Sl H.M
&= b H H
PYPP H, M, M, H
e H, M, H
e H, M, H,M
Pee> i, M
PP H, M, M, H
B H, M, M, H, M
PP H M, L
Lol erate: ] H, M, L H
H M, L HM
M, M
H H H M
e e H.H
o> e H.H
ch e h H.HH
ek e H,H.H
Shdec>ce H,H, H
S H, H,H, L
o> H, M
dP H, M
&
Y
=» & M
& M

Player 2 Colors

- 18,000

Golor-Red.
8,000G

Color - Blue
8,0006

Color - Yellow
8,000G

Color - Green
80006

Color - Orange
8,000G

Color - Purple
8,000G

Color — Sea Green

8,000G

5,810
5,8,10,18
5,10

5,10

5,10

5,10, 16
5,10,37

12

12

12,16
12,25

15, 12, 10, 25
15,12, 20
15,12, 20,15
15,12
15,12, 10,20
15,12,10, 20, 15
15,12,7
15,12,7,10
15,12,7,10,15
15,25
14,10, 10,20
14,10
14,10
14,10, 10
14,10, 10
14,10, 25
14,10, 10,10
14,17
14,20

15
15

__

Knockdown

Knockdown
Launcher

Knockdown

Knockdown

Knockdown

Knockdown

Knockdown

w ¥
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Left Flamingo Feint
. Cheap Shot Snap Kick
Right Flamingo Feint
" Doggie Lift
Right Hook Kick to Left Stance
Grand Theft
Push Hands
Blasting Kick Combo
Public Enemy
Body Blow
; Overhead Kick
Smash Low Right

. Firecracker

Low Kick

Sweep Kick

Ankle Biter

Ankle Biter to Right Flamingo
Ankle Biter to Crescent Kick
Dynamite Heel

Bolt Cut

Left Plasma Blade

Nose Bleeder

Fade-Away Kick

Jump Kick

Scorpion Side Kick to Right
Flamingo

Bloody Guillotine

Bone Stinger

Hunting Hawk

Circular Saw

Air Raid

Air Raid (1st Kick) to Right

Flamingo

Air Ratd (2nd Kick) to Right
Flamingo

Air Raid (3rd Kick) to Right
Flamingo

Spinning Axe Kick to Right Stance
Torpedo Kick

Double Thrust

Triple Spin Kick

Sky Rocket

Spinning Scythe to Axe Kick
Killing Blade

Iron Heel

Tsunami Kick

Eruption to Left Flamingo
Eruption to Left Stance
Spinning Trip Kick

Plasma Blade

u®

u G

Yoo

Ve

L&)

¥

o
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P ]

¥ P (= 15 cancel)
- &

¢

-

L

%
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te

t -2
Ay
A
Acachrch

A B>

A >

A >
-
=»>c>de
«EBdG
e i
= ¥ B
> AN P
- - P
While rising &
While rising &
During sidestep PP
During sidestep & ¥

During sidestep L

Left Stance back towards enemy =
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=
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12
12
12

40

18

18

27

18

25

18

18

22
15,9,12
37
12,12,15
12

12,12
12,12,15
25

30

14, 28
14,14, 14
23

18,18

30

28

Knockdown

Knockdown
Crumple on Counter Hit

Launcher

Launcher

Knockdown on Counter Hit
Knockdown on Counter Hit
Knockdown >

Knockdown -
Knockdown on Counter Hit

Launcher

Knockdown

Knockdown

Knockdown

Knockdown

Knockdown
Knockdown

Launcher

Knockdown

Knockdown

Knockdown on Counter Hit

Launcher




10 Hit Coms :
_

10 Hit Combo (Right Flamingo) Py °\{,@.cﬁ.¢ M, H,H,LM,M,L,H,M,H  15,7,10,7,7,8,7,10,14,21 Knockdown

l'.' Hit Combo (Left Flamingo) M, H H LM MLHMH 15710,7,7,8,7,10,14,21 Knockdown

Approach enemy % (or > %)
Approach enemy < (or > <)
Approach from left side ‘e’(or ‘3}
Approach from right side 'e‘{or ‘3']
Approach from behind '@(or ‘3'}

Approach enemy ¥ &
Approach enemy ™ &>
Approach enemy e
Aoproach enemy ¥ #<E

During Right Stance approach enemy TR
] (or ‘3')
. Overhead Kick Approach Mid-Air enemy ™

I Eal = BOE T N T ke L

tht Stance
m_

‘%
& & 10,12 Knockdown
o \H, 6,10, 12 Knockdown
N2 Lokt JH, 6,15, 20 Knockdown
Hight Reverse Kick Combo B HL 6, 15, 27
2ight Reverse Kick Combo Achch JH, 6,15, 27 Knockdown
: ﬁight PK Combo HP 8,27
 Bight Jab Spin Kick B 6,27 Knockdown
‘olcannon to Right Flamingo =gt ] ; 18,16
' P> . 18,16
(&3] 54 Knockdown
[F B (or ) 30 Knockdown
e i Knockdown
e e ) Knockdown
>
> [B ] Launcher
=
»> ¢
> Sk
L
¥ e 5 ; Knockdown
- Staggers on Counter Hit
- Knockdown
- Knockdown
> ; ; Knockdown
% Right Stance back towards enemy @ Launcher
Spinning Scythe to Axe Heel Right Stance back towards enemy “® &




Flamingo Switch

- Trick Jab

Right Backhand
Flamingo Sidekick Combo
Rocket Launcher

Rocket Launcher to Left Flamingp

Flamingo Kick Combo to Right
Hook Kick

Cannon Kicks

Step Kick

Power Blast

Left Viper Combo

Snap Kick

Cutter Left

Flamingo Low to Right hook Kick
Cutter Right

Snap Spin Kick

Right Heel Lance
Flamingo Hunting Hawk
Left Flamingo Step-In
Left Flaming Back Dash
Left Flamingo Sidestep

mingo

During Right Flamingo &

Flamingo Switch

Left Punch

Right Punch

Big Fists

Right PK Combo
Chainsaw Kick Combo
Right Reverse Kick Combo
Right Jab Spin Kick

Step Kick

Right Kick

Right Viper Combo

Snap Kick

Leit Heel Lance

Snap Spin Kick

Cutter Left

Cutter Right

Right Flamingo Step-In
Right Flamingo Back Dash
Right Flamingo Sidestep

During Left Flamingo @

During Left Flamingo °

During Left Flamingo &

During Left Flamingo P
During Left Flamingo ¥ % %
During Left Flamingo % ¥5>
During Left Flamingo PP
During Left Flamingo & ¥ & &
During Left Flamingo 2

During Left Flamingo ® (*= = tg cancel)
During Left Flamingo ™
During Left Flamingo % &
During Left Flamingo ¥ %
During Left Flamingo # & <
During Left Flamingo # <
During Left Flamingo ** ¥
During Left Flamingo *+* <
During Left Flamingo & % %
During Left Flamingo ™

During Left Flamingo **

During Left Flamingo * (or ¥)

During Right Flamingo ®
During Right Flamingo &
During Right Flamingo & ® €
During Right Flamingo & %
During Right Flamingo ® & %
During Right Flamingo & &
During Right Flamingo >+ &
During Right Flamingo @
During Right Flamingo e
During Right Flamingo = <®
During Right Flamingo 4 <®
During Right Flamingo * %
During Right Flamingo ** <
During Right Flamingo ¥ &
During Right Flamingo # <
During Right Flamingo ™
During Right Flamingo **
During Right Flamingo % (or ¥)

Notes

7

15

12,21

12,10, 25

12

12,10, 20
12,10, 20, 15
28 Knockdown
80 Knockdown

Launcher

18 Knockdown on Counter Hit
8

15 Knockdown

27 Knockdown

21 Launcher
Knockdown

B 1

A
Properties Notes

M 15

H 7
710,12

H, H 7,21
7,15,20
7,15,27
T.27 Knockdown

25 Knockdown

20 Crumples on Counter Hit a
Knockdown

Knockdown

Knockdown
Knockdown

Knockdown
Launcher
Knockdown

Knockdown

[, [y, p— e —— | —— — | o — o — ]




* One of Hwoarang's new attacks is a low spin kick to his
opponent’s legs. Because of its long reach, this move
] b}_an-ha used at mid range and when you need to evade
* high attacks. On hit, mix up your attack with either a
* Low Right Kick (¥ ) or Tsunami Kick (WR> < )
" io keep the opponent guessing.

~ This is another addition to Hwoarang's arsenal. It
* is a mid hitting jump kick that beats low attacks
and has excellent recovery when blocked. This
- move is good to use on crouching opponents and
in wake-up games. On hit, it knocks the opponent

to the ground, which allows you to follow up with
MDD DA D

This is a two-part kick that first hits mid and then high.
- The last kick launches. This move can be delayed to
throw off your opponent’s timing, and on counter hit,
* the whole string is guaranteed. Since the last kick is
Ilagh it can be ducked. At this point, you would input
M@ The  is a spin kick that hits mid and is
 relatively safe.

(O —— Thls is a kick that launches from Right Stance.
Q.Ppnnents tend to duck when you are in this stance,
- and it comes out at a decent speed.

_.u__,. A new mid jump kick that leaves Hwoarang in Right
- Flamingo, which means you can perform his Flamingo
 attacks. When in Right Flammgo your opponent may
| try to attack you with a quick % If youdo a ® ¥
(sweep kwk) it will evade their attack, which you can
combointo X > B> DA DB D

e— = . Thisis one of Hwoarang’s best additions. You can now

- cancel ¥ S into Right Flamingo by simply holding

- Forward. Entering Right Flamingo from a low kick can

confuse your opponent, and it puts you in a perfect

~ position to use Right Flamingo attacks. Use this move

wisely. On block, the recavery is bad. It enables the

opponent to retaliate with power moves, such as
. Paul's Deathfist.

This is a quick spin kick that hits mid and is Hwoarang’s

highest launcher. The opponent is sent flying in the air,

- which gives you ample time to perform many of his
damaging juggles.

. This is one of Hwoarang’s most effective launcher's.
It hits mid and grounded opponents, which makes it
~ great to use for wake-up games. Use this kick when an
. opponent misses an attack.

This is one of Hwoarang's best while-standing moves,
which leaves you in Right Stance. Use this move to
. interrupt high attacks and block low attacks, and on

* grounded opponents. Poking with this move is a good
strategy because it is safe on block and applies good
pressure. Since you end up in Right Stance, you can

mix up Right Stance attacks for good measure.

This is a spinning kick that hits mid. Use
this move when you need to close up
the distance to your opponent. It causes
heavy guard stun on block and leaves you
in 5. It also hits opponents who try to
move when grounded.
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- Hwoarang is at his best when he locks an opponent down with
* poking string attacks from Left Flamingo and Right Flamingo.
~ You have many options from these stances, and the moves come
out very quickly. A good way to ba.gin your offense is to attack
with Left Right to Left Flamingo (% %), Smash Low Right
¥+ © ). This string comes out fairly fast and leaves you in
Right Flamingo for even more options. Once the opponent begins
mﬁantic%pate Left Flamingo Smash Low Right, begin to use Left Right to Right Flamingo
(‘9‘%‘ ) Right Flamingo Right Side Kick (% ‘3') instead. If they are still blocking low,
they will be hit with a mid kick that leads to Ankle Biter to Right Flamingo (¥ =) pight
Samingo & = ¥ Hunting Hawk (¥ & ). Mix up your attacks, and the results will show.
Incorporate Tsunami Kick (WR 2 <) as a standard poke in your game plan. Itis a safe move
shat qives you opfions fo execute attacks from Right Stance. Plasma Blade (** ‘3’) is one Hwoarang vs. Marshall Law
of Hwoarang's best launchers, and it's great for wake-up games because it hits grounded #
2pponents. Keep these strategies in mind, and the victory will fall'in your favor.

Hwoarang vs. Steve Fox

' The downside is that Hwoarang's string attacks have a lot of
‘apenings where he can be interrupted with a simple low jab, or
WR moves. This can force you to change your game plan. If your
=tacks are too predictable, Hwoarang is very susceptible to low
garries and counters. He's least effective when he's kept out of
w2nge, because he deals out the most damage in close quarters.

Hwoarang vs. Julia Chang

=woarang is excellent near the walls. A wall stun leads to
Sacklash (Right Stance [®<*]), which deals out huge
gamage. From a high wall stun, use Hunting Heel (® &>
=), When either of these two kicks connects, it allows for
ake-up games. This is where Hwoarang is very strong.

ood Match-Ups

“his match-up is fairly even. However, Hwoarang can take control of the match with
= poking abilities. Become familiar with Jin's moves, such as his Left Right to Spinning
sok Kick (% ) and Switch Blade (¥ ). The last kick in both of these attacks is
gfi and can be countered with Tsunami Kick (WH‘Q' &»). Apply pressure with Tsunami Kick
WRS*), and attack with €< into Left Flamingo and Right Flamingo mix-ups. If you
ack a Hellsweep, retaliate with a Left Plasma Blade (** <) and follow up with a damaging
sombo. Hwoarang has an answer for almost every move Jin does, so pay attention to the
‘moves being used and punish them accordingly.

Wrduk is a big character who needs to be in close range to be effective. This is the
=ame for Hwoarang, so it all boils down to who sets up their attack better. You can
== poking string attacks, but don't become too predictable. Marduk can counter
r attack, which leads to his mount. If you try to space yourself at mid range, he
%2 close the gap with his quick low kicks, such as Knee Slicer (" <®) and Shin Breaker
N @) Watch for these moves, and when they are blocked, follow up with a Tsunami
ek (WR ). When you see the tackle coming, Foot Stomp (* % <®) will always knock
Sm out of it. Marduk gets his offense started with strong low moves, strong mids, and quick
unchers such as his Air Lift Uppercut (% ).

-5 is another big character who allows you to lock him down with poke strings, because |P@F ry FO I IOW- U ps

sst of JACK-5's moves are too slow to interrupt the opponent. Use % and & 2% to

= vour offense started. From there, you can use Hwoarang's Flamingo attacks and mix-ups. .

Be Tsunami Kick (WR 2 ‘5‘] for added pressure. Things to look out for vs. JACK-5 include Low Punch Parry Low Kick Parry

=% which is a quick mid hitting uppercut that launches, and his # %, which is a very

&% low punch that is safe on block. Lock him down with poking strings and Flamingo mix-up
=cks. This will result in your victory.

e—— e

k. C.’!‘,ngt_Flaminga < Right Stance
> APPP



Two years ago, a physics scientist
named Jane tried to sneak into
Mishima Industries with Gunjack.
They were discovered by a Tekken
- Foree patrol and were fired upon. Gunjack
~ placed himself in the line of fire to protect
- Jane. Ater the bail of bullets stopped,
~ Gunjack had ceased to move.

The day after, Jane was
found and rescued by a G
Gorporation freighter. Jane
joined the robotics division

of G Corporation and
successfully created JACK-
4. She used data collected
from JACK-4 and began work
on a newer model, JACK-5.
She saw the upcoming King
of Iron Fist Tournament as
the perfect chance to test the
upgraded JACK-5.

JACK-

F.'ighti ng Style / Brute Strength
Country of Origin / None

Player 1 Costume

.’. 4
S-S
Head — Military Cap
150,000 G

Both Outfits — No

=

.

L -
AT
Head - Green Beret

200,000 G
Both Qutfits - No

8
ANy
'
Head — Bald Head

40,000 G
Both Qutfits - Yes

Head - Iron Helmet
120,000 G
Bath Outfits — No

Head — Mohawk
300,000 G
Both Outfits - No

ltems
Head

e 1 —
N F
-

Face - Sunglasses

60,000 G
Both Outfits — No

120,000 G
Both Outfits - No

Both Outfit

Y

Face - Visor
150,00
Both Qutfits — Ne

Face - Drills
200,000 G
Both Qutfits = No

Player 2 Costume

Upper Body
R

A

ody — Gatling Gun

tits - No

Lower Body

Lower Body -
Optical Discs
30,000 G

Both Outfits — No

Lower Body -
Missile Pod
500,000 G

Both Outfits = No

Lower Body
Survival Knif
30,000 G

Both Outlits - Yes

Lower Body -
Exhaust Pipes
500,000 G

Both Outfits — No

&

Lower Body — Shove
30,000 G
Both Qutfits - No




Move List |

Jab to Jackhammer
Jab to Stunning Hook
Jab Elbow Smash
Double Hammer

Giant Foot Stomp
Machine Elbow

High and Low Cross Cut
Cross Cut Blast

Dark Greeting

Sudden Elbow

Atomic Shoulder Tackle
Rushing Uppercut L
Rushing Uppercut Low
Rushing Uppercut Mid
Rushing Uppercut High
Megaton Earthquake
Dumptruck

Double Axe

Sit

Sit Pancake Press
Machine Gun Blast
Powrer Shovel

3ig Boot

Cossack Kicks
Diamond Cutter

Piston Gun Assault
iston Gun

Reactor Elbow
Pancake Press

Sit Punches 1

Sit Punches 2

Jouble Pancake Press
JackHammer

Rocket Uppercut

Granite Stomping
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Color - Black/White

Player 1 Colors

18,000 6

Color - Red
8,0006

Color - Blue
8.000G

Color - Yellow
8,000G

Color - Purple
8.0006

Color - Plum
8.0006G6

Color - Green
8.000G

208 800
0080000

Color - Light Blue
80006

H, H

H, M, M
M. M

u

M

M, L

M.M

u

M

M

M, M, M, M
M, M, M, L
M, M, M, M
M, M, M, H
7

MLLLL
MLLLL
MM

M

M

M

Player 2 Colors

Color — Black/White
18,000 G

Color - Red
80006

Color - Blue
8,000G

Coigr - Yellow
8,000 6

Color - Green
80006

Color— Orange
8,000 G

Color - Light Blue
80006

Color - Plum
8.000G

14,21

14, 24

10, 12,20
21,15

60

16

17,15

17, 21
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30

28
8,11,10,15
11,15,12, 8
11,15,12, 15
11,15,12,12
8,21

30

35

35
13,3,3, 21
21
10

18,12,10,12,12,12

17

27

7.7.5,521

25

23

23,10.10, 10,10
23,10,10,10,10
23,35

25

21

16

Knockdown
Knockdown
Launcher

Knockdown

Knockdown

Knockdown
Knockdown
Knockdown
Knockdown
Knockdown
Launcher on Counter Hit
Knockdown
Knockdown
Knockdown
Knockdown
Knockdown

Launcher

Knockdown

Knockdown

Knockdown on Counter Hit
Knockdown

Knockdown

Knockdown on Counter Hit
Knockdown on Counter Hit
Knockdown on Counter Hit

Knockdown on Counter Hit

Launcher

Knockdown



Sliding Attack
Atomic Hook
Cemaho Chop
Debugger
Megaton Blast
Windup Uppercut

Gigaton Punch

Gigaton Punch

Killing Uppercut

Double Hammer Alternate
Hammer Rush Low
Hammer Rush Mid
Hammer Rush High
Short Hammer Rush Low
Short Hammer Rush Mid
Short Hammer Rush High

Windmill Punches
Hammer Rush 3 Low
Swing R Knuckle
Hammer Rush 3 High
Low Cross Cut Saw
Discharger

Piston Gun Snipe

Barrel Jacket Hammer

Throws

Rotary Catapult
Piston Gun Back Breaker
Side Left Bomb
Hanging Neck Throw
Spinal Crush

Throw Away

Body Press

Body Press Hammer
Volcano

Volcano Blaster
Body Smash
Pyramid Driver

Back Breaker
Ground Zero

Lift Up Megaton Hit
Pile Driver

Gun Bomb

»> >

P

> S

ol & A%k

«§nd

=i ubud

= fuc>&

« ¥ %> (followed by lever spin ) ¥
WR®

While rising # #

While crouching ® €SS ¥ &
While crouching ¥ ®® SN &
While crouching € € & &= &
While crouching % &+ €
While crouching % ® % &
While crouching W & & = &
While crouching % €& € &
While crouching % ¥

While crouching ® S €@
While crouching % © = &
While crouching % %

During sidestep %

During sidestep &

During sidestep &

Approach enemy % (or ¥ %)
Approach enemy “® (or = )
Approach from left side % (or )
Approach from right side '3’(nr “ﬂ')
Approach from behind % (or = %)
Approach from behind < (or => )
Approach enemy ™ %

Approach enemy ¥ % &

Approach enemy % <

Approach enemy L RNt ]

Approach enemy £2 &

Approach enemy ¥ % = €
Approach enemy ¥ #<F &
Approach enemy &

Approach enemy # ® ¥ % &
Approach enemy ¥ > &

Approach (crouching enemy) ¥ e’(ar ¥ ‘3'}

SOl = s o = X s

MM
L LM, ML
L,L M, M, M
L,L M, M H
M, M, L

M, M, M
M, M, H

M, M, M, H
ML
M, M, M
M. H

L

M
H
H

kRS AR GRlRY SR RN IR PREN ST GEnd R PR T HiRE B R
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27

35

25

40

22

30

199

20

2,17
10,8,12,12, 8
10,8,12,12,15
10, 8, 12, 12, 12
15,12, 8
15,12, 15
15,12,12
12,15,15,30
10,8

15,10, 15

10, 12

21

23

22

35

L S [ S [ S

35
40
40
70
70
25
35
25
25
30
45
45
35
49
58
40

Notes
Knockdown

Knockdown

Knockdown
Knockdown
Launcher

Knockdown

Launcher
Knockdown

Knockdown

Knockdown
Launcher
Knockdown

Knockdown

Escapes

&P BB
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or‘3’




i1O Hit Combos
S

Command

The first hit of JACK-5's Machine Gun Blast happens
to be one of the best low moves in the entire game. It
is an extremely fast poking move, which on hit leaves
opponents at a disadvantage and on block. This keeps
JACK-5 completely safe from retaliation. This bread-
and-butter move can be used for both offensive and
defensive purposes, and it will make opponents think
twice about blocking mid.

JACK-5's Atomic Shoulder Tackle (™ ) is back
and better than ever. Not only does it deal rewarding
damage, but it also crushes high moves. If timed
correctly, the Atomic Shoulder Tackle (= ) will
~ break straight through an opponent’s jabs and leave
them rolling on the floor. Although it is not an entirely
safe move, most characters will only get a couple of
free jabs after blocking it.

A relatively quick and safe mid hitting chop, this move
is especially effective when used in conjunction with
JACK-5's Machine Gun Blast (¥ %) for a quick mix-
up. Although it can be evaded easily with a well-timed
sidestep, the Diamond Cutter deals a reasonable
amount of damage on hit and keeps opponents in
range for another follow-up attack. If the move is
. blocked, however, it will enforce a crouching stun
on the opponent, leaving neither player with the

advantage.

JACK-5's Jackhammer is a safe alternative to his
Rocket Uppercut (™ 5> <), On hit, JACK-5 can
follow up with a guaranteed Big Boot (¥ ), a
risky Debugger (* # ¥£1€) or a plain old mix-
up. It should be noted that the only real downside
to this move is its limited range. Other than that, the
Jackhammer is a great tool to have in your arsenal.

| Assault
JACK-5's Piston Gun Assault is yet another safe mid
move that knocks down on hit. It is relatively quick
and has decent range, but it should be used when
the opponent is backed up against the wall. When the
move is blocked on open ground, it leaves a decent
guard stun but also pushes the opponent back to
safety. If there is a wall, however, the guard stun gives
JACK-5 enough advantage for a free mix-up attempt.

+0°Hit Combo 1 ISt edd M, L LM MHMMMM 8865776682125 Knockdown
10 Hit Gombo 2 It atadbaldhd SM, L, L, M, M H ML M 8,6,57,7,6,6,8 12 24 Knockdown
10 Hit Combo 3 Aoabgbaddadd M, M, L L LM MMM 15,8,5.5,5,8,6.8,25 Knockdown
10 Hit Combo 4 AEEHBGHOSSILS MM LLLMMMLM 158,55,58,6,8 12,24  Knockdown

e R T

-

The Debugger is one of JACK-5's riskier but more
damaging lows. This move often catches people off-
guard because of its quick animation, but its recovery
is mediocre at best. It deals a decent amount of
damage on grounded opponents and crushes certain
high moves, but it should be used sparingly for best
resulis. If the Debugger gets blocked, JACK-5 is
vulnerable to nearly every attack in the book.

Blast
== This move is a decent whiff punisher and a powerful
juggle ender. The two-hit combo sends opponents
flying across the arena to find themselves near the
wall. It must be noted, however, that this move is not
as safe as most people think. On block, opponents
can interrupt the two-hit string with jabs or a more
damaging move, depending on the character.

 This is JACK-5's best overall whiff punisher because
it's fast, easy to do, and leads to nearly 40% combos.
Although this move is highly punishable on block, in
most cases the reward outweighs the risk. It may be
tempting to just run up to an opponent and throw it
out, but keep in mind that characters like Nina can
deal just as much damage (if not more) merely by™
blocking the move.

The Rocket Uppercut (= =><®) should be used
mainly for two purposes: as a whiff punisher or a
juggle ender. On hit, it launches the opponent high
into the air for JACK-5's most damaging juggle yet
(B> B> &B) A5 3 juggle ender, the
Rocket Uppercut (= => ) flips the opponent face-
down for great follow-up options. Although it is risky
to throw this move out or use it as a mix-up, the
reward is definitely worth the risk.

Granite Stomping
smsmemm,  JACK-5's Granite Stomping is his most
== reliable move for hitting grounded

opponents. Its quick recovery leaves
JACK-5 ready for another follow-up attack.
Not only is this move safe on block, but it
also leaves a guard stun for a free mix-up
attempt (¥ £ throw, or any mid attack).
The stomp is highly effective against
grounded foes near walls, but it can't
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Strengths - Good Match-U PS

JACK-5 is all about power. The majority of his moves are risky
JACK-5 vs. Paul Phoenix

sut highly rewarding. The sheer damage JACK-5 can deal from

2 single blow is mind-boggling. Hence, the intimidation factor 3 e
JACK-5 has everything he needs to beat Paul. A blocked Phoenix Smasher gives JACK-5 a
guaranteed Cross Cut Blast (™ ). A blocked Bone Breaker (¥ 2 <) gives JACK-5 a

siays a huge role. When someone gets scared of attacking
%, a lot of his moves become more and more effective. His . ) Qi 3
free Killing Uppercut (WR*) for a 40% juggle. It's a tough fight, but JACK-5 can win it with

Srow game alone should make opponents scared of standing

sirzight up, to the point where JACK-5 can use his uppercut patience, timing, and spacing. Abuse the first hit of the Mac;hit_'lef_ﬁun::'ﬁi_a___s_t '(!'-_;"ﬂf’] 10 pressure
2 a mix-up. JACK-5's Machine Gun Blast (¥ %°) should be abused whenever possible, Paul into throwing out risky moves. JACK-5 can't fight Paul face to face; but he can give Paul
soth to keep opponents scared of coming in on him and simply for the annoyance factor. enough trouble getting in. If JACK-5 is forced to take the initiative, extended throws are the

The Machine Gun Blast(¥ %) is not a slow move. Let opponents think twice before they answer. Avoid taking unnecessary risks, and always keep an eye on Paul’s life bar.
wun up on JACK-5. Commitment is atlitélakgs for JACK-5 to penetrate defensive players. SRR RS

Throw out a few Debuggers (= ¥ %) or throws to get inside your opponent’s

“ead, and work your game from there. Capitalize on every mistake your opponent makes, JACK-5 vs. Raven

2nd before you know it, half their life bar will be gone. JACK-5 can be played dangerously This match-up should give JAGK-5 no trouble at all. Simply blocking Raven's Movesana
waressive, or defensive and safe. Both styles should be used for the best results. JACK-5 punishing accordingly will win you the game. Keep Raven spaced out with the Machine
should be extremely aggressive near walls or after a knockdown, but should play defensively Gun Blast (g @,) and just wait for an opportunity. Raven cén‘t Shtow. Cubmuch
20 open ground via spacing and correct usage of his Machine Gun Blast (¥ %), Again, JACK- against a defensi\.;e JACK-5. Looking out for low moves is all it really takes. JACK-
=s throw game cannot be overlooked, because of its sheer damage and the wake-up games 5 can punish Raven’s Quicksand ( ,,;5@} With 2 Rooket Uppefcl.rl (*.;)cg,)
* enables. It should be noted that JACK-5 can even throw crouching opponents {4' BB o G e:isy 50% combo. It may take some time to recognize the animations for his
B %), JACK-5's Atomic Shoulder Tackle (™ <®) should be used often to crush high moves moves, but that's just a matter of time. You'll soon realize that the méjtlri'!y of Raven's

i 1© peopie ot ofjabbing himcansisteaily: Whars dra manyiways JACK s o Sliectioly lows can be blocked on reaction. If you can keep Raven from coming in on JACK-S, it
sressure opponents into making mistakes. As long as JACK-5 can retain a balance between will be that much easier to 'capitalize on blocked moves. :

== safe and risky moves, he can become a more than formidable opponent.

JACK-5 vs. Roger Jr.

The same concept applies to this match-up, but it’s easier to execute because of Roger Jr.s
Weaknesses limited range. There is absolutely nothing Reger Jr. can do fo keep JACK-5 from spacing
him out. JACK-5 can hit him low and run away for the entire match. As frustrating as itis for
" Raoger Jr.. JACK-5 has to keep working for this safety distance. Keep Roger in check with the
Machine Gun Blast (¥ %), and the match should be looking good for JACK-5. Just don't
fet him in and there won't be any problems. There’s not much Roger Jr. can do fo punish
JACK-5's moves, either. Right Upper (% i ) is relatively safe against Roger Jr., and so is
Rocket Uppercut (= &> ). Roger Jr. does have some moves that could punish JACK-5,

but the risk is definitely worth overlooking. :

Unfortunately, JACK-5 has many weaknesses that can be
=:pioited by seasoned players. His biggest problem lies in
=¢ slow recovery of his moves. The majority of JACK-5's
* =oves are just as risky as they are damaging. It is especially
L “oubling against characters like Nina or Steve, because they can
‘ sonstantly pressure JACK-5 into throwing out highly punishable

=aves. The fact that JACK-5 does not have a punch parry means
%= must rely on his risky crush moves and spacing game. JACK-5 may even seem hopeless

= times, when cornered by an 8-frame jabber. In situations like these, JACK-5 is limited to =

=ading his opponent’s next move, because he has nothing safe to rely on. In other words, Bad MatCh Ups
= win with JACK-5, you must completely outplay your opponent. Without a doubt, JACK-5 A e

| encounter a lot of bad match-ups, but that doesn’t mean he'll always lose. It just means JACK-5 vs. Nina Williams

ou need to capitalize on every opening you get, and follow up with another attack before your
seponent can fully recover. It takes a lot of work, but it can be done with enough patience and
sommitment. A lot of times you will find yourself waiting for a whiffed attack or a punishable move
% start off JACK-5's game. This is another downside, because JACK-5 relies so much on punishing
= mistakes of your opponent. At high-level play, it is rather easy to see the limitations of JACK-
== game. The majority of JACK-5's moves can be easily sidestepped or sidewalked right, leaving
= open to easy retaliation. With that said, JACK-5 is an overall defensive character with
2=maging moves and combos. Avoid taking unnecessary risks, and rely on moves that
ar= safe on block. One successiul move will lead to another, so you might as well start

o with something safe. Always keep in mind that JACK-5 is a character who only

works if you do.

Nina is JACK-5's worst nightmare. She can pressure JACK-5 with jab. val_'i_a!i’_n'ns.ali
day, and there’s not much he can do about it. Her mid jabs cannot be crushed with
anything rewarding, so you either have to wait unfil she makes a mistake or risk
half your life bar to pull a stunt. Of course, you'll be expected to play defensively by
outspacing Nina. The only problem is Nina can do it too, and more effectively. To win
this mateh, you'll have to take outrageous risks and hope you guess correctly. Avoid
using JACK-5's Right Upper (™ ) at all costs, because Nina can easily punish it with
her Siren’s Kiss (™ %°). Rely more on JAGK-5s throw game, and try to sneak in as-many
Machine Gun Blast (¥ ) hits as possible. This is a match that tests your patience to the
exireme. Just remember to capitalize on every opportunity that's given to you.

=

JACK-5 vs. Bryan Fury

Wall Strategy Bryan can constantly pressure JACK-5 with moves that give him frame advantage on block. His

Chopping Elbow (* ‘3’}‘ for example, can be abused all day to limit JACK-5's spacing. It's very risky

for JAGK-5 ta sneak in his low hits because of Bryan's Orbital Heel Kick (¥ ). He has little resistance

against a patient jabber, but that doesn't mean he can't fight back. Use the Atomic Shoulder Tackle

(= ) to strike fear into a jab-happy Bryan. JACK-5 could go on the offensive after a well-timed Killing

Uppercut (WR*>) and seal the round with a damaging throw. This is a mind-game match-up, and if you

qguess right a couple times, JACK-5 will most likely come out on top. Never forget the amount of damage

JACK=5 can deal, because that will be the equalizer. Avoid using the Machine Gun Blast (¥ ) tao much,
and rely more on reading your opponent’s next move.

JACK-5's wall game consists of quite a few
=oves that give advantage on block. His Piston
=0 Assault (* ‘4:5} is @ win/win situation on hit
o block. Machine Gun Blast (¥ %) and Atomic
Snoulder Tackle (= ) can be used to keep
sooonents from attacking. Once an opponent
2=ts knocked down near the walls, JACK-5 can =
#=sily keep them there with moves like Granite Stomping ["Eb“i"'}
o Megaton Earthquake (M '!':'}. Command throws should be used

~=en, to prevent people from just holding back. Lift Up Megaton Hit JACK-5 vs. Steve Fox
74 ¥u "%") is especially deadly, because it leaves a wall stun
= opponents for a guaranteed Atomic Shoulder Tackle (> ).

This match-up is all about dealing with Steve’s Left Right Left (%2 %). Unlike Nina, Steve is more limited as to
- : PR e what he can throw out. In general, Steve gives JACK-5 a lot of small opportunities, but that's only if he decides to
'-JguTradC::EE {;:Jenn?li:ter(l to blocking Ihzacsilr‘i::;js I? tlt?:: T;spter?ilsle attack. The problem with this match-up i_s that it's too hard fo_r JACK-_& to get in on a defensive Steve. Sneaking in a
= Machine Gun Blast (%) first hit only is not blocked, the fow hit or a throw is much more difficult than it sounds, especially against Steve. The risk is greater than the reward,
: and this becomes problematic in high-level play. Sure, JACK-5 ¢an also give Steve frouble coming in on him, but the
difference is that Steve is simply faster, and much safer. The pressuring is still there, even with JACK-5's crush moves.
and you will often feef hopeless trying to chip back at Steve’s life bar. This is not a one-sided match, however, With enough
patience. JACK-5 can hold fis own.

Wegaton Punch is guaranteed for yet another wall stun.
When JACK-5 is near the walls, the rewards are much
weater than the risks. You will find the walls to be an
wiegral part of JACK-5's overall game.
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Head — Headphones
60,0006
Both Outfits - No

Head - Halo
300,000 G
Both Outfits - No

Head -

Metrosexual Hairstyle
80,000 G

Both Ouffits - Yes

Head - Baseball Cap

200,000 G
Both Qutfits - No

Head - Pointed Hood
300,000 G
Both Outfits - No

100

Jin |
Kazama

Fighting Style / Karate
Country of Origin / Japan

- e
Face - Intellectual Glasses
120,000 G
Both Outfits — No

e

Face - Sunglasses
60,000 G
Both Qutfits - No

Face - Orange Sunglasses
60,000 G
Both Outfits - Yes

Face — Detective
Sunglasses
150,000 G

Both Outfits - No

Face — Demon Mask
500,000 G
Both Outfits - No

Player 2 Costume

Upper Body

Upper Body -
Chain Bracelet
150,000 G

Both Gutfits - No

&
e
Upper Body — Wings
500,000G
Both Outfits - No

Upper Body - Towel
30,000 G
Both Outfits - Yes

Upper Body - Expander
60,000 G
Both Quifits — No

L]
Upper Body — Stopwatch
30,000 G
Both Outfits = No

Alternate Costume

Lower Boc

Lower Body -
Red Handkerchisf
30,000 G

Both Qutfits - No

Lower Body -
Leg Chains
200,000 G

Both Outfits = No

Lower Body -
Shin Guards
40,000 G

Both Qutfits = Yes

Lower Body -
Sports Drink
60,000 G

Both Qutfits = No

Lower Body — Dumée
120,000 6
Both Outfits - No




Move List

_=ft Right Combo
L=t Right Axe Kick
=it Right to Spinning Hook Kick
- %azama Style 5 Hit Combo
=zint Kick Combo
- L=it Jab to Left Low Kick
Double Thrust Roundhouse
Double Thrust Low Trick Kick
Switch Blade
- Soinning Flare Kick
Median Line Destruction
Sioht Elbow
_=ft Roundhouse
Stinger
=eat Seeker
- Front Thrust Kick
Double Chamber Punch
Thrust to Roundhouse
Thrust to Low Trick Kick
Unpercut
L=ft Sidekick
- Siade Kick
Corpse Thrust
- «nze Popper to Sidekick
Right Sweep
- Double Lift Kick
Szvage Sword
Sight Low Roundhouse
_=ft Spinning Back Kick (2)
- Sight Backfist to Left Roundhouse
_=ft Crescent to Low Roundhouse
- Spinning Sidekick
Sower Stance
Avenger
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Player 1 Colors

Color - Black/White

18,000 G

Color - Red
80006

Color - Blug
8,000 6

Color - Yellow
8,000 G

Color — Green
8.000G

Color - Purple
80006

Color - Plum
80006

Color — Light Blue
80006

H H MM,L

H MM
H,L

H, M, M
H M, L
HH

M

M, M, M, M

H

M

M
M, M
M
H,H
M, M
M, L
M

M

M

M
LM
L
M, H
M, H, M

H. M
H L

000 000
9080 000

R T S

7,12
7,11,:25
7,12,22
6,10, 10, 10, 10
6,22,13
T4
9,10, 18
9,10,15
9,14
28
5,557
12

16

22
22,13
21
10, 21
12,18
12,15
15

15

33

24

7,10
15
5,15
12,15, 21
15

21

12, 21
15,15
18

100

Color - Black/White

18,000 G

Color - Red
80006

Color - Blue
8,000 G

Color - Yellow
8,060 G

Color— Green
8,000G

Color — Orange
80006

Color - Plum
80006

Color — Light Blue

80006

Player 2 Colors

B

Stuns

Knockdown

Knockdown
Knockdown
Knockdown

Staggers

Knockdown
Knockdown
Crumple on Counter Hit

Knockdown

Knockdown

Stuns
Knockdown
Knockdown
Launcher

Crumple Stun

Knockdown

Knockdown
Knockdown

Knockdown
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{Command oo e o iPentiss i ) Bamage Notes

Front Jump Kick t& A &) M 13 Launcher
Evading Middle Strike A M 18 N
Spinning High Kick AP H 30 Knockdown 2
Demon’s Paw > M 24 Knockdown
Right Axe Kick -» > b M 19
Left Axe Kick >>P M 2 Knockdown
Kazama Style 6 Hit Combo S>> Phd G M, H, H, M, M, L 25, 5,10, 10, 10,10 Knockdown
Evil Intent > BESD M, H, M 18,10, 24 Knockdown
Thrusting Uppercut = d e M 22 Launcher
Right Roundhouse Punch E i AN H 25 Knockdown
t-Lurli_gFI{nE;.OW Roundhouse Kick >IN D L 18 Kiioekdown

5 L.LR.K.to Spinning Flare Kick => ¥ BP LM 18, 21 Knockdown
Crouching Uppercut While rising & M 15 Launcher
Left Spinning Back Kick While rising ¥ H 28 Knockdown
Twin Lancer While rising & & M, M 10, 16

Mental Alertness

Mental Alertness
_m Notes

Mental Alertness (2)

Left Drill Punch During Mental Alertness(2) M " 2 Staggers
Suigetsu Strike During Mental Alertness(2) & M 24 Crumple Stun
Spinning High Kick During Mental Alertness(2) & H 30 Knockdown
Rignt Sweep (2) During Mental Alertness(2) 2 L 15 Knockdown

10 Hit Combo > EPPPEERSHD H LM HMMMHLH 12,7,7,10,8,8,8,10,18,25 Knockdown

4

Double Face Kick Approach enemy % (or = %) H i
Over the Shoulder Reverse Approach enemy = (or = ) H 35 &
Shoulder Flip Approach from left side % (or ) H 43 @
Over the Limit Approach from right side % (or ) H 40 &
Pivoting Hip Throw Approach from behind % (or ) H 50

Tidal Wave Approach enemy A& H 40 -
Complicated Wire Approach enemy ¥ #<P % H 35 g

Parry Time with enemy attack = % (or & &)




Overall, this is Jin's best poke. It is safe, mid, and

guaranteed on counter hit. If the opponent blocks this

move, it keeps Jin at his ideal spacing to continue his

offense. If % # hits as a non-counter hit, you can

- continue the siring or mix it up with a throw or a low
attack.

- Thisis Jin's best punisher. When an opponent whiffs a
move, you can use this to retaliate. It is relatively fast
and safe on block, but if the opponent ducks, you can
- be punished with a While Rising move. Once it hits,
you can follow up with a ¥ 0r if they decide to
quick roll away from you, you can do a ¥ &9 tg
~ catch their quick roll.

ippercut

= [Ihisis amid hitting juggle starter that's used to punish
high attacks on duck and to punish whiffs. It is not
safe on block. Each character receives free jabs if they
block this move. Even though it is not safe on block,
the reward far outweighs the risk because you receive
2 40-45% juggle on hit. This move also has a large hit
‘box. The range of this move is very deceiving. It can
hit some characters more than half a screen away.

kick that juggles on hit. (Even though most characters
have a hop kick, Jin lacked one until now.) Front Jump
Kick is relatively fast and has deceiving range. Use
this move when an opponent likes to duck on you.
It is unsafe on block, but much like Jin's Crouching
Uppercut, the reward far outweighs the risk.

o Left Low Kick
S 'his is another new move for Jin in Tekken 5.
Bl © ¥ is a high punch into a low kick. On blogk,
it is relatively safe. This move should not be abused,
but only used as a low poke and to end matches when
health is low. This move can set up Jin's mid hitting
juggle starters, because your opponent will start to
duck on anticipation of the low poke.

The replacement for Jin's Laser Scraper, $his is best \
- used'in 2 jugale. It should be used sparingly as a poke,
because the second hit can be ducked and punished,
and the last hit can be sidestepped easily.

This is Jin's best throw. Jin lifts his opponent up and
slams them down into the ground. You can get a Right
Sweep (¥ ) after the throw, or you can go into your
‘ground game. This throw requires a escape and
-comes out extremely fast. It can be buffered off a
~ blocked move or from a string.

Another new move in Jin's arsenal, this is performed
out of Jin's new stance. It parries punches and
causes a double-over stun that can be escaped. If the
opponent does not escape the stun, you can follow
“up with a juggle starter for some major damage. It is
-~ unsafe on block. Most characters can get free jabs on
Dblock. If the move hits and it does not parry a punch,
it knocks down and you may follow up with a Right
Sweep (¥ ),

This move has been modified from the Tekken
4 version. It no longer “sucks the opponent” in on
® block. It now pushes far away and does not allow Jin
~ to keep his pressure on the opponent, as was the case
in Tekken 4. Even though this move is not as good
as it was on block, it still has the same priority and
properties on hit, which makes it one of Jin's better
moves. This move is best used as a poke.

This move has always been one of Jin's
better moves, from Tekken 3to Tekken
5. Itis a mid hitting lunging punch. On hit,
itlaunches the opponent across the screen.
Itis safe on block and does good damage.
The range on this move is deceiving and
can caich people by surprise. You can
use this move to keep an opponent away :
or to punish one that ducks. You should :
use this move sparingly, because it can be
sidestepped easily.
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@ The replacement for Jin’s Laser Scraper, this is best

- usedinajuggle. It should be used sparingly as a poke,

- because the second hit can be ducked and punished,
and the last hit can be sidestepped easily.

hits as a non-counter hit, you can
‘ng or mix it up with a throw or a low

This is Jin's best throw. Jin lifts his opponent up and
slams them down into the ground. You can get a Right
Sweep (¥ ) after the throw, or you can go into your
~ ground game. This throw requires a % escape and
comes out extremely fast. It can be buffered off a
blocked move or from a string.

Another new move in Jin's arsenal, this is performed
out of Jin's new stance. It parries punches and
causes a double-over stun that can be escaped. If the
opponent does not escape the stun, you can follow
up with a juggle starter for some major damage. It is
unsafe on block. Most characters can get free jabs on
block. If the move hits and it does not parry a punch,
it knocks down and you may follow up with a Right
Sweep (J' il ).

a 40-45% juggle on hit. This mov
box. The range of this move is very decef,
hit some characters more than half a scr

is move has been modified from the Tekken
'rsion. It no longer “sucks the opponent” in on
/'@ ow pushes far away and does not allow Jin
aep his pressure on the opponent, as was the case
" Tekken 4. Ev.. though this move is not as good
as it wac_~n block; it still has the same priority and
e ~ hit, wi.\h makes it one of Jin's better
We s be * used as a poke.

This is a new move for Jin in Tekken 5. It is a hop
kick that juggles on hit. (Even though most characters
have a hop kick, Jin lacked one until now.) Front Jump
Kick is relatively fast and has deceiving range. Use
this move when an opponent likes to duck on you.
It is unsafe on block, but much like Jin's Crouching
Uppercut, the reward far outweighs the risk.

1o Left Low Kick
This is another new move for Jin in Tekken 5.
S¥E s a high punch into a low kick. On block,
it is relatively safe. This move should not be abused,
but only used as a low poke and to end matches when
health is low. This move can set up Jin's mid hitting
juggle starters, because your opponent will start to
duck on anticipation of the low poke.

1ays been one of Jin's
Tekken 31~ Tekken
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Parry Fdllow-Ups'

Low Punch Parry Low Kick Parry




Veaknesses

vall Strategy

on Craig. Most of his strings will keep Craig blocking. An
example of this would be &=, W € then P ¥ This
string can keep Craig blocking and Jin's offensive flow
going. Jin can abuse his high/mid parry against Craig, who
finds it difficult to retaliate against. If Jin can parry one of
Craig’s long, slow recovering moves, he wilkbe rewarded
with a juggle. This makes it difficult for Craig to keep an
offensive game on Jin, forcing him to play a defensive
game. Craig can also be punished by Jin if he attempts his
tackle. If Jin can anticipate the tackle, he can Front Jump Kick
(# <) for a juggle.

Jin Kazama vs. JACK-5

This is a good match-up because Jin can crush JACK-5's # %

which is JACK-5's best poke. If you can anticipate when JACK-5 will do

a ¥ % you will be able to juggle him every time. Also, JACK-5's moves

are punishable on block. For example, Rushing Uppercut (% %) is punishable

on block with a Switch Blade (). This limits what JACK-5 can use to attack

you. Also, Jin can use his % parry against JACK-5 effectively. Many of JACK-5's

moves have long recovery. If Jin can anticipate one of these moves and deflect

it with his manual parry, he can follow up with a juggle starter (Front Jump Kick

# & Thrusting Uppercut = 7 ¥ € Crouching Uppercut (WR®) is effective

in this fight as well. Crouching Uppercut has long range, and it can space the fight out

in your favor. If JACK-5 whiffs a move from a distance, Jin can still punish him with

a Crouching Uppercut, when normally he would be unable to do so against a regular-
sized character.

Jin Kazama vs. Yoshimitsu -
In this match-up, Yoshimitsu has a difficult time punishing Jin. On block, he may-only get
jabs as a punisher. Also, if Jin whiffs a move, Yoshimitsu doesn't have much to retaliate
with. If he is at a distance, he has Fubuki (= = ‘59‘), or if he's relatively close, he can juggle
you with WR or Rising Knee (# ). Yoshimitsu also has a hard time moving in on Jin once
Jin gets into h'g preferred spacing. Thrust (™ %) is a great tool in this fight. it does not allow
Yoshimitsu to move in on you, because it pushes him out and has long range. Jin can also stop all
of Yoshi's while crouching mind games. All Jin has to do is Front Jump Kick (# k) once he views
Yoshimitsu ducking in front of him. Most Yoshimitsu players like to mix up WE™ “® with the sword

sweep. Yoshimitsu cannot do this against Jin, and it really limits what he can do.

Bad Match-Ups

Jin Kazama vs. Steve Fox

This is by far the hardest fight for Jin in Tekken 5. In Tekken 4, Jin had the luxury of waiting for a Laser
Scrapper opportunity to punish Steve. However, in Tekken 5, he does not have that option. On block, Steve
is very, very safe against Jin. Steve can throw out almost anything without worrying about getting punished
for it. Steve’s 8-frame jabs also give Jin a major headache. If Jin decides to start a offensive flow on.Steve,
he is going to get hit by Counter Hit Left Right Left < € _Jin also has a hard time avoiding Steve’s lows.
Since Steve's jabs force you to block, his % hecomes that more effective. And you cannot use your best
low crush (Front Jump Kick (# ‘3')). because Left Right Left will knock you out of it. Even if Jin does block
this move, the most he can punish it with is a WR®.

Jin Kazama vs. Paul Phoenix

This is another difficult match-up for Jin. Paul is one of the best characters in Tekken 5. His jabs, like
Steve's, keep Jin in a blocking state. This allows Paul to keep the pressure on Jin at all times. Also, Paul's
Phoenix Smasher (* A ‘g’) is very difficult for Jin to punish. At max range, a blocked Phoenix Smasher
is safe against Jin. However, if it is done up close, Jin can get a Front Thrust Kick (™ <®) on block. Paul
can also punish Jin quite severely after blocking his juggle starters. He can punish with his Wrecking
Ball (* %) or a Shoulder Smash (¥ #), to knock Jin down and get him into a mind game situation.
That's where Paul is best suited. Paul has the same strengths as Jin, but he does not have any of the
weaknesses. Paul is safe, damaging, and has a great mind game. In 10 matches, Jin will lose 8.

Jin Kazama vs. Nina Williams

This is one of the most difficult match-ups in Tekken 5 for Jin. With her special sidestep
maneuvers, Nina can avoid anything that Jin dishes out. She can lock Jin down with her
constant strings of pokes. Jin finds it difficult to break her offensive flow. Her 8-frame jabs
keep him at bay. As stated before, characters with fast jabs will give Jin a major headache.
In this match-up, Jin has to hope that the Nina player makes a mistake and whiffs a move
so he can punish it. Jin can try to use his parries against her strings, but most of her
strings have a short recovery time and you won't get much in return for the parry.
You'll need to duck a high string and get a Crouching Uppercut (WR) in

retaliation. In a match-up between an expert Nina player and an expert
Jin player, Nina will win 8 out of 10 games. 105




Julia Chang, disappointed that
she was unable to recover the
reforestation data during the King
of Iron Fist Tournament 4, returned
home and resumed her research.

Each time her research hit a dead end, she
was reminded of the data that she was
undble to retrieve. At that point, she
received a letter addressed to her in a
foreign language.

Attached was an announcement of
the King of Iron Fist Tournament
5. In order to fulfill her hopes
for forest rejuvenation,

Julia decided to enter
the tournament.

Items
Head

Head — Headdress
500,000 6
Both Outfits — No

Head — Steer Skull
300,000 G
Both Outfits — No

Head - Cowboy Hat
80,000 G
Both Outfits - Yes

-

il

Head — Short Hair
500,000 G
Both Outfits — No

y 17
Head - Hunting Cap
300,000 G
Both Qutfits — No

Player 1 Costume

Face

Face - No Hair Band

120,000 G
Both Outfits — Na

Face - Corsage
60,000 G
Both Outfits - No

Face - Circlet
50,000 G
Both Outfits = Yes

Face - Sunglasses
60,000 G
Both Outfits - No

Face - Earrings
30.000 G
Both Qutfits = No

Upper Body

s, |

. B

1 -
Upper Body — Axa
200,000 6
Both Outfits — No

Upper Body

~ Dreamcatcher
30,000 G

Both Qutfits - No

Upper Body - Squirrel
40,000 G
Both Outfits - Yes

Upper Body - Gamera
120,000 G
Both Outfits - No

Upper Body - Bag
150,000 G
Both Qutfits - No

Lower Box

Lower Body - 5
150,000 G
Both Outfits - N8

Lower Body —
Knife
60,0006
Both Outfits = Ne

Lower Body - 58
30,000 G
Both Qutfits — ¥

Lower Body -
60,000 G
Both Outfits — e

Lower Body — S
200,000 G
Both Qutfits - he




Move
&-Clef Cannon
Dwine Impact
5-Clef Cannon Bow & Arrow Kick
Machine Gun Punch
Machine Gun Cannon
Machine Gun Low Kick
Mzchine Gun High Kick
Spin Behind
Jouble Fist
Soinning Kicks Slash Uppercut
Triple Spinning Kick
Triple Spinning Low Kick
Suffalo Charge
Wind Roll
- Wer Club
=aim Explosion
. =unting Tomahawk
Sow & Arrow Kick
: =zsh Uppercut
- =zim Explosion
=ight Left Combo
Swift Step
_zshing Arrow
- Swift Step Explosion
Zeceptive Kick
~Shove It Up
==avy Uppercut
Twisting Arrow
Siow Power Punch Combo
- Sow Power Punch to Low Kick
Siow Power Punch to High Kick
~Low Blow
L=t Knee
Mountain Crusher

=% Knee Combo

S d

SED

édde P

©d

During Counter Hit ® & ®
G©BHPp

Lk |

&< (must hit)
During Spin Behind &
S o

db dd db

S HH

Lok X

@ (or 49

During Wind Roll #
During Wind Roll &
During Wind Roll & &
a5 P

-

> [&B]

> S

-> P

> [$&]

> $d

> 5

- &

=>4 (¢' to cancel)
S

&S

AP

uDHP

e

NG

A D>
Y& P

Player 1 Colors

BlackWhite
16,0006

Color - Red
8,000 G

Color - Blue
8,000 G

Color— Yellow
8.000G

Color - Green
8,000G

Color - Purple
80006

e el

Color - Light Blue
80006

Color— Brown
80006

H, M, M
H, M, M
H.M LM
HM

H, M, M
H M, L

H, M, H

H

H

HL M
H,L H
HLL

M, H M

M, M, M
M, M

Player 2 Colors

Color—~ Black/White
18,000 G

Color - Red
8,0006G
Color - Blue
8,000 G

Color - Yellow
8,000 G

Color — Green
8.000 G
Color - Brown
8,000 G

Color - Light Blue
8,000 G

Color — Purple
8,000 G -

10,5, 16 Launcher =¥

10, 5, 31 Knockdown :
10,5.12,15 Knockdown

10,8

12,7,16 Launcher

10,8, 10

10, 8, 20

12 Rolls behind enemy

12

20,12, 21 Launcher

20,12, 23 Knockdown on Counter Hit
20,12, 10

14,16, 26 Knockdown

15 Crumple on Counter Hit t
30 Knockdown i
18,25 3 Knockdown

12,12,15 Knockdown

15 Launcher

31 Knockdown

12,5

25 Knockdown

23 Knockdown

15 Knockdown on Counter Hit
28 Launcher on Counter Hit
50 Launcher

10

7,16 Launcher

10,10

10,20

16

17

12,10, 21 Knockdown

8 12




! Jammlng Low Kick

Sweep

. Razor's Edge

# Sweep Head Kick

 Sweep Low Kick

: Sweep Kick

Double Sweep

Heaven Shatter Kick

Twin Arrow

Double Lift Kick

Foot Stomp

Party Crasher

Elbow Skyscraper Kick

Lift Kick

Raging River

Rapid Counter Attack
Lightning Bolt

Rapid Counter Attack to Wind Roll
Skyscraper Kick

Tequila Sunrise

Tequila Sunrise Elbow Smash

Tequila Sunrise Double Elbow

Tequila Sunrise Low Kick Slash
Uppercut

Tequila Sunrise Low High Kicks
Tequila Sunrise Low Kicks
Tequila Sunrise Combo

Tequila Sunrise Arrow Kick
Body Elbow

Spinning Sweep

Spinning Sweep Combo
Sidestep Lightning Bolt
Handstand Kick

Welcome

Th rows

Death Valley Bomb
Side Slam

Seesaw Toss
Headlock Back Crusher
Twisted Sister
German Suplex
Calf Branding

Arm Lock Suplex
Waist Suplex

Mad Axes

Cross Arm Suplex
Wild Stallion
Bulldog

lv GB'

YHe

15 S

GV

v

«-HH

-

B

AP

AP

-»>c>&

- >

»> >

> D>d

e

e

NP (o ¥N 8 D)
While rising

While rising %

While rising FH
While rising & & &
While rising & & €
While rising & 2 &
While rising & 203
While rising & € €
While rising < L2EIP
While crouching %
While crouching % &
While crouching % ® %
During sidestep &

During sidestep @
-]

M, M
M, M, M
M, LM
M, L H
M, L L
M, M, M
M, M, L, M

LM
M. M
M, M

ik

10,15
15

28

14

14, 21

14

15

15

15,19
15,19, 26
15,12, 21
15,12, 23
15,12, 10
18,5, 21
18,5,12, 15
20

12

12,15

18, 21
13,18

_M

Launcher

Grumple on Counter Hit
Crumple
Launcher
Knockdown
Knockdown
Knockdown
Launcher
Knockdown
Knockdown
Knockdown
Shifts to sidestep

Launcher

Knockdown

Knockdown

Launcher

Knockdown
Knockdown

Knockdown
Knockdown

Launcher

Approach enemy é{ur - '3>)
Approach enemy 2 (or = )
Approach enemy ¥ ¥ %

Approach from left side 'e’(ur ‘3)
Approach from right side '"P(or ‘3)
Approach from behind e’(nr ‘9}
Approach from behind < (or ‘"':’¢')
Approach enemy &1

Approach enemy M %

Approach enemy ¥ # 4= 5> &
Approach enemy 7 ¥12 &
Approach (crouching enemy) ¥
Approach (crouching enemy) A&/

= f=p o Bt or Bpl x B o o B =

35
10
40
45
50
55
37
35
42
45
40
40

b BB BB

b BB SD S



10 Hit Combo _
 Move Commands ST I R T
%0 Hit Combo 1 BHEEDPHLIBR H,M,M,H LH,M,HLLM 866,666,678, 25 Knockdown ‘
10 Hit Combo 2 SRESPTBOSE H.M,M,H L H,MLMM 86666675530  Knockdown :
*0 Hit Combo 3 LRHAIPPIEIP H,M,M,H,L H MMLM 868686686,7710,25 Knockdown

~ Parly Crasher is what makes Julia really annoying. It ] e The | ightning Bolt is a quick two-hitting combo that is
is a forward lunging punch that knocks the opponent g | very hard fo retaliate against. It is also a great combo
down on any hit. The good part for Julia is that it is = bt ender, and does decent damage. The thing that makes
incredibly safe, and it creates a huge wall stun when i = Lightning Bolt essential is that you can delay the
used in conjunction with a wall. Party Crasher is not i second hit, which will stun on counter hit.
reversible, so vou can do it over and over, and there is : ;
really nothing the opponent can do.

un Cannon i
»  This is Julia's huge launcher when she connects on = 5. This is your high-priority damaging throw. Mad Axes
a counter hit. The best part about the Machine Gun ¥y has a longer throw range than most characters’
Cannon is that when she doesn’t connect with a et special throws have. The best way to use Mad Axes
counter hit, the third hit of this move doesn’t come S is to use a pre-canned string, and then stop the string
. out. That makes the Machine Gun Cannon incredibly s 2 one or two hits in and try for the Mad Axes. This will

safe. You can use it whenever you want, without any ; B keep your opponent on his or her toes, because this
repercussions. throw strikes without warning.

eep Combo ' w Kick
= The Spinning Sweep Combo is her best low option for o Julia’'s new quick low attack is very fast and chips
* cheap and fast damage. It looks like a quick low kick, gb i away at the opponent's health. Use Jamming Low Kick
going into a leaping backwards kick. The Spinning 5 RS Detween your poking strings. The reason this move is
~ Sweep Combo is guaranteed when the first part hits, f B | unique among her other low attacking moves is that
* and it doesn't require a counter hit. Use a ¥ € o hide ; SN she doesn't have to be fully crouching to do it.
the Spinning Sweep Combo, because it is a crouching S
. move and some players might pick up on it.

B
Buffalo Charge is Julia's new three-string combo that ' N — . % This is a move that has a lot of start-up, but it-has
works in very mysterious ways. It is known to be a : __ - several options at the end of it. Julia can either go mid,
great combo ender because of the high damage it : . 2l high, or low. The Deceptive Kick ends Julia's dash with
produces. The second and more important option for w - a turnaround Kick that isn't expected. It's great for that
Buffalo Charge is a combo that works off a ground LB ! last hit, or if you're lucky enough and land a counter
stun hit against the wall. It doesn't look like all three 3 : hit, it will trip them off the ground and you can start
hits should hit, but they certainly do. _ : - acombo.
S kyscraper Kick

The Lashing Arrow used to be a different command, : : ' Fomm—ar =~ This is a very deceptive move that tricks
and it was never useful in a combo. Now, with the new 2D i B your opponent into thinking you're
command, it is ten times easier to put Lashing Arrow i | S crouching to do a low attack. Instead, you
in a combo. This is also a high priority standalone : y A launch them into the air when you stand up.
move that strikes without notice. When Lashing Arrow ¢ 3 The Skyscraper Kick has excellent priority,
hits as a ground hit, you can follow it with Shove It Up : and will stop most other moves from
(= ®) for a quick two-hit combo. s coming out. This will put the opponent

on the ground right in front of you for the
follow-up attack of your choice.
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You can really boil down Julia’s offensive game to two moves where she will be completely
safe and can do a lot of damage in the process. Party Crasher ["‘3"3’) is her bread and
‘Sutter, and often it puts your opponent exactly where they need to be. Characters who like to
=0 fancy poking strings with big holes in them will eat a Machine Gun Cannon (Gﬁé’@"g’)
very often. The best part about the Machine Gun Cannon is that you can perform the full
‘command, but if it doesn't hit on counter hit, the third part (which would be unsafe) won't
come out. Use Party Crasher to get the opponent to the closest wall. Then, when ‘g}u mana e
% get a wall stun with the Party Crasher, wail on them with Buffalo Charge (&

“or a heavy damaging four-hitter. Keep to the safest strategies and you should be fine.

julia Chang vs. Paul Phoenix

ulia has very few weaknesses in Tekken 5. Her only problem is that characters can
‘=destep around her quite easily. She is very linear, but she can attack nonstop with her
=arty Crashers (¢!=’.> '3’}. Julia will have to readjust herself after every move if she
‘Soasn'’t want to be attacked or thrown from the side. She has a lot of strings, but she
‘2oesn't have the standalone damaging moves that her opponents have. She has to rely on
2=tting her opponents to the wall and pummeling them there.

 Julia Chang vs. Wang Jinrei

ulia has an excellent wall game. She can get her opponents to the closest wall off a
=mple launcher, and when they're wall stunned, she can pack a punch with her new
See-hit combo. Buffalo Gharge (% Fe > 93) does excellent damage and can
=t close off the ground when wall stunned. If the opponent tries to quick roll away
‘2nd escape the wall trap, do a Party Crasher (= => '8’) to put them right back into
e wall, where you can get more damage. The Party Crasher is the easiest way to
“=stun them and put them back into your wall trap. Keep doing it as many times as
' takes before you get a wall stun.

ood Match-Ups

Julia Chang vs. Hwoa_féﬁg: '

a is very sirong character to deal with. She is the queen of agaression. She has a few holes
her poking game, and that is where you are going to land all of your damage. Do Party
Crashers (™ > ‘3’) at midrange to force Nina to do something. If Nina gets in close, wait
“or her to do her first poking string. Then sneak in Machine Gun Cannon (CH@’ ®'8’} to
20 huge damage. She will star to play defensively after gefting hit by a few of those. You
‘want her thinking that you will counter hit her every time she tries to poke. Use Mad
Sies (V2 € = D) whenever she isn't on the attack, and you should be somewhat
= control of the match.

2ana has the same attack patterns as her sister Nina, and the same problems.
ana is prone to counter hits when throwing a barrage of attacks at the opponent.
ne’s all about getting the opponent fo the wall and doing mega damage. If you
=cide to take Anna to the wall, make sure she doesn't turn the tables on you
2d combo you into the wall. Stick with Party Crashers (= 5> '3’) and Machine
=un Cannon (CH® 2 ) when in close, to limit yourself to safe moves. Try to
i=2p it short and sweet to minimize chances for Anna to destroy you against
= wall. Keep the battle midscreen and you should be fine.

== is another character with patterns that throw out attacks in succession.
== is also a threat near any walls. Try to keep the match at your pace and
& midscreen. Throw out Party Crashers (™ 5> %) to send Lee flying to
2 ground. Sidewalk, and he will have limited ability to launch you. If you
d him throwing out a barrage of attacks, throw out the first two hits
Machine Gun Cannon (CH®® 2)_ If you are lucky enough to get a
ssunter hit, finish him off with the third hit, and then follow it up with your =
ombo of choice. Keep knocking him down with Party Crashers, watch out Low Punch Parry Low Kick Parry
“or the launchers, and you should be fine.

Il 2252 %8 26 228 ABE >$E DB +DE
nes e




During the King of Iron Fist Tournament 4, Kazuya Mishima, son of
Heihachi Mishima and the one who possesses the devil gene, suffered a
defeat at the hands of Heihachi, and later Jin at Honmaru.

When he finally regained consciousness, he was surrounded by a JACK-4
‘squad.

“G-Corporation! So they plan to take me out, too.”

112

Kazuya teamed with Heihachi to fight off the successive waves
of JACKs, until he saw his chance and left the Honmaru
without Heihachi,

He morphed into a devil and took flight

just as the Honmaru exploded. Kazuya,
determined to exact revenge on those
who betrayed him, decided to enter

,  theKing of Iron Fist Tournament 5.

&

Player 1 Costume

Items
Head

Head - 50's Hairstyle
300,000 G
Both Outfits = No

Head - Windswept Hair
500.000 G
Both Outfits - No

Head — Long Hair
80,000 G
Both Outfits - Yes

‘ﬁ

Head - Devil’s Horns
200,000 G

Both Outiits - No

)
Head - Jin Hairstyle
300,000 G

Both Outfits = No

Player 2 Costume

Face

Face — Eif Ears
200,000 G
Both Outfits - No

L&
Face - Racketeer Glasses
60,000 G

Both Outfits - No

40.000 G
Both Outfits - Yes

-
Face — Third Eye
150,000 G
Both Outfits = No

<

Face - Mustache
120,000 G

Both Outfits = No

Upper Body

Upper Body — G Chain
30,000 G
Both Qutfits — No

L

Upper Body — Yakuza Styfe
150,000 G

Both Qutfits - No

Upper Body — Shoulder
Plates

50,000 G

Both Qutfits - Yes

Upper Body ~ Reaper
Scythe

60.000 G

Both Outfits — No

Upper Body - Devil Wings
500,000 G
Both Outfits - No

Lower Body
=

et
Lower Body - Sneates
60,000 G

Both Outfits — No

N

4
Lower Body - Hanope
120,000 6
Both Outfits - No

Lower Body - Glowes
30,000 G
Both Qutfits - Yes

Lower Body — Pocks
Watch

30,000 G

Both Outfits - No

Lower Body - Dewe 588
60,000 G
Both Outfits - No



Player 1 Colors Player 2 Colors

Color - Black/White Color — White/Black

18,000 G 18,000 G
Color - Red Color - Aed -
80006 8,000 G e
Color - Blue Color - Blue - =S
80006 8,0006 S

Color - Yellow
80006

Colar - Yelfow
8.000 G

Color - Green Color = Grean

00800 000
200 000

8.000 G 8,000 G
Color - Purple Color - Purple
80006 8.0006G
Color - Light Blue Color - Gray
80006 8,000G
Color - Brown Color - Beige
8.000G 80006

Move List
_m_

Flash Punch Combo e D H H,M 5,6, 11 Knockdown S

Lzft Right Combo -Esc.:c H.H 5.8 O
Demon Slayer S d H,H H 58,12 L

Twin Fang Stature Smash Shde H.H. L 5, 8,10

Jemon Backhand Spin & H H 10,12

Front Kick to Jab P H,H = 18,5

Demon Scissors (o] M, M 25,17 Knockdown

Soul Thrust - A& M 30

2ight Splits Kick = <» M 27 Knockdown on Counter Hit
Slorious Demon God Fist - & M 25 Crumple Stun

Soul Annihilator =» & D M, M 25,18 Knockdown

Entrails Smash @ M 15 Stuns

Siaughter Hook e d M, H 15, 11 Knockdown

Siaughter High Kick u &5 M, H 15,10 Launcher

Devastator =D M, M 15,12 Knockdown

anolishing Fist S M 21 Crumple on Counter Hit -8
mpaling Knee P M 17 Crumple on Counter Hit

Tsunami Kick e M, M 10,18

_ion Slayer &= M 23

Siding Low Kick rPp L 12

Stature Smash ¥ L 19

Skull Splitter - M 18 Knockdown on Counter Hit
=zmpaging Demon - D e M, H M 12,12, 22 Knockdown
2emon’s Wrath = Pebir e HH LM 17,10,12,17 Knockdown

Soundhouse - > H 18 Crumple on Counter Hit

_iahtning Uppercut - o ! 40 Knockdown

_ightning Screw Uppercut <ne ! 80 Knockdown

Searing Edge A M 25 Knockdown i
2ising Sun A chip M, L 25,15 Knockdown

=cundhouse to Triple Spin Kick AGHDD ML L L 25,15,12,25 Knockdown

2emon Cutter = o> M 23 Launcher

_zit Splits Kick - M 25 Knockdown

Spinning Backfist =D H 25 Crumple on Counter Hit

Mist Step -

Sising Uppercut - M ® H 23 Launcher
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Dragon Uppercut - M & Knockdown
Hell Lancer - M H 35 Knockdown
Spinning Demon - Ve db LL 15,12 Knockdown
Spinning Demon to Left Hook =» TN de &b LM 1525 Knockdown
Rising Uppercut Lt AN H 23 Launcher
Dragon Uppercut L AN M 29 Knockdown
Hell Lancer - ¥ H 35 Knockdown
Dragon Uppercut to Middle Kick »> ¥ (or * D) B P MM 29,20 Knockdown
Eir:fon CREPISBUIOSHANADLDY, | o T (or > ) BB M. L 43,12 Knockdown
Spinning Demon »> B =k 15,12 Knockdown
Spinning Demon to Left Hook - rdtce LM 15,25 Knockdown
Leaping Sidekick - == P M 30 Knockdown
Demon God Fist While rising & M 25 Crumple Stun
Twin Pistons While rising ®©® M, M 10,15 Launcher
Tsunami Kick While rising e s ) M, M 13,18

Tombstone Crusher While crouching 1 & M 23 Knockdown
Jaw Breaker During sidestep & H 18 Knockdown
Oni Stomp (While enemy is down) ¥ < L 21 e

10 Hit Combos
v foomma o e e e O

10 Hit Combo 1 > AHESDGaDOD H H HHMMLHMM 786761155830
10 Hit Combo 2 PP AEBEESELHBPD® HHHHMMLLM! 786,76 11,5525, 30
10 Hit Combo 3 P Y T T T T H,H, M, L, M, M, L, M, ! 7,8,7,10,12,7,5,25,30

Th rows

_m = Notes
Double Face Kick Approach enemy % (or ¥ %) &
Hip Throw Approach enemy 2 (or > <) H o *
Steel Pedal Drop Approach from left side & (or ) H 40 ©
Skull Smash Approach from right side % (or ) H 40 &
Reverse Neck Throw Approach from behind %°(or ) H 50 =
Stonehead Approach enemy = => H 35 &
Ultimate Tackle ¥ ori2)® M 5 &
Ultimate Punch During tackle ® € S & D 25 Sor

Gates of Hell Approach enemy W% ¥ 1 & H 40 &




Top Ten List

Rlsmg Uppercut

v===== The Rising Uppercut (* **¥X¥) is one of

8 Kazuya's best moves. It launches the opponent
into the air for one of many damaging jugales. It is
very fast and powerful, and it has a completely safe
recovery time when blocked.

Twin Pistons
S e, Kazuya's Twin Pistons is one of his best moves coming

out of a crouching position. This move is best used
when punishing an unsafe low move. It inflicts decent
damage and launches the opponent for a combo.

Spmmng Demon to Left Hook

The second part of this move is a new addition to
Tekken 5 and will mix up many continuing Tekken
players. This move works very well in juggles as a
combo ender. It is also useful to mix up this move
with the low version.

> A INS R

Stature Smash

e, The Stature Smash is one of Kazuya's best low moves.
It's a good move to take that last little bit of energy off
the opponent's life bar in a moment of suspense. It
also has a rather long range, and it's a nice move if an
opponent misses an attack.

Rampagmg Demon

Kazuya’s Rampaging Demon, also new to Tekken 5,
is the best juggle ender he has. It deals lots of damage
and looks very stylish. The last hit of the string puts
the opponent into a stun, which can be followed up
with a combo.

Flash Punch Combo

T W The Flash Punch Combo (B S D) is a quick and

.y powerful string that can be used to punish an enemy’s
move. It can also interrupt a wide variety of mid or
high moves. Since the last hit pushes the opponent
= back, it is a very good string to use near a wall,
Lol Tl o because damaging wall combos can follow.

Jaw Breaker

Kazuya's Jaw Breaker is a fantastic move you can use
to catch frequent pokers. It avoids most right-hand
jabs and a lot of non-tracking moves. A hit with this
can also be followed up by a quick Demon Scissor.

Tsunami Kick

: : Tsunami Kick is a quick, mid poking move. This is
best used only with the first hit, unless it's used as a
punisher for low moves or whiffed moves. Also good
for ending juggle combos.

Gates of Hell :
This is Kazuya's new throw move. It is best used for
punishing a low move or when ducking a high move.
This move leaves the opponent on the ground facing
away, so there are many potential openings for setting
up the enemy for a damaging combo.

<k

Fllght Spllts chk

Kazuya's Right Splits Kick (= <) is avery
good, damaging move. It knocks 27 points
of damage off the opponent’s bar, and if
they crouch against it, they are stunned
for a long time. During that time, a wide
variety of moves are guaranteed, such as
Kazuya's Tsunami Kick (% & <),
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Combo _3
Combo 4

Parry Follow-Ups

Low Punch Parry

Low Kick Parry

el -~




Bad Match-Ups

®azuya's general strategy is based around power moves, and e . :
Kazuya Mishima vs. Nina Williams

&5 most effective strategy is based around walls. Many of his
strings and juggles hit the opponent far away, and that is useful
%r getting to the wall. Kazuya relies heavily on quick power
=aves, and he can be both a good defensive and offensive
sharacter. His Rising Uppercut (= 77 ¥<1<%) interrupts high
2nd mid attacks and punishes whiffed moves. Many of his
“agles off his combo launchers will lead to almost 50% combeos, and can be followed with
=ix-ups that will leave the opponent confused. Most of Kazuya's strength lies in his ability to
“uaale. He is one of the characters with the most juggle opportunities in the game, and many

o fiis moves lead to one. Kazuya Mishima vs. Bryan Fury

Nina is a horrible match versus Kazuya. Many of her moves are faster than Kazuya's, and she
will chip away at your health. Her throws lead to many set-ups and can be very dangerous,
because many of Kazuya’s moves have a rather slow recovery. The only way 1o get inis to
have a lot of good mid/low mix-ups and to interrupt Nina's attacks. Kazuya's Twin Pistons
(WR= ’*.'P) is a interrupting move if you anticipate a high string or a slow, low move. A well-
timed Demon God Fist (WR<) will track a sidestep-happy Nina and put her into a stun.

Bryan is also a less than fair match-up. He has a very quick jab, and also a punch:parry that
can lead to very damaging set-ups. Again, since most of Kazuya's good, quick moves include
a punch, Kazuya can have a difficult time against a non-aggressive player. He will have to rely
on throws and kick mix-ups, including Spinning Demon (> "-'3% 4 <») Right Splits Kick

(= ), and Tsunami Kick (% < <®). Twin Pistons (WR®> <) is good, but it may not be
ideal against many of Bryan’s low, long-range kick moves.

" Snce Kazuya has a wide variety of power moves, they are also
~=ther slow in recovering. Free hits are guaranteed after almost all
= his moves. Since his moves are relatively quick fo start, make
*=ure that you are 3@ g to hit the opponent. Other than his Rising

in
Sovercut (P 7 ¥R and Twin Pistons (WR€ ), Kazuya

=cks a good guick combo launcher. Mainly he has to rely on his Kazuya Mishima vs. Steve Fox

=uick power moves, which can leave him very open if it whiffs or the opponent sidesteps it.

==ying a good defense is an essential part of using this character. If you do not have a solid Steve is one of Kazuya's worst match-ups. It is very difficult forﬁKazu.%a to get around
“=fense, you won't be very effective with Kazuya. someone who is constantly abusing Steve’s British Edge Combo {'5“9‘- > ) and stance

moves. If Kazuya plays agaressively versus an aggressive Steve, it is a very difficult match.
Many of Steve’s moves go “under” Kazuya's moves, and also take more priority. Steve also
has a punch parry where he can get guaranteed hits, which hurts Kazuya because many of

“Most of his moves knock the opponent far back, and alse give a wall his good, quick moves are punch moves.

. when close to a wall. Kazuya's Right Splits Kick (= <) is great
===r a wall stun. It slams the opponent to the ground, and a Oni Stomp
= guaranteed. I you think an enemy is going to get up, Tsunami Kick
% ) will hit them and slam them back to the ground, and then
can throw out more follow-ups. Since most characters fear a mid
‘=ove to the wall (which can put them into a wall stun), there is a lot
¥ pressure. You can mix up a throw with Kazuya's Right Splits Kick (= ). Following that, his
Sevastator (M © = ®) or Slaughter High Kick (™ € ) will be guaranteed, putting them into a
wall stun.

ood Match-Ups

= you know Hwoarang’s strings, you can easily interrupt a high part of the string with Kazuya's Twin
=stons (’NR'@—‘@). Sidestepping counterclockwise and interrupting moves is a good strategy. Many of
~woarang's attacks are mix-ups of high, mid, and low attacks. Your best bet is to back off so that you're
.t of reach, and when he sticks ouf an attack, use a quick move that will counter hit.

7 has a lot of openings in his moves that you can punish with either Kazuya's Flash Punch Combo
Fé@g&or his Rising Uppercut (= 3 #51%). When blocking Jin's Lunging Low Roundhouse Kick
= - 451 Kazuya can either stun with a Demon God Fist (WR) or juggle with a hop kick (% 7<),

hias many string that can be ducked and punished, such as Switch Blade () and the second part of
il Intent (& = S S D)

Sruce is a rather good match against Kazuya. If you find a Bruce player who constantly abuses the Bruce Rush
e é"g’), all Kazuya has to do is sidestep clockwise, execute a quick Rising Uppercut (=~ =8 ANl ‘3“'),
Bruce will be in the air. A lot of Bruce’s moves have a rather slow recovery time, so Kazuya's Flash Punch
mbo (€ € %) will be guaranteed. Many of Bruce's moves are most effective within a close range, so if
s pressure him with a lot Tsunami Kicks (™ ¥ ) and Rising Uppercuts (= < ¥1®), it shouldn't
a difficult match-up. [




After defeating Craig Marduk in the King of Iron Fist
Tournament 4 and avenging the death of his master, King, a
masked pro wrestler who inherited the spirit of two champions,
headed toward Marduk’s hospital room to put an end to everything
by killing him. Before he could deliver the finishing blow, King realized
the foolishness of his desire for vengeance and walked away.

Upon returning home, King heard that Marduk, wearing a black jaguar
mask, had declared his desire for a revenge match.

“| will not stand by and allow my mentor's name to
be disgraced!”

o King decided to face Marduk at the King of Iron Fist
'Y Tournament 5.

Player 1 Costume

Items
Head

Head - Fangs Head - Black Horns Upper Body ~ Lower Body =
120,000 G 200,000 G Bamboo Sward Leg-warmers
Both Outfits = No Both Outfits — No 60,000 G 150,000 G

Both Qutfits — No Both Outfits - Ne

5 % 1 ,

‘ : i Head - Lion's Mane Head - Crown Lower Body ~
N 60,000 G 300,000 G 200,000 G Pointed Boots
o Both Outfits - No Both Qutfits - No Both Outfits - No 30,000 G

Both Qutfits - Na

Head - Silver Mask Head - Armor King Mask Upper Body - iron Chain Lower Body -
300,000 G 500,000 G 40,0006 Championship B8
Both Qutfits - No Both Qutfits — No Both Qutfits — Yes 80,000 G

Both Qutfits - Yes

Head - Cartoon Mask Head — Whiskers Upper Body - Lowesr Body - Spi#

500,000 G 30,000 G Missionary Collar 150,000 G

Both Outfits = No Both Qutfits - Yes 60,000 G Both Outfits = No
Both Outfits — No

i
. -
"l =
Head = Red Mohavk Upper Body — Sombrero Lower Body -
120,000 6 900,000 6 60,000 G Bat with Nails
Both Qutits - No Both Outfits - Yes Both Outits - No 30,600 G

Both Qutfits - Mo



=zlm Attack
2zlm Strike to Head Jammer

2zim Strike to Jumping Power
Somb

#zIm Attack to Uppercut

=zim Upper to Suplex

=alm Upper to Jumping Power
Bomb

22b Uppercut
==ad Spinner
~zquar Step
=guar Step to Elbow
_zguar Step to High Kick
~Jzguar Step to Mid Kick
Moonsault Body Press
Solling Elbow Rush
=ront Kick
ant Kick to DDT
=olling Sobat
f&adow Lariat
Zzguar Lariat
Bady Check
Shoulder Tackle
‘Show Sting
Smashing Hook
“Lass0 Kick
Low Kick
ankensteiner
<=0 Uppercut
- Corporate Elbow
S=gger Kick
“St=2gger Kicks (During Counter)
S=2gger Kick Spinning Uppercut
‘Crouching Low Kick

Low Drop Kick

@
Lisk.o: 4
Lk k)
@
SESHED
Lottt X
S
&

@

B
P
PuD
@
»>bpd
=»> P

= % guring hit %
= 5>

- &

=»> Shold
- &

- P

R R
<

§ P

w
P
Vet

L L
Yoo
VP HHD
Yo

| 42
&

Color - Light Blue

Color - Lime Green

Player 1 Colors

18,0006

b‘o-‘ar-.‘?ad
80006

Color - Blue
8,000 G

Colar - Yellow
8,0006G

Color - Green
8,0006

e eel

0

&
&

80006

Color - Purple
8,000 G

&
|
y

.

SRR

80006

H,H
H,H.H

H H M
H HH
H H, M. H
H H M M
H M

= T =

M, M

M, H

L

SMm

SM, M

M

165 (3

Ly L GIL C
LM

2

L

&
&
2
s
&
=

Pt

6,15

Player

16,000 G

Color - Red
8,0006

Colgr - Blue
8,000G

Colar - Yellow
8.000G

Color - Green
8,000 G

Calor - Brown
8,0006G

Color - Purple
8,000G

Color - Light Blue

80006

6,15,30
6,15,45
6,15,10
6, 15, 10, 40

6, 15,10, 45

10,12
18, 21

15
35
23
25

14, 16, 21

18
18,20
23

25

50

21

40
15,12
12
17,15
15
15,30
5,13
21
14,7,7
16,7,5
10,10
17

16

4,3

Color - Black/White

Ends with a throw

Ends with a crouching throw
o

Ends with a throw

Ends with a crouching throw

Knockdown

Knockdown on Counter Hit
Knockdown
Knockdown

Knockdown

Stagger on Counter Hit
Staggers

Knockdown

Knockdown

Knockdown

Knockdown

Knockdown

Knockdown Left or Back side
only
Knockdown

Knockdown on Counter Hit

Knockdown




Quick Hook

~ Sidewinder

Straight Arrow

Toll Kick
Disgraceful Kick
Water Parting Chop
Falling Heel Kick
Capital Punishment
Burning Knuckle
 Neck Cutter Kick

- High Elbow Drop
Jaguar Straight
Rolling Elbow
Clothesline Combo
Konvict Kick
Konvict Kick to DDT
Flying Cross Chop
Exploder

Diving Body Press
Stomach Smash
Lay Off

Jumping Knee
Black Bomb
Running Exploder
Crouching Uppercut
Snap Uppercut
Body Blow

Leg Breaker

Jaguar Thrust
Deadly Boomerang
Atomic Blaster
Blind Kick

10 Hit Combo 1
10 Hit Combo 2
10 Hit Combo 3
10 Hit Combo 4
10 Hit Combo 5

Straight Arrow to V Driver

Blind Kick to Neck Breaker

-
D

+ ol

+ Snog ¥

P

=

L

AP

A&

# Sholg

Ap

A

- > e

»>>b

»>o>d e

-5

During Counter Hit = &>
-

> >

>

=

== rd

b g AT

= St

> = = P

While rising @

While rising %

While crouching ad
While crouching % €
During sidestep &
During sidestep @
Back towards enemy %
Back towards enemy e
When Blind Kick hits €

'Hitﬁéwoms??

CPREEIFIHEP

CORELEHHIHD
CEREPTIIOP
SEREHHIEER
CLOEPPIPDS

= j=d = [ad e U T S
=

=X

LT Ee T iEE RS IE S IE R s T 2T X 2w 2T 2l T

= = -

HHMMHLLLMM
HHMMHLLLM
HH M MHMLLMM
H, H M, M, H M, L LM, M
HH M MHMLLL

30,45

28,20
15
25
30

37
28
40
20

23
21
22
54
50
15
15,20

6,15,10,6,6,5,5,5,7. 21
6.15,10,6,6,5,5,5,7, 16
6,15.10,6,8,10,5,5,7, 21
6,15,10,6,8,10,5,5,7, 16
6,15,10,6,8,10,5, 5, 6,30

Stuns on Counter Hit

-
Knockdown on Counter

Ends in a Crouching throw

Knockdown

Knockdown
Staggers

Knockdown

Knockdown

Knockdown

Knockdown

Knockdown

Knockdown

Knockdown
Knockdown
Knockdown
Knockdown

Knockdown

Knockdown
Crumple on Counter Hit

Knockdown

Knockdown/Launches o5
Counter Hit

Knockdown
Knockdown
Launcher
Crumple Stun
Knockdown
Staggers

Knockdown

Knockdown

Knockdown

Knockdown

Knockdown

Knockdown

Knockdown

Knockdown




Winding Nut
Suplex
2rgentina Backbreaker

‘nee Crusher
=zif Boston Crab
‘Cabra Twist
Stretch Buster
umping Power Bomb
W Driver
Whip
‘Tcuble Heel Hold
L= Screw
Utimate Tackle

amate Punch

Cross Arm Lock
mm Twist
L =g Cross Hold
Sireich Combo
~=gure Four Leg Lock
{22 Bash
Wuscle Buster
Dothesline Press
ombstone Piledriver
: Swing

ahawk
oulder Cracker
i g Avay
2d Bomber

‘Sgure Four Leg Lock

e Over

'ng Tearer
2 Boston Crab

tame| Clutch

& Arrow Stretch Hold

ow Away

0w Away Feint

aw Away Knockdown
wow and Destroy

= Around

& Driver

2.0le Arm Face Buster
=ton Crab

:2ck Backbreaker
Bguar Driver

=-Air Leg Cross Hold
=-Air Leg Screw

S.~ning Jaguar Bomb

Approach enemy @(ur = f‘]
Approach enemy ® (or = )

Approach from left side 'ﬁ:{or ‘3']

Approach from right side Q’(or ‘3')
Approach from behind % (or = %)
Approach from behind % (or > )

Approach from behind *= 5> %

Approach (crouching enemy) e
Approach (crouching enemy) &
Time with enemy right punch F %

Time with enemy left kick<® &

Time with enemy right kick <@

While crouching %

During tackie ®H & &S
During tackle ®

During Cross Arm Lock 2
During tackle

During Leg Cross hold L2
Approach enemy L2 %
Approach enemy g
Approach enemy ¥ #<2 &
Approach enemy # ¥ 2 &
Approach enemy ¥ &> &

Approach enemy >+ ¥ ¥ N> &

> =B

(Enemy on back) by the head < ¥ % (or ¥ )
(Enemy on back) by the feet 7.7 # % (or # <)
(Enemy on back) by the fest w2

(Enemy on back) by the feet TTL2 B

(Enemy on back) by enemy’s side e (or
®

g
(Enemy face down) by the head 5% {or
"4 ]

)

(Enemy face down) by the feet 77 # % (or # )
(Enemy face down) from the left o (or
'

)

(Enemy face down) from the right 77 # % (or
I &

)
Approach enemy¢' L2

Approach enemy < & €
Approach ensmy‘c:' &h
Approach enemy <@ & @
Approach enemy<:3 ad
Approach enemy ¥ M =>
During Pile Driver ¥ %
During Pile Driver Lty

During Stomach Smash Counter Hit #

During Stomach Smash Counter Hit Sl ok )
Approach Mid-Air enemy % (or = %)

Approach Mid-Air enemy < (or = &)

Approach Mid-Air enemy = 4= # ¥ % => &

= (=] = &= = = 2 e e

g g foml gw gm w pEl  mlom GEEL X

= = =

=

£ &£ X X X X T

L X

35

35
40
42
60

75
45
45
30
25
25

25
25
10
20
30
40
40
50
45
58
65
40
28
30
33
33

30
30

35

37

€
&

.y
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gﬁ Double Heel Hold
{ Flapjack
Giant Swing
_ Standing Heel Hold Combo
" Standing Heel Hold
5 - Indian Death Lock
King's Bridge
STFE
Scorpion Death Lock
Arm Breaker Combo

Arm Breaker
Triple Arm Breaker
Head Jammer
Struggle Combination
Chicken Wing Face Lock
Dragon Sleeper Finish
Rolling Death Cradle

Reverse Arm Slam Combo
Reverse Arm Slam
Backdrop
German Suplex
Power Bomb
Giant Swing

Muscle Buster

Reverse Special Stretch Bomb
Combo

Reverse Special Stretch Bomb
Reverse Special Stretch Bomb
Cannonball Buster

Manhattan Drop

Victory Bomb

Giant Swing

Muscle Buster

Cannonball Buster

Mexican Magma Drive 1
Cobra Clutch
Flinging half Nelson
Sleeper
Triple Trouble
Human Necktie

Mexican Magma Drive 2
Cobra Clutch
Cobra Twist
Reverse DDT
Reverse Special Stretch Bomb
Samurai Rock
Backdrop
Sol Naciente

Burning Hammer

Screwdriver

Approach Mid-Air enemy ¥ % (or ¥ )

During Double Heel Hold Ll

During Double Heel Hold SEPH
Standing Heel Hold Combo

Approach enemy > Yr ¥ 1P

During Standing Heel Hold Lot

During Indian Death Lock epadPp

During Standing Heel Hold ¥ & ®

During Standing Heel Hold % & & €
Arm Breaker Combo

Approach enemy = 7 ¥ 1 €

During Arm Breaker ¥ %

During Arm Breaker ® & <&

During head Jammer < < < &

During Arm Breaker ® % ¢

During Chicken Wing Face lock 77 2 & P &
During Chicken Wing Face lock 3% ¥ @ > & ¢

Reverse Arm Slam Combo
Approach enemy > 3 % (or )
During Reverse Arm Slam & % &
During Backdrop & %

During German Suplex L
During Power Bomb & ® & &

During Power Bomb @ ® & @
Reverse Special Stretch Bomb Combo

Approach enemy = £1 &
Approach (crouching enemy) % &1 &

During Reverse Special Stretch Bomb 7 & &

During Cannonball Buster *HO
During manhattan Drop ® & @ &
During Victory Bomp & & @ &
During Victory Bomb % €& @ €

During sidestep 4 T—‘%’{musl grab enemy from side 4

or back)

Approach enemy % € (or @ ¥)
During Cobra Clutch & & &
During Cobra Clutch & % €
During Sleeper © € &

During Sleeper @@

Approach enemy P € (or P )
During Cobra Clutch € & &
During Cobra Twist & © % (or S €y

During Reverse DDT doHd ¢’(or Sed 9)

During Reverse DDT EPed

During Reverse Special Stretch Bomb & %
During Backdrop LHS P

During Backdrop ® ® @ € (or B B,

[grciaggugrg rammer BPee P




ching Low Kick

Elbow Rush

 King's new chest bump-like move is a mid hitting

One of King’s new attacks is a low lunging kick to his
opponent’s legs. This move is very deceptive, because
it can reach farther than all of his other quick low
attacks. King is at the advantage if the move hits, and
it can lead fo some devastating mix-ups. After this
mave lands on normal hit, a While Rising left punch or
right kick cannot be interrupted. On counter hit, King
can combo the opponent for more damage. Great for
initiating offense or as a defensive tool, this is one of
King’s best new additions.

Another new move for King, this one leads to some
of his most damaging options. The move is done
from the fully crouching position and can be mixed
up with his other fully crouched moves for maximum
effectiveness. On normal hit and counter hit, it stuns
the opponent, giving a free grounded throw attempt or
an option to do a combo after the stun. Both options
yield very damaging results. The move is fairly quick
and relatively safe for the amount of damage it can
dish out.

King now has a solid combo ender, as well as a new
tool for adding more mix-ups to his poking game.
After a launch, King can use this move to smash the
opponent to the ground for some great damage. As
a poke by itself, it can be very deceptive. The move
hits high, high, and mid, and you can cancel the last
hit of the string by holding<" on the controller. This
makes King spin, and you can choose your option
from there.

option that is completely safe on block and gives
King huge advantage on hit. You have a multitude
of options after the move hits. You can be safe and
watch what your opponent does, or you can mix up
King’s strong mid moves with throws or low attacks.
The Body Check is also a guaranteed follow-up after a
successful kick low parry. Range is the only thing that
this move is lacking, but smart players will know the
range of this move and use it to their advantage.

King's best poke to apply pressure on the opponent is
his Elbow Sting. The move can be delayed to bait your
opponent into thinking that it has stopped, only to hit
them unexpectedly. It is also a great tool for picking
people up off the ground, and it can guarantee better
wake-up opportunities by causing King’s opponent to
stay on the ground.

Screw/Double Heel Hold

 King's best anti-high move at close range. It is perfect

_against people who like to jab to pressure you. It has
‘good range and is completely safe on block. Use this

as a defensive tool or a quick interrupter.

King’'s command throw, the Giant Swing, is by far one

: ‘of the best throws in the game. It's one of the fastest

throws and also one of the most damaging. If your
back is to a wall, King can do about 50% damage by
successfully landing this throw. It's so flexible that you
can input it while doing other moves, and it comes out
almost seamlessly after certain pokes.

The Toll Kick is one of King's best juggle finishers
and punishers. When used in juggles, the opponent
cannot quick roll and is forced into a running mix-up
from King as they are pushed far away. It is also one of

- the best ranged punisher moves, if a move is blocked

or the opponent misses.

One of King's best low moves is where e dropkicks

toward his opponent’s foot. The move is safe against
most attacks on block, because King falls to the
ground. When the move connects, King can mix up
gither his Leg Breaker (WC™ #) and his Body Blow
(WE B for some huge follow-ups.

King is lucky enough to have two reversals
that cannot be chickened (a reverse-
reversal). * ® is a kick reversal that
parries all mid/high kicks. Depending
on which limb the opponent uses, King
does a different reversal. When reversing
a right leg, King can follow up with his
ground throw (% after a successful right
leg reversal) for extra damage. King's
punch parry only works on right punches,
or punches that lead out with the right
hand. It can't be chickened, and it makes
the opponent think twice about throwing
certain punch attacks at you.
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| . Bad Match-Ups

53 has a pro wrestling background, so naturally he has
& of the strongest throw selections of all the characters
Tekken 5. He has a throw for almost every situation. , : : § S
.+ majority of King's moves do very good damage. He Nina can apply pressure up close safely, and can mix up her mlgmow strings easily. lt_s a c_nurel to guess
¢ among the strongest jabs in the game, in terms of against her, because she can attack relentlessly and safely. King has to be very patient in this match-

He has very good up-close options against his - up and take every guaranteed attack he can get. Nina is very evasive and can avoid most of King's
. and he has a good balance of ranged attacks to close in Dn hls ideal range. basic attacks from either close or mid range. King has to pick his shots well.

deal range is within throw range. Once he is there, the opporient should fear the
cause he has so many of them. That's where King's other moves. reaily‘ shine.
Ibow Sting (‘l ® ‘3’) and Jab Uppemul (‘3’ ‘3-“} are excaltentad\rancmg moves
Steve is another character who can destroy King up close. Being a boxer, Steve is all about
punching and can deal huge damage at both close and mid range. He can punish most of King's
; mid range attacks and interrupt a lot of his moves. Steve’s speed and safety make him a difficult
faste cha:aciers Mix up throws lhat have different Bscapes. His throws doa decent fight for King.

‘of damage, and they can add up quickly. Learn his multi-throw combinations. They

= lly decimate any opponent who doesn't know how to escape them. They are very.good

ng can: ta_nd the initial grab, because most of his muiti throws have different options for

Eps. Ling's natural ability to evade moves is a problem for King. Her Phoenix can avoid a lot of

King's mid hitting pokes and his throw attempts. Like the Nina and Steve fights, King has
to wait patiently and pick his shots accordingly.

: 2 solid anti- hrgh move. This is very hard against characters like Nina
 Steve, who have a strong jab game. King has fo be solid defensively,
must 'nlsh and duck at the nght hme Against players wha play Gefenswefy and hold back the

% is best near walls. He can inflict a lot of damage by knocking his

ment into a wall. He can also throw his opponent into a wall with
ant Swing (> + 2 ¥ %= ©) eading to an easy 50% damage.
& wall stuns, King can set up his Moonsault Body Press () for
== guaranteed damage. Also, King can jab the opponent in the air and
hem to hit the wall. Then he can end with one of his stronger moves,

1as Shoulder Tackle (> ).

 lp. close. At mid range, King can dominate with ranged throws and a sman apphcat:un
Sting (% %) and Crouching Low Kick (# ). King can totally control the flow of
h, because the majority of Jin's moves are easy to avoid at mid range.

: g is one of the best pressure characters in the game. He has a huge array of
lhat can destroy most opponents. He has fast jabs and a kick reversal that will make
ang think twice about applying pressure with his Kicks.

ng awaited match-up, this turns out to be one of King's best fights. Marduk is
aracter who excels at mid range fighting. However, King can use this to

age because he has faster close range pokes. King can attack and poke
ad fo his advantage playing deferrswely and conservatively up close. Jab -
2101 [‘5’ yand Jab Uppercut (¥ © %) are key here.

Parry Follow-Ups |

& Low Punch Parry Low Kick Parry
. X . — - . : .

125




Aliiiid, (uydl Pl Ul FGiiattil, dilaily abUiiipisiicu s Joal OF Geicduily Fdul i e ning of
Iron Fist Tournament 4. However, Kuma's happiness was brought to an abrupt end with the
death of his master Heihachi. Kuma lived in sorrow over Heihachi’s death, but upon seeing
the uncertainty surrounding the Mishima Zaibatsu, Kuma realized that saving it would be the
ultimate display of loyalty to his deceased master.

The chaos at Mishima Zaibatsu had already subsided when Kuma arrived, and he was thrown
out of the building by security. Kuma had no choice but to return to the mountains.

When the Mishima Zaibatsu announced the King of Iron Fist 5, Kuma decided he would enter
the tournament and take back the Mishima Zaibatsu.

g

L

Panda

Fighting Style / Heihachi Style Advanced Ku
Country of Origin / Japan (Kuma) / Ci

Head — Baseball Cap
200,000 G
Both Qutfits — No

Head — Mohawk

150,000 G
Both Qutfits - No

2

Head — Bird’s Nest
50,000 G
Both Outfits - Yes

Head - Party Hat
150,000 G
Both Outfits - No

200,000 G
Both Outfits = No

Face - Muzzle
120,000 6
Both Outfits - No

Face — Cool Shades
60,000 G
Both Guifits — No

Face — Sunglasses
40,000 G
Both Outfits - Yes

Blushed Cheeks
500,000 G
Both Qutfits - No

300,000 6
Both Outfits — No

Upper Body - Unic:
60,000 G
Both Outfits — No

Upper Body — Salmon
300,000 G
Both Outfits — No

oy

-

Upper Body - Paws
80,000 G
Both Outfits — Yes

Upper Body -
Bamboo Leaves
60,000 G

Both Qutfits = No

0.000 G
Both Qutfits — No

Lower Body - Innee S
500,000 G
Both Qutfits - No

Lower Body — Honss
30,000 G
Both Outfits — No

Lower Body ~
Glowing Anklets
30,000 G

Both Outfits —

Both Outfits - Ne

Lower Bogy -
Tail Ribbon
30,000 G

Both Outfits = Ne



S==r Hammer

&= tlbow Smash

Weple Hammer
Surting
Bl Bear Claw

Sear Claw

@e=r Fling

B==r Tackle
=wicking Bear
#usting Hip Smash

sumting to Roll Over
Santing to Play Dead
Sumting to Standing

== Rolling Kick

B==t Roll
Bating

=—=f Cannon
isebic Claw

sussing Uppercut L
Su=ning Uppercut R

== Headbutt

S

met Sweep

St Smash

= | ariat

Se=r Pump in Pedal
=== Stamp

BEachy Claw

=lail Kick

S Sear Attack

Move List
_m_“‘%

I—.
& dd
&& S
>

During Hunting e
During Hunting 3
During Hunting L
During Hunting @
During Hunting e
During Hunting *= P
During Hunting #‘:nr "f‘]
During Hunting @
During Hunting 1
During Hunting = *=*
During Forward Roll
During Forward Rall @
During Forward Roll %
During Forward Roll 2
During Forward Roll &
During Forward Roll @
= o e e

-> &

M ad
NGl o

LR

o

During Sit €

During Sit &

e

¥ 5

Aol

<= &

-

A

Player 1 Colors

Color - Yellow
8,000G

Cofor - Green
8.000G

Color — Red
8,000 G

Color - Orange
8,000 G

Color - Pink
80006

Color - Light Bluve
8.000G

Cofor — Brown
80006

H, H M
H, M, M
M, M, M

L L
M
M
M

H. M, M

M, M, M, M
M, M, M, M

M, M
M

Color~Black 7\

18,0006 -

Player 2 Colors

N  Color— White
18,000 G

Colar - Red
8.000G

Color - Blue
8,000 6

Color — Yellow

8,000 G
. Color - Green
! '}':“."Ef 8,000 G

Color— Orange
8,000 G

Cofor — Purple
8,000 G

Color - Pink
8,000G

16,15, 18 Knockdown
10,12, 20 Launcher
17,11,9 Knockdown
8,12

16 Knockdown
24 Launcher

21 Knockdown
22

28 Knockdown
21 Launcher 5
21 Knockdown
28 * Knockdown
35 Launcher
10,5, 14 Launcher

22 Crumple Stun
8,11,10,15 Launcher on Counter Hit
10,10, 6 Launcher

14

16 Knockdown
18 Launcher

12

15

13

50 Knockdown
10,15 Staggers

28 Staggers
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Pancake Press Knockdown on Counter Hit
Bear Double Hop Kick Combo F q‘.b@ & M, M, M 13,9, 11 Knockdown
Demon Uppercut - o> M 22 Launcher
Fatal Wind L k- ! 200

Salmon Hunter - =P L 30 Knockdown
Grizzly Claw S ol Ak M 40 Knockdown
Rolling Bear kL AR TN E ¥ M 40 Launcher
Killing Uppercut While rising M 12 Launcher
Killing Uppercut Grizzly Claw While rising ¥ & M. M 12,28 Knockdown
Double Hammer While rising ® % M, M 21,11 Knockdown
Hammer Rush 1 High While crouching % & € &> & L L MMH 12,8,12,12,12

Hammer Rush 1 Mid While crouching & & & & € L L MMM 12,8,12,12,15

Hammer Rush 1 Low While crouching aaadla L, LM, M, L 12,8,12,12,8

Hammer Rush 2 High While crouching 21 & d> & M, M, H 15,12,12

Hammer Rush 2 Mid While crouching & © $N & M, M, M 15,12, 15
Hammer Rush 2 Low While crouching &1 & & & M, M, L 15,12,8
Hammer Rush 3 High While crouching & &> & M. H 10, 12
Hammer Rush 3 Mid While crouching &1 B & M, M 15,10
Hammer Rush 3 Low While crouching & &0 & M, L 10,8
Triple Uppercut Right While crouching & € & M, M, M 15,10, 15
Windmill Punch While crouching ¥ ®# & & & M, H, M 12,12,15 Knockdown
Bear Butterfly While down (facing down ) L 15

Bear Backstroke While down facing up % M 21

Get Up Punch While down facing up ¥ € M 12

Dance With Me (While enemy is down) 5 L! 20, 60
You're Welcome @

10 Hlt Combo
_m Notes

While crouching

10 Hit Combo 1 yEredsdddadd M H ML MMMLLM 10,12, 6,5, 6,6, 4,6, 6, 21 Launcher

10 Hit Combo 2 i e Lo PN M,H, M, LM 10,12,6,5,6,7,7,6,21,24  Launcher
Throws .

Bear's Bite Approach enemy % (or = %) H ®

Bear Hug Approach enemy “® (or = ) H 35 &

Bear Slam Approach from left side % (or ) H 50 @

Choke Slam Approach from right side % (or ) H 40 &

Swing Swung Approach from behind % (or ) H 70 =

Headbutt Approach enemy = 5> € H 40 &

Rock ‘n Roll Circus Approach enemy > % ¥ ¢ D> & H 50 L2

Bear Toss While Hunting = # H 30 &




This is one of Kuma's new attacks, which is very \ (= Thls is Kuma's quick mid range aftack. Affer it hits,
- similar to Heihachi's move from Tekken 4. On hit e sither  or a Demon Uppercut (™= ®) are
‘and block, it forces the enemy to crouch. It hits mid  § . : guaranteed after.

and is an excellent spacing tool to set up a long-range ~ + % ' 6 e

throw.

This is a great anti-high attack maneuver. It's very & B This headbutt allows for a huge advantage on hit. It's
qguick and can be used as a great mix-up with Kuma's . great for a throw or mid mix-up. On block, it causes
‘Rushing Uppercut R (% @). They look similar on 3 =) = W guard stun on the opponent. Great for more mix-ups.
startup. The range is very good on this move, and you 2 ' 3

ean throw it out guickly when in jab/throw range.

In this new mid option from Hunting Kuma Stance, 3 : ‘Kuma's best punisher for blocking low moves or
Kuma lunges forward and pushes back the enemy _ ducking under high moves is the Killing Uppercut.

| both on hit and block. ! AN After successfully landing this move, you can juggle
== 7  the opponent witha &, , * for good damage and
 great wake-up options afterwards.

A
- Kuma’sjabis very fast, and on Counter Hit it guarantees o % This move is a quick low kick to the opponent's‘legs.
the full = © € % string for a free juggle. { It has deceptive range and is pretty safe on block. Try
& | mixing it up close with other quick mid moves, such

¥ s Rising Uppercut R (% &)

'.I_(;_!_ma launches the opponent very high for a juggle
i 'and does huge damage. A possible combo afterward

B is # ® and then his Bear Double Hop Kick Combo
(19,9, 9

When in Sit Stance, % hits grounded and
low. You can jump into sit by doing Kuma's
Pancake Press (# @'}, and then input ®
After knocking the opponent down on the
ground, a successful jumping sit grants
the sitting
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Strengths Bad Matchups

suma has great keep-away factics in Tekken 5.
The ™ % jab is still very good for playing the
-1ge game. Long-range throws have huge reach.
ew quick lows like Bear Pump in Pedal (¥ %)
"ﬂ Bear Lariat (¥ C’“') complement Kuma’s game
.o close. Rushing Uppercut R (M ) and & <
are very effective this time around, thanks to the
new game system. Kuma can now lay down on the floor and play keep-away.
gainst characters who have weak moves that hit grounded, Kuma can stay on the
Soor and wait for the opponent to come up to him. Kuma has tons of new options

Nina Williams vs. Kuma

Nina gives Kuma a tough time, even an agagressive one. She has moves than can hit Kuma out of
Hunting Stance, and she has amazing wake-up games after that. Since her jabs are as fast as Kuma’s,
you have to be extra careful when dealing with her. Her best range is up close, and Kuma doesn't
really have much that can deal with her. Smart application of Bear Lariat (" =) and ™ £ are
required here. Also know when to punish that blocked or parried low move.

shile grounded, and can surprise anyone who tries to attack you while you are Steve Fox vs. Kuma

arounded. Kuma also has tons of new options from both Sit and Hunting Kuma Stance.

Mixing things up properly and efficiently makes Kuma a worthy adversary. Kuma has a This is another uphill battle. Kuma has a hard time against this powerhouse, in.almost the
setter time against aggressive opponents. If you pay attention to your opponent’s move same way as versus Nina. The jab speeds make all the difference, and Steve can out-jab a
aroperties, Kuma can easily adjust and use his tools to defeat the opponent. For example, lot of Kuma’s moves. Again, be ready with your anti=high moves and play safe.

you can easily defeat a jab-happy player with either Bear Lariat or the Hunting Stance.
<uma is best played defensively, because he has a solution for almost every playing style.

Weaknesses Paul Phoenix vs. Kuma

Paul can destroy his opposition in seconds. At mid range, Paul can inflict tons of
damage and has excellent mix-ups. Kuma can barely reach and punish-Paul, so you
have to be extra careful to not miss an attack.

fuma lacks huge damaging juggles, except from his Demon Uppercut

»> o> ?'). You have to work hard to get a launch if you're not in
siose range. Range is another problem Kuma has. It's hard to get in
sose if the opponent is playing defensively. There is no threatening
ow or mid move that's scary enough to avoid. Throwing is one of his
2est options, but both of Kuma's command throws have limited range.
suma primarily has a hard time versus opponents who use ranged
sttacks and stay out of range of his best moves. Just play safe as well,
and wait for an opening.

Wall Strategy

*uma has good mix-ups at the wall and can keep an opponent guessing.
When the opponent hits the wall, the first hit of the Triple Hammer ("a")
s a good option. Alter it slaps the opponent to the fioor a good mix-
W0 is Bear Lariat (® *} and Rushing Uppercut R {\ ) or a throw.
Tne possibilities are endless. Just stay close and keep the mix-up to your
advantage.

Good Match-Ups

Kuma vs. Jin Kazama

Jin's pokes are strong, but Kuma can hit between them with = €. Kuma's range game is good
;amsi Jin, using a good mix-up of throws, = % and Bear Lariat (i' "‘} and the occasional
2emon Uppercut (™ => ). Jin's poking game is neutralized by Kuma’s ability to go into Hunting
stance. :

Kuma vs. Lei Wulong

%uma has a good time against Lei. Rushing Uppercut R (% %) can handle the majority of Lei's
stances, and = % can hit Lei out of his rush pokes. Kuma can punish Lei’s sweeping attacks with
WS moves and other mix-ups. While keeping away from Lei, Kuma can inflict good damage. &
nrks very well against Lei's lay-down style. He has many tools to punish Lei on the floor, mc!udmg
Demon Uppercut (™ 5> ), Bear Double Hop Kick Combo (# ), Bear Lariat (¥ ), and
more.

Kuma vs. Hwoarang

=woarang is a pressure-style character. This makes the match-up more natural for Kuma,
secause he can deal with pressure better than defensive-style play. = € is an excellent
move agamst Hwoarang. If done at the right time, Kuma will get a CH G-Clef Cannon
= &2 &> &) and it will lead to good damage.
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Fightmg Style / Martsal Arts
Country of Ongln f Japan

Player 2 Costume

Upper Body

Head — Hair Extensions Face - Sunglasses Upper Body —
150,000 G 200,000 G Electric Guitar
Both Outfits — No Both Outfits - No 500,000 G

Both Outfits - No

Head - Ten-Gallon Hat Face - Earring Upper Body - Elbow Pads
300,000 G 30,000 G 60,0006
Both Qutfits - No Both Outfits - No Both Outfits - No

Head — Rocker Hairstyle Face — Masquerade Upper Body - Emblem
50,000 G 80,000 G 30,000 G
Both Qutfits - Yes Both Outfits - Yes Both Outfits - Yes

-
Head — Violet Hair Face - Glasses Upper Body — Jet Pack
150,000 G 60,000 G 500,000 G

Both Qutfits — No Both Qutfits ~ No Both Outlits - No

8)

e
Head - Silk Hat Face — Butterfly Mask Upper Body -
200,000 G 120,000 G Shoulder Pads
Both Outfits - No Both Outfits - No 300,000 G
Both Outfits - No

Alternale Costume

Lower Bod

Lower Body —
Dual Revolvers
120,000 6

Both Outfits = No

Lower Body — Bangs
60,000 G
Both Gutfits - No

Lower Body - Rapies
40.000 G
Both Outfits - Yes

Lower Body —
Magic Wand
60,000 G

Both Outfits - No

Lower Body — Shaker
30,000 G
Both Outfits - No



_=ft Right Combo
=it Right Combo to Revolution

Zwei

_=ft Right Mid Kick
L=t Right Max Mid

=it Right Combo to Mist Step
- Sight Cross to Revolution Zwei
=ammer Kick Combo
- Spinning Hammer Kick

Soin Kick Somersault Comba
- Machinegun Kicks

=22 Somersault
 Srouette Punch
- S=volution Zwei
Amd Storm

Sitver Wﬁip
Esi Step

Sway
Saredder Kick Combo High
Shredder Kick Combo Mid
 Shredder Kick Combo Low
L=e Left Middle Kick
| ront Kick

Silver Low
;EShin to Head Kick

Shin to Spinning Hammer Kick

- =nin 1o Spin Kick Somersault
“Combo
_zser Edge Machine Gun Kick

 ~=ser Edge Lee Somersault
_zser Edge Kick Combo

- Siver Cyclone
Sump Kick

Dzath Touch
Triple Fang

f]'riple Fang to Hitman

Trple Fang to Mist Step

SEHEP
L

L T
S hm
HEP
TP
EE
DG
G

=X =2

L3

> EP
> CPeTee
> &
=3¢

During Mist Step *= <

> i pdd
> rpiampch
> e
P

@

¥

Ve
iR ol
s B
Vo iaad
Vot P
Toadd
e

o

2 & (44 1 cancel)
eSS
-BRPp

- S

Colar — Black/White

Color - Yellow

Color — Green

Color— Light Blue

Color — Purple

Player 1 Colors

18,000 G

Color - Red
8,000G

Color - Blue

8.000G

8.0006G

80006

8.0006G

8.0006G

L B 1 1)
200 000

Colar = Dark Yeliow

80006

T [ S
<& H, H

H H M, H
H H M
H H M
H H

H, M, H
H M
HHM
HHM
H HH

H M

M

M, H
M, M, H HHH
H

M, M, H
M. M, M
M, M, L

L.H
LHHM
L,H H M
LHHH
LH M
LLLM

H, M, H
H M

Player 2 Colors

18,000 G

Color - Red
80006

Color - Blug
80006

8,000 G

8,000 G

Color - Pium
8,000 6

Color - Gray
80006

Color — Sea Green

80006

5,10

5,10, 14, 23
5,10, 10
5,10, 22
5,10

10, 14,23
14,15
16,12,15
16,12,25
16,6, 8
16,35

21

14,23
4,4,6,8,10,14
13

20,15, 25
20,15, 15
20,15, 15
18

15

14

7.16
7.16.12,15
7,16,12,25
7.16.6,8
7,16, 30
7.8,5 21
80

16

10, 70
8,8,15
8,8

Color - Black/White

Color - Yellow

Color = Green

T R T

Knockdown -l | 3

Shifts to Mist Step
Knockdown
Knockdown
Knockdown

Knockdown

Knockdown

Knockdown

Knockdown

Knockdown *
Knockdown

Knockdown
Knockdown

Shifts to Hitman

Shifts to Mist Step
133



Mist Kick

Mist Wolf Combination <= Qa & M, H 18, 18 -

Trick Kick «[$P] H 18 _

Silver Heel - & M 22 Launches on Counter Hit

Quick Silver Sting A H 20 Knockdown g

Silver Arrow A M 15 Launcher

Silver Sting AP M 30 Knockdown

Puise Blast - M 28 Knockdown 3

Deadly Edge - > H 22

Lee Cutter =<de H 23 Knockdown

Blazing Kick Y M 22 Launcher

Lee Sliding - = g L 15 Knockdown

Back Handspring to Hitman == 0 Shifts to Hitman

Infinite Kick Chain 1 While rising SPUPH S M, M, L, M, M, M... 10,17, 8,10, 10, 10... Infinite :

Infinite Kick Chain 2 While rising @ @R S F M, M, M, H, M, M... 10, 17,10, 10, 10, 10... Infinite

Low Variation During Infinite Kick Chain TP M, M LM ML... 10,17, 8,10,10,10... Infinite

High Variation During Infinite Kick Chain 1 <53 MM, LM M M. 10,17, 8,10,15... Infinite

Silver Tail While crouching % & L 18

Fake While crouching & & ]

Catapult Kick Low While crouching # < M 25 Launcher =

Catapult Kick High While crouching &7 & M 30 Knockdown

Catapult Drop While crouching &7 & M 30 Knockdown

Sliding While crouching % ¥ L 17 Knockdown

Rear Cross Punch During sidestep H 17

Right Cross to Mist Step During sidestep & = 3¢ H 17 Shifts to Mist Step

Lee Screw Left During (right) sidestep % H 35 Knockdown

Lee Screw Right During (left) sidestep < H 30 Knockdown

Mist lilusion Time with enemy punch *= € varies varies varies
Hitman Stance

Hitman

Freaker Jab During Hitman € H 15

Freaker Jab Rush During Hitman € & & € H,H HH 15,12,12,12

Striker Kick During Hitman [ €] M 21 Knockdown

Scatter BLow During Hitman & M 23 Launcher

Scatter Kick During Hitman ¥ H.L 21,13 Knockdown

Shin Slicer During Hitman L 22 Knockdown

Mist lllusion During Hitman %

Silver Slash During Hitman # & M 30 Knockdown

10 Hit Combos

10 Hit Combo WIS EPPHHHE M,H, M, H H L HHHM 10,56,576,7,7,10,25  Knockdown

) |

ey
13




Throws
_mm

. Forearm Drop Approach enemy % (or = %) H £

Axle Throw Approach enemy <®(or > <*) H & &

_ee Harassment Approach from left side % (or ) H 10 b

Lee Stunner Approach from right side '&(ur ‘3".1 H & %

Face Crusher Approach from behind e’(or ‘3'] H - 7

Xnee Drive Approach enemy = 5> @ H 29 ©

Scatter Kick Throw During Hitman % H 4 e -~
- Mist Trap Throw <= [ @ ](when hit or quarded) H 8 &

Another one of Lee's launchers, this move is
completely safe. However, the range is not that good.
- It goes under high moves, giving you a chance to dish
out some good damage. This is more of a close-range
= attack. [t is also good for punishing missed moves.

~ This is more of a close range attack that is alse-good
for punishing missed moves.

_ One of Lee's new attacks, a lunging mid-kick, is
~ extremely good. It is completely safe, so do not be
- afraid to use it. It is very good as a defensive tool, and
it’s a good offense starter. This is one of Lee’s best
- overall moves.

‘Another new move, this helps you get out of high
attack strings. Lee does a quick spin, ending with
a low kick. The move is fairly fast, and it's a good
- way to apply pressure while going on the offensive.
It is relatively safe, considering that the damage you
receive is about the same damage you deal if it hits.

One of Lee's best overall moves, it launches on counter
hit and crouching opponenis. This move is completely
safe, and it's good for applying pressure. The damage
dealt after a counter hit and/or crouching hit makes it
one of the most damaging juggle starters for Lee.

. This is yet another new move added to Lee's attack
- arsenal. Lee lunges forward, does a quick ducking
- motion, and ends with a high kick. This kick can
. interrupt high moves, leading to big damage. On
‘counter hit, this move creates a crumple stun, giving
you the opporiunity to juggle your opponent. The
‘move is safe and is a good addition to Lee’s defensive
game.

This is one of the best pressure initiators Lee has.
It is not completely safe, but it's extremely fast. For
example, you can do Pulse Blast (= =:>Q>) and then
run up and L A1) right after. The move is pretty hard to
block due to its guickness. You can also contmue the
kick by huldlng and hitting T < <

= Lee's best move for going under high attacks.
Blazing Kick leads to the best overall juggle damage
Lee can deal. Blazing Kick is not safe, though it may
sometimes be risky to use, the damage that it can deal
is extremely good.

- Lee’s main launcher, this is good for retaliating against
‘missed attacks and/or opponents who like to crouch.
‘The move is not safe, but the damage that you can
dish out after a successful hit is very rewarding. You
can deal a significant amount of damage with just one
launcher.

This is a very good string. If the initial jab hits, the
- rest of the string is guaranteed. Lots of the damage
you deal may come from this move alone. It is not
‘completely safe, but the reward is better than the risk.
- There is a delayed version of the move that makes it
completely safe, but it's not guaranteed if the first jab
hits.

A good low attack, this guarantees a low
get-up kick, leading to a decent amount of
damage. It is fairly safe to use, because
~ . it leaves you grounded. It is yet another
__. good pressure weapon.







: stmngths ligin }us pokes and wall 0s. Lef: Right Mid
(B +isa good source of damage Lee's throws are
: . His Knee D w (5> ) will give you a
54 50/50 mlx-up mr e:ther another ’rhrow or mid move if they.
alow move it they stay grounded A wail combo can
22 t very damaging results, When the opponent hits the wall : 3T
sur best move is Spin Kick Somersault Combo (=* % ). This alone can end with 60-80%
juggles. Try your best to poke mid and low. Pulse Blast (™ => %), Left Right Mid
&) silver Low (¥ %), and Laser Edge Kick (¥ %) will be your main sources of
king. When using Lee, your objective is to make your opponent crouch, allowing you to land
sful launcher. For that to happen, use low moves and throws. If you catch your opponant
ng, a well -timed Silver Arrow (# ), Silver Heel (* ), Pulse Blast (*=> %), or
Kick (¥ A4 @} will lead to a lot of damage. Basically, try your best to make your opponent
and retaliate with a well-timed Silver Arrow, Silver Heel (€ ‘3'). Pulse Blast, or Blazing Kick
). Do not he afraid to throw. It's the best way to make someone erouch.

strong low move. Many of his lows deal fittle damage, so throws

hes come in handy. Lee also does not have a good source of

ves. Most of his moves track to one side, so it is refatively easy
ik or sidestep around him.

est near the walls. A wall stun fo Spin Kick Somersault Combo
does a lot of damage. Against the wall, Pulse Blasts (> @),

: ‘g‘el o the wall and end your ;uggle with a Spin Kick Somersault Combo
* 5299 pylse Blast (== %) will stun at the wall, guaranteeing you
i Somersault Combo. Quick Upper (WR=), Left Right Mid Kick
- a guaranteed combo that will keep your opponent against the
Gelt the wall as much as pessible, and end your juggles or wall stuns

Spin Kick Somersault Gombo (& ¥ ).

is a slow character. Use Pulse Blast (™ 5> %) and Silver Arrow (® ©*) a lof against JACK.
only punish Silver Arrow with a standing jab, which does not do a lot of damage. Pulse Blast
Ea’} gives you a good dlslance against most of his moves. Silver Arrow ( ‘ﬁ'} will beat
% which JACK-5 players enjoy using. Expect a lot of throws from JACK-5, and punish them

‘z:‘% JACK-5's ngm Upper N & s ot safe if blocked, so punish it with Left Right Mid

' 'h_er close-range character. He can close the gap with Knee Sicer ("
<®). If you block either one, you get WR < %, You can Blazing Kick (
s Vale Tudo Stance. Be careful against Low Jabs {*

Bhbing a let, !_Jecaus_a Annihilator Hammer ( # &) yifl beat out a jab string.

can pumsh just ahﬂut all of Raven’s gl}od moves. If Lee blocks Quicksand (hl =»>
Silver Arrow (¥ ‘3'} is guaranteed. If Shinobi Cyclone (¥ <®) is blocked, Silver
x ‘9) is guaranteed. One launch is all Lee needs to do 50% or more damage onan
ent. Rising Uppercut (WR ) can be punished with Left Right Mid Kicks (> &%),
en's Sudden Strike (™ 5> ) can be punished with Left Right Mid Kicks. Many of
aven's moves leave him open for free damage.

can be. spaced out with well- lIITIEd Pulse Blasts (= 5> %), throws, and low moves. Marduk
‘3') and Shin Breaker
) Marduk while
).lts a clnse-range move, so if you
duk come in for an attack, use Pulse Blast (™ > %) to knock him back a bit. Stay away from

Bad Match-Ups

Lee vs.Steve Fox

Steve has very quick punches, so it is very hard for Lee to get in to attack.Left Right Left
(¥ <& ) and Uppercut Cross Combo (% <) keep Lee away from attacking. What
you can do is use Silver Low (l' C?) to beat out jabs. Play defensively and as safe as
possible. Mix up Pulse Blasts ("‘"—"3“"} and lows. Use Silver Arrow .(, > ) and
Blazing Kick (¥ *# <*) only if you know it will hit. Right Upper (% "t'-*’} will go under
jabs, so use it against Left Right Left and any other jab string.

Lee vs. Bryan Fury

Bryan has lots of good lows and mids. The only highs that most Bryan players
will use are Left nght Combos ("J'"") Mach Breaker throws (= 5> € 2 ’), and Jet
Uppercuts (= *+ e *). Bryan is a relatively safe attacker. Lee cannot punish most of
his moves unless they miss. Play as safe as you can, and use the occasional Silver
Heel (* ), Silver Arrow (® <*), Blazing Kick to launch. Right Upper (% &)
will go under most of the highs. Use Pulse Blast (= 5> %°) to space yourself out.
Throws will help you the most against Bryan.

Lee vs. Lei Wulong

Lee lacks moves that will hit grounded opponents. Lei can play .dead (‘T}}
leaving him grounded. There aren’t mang moves Lee can use to punish this. The
best ones to use are his Silver Low (¥ =”) and Bump Kick (¥ ‘5'} Lei does not

have many moves that leave him vulnerable to attacks. You can puniish # >
(low sweep) with WR® . You can punish # < (hop kick) with a Left Right
Mid Kicks {'* dpy Play it safe against Lei, and take your freg-hits. Use
Sliding (WC™ "931‘“'“) if Lei plays dead from far away. Go on the offensive,
and use throws as much as possible.

T, Mist Stepf
ot



Super detective Lei Wulong once again made headlines after arresting

several members of the Syndicate at the close of the King of Iron Fist :
Tournament 4. e I
Lei soon became interested in a string of attacks on martial afns fraining halls

throughout China and started an investigation: into the matter. Among the

victims were several renowned Kung Fu masters who Lei knew personally.
Lei poured all of his effort info the investigation, but the aftacks stopped
abruptly and the trail went cold. S

One day Lei received a report that several

similar attacks had occurred on dojos  Fighting Style / Five Form-h
in Japan. Lei began to suspect that the i =

events were linked, and CouUNtry of Origin / China

.2 that the perpetrator

would surely be at

the King of Iron Fist

Tournament 5.

L

‘.I‘ F
S

Player 1 Costume Player 2 Costume

Items

Head Lower Bod

)

wer Body — Sa
E 30,000 G
Both Outfits — No

K

Head - Slicked Back Hair Face - Bandanna Upper Body — Rare Sword Lower Body — Go
120,000 60,000 G 60,000 G 2000006
Both Outfits — No Both Outfits — No Both Outfits - No Both Otifits = e

‘ e . A
Head - Natural Hairsiyle Face - Giasses Lower Body — Fa
80,000 G 50,000 G 40,000 G 30,0006
Both Ouffits - Yes Both Outfits — Yes Both Qutfits — Yes Both Qutfits -

Head - Hat ace - Sunglasses Upper Body - No Necktie
500,000 G 150,000 G 120,000 G
Both Qutfits — No Both Outfits - No Both Outfits - No

e

-r L

P
%

£ sad — Po Face - Bandage [ ly — Ba
: h Both Qutfits - No oth Outf ‘ Both Outfits - ke
i .

»—



Move List
Serpent Strike

Left Right Punch

High and Low Kicks

- Tornado Kick

Clean Sweep

Lift Up Cannon

Hook Punch to Spinning Back Blow
Hook Punch to Spiral Uppercut
Axis Shifting Tornado Kick
Zeating Kick Mid Combo
Beating Kick Low Combo

Twin Snake Strikes

Tiger Fang

Drunken Master Walk
Drunken Tiger Lash

Drunken Rapid Fists

Drunken Fox Kick
Drunken Fox Combo
Drunken Tiger Kick
Tiger Sip

Staggering Slide

Low Kick

&&

&P

S

(@8]

(S 9]
(SB1$$
&8

&8

-> [ @3]
SHBEBS
SHBSBP
-e

e

Master Walk

>
During Drunken Master Walk L3

During Drunken Master Walk S P (or During
sidestep ‘3”5’}

During Drunken Master Walk @
During Drunken Master Walk PB
During Drunken Master Walk ]
During Drunken Master Walk 2
During Drunken Master Walk &

A&

Player 1 Colors

Color— Black/White
18,000 G

Color - Red
8.0006G

Color - Blue
8,000 6

Color - Yellow

80006

Color— Green

8,000G

Color — Brown

8,000 G

Color - Purple

8,000G

Color - Sea Green

8,000G

H,H
H H
HL
M

M
LLM
H,H
H M

H, M, M, M, M
H M, M M, L
H.H

-Play.er 2 Colors

Color — Black/White
18,000 G

Caolor - Red
8,000G

Color - Blue
8,000 G

Color - Yellow
80006

Color— Green
8,000 G

Color — Brown
80006

o® 80U

Color - Light Blue
80006

Color - Pink
8,000 G

[ Vot e e e

55

5,12

28,17

30

25

7,724

18,18

18, 24

30
30,12,12,8,15
30,12,12,8,12
13,10

21

Knockdown

Knockdown

Knockdown

Launcher

Knockdown on Counter Hit
Knockdown

Knockdown

Knockdown

Knockdown on Counter Hit

Staggers on hit

A,
R T e T

Knockdown

Knockdown on Counter Hit

Launcher
Restores 10 points of Health
Knockdown

Hold ¥ after kick to shift to
Snake Stance



lay Dead

Play Dead

Spring Kick

Leaping Double Slicer
Roll Over to Sidewind
Spring Up

Rave Spin

Scythe Kick

Cannonball

During Play Dead (head first) @
During Play Dead (head first) P
During Play Dead e

During Play Dead (feet first) @

¥ e

-

*«&

Phoenix lllusion

Phoenix lllusion

Phoenix Strike
Hopping Phoenix
Tornado Kick

Hopping Crane Kick
Falling Tree

Comet Kick

One Two Kick Mid
One Two Kick Low
Defense Breaker
Razor Rush Mid Kick
Razor Rush Low Kick
Rush Combo Mid Kick
Rush Combo Low Kick
Wolf Strike

Wolf Strike to Snake Bite Combo
Mauling Dragon
Reverse Lotus
Floating Lotus
Turbulent Winds
Drunken Tiger Lash
Jumping Kick

Snake Palm Fist

Crane Cannon

Falling Blade
Razor Rush Snake

Razor Rush Dragon

Razor Rush Panther
Razor Rush Tiger
Razor Rush Mid Kick Crane

Beating Kick Mid Combo Grane

During Phoenix lllusion

During Phoenix lllusion & & % %
During Phoenix lllusion **
P

B

A ph

» e

- ple

(While enemy is guarding) = T $ S S &
> TEDEDD

»> bbb

> T HHEDHdD

> HBEBHTS

e Lotk
>RSP P

> >

- >

> >

> D>HPp

==

- P

During sidestep €

During sidestep <

During sidestep ¥

= 57 then 4 (or ¥)

»> TS then ¢ (or ¥)

2T EEE e 4 (o b

> TR ED e b (or ¥
> TRLRBD oyt (or ¥)
> DPDBEDD ey 4 (o ¥)

_m

M

M

M

M

M, M. M

H, M

H L

H, M, M, M
M, M, M, M, M
M, M, M, M, L
H M, M, H M
H, M, M, H, L
H, M, M, M, L
HMMMLLM
M

M

M, H

H H

= = T =

M, M, M

M, M, M, M
M, M, M, M, M
H, M. M, M, M

21
72

10, 21
18

g S S

10,16, 8
35,20
35,10

7,7.5,3,12
7,7.5,3,12
15,12,5,17, 20
15,12,5,17, 10
15,12,5,10,15
15,12,5,10,7,7, 24
21

20 P

20,22
21, 21

7.7

7.7.5
9,7,53
7,7,5,8,12
30,12, 12, 8,15

Launcher -

Knockdown

Knockdown

Knockdown

Knockdown on Counter 42

Notes

Knockdown
Knockdown
Knockdown
Launcher on Counter Hit

Knockdown
Knockdown

Knockdown

Knockdown
Knockdown on Counter Hit
Knockdown

Knockdown

Launcher
Launcher
Launcher
Knockdown
Knockdown
Knockdown
Knockdown
Staggers on Hit

Launcher

Knockdown, Shiits to Back
Turn

Ends with a sidestep in eithe
direction

Ends with a sidestep in eithes
direction

Ends with a sidestep in eitses
direction
Ends with a sidestep in eithes
direction
Sidesteps in Crane stance

Knockdown, Sidesteps in
Crane Stance




B ake Stanee | ' -
_mm

% (or During sidestep )

Snake Bites During Snake & & & M, M, L 15,10, 15

Aushing Snake During Snake € © & H.H, H,H,H 13,10,8,6,5

Aattlesnake During Snake ¥ M 30 Launcher
Snake Low Kick During Snake & L 1"

Snake Bite Combo During Snake ®H S P @ MMLLM 15,10,7,7,24 Launcher
Angry Viper During Snake % M 25 Knockdown

Sragon During Snake *

Sragon Roar During Dragon ¥ M 18 Knockdown

Dragon Spark During Dragon *® M 32 Knockdown

Dragon’s Tail During Dragon & % e 28, 17 Knockdown

Oragon’s Fang Attack During Dragon @ € & H M, M, H 15, 12, 5, 17 Knockdown
ush Combo Mid Kick During Dragon @ € & & H M, M, H, M 15, 12, 5, 17, 20 Knockdown

Sush Combo Low Kick During Dragon @ & & P H M, M H L 15, 12, 5, 17, 10 Knockdown

e -

=anther During Snake +

Panther’s Paw During Panther & M 21 Launcher
Panther's Scratch During Panther [ ] L H 10,19 Knockdown
Zanther's Tail During Panther ¥ L 18 s e

Beating Kick Mid Combo During Panther @ & & b H, M, M, M, M 26,12,12,8,15 Knockdown
Beating Kick Low Combo During Panther @ € &S @ H, M, M, M, L 26,12,12,8,12 Knockdown

—_—

"

Tiger During Dragon *

Tiger's Strike During Tiger € M 22

Tiger's Claw During Tiger & M 28 Staggers on Hit
Tiger's Tail During Tiger & L 12 Knockdown
Tiger Kick During Tiger & H 32 Knockdown
Razor Rush During Tiger ¥ €2 &S b H, M, M, M, M, M 32,7,7,5,3,12

Tiger Kick to Razor Low During Tiger ¥ © S & & P H, M, M, M, M, L 32,7,7,5,3,12
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Crane During Panther ¥

* Crane's Bi During Crane € 32 Knockdown

B . Spins your opponent
Wing of Crane During Crane & 30 backwards on hit

Crane Dance During Crane @ @& @ LM, 21,10,10, 15 Launcher
Crane Kick During Crane <® 20 Knockdown

-

Leaping Crane During Crane & <0 25 Launcher

_

- Back Turn

Spinning Back Blow During Back Turn €& 12

Low Back Spin During Back Turn ¥ 8 Knockdown
Reverse Uppercut During Back Turn 20 Launcher
Reverse Kick During Back Turn <® 18

Reverse Double Slicer During Back Turn ¥ @ S8 10,35 Knockdown
Falling Tree During Back Turn & & 15

Flit Flip Fiop During Back Turn ® ® @@ ' 15, 15, 15 Knockdown

* Sidewind
Sliding Kick During Sidewind (Head first) [ %] Knockdown
Clean Sweep During Sidewind (Feet first) [ &°] Knockdown
Low Kick to Play Dead During Sidewind (Feet first) [ ] Knockdown

Play Dead During Sidewind %
Bicycle Kicks During Sidewind & ; ; Knockdown

10 Hit Combo 1 HH LM MMHMMH 587896,610.6,630 Knockdown
- 10 Hit Combo 2 “ HHLMMMHMLH 587896,6,10,6,7,24 Knockdown
10 Hit Combo 3 iz ¢ H H LM MMLLM 58,7,8,9,10,11,12, 21 Launcher

MM

.~ Double Foot Stomp Approach enemy ¥ (or ** %)
35
40
40
50
35
38
33

- Sleeper Hold Approach enemy 2 (or = )
Sailboat Stretch Approach from left side % (or )
Closing Fan Approach from right side % (or <)
Windmill Approach from behind % (or ®)
Dragon Falls Approach enemy?ﬂ &
Tripping Approach enemy > =>
Out of Control During Dragon L33 (or During Snake 'e’]

o e ) i e i ) B o~ i s




“The Razor Rush (= 37 9% € ®) can be used as
a good pressure move to help close the gap between
you and your opponent. You can end this with either
a mid kick, low kick, or stop short, with the option to
enter one of your stances. Each punch and the mid
kick of the Razor Rush are also delayable. This can
be used to bait an opponent into thinking that your
rush is already over, only to move in and get hit by the
rest of it. Beware of using this versus opponents who
know how to sidestep and can avoid getting hit by the
rest of the attack.

% This isa new mid attack that can go into Tiger Stance
B afterward. This is unsafe on block, because you and
your opponent will both recover crouching, and your
opponent will recover faster than you do. If you go
into Tiger Stance afterward, however, holding forward
for the High/Mid Parry makes you less vulnerable to
any retaliatory While Rising attacks. When used as a
combo ender, it slams your opponent to the ground
in front of you, setting up for Tiger Stance wake-up
optiens. Follow-ups can be a low Tiger & sweep, a
safe mid Tiger ®, or skipping Tiger Stance altogether
and running in for regular wake-up options.

Whether your opponent is crouching or standing,
this move will bounce hit, giving Lei a free juggle
opportunity. On block, however, your opponent
- recovers before you do and is given a free While
Rising atfack. So it's not safe to just throw this out all
the time. Only use it versus opponents who are always
ducking, or those in low stances like Xiaoyu. This also
- tracks well versus opponents who are always moving
around by swaying, sidestepping, or backdashing,
because they can't biock while they're doing it.

> In this aftack you dash forward, closing the gap
between you and your opponent. On hit, this launches
your opponent high, allowing for larger, more
damaging juggles. On block, the kick is also safe, but
keep in mind not to tap Back (to block) until after the
animation of the attack. Otherwise you'll end up in an
unsafe back-turned position. The full (= => % <)
can be used to catch opponents who quick roll back
to get up from the ground. However, try not to get into
the habit of using Reverse Lotus all the time, unless
it's part of a juggle. If the first kick launches, the
second kick whiffs, and you've lost a free opportunity
for juggle damage.

If the first hit hits on counter hit, a full Rush Combo
(FrBPRDD) s guaranteed. On block and
regular hit, however, seasoned opponents can see a
full Wolf Fang Rush coming, duck the second kick,
and hit you with a free While Rising attack. It's best to
use only the first two hits of the Wolf Fang Rush, and
complete it only when you know the first hit is counter
hit. You'll know that if the first two hits hit deep with
no problem. The first two hits serve as a nice, fast
two-hit poke that also happens to be safe on block.

This is your most common launcher. With the new
Jump Status system in Tekken 5, the Hop Kick is
better than ever having priority over any low attacks
your opponent may throw out at you. If you see an
attack where you recognize that the next hit will be
low. it's almost guaranteed as a free launch. If you
-block one of your opponent’s bigger attacks that has
© them end at a disadvantage while close to you, the
* Hop Kick also serves nicely as a punisher. This is also
* your quickest and best attack after any low parry.

= The basic ™ ®* is a safe, quick mid poke that has
longer range than the regular ™ . This is good
‘when you want to do a quick mid poke but don't want
@l 0 be up close and in harm’s way. This can be used
to interrupt an attack, or when you're running in for
a wake-up. On block, you're still in a good position
because you end far away from your opponent. This
can also be used to bait your opponent into a long-
range throw if they try to move in afterward. _ -

The Scythe Kick is a nice defensive mid attack. On
fit, it will knock your opponent down, and on block,
it'll still leave you in a good position as you're “back-
- flipping" away from your opponent. This can be used
- when an opponent is rushing in and you need some
= room to breathe. You can also use it offensively when
you're rushing in for a wake-up. You can go into Crane
Stance afterward.

This is a great low poke, and you can go into Snake -*
@ Stance afterward. With the new Crouch Status system
- in Tekken 5, the Low Kick will have priority.over
any high attacks, making it a perfect option versus
| opponents who like to use a lot of high attack strings.
Going into Snake Stance afterward is safe also,
- because you can block any high or mid attacks by

* holding back while in the stance. Follow-up options
are your regular Snake Stance attacks, another low
poke (which will also benefit from the Crouch Status
- system) by using Snake Stance & or a sidestep to
. getinto Panther or Dragon Stance.

This is good when used up close and
versus opponents who like to use a lot of
linear attacks. The sidestep itself can be
used to avoid an incoming attack. On hit,
the kick will launch your opponent, even if
he or she is crouching, giving you another
juggle opportunity. On block, the kick is
safe too, because you recover fast and can
block any attacks afterward.
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Parry Follow-Ups

Low Punch Parry Low Kick Parry




Strengths

WNeaknesses

' wall Strategy

Lei Wulong vs. Jin Kazama

blé Leg Take Down

ow attack is blocked or a high attack is ducked, it can give Jin

i) and juggle opportunity. The Low Kick [" ‘9‘}, however, is

§Using his parry a lot, mix up your attacks with throw attempt

Shattacks will be high or mid, so try to joit his rhythm by using your

Parry and Tiger Stance High/Mid Parry. If Jin likes to use the Evil Intent

&), note that you can now duck the second hit and sidestep-right«the third for a

@'Crane Cannon (SS#®). Keep a logkout for any low attacks Jin may throw out at you, like
By Left Jab to Left Low Kick (42 ¥ %), :

er even match-up. The key is to plgg very defensively and don't give Lee an
o juggle you. Lee's Silver Arrow (# %*) is one of his most common launchers.
i that it, and other special jumping attacks, cannot be parried with the Tiger Stance
rry, so don't try it. Instead, block mid and Hop Kick (# <) to puriisht his missed
of Lee’s attacks are also very linear. You can rush in and use the Crane Cannon
poke against him. Whenever you see Lee enter Hitman Stance, don't panic and
He can’t move forward in his stance like you can. Let him come to you, and take

5 a very tricky character, and she's one of your hardest match-ups. Her constant

Blind and dropping into Phoenix H’ 4} can make it very hard to hit her. Playing
St one of your best options here. Her Phoenix can dodge a lot of stuff, including
dttacks like Left Upper (% '@') and Toe Kick (™ ‘ﬁ'). To play against tﬁj__s_cyou can

5ky Mauling Dragon (= 5> ), because it slams downward and will bounce hit her

BB enix. She’s always in a low stance, whether it's Phoenix or crouching, sg risky low
S are where you're going to do damage. Be aware that a blocked low attack can give her
fle Rising attacks, including a launcher. To play against her, you really need to turtle and
fttacking aggressively. Since she can dance circles around you, any whiffed attack can

d world of pain.
a

arang is another tricky character, and he can be hard to keep down if he gets a good flow
ping. If he's rushing in, Lei has few options to get out of it. Most, if not all, of Hwoarang’s
attacks are kicks, rendering Lei’s Drunken Punch Parry nearfy useless. Hwoarang’s mid low
strings also make it hard for Lei to safely drop to the ground without getting hit by fow kicks.
Hwoarang also has a large number of attacks that hit and/or pick up grounded opponents,
making Lei’s unique grounded attacks a risky option. With all of this in mind, you should try to
play very simply and don’t overreact whenever you're knocked to the ground. Alternatively, you
can try a flurry of attacks, so that you gain a good flow instead of him.

A

A is devastating. If she ends her combos with her Blaze Stinger (# ) her wake-up gam
ually in her favor. Try to recognize what follow-up she will do afterward, and decidewhether
hould stay down to avoid a relaunch hit, or get up to block a mid ground-hitting attack
ke her Skull Splitter (*= = ) or Leaping Axe Kick (4 #®). With Nina’s high damage juggles
and traps, try to play with the mindset that any hit can lead to your death. Playing defensively
and non-linearly would be key here, because most high-level Nina players are always moving.
Nina’s poking game is varied and complicated. It's sometimes best to just block mid, and watch
for that fow attack or big whiff move to come out so that you can take advantage of it. Don't
anticipate it because one missed block can lead to a free launch. If she’s mainly poking with
her Uppercut to Jab (™ 'Eb#’) or lvory Cutter ( <€) note that Lei can Drunken Punch Parry
these attacks. Unfortunately, Lei has no guaranteed follow-ups after the parry, and all it does is
reset a guessing game for both characters. However, it does give you a brief moment fo think
of what to do next. Keep your distance and pick your shots with quick long-range pokes like Toe
Kick (% %) or Low Kick (¥ <), or counter hit Razor Rush Tiger (™ 3% ® & €& or Wolf
Strike (™ Y € B BB strings, or Mauling Dragon (™ '“4>‘3‘) to catch a swaying Nina.
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ima family.

Yoshimitsu,
2 root of all

. Piayer 1 Costume Flayer 2 Costume Alternative Costume

| ltems

Head Upper Body

Head — Straight Hair
300,000 G
Both Outfits — No

=
Head ~ Chinese Chignon

80,000 G
Both Outfits - Yes

BN

Head - Ponytail
500,000 6
Both Outfits = No

Head — Aviator Hat
300.000 G
Both Outfits — No

Face — Star Earrings
60,000 G
Both Outfits — No

\

-
\:C', 4‘41 #
Face — Glasses
50,000 6
Both Outfits - Yes

-
Face - Pink Sunglasses

150,000 G
Both Qutfits — No

Face - Headphones
120,000 G
Both Qutfits — No

Upper Body — Wings
500,000 G
Bath Outfits — No

Upper Body — Backpack
60,000 G
Both Outfits — No

Upper Body - Spindle
40000 G
Both Outfits - Yes

i~

Upper Body -
Waist Pouch

30,000 G
Both Qutfits - No

r >

Upper Body— é}rareboard
200,000 G
Both Outfits - No

Lower Body -
Little Wings
120,000 G

Both Outfifs — %

Lower Body—
300006
Both Outfits — ¥

Lower Body -
Inline Skates
60,000 G

Both Quifits — &

Lower Body —
Cellular Phone
60,000 G

Both Outfits - e




Move List

T T e e I

Sayonet

Sayonet Thruster

Bayonet McTwist

an Dance to Reverse Stance
Fan Dance to Pushing Hands
April Showers

May Flowers

Crescent Moon Kick
Crescent Moon Kick to Phoenix
Sirds Flock

Spinner

Cloud Kick

Cartwheel Left

Dive Roll Right

Belly Chop

Belly Chop Backward

Butter the Bread

Cross Lifting Palms
Blooming Flower

Right Front Kick

Sunset Fan

Flapping Wings

Street Sweeper Combo
Storming Flower

Knee Cracker

Nutcracker

Great Wall Left

Great Wall Right

Peacock Kick

Phoenix Twin Kick

3]

& B &
« <5 H b

@ B e

g B
2 & e

&b

N [B&]

-

N

‘e
ve
oo

o

L4
®
Sk

-

-

Player 1 Colors

Color — Black/White ¢ \

18,000 G -
Color - Red
8.000 G
Color - Blue
8,000 G

Color - Yellow
8,000 G

Color — Green
8,0006G

Color — Orange il
0006 (N

Color - Light Blue
8,000 G

Color - Pink
8,000 G

X

JH M

= £ = FrFr T =T I =
=

M, M, M
M, M, M
L. H

ol T =l = kT

Player 2 Colors

( N Color— Black/White

i 18,0006
Color - Red
80006
Color - Blue
80006

Color - Yellow
80006

Color - Green
8.000 G

Color — Orange
8.000 G

Color - Green & Yellow
8,0006

Color — Pink
80006

47,17
4.10
4,10
4,10, 24
8,10
8,10
25

25

24

25

15
15
15
8,12
17

7,7,7
TfeT iR
8,18
37

10

1
10

21
13.15

H 4,7 et

Knockdown

Rain Dance
Knockdown

Rain Dance

Knockdown on Counter Hit

Knockdown on Counter Hit,
shifts to Phoenix

Knockdown

Knockdown

Shifts to Rain Dance

Launcher

Shifts to Phoenix
Knockdown

Knockdown

Blocks attacks then shifts to

Rain Dance
Blocks aftacks then shifts to

Rain Dance
Rain Dance

Rain Dance
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Hypnotist
(Commands ________[Properties ____[Damags ___[Motes
-

Hypnotist

Spin Sticker During Hyprotist & M 45 Knockdown :
Thunder Strike During Hypnotist # LM 40,7 Knockdown

Falling Tiger Kick During Hypnotist & H 20

Deadly Orchid During Hypnolist ¥ H 26 Knockdown

Backflip L M 21 Launcher

Backflip to Phoenix LR XS M 21 Launcher, shifts to Phoenix
Single Fan te M 5 Shifts to Rain Dance
Single Fan Forward {He M 5

Double Fan Forward s M, M 58

Hydrangea te& M, M, M 5812

Fortune Cookie tad e M, M, M, M 5,8,12, 21 Knockdown

Ginger Snap e M, M 58

Dragonfly E = M 25 Knockdown

Dragonfly to Phoenix P Y M, 25 Knockdown, shifts to Phoss
Cyanide A M 21 Launcher on Counter Hit
Flare Kick to Phoenix Ay d M 21 Shifts to Phoenix
Shooting Star A .MM, M 8,10, 12 Knockdown

Poison Flower - &P M, H 15,18 Knockdown =
Fortune - > &0 M, M 12,21 Knockdown

Raccoon Swing - M 13 Rain Dance

Step Kick >>o M a 2 e
Swallow Dance = <> While enemy is guarding

X Marks the Spot »>>dd M, M 12, 21 Staggers when blocked
Front Layout - M 25

oy : : sl
Jasmine Blossom While rising Phold M 16 i;;:?:r:;z?nc;::;r HiIg
Skyscraper Kick While rising € M 18 Launcher

Rising Axe Kick While rising & M 22

Rising Spin Kick While rising *= < H 20 Crumple Stun on Counter 2
Fire Dancer While crouching © @ €& LHHM 8,6,6,12 Launcher '
Lotus Twist While crouching b ) 58 10, 15

Quick Shady Lotus While crouching &1 &1 S 10 2 Shifts to low Rain Dance
Double Map Sweep While crouching % €& B 6,10

Low Back Turn While crouching £ % Rain Dance

Phoenix Tail During sidestep & L 21 Knockdown

Street Sweeper During sidestep < L 16

10 Hit Combos :
Name  Jcommand  [Propeties  [Damage [Nots

10 Hit Combo 1 toetdaePpaddE M, H H M, M H.LL MM 20,4,7.12,10,15,6,10,14,14 Knockdown

10 Hit Combo 2 LHELHHBLEHD MHHLLMMLMM  204,7,610,12,12,10,16,14 Knockdown
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foommants ——————Tpoaties——— [oamage —— Jrows ]
= ..

False Salute
Greetings

L)
>

T [T T T R T
-

Phoenix
Wave Crest Quick yee M 25 Launcher T
Wave Crest Power During Phoenix @ M 16 Launcher
Wave Crest Heavy During Phoenix * @ M 25 Launcher
Phoenix Talon Durmg Phoenix 6 M, M, M 8, 8,14 Launcher
- Left Handful During Phoenix M 7
. Right Handful During Phoenix 3 M 12
 Bhoenix Double Palm During Phoenix <& & M, M 12,15 Knockdown =y
Knee Stabber During Phoenix ¥ L 15 Returns to Phoenix
- Back Kick Dunng Phoenix ‘f:. M 23 Knockdown
Back Kick to Rain Dance During Phoenix <+ M 23 Krnothkdowiy St X Rail
9 Dance
Firecracker During Phoenix [ %1 L 15 Knockdown
Firecracker Roll During Firecracker ¥ (or ¥) :
Flower Garden Durmg Phoenix -»> C&C& L, L 7,10
Phoenix Swipe During Phoenix * €5 L 13
; Flower Power Durinq Phuemx f @ C& M, M 8. 12
Double Barrel Shotgun During Phoenix # & % M, H 15,23 Launcher -
[
Double Scissor Kick During Phoenix & &% M, M 15,25 Launcher
Sky Kick During Phoenix # while landing ¥ L 18 Knockdown
Jumping Pirouette During Phosnix & 77 & M 30 Turns enemy backwards
o : ’ R~ Turns enemy backwards,
Jumping Pirouette to Phoenix During Phoenix & 7 PV M 30 shifts to Phoenix
- Crane Kick During Phoenix P 'E.?‘# M 25 Launcher
Butterfly During Phoenix + Shifts to Phoenix
Jump During Phoenix 4
Phoenix to Rain Dance During Phoenix * Shifts to Rain Dance
Roll Ball During Phoenix =
Forward Roll 1o Phoenix During Phoenix "> @ Shifts to Phoenix

Rain Dance

Falcon's Beak During Rain Dance © M 22 Crumple Stun on Counter Hit

Dark & Stormy During Rain Dance > © & H H, M 10, 10, 15 Launcher e
Monkey Kick During Rain Dance @ M 16 Knockdowin

Mistrust During Rain Dance M 16 Launcher

Spin Tornado Up (Down) During Rain Dance @ (or ¥ %)

Spinning Push Hands During Rain Dance > ® M 18

California Roll During Rain Dance =¥ & X
Cyclone Left During Rain Dance ™ ® % M 25 Ends in Rain Dance

Back Circle Breaker During Rain Dance ¥ % L 15 ::i;t;kfoo::i :r{l}::é::ter Hit,

Back Circle Breaker Forward During Rain Dance U % L 15 Knackdown on Counter Hit

Guard Breaker During Rain Dance ¥ L Staggers on hit

Spin Tornado During Rain Dance ¥ & Shifts to Phoenix

Peg Leg During Rain Dance ™ <> ¥ M 20 P
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Throws

Jade Approach enemy % (or " )
Ruby Approach enemy ® (or = )
Arm Flip Approach from left side %> (or )
Dump the Bucket Approach from right side % (or )
Crank Up Approach from behind % (or )
Dragon Fall Approach enemy 1%

So Shoe Me Approach enemy > [ €]
Dislocator Approach enemy ¥ #<2 &

Back Layout During Rain Dance = 5> %
Reverse Throw During Rain Dance ™ &> % (or %)
Cradle Throw During Phoenix % (or 3)

High Mid Parry Li]

Rain Dance to High Mid Parry During Rain Dance €

Rain Dance to Low Parry During Rain Dance ¥ €

, This is the attack that almost has it all. It hits mid

Shotgun

twice, it tracks prefty decently against sidesteppers,
it gives you good damage on hit, and it is safe on
block because it leaves the opponent in a crouch
stun. When you need to cover some distance to get
in close range for poking, this is 2 move that can
help you do it safely. On hit, backdash and look for
an opponent whiffing a while rising attack so you can
get a free Storming Flower (¥ %) or Shooting Star
(% ). X Marks the Spot also works well as one of
her best juggle finishers. End a combo with it, and the
opponent won't be able to Quick Recovery any of your
wake-up tactics. An extra bonus of this wonderful
attack is that if the first strike misses and the second
one hits, the opponent bounces up for a free Front
Layout (™ 5> ). And, if they try to move when the
Front Layout connects (you'll see a little extra bounce
if this happens), a Crescent Moon Kick ([ %)) is
guaranteed.

~

The Phoenix ( + '5’) is very versatile because it goes
under highs (and some mids), with the added bonus
that Xiaoyu takes a minor sidestep to her right to dodge
even more attacks, like generic crouching left kicks
(¥). Of all the attacks that are built into Phoenix,
none are more useful than the Barrel Shotgun. It's
quick enough to punish almost any kind of whitfed
attack, and the reward is always a nice juggle for
decent 40%+ damage. The best time to try it is after
an opponent successfully defends against one of your
moves with a small, negative recovery. For instance,
'g’uu have a power attack blocked, like Birds Flock
& or Storming Flower (¥ ), immediately input
Pto dodge and punish almost anything the

oppanem uses against you. Also, try to intentionally
miss the Barrel Shotgun out of range at times. When
the bait misses, you can follow up with the Double
Barrel Shotgun (Phoenix # © %) to ward off any
instant retaliations.

H € e
H 35 & 9
H 45 @

H 38 & %

H 50 -

H 30 &

H 15 -

H % & 7
M 23,30 -

H 35 €

H 35 <

| The possibilities are endless. Just keep in mind that =

New to Tekken 5, the Shooting Star is an awesome
tool when used correctly. On a normal hit, Xiaoyu
can dash in slightly for a free Crescent Moon Kick
([€® <)), unless the opponent successfully holds
Forward to spring up and block it. This move is your
best long-range whiff punisher (and it's not bad up
close either). Because of the type of command it has.
you can do it from full crouch position. It also serves
as a pretty decent low crush move that punishes any
low or throw that isn't fast enough to interrupt it. Iif
it is blocked, Xiaoyu recovers in Rain Dance with 2
slight disadvantage. Her Monkey Kick (Rain Dance ¥}
will stuff any major attacks that come at her, but she
can also sidestep to fish for a Mistrust launcher (Rain
Dance*'@) if they whiff. Or she can try to Californiz
Roll (Rain Dance™ “®) her way in close under most
attacks to see if she can do some damage that way.

the Shooting Star is linear, so constant sidesteppers
will frequently dodge it if it's overused.

>

This is Xiaoyu's primary power attack. If it hits, the
damage is small and the attack advantage is slight
because she recovers in Rain Dance to decide what to
do next. However, on counter hit, the opponent gets
launched by a guaranteed Mistrust (Rain Dance® ) for
jugales that can deliver over 50% damage. It reaches
pretty far, especially if you input it as a dashing (™.
=) attack. It's pretty safe on block, allowing many
of the same set-ups as the blocked Shooting Star
Unlike most of her advancing (™, =) attacks, yor
caninput the Ieﬂ kick button pretty late after the initiz®
dash (= = ¢ ). This pause might be enough =
bait the opponent into attacking you, for a Raccoos
Swing counter hit. It tracks very well to her right, b
not too well to her left. Besides that weakness, fes
free to abuse it just out of poking range to keep your
opponents on their toes.




"éit'-'l-'hruster

While subject to free punishment if misused, this
attack always delivers a big 50% combo when it
connects. The command used to input the attack has
two benefits when you're under attack: It sidesteps
any linear strikes, while going under any high ones.
However, this isn't the fastest attack in her arsenal,
so it's easy for an opponent to block or interrupt.
It is best used on active sidesteppers, because it
tracks really well. Or use it to dodge and punish
slow attacks or strings coming in from long range,
rather than the fast stuff in close (instead, use the
similar Street Sweeper, S8, for it's speed). Still,
even when opponents begin to “see” the Phoenix
Tail coming, Xiaoyu can fake them out with a cancel
into Rain Dance (58 %<7 ) for some back-turned set-
ups. If they begin to defend that tactic successfully,
the Phoenix Tail should then be used only when it is
guaranteed against a whiffed attack.

While Tekken 5 is not as poke-oriented as Tekken
4 was, Xiaoyu still delivers most of her damage by
wearing the opponent down with a variety of quick,
low damage strikes while close to an opponent. The
Belly Chop is the move that all of her custom poking
strings are built around. The primary benefit of this
wonderful move is that it crushes all high attacks
instantly. This is your ultimate jab and throw stopper.
Some high crush moves need a few frames to achieve
this, but not the Belly Chop. It is fast enough for you to
constantly abuse on opponents who are fighting close,
and it recovers very well if it is blocked. On any kind
of hit, she gets an extremely good frame advantage,
which you can follow up with another attack of your
choice. That will depend on if she recovers facing
forward or backward. Some of the strongest options
include attempting an anti-backdash throw or Cross
Lifting Palms (‘l? 1) when facing forward, or a
Peg Leg (Rain Dance™ > ®) or the Back Layout
(Rain Dance™ > ®) if in Rain Dance. Be careful
with the Belly Chop, because it is prefty linear.

In addition to the Belly Chop, a poking Xiaoyu needs
the Bayonet...or at least variations of it. Instead of
thinking of it as one full attack string, keep in mind
that its strength comes from using its parts. Xiaoyu
can use the jab % alone for a great advantage, and
attempt a throw or a power mid attack if it hits. She
can try the high double jabs (¥ %) as an advancing
pressure tool, which recovers instantly on block
for more poking mix-ups (Belly Chop, a low kick,
a sidestep, etcé;; She can attack with the Bayonet
McTwist (€3 2) as a way of attacking with the fast,
high jab, but following with a mid uppercut to punish
crouching characters. (The ¥ can be delayed too!)
Because the Bayonet McTwist can recover in Rain
Dance, she can surprise the opponent with a back-
turned low jab (Rain Dance ¥ € or ¥ ) that wil hit
anyone who tries to block it standing. Finally, the full
Bayonet Thruster (< ) is a great fakeout string
to knock down an aggressive opponent who doesn’t
wait to block the final hit. This string is also a great
wall combo finisher.

'_ craper Ki

ck

This attack was easily one of her best three in Tekken
4, because it allowed her to get a free Crescent Moon
Kick ([ ©]) when it connected. As an answer to
the prayers and complaints of many, that free follow-
up can now he Quick Recovered to safety. Still,
Xiaoyu has plenty of reasons to continue using it. It
is extremely quick, its attack range is generous, and
it knocks down on any hit. Try not to use it in close,
because it is punishable on block (use the equally
quick but less damaging WR® instead). And be
careful of its linear properties against sidesteppers.
When you duck under jabs or throw attempts, this
is the move to use. When you block weak low kicks
and don't have time to try something stronger (like
her WR® Sunflower), this is a great punisher that
keeps opponents unsure of what to safely try against
Xiaoyu. When it does hit, simply rush in to mix up
a Quick Recovering opponent. If they choose to stay
down, the Crescent Moon Kick is still a powerful
option.

When Xiaoyu's back is turned into Rain Dance, she is
pretty versatile for a character who's unable to block.
Of all of her Rain Dance attacks, Mistrust is tfie most
feared. On any hit, it juggles for 50% combo damage,
and near a wall, it launches the opponent high for
her strongest free follow-ups as they slide down.
Unfortunately, Mistrust is very unsafe when blocked,
especially when used too close to the opponent. If
you want to be safe, you might only want to use it
to punish whiff attacks, but if you want to keep your
opponent honest, you should try it when you feel they
will crouch her other Rain Dance attacks. To provoke
whiffs when another attack that recovers in Rain Dance
is blocked (Raccoon Swing, Belly Chop, Triple Stutter
Kicks), sidestep left or right as the opponent tries to
retaliate. If Kazuya blocks your Raccoon Swing and
attacks with an Electric Wind Godfist or Hellsweep,
Xiaoyu can sidestep left to dodge them. You get a
Mistrust launch on him for free.

While Xiaoyu has access to faster “power”
mids, like X Marks the Spot and Stormy
Flower, this attack's usefulness lies in
the fact that it isn’t very fast. Because of
it's longer startup, it serves as a rhythm-
breaking move that doesn’t flow fluidly
with her other options. This causes
opponents to crouch at the wrong time
and take the hit, or attack too early when
they think the coast is clear. Try to use it
as a wake-up tactic on a rising opponent
who likes to parry or reverse your attacks.
They will miss grabbing this attack by
trying to interrupt Xiaoyu too early. Also,
during Xiaoyu's custom poking barrages,
try fo mix in a sidestep followed by a
Birds Flock attempt. You will have dodged
any quick poke interrupts, while possibly
counter hitting any slower, powerful ones.
On regular hit, a Crescent Moon Kick
({2 ) is free for big combo damage.
On counter hit, the opponent gets knocked
far away for a free Shooting Star (# @
which will then allow a free Crescent Moon
Kick if they try to avoid her landing stomp
(look for the small bounce).
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Xiaoyu is one of the most versatile characters in Tekken. She can handle herself just fine in
almost any situation against any character. The trick is not to rely too heavily on any single
attack or string. She gets the best results when her battle plan involves the sum of her many
aftacks. There is no single perfect way to apply her many tools, but you should try to become
effective at attacking evasively. Instead of going toe-to-toe with your opponent, go at them from
as many odd angles as possible. Dodge each attack, and punish them for trying it. Approach
each set-up with the mindset that Xiaoyu can dodge and retaliate against almost any move that
is thrown at her. Dodging a move most often involves going over it, under it, or around it from
the side, or creating space by going backward. The hard (but fun!) part is to figure out what the
opponent is attacking with, so Xiaoyu can avoidiitin the first place.

Xiaoyu can fall victim to two major weaknesses, sidesteppers and predictability. Many of her
attacks, as useful as they often are, can be vulnerable to an opponentwho'is constantly dodging
her. This problem is especially noticeable when they are moving.to her left. To minimize this
problem, recognize it early and use her best tracking attacks to keep the opponent in front of
her. The best tools she has are the SpiniSweep (¥ ), the Phoenix Tail (SS%°), and Flower
Power ( Phoemx Lid e} These moves track well in both directions. Also use X Marks the
Spot (= => %) for opponents who dodge to hier left, andithe Raccoon Swing (= 5> %)
for those who dodge to her right. Dashing in with Bayonet starter jabs {'5"5’) works well too.
You can even sidestep with them to get back on track with your other moves. There are other
moves that follow opponents, but these will start you oif.

Xiaoyu can do a lot of things out in open spaces, but her wall pressure game is tremendous.
Once a player is pinned down with their back to the wall, they are at her merey. Basically, Xiaoyu

can constantly harass with very safe, high-priority, quick-recovering pekes for an infinite peried

of time. Once you're pretty sure a power option ".rlli connect, that's when the real pain begins.
First, here are her best wall poking moves: Jab *, Bayonet (<) Double Jab McTwist into
Rain Dance (€ ¥ ), Belly Chop (% %), a quick special mid punch (¥ ), a Rain Dance
low punch (Rain Dam:e""ib or ¥& %), a Sun Flower into Rain Dance (WR), the Flower
Bed (WEC™ ), the Back Circle Breaker (Rain Dance’” %7}, a Nutcracker (* “®) and a simple
low kick (¥ <®). Poke with the jabs or a Belly Chop. Anytime your poke hits, do a low Kick or
a special mid punch If you use the slow-recovering low ankle kick (" ). follow up with a
low jab (wc* £} to interrupt them. Anytime you're in full crouch with an attack advantage,
do a Sun Flower or a Flower Bed. If you're in Rain Dance with attack advantage, do the Rain
Dance ¥ * or &

Good Match-Ups

Feng is powerful, but he has certain weaknesses that Xiaoyu can exploit if she's careful and
focused. Firstly, he is pretty linear. Xiaoyu can easily dodge many of his attacks when she
sidesteps/sidewalks to her right. Once he’s open on the flanks, you have many options to hurt
him with. Also, in-close fighting favors her abilities, because his favorite tool is neutralized:
the extremely quick and punishing ‘Stop in the Name of Love' punch (* ‘8’). If you sense
it is coming after you block his advancing strings, a Belly Chop will win every single time. If
he finishes @ string with a shoulder charge of almost any kind, a Cloud Kick (*=* ‘i*'} is free
with the Crescent Moon Kick ([ %°]) finish. Staying away from the wall agamst Feng is rule
#1, because his pressure game is very potent. If you' ie stuck, try to sidewalk to safety rather
than battle him off of you. His Tremor Stomp (= &> %) produces avery strong Guard Stun
if Xiaoyu blocks it. Look for the Avalanche throw, break it with *, and go into Phoenix to
punish it as well. When he knocks you down, do not quick roll back for any reason. Try to roll
to your left to avoid some of his better options, or he'll pepper you with attacks as you try to
rise. Finally, if he hits you with his low Piercing Arrow (¥ %), try to trade hits by attacking with
we¥ £ i you try anything slower, he will likely punish Xiaoyu for free.

Asuka can hurt a player who makes too many mistakes, but she has some weaknesses that
work in Xiaoyu's favor. Her linearity allows you to avoid many options that an aggressive Asuka
opponent tries. If you constantly move to the side. it will be very hard for her to keep the
pressure on Xiaoyu. Keep in mind that her recovery when blocked isn't great, but she has many
counter attacks that slow down instant retaliations. Rather than guess what she is trying to use
to interrupt you, simply sidestep her follow-ups and then attack her. After a while, you'll learn
when and how to atfack her without the step. One thing she may use on you is her inescapable
Destabilizer (" 'b} She gets a minor frame advantage and nothing else. Again, aﬂempt tc
sidestep her when she pulls it off, but when in doubt, simply stand there and break the hkely

throw she may fry. This way, you block any powerful launchers. Speaking of which, don’t whiff
moves from a distance, because this is a strength of hers for 50% damage. Stay in close while
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Combo 1
Combo 2

constantly poking and sidestepping her. If she tries a White Heron Dance {‘3@ @}
duck and use a Sun Flower (WR) or Skyscraper Kick (WR®®) to punish the attempt.
must block it, learn where the holes are, because it is predictable with experience. In gens
don’t duck against her, keep moving to the side. and vou'll be fine. e

Lee is agoad mateh-up for Xiaoyu, because she can handie many of his primary tools very ga
You'll want to constantly go under his high attacks with a Belly Chop, and use the advant
of the hit to begin your poking set-ups. Many of his stronger attacks can be sidestepp
have a noticeable startup time. Use the visual clues to attempt to get free Phoenix Tail
jugales. Also, if he likes to abuse his high poking strings a lot, a Wave Crest Power (Phos

) will give you big rewards. Keep him back with plenty of Raccoon Swings (™ 55
and always punish his Silver Arrow (¥ ‘@') with the two hits of the Bayonet, or even: a- e
attempt. You do not want to be launched by Lee on a wall stage because of his huge dama
s0 stay standing unless you can see a low attack coming. When you block a move of his,
immediately stepping fo your right to avoid many custom follow-ups he tries. If he can't lags
you, there is little reason to fear this match-up.

Bad Match-Ups

Nina is the toughest match for Xiaoyu. She has many, many tools that neutralize a lo8
Xiaoyu's strengths. Phoenix must be used very sparingly, because most of Nina's attacks &
easily. When poking in close, Nina's blocked attack recovery, poke speed, and natural dodg
style allow her to force the action more on Xiaoyu than vice versa. You'll have to play me
defensively against her. First off, if you want to sidestep or sidewalk, go to your right whens
can. Tms avoids her Uppercut to Jab (™ ©49), her Ivory Cutter (%), and her Sirens K
(= ). These moves are dangerous to deal with lightly. The Uppercut to Jab sets up



2

ek

Combo 6
Combo 7_
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Phoenix =

5

w» > en

otions for Nina, and leaves her with an advantage on block. Try to sidestep right and quickly
stack whenever you feel an opening, but if she ever delays the second hit, an Alternate Cloud
fick (> =) is free because it avoids all high attacks. The Ivory Cutter recovers more slowly on
pock than it did in Tekken 4, but it is still ene of the best moves in the game fo stop Phoenix
=nd Rain Dance fransitions. Because of this, play in normal stance a lot, and try a Sun Flower
WRD) or Sky Scraper Kick (WRS) if you block this dreaded move. The Siren's Kiss is high,
Mt it leaves Nina with a great advantage if both attacks are blocked. Look for throws or her
pe the Floor sweep ("’91‘@'] in this situation. Xiaoyu gets a free Full Crouch Heavy Crest
fave (WC¥ = ¥ ) or Delayed Sun Flower when blocking this sweep. If you can, practice
fucking the second hit of the kicks altogether.

=aul can be rough to fight against, because he is tough to punish when played well. He also.
ias many tools to interrupt the Phoenix, so be selective when you want fo use it. His weakness
= that you can step him to Xiaoyu’s left, but uniess he's overly aggressive, you won't find too
many openings. Safelv played, he can poke around until he senses a good attack advantage,
ind then he rushes in for a strong mix-up. You'll want to go left against Paul often; he has few
2ols that frack Xiaoyu well when she does. His strongest punishers inciude the Demolition
an combo (¥ on hit ® on hit ®), the Juagernaut (= =>on hit®), and the Phoenix

Srst two are blocked, but it'll take a lot of practice. Noticeably, the initial trip will knock Xiaoyu
Sown if she is constantly triple sidestepping to her left with Hypnotist stance (%), but the last
Sits will miss. If you can block the first hit of the Juggernaut, a full crotich or Phoenix attack
ill dodge and punish the second hit. The Phoenix Smasher is strong, but Phoenix goes under
well, and Rain Dance goes around it. When you sense Paul wants to rush in with pokes, jab
‘away from you, throw out Belly Chops (™ ), or use a quick and simple Right Front Kick
@’). He does his worst damage when in close, so keep him back and keep moving left as
ou look for openings.

While it's not really a "bad match-up”, facing a good Craig Marduk is challenging in unique
ways. You must play against him very carefully, because of his natural and technical ability
create space. A lot of attacks will miss Marduk if he’s simply guarding against Xiaoyu's
sustom strings and attacks. Even the long-reaching Shooting Star (% %) may end up missing
on the third hit! If you realize this, you'll get used to adding an extra dash in before you try
=omething that's not very close to him. This allows you to at least make contact at all times.

s an added headache, he has access to a backdash Vale Tudo stance called Cornered Beast
L¥ <) which creates even more space between him and your whiffed attack. When vou sense
is coming, particularly when you block a move of his, %?u really have to run him down and
sitack with Birds Flock {‘5’) or a Storming Flower (¥ %) to keep things in Xiaoyu’s favar.
normal fighting, you can poke him a bit, but be careful not to abuse high strikes. He goes
under them very well with many of his options. Abuse mid attacks like the new Rising Axe Kick
“WR¥), Poison flower (= 5> ¥ %) and X Marks the Spat (5> % ). He seems to be

asher {’ N = &) The Demolition Man combo finisher can be stepped at the final hit if the

Parry Follow-Ups —

Low Punch Parry Low Kick Parry

NP ® &+ Rain Dance®,
Rain Dance®, Rain Dance™ &

most vulnerable if you are stepping to Xiaoyu's right, and you'll have plenty of time to punish
him if he whiffs a power move when you dodge it. He has several moves to look out for, but try
your best to control his Dunk Elbow (¥ ®), his Knee Slicer (¥ %), and his Double Leg Take
Down (Cornered Beast ). Against the Knee Slicer, your best bet is to simply block it and go
for the free Skyscraper Kick (WR®). When you have enough time and room, sidewalking to
Xiaoyw’s right will avoid this annoying low attack as well. The Double Leg Take Down has two
[ ] good defenses that work against it: a Dragonfly (% ) followed by a free Crescent
Moon Kick ( [ %1), or friple sidesteps in either direction if you have the time to dodge it. Be
ready to escape the tackle with % if it hits you in close. 153



Fighting 2/ 1
Country of Orig

L §

Player 1 Costume Piayer 2 Costume

ltems HEEa e
Head Upper Body  Lower Bogs

T r

Head - Bowl Head Face - Sideburns Upper Body - Chest Plate Lower Body — Tee
150,000 G 120,000 G 500,000 G 60,000 G
Both Outiits — No Both Outfits - No Both Dutfits — No Both Qutfits — Be

£ s

Head - Bun Face - Beijing Opera Mask Upper Body — Glant Brush Lower Body - Lag
200,000 G 300,000 G 60,000 G 30,000 G
Both Outfits - No Both Outfits - No Bath Outfits - No Both Qutfits — N~

aa

Head - Natural Hairstyle Face - 70's Sunglasses Upper Body - Nunchaky Lower Body —
50,000 G 30,000 G 40,000 G Yellow Nunchaks
Both Outfits - Yes Both Outfits - Yes Both Qutfits - Yes 80,0006

Both Outfits — ¥

> 1= € &’

Head — Chef’s Hat Face - Black Sunglasses Upper Body — Frying Pan Lower Body — L2
200,000 G 60,000 G 60,000 G 30.000 G
Both Outfits - No Both Outfits - No Both Qutfits - No Both Qutfits - W

Head — Chauffzur's Hat Face - Black Mask Upper Body — River Crabs Lower Body —
300,000 G 500,000 6 150,000 G Broadsword

i : Both Outfits - No Both Outfits - No Both Qutfits - No 120,000 6

54 : e Both Outfits - &




18,000 G

Color - Red
8,000G

Color - Blue
8,000 G

Color - Yellow
80006

Color — Green
80006

Color - Orange
8,000 G 80006
Color - Purple

80006

Golor - Purple
80006

Color - Light Blue
80006

Color - Cadet Blue
8,000G

@000 000

Move List p——
Move

Machine Gun Arrow
Left Right Combo
Left Right to Knee
Left Right Combo to Somersault
Feint
Rage Dragon Combo
High Kick to Somersault
Double Dragon’s Breath
riple Dragon’s Breath
Feint to Middle Kick
Shaolin Spin Kicks
Crescent Kick Combo
‘Backflip
Backilipper
Poison Arrow

Rave War Combo

‘Blazing Fist Combo

Dragon Hammer
Mid Kick
Step in Combo

Mid Kick Combo to Somersault Kick

Right Middle Kick to Somersault
Kick
‘Low Backhand to High Kick

Body Blow to Somersault
Dragon Low Kick
Dragon’s Breath
Low Kick to Somersault
Frogman
Elbow Spring Kick
- Shin Crusher
Dragon’s Tail
Dragon’s Tail to Somersault Kick
Charge Power Punch
Dragon Storm
Junkyard Kick
Dragon Rush Combo
'_ragon Spin Kick

CEEHE
L
eBP
EhAHH
sped
>
PPe
PEeD
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S
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&
@@(orﬁ@@)
»>[HS)]
>HED
>Pd
-> @
P
NS PP
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B
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Yoo d
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e

¥ B
L
(4]
Lk

# & (44 0cancel)

Do
«SPH
-HH¥H
*«$

H. H H HH
H.H
H.H M
HHM "
H H H M
H. M

H H.M
H.H,H M
H M

H H H

H M

M

M, M

M

555,55
58
5,8,10
5,8,25
10,8, 8,21
18,21
18,10, 21
18,10,10, 21
18,15
16, 12,12
16,30

21

21,14

35

10,5, 10
10,5,23
23

18
18,10, 16
18,10, 21
15,25
15, 21
8,21

8
8,10,25
7.21

25

15,25

14

25

25,14
100
12,12,15
12,8, 22
12,8, 21
30

Staggers

Launcher

Launcher
Launcher

Knockdown

Knockdown

Launcher

Launcher

Crumple on Counter Hit

Knockdown
Knockdown

Knockdown
Launcher

Knockdown

Launcher

Launcher
Launcher
Launcher

Knockdown
Knockdown
Knockdown
Launcher
Launcher
Knockdown

Knockdown




I S S [ S
P M 25

Somersault Kick
Somersault

Somersault Fake

Blackout

Blackout Muggin’

Jumping Kick to Somersault
Dragon Strike Combo
Dragon Cannon

Banana Peel

Fury Fist Rush

Running Side Kick

Dragon Uppercut

Side Kick

Front Kick Somersault Variation
Double Impact

Low Kick to Somersault
Catapult Kick

Rainbow Kick

Slide Kick

Double Dragon

Dragon Judgment

Dragon Back Blow

Blind Elbow Combo
Jumping Kick to Somersault

Reverse Low

Fake Step
Tricky Trap
Tricky Fist
Tricky Mid Kick
Tricky Low Kick

Dragon Knuckle

Dragon Knuckle Combo
Dragon Roar

Fake Step Uppercut
Dragon Cannon

Dragon Junkyard Kick
Dragon’s Flight

a%

bl

s

D

Ao

>OERP

-

> > d

tur> &S @D

-»> -

While rising

While rising %

While rising P

While crouching % <
While crouching P
While crouching &7 €
While crouching &7
While crouching % ¥1 %
During sidestep @

During sidestep ® S & &
Back towards enemy L
Back towards enemy SH
Back towards enemy ¥
Back towards enemy ¥

Commands

&

After Fake Step succeeds ©
After Fake Step succeeds &
After Fake Step succeeds @
After Fake Step succeeds @
During Fake Step &

During Fake Step == &
During Fake Step = ©
During Fake Step @

During Fake Step ¥

During Fake Step & &
During Fake Step @

25
10
10,7
25,25
15,13, 22
28
10

30
22
16

30

30

22

16,22
5,7.10,27
15

18,18
25,21

16

12
12
22
15
18

el o el i

=

43
32
23

o Wt~ - -
=

40

Launcher

Launcher

Knockdown

Knockdown

Knockdown =
Staggers on Counter Hit
Launcher

Knockdown

Launcher

Launcher
Launcher
Launcher
Knockdown
Knockdown
Knockdown
Knockdown
Knockdown
Turns enemy backwards
Knockdown
Knockdown

Knockdown

Turns enemy backwards:

Knockdown

Knockdown
Knockdown
Knockdown
Launcher
Knockdown
Launcher

Knockdown




Properties Damage

Dragon Charge

Dragon Knuckle Combo During Dragon Charge % = € 18,25 Knockdown

~ Dragon Roar During Dragon Charge = % 25 Knockdovn

Dragon Executioner During Dragon Charge © & € 10,8, 8,21

 Dragon Claw During Dragon Charge &% 35 Knockdown
Dragon Cannon During Dragon Charge ¥ 23 Knockdown

 Dragon Junkyard Kick During Dragon Charge & Launcher

i Dragon'’s Flight During Dragon Charge ¥ 40 Knockdown

Dragon's Fire During Dragon Charge % ; 35 ®

 Face Lift During Dragon Charge 30 &

=2 ' : . R s ST AR
| Gommand [ poperies [ Damage
10 Hit Combo 1 NEDBROHLHHPDH M, H, M;H,H L HHHM 10,56,576,7,7,10,25  Knockdown
10 Hit Combo 2 UEBBEGOPIPHHE M, H M HHLMHLM 10,56,57,6.6,8 1526  Knockdown
10 Hit Combo 3 NEDESGHIPHBH M, H,M,HH L MLLM 10,56,576,67,7,26  Knockdown
10 Hit Combo 4 UGB BPPPEPH M, LM HMLHHHM 10,6,6,8,6,6,7,7,10,25  Knockdown
10 Hit Combo 5 NEPEEPHISHOH M,LM,H,M LM HLM 10,6,6,86.6,681526  Knockdown

~ 10 Hit Combo 6 WEPBBLSIPPEE M, LMHMLMLLM 10,6,6,8,6,6,6,7,7,26 Knockdown

R e T T

Dragon'’s Fire Approach enemy % (or = %) 35
Hopping Frog Approach enemy ® (or => ) S
~ Headlock Kick Approach from left side % (or ) 40
Ball Breaker Approach from right side % (or %) a2
Dragon Bites Approach from behind € (or ) 50
- Headlock Punch Approach enemy &1 € 8
Headlock Drop Approach enemy 1 S & B & 40
 Knee Lift Approach enemy > &> @ 15
Run Up to Drop Approach enemy &> % 6
 Parry Time with enemy atiack = % (or + <)

& B S B

X RS T BEEE L v oI fEme I

Eal: B G




The Shin Crusher is one of Law's best low maoves,
because it is a low attack that can be done from
the standing position. It's a low juggle starter when
it hits on counter hit, and it also hits on grounded
opponents, making them disable their kick while they
are getting up.

The Slide Kick is also a great low attack that does
decent damage. The problem with this move is that
you have to be crouching to pull it off. Your opponent
will start to see you are crouching and block low.
) as mix-up will

Using the Dragon Uppercut (W<
reopen the door to your Slide Kick.

This old string of Law's has received some new
upgrades in Tekken 5. The first and biggest one is
that it can be delayed on all hits now. This is huge for
‘Law, because previously this string was seen as a low-
parry nightmare. The second upgrade is that Law now
has a mix-up on the last hit. He can go low or high and
mix it up. Definitely a great move overall.

While this move is a basic hop kick, it's still one of the
best. This can start most of Law’s combos. It is also
completely safe when blocked, so you don't need to
worry about retaliation after using this move.

Quite possibly the most deceiving throw in the game,
this one packs heavy damage. The Run Up to Drop
looks like a low kick when it starts up, but if you are
close enough, it will run up the opponent’s body and
drop on them. Opponents have a hard time seeing this
coming and are unlikely to break the throw.

Blow to

' Dn :'Strike

Somersault

Combo

With more updated properties for old moves, Law.
makes out like a bandit with this one. They moves
the properties back to all mid for this move, makmg
the Dragon Storm the perfect anti-crouching move. &
Dragon Storm hits on counter hit, all three hits 2=
guaranteed and will start a big combo.

This is your combo-breaker attack. Anytime the gong
gets tough, use the Body Blow to Somersault to g=
out of it. This move has great priority and launches o=
counter hit. It can interrupt canned strings, but whss
the opponent blocks this move, you might be in 2 &
of trouble because they can get a decent-sized attass.
against you.

This is a new string in Law's arsenal that serves him
well as a combo ender. The cool thing about the
string is that if the opponent gets hit by the first 7=
the second hit is guaranteed, and the third hit puts t5e
opponent in block stun for a while. If the second &2
connects on counter hit, the third hit is guarantesz.
Even if the string doesn’t connect, it is pretty mucs
safe on block.

The Right Kick is an all-purpose kick that will sexs
your opponent flying. This move is extremely fast ans
can start a big combo. The Right Kick will also stop &
lot of moves from even coming out, because it is 5=
fast. Throw out this move when you have nothing elss
to use. It is relatively safe.

This is one of the very few throws in the
game that actually starts a launcher ang
leaves Law open for combos. While thess
combos will do the same damage as
any other combos, they start off with 2=
unblockable throw, Mix up your % escaps
throws to make sure the Knee Lift goes 0%
without a hitch.



L2 is a tricky character
work with. A lot of his g \
tacks are high-risk but
0 high-reward. With this

Good Match-Ups

Law likes to chew up oppongnts wha rely heavily on strings. Asuka is one of these characters. She has a lot of sfrings and will try to
“mes damage from all of make you guess between high or low, but Law has that problem answered. Using Law's Body Blow to Somersault (¥4 %) stops
combos. He can dish out any of her strings in the middle, and it gets you a counter hit with some free damage afterward. Just stay in her face with the left
2% damage from almost punch strings, and she will have to resort to one-move tactics. When she finally decides that she can't string you to death, use
v launcher anywhere on the stage. He can also interrupt your throws, especially Knee Lift (= 5> <), o start you on your way to landing (damage and winning against Asuka.

% lot of strings that other characters might not be able to : :

errupt. Having a punch parry also gives him an advantage

Wwer characters who like to do the one-two punches a lot. He

0 has two very good throws. The Knee Lift (™ <> %) is a Law has a great advantage in this mateh-up because of his ability to combo off several low moves. Law is also great
mbo starter and can get decent-sized juggles afterward. The with tracking, and Ling is the kind of character who likes to-abuse safe and off-axis moves and traps. Ling can't turn
un Up to Drop is the other throw. It doesn't even resemble a throw  her back that much in this match, because Law can launch her with the Body Biow to Somersaut (¥ & %) every
sl it's too late for the opponent to escape it. Law sticks his foot out, time she turns around. Law also has a lot of moves that will hit Ling out of her Phoenix (¥ %), so she will have
i if the opponent is close, they're taking the damage. His Right Kick to be quick or get launched. Delay your Junkyard Combo (* % ) against her, and mix up the last hit so

»*) is one of the best kicks in the game, because it is extremely fast and ~ she has to constantly guess. She is usually the one who has frame traps. but you can do some of those also
24 can land a decent-sized combo after it. He also has one of the best mix- and make her feel pretty uncomfortable.

wos from crouching of any character in the game. He can do Dragon Uppercut
R ®) or the Slide Kick (WE™ 1) from crouching, which will make the
Seoonent guess which way to block. Both moves are relatively safe, so Law can abuse
=m in any given situation.

Yoshimitsu has a very hard time dishing out damage if he isn't near awall. Try to stay midscreen,

and do damage whenever you have the opportunity. Stick to your low moves, and watch

out for his unblockable attacks. If you can predict when they are about to come out, you

can nail Yoshimitsu with @ Low Body Blow to Somersault (¥ %) and start a big

combo. Use your throwing game against Yoshimitsu to throw off his attacks. He will

try to set up other attacks without ending his combos, or he'll do little knockdowns

to land more damage. Stay off-axis. This way you can avoid maximuny'damage.

and Yoshimitsu can't fake you to the closest wall, which is where he excels. The
ultimate stage to beat Yoshimitsu is one without walls! T

Law's weaknesses may be hard to see with the naked eye, but they are there.
#= has a lot of good moves, but most of them are punishable in some form.
== has to be extremely careful when throwing out moves and trying to faunch
%= opponent. Also. a lot of other characters have moves that can be abused
er and over, and Law didn't get that kind of an upgrade. Most of his new
sets are either moves brought back to the Tekken series, old moves with
W=y properties, or new moves that aren't solid overall. He will have to rely on

%= old tricks to do any kind of damage. It will be hard to create new strategies Bad Match_u ps
b 1 R

= an older character that has barely received anything new.

il Julia gives Law a hard time. She can punish almost anything Law throws
S8 hias a lot ofipower hits against the wall that make for damaging one-hit combos. He 2= g . outwith a juggle for 50% damage. You have to be extremely careful what
o use his % = © € & atter stunning the opponent on the wall. Law also has 2 B g%, au  You put into play against her. Using Hop Kick (% ) is a great start,
¢ of tricky options when the opponent is not in the'air. Using Dragon Spin Kick (¥ =) '’ because it is safe on biock. Your best bet is to keep her out using

the Dragon Cannon (= 5> ‘SE’) when the opponent has theirback to the wall is a great Right Kick (“®) and pray for a counter hit. If you are going to attack

2/ o create a guessing game, which Law needs. Once the opponent iSiin block stun, Law low, you only have one option where you can't gel punished all that
severely. Use the Slide Kick (WC% ¥ %) in conjunction with

g}o in for a quick throw or low attack to gef some free damage. Using Shin Crusher :
") is the way to.go when the opponent is on the ground near a wall. Not only does it Dragon Uppercut (WR®) for the best mix-up game you can have
grounded, but if they try anything, there is a high probability that you can counter hit against Julia. Also, use your throwing game to deplete her energy,
and knock them in the air for a big combo. Opponents won't take that chance, and while maintaining safe attacks so you don't take that much damage.
4l just take the hit. If you can use all of these tactics, it will make your battie versus Julia
a little less painful. i

Paul is safe and damaging, and has a great mix-up game. This is

extremely bad for Law in terms of damage. With one hit, Paul can take

you dewn about 40%. This is another match-up where you need to be as

safe as possible. Use only throws and moves that are hard to punish, like Hop

Kick (# l If you try anything else and are unsuceessful, you will eat a Phoenix

Smasher (¥ %= <) and lose a lot of life. Whatever you do, try to keep the

match midscreen. If you let Paul get you near a wall, you will be in deep trouble.

His wall game is one of his best, and one fatal mistake will cost you the game.
Remember, safe moves win this battle.

Every character in Tekken 5seems to have a problem with Nina Williams. She has damaging
juggles, extremely safe moves, a throwing game that will make you ery, and mix-ups that go
on for days. The one thing Law has going for him is that Nina has many holes in her poking
patterns. She always has to stop after a few hits to reload her attacks. This is where you can

nail her. She likes to abuse her Uppercut to Jab (% % %), and then follow it up with the attack of

her choice. Use the Body Blow to Somersault (¥ &) to put an end to her poking. A lot of times, Nina

will take the hit because she is trying to stay on the offense. Try to minimize the number of moves she can
retaliate with, and you will have at least a fighting chance against this powerhouse.
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Dragon Cha Dragon Ch
ragon rge, ragon Lharge,
-> 4 >

Dragon Charge, &

Parry Follow-Ups =

Low Punch Parry Low Kic

o

k Parry

160



Dragon Charge, @

Wall Dragon Charge w®
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HEr past still snrouced in mysteryt ma Gorrhnued fer iiie as a

contract assassin.

Although information from the :'Syrf'dicate revealed that Steve

Fox was her hluiogical son. she remained emotionally
unchanged.

Soon after, Heng Kong defective Lei
Wulong took down the Syndicate,
and Nina no longer had a motive
for assassinating Steve. She
instead decided to concentrate
her efforts on uncovering
her past. Nina believed that
paying her sister Anna a visit
might help in recovering her
memory.

When she met up with Anna,
4 the two engaged in a fierce gun
?=_/ battle. The battle lasted for
days, but neither side was
able to finish the standoff.
They decided to settle it at the
recently announced King of Iron
Fist Tournament 5.

Player 1 Costume

Items

Head

</
Head - Cat Mask
500,000 G
Both Outfits - No

Head - Berst
60,000 G
Both Qutfits - No

Head - Tiara
80,000 G
Both Outfits - Yes

Hsau'— "I..rbe Cap
300,000 G
Both Qutfits - No

Head - Fur Cap
200.000 G
Both Outfits = No

Player 2 Costume

Face - Circlet
150,000 G
Both Outfits - No

Face — Night Vision Goggles
120,000 G
Both Outfits - No

Face - Purple Sunglasses
50,000 G
Both Outfits - Yes

Face = Glasses
60,000 G
Both Outfits = No

; A

.
>~
>
Aty

Face — Shooting Glasses
30,000 G
Both Qutfits — No

200,000 G
Both Outfits — No

60,000 G
Both OQutfits - No

Upper Body -
Elegant Necklace
30,000 G

Both Qutfits - Yes

; AN
Upper Body -
Giant Syringe
500,000 G
Both Outfits — No

Upper Body - Scarf
120,000 G
Bath Outfits — No

Upper Body - Katana

Upper Body - Gauntiets

Lower Body -
Leg Protectors
300,000 G

Both Outfits — No

Lower Body —
Submachine Gus
30,000 6
Both Outfits — No

Lower Body — Weg
40,000 G
Both Qutfits — ¥

Lower Body — 528
150,000 G
Both OQutfits - &

Lower Body -
60,000 G
Both Qutfits — &



Move List

[
Left Right Combo
Biting Snake
Left Right to Spider Knee
Bermuda Triangle
Double Explosion 1
Double Explosion 2
PK Combo to Assassin’s Blade
PK Combo to Deadly Scythe
Right Left Gombo
Biting Snake (Short)
Double Smash
Jab Roundhouse
Double Explosion (Short)
Head Ringer
Spike Combo to Right Uppercut
Spike Combo to Right High Kick
Spike Combo to Right Low Kick
Left High Kick to Right Roll
Left High Kick to Spiral Explosion
Right High to Left Spin Low Kick
Blonde to Right Uppercut
Blonde to Right High Kick
Blonde to Right Low Kick
Right High Kick to Left Roll
Right High Kick to Spiral Explosion
Ivory Cutter
Siren’s Kiss
Double Whip
Sweeper Combo
Blonde Bomb
Uppercut to Jab
Leg Slicer Combo
Leg Slicer Combo to Side Step
Assault Bomb
Flash Kicks
Creeping Snake
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Colfor — Black/White

~ Player 1 Colors

18,000 G

Color - Red
8,000 G

Colar - Biue
8.000G

Cofor - Yellow
80006

Color - Green
80006

Color — Orange
8,000 G

Color — Purple
8,0006

200 800
200000

Color - Pink
8,000G

H H H L
H H M
H H H
H H M
H H H H
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_'jP!ayét- 2 Colors

Colar - Black/White
18,0006

Color - Red
8,000G

Cotor - Blue
8,0006G

Color - Yellow
80006

Color - Green
8,000G

Color — Purple
8,0006G

Colar — Light Blug
80006

Color — Pink
8000 G

4,10
4,10, 6, 8
4,10, 15
4, 10, 22
4,10, 30
4,10, 6, 6, 30
4,18, 24
4, 18, 21
10, 6

10, 6, 8
10, 15

10, 22

10, 30

25, 15

25, 10, 10
25, 10, 20
25, 10, 7
25

25, 20

15, 15

15, 15, 10
15, 15, 20
15, 15, 7
15

15, 20
4,18

12, 18

14, 16

14, 18, 21
20

10, 13

10, 10, 6
10

10, 10, 6, 20
10, 6, 8, 15
10, 12, 6, 8

R T

Knockdown
Knockdown

Knockdown

Knockdown
Knockdown
Knockdown

Launcher

Shiits to Roll
Knockdown
Launcher

Shift to Roll

Knockdown

Knockdown

Knockdown

Shifts to Sidestep
Knockdown

Knockdown



Creeping Snake to Side Step
Creeping Snake to Geyser Cannon

Creeping Snake to Right High Kick
Creeping Snake to Left Low Right

Uppercut
Creeping Snake to Left Low Right

High Kick
Left Middle to Right High Kick

Ray Hands

Below the Belt Combo
Jab to Mid Kick

Toe Kick

Left Spin Low Kick to Right Upper
Left Spin Low Kick to High Right

Kick

L&R Low Kick

Right Low Kick to Back Spin Chop
Right Backhand Body Blow
Slicer

Geyser Cannon Combo
Power Charge

Geyser Gannon

Left Backhand Body Blow
Slap

Double Slap

Deadly Assault

Deadly Hunter

Spear Kick

Shockwave Palm

Blaze Stinger

Catapult Kick

Can Opener

Leaping Axe Kick
Sadistic Cupid

Bad Habit

Kneel Kick

Skull Splitter

Shut Up

Wipe the Floor

Hopping Low Kick to Right
Uppercut

Hopping Low Kick to Left Mid Kick

Hopping Low Kick to Right High
Kick

Hellbringer

Evil Mist

Running Jump Kick

Helping Hand

Spider Knee

Snakeshot

Snakeshot to Rolling Dash
Snakeshot to Reverse Rolling Dash
Double Shot

Lift Shot

Heel Slicer

Spiral Explosion

Twisted Mind
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During sidestep €

During sidestep €=>
During sidestep <=
During sidestep % &

During sidestep &
During sidestep <
During sidestep %

(While enemy is down) ¥ %@

M, H

M, H M
M,H, H
M, H LM
M,H L H
M, H
M, M

M, M

SM, M
SM, M
LM

L,H

Ll

LH

M

L

LM

ut

H H
M, H,L
M, H, M, M

L - o 5 I - S i - <

Command oo | Propeities | Damage

10,12
10,12,25
10,12, 22
10,12, 10,
10, 12, 10,
10,15
6,8

515
5,10
8,15
12,10
12,20
12,7
7,10

20

15

15,18
12,21,18
12,21,4,7
20

6, 26

20

20

20,10, 14
23

15,21

25

20

21

24

22

25,10
25,15
25,20

21

20
10
15
15
15
15
15, 15

10
20

Notes

Shifts to Sidestep
Launcher
Knockdown

Launcher

Knockdown

Launcher

Stuns
Launcher

Knockdown

Launcher e o

Knockdown
Knockdown
Knockdawn

Knockdown

Knockdown

Knockdown

Launcher
Knockdown
Launcher

Knockdown

Launcher

Shifts to throw on Counter Ht

Shifts to throw on Counter Bt

Launcher

Knockdown
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10 Hit Combo 1 SEAEEEFEEEDD HHH HH LHHHH  4,10,6,6,7,9,6,6,6,30  Knockdown
10 Hit Combo 2 ORI ST S SN NS M, H, H, H, H, L, H,H,H,H

]. -]

10 Hit Combo 3 SO PPBOPP
10 Hit Combo 4 AELRBPPBEHP
10 Hit Combo 5 SLOLBOHIDEHP
10 Hit Combo 6 AELELBIPHIEIP

hrows

_mm

Arm Grab Flip

Over the Back Toss

Approach enemy % (or = %)

Approach enemy < (or = <b)

Approach enemy S & & &

During Shoulder Through Buster & € %
Approach enemy %°4= (or % =)
Approach enemy <= (or =)
Approach from left side % (or %)
Approach from right side % (or <)
Approach from behind % (or &)

Shoulder Through Buster
Shoulder Through Arm Breaker
Elbow to Arm Grab Flip
‘Reverse Neck Breaker

Triangle Hold

Hammer Throw

Leaping Triangle Hold

Attack Reversal

HHHHHLHHLM
MHHHHLHHLM
HHHHHLLMLM
M HHHHLLMLM

m el S i il o e i oS i i o

10,13,6,6,7,9,6,6,6,30  Knockdown i 4

4,10,6,6,7,9,6,6,5,25
10,13,6,6,7,9,6,6,5,25
4,10,6,6.9,9,5,6,5,25
10,13,6,6,9,9,5,6,5,25

35
40

35
35
40
38
60

Elbow Smash
Jumping Flip

Multl Throws
_mm |

Backhand Slap
- Arm Snap

Triple Slaps

Neck Crusher

Leg Stretch Arm Lock
Betrayer

Twisted Nightmare
Neck Crusher

Leg Streteh Arm Lock
Arm Break

Double Arm Break
Falling Arm Break
Crab Hold
Commando Arm Lock
Heel Hold

Leaping Heel Hold
Double Snap

Double Heel Hold

Time with enemy attack = € (or 4= %) i varies

Approach enemy % ¥ & 43
Approach enemy &7 & 40

Approach enemy ¥ % = &

During Backhand Slap & < & &
During Backhand Slap S B > &
During Triple Slaps & @ & & &
During Triple Slaps & & < @ &
Approach enemy ¥ @< &

During Betrayer <& & & ¢

During Twisted Nightmare & € & &
During Twisted Nightmare & & ¢
During Betrayer (or Backhand Slap) ® ® & &
During Arm Break & & @ & &

During Arm Break ® € ¢ 3 &
Approach enemy ¥ % =

During Crab Hold 4 &

During Crab Hold $» & &

> =P (ordd )

During Heel Hold & €& S &

During Heel Hold € % S gp i

30
30
35
45
15
28
35
45
20
2%
25
15
35
20
40
35

el e peld GED BRCE ED BEEE R pElA k- Rl S B AL DT L B Th

Launcher
Launcher
Launcher

Launcher
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Blaze Stinger

Geyser Canno

This is Nina's new wonder move. She lunges forward
and strikes the opponent in a downward fashion.
This is by far the best new move given to anyone
in Tekken 5. At the end of any combo, even if the
opponent is too far away, she can use Blaze Stinger
and put the opponent on the ground right in front of
her. The wake-up games you can do after this move
are insane.

Nina's Ivory Cutter has been toned down in Tekken
5. It no longer gives you a huge advantage, but it still
has the priority to stop any move before it happens.
Using the lvory Cutter in a poking string makes the
opponent wonder if they can interrupt her at all. She is
completely safe after the Ivory Cutter is blocked.

Siren’s Kiss strikes the opponent with a deadly amount
of block stun. If they are not careful, they will keep
blocking these until they take a hit or get next to a wall,
where Nina can turn on the wall games. The only way
not to stay in block stun is to block the first hit, and
then duck the second hit before the move is finished.

n
Geyser Cannon is completely safe on a blocked hit.
Nina launches the opponent really high, starting one of
her devastating combos. This goes under high attacks
to start her combos. This move has no tracking, so
make sure you hit the opponent with it or you will be
in big trouble.

b

This is Nina's bread and butter when she is on the
warpath. The Uppercut to Jab is a completely safe
poke, and also gets a crouching opponent to stand
up. You can do several Uppercut to Jabs in a row
without having to worry about retaliation. This move
has insane priority, and anyone who goes up against
it will be toast.

Wipe the Floor

Lift Shot

i 3477

& A8 Jwde-

Elbow Smash

Right Low Kick to Back Spin Chop

Vo &

T ——

This is her best low attack that knocks an opponent
down. Wipe the Floor sweeps the opponent and [efs
Nina get in a few hits before letting the opponent us
If it's blocked, she will take some damage, but iis
completely safe if she does it at the perfect distance
s it barely touches the opponent.

This move has new properties in Tekken 5 =
launches on a regular hit now. This opens the do
to massive combos from a sidestep move. Use your
sidestepping abilities, and try to launch the oppons=
guite often. This doesn't leave you as disadvantagss
as most moves, but there is room for the opponss
to retaliate.

This is her best move out of her crouch dash. It is &
unblockable mist that stuns the opponent for a secoms
or two. Evil Mist enables a free combo afterwa=
using the Geyser Cannon. This move hits mid, so i &
opponent is scared of a multi-throw out of the cross
dash, you will nail them with free damage.

The Elbow Smash is Nina's fastest throw and &%=
a unprecedented amount of damage from the Fa5
In the middle of all her aggression, the Elbow Smas
comes out of nowhere and beats the opponent Sows
to the ground. Because the Elbow Smash is = &
escape, it is extremely hard to escape it in the ===
of battle.

Right Low Kick to Back Spin Chop w&
a pain for Nina in the previous Tessss
games. Now it is back, and it hiis &%
again. This is another staple to uss wis
attacking.



Bad Match-Ups

Nina is quite possibly the best character in Tekken 5. She has very few weaknesses and
2sn't lose 1o a lot of characters. She is an aggressive powerhouise who is niot to be messed
ith. Her poking has insane priority, and her jabs stop almost all incoming attacks. With the
addition of the Blaze Stinger (# €2), she has the final tool needed to be the King of the Iron
=t Anytime after a combo has ended or a launcher has occurred, use the longest combo you
mow how to do, and then end with the Blaze Stinger. The opponent will be down on the.ground
saht in front of you, and you can do what you want to them. If they quick roll, land a Right Low
to Back Spin Chop (¥ ¢ €) twice, and then repeat the Blaze Stinger. They will learn not to quick roll, and
ou will hit them with a big power move on the ground. Just mix up high and low quick attacks, and there will
= very little that the opponent can do.

This match-up is bad for Nina because of the counter hit issue.

Nina’s main poking patterns leave the opponent with very

little time to retaliate in the middle of her strings. Julia is one

of the few characters who can do it effectively. She has two

basic moves that can interrupt strings quite well. The first is the

G-Clef Cannon (%> %> €2), which will connect on counter hit and

start a huge, damaging combo. The second one, Machine Gun Cannon

(< %), is the more common one, and it's easier to get a counter hit

in the middle of Nina's strings. It's only available during a counter hit but

is extremely useful and damaging. The Machine Gun Cannon works like a

vacuum and sucks you in when you are poking. After going for-a:Uppercut

to Jab (™ € <), wait on your next move, because the opponent might go

for the Machine Gun Cannon to do heavy damage. Show Julia that you can be
patient also, and that she will have to earn her hits the hard way.

ina’s only weakness in Tekken 5is that she is very prone to counter hit
ttacks. This is because she is always on the offensive and there are very
‘=mall holes in her patterns. Characters like Julia and Wang can interrupt
er strings with the G-Clef Cannon (%€ %) and score a pretty big
“yggle. She has to be careful against characters who can interrupt her.
is will make her play defensively, and that is not how you want to be
‘fahting when playing Nina. If you know you are getting counter hit a
Jot, mix up the high and mid poking strings with a big low move, like Wipe the Floor
| ¥#<16#). This will stop most attackers and sweep them. As long as you stay away

“rom chaining multiple hits together using mid attacks, you will be fine overall.

This is another match-up where the same tricks apply. Since Wang also has the G-Clef

Cannon (¥ ), he will have the same interrupt properties as Julia, and can interrupt

Nina’s poking strings at any time. Play patiently and you will have Wang where you want him.

Wang also has a lot of safe launchers that double with block stun. Nina should stay off-axis if

Wang is being too patient and relying on safe launchers. Try to sidestep and launch_Wang into

a combo. Stay off-axis, and make Wang track you while you draw him into your trap of up-close
tactics. Wang is also a powerhouse when it comes to attack reversals, because you can't chicken his

MNina has a excellent wall game and wall mix- reversals. Play cautiously, sidestep a lot, and you will do just fine in this match-up. es

p game. She can do massive damage against
e wall, including using the first six hits of her
10-string. Especially useful is the Jumping Flip
Throw (# %), which will stun the opponent
2nainst the wall and do 40% damage. She can
ieep the opponent pinned to the wall the entire

Bryan is a character who can compete head to head with Nina in almost every category. His wall game surpasses

Nina’s because he can use an unblockable taunt (%) into the (¥®), giving him free damage on the ground. Stay

in Bryan's face only if he isn't taking advantage of his Punch Parry (<= #). Otherwise, poke him low with your

attacks, and especially use Wipe the Floor {1‘23 <#) at the right distance. There is very little Bryan can do. Try to

incorporate attack reversals into your game. This will force him to chicken every move when attacking, and will

cause him to make mistakes. Keep the pressure on, with a mixture of punches and kicks, and you will have more
than a fair shot at taking Bryan down.

& and < If you have the opponent on the ropes, you might
want to restun them after they get up and try to escape. Try to keep
the wall combos to a minimum, because your wall mix-ups are
‘more important.

Good Match-Ups

This is a really hard match for Jin to win. His jab is 10 frames and loses

1o Nina in every imaginable way. His only hope is parrying, and even that

fails him. He will have to parry both of Nina's punches, and he still won't
‘have the advantage. All Nina has to do is keep the pressure on with short two-
it strings. Uppercut to Jab (% # &), Left Right Combo (¥ #), and L&R Low
Kick (¥ 7<) are good strings to use over and over. Add a splash of the Blaze s
‘Stinger (# €}, and you will be set. Throw in a pinch of Ivory Cutter (€#), and bake ;

untit done. This matchis a piece of cake for you.

This match is also heavily in your favor. Law’s moves overall are slower than Nina's, making
1t a hard match-up for Law to win. He does have one move that counters Nina's whole
arsenal, though. Body Blow to Somersault (¥ & %) is Law’s wonder move that can stop
‘any poking string Nina has. It requires a counter hit to launch, but often you will be using
relentless strings to pressure him into making mistakes. Watch out for that move, continue to
‘poke him nonstop, and you should have liftle trouble against him.

This match-up is easy. Nina can do Uppercut to Jab (% % #) as many times as she wants
without having to fear retribution. You can retaliate against almost all of Feng's launchers on
block. Feng has to play patiently, so Nina has to do the exact opposite and be aggressive nonstop.
‘Forcing Feng to make mistakes is how Nina will steamroll over him in this match. Most of Feng's
moves have horrible recovery, so take advantage of this by launching him with Right Upper (% )
‘and start your huge combo. Take him to the wall quite easily with dashing jab combos, and then nail
him with the first six hits of Nina's 10-string after a wall stun.
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Combo 1
Combo 3
Combo 4

Parry Follow-Ups

Low Punch Parry Low Kick Parry
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Player 2 Coslume

Upper Body Lower Boc

Head - Skyscraper Face - Goggles Upper Body — Dojo Sign Lower Body —
500,000 G 60,000 G 150,000 G Spare Uniform
Both Outfits — No Both Outfits — No Both Outfits = No 60,000 G

Both Outfits — No

Head — Ponytail Face - Sideburns Upper Body - Lower Body —F

200,000 6 300,000 G Spiked Gloves 30,000 G 2

Both Outfits — No Both Outfits - No 120000 G Both Outfits — Ne
Both Qutfits - No

Head - Long Hair Face — Eye Paich Upper Bady — Lower Body - #

50,000 G 80,000 G Protection Amulst 30,0006

Both Qutfits - Yes Both Qutfits — Yes 40,000 G Both Outfits - Yes
Both Outfits — Yes

" i e ST S 4 a
Head - Bandanna Face — Googie Upper Body — Crossbow Lowvrer Body —
300,000 G Sunglasses 60,000 G Biker Buckle
Both Outfits — No 60,000 G Both Outfits - No 30,000 G
Both Outfits — No Both Outfits - Nz

Head - Helmet Face — Sunglasses Upper Body - Lower Body -
200.000 6 150,000 G Spiked Shoulder Pads Sawed-Off Si
Both Qutfits — No Both Qutfits - No 500,000 G 120,000 G

Both Outfits - No Both Qutfits — Na




Move List

Left Right Combo
Reverse PDK Combo
Jab Roundhouse

Jab Sweep

Quick PK Combo
Quick PDK Combo
Hammer of the Gods
Shoulder Tackle

Body Blow to Sway
The Boot

Hammer Punch
Hammer Punch to Power Punch
Hang Over

Bone Breaker
Demolition Man
Shoulder Smash
Sweep Kick
Wrecking Ball

Lights Qut

Burning Fist
Shredder

Neutron Bomb

Flash Elbow
Juggernaut

Bulldozer

Phoenix Bone Breaker
Double Hop Kick High
Triple Kick Combo
Double Hop Kick Low
Burning Spear
Phoenix Smasher
Thruster

Riptide

Sway

Lk

ks

&P

> 5P

> &P

- &

-

u -

P

L &3

Y
YD
Yod

¥ during hit < during hit €
&

2P

D

P

-

G
»>c>db
>>d
>SS
»>>SS

= > during hit €
- o> Pk dh
>>Ph=> G
>>HHEH
= = &
tu=s
tu=&
fu= o
o

Color — Black/White

Player 1 Colors

18,000 G

Color — Red
8,000 G

Color - Blve
8.000 G

Color - Yellow
8,000 G

Color - Green
8.000 G

Color — Orange
8,000G

o0 000

Color = Dark Yellow

80006

Color - Light Blue
80006

&S H, H

H L

*
=

o e -]

= =2~ =
=

=

Fiz sl s @@ s siEms el e im e
=

= =
== r
=

M M M
M ML

T =

Player 2 Colors

Color - Black/White
18,000 G

Color - Red
8.000G

Color - Blue
8,0006

Color - Yellow
8,000 6

Color - Green

8.000G

Colar - Orange
8,0006G

Color = Purple
8,000 G

Color — Dark Yeflow
8.000 G

5 12

5 8

12, 21

12, 11
12, 20
12, 15

27

22

10

23

15

15, 26
15, 15, 14
15, 18
15, 14, 15
30

12

22

18

100

17, 22

20

15

15, 18
15, 21

15, 26
20, 15, 25
20, 15, 15
20, 15, 15
30

33

21

21

. 4

oamage———— Thaws |

Knockdown

Knockdown

Knockdown on Counter Hit
Knockdown

Shifts to back sway
Staggers

Knockdown
Knockdown
Knockdown
Knockdown

Knockdown

Knockdown

Crumple on Counter Hit
Knockdown

Launcher

Knockdown

Knockdown
Launcher
Knockdown

Knockdown

Knockdown
Knockdown
Launcher

Knockdown
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Rubber Band Attack e Knockdown on Counter Hit

10 Hit Combo 1 LT LEEDELDE CHOH MOH M OH H LMM 512,757 4 5 7,8 30 Knockdown
10 Hit Gombo 2 SEPEHNISEHDE HoH M M LM HMLM 512786785 8 10, 21 Knockdown
10 Hit Combo 3 SehHed H, H, M, M, M 5 12,7, 6, 30 Knockdown

God Hammer Punch Yte v M 15 Launcher on Counter Hit
Sway and Low Kick e L 14 Knockdown on Counter Hit
Rapid Fire e t$S LM 14, 21
Rapid Fire to Phoenix Smasher e v B L MM 14, 21, 25 Knockdown
Rapid Fire to Stone Breaker e 5o LM, L 14, 21, 21 Launcher
Thunder Paim While rising & M 20 Launcher
Jaw Breaker While crouching £ & M 20
7 [ GutBuster While crouching ™1 <& & M, M 20, 30 Knockdown

Stone Breaker While crouching &1 & & M, L 20, 21 Launcher
Incomplete Somersault While crouching (1 sec)t @ M 54 Knockdown
Pump in Pedal During sidestep % L 15
Turn Thruster During sidestep € H 23 Knockdown

| Dowin Strike (While enemy is down) ¥ & L

I

|

I

I

|

Over The Shoulder Approach enemy % (or = €) H <
Shoulder Pop Approach enemy <® (or = <) H 35 &
Chest Crusher Approach enemy <3 H 40 &
Dragon Screw Approach from left side %°(or <) H 45 @
Fall Away Approach from right side %°(or &) H 40 >
Piggyback Throw Approach from behind % (or <) H 50_ 4
J Attack Reversal Time vith enemy attack 4= % (or 4= &) ;;:Ei;gﬁgiﬂzﬁ}m
Foot Launch Approach enemy 4= € H 40 @
‘A Twist And Shout Approach enemy 1 & H 40 &
- Push Aviay Approach enemy =» o> & H 40 &
Ultimate Tackle g M 5
- Arm Breaker During tackle % 25
Ultimate Punch to Arm Breaker During tackle < &> o 40
Ultimate Punch During tackle S € & & & 25
Uttimate Punishment During tackle SV & & r S H S 56

FPReE P



If your opponent does a move that misses, this
should be your #1 choice to punish them. It does
great damage, has great reach, and puts them closer
to a wall. It's also an outstanding tool to use in your
offense. Use a few low moves to make your opponent
‘want to duck, and then throw this out. On counter hit,
you're looking at a little over 40% damage. Certain
characters can punish it on block, but until they start
doing it to you, keep throwing this out when you think
they’re going to crouch.

This is Paul's main spacing tool, and it's a complete
annoyance to certain characters. It has long range, it’s
safe on block and hit, it's mid, and it tracks sidesteps
well. What more could you ask for? Use this when you
want to keep your opponent from rushing in on you,
or if you have an opponent who is overly defensive.
Just get in range and do it. Little to no risk at all.

This is Paul's most damaging low, but it's certainly
not the safest. This move is ranked highly to illustrate
the need to make your opponents fear it. Doing so can
get them to duck when you dash in, which can help
you set up a successful Phoenix Smasher. This move
is best when used out of the ¥ % = motion. When
people see you crouch-dashing at them with ¥ u=
they usually assume a Phoenix Smasher is coming,
and you can get them with Demolition Man.

Paul’s best new addition, this throws out an elbow that
causes an inescapable stun on counter hit. You can
follow this up with a ¥ & & & for a very damaging
combo. Wrecking Ball also tracks sidesteppers, is safe
on block, and hits mid. The only drawback is that its
range is very shori, but that's no reason not to use
this when close.

In most cases, this should be Paul’s juggle combo
ender of choice, because it does good damage and
hits opponents close to any walls that may be around.
Phoenix Bone Breaker is also a good long-range
offensive tool, because the second hit hits sidesteps
and backdashes. It's also a good move to use when
your opponent has their back against a wall. On block,
the second hit can be ducked, but Paul has a mid
version of the second hit (press the # immediately
after the =»=><%). It's slower and punishable, but
it’s good to have an option if your oppanent starts to
duck the second hit.

- This is another classic Paul move, but this time with a
‘couple of upgrades. The Shredder beats cut any low
“move with great reliability, and you can now combo
- after the hit for added damage. Either a Hammer

Punch (¥ %) or a Shoulder Smash (¥ %) will hit
afterwards. It's not safe on block, but it's not heavily
punishable either.

Paul does a guick mid gut punch and then sways
back, with a few options at his disposal. This is a
great offensive tool for Paul. % ®<= & does his
God Hammer Punch (¥ # <= ) which on counter
hit bounces the opponent off the floor for a juggle
opportunity. €<= & does a lunging palm, which
on counter hit hits them to the floor for a Neutron
Bomb (= => ) % €<= P does a sweep that
crushes any high move and trips them on counter hit.
There is also an extension to this by doing % <=
B D or W€ BB for those times when
it hits on counter hit. .

Paul does an overhead punch that causes some guard
stun on block and leaves him at a big advantage.
This move is a good poke despite its somewhat slow
startup, but it's best used as a juggle combo ender. In

~ levels without walls, you want to keep your opponent

on the floor and as close as possible, and this move
does the trick fairly well. After Hammer of the Gods
in a jugale, if the opponent moves at all, a Hammer
Punch (¥ #) or another Hammer of the Gods will hit
them. If they lay still, Pump in Pedal (8§ <) will hit
for a ton of damage.

This move is the same as Paul's WRS®, but the
quarter circle motion makes the move come out
instantly without having to duck first. This is a great
tool because it hits mid, it's safe on block, and it has
decent range. It doesn’t do nearly as much damage
as a Phoenix Smasher (¥ % == <) but it's a safe
alternative. While Rising Right Kick is a good option
to use after Paul's Over The Shoulder throw (%),
because it will hit the opponent if they try to use a
get-up kick or quick roll away.

Paul sidesteps and then kicks downward,
causing a lot of damage for a low move
that hits grounded. If you have opponents
who like to lie still on the floor in fear of
Hammer Punches (¥ €°), Pump in Pedal
is your best friend. This move is also a
pretty fast offensive tool if used wisely.
It's not safe because most characters get
a WR® if it's blocked, but don't let that
discourage you from using it from time
to time.
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Weaknesses

fight, Paul will win without too much trouble. Paul also has an advantage near the walls,
because his wall game is much more damaging.

- Paul Phoenix vs. Raven

Raven is much like Feng, in that Paul can keep them both away safefy. Paul can
also punish many of Raven’s blocked moves very well. This is one of the few fights
where Paul can be a little more carefree with his Phoenix Smasher (¥ % = &), After
blocking Raven’s ¥ % =» & Paul gets a Phoenix Smasher or launcher of his choice.
After a blocked & $»<® Paul gets a Shoulder Smash (¥ ) for good damage. After a
blocked Raven Sudden Strike (= &> <), Paul gets his Left Right Combo (% <) and
a slight advantage. Those three moves are some of Raven's best long-range moves, and
Paul punishes them all well. Paul's Hammer Punch (¥ %°) can become extremely annoying
because it stops most of Raven's offense dead in its tracks. Raven does have an outstanding
wall game, so in that respect they are close to even. But other than that, Paul cdn eat Raven
for breakfast.

Paul Phoenix vs. Lei WuLong

This match can be a total nightmare for a Lei player. Lei cannot lay down on the ground effectively.

Paul’s Hammer Punch (¥ %) hits Lei if he moves on the floor, and Pump in Pedal (8 %) hits him

if he lays still. Lei also has nothing that can significantly punish a blocked Phoenix Smasher (¥ %

= &) from long range. This alone pretty much gives Paul free reign on offense. Lei does not punish

weell and is best used up close so he can confuse his opponent. Once again, Paul's Hammer Punch (¥

) saves the day. Lei has a very hard time getting close to Paul, and is at a great disadvantage near
walls. Paul's wall game is superior to Lei in every way. Make sure to take full advantage of that.

Bad Match-Ups

Paul Phoenix vs. Nina Williams

Nina can give Paul more problems than anyone. Her offense is arguably the safest in the

game. She has great long-range moves. She has the best throws and throw follow-ups in

the game. Paul must approach this match-up very carefully to have a chance. You won't be

doing much, if any, punishing Nina’s blocked moves with much more than a jab or <. This is

one of the few match-ups where Paul is out gunned in just about every way. Nina gets a = %,

& & combo into very damaging follow-ups after blocking a Phoenix Smasher (¥ % = &),

Paul must also not use Left Right Combo (% <) much at all in this match, as Nina has possibly the

best anti high moves in the game with her ¥ # <% and Wipe The Floor (¥ % $*}, both of which lead

to more damage and an advantage for Nina. If you are lucky enough to see the Wipe The Floor in time

and block it, you can dash in and hit Nina with just about anything, Phoenix Smasher ('l'il = &)
included. For Paul to win this match, he much be extremely patient and pick his shots wisely.

Paul Phoenix vs. Steve Fox

Steve is a hard match-up for Paul due to his superior wall game and great offense. As good as
Paul is at keeping characters away from him, he has a hard time keeping Steve from getting
close. Steve can punish Paul with a lot of damage, but Paul has a hard time returning the favor.
This is far from an impossible match for Paul, but it's certainly an uphill one. Paul needs to
play a safe offense against Steve. One good strategy is to sidewalk to Pauls left and do-Right
Upper (% <), This will launch Steve in the middle of a lot of his moves, because he doesn't
track well in that direction. Keep an eye out for Steve's low moves.

Paul Phoenix vs. Bryan Fury

Bryan is another character who is somewhat similar to Paul in playing style, but has a
few key advantages. First, Bryan's damage when juggling someone into a wall is much
greater than Paul's, or anyone else’s for that matter. Bryan can also punish Paul's
Phoenix Smasher (¥ % = <) with his own Mach Breaker (= => <), followed
by a Flying Knee Kick (4= <= <®), for a ton of damage. Paul also relies heavily on
punches, mainly Hammer Punch (¥ ), to keep opponents away, and Bryan's
Punch Parry punishes that very well if you're too predictable. Bryan also has great
moves to keep the opponent away from him. Not only are they safe, but they leave
him at an advantage. Paul can win this fight, but he'll need to work much harder
for it than certain other matches. Keep an eye out for Bryan's Snake Edge (% %).
Most Bryan players will throw it out at least once a match, even though it is'slow
and has bad recovery, just because of the massive damage it causes. If you see it
coming, block it and go into a WR <% and your juggle of choice.




ihe most skiled and ruthless agents In a ceriain government

intelligence hgency. Other than the X-shaped scar on his face, little is known about him.

While on a mission to investigate connections between Mishima Zaibatsu and G-Corporation,
- he witnessed Heihachi Mishima being assauited by a deployment of JACKS, and the explosion
that ensued when the JACKSs self-destructed.

Afterward, news reached Raven that the King of Iron Fist.

Tournament 5 would be held. Raven decided to enter, in
order to gather intel about the tournament and the
motives of those behind it.

Fighting Style / Ninj
Country of Origin /

Head - Cornrows
200,000 G
Both Outfits — No

Head - Hachigane
120,000 G
Bath Outfits - No

‘f/;f? ey -
Head - Straw Hat
50,0006

Both Outfits - Yes

o

Wi
Head - Mendicant Hat
150,000 G

Both Outfits - No

v
"
Head - Demon's Horns
500,000 G

Both Outfits — No

Face - Blindfold
300,000 G
Both Outfits — No

Face - No Sunglasses
500,000 G

Both Qutfits — No

Face — Half Mask
40,000 G
Both Outfits - Yes

Face - Robot Mask
300,000 G
Both Outfits = No

Face = Ninfa Mask
200,000 G
Both Qutrits — No

Player 2 Costume

Upper Body

X

Upper Body -
Knife Holder
60,000 G

Both Qutfits — No

Upper Body - Long Scarf
150,000 G
Both Outfits = No

Upper Body = Giant Scrolf
80,000 G
Both Qutfits - Yes

o i . 2
Upper Body -
Shoulder Plates
120,000 ¢
Both Gutfits - No

Upper Body - Shakujo
80,0006
Both Qutfits - No

Alternate Costume

Lower Body

Lower Body — Kesw
30,000 G
Both Outfits — No

Lower Body —
Shinguards
60,0006
Both Outfits —Ne

Lower Body — Juss
30,0006
Both Outfits - Yes

Al
Lower Body -
Double Ninjato
60,000 G

Both Qutfits — Ka

Lower Body -
Medicine Case
30,000 G

Both Outfits - Mo



Color — Black/White
18,000 6

Color - Red
80006

Color - Blue
8,000G

Calor - Yellow
8,000G

Color — Green
8,000G

Color - Purple
80006

Color - Brown
8,000G

Color - Sea Green
80006

Player 1 Colors

1 1)

B

Player 2 Colors

Cofor - Black/White
18,000 G

Color - Red
8,000 G

Color - Blug
8,000 G

el

Colar - Yellow
8,000 G

Color - Green
8,000 G

\
L3

i

Color - Orange
8,000G

Color - Sea Green
8,000G

Color — Purple
8000G

Move List L
e Joommants _ eopedies vamage  [woes |
H, H

Left Right Combo &R 5,12

Right Straight to Left Low Kick S HELE 12, 10 =

PK Combo S H H 12, 16 Knockdown =
Valkyrie Lance Combo P H, H H 14, 12, 18 Knockdown

Chariot (&) M, M 13, 15 Knockdown

Hydra Bite High [S@]S M, M, H 10, 12, 23 Knockdown

Hydra Bite Mid [ lcn M, M, M 10, 12, 12 Knockdown =
Hydra Bite Low [l M, M, L 10, 12, 10

Crusader & M 33 Knockdawn

Shuriken Kick Y M 21 Knockdown

Gate Keeper - & M, H 12, 19

Shadow Spear - & M 30 Knockdown

Crescent Kick - S H 22 Launcher

Lance Kick > 5 M 24 Knockdown

Chakram > PSS M, L M 22,7, 25 Knockdown =
Heavy Chakram > ppHd M LM 22,12, 25 Knockdown gats
Spinning Chakram - P M, M 22, 17 Knockdown

Body Blow u M 15 -
Short Uppercut w® M 21

Meat Hook MNS$ M, H 21, 25 Launcher

Shadow Snap Kick g H 21 Launcher on Counter Hit

Pendulum Kick 4B M, M 13, 15 »
Death from Above e ! 35 Knockdown

Blind Ghost o P M 28 Knockdown

Low Kick : = L 9

Basilisk Fang ) L 13

Summon Force &

Dead End ViR tA S ! 60 Knockdown

Assassin’s Sting Combo &L ) M, H 16, 6

Assassin’s Sting R M 16 Shifts to back turn

Killer Bee ¥ P L 17

Shinobi Cyclone » > L 10 Knockdown

Elbow Strike - & H 18 Knockdown on Counter Hit

Unicorn'’s Tail -hBE H, M, M 15, 12, 20 Launcher 5
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~ Hades Heel

Skull Smasher
Skull Smasher Feint
Skull Smasher Feint Low
lllusion Strike
Illusion Sweep
Blind Whip

Backfist

Backfist

Blinding Knife
Crusader

Spiral Cannon

Soul Steal

Deadly Talon

9m.&zﬂ%ﬂ&\,@xm) 2

H M, L

3D S

%

- oH

- He B

S BP
&P

«HP

Back towards enemy €
Back towards enemy &
Back towards enemy = &
Back towards enemy <
Back towards enemy %
Back towards enemy <
Back towards enemy = €

M

M, M
M, M
M L
M, M

£ T T T =
= —

15, 12, 15
19
12,

Knockdown
Knockdown on C
Shifts to back turn:
Knockdown on G

Shifts to backturn

Knockdown
Launcher

=

Cold Massacre Back towards enemy = < b
Demon Knee Back towards enemy = &
Kama Kick Combo Back towards enemy =»> &

= E ===

Crumple Stunon C

Knockdown

3 I
x=

Sixth Sense
Reverse Chackram
Shinobi Cyclone
Labyrinth

Gremlin Smasher
Phantom Warp
Deathbringer Mid
Deathbringer High
Deathbringer Low
Shadow Scythe
Stormbringer
Sudden Strike
Wind Spin Kick
Poison Needle
Swift Justice
Pandora Spin
War Hound
Shadow Sprint
Fatal Elbow
Buzzsaw

Black Hole
Hellhound
Quicksand

Rising Uppercut
‘Jackknife Elbow
Trident Kick
Shadow Snap Kick
Spinning Middle Kick
Crouch Step
Evading Middle Kick

Back towards enemy, time with enemy attack Knockdown

»> &

Back towards enemy = <®
Back toviards enemy ¥ 9
Back towards enemy = @

Back towards enemy = &> @
Back towards enemy => = =»

te$

tod
1o

g

Ak
-
>

> > @
> d
-
«d
Yuc>
n>@
R
tuc>H
du>d
Iu>$

While rising €
While rising <
While rising %
While rising <
While rising =» <»
While crouching % $ &4
During sidestep &

=B
LA i -

=z e s e =
T =

= 24 = = = o= pay =

=

Knockdown

Knockdown

Knockdown
Knockdown
Knockdown

Knockdown
Launcher
Knockdown
Launcher
Crumple on Counter Hit
Knockdown -

Knockdown
Knockdown
Launcher

Knockdown
Launcher

Knockdown

Knockdown




L

Move b
10 Hit Combo 1
10 Hit Combo 2

Thows _

Grave Digger Approach enemy % (or = %)
Salamander Approach enemy < (or => )

Neck Ringer Approach from left side %° (or &)
Swift Assassin Approach from right side % (or <)
Dark Matter Approach from behind % (or &)
Orbiting Moon Approach enemy % €

Undertaker Approach enemy => % ¥ 4= = &
Ultimate Tackle "

Ultimate Punch During tackle

[Damage ______[Notes ________§

H, M, M, H H M ML M! 1219558 8 8,5, 6 24 Knockdown \

Ho M, M, H H M ML M! 1315778895 6 24 Knockdown

Properties [vamage __Escape ______jy

[ 2o]
;o)
&b
.3

=2 T ¥Ti T B T S T




One of Raven’s quicker moves, Sudden Strike jumps
‘over lows, hits mid, and juggles the opponent. It is
.an' exceptional move to open up the round, and to
punish an opponent’s missed or slow recovering
* | move. Sudden Strike can be used in conjunction with

~ Quicksand (¥ % S><) for his mix-ups outside of
 his full Shadow Sprint (¥ % =) range; This move
* can also be used in his juggles, and to pressure an
- opponent who has their back against the wall.

. Quicksand is a very fast sweep that will always
~ juggle the opponent, even at maximum distance.
Most players fear to be on the receiving end of this
. move, because it is so quick that they cannot see it
coming. It also can cover long distances by delaying
the ¥ % = motion from Shadow Sprint (¥ % =)_ It
is an excellent move to use when the opponent Quick
' Recovers after a devastating juggle, or after they get
+ up from a throw or knockdown move.

e,

Shinobi Cyclone is a quick sweep that will avoid high

- moves. This move can be especially useful against

string-type characters where one of the hits include

~ ahigh. It also hits a grounded opponent, does decent

- damage on the ground, and is quick enough to make
defending against it on the ground difficult. It has long
range for a sweep, and can be done from Shadow
Sprint (¥ % =) if you think your opponent may try
to interrupt you with jabs.

. Rising Uppercut is essential in Raven’s game because
it sets up powerful and damaging juggles. Although
| you cannot throw it out randomly, you can use it
with throws to mix up your offense and frustrate
your opponent. It is also useful as a defensive tool,
because it is the perfect punisher for when you duck
- your opponent’s throws and jabs.

Crusader is an excellent move for punishing missed
moves or slow recovering moves, because it will
- Knmock an opponent down and set up opportunities
- for Raven’s ground game. This move can be executed
while sidestepping or with your back turned. On
~ counter hit. Shadow Scythe (# <°) is a damaging
follow-up. If the opponent’s back is close to the wall,
 Crusader will cause a wall stun regardless of normal

or counter hit.

hadow Spear is a damaging move that i$ prima=.
used against opponents who have missed.an atizse
o as they are getting up from the floor. This move &
safe on block, and will push the opponent far enougs
* away to allow Raven to mix up his attacks. It will 25+
- cause wall stun if the opponent’s back is close enougs

to the wall. This move can also be used to catch =
opponent as they are quick rolling back from the fas
. after being knocked down.

" Storm Bringer is a spinning jump kick to a stanceg
mid-hitting roundhouse. The second half of this mawe
should only be executed when the first half connecs

£ with the opponent. The second kick is not safe if your

.. opponent blocks it, unless it is done at maxime=

~ range. This move goes into jump status instanty
which is useful for avoiding and punishing o

attacks. It can also be used to avoid throws, unizss

- your opponent has air throws at their disposal. Store

‘Bringer is a good move to use when your opponss
| Is getting up from the ground, or at the beginning &
© around.

~ Hydra Bite can be used in juggles and as a punishe
I Using Hydra Bite High ([ ®]%) will knock your
£\ opponent into a wall fo your left. If an opponsm
§| misses a move against you, Hydra Bite will launss
the opponent into the air, so you can juggle them 2=
- cause enormous damage. There is also a mix-up tha
~ You can apply if the opponent blocks Hydra Bite. 75

| three follow-ups to Hydra Bite can hit either high, mi.
or low.

= It is vital that you master Undertaker, because = =

i Raven’s only double break throw and it deals a lot &
‘damage. By mastering this throw, you will lower =
oppanent’s chance of guessing which throw break &=
use when they are thrown by you. Some opporiuse
times for using this throw include when the opponss
uses Quick Recovery, after blocking a safe mowe
' when you connect with a Body Blow (% %), and 5=
throwing them with either the Salamander (Approzcs
enemy, <), Orbital Moon (Approach enemy, % <
or another Undertaker.

When used alone, this move does ne
accomplish much, but when used to 5=
up other moves, Body Blow gets the jo8
done. On a successful hit, the oppon==
will be stunned briefly. This is Ravens
opportunity to hit them with something
quick, such as Quick Sand (¥ % = &

a dashing throw, Undertaker (Approacs
enemy, H>% ¥+ =>d)  gyGies
Strike (= => %), or another Body Blaw
1o reset the mix-up.




ik Good Maich-Ups

Most of Craig's long-range moves hit either high or low. If you can keep Rayen about a
Shinobi Cyclone’s (¥ ) distance away from Craig, you mainly have to duck'if you see
an attack coming. Since most of Craig’s lows have terrible recovery, you can easily
punish them with a Rising Uppercut (WR#) into a powerful jugale. Sudden Strike
(=>=><®) and Storm Bringer are also useful if you anticipate a low attack. If you
see Craig trying to mount you from Ready Position, you can easily avoid it and
cause some damage with Storm Bringer. You can also reapply vour offensive
game to Craig quite easily after blocking most of his moves. Also, due to his

large size, he is a bigger target for ground hits, combos, and juggles.

g

Most of JACK-5's damage is caused by his destructive and varied throws.

Fortunately, JACK-5 cannot air throw, so you can use your jump status moves

with no worries. This also will avoid his low moves, such as # #_JACK-5 is

a relatively slow character, so it is not too difficult to keep constant pressure on

him after knocking him down, or after you successfully block his moves. Most

of JACK-5's mid hitting moves are unsafe, so be sure to punish him and then

continue your offense afterward with a mix-up. If you stay just beyond the reach

of JACK-5's £1 € he has few safe options that will reach you. It is possible to

see the wind-up animation for his other moves from that range, and they are

all punishable on block. Proper positioning is vital versus JACK-5, 50 you do

not get thrown by him. Itis better to low parry JACK-5's # %% than to block

it. After a successful low parry, use Pendulum Kick (% <®) and then the
juggle of your choice, el

=

Weaknesses

Asuka is primarily a close-range fighter, with many strings that vary in hit
range. Raven can easily keep her out by using moves like Shadow Spear
(= <), so she will not be able ta use her strings and can make you guess which
way to block them. If you see Asuka begin a string from afar, you can score an easy
Valkyrie Lance combo (%2 < $®) on her, because all of the kicks will connect on
counter hit. If you do not have enough time to input a Valkyrie Lance, you can
always use a simple Roundhouse ($®) to knock her into the air, and follow
up with ground mix-ups as she struggles to get back to her feet. Most of her
lows are rather slow and can be blocked easily, so be sure to punish them
accordingly. If an Asuka player is abusing her White Heron Dance (%= <),
be sure to block and then duck after the first hit, and launch her using Rising
Uppercut (WR ). Shinobi Cyclone (# 3®) avaids many of her hits from her
strings as well. You can also sidewalk nearly all her strings, and some of her
moves. After getting to her side, you can use Grusader to knock her down and
then use your ground offense afterward.



Raven vs. Steve Fox

g
King's Elbow Sting (*:-\SSESrnraf
Even if Raven blocks it, Kifig
Jab Uppercut (/0 %), o
status moves to score an air {Hrow
throws, so you must become familiar™y
Raven, King can land a great offensive Bl
moves, by mixing up his throws or a ho|
throws, which can connect with you in i
move notations for his throws during the af
lead into devastating throws.

Raven vs. Nina

e . 'y .._: a _..,._'
Spin Chop (¥ <) She a
Some of Nina's most useful
do not deal much damage, andth




Wall=> @ D

Low Punch Parry

= S |

| WB > P B P NED AD > P & >dh DD
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Roger Jr. is among the second generation of kangaroos that were genetically altered and
bred for military use.

Roger was the first kangaroo born at the Mishima Zaibatsu biotech lab run by Kazuya. Shortly
after Roger entered the King of Iron Fist Tournament 2, Roger Jr. was born, and the family
lived in peace.

However, one day Roger was taken away from his family. Roger, Jr. thought the recently
announced King of Iron Fist Tournament might provide clues to his father's disappearance,
so he tucked away in his mother’s pouch and decided to enter the tournament.

Roger Jr.

Fighting Style / Commando Wrestling
Country of Origin / Unknown

Player 1 Costume

Item;‘

Head

p ST
Head - Headgear
200,000 6
Both Ouffits - Yes

Y.

LN

Head - Lace Cap
120,000 G
Both Outfits - Yes

LD

Head - Floral Crown
150,000 G
Both Qutfits — Yes

Face

Face - Snorke!
60,000 G
Both Outfits — Yes

Face - Plastic Nose
150,000 G
Both Qutfits - Yes

Face - Sunglasses
60,0006
Both Outfits - Yes

E
-
Face = Glasses
60,000 G

Both Outfits — Yes

Player 2 Costume

Upper Body

.

Upper Body - Pacifier
300,000 G
Both Qutfits — Yes

e
e
Upper Body - Sunglasses
120,000 G
Both Qutfits — Yes

Upper Body - Bear Trap
60,000 G
Both Outfits — Yes

<y C X
&8
Upper Body -

Cap & Bow Tie
500,000 G
Both Qutfits = Yes

Lower Body — Com
30,000 G
Both Outfits - ¥=

Lower Body - £
60,0006
Both Outfits - ¥

Lower Body —
Child’s Drum
120,000 G

Both Cutfits - ¥es

Lower Body — 5=
150,000 G
Both Qutfits — ¥=




Move List

Player 1 Colors

Color - Black/White
18,000 G
Color - Red
80006
Color - Blue
8,000G

Color - Yellow
8,000 G

Color = Green A‘:T-_-.'r_i\l
80006 (S

Color = Orange
8.0006

Color - Light Blue
80006

Colar — Pink
8.000G

Player 2 Colors

Color — Black/White

18,000 G

Color - Red : :
8,000G

Color - Blue :
80006 2

Color - Yellow
8.000G

Color — Green
8.0006

Color — Orange
8,000 G

Color - Light Blue
8.000G

Color - Pink
8,000 G

_m

Left Right Combo
One Two Uppercut

One Two Kangaroo Combo
Jab Uppercut

Spinning Tail Whip

Double Spin Castanet Kick
Double Spin Animal Sweep
Castanet Kick

Animal Rush to Windmill Punch
Windmill Punch

Outback Stomp

Ayer's Rock

Animal Gigaton Punch
Exploder

Elbow Slap Combo

Animal Slap

Right Cross Kick

Animal Headbutt

Animal Rampage

Jab Uppercut

Diving Low Punch
Stagger Kicks

Spinning Uppercut

Tail Tripper

Animal Kick Rush
Kangaroo Attack

Spinning Snap Kick
Rocket Stance

Road Runner

Wind-up Uppercut
Wind-up Low Kick
Wind-up Middle Kick
Wind-up Hip Press
Animal Drop Kick

aed
EDH
Ll
& &

[ ]
&P
StP
@

> HPHPH
>0
-

> BPOD

-&

%
v
.}J
(ﬁ.
ah
@

2 E £ = =
T =

T T
-~ =

H, H, H, M

FiEg RS rEE R E e E R

w
=

SM. M

Frh ]
LM

M, M, M, M, M

= e T e =

6, 10

6, 10, 10

6, 10, 20 Knockdown
12, 12

8, 12 Launcher

8 13, 21 Crumple Stun
8, 13, 17 Knockdown
21 Crumple Stun
7, 10, 5,10, A Knockdown
30 Knockdown
25 Crumple on Gounter Hit
10, 22,23 Launcher

25 Knockdown
25 Knockdown
15, 12 Knockdown on Counter Hit
12

15

21

45 Knockdown
5,13

10

14: 7 7 Staggers

10, 10 Knockdown
17 Knockdown
14, 14, 14, 14, 14

28 Knockdown
18 Knockdown on Counter Hit
30 Knockdown
22 Launcher

12

15

22 Knockdown
30 Knockdown
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Wind Up Punch -9 ! 100 Knockdown

Helicopter Kick ADH M, H 25, 25 Knockdown =

Rising Toe Kick A S M 13 Launcher "*
Capital Punishment K M 35 Knockdown '
Kangaroo Stomp A M 21 Knockdown on Counter Hit
Elbow Drop s M 35 Knockdown on Counter Hit
Sliding Hook -»c>db M 25 Knockdown

Konvict Kick -6 M 24 Knockdown

Head First Lunge S>c>d H 15 Knockdown ==
Rolling Toe Drop -H M 30 Knockdown on Gounter Hit
Animal Uppercut - e M 50 Knockdown

Animal Smash L e K M 23 Knockdown

Running Exploder =» = = P M 40 Knockdown

Spring Stomp Kick While rising & M, H 18, 12

Charge Stomp Kick While rising & $>hold M M 18, 21 Knockdown

Toe Smash While rising M 20

Crouching Uppercut While crouching % < M 23 Launcher

Animal Sweep During sidestep $» L 17 Knockdown .
Shrimp Kick Back towards enemy M 25 Launcher -

a

10 Hit Combos
(Moe  Jcommad  [Ppeties  |Damage | Notes

10 Hit Combo 1 EDEHPHHPHHD HoH M H M H LM M M 610, 10, 8 10, 12, 6, 7, 5, 15 Knockdown
10 Hit Combo 2 SLEEHPLHBY H H M, H M H M ML M 810 10,8 10,12 5 10, 3, 25 Knockdown
Throws

Head Stomp Approach enemy € (or = %) H &
Tasmanian Doormat Approach enemy < (or => ) H 35 £

Animal Face Crusher Approach from left side €@ (or <) H 40 @

Animal Rolling Arm lock Approach from right side € (or %) H 40 &

Reverse Neck Throw Approach from behind %°(or &) H 50

Dot Approach enemy »# ¥ & H 45 L3

Pile Driver Approach enemy ¥ % o> & H 35 @
Tombstone Piledriver Approach enemy # > H 58 &

Giant Swing Approach enemy = 4= # ¥ u > & H 65 ®

186



Top Ten List

Tail Tripper

Perhaps Roger Jr.'s best move, this can't be low
parried and leads to good damage and strong wake-
ups. It's also relatively safe (Jin can’t punish it with
his WR<®). Using this move in combos is very useful.
If it connects with an airborne or semi-grounded
opponent and floats, a Kangaroo Stomp (# <) will
catch a Quick Recovery and give a free Shrimp Kick
(back towards enemy <P). The only way to avoid
the Kangaroo Stomp is to quick roll, which is easily
beaten by a Capital Punishment (# <) or another Tail

Animal Rush to Windmill Punch

? = This is Roger's best move, hands down. On Counter
Hit, it stuns the opponent before the Windmill Punch
which gives a free delayed Rising Toe (# ¥ <) inta
jugagle for unbelievable damage. It's very easy to land
this move on Counter Hit because it's so fast. You can
also watch if the = €<% connects, and finish the
string.

>SS

Animal Sweep

This has a very good crouch that goes under even
some mids. It's risky, but it leads to good damage and
is worth throwing out here and there. When opponents
see you sidestep, they will duck in fear of this move.
This is why you should mix it up with strong mids off
sidestep (Rising Toe # <, Castanet Kick %»). On hit,
Tail Tripper (# <) is free, and a good follow-up after
that is Kangaroo Stomp (# ). The jumping Stomp
will catch quick rollers and give you a free Shrimp
Kick (back towards enemy <) into juggle for massive
damage.

Right Cross Kick

- =3 This is a very safe, very fast mid that you can throw
out whenever you want. This move is perfect for
baiting the opponent to attack, because it recovers
very quickly if you whiff it. It gives an advantage on hit
and adds lots of pressure against the wall.

This is a very annoying low, fairly safe, a very strong
crouch, and excellent against the wall. On hit, it
gives an advantage and can lead to damaging poking
strings.

Sliding Hook

- Ere— This is a very fast crouching mid that hits' semi-
grounded opponents. Good for ending combos and
keeping the opponent on the ground. Also very-strong

against the wall.

Capital Punishment

- 20 = This move is very important. It's great for catching
quickrolls, and it forces crouch on block. On hit, Animal
Headbutt (% <) is guaranteed for nice damage. On
block, good follow-ups are Right Cross Kick (% ),
Animal Rush to Windmill Punch (= © & & & &),
or a simple sidestep.

Windmill Punch

- This is a high-risk, high-reward move. If blocked,
an Animal Uppercut (= 7 #1499 is guaranteed,
among many other things. Use this wisely, because
good players will see the animation and duck. It’'s also
very strong against the wall.

Kangaroo Attack

Roger's most reliable and rewarding crouch move,
this is very risky but very rewarding. If blocked, you
are open to floater juggles.

Animal Headbutt

Roger’s safest mid if you're up close, this
is fast, safe, does good damage, and gives
you the advantage on hit. It also hits on
the ground and is very effective against a
grounded opponent near the wall.
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Combos

Combo 3
Combq4

T

Combo 5

Combo 7
Combo 8




Strengths . Bad Matchups

Roger has a strong wall game and excellent Quick Recovery traps. Your main
goal should be fo get the opponent’s back against the wall. Counter Hit Animal
Rush to Windmill Punch (= €> <& & <& €&) combos and Tail Tripper (# &)
Quick Recovery traps should be abused to no end. Most characters have a lot
of trouble punishing Tail Tripper.

Roger Jr. vs. Craig Marduk

Roger has a lot of frouble against Marduk, because most of Marduk's best
attacks have strong crouches built in. Marduk can keep Roger out of range easily
without fear of Counter Hit Animal Rush to Windmill Punch (= € & & & &)

One move in particular that is very easy to abuse against Craig is Kangaroo
Weaknesses Attack (# ). It spaces almost all of Roger’s regular pokes and is very hard to
punish on block.

Roger Jr.'s bigaest weakness is his poor range. Most of his moves give
good advantage, but follow-ups can simply be dashed away from. It's
important to be very patient with him and pick your spots. A smart
defensive opponent will exploit Roger's poor range with moves that
have natural spacing. Roger also has by far the worst throw range in
the game. Even his anti-backdash throws have trouble connecting.

Roger Jr. vs. JACK-5

Perhaps as payback for Tekken Tag Tournament, JACK-5 is a very tough match-up

for Roger. Many of Roger’s moves whiff against JACK-5. Also, a lot of juggles won't
even work on him (Tail Tripper (¥ <), Aver's Rock (= & % &)). Most of JACK-5's
unsafe moves are hard for Roger to punish because of his poor range.

Wall Strategy

Roger's wall game is where he shines. When you have the
opponent’s back o the wall, you don't have to worry about his poor
range. Moves like Right Cross Kick (™ <®) and Capital Punishment
(# &) can be great pressure tools against the wall. Add some
Diving Low Punches(¥ <) or Tail Trippers (# %), and you have
a deadly arsenal of lockdown moves. If Roger's back is against the
wall, try his giant swing throw. If done from this position, it can't
be reversed off the wall by the opponent and will deal about 50% damage. Some nasty
wall combos include Gounter Hit Animal Rush to Windmill Punch (&> € $ & & &)
Helicopter Kick (# <°<) and then another Helicopter Kick, and Windmill Punch
(= 37 ®) (blocked) and then two Helicopter Kicks back to back.

Good Match-Ups

Roger Jr. vs. Bryan Fury

Roger Jr. vs. Paul Phoenix

It's very hard to punish Paul's key moves with Roger. Moves like Paul's Phoenix Smasher

(¥ % = ) are very easy to abuse and must be anticipated and sidestepped. In general,
Paul can stay at mid range and keep Roger at bay with simple mix-ups. Roger's poking
damage just doesn’t stack up.

Since Bryan's best moves are high and don't Quick Recovery crouch, it's very easy to
apply moves like Animal Sweep (SS <), Kangaroo Attack (# €), and Counter Hit
Animal Rush to Windmill Punch (= & & & & &) This match is a simple matter
of baiting counter hits. If you play patiently, you shouldn’t have any problems.

Roger Jr. vs. Jin Kazama

Jin has to stay close to fight Roger, which lets Roger use all his pokes freely. Also,
Jin's best tools are high and mid, so well-timed Animal Sweeps (S5 ) will go
under a lot of his strings. Roger can also abuse Tail Tripper (# °) against Jin,
because all he can do to punish it is WR=®. That isn’t anything to worry about.

Since Roger is so small, many of Jin's juggles won't hit him consistently.

Roger Jr. vs. Lee Chaolan

Another good fight for Roger. Many of Lee’s strings end with high attacks, and
you can crouch under these highs with Kangaroo Attack (# <), Also, Animal
Sweep (S8<*) goes under a lot of Lee’s best mids.

Parry Follow-Ups

Low Kick Parry

Low Punch Parry
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By entering the King of Iron Fist Tournament

4, world boxing champion Steve Fox had hoped -

to gain international exposure and clues that would ev e
help unravel the mystery surrounding his birth. Steve, ;

with the cooperation of Lei Wulong, found out about

Mishima Zaibatsu’s evil designs and the Zaibatsu’s
involvement in his conception. He made up his mind

that he would see to it Mishima Zaibatsu never made
this mistake again.

Shortly after, the King of e, 5
Iron Fist Tournament 5 Fighting Style / Boxing

was announced and Steve - . e
L ountry of Origin / Great Britain

Steve was full of confidence
as he set off to win the
tournament and destroy the
Mishima Zaibatsu.

Upper Body

\r.. ."_'

Head — Wild Hairstyle Face — Nose Bandage Upper Body — Gold Medal Lower Body=
300,000 G 60,0006 200,000 G Altsrniate Bools
Both Qutfits - No Both Outfiis = Mo Both Outfits — No 1200006

Both Outfits - Na

oty <3 3; 4 AL
Head - Olive Crown Face - Glasses Upper Body = Lower Body —
150,000 G 60,000 6 Spiked Bracelet Champion’s Belt
Both Outfits - No Both Qutfits - No 30,000 G 500,000 G
Both Outfits — No Both Outfits — e

= 3 - . g L 3
Head - Baseball Cap Face - Headphones Upper Body - Lei Lower Body —
80,000 G 40,000 G 50,000 G Jump-rope
Both Qutfits - Yes Both Outfits - Yes Both Outfits - Yes 30,0006 v
Both Qutfits - Yes

Head — Towel Face — Bandanna Upper Body — Lower Body — Cias
150,000 G 300,000 G Sifver Pendant 500,000 G [
Both Outfits — No Both Outfits — No 30,000 G Both Quifits — Mo

Both Qutiits — No

h
Head — Parted Hairstyle Face — Sunglasses Upper Body — Chainsaw Lower Body —
200,000 G 120,000 G 60.000 G Butterfly Knife

Both Qutfits - No Both Outfits — No Both Qutfits — No 60,000 G

Both Quifits — 1




Player 1 Colors Player 2 Colors

80006

Color - Blue
8,0006

Color - Yellow
8,0006

Color - Green
8,000G

Color - Orange
80006

Color - Orange
8,0006

Color - Purple
8.000G

Color - Light Blue
8,0006

Color— Light Blue Color - Beige
8.0006 8,000 6

v

Yi
“t = B == o
_m_
~ Double Jab & b .

Double Jab Straight wad H H.H 5,3,10
Double Jab Body Blow & &= 6 H, H M 53,15
~ Left Right & H.H 5,12
\ Jab Body Blow PR H M & 515
~ Left Right Left ©he H H H 512,15
: Left Right Left Flicker Stance @& H HH 5,12,15 Shifts to Flicker Stance
~ British Edge Combo ©ded HHHM 5,12,15,19 Launcher
British Edge Combo 2 (g p =8 B3 H,H,H, L 5,12,15,17 Knockdown
Quick Edge Combo 1 HEd H,H M 12,15,19 Launcher
Quick Edge Combo 2 S §d H.H L 12,15, 17 Knockdown
(K SRUIRLE O O HON HH 12,15 Shifts to Flicker Stance
Straight Body Combo Y- H.M 12,12
Ducking Left @
Double Stinger PEe M, M 20,23 Knackdown
Left Body to Flicker oy e M 20 . Shifts to Flicker Stance
Right Shoulder Rush &b M 13
Cobra Weave D>
Endless Roll PHSAEGBSED D M... 22...
Ducking Right b
Left Shoulder Rush Y M 13
Gut Drill o db M 27 Knockdown
Cobra Weave & P>
Endless Roll SPOBEBHE D M 22

_m

. Flicker Stance

- Fly Swatter During Flicker Stance <& M 27 Knockdown

 British Lancer During Flicker Stance <= & H 30

- Spitfire Combo During Flicker Stance © ® & & H HHM 12,12,12, 27 Knockdown
Tempest Combo During Flicker Stance €= € H M 12,20

- Power Hook Combo During Flicker Stance € ¥ & H,H 12,25 Knockdown




Quick Spin
Cyclone Punch

~ Cyclone Knee Clip
~ Cyclone Left (Right)

Double Cyclone Punch
Double Cyclone Knee Punch

Ducking Body Blow

Ducking Body Blow to Left Hook
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. Ducking Psyche-out Body
- Ducking Psyche-out Left Right

Combo
Feint to Right Body Blow

Ducking

Fox Hunt

Skyscraper

Punisher

Gatling Gun

Ducking In

Power Fox Hunt

Power Skyscraper

Power Punisher

Stun Gun

Left Uppercut

Right Uppercut

Uppercut Cross Combo
Uppercut Psyche-out Body
Uppercut Psyche-out Hook

Uppercut Psyche-out Hook Flicker

Uppercut Psyche-out Left Right
Combo

Double Right Uppercut
Sonic Fang

Knee Blaster

Wildman Combo 1
Wildman Combo 2
Scorpion’s Claw

Knee Clipper

Foot Stomp

Foot Stomp Right Hook
Quick Hook

Quick Hook to Flicker
Left Hook Knee Clipper
Jaw Jolt

B T,

10 Hit Combo 1
10 Hit Combo 2
10 Hit Combe 3

| 4

‘9"3’

D

@0 (or )

@ ord) &

D4 (or ) then ¥ &
> &

> B

> DD
(S ]

> (®B]

= P(or > )
While Ducking
While Ducking <&
While Ducking = &
While Ducking # & S & S D&
= P (or > )
While Ducking In %
While Ducking In <&
While Ducking In = &
- &

e

D

LR LS

weHd
WSS E

N & <o
AEDS

aNES

S

&

b

e s> S
&S

¥

P

e

&

« &5

-Hd

-

DR EELREDEHe D
DR EEVESSEe D
(SRS LHERSDH

M, H
M, M
H H

M, M, M, M, M, M, M, M, M

L, M H
M, H

HoH MM, MHH LM, M
H H M M MHHLM,!
HHMMMHHLH

15,15
15,12
8,12
12

23
18
25
3,3,3,333.33.3,12

26

21

28
27-36
8

12
8,12
8,12
8,22
8,22
8,8,12
12,13
10,18
14
13,13,15
15,15
15,22
21

8,12,7,8,8,8,10,8,13,22
8,12,7,8,8,8,10,8,13,40
8,12,7,8,8,8,10,12,10

{ _
L]

Knockdown
Knockdown

Knockdown

Knockdown

Launcher
Knockdown

Knockdown

Knockdown

Launcher

Knockdown

Launcher

Stuns

Shifts to Flicker Stance

Launcher
Knockdown

Knockdown

Knockdown

Knockdown

Knockdown

Shifts to Flicker Stance
Knockdown

Nules
Knockdown
Knockdown

Knockdown

K|




Swaying

Billy Club

Snake Charmer
Over the Top

Sky High

Jump-in Foot Stomp

Jump-in Foot Stomp Right Hook
Jumping Duck Kick
Dashing Straight

Beat Down

Rocket Launcher

Rocket Launcher to Flicker
Can Opener

Hellfire

Eraser

Sliding Low Punch
Wildman

Cheapshot

- Gut Wrencher

Brain Pulverizer
Choker Slam

Throw Down
Schoolyard Bully
Armlock Throw
Spinning Elbow Drop
Griffin Throw

Parry

Parry to Uppercut

Position Change

GRS

m_

- F(ore )

While Swaying

While Swaying <&

e

A

AP

APD

A

> o>

- = v
uc>a

YuD> e
Yeod
e>D

T

Run more than 3 steps
While rising ¥ &

(While enemy is down) ¥ &

Approach enemy % (or "> %°)
Approach enemy < (or = )
Approach from left side % (or )
Approach from right side €° (or &)
Approach from behind € (or <)
Approach enemy =» > €
Approach enemy ¥ 2>
During Flicker Stance <= &

Time with enemy punch <& =»
Time with enemy punch & = €
While Swaying

=R R OEE BT B RN
o

- il e O R

30
30
12
18
%
24,15
25
30
25
21
21
35

Launcher
Stuns
Knockdown

Launcher

Knockdown
Knockdown
Knockdown
Knockdown
Knockdown
Knockdown

Knockdown




This is one of Steve’s quickest punishers, which also
deals good damage and covers good distance. This
move can be thrown out somewhat randomly, because
- most people do not realize it can be punished. But
against advanced players, this move must be used
- sparingly. Save it for a quick punisher to catch their
delays when they whiff a move.

‘Right Uppercut launches only on standing characters;
Double Right Uppercut (% ¢ &) launches ducking
characters. Use Right Uppercut as a punisher if the
. opponent whiffs, but realize that it only covers a small
- distance. Use Steve’s Double Right Uppercut if you
expect them to duck. This will launch them after the
second hit connects. The opponent only floats slightly,
S0 you must do a jab to continue the combo. In a
stage with walls, you can do a Double Right Uppercut
(> ==a5rd Brd S rd
» = 5 &S &< (goes into Flicker Stance),
Spitfire (S ¥ € &) combo, which can deal
up to 80% damage. The number of dashing jabs
(= = 7 ®) you'll need depends on how far you are
from the wall. If you practice enough, it is possible to

- do about seven dashing jabs, or even more.

This is a high move that cancels into Steve's Flicker

‘Stance. On counter hit, it causes an unbreakable stun

for Steve to combo with. The move is quick, but it is

high. It is also hard to punish. Holding back will cause

Steve to go into Flicker Stance, which will auto block
after the move.

This is one of Steve’s new moves that gives him
j :_gréat: setups and more guessing games. This is also
~one of his better moves to get inside the opponent
- from midscreen. When it hits, it gives Steve a great
~ guessing game. He can go into Flicker Stance and
‘do a guick Flicker punch, a throw, or a mid attack.
If blocked, he can still go into Flicker Stance since
it can hardly be punished. You can also quickly
- cancel out of the Flicker Stance and duck, in case
‘the opponent decides to jab you out. Then you can

Wildman (WR® ) after ducking the jabs. If the
. opponent decides to do any slow power moves, Steve
* can punish them with his Power Hook Combo (While
| in Flicker Stance € ¥ €), which knocks them down
| on counter hit.

- Thefirstleft uppercut of this move cannot be countered
. or parried. It is a great move against players who
- like to do counters or punch parries to stop Steve's
- pressure game. The ftwo punches are guaranteed if the
. first one hits, and it does nominal damage. It is also a
- great move to keep the pressure on the opponent.

his move s great for closing in the distance. Its
ick, hits mid, and gives a great block stun. Although
be sidestepped fairly easily, once it's blocked.
he opponent is left in a guessing game between
throw, an Uppercut Cross Combo (% © &), or
Foot Stomp Right Hook (# € <%). Once you get
efter at doing damaging wall combos, you can throw

| in Double Right Uppercut (% <& <) against duckers.
That can do up to around 75% damage.

One of Steve’s best new moves, this gives your

‘opponents reason to duck. This must be used only
. when you are in close and have the advantage. The
‘move is pretty quick,but it does not cover much
“distance. In a wall stage, this is one of your bes:
‘options when the opponent’s back is to the wall
‘When it hits, you can do it one more time for excellent
_damage.

-

This move is great against players who like to jabalot

- It erushes any high attacks, it's quick, and it hits low.
- After Knee Blaster hits your opponent, you can maks
~ them guess by doing either a Wildman (WR® &), 2
~ throw, or another Knee Blaster. Wildman after Knes
Blaster hits is uninterruptible (it the < after you ses

hit; if not, only do %), so use that a few times to

\ ‘scare the opponent into ducking or trying to counter
| your next attack. Once you make them fear your quick
- Wildman, you can then begin your mind games.

. Steve probably has the best jab in the game. His Lef
i _-_Rzght Left can counter just about anything except for

oves that can crush highs. The risk to reward is great.
cause a Left Right Left is all guaranteed on counter

hit and does around 25% damage, and leads you tu

reat mix-ups. It is also great to keep out players who
- to rush down Steve. This move should be (sed
often to-make the opponent duck, or to get a counter
against slower moves that the opponent tries
0.

Damaging and very quick, this move car
punish players who like to jab a lot. Steve
can duck a lot of strings and punish them
with this quick and devastating move. It is
also possible to use this string as a poke.
Since it is possible to delay the < of this
siring, you can run up to your opponent.
duck (most opponents will try to jab you
when you run in), and WR. If you sez
it hit, press the <& as soon as possible to
guarantee the hit. If the WR%> does not
hit, just don't press the ¥&. Duck again
and try WR® again, or do other mind
games like throwing, jabbing, etc. This
mind game works because your opponent
expects the & to come out. It takes some
practice, but it'll be helpful to practics
seeing the hit and then doing the secong
part of the string.




Strengths

Steve is very strong overall, but his strength lies i

Most of the stages in the game have walls, which help

that most of Steve’s combos can get his opponents age

In any stages with walls, it is best to do a lot of jabs in

to get the opponent to the wall. Then mix them up wif

strategy below. In stages without walls, he is still one of

characters in the game. He can be played effectively on both 0

and defense. His best pressure string is definitely Left Right

Hit damage from one of the fastest jabs in the game is about

pressure Steve. Lunge throws are also great, since his Brain P

a great advantage. After the throw, if the opponent tries to get sira

do a Ducking Body Blow Left Hook (= <% €<3) to catch the oppBiig

do a Flicker Spitfire Combo (While in Flicker stance € € €<% to

of about 90% damage including the throw. This kind of damage sca

staying on the ground, leaving Steve free to try extra attacks. From in

with your jabs, Foot Stomp Right Hook (# <> <), Uppercut Cross Comb
distance, you can pressure them with Ducking Body Blow Left Hook (= -5
(= => = )_(But use it sparingly, because it can be sidestepped easily.) AISE
throw. Throws tend to make opponents duck a lot, which is good because Steyg
are mostly mid.

Weaknesses

Steve probably has the fewest weaknesses in the game. Most of his

strings have little to no delay. His Left Right Left (% & €< ) can be

ducked and punished, because Flicker Stance allows auto block after

a certain number of frames of recovery. But it also can’t be punished

by any real damaging moves. When facing beginners, you'll realize

that even though Steve doesn’'t have too many weaknesses, it can

be really hard for him to win against good competition. Characters

with good high crushes tend to give him some trouble. Also, players with very good defensive
abilities will give Steve a lot of trouble. It’'s easy to block most of his lows, except for hisiFag
Stomp Right Hook (# 4 &%), which is only good for in-close fights. Against those players
Steve has to resort to throwing a lot and being patient. Steve’s Sonic Fang (% ) and his Quich
Spin mix-ups (9 <& or % ¥ %) can all be sidestepped to Steve’s right.

Wall Strategy

Steve has by far one of the best wall games. He is the only character

with a wall push in the game. Not only that, but his Foot Stomp Right

Hook (# < <%) and Right Uppercut (% <) make his wall game

just phenomenal. Once you're near the wall and the opponent has

their back to it, mix up your Foot Stomp Right Hook (# % <) and

Right Uppercut. You can also mix in your wall push. After a close

wall push, Left Right (% <) is guaranteed. Then you can mix them

up with another wall push, or the other moves mentioned above. If you land a Foot Stomp Right
Hook (# < <®) and the opponent lands close to you, which happens in most cases when they
have their back against the wall, another Foot Stomp Right Hook( # <> <) is guaranteed, and
you can do more guessing games after. If a Right Uppercut hits, the opponent will splat very
high against the wall, which will guarantee you a Left Right Left (<& €<= ), Spitfire combg
(While in Flicker stance % € % %) for a whopping 70% damage. Once the opponent has
taken that much damage, they'll dare not duck again. This will give you more opportunifigs
to do wall pushes and Foot Stomp Right Hook # %> <) for a lot of damage. You can alsg
Sonic Fang (% %) to mix them up more, but it is much less safe than the other option§
you do get the Sonic Fang to hit, a Foot Stomp Right Hook (# <> <) is guaranteed. All
scenarios work only if the opponent has their back against the wall.

Good Match-Ups

Steve Fox vs. Hwoarang

Steve does not have a hard time dominating Hwoarang. His jabs are much fas
Right Left string can really be abused here. Hwoarang doesn’t have too rja
crush your Left Right Left, except for a few lows that barely do much dagage
to watch out for Hwoarang's Left Plasma Blade (4 <), which can tak

life. Basically, don’t duck too much against Hwoarang. Left Right Le;

lot of pressure on him. Mix that in with throws, Senic Fang (% <), Uppereu
(% € ) ete. Also use Quick Hook (#= <) against Hwoarang ong
opponent will be scared to keep pressure on you. A Quick Hook Coufiter
against players who are overly aggressive. Of course, Left Right

remedy for players who like to keep their game too aggressive. Ove

much of a problem at all for Steve.

Steve Fox vs. JACK-5

Steve Fox vs. Craig Marduk

Steve Fox vs. Bryan Fury

Steve Fox vs. Julia Chang

Steve Fox vs. Nina Williams
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Fighting Style / Xing
Country of Origin / Ching

Player 1 Costume

ltems

&= )
Head — Topknot

200,000 G
Both Outfits — No

N )
Head - Ornate Hat
300,000 G
Both Outfits - No

&

Head — Bald Head
80,000 G
Both Outfits - Yes

Head - Chinese Hat
150,000 G
Both Outfits - No

<D

Head — Monk Hat
200,000 G
Both Outfits - No

pe

Face — Theater Mask
150,000 G
Both Outfits — No

Dl
Face - Glasses
60,000 G
Both Outfits — No

Face - Sunglasses
40,000 6
Both Outfits - Yes

Face - Green Sunglasses
120,000 G
Both Qutfits - No

Face - No Glasses
60,000 G
Both Qutfits - No

Player 2 Costume

Upper Body

Upper Body — Ghinese Fan

500,000 G
Both Outfits — No

Upper Body — Gane
120,000 G
Both Outfits — No

Upper Body -
Traveling Salesman
50,000 G

Both Qutfits - Yes

Upper Body -
Prayer Beads
30,000 G

Both Outfits - No

Upper Body - Monkey

500,000 G
Both Outfits - No

Lower Body

Lower Body -
Chinese Sword
50,000 G

Both Outfits - No

Lower Body — Gourd
30,000 G
Both Qutfits — No

N

Lower Body - Hoe
30,0006
Both Qutfits - Yes

Lower Body - Pipe
60,000 G
Both Outfits - No

Lower Body —
Paper Umbrelia
200,000 G

Both Outtits o



‘Player1Colors  Player 2 Colors

Color - Black/White | :
16,000 G Phee

Color — Black/White
18,000 G
Golor - Red Color - Red
8,000 GoldG 8,0006
Color - Blue Color - Blue
80006 8,000 6
Color - Yellow Color - Yellow
80006 8,0006
Color - Green Color - Green
e ®
Color - Purple Color - Dark Yellow
80006 8,000 G
Color — Lime Green Color - Purple
80006 8,000 G
Color - Brown Color - Light Blue
80006 8,0006G

Move List
_m_

G-Clef Cannon H M, M 10, 5, 21 Launcher

Jab to Right High Kick @é} H H 5, 14

Spin Behind 4= (must hit) H 12

Right Straight to Left High Kick &HH H M - 816

Triple Spin Razor o cp > H LM 20, 12, 21 Launcher

Triple Spin Kicks 7 B de H L H 20, 12, 23 Knockdown

Triple Spin Low EXE 2 H L L 20, 12, 10 Knockdown on Counter Hit
Mountain Splitter & M 27 Knockdown on Counter Hit
Power Punch - & M 18 Knockdown on Counter Hit
Rising Heaven Kick - 5p M 20 Launcher

Energy Blast - & M 22 Knockdown

Heavy Uppercut - 4 U 50 Launcher

Pearly Gates % o M, M 12, 21 Launcher

Slow Power Punch S M 10

Slow Power Punch Combo LY M, M 15, 21 Launcher

Snap Kick u M 17

Medium Power Punch y <& M 28 Knockdown

Furious Tiger A 2=t M, M 14, 22 Stuns

Giant Slayer tod L H 14, 21 Knockdown

Sweep to Razor's Edge o é LM 10, 21 Launcher

Sweep to High Kick VHB L H 10, 23 Knockdown

Sweep to Low Kick dadam |51 10, 10

Rising Tide e M 22 Launcher

Crumbling Tower +o L 30 Stuns

False Lift & M 21 Launcher

Spinning Low Kick P L 16

Tiger Mountain KD LM 12, 21 Launcher

Cobra Fang e M 28 Crumple Stun

Jagged Edge = Da M, H 1, 10

Evading Kick - i M 20 Crumple on Counter Hit
Pinwheel Punch - M 35 Knockdown

Dancing Monkey Kick A M 22 Launcher

Foot Stomp F M 35 Knockdown

Crouching Cobra -» > M

22 Crumple on Counter Hit



Swivel Kick > > db Knockdown

Dragon Power Punch - U 100 Knockdown .

Heavy Power Punch tu=m S M 30 Knockdown e
Leaping Side Kick - = O M 30 Knockdown

Gravity Punch While rising & & & M, M, L 18, 18, 15

Skyscraper Kick While rising £ M 21 Launcher

Sweeping Cartwheel While crouching % < & LM 8 21 Knockdown

Parting Sweep During Sidestep < L 16 Knockdown on Counter Hit
Horse Tamer During sidestep M 22 Crumple on Counter Hit

Neutrallzer
_m

Neutralizer

Swallow's Tail After Neutralizer succeeds % L 25

Massive Dragon After Neutralizer succeeds & M 24 Knockdovn

Circling Dragon After Neutralizer succeeds & M 15 Launcher -
Flash Flood After Neutralizer succeeds & L 18 Knockdown

10 H|t Combos s, 3
_M Damage Notes

10 Hit Combo 1 LHEQIBLOLHD H oM, M, H LM ML HM 86,6, 7, 8 10, 12,8 10, 30 Knockdown
10 Hit Combo 2 BEGHIOROHD H, M, M, H, L, M, M, M, LM 86,6, 7 8 10,6, 8 10,25 Launcher

Th rows

Headlock Toss Approach enemy % (or = %) H @

Body Slam Approach enemy <® (or = ) H 35 S &

Crushing the Dragon Approach from left side %°(or <) H 40 @

Golden Mountain Approach from right side % (or ) H 40 &

Reverse Neck Throw Approach from behind € (or <) H 50

Attack Reversal Time with enemy attack 4= %>(or = <) H varies

Waning Moon Approach enemy % % H 15 & -3
Dragon Thrust Approach enemy M € H 45

Parry Follow-Ups

Low Punch Parry Low Kick Parry

AD > B8 € DE JEE YD > D «Dd FOE




Wang thrusts both palms forward for a far-reaching,
powerful, and very safe strike. This is Wang's most
versatile move. If's a good move to end combos with,
and to knock the opponent closer to a wall. It's a good
move to use after a throw, because if the opponent
moves, it will hit for big damage. It's also a great
move to throw out to keep your opponent away. An
all-around great move.

Wang' grabs the opponent, spins behind them, and
elbows them halfway across the screen, leaving them
standing with their back turned to him. This throw leads
to massive guaranteed damage. You can dash up after
the throw and hit them with G-Clef Cannon (4 & &)
or False Lift (# <) before they can do anything, and
juggle them for more than 50% damage.

ower Punch Combo
< Wang does a gut punch and an uppercut that sends
your opponent flying. This is Wang's best option after
a low parry, and it's a great punisher that also leads
to great damage. Its hits are guaranteed when you
block an opponent’s mid get-up kick, and after a lot of
characters’ stronger moves.

Wang sidesteps and does a shoulder ram that, on
counter hit, stuns the opponent, and on block causes
a guard stun. On block, you can do a Heavy Power
Punch (¥ =) and if your opponent does
anything but block, it will hit them. It's good to mix up
throws afterward also. If they move, they eat a Heavy
Power Punch. If they stand there fearing a Heavy
Power Punch, they get thrown. Rising Heaven Kick
(= <) is also a superb follow-up.

ng Cartwheel
Wang does a sweeping low kick, followed by another
kick that hits mid. This move is Wang's best low
option while crouching, and it does great damage for
a low move. Be careful when it gets blocked, because
you can get punished. Both hits will also hit if your
opponent is quick rolling. Not safe, but a very good
move nonetheless.

: _' Wang does three punches, ending in an uppercut that

leads to very damaging combos. This move's only
drawback is that some characters can punish it badly
when they block it. You want to trick your opponent
into doing a move that you know you can use G-Clef
Cannon to counter hit them out of. A blocked Giant
Slayer (¥ <> <) and Dragon Thrust (% €*) do this
well. If they block those moves and try to retaliate,
a G-Clef Cannon will hit them and launch-for great
damage.

This is Wang's new parry move. He does a slight hop
back and waves his hand in a way that says, “Get
that outta herel” He has four different follow-ups to
the parry. 4 does a low arm sweep that knocks the
‘opponent to the floor, which is best followed up with
a % % _[fthey move after that, Energy Blast (= ).
If they fall for all three hits, they lose more than half
of their life. <& does a thrusting punch that knocks
them down. 9 does a jumping kick that launchesinto
your juggle combo of choice. < does a Sweep Kick
that knocks your opponent down. For multiple.moves,
Wang can do a Neutralizer (4= €), and hit 4= again
for every following hit, parrying multiple hits at once.

Heaven Kick

Wang does a kick that launches and causes guard stun.
This mave is safe when blocked, and when it hits, you
cando & $ B for a ot of damage. This
move is best used after a blocked Horse Tamer (S
<) and to stop opponents from rushing in.

Wang does a low kick followed by a roundhouse kick.
This is best used when your opponent is doing-a-ot
of high moves, because it will go under and hit them
on counter hit. Another great use for this move is to
set up a G-Clef Cannon (€ % €b)_ If your opponent
blocks Giant Slayer and fries to retaliate, the G-Clef
Cannon will hit them and launch them. Mix up the
G-Clef Cannon with throws, and you have a good
mix-up to frustrate your opponent. Use this sparingly,
though, because the < in Giant Slayer can be ducked
and punished by rising moves. Try just throwing out
the ¥ & when they begin to punish it.

| leavy Power Punch

Wang does a very strong lunging punch.
This move is best used when you hit your
opponent into a wall, because it causes
a lot of damage. It's also very useful
for punishing blocked moves. Some
characters can punish this move badly,
and others cannot, so you'll need to learn
who you can abuse this against and who
will make you pay for it. It's a high-risk/
high-reward move.
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- = BadMaich-Ups

Wang Jinrei vs. Nina Williams

Nina can do what Wang does, only better. Her throwing game is just as nasty as
Wang’s, and her juggles are even better. She can shut Wang down
offense, because it's much safer than that of most other characte!
extremely careful when facing Nina. You cannot expect to go on the offenisive and win
this fight. You can win, but you'll really need to out-think your opponent o do it.

Wang Jinrei vs. Bryan Fury

Here is one more character who has fairly safe pokes to keep Wang on the defensive.
Bryan has a very well-balanced offense, and a def is just as good. You want to
avoid high-risk moves, because Bryan can punish them badly. Do not be predictable with
your low moves either, because Bryan's Orbital Heel Kick (# <) will hit you out of them
and start some very damaging jugales.

Wang Jinrei vs. Bruce Irvin

Unlike Bruce’s past strategies in The King of Iron Fist Tournament, he won't hit you justa
few times and win a round. Now he relies heavily on a quick and hard-to-predict offense.
Wang can have a hard time punishing a Bruce player, which can give Bruce a.green light
to attack for most of the round without a ot of concern over retaliation.

Neaknesses

Wall Strategy

Wang Jinrei vs. Hwoarang

Wang Jinrei vs. Lei Wulong

Wang Jinrei vs. JACK-5




Flayer 1 Coslume

ltems
Head

Head = Propelier
500,000 G
Both Outfits - No

Head - Black Skulf
150,000 G
Both Outfits - No

Head - Horms
40,000 6
Both Outfits - Yes

Head ~ Hair
300,000 G
Both Outfits - No

Head - Mushrooms
60,000 G
Both Outfits - No

Player 2 Costume

Face - Horned Headdress
120,000 G
Both Outfits — No

Face - Tentacles
60,000 G
Both Qutfits - No

§ LA
; i
Face — Magical Seal
50,000 G
Both Ouffits - Yes

Face — Hannya Mask
200,000 G
Both Outfits - No

Face — Bandit Hood
500,000 G
Both OQutfits - No

Upper Body

Upper Body - Treasure Chest  Lower Body — Pouch

200,000 G
Both Outfits = No

Upper Body - Jetpack
300,000 G
Both Qutfits — No

Upper Body - Iron Claws
30,000 6
Both Qutfits - Yes

£ N \
Upper Body - Musket

60,000 G
Both Qutfits - No

Upper Body - Stem
150,000 6
Both Qutfits = No

30,000 G
Both Qutfits — No

7y

Lower Body -
Samural Swords
60,000 G

Both Qutfits — No

Lower Body - Hero 528
80,0006
Both Outfits - Yes

Lower Body -
Sacred Ornament
120,000 6

Both Outfits - No

Lower Body - Pinwhss
30,000 G
Both Qutfits - No




Player 1 Colors«i Player 2 Colors

Color - BlackWhite Golor - Black/White
18,000 G U 16,0006
Color - Red Color - Red
8,000 G 80006
Color - Blug Color - Blue
80006 80006
Color - Yellow Color - Yellow
8,0006 8,0006
Color - Graen Color - Green
8,0006 8,000 G
Color - Purple Color - Light Blue
8,000 G . 80006
Color - Plum Colar— Purple
80006 80006
Color - Silver Color - Dark Yeltow
80006 8,0006

| Commands ————___Jpoperies——vamage [noes B
Sight Left Combo & H H 12, 8

. Fash Punch & HH 12, 10
Bash Attack &S H, H 12, 21 Knockdown
=iash Punch Low Kick &P H, L 12, 8

Oni Kick Combo PSP Hi L 25, 16 Knockdown
29 Zag PH H M 25, 30 Knockdown
Szllerina Kick to Kangaroo Kick Bl 4eY H M 25, 30 Launcher
%zngaroo Kick [B ] M 30 Launcher
Triple Roundhouse Combo SHH H H H 14, 12, 21

Flea _
[Moe  Jcommamds  [Propeies  |Damage | Noles |

Flea & (4= to cancel)

Sunning Flea During Flea = > (or +=<2)

<umping Flea During Flea 4

#ea Digger During Flea ¥

Flea Dance During Flea % (or €*)

Skull Splitter During Flea H 16 Launcher on Counter Hit
=iza to Kangaroo Kick During Flea & M 30 Launcher
Flza to Manji Dragonfly During Flea 4 &

Flea Indian Stance During Flea ¥

iz Roll During Flea = &

Fiza to Sliding Headbutt During Flea = ¢ L 25 Knockdown

Death Copter
Commands  [propertes  [pamage  [Nows |
e 1] 40

Death Copter to Manji Dragonfly FET )

Dzath Copter

Death Copter Slice FE-2 u 25

Death Copter Trick Ade U 35

Death Copter Trick to Manji S
:ragonflgf : reexe 205



Indian Stance
Indian Stance Healing
Indian Stance Storm

Indian Stance Stone Fists

Indian Stance Kangaroo Kick
Indian Stance Cannon

Indian Stance Vacuum Dance
Indian Levitation

Harakiri

Harakiri to Manji Blood Dance
Stone Fists

Maniji Spin Low Kicks

Manji Spin Low Kicks Front Kick

-

Medltatlon

Meditation
Meditation Healing
Back Handspring
Meditation Harakiri
Soul Stealer

Maniji Backfist 1
Backfist to Stone Fist
Prison Gate
Kamikaze

Kamikaze Feint

Door Knocker

Door Knocker to Back Knuckle
Door Knocker to Back Knuckle Slap
U Crazy

Basic Uppercut

Wood Cutter
Quick Slash

Death Slash
Cyclone Lift

Indlan Stance
_

Neutml while in Indian Stance

During Indian Stance % u

During Indian Stance <% M

During Indian Stance <» M

During Indian Stance % <& M, M
During Indian Stance Healing<= (or =>)

During Indian Stance Healing ¥ hold

i u
Voo saa DION0EE
REHEDEE

RePe. e
During Manji Spin Low Kicks = <» M

_m

During Meditation % u
During Meditation < SM
During Meditation » u

L

= & H

> DR, H M
- & M
-> P M

- e

W € e db dd M, H, H, M
NED M, H
WS M, H, M...
ud M
g M U

Ve U
Yo U
e U

M, M, M, M, M, M

15

10 p-
30 Launcher

30, 21 Knockdown

18, 14, 10... Knockdown

10, 10, 8, 8, 6. 6

1287 Tt

12 Knockdown

10

15 Launcher

60 Knockdown

12 Turns enemy backwiards
12, 10, 8...

27 Knockdown

30 Knockdown

15, 12, 12, 24

D2 Turns enemy backwards
15,12, 10, 8i.

13 Launcher

20, 12 :

10

15-107 Damage increases slowly
while walking

12

_m

Bad Stomach

Poison Breath

Bad Stomach to Backlip Kick
Slap U Silly

Slap U Silly to Side Spin

Oni Thrust

Spinning Evade

During Bad Stomach % (or ) u

During Bad Stomach < (or ‘)

*HORERD H, H, H H HH
=P H

- M
CPPPPPRP

25 Knockdown

22 Knockdown

10, 10, 10, 10, 10, 10
10 Shifts to a Sidestep



Poison Wind

Poison Wind Bronze Fist
Poison Wind Bronze Fist Steel Fist
Poison Wind Silver Fist
Poison Wind Gold Fist

Poison Wind to Manji Dragonfly
Poison Wind to Flea

Poison Wind to Kangaroo Kick
Poison Wind to Indian Stance
Sword Smash

Fubuki

Solar Kick

Reverse Cartwheel

Reverse Cartwheel Shark Attack
Solar Kick Shark Attack

Sword Stab

Face Splitter

Sword Poke Windmill

Thunder Blade

Suicide

Confusion

Double Suicide

Moonsault Slayer

Exorcism Fist

Knee Cap

Samurai Cutter

Inner Palm

Shrine

Whirlwind

Manji Backfist 2

Perilous Spirit

Indian Stance healing

Spirit Shield

Manji Dragonfly
Dragonfly Blade
Dragonfiy Fist
Dragonily Sweep
Dragonfly Twister
Guillotine Crow Kick
Avoiding the Puddle
Rising Knee

Poison Wind
Fdiore. 0

ﬁ;n'li Draaonﬂ

commants ———————Jowportes — Joamage |
AP M 10

During Poison Wind <= € M, H 10, 1
During Poison Wind Bronze Fist < M, H M 10, 30, 20
During Poison Wind Bronze Fist <

During Poison Wind Silver Fist [2 € u 15
Apd

s

AP M, M 10, 30
L R

-S> M 18
»c>5 M 15
»>od M 22
»>c>P M 30

> > M, M 30, 30
>>pdHPp M, M, M

& u 90
«o&d u 15
ARk ohad u 22
Al u 50
>0 u 100
> o> 6y

>G> U u a 100, 100
tu> & uu 15, 28
While rising & M 22
While crouching £ % L 12
While crouching 4 u 20
During sidestep M 21
During sidestep < M 20
During sidestep <» H 21
Back towards enemy <& H 15
Back towards enemy % M 22
While down facing up <

% U 21

te

During Manji Dragonfiy € ] 15
During Manji Dragonfly < H 15
During Manji Dragonfly % L 22
During Manji Dragonfly <» M 25
te M, M 10, 12
A ch M 25
% M 15

30, 30, 30

Launcher

Knockdown B
Launcher

Launcher

Knockdown

Knockdown
Knockdown

Knockdown

Knockdown
Knockdown
Knockdown

Knockdown

Knockdown

Knockdown

Knockdown

Launcher on Counter Hit
Launcher

Crumple on Counter Hit
Turns enemy backwards

Knockdown

prpries [ damage————hoes |

Launcher

Knockdown

Crumple on Counter Hit
Knockdown

Launcher

Launcher



10 Hit Combos

Moe ] Commands s e ]
10 Hit Combo 1 ShaHHHhddd H, Knockdown

10 Hit Combo 2 DEOEHEHLLELHES HoM, M. H M, M, M, M U U 58693337830 Knockdown

10 Hit Combo 3 GEBEPD DG H MM HHLMM 58862193895, S5, 25

10 Hit Combo 4 PREESHOEED H H M HHLMUUU 141256955 8 8 30 Knockdown

10 Hit Combo 5 PHHDDIDEP HoH M HHLMM 14,12, 5,6, 9, 5, 5, 25

10 Hit Combo & SHBEBSE H, H M H U 14, 12, 5, 6, 22 Knockdown

Throws
_mm

Oni Killer Approach enemy % (or = %) H L
Sword Face Smash Approach enemy < (or = <) H 35 e,
Wheels of Hell Approach from left side %°(or <) H 40 @
Neck Breaker Approach from right side %°(or ) H 40 ®
Tornado Drop Approach from behind % (or <») H 50

Soul Siphon Approach enemy ¥ M > & H 22 L
Rainbow Drop Approach enemy e & H 47 &
Soul Possession Approach enemy ¥ # 4= 5> & H 26

Parry Follow-Ups

Low Punch Parry Low Kick Parry




percut

The Basic Uppercut juggles opponents on normal
and counter hit. It is an essential attack to use with
Yoshimitsu, because it's one of his primary juggle
starters. You can throw this move out a lot. It's safe
on black, and it's one of his best ways to punish an
opponent who misses an attack. Do not use this attack
on a crouching opponent. It will hit them, but will not
juggle them.

Yoshimitsu's Side Kick is a solid mid aftack that has
good range and decent speed. It's an excellent attack
to stop opponents from ducking and to finish them
off. Once it connects, it gives you advantage and
allows you to continue attacking. This is a great attack
1o start the round with, because it has good range and
priority.

The Rising Knee is one of Yoshimitsu's best moves
because it has many uses. It goes under high attacks
very well, it juggles crouching opponents (something
the Step In Upper does not do), and it's guaranteed
after a successful low punch and kick parry. It can
also be used while you're fully crouched. The Samurai
Knee allows Yoshimitsu to use his full crouch mix-ups
effectively.

The Inner Palm is one of Yoshimitsu's best sidestep
attacks. It goes under jabs and juggles on counter hit.
It can be thrown out a lot and can be mixed up with
other attacks. Use it when opponents decide to attack
while you are sidestepping.

The Knee Cap is done from a full crouch position and
is one of Yoshimitsu's primary low attacks. Once the
sweep connects, it grants you a combo opportunity.
It's also good to use as a mix-up with the Knee Cap
from full crouch or the Sword Sweep. The sweep also
has range and hits grounded opponents.

tter _
i “The Samurai Cutter is an unblockable low attack that

catches lots of opponents. This is because it has to be
done from a full crouch position, similar to the Knee
Cap. Opponents will guard low, thinking you will do
the Knee Cap, but instead you will slash them off their
feet. It's also useful against opponents who use Quick
Recovery.

e Crow Kick

Taken from Kunimitsu in Tekken Tag Tournament,
this move is a new addition to Yoshimitsu's arsenal.
It evades low attacks, and certain mid attacks if timed
correctly. Depending on how deeply you connect this
move, it allows for a juggle opportunity. This move
is great because it hits grounded opponents t0o.
This is another move that can be done from a fully
crouched position if necessary. If the Guillotine Crow
Kick is blocked, it grants Yoshimitsu the advantage
and allows him to attack. i

The Kamikaze is another new move in Yoshimitsu's
arsenal. Similar to King's Black Shoulder, it has long
range, does good damage, and comes out rather
quickly. It can be used from far away to close the gap
on opponents, or on wake-ups, when players quick
roll away. On hit, Yoshimitsu and his opponent both
get stunned. Yoshimitsu can fall down or go into
Indian Stance. You can also cancel this move before it
starts by pressing * .

»

The Perilous Spirit is a new move for Yoshimitsu in
Tekken 5. This move is great, because it allows for
a juggle opportunity when it connects. It also gives
guard stun on block, allowing for additional mix-
ups. It's best to use this move after a fake suicide
(= > & 57 after Back Handspring.

The Soul Stealer is a defensive technique
that can change the momentum of a
match. It's one of the fastest moves in the
game and allows for a combo opportunity
on hit. It's best to use this move between
an opponent’s custom string attacks or in
the middle of @ move string, if possible.
It's also a great attack to use by a wall.




o
CH Manji Dragonfiy
>




Qut in the open, it's best to use Yoshimitsu's instant juggle starters, like
the Step In Upper or the Samurai Knee, to punish whiffed attacks. The
inner Palm (SS %) is another great attack to punish people who aitack
- you while sidestepping. Yoshimitsu's strength lies in his ability to conflise
his opponent. Because he is a set-up character, you have to think ahead
-[ of your opponent and decide what you want to use in each siluation.

Kuma has to work rather hard to defeat Yoshimitsu. If you block Kuma's Double
Claw (= #), Yoshimitsu gets a free Step In Upper for a juggle opportunity. Kuma
players also like to trick their opponents into getting hit by a counter hit G-Clef
Cannon (= ¥ % €), by throwing out odd attacks that appear to leave Kuma at a
disadvantage when he really isn't. Try not to get tricked into this, and sidewalk this
string or use any of Yoshimitsu's crush moves to beat this string. Kuma's attacks

- The best use for Yoshimitsu's set-ups is during his wake-up games: from his Hunting Stance can be deceptive, but there are a few moves that can defeat
Depending on how the opponent reacts, Yoshimitsu can knock therm back down again accordingly. this stance. Yoshimitsu's Avoiding the Puddle (# <®) is a great attack that stops
This is important with Yoshimitsu, because you want to keep your momentum going and keep them this stance. You can also use the Flea and its variations to stop Kuma from using

[ guessing how you're going to attack. If an opponent decides to stay on the ground after you've this stance, as well as the Rising Knee (# <), Prison Gate (= ) and Kamikaze

finished a combo, you can hit them with the Death Copter Sice (# & ¥), Dragonfly Sweep (=> @). Also, be wary of his Bear Lariat (# ). It sets up his Killing Uppercut
(During Manji Dragonfly, ). or Poison Wind to Manji Dragonfly (# @), If an opponent (WR ) attack very well. Overall, this should be a relatively easy match

' quick roll, the mix-ups get good. The Sword Poke Windmill (#=<t €550 &) ig a great option, for Yoshimitsu.

because they will quick roll right into the sword. You can also.opt for a fully crouched mix-up,
[-';us‘_ing_a variety of moves.
Ll

Bad Match-Ups

3
Voshimitsu’s weakness is that he needs time to set up his attacks and his opponents. You
will have to be quick to gain the advantage and put your opponent into set-ups as soon
' as possible. He also lacks a solid low attack from standing position, which lots of other
 characters have. To minimize this, you will have to be good at implementing your fully
‘grouched attacks.

Steve can be a difficult match-up for Yoshimitsu because of how safe
he is after you block his attacks. Going toe to toe against Steve is a
bad idea, because he can inflict 2 good amount of damage in a short
amount of time. The British Edge Combo (% & €) is a staple string
that all Steve players use. Although every punch is high, it comes
% out fast and can be used repeatedly. You must crush this attack as
' Strz often as possible with moves like the Bad Stomach (¥ > %) or the
Inner Palm (SS ). You also want to throw Steve as much as you
can. because it's hard to punish his attacks on block. Wateh-out for
his Knee Blaster (¥ €2). It comes out quickly and sets up'his While
Standing game well. The Quick Spins (<) can also pose a.problem,

* Yoshimitsu thrives by the walls. Your focusishould be to get opponents to the wall, where
- you can inflict the most damage. The best way to do so is to add jabs to your combos.
For example, doing combos such as X P, ®, « €@ @& > & = © yill push
your opponent closer to a wall. Then use the Stone Fists (# & < & <), which do great especially when he's getting up from the ground. If you can see the
damage on the wall, especially after a wall combo. They can also be used after a wall mix-up, block accordingly. Otherwise, stay on the ground and take
- stun to inflict a lot of damage. Yoshimitsu’s unblockable ﬂnﬂcks are great by the wall as : the damage of the low spin. Steve's Flicker Stance can also pose
well, Attacks like the standing Spinning Sword and the Sword Slice work great becauise a problem, because the attacks from this stance come out very fast.
 they put the opponent back on the ground. You can also try surprising opponents with his Sword Poke " Steve's Spit Fire Combo (Flicker Stance, %> € % <) and Tempest Combo
Windill (=< €t ). The Running Flea (# = =) and the Manji Spin Low Kicks (# & &%) (Flicker Stance, €= ) can cause some problems for Yoshimitsu. Use your
- are also great when the opponent is on the ground and the wall is directly behind tiem. crush moves, oF space yourself out of range of this move. In general, you need to

play a bit more defensively in this match, using your crush moves to inflict damage

Good Match-Ups phn

Lea players like to use his Double Left Right Mid Kick ('BNSN%} string as their main poking Paul can ‘pose a t_hreal to Yoshimitsu b\ec_ause of his quick jabg and strong power
t00], so be sure to use  high crushing attack like the Poison Breath (¥ 4 ), the Rising Knee attacks. His Proenix Sireashier (¥ % = &) s a popular move and is best up close. Try
(3.'--‘3’]. or the Inner Palm (S5 ). Other than Lee's Hitman Ship Sficer, he does ot have a tp ;ldestgp it to your right if possible. Again, fccus_ on Ejsmg your crush moves to eueﬂe
" highly damaging low attack that hits grounded opponents, so it's safe to stay grounded against his jab strings. Up close, Paul can be very deadly with his Phoenix Smasher (PN~
him. He does have a lot of quick low attacks that you will have to low parry to turn the match in or Demolition Man (¥ &S €) mix-up, s0 you'll want to keep him out of your face with
your favor. Lee is a very linear character, so it's easy to sidewalk his attacks. If the your Side Kick (% ). Make sure his Shoulder Smash (¥ @) doesn't hit you; becatse
 ppportunity presents itself, go for the free Basic Uppercut (% &) on his side and it's a quick shomder a_ﬁack tha_t is u_suaily ihrt_lwq out after cer?amlatlaqks are bl_acked. The
* juggle him. Like Yoshimitsu, Lee is strong by the walls, so don’t get juggled to the key to defeating Paul is to punish him after his t?rg attacks whiff, like hlsf Phoenix Smasher
-~ wall’. If you're close to the wall, don't forget about using your Soul Stealer (=), (¥ ’,',* &) or ngul?ism%h (¥ Tg,)}' Yolrwill alsonesd to he keen Inlow pamyia the
 because it stops aggressive opponents. Most of Lee’s attacks are either high or low, Demolition Man (¥ & <€), because it's  very powerful low attack.
~ with some mid attacks. The two mid attacks to watch out for are his Silver Arrow
(# &) and his Silver Heel (* ). Both attacks juggle on crouching apponents,
5o be smart about ducking. He may be setting you up for one of these attacks.

Nina also poses a threat to Yoshimitsu because of her guick poking strings and constant wake-up
games. Her Uppercut to Jab (W € &) are one of her primary string starters that give her an advantage.
You want to sidewalk this string if you block it. Nina's lvory Cutter (##) is another popular attack among
Nina players. Again, you want to sidewalk this attack if possible. Try not to use the Rising Knee (# @) in
this match-up, because she gets a free Siren’s Kiss (= %) if she blocks it. Getting up from the ground
to just poking. Be wary of his standing right kick, which comes out quickly and safely will be the real test in this match-up. Most of Nina's combos end with the Blaze Stinger (& ‘t"}
jugales opponents on counter hit for decent damage. Other attacks that Law will a move that s!arps you to t_he ground an_d forces you to guess th_e next attack. If you demd_e to quick
“try to trick you into getting counter hit are his Dragon Storm (+ @& &) and roll away, her Right Low Kick to Bgck Spin Chop (¥ < ) will pick you up off the ground, |ug_gle you
Body Blow to Somersault (; & ). The key to avoiding these is to be cautious agam, ang land you in the same snua_non as before. If you stqy on the ground, r!er new Leaping Axe
of what you're doing, and don't to throw out random attacks. Look out for Law's Kick (4 ), Shut‘Up (#1 &), or Wipe the Floolrb( 4‘2_1 &) will catch you. You will need to studyyour
Knee Lift Throw (= ©> ), because it yields him a free juggle opportunity. Law opponent a_nd decide how get up safely, wnelhef ns_ gmck rolling away or standing up and blocking the
players like to use the Left Right to Knee (&S ) to initiate their poking. corresponding attack correctly. Or you may decide it's safest to stay on the ground.
Use the Rising Knee (# %) or your sidestep attacks to stop this string. One
common mix-up that Law players like to use is the erouch dash into the Slide
Kick (We™ #$1) or the Dragon Uppercut (WR<). Blocking the Slide Kick
oan be difficult because it comes out rather quickly, but if you anticipate it, you can
do Yoshimitsu’s Flea Stance and Law will slide right into Yoshimitsu's sword. If you
block the Dragon Uppercut, Yoshimitsu gets a free Basic Uppercut (% &), allowing you
2 free juggle. Yoshimitsu versus Law is a fast-paced match, but if you play it cautiously,
Yoshimitsu can come out victorious.

‘One of Law’s strengths is his combo ability. His combos take away a lot of health,
5o it's imperative that you avoid getting jugaled by him. Try to keep the game
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WIOKUJIN Wds a ulre ram wnite OdgHS
He started to move on his own two years agogl
Ogre was defeated by Jin Kazama. When re
Mokujin's face seemed to be smiling.

w Once again, Mokujin has started to move upon the eFErgeng
powerful entity...
!

Will Mokuijin ever be free?

Mokujin is a living training dummy that mimics the fighting
styles of other fighters. Mokujin doesn’t have his own moves;
instead, he randomly takes on the style of another character
in Tekken 5 after each round of play.

Although there is no way to control the character move set you
inherit, Mokujin’s fighting stance will look exactly like the original
character’s stance. Knowing this, it's possible to memorize each
character's stance, so that you can establish which character’s
move set you have. In some extreme cases, Mokujin's physical
appearance may even change. (If you get Roger Jr.s fighting

style, Mokujin will spawn a taill) However, sometimes one

character's stance looks similar to another. In those cases,

you may have to whiff a couple of standing jabs to figure
out which character you are mimicking. For example, Nina
and Anna have the exact same fighting stance. To figure out
which one you're mimicking, input the command % € & e,
If a third punch doesn't come out, you're Anna, because only Nina
has the third hit to that string. That same string is also safe when
blocked, so this simple test isn’t too risky.

Despite being able to mimic a character's exact fighting style, Mokuijin cannot inherit their limb

length. In many cases, some juggle combos that would normally work with the original character

vion't work with Mokujin because of his shorter arm length. For example, JACK-5 has a damaging

combo off his % <> Uppercut attack. Simply juggle with three standing right punches () while

holding =, and then juggle with a final Crosscut Blast (= % <). However, attempting this same combo
with Mokuijin is futile. His short arms won't reach his opponent after the setup.

b LS X

J \*v"' Despite the flaws and risk involved, playing as Mokujin is a fun way to test your skills and knowledge
of the characters in Tekken 5. With some practice and a little luck, you can use the various play
styles to confuse your opponent and take away his ability to defend against your attacks!
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More Combos
More Tactics
More Strategy

Visit www.bradygames.com/Tekken5 to get even more Tekken 5 coverage. Watch the combo videos,
learn new tricks, and study how to compete with the best.

ACCOUNT CREATION
ISBMO-7440-0468-3
Il 21699 & 1.Go to www.bradygames.com to become a BradyGames
¢ member.
2. Once you are a BradyGames member, go to www.
9780744004687 {  bradygames.com/tekken5. A sign up form is on this page.

— s 3. Enter your ISBN into the field provided.

THAT'S IT -

Once you have registered with BradyGames and entered your key code, all of the videos and bonus
content is yours.

> WWW.BRADYGAMES.COM

TAKE YOUR GAME FURTHER



Tekken: Devil Within

Tekken: Devil Withinis a five-stage action game based around the character Jin Kazama.
As you progress through each stage, you encounter various platform and puzzle elements
built to keep you from completing your mission. Aside from learning more about Jin's
past, finishing Tekken: Devil Within opens up Devil Jin as a playable character, and it's
an alternate way to earn specific customize items. You also earn G (money) for playing
through Tekken: Devil Within, allowing you to score even more costume pieces with
greater ease.

Controls
@ Punch
[ Kick
@ Jump
A Guard
om 2D Mini Map
- Menu/Pause
m Lock On
Attack Options
Left Analog General Movement
Right Analog Camera Movement

Throw: @ + 629

Jumping Uppercut: @ +@®
Jumping Kick: 68 + @
Flurry Combo: @ + @

Double Jump: @ --> @
Foot Stomp: @ --> @ > @

Devil Transformation: Hold 8 and then
press Guard when your Devil Gauge is

full.
Kick Combo: [ + 69
Jin’s Attack Strings
@6 ®->®->®->@->@
@@ > > 2>
@@« @ @ @D
@@ @ >« +@

Devil Jin

Below your life bar is a red gauge. which slowly fills up as you attack enemies. When
this gauge reaches 100%, you can change Jin into Devil Jin by pressing @ + @Y. This
change offers many advantages, such as a slight damage increase and access to special
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attacks that Jin doesn't have normally. After activation, Jin's Gauge slowly emptiss
When it reaches 0%, Jin reverts back to his human form. If you want to change back &=
your human form before your Devil Gauge completely empties, press [ + @ a secons
time. .

There is an additional loss of life points after you revert back to your human form. The
sacrifice increases with the amount of time spent as your devilish opposite, so use the
form with caution. .

Laser Shot: [ + @

Laser Spin: @ +¢9

Jin's devil form gives you access to two new special attacks that have various offensie
and defensive uses. Specifically, the Laser Shot is useful for attacking safely from 2%
while the Laser Spin is great against surrounding enemies. Be aware that these atizoes
consume a small portion of your Devil Gauge, so it is best to use them sparingly.

Offensive Strategies and Tactics

Jin has a variety of attack strings at his disposal, but many of the ending hits to thoss
strings aren’t safe from a counter attack when blocked. Learn to stop your attack siriags
early if an enemy manages to block the first two or three hits of your combo. Additionz"
if your opponent blocks an attack string that starts with Punch (x2), you can attack wis
Jin's @--> @--> « + @ string to throw an enemy out of the guard position. This sa=e
string can be used to deal with multiple enemies and enemies behind you, since the fiyag
bodies of thrown enemies can damage other foes. Also, keep Jin's normal throw in mas
It spins his enemy’s body around him, hitting and dispersing surrounding adversarss
Jin's @--> @--> €9 string is a great opening for juggle combos. You can follow the ==
kick of the string with Kick (x3), which can then be followed by another juggle ca=
for high damage.

Landing big combos will raise your rank and score, so remember that the combo cousss
is set on a timer. If you attack a second enemy soon after landing a combo on the e
the combo counter will continue to rise in number of hits. You can use this to score o
lasting multi-hit combos against large groups of enemies. Furthermore, purposely coms
combos with your weakest attacks keeps your opponent from perishing sooner e
needed, and this allows you to score more combo hits.

A good way to implement this technique is to use Jin's @--> @ chain, and simply
and continue that same chain repeatedly. This allows you to score a massive numbsr &
hits against enemies who would normally die much earlier when hit with a strongsr
of moves.

Jin’s devil form should be used sparingly. In most cases, the change is rarely woris
loss of life points. However, do take note of the invulnerability window in the
animation, because it can be used defensively to avoid enemy attacks when J=
surrounded. You can use this change as often as you want, as long as you have 2
Devil Gauge, and you can immediately switch back to your human form to aveid
impending life loss.
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Force

=orce is the blue ball of energy dropped by enemies
nc various other objects throughout each stage. Below
wour Devil Gauge is a tally of the total amount of Force
covected. After completing each stage, Force is added to
wour total score to increase your overall grade and the
2mount of G (money) you receive.

Red Force

==d Force is a rare, red ball of energy dropped by some
“=feated enemies and broken objects. This item refills
‘ost life by a small amount.

Red Emblem

=ant red duplicates of Jin's tattoo are hidden in various
=oots throughout each stage. These symbols appear in
=ach stage only after you've completed Tekken: Devil
Within at least one time. Each emblem you obtain grants
+ou a specific customize item without having to spend G
‘money) to retrieve it.

Boss Strategies
Stage 1

vour first boss fight is against a relatively easy JACK model. Simply walk in circles around
ZACK's shots, and keep moving closer to him. Once you get close, move past his attacks
= alternating directions, and punish his attacks with Jin's @ + @--> €9 chain. Simply
«=2p repeating the same pattern until he’s defeated.

Stage 2

“he boss at the end of the second stage is a Heihachi clone. Simply guard against his
attacks, and punish their recovery with Jin's (1 + @ attack or a combo. After the first
~zihachi’s defeat, three new Heihachi clones enter the stage. Despite being outnumbered,
your game plan shouldn't change. Keep blocking the attacks of each Heihachi, and punish
meir recovery with a combo.

Stage 3

Jespite his apparent defeat at the end of the third Tekken Tournament, Ogre makes
znother appearance at the end of stage 3. Strangely enough, Ogre isn’'t much harder to
oeat than the boss of stage 1. Move toward Ogre while circling around him. If you see
Oagre leap into the air, simply move around his breath attack and punish its recovery with
@ + @. If you manage to hit him against a wall, you can follow up the uppercut with
znother @ + @. If Ogre attempts to use one of his three physical attacks against you
while you are in close, simply block the attack and punish it with a quick punch combo
or @ + @. Defend against and avoid the winged monster's attacks to keep scoring easy
~its against him.

Stage 4

Your next foe is a strange carousel boss at the end of the fourth stage. The four pedestals
cireling around the platform you're on only drop their shields after you defeat a group of
enemies that surrounds you. After their defeat, the spark circling around the arena will
atiack you. Jump straight up over the spark as it flies toward you, and keep a close eye

on it. The spark eventually flies toward one of the pedestals circling the arena, and then
lowers its shields. At that moment, carefully jump across the mini-platforms and destroy
the defenseless pedestal with two jump kicks. Quickly jump to the circular platform after
destroying it, to avoid falling after it disappears. Repeat the same process to defeat the
remaining pedestals. Watch for Red Force items if you need a life increase. They are
located on the nearby mini-platforms.

Stage 5

The final battle against Ogre. Your first battle will be similar to the fight you had with
Ogre at the end of stage 3, so you can re-use the same strategy. After you defeat his first
form, Ogre morphs into a much larger version that has a number of new attacks. Your
attack pattern against this Ogre should be similar. Walk toward him and circle around his
long-range attacks to land your @ + @) attack. If you see Ogre start to wind up a ground
attack from farther away, quickly jump to avoid his spinning lariat attack.

If Ogre takes flight, simply keep blocking until he dives downward with a stomp. You can
punish this attack with a quick combo. If Ogre tries a ground attack, simply block the
attack and punish it accordingly. Watch out for a backward dash, because this leads to
a fire breath attack that you must jump over. If you have the beast cornered, watch for
opportunities to land @ + @. You can combo another @ + @ directly after he hits the
wall, for massive damage.

Ranking System

After completing each stage, you will be scored in several different areas. After ydur score
in each area is added up, you will be given a letter grade for your total score. Your grade
determines how much G (money) you receive at the end of the stage.

Clear Tirhe

The length of time it takes you to complete the stage. The longer it takes you to get
through the stage, the lower your grade will be.

Force Pts.

The total amount of Force you obtained during the stage. The higher the amount, the
better your grade will be.

Combo Max

A count of the largest combo you achieved during your playthrough. The larger the
combo, the better the grade.

K.O. Rate

The percentage of enemies you killed on your venture. There is a limited number of
enemies on each stage, so it is possible to kill 100% of the foes available on one stage.

Total Damage

The total amount of damage you took from enemies. The more damage you take, the
lower your score.

Boss Battle

The Boss Batile category judges how well you performed against the boss at the end of
the stage. Generally, if you manage to get through a match while taking very little damage,
your grade will be high.

Retry

A tally of the number of times you have retried a stage after losing all of your life points.
Completing a stage without retrying will earn you an S grade.
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G Bonuses

Beating the game your first play through with a character in Story Battle will earn you a whopping 100,000 G (money) to spend.
This only happens your first play through with that character, so spend your G wisely.

Hidden Characters

Beating the game in Story Battle with a character you haven't used before will unlock a new character. The characters are
unlocked in a preset pattern, so some characters will take longer to unlock then others.

Devil Jin

Jin’s shadowy half is unlocked simply by beating the Tekken: Devil Within mini-game.

Starblade

It's possible to unlock a fourth game in Arcade History mode. Strangely enough, that game happens to be Starblade, an old
arcade shooter. Quite a nice little bonus!

The Tekken: Devil Within- Stage Select

Defeating the Tekken: Devil Within's final boss will unlock the stage select mode on the main menu. This is a great option that
allows you to play through old stages again. This is also a good way to earn a higher stage grade, since you can go through the
same sfage as many times as you need to.
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The King of Iron Fist
Tournament

The King of Iron Fist Tournament 4 came to a
close with Jin Kazama finally defeating Kazuya and
Heihachi at the Mishima Zaibatsu headquarters.

! \GEEICIAL &TRATE%E’ZGUIE)E _

Now, one month later, battle commences to determine the fate of the
Mishima Zaibatsu. Who will be the victor of the King of Iron Fist
Tournament 5?
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