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PLEASE CAREFULLY READ THE CONSUMER

INFORMATION AND PRECAUTIONS BOOKLET INCLUDED

WARNING:

Thank you for selecting the Street Fighter™* Alpha 2 Game

WITH THIS PRODUCT BEFORE USING YOUR HOME
Pak for your Home Console.

CONSOLE, GAME PAK OR ACCESSORY.

instruct

IS

Please read th
maximum enjoymen
for future reference.

on booklet thoroughly to ensure
t of your new game. Save this booklet

ANIMATED VIOLENCE
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Basic Conitrols
+ Control Pad

Jump

Back Flip Forward Jump

e

2

Back Defense — -::. — Forward

Defensive Crouch Offensive Crouch

Crouch

The + Control Pad is also used to:
e Choose a mode

® Choose a character

e Move a character

e Execute special moves

Note: All commands are shown for a
player facing right. The controls are
reversed when facing left.

W P

Controller Functions

Strong Punch

SELECT

® Jaunt your opponent

e Open the Option
screen while the
game is paused

Note: This is the default
setting. The controller
functions can be changed
in the Option screen under
“Button Assignment.”

Medium Punch

Weak Punch

Strong Kick

Weak Kick
Medium Kick

L_START

* Start game

® Pause game

* During a tight, press
START on the secona
controller for a two-
player game



The Game Screen Fight Rules

5% 2 Fight Conditions

The time limit for one round is 99 seconds. One match
consists of three rounds. The first player to take two
rounds wins the match.

Win Conditions

Use all your tighting skills to beat the living snot out of
your opponent. When your opponent’s energy meter is
totally red, you will be declared the winner. If time runs
out, the player who has the most energy wins the match.

Draw
When both players’ energy meters become totally red
at the same time, or it the energy meters are at the

;' gcore e same level when time expires, the match will be
3' T‘nergy il declared a draw. A fourth and final round will be
a CTer i added. Whoever wins the final round wins the match. If
gl b oh il a draw occurs in the final round, the match is over.
5. Technical Points
6. Super Combo Level Gauge Victory Stars
ee page 10
7 /(;UTOPM?JT‘( (A)U’ro Mode only) I For every round you win, a star will appear under your
8. Victory Stars energy meter. There are several kinds of stars. A differ-
9. Bonus Message ~ent star will appear depending on how you win.



Game Modes
Press START on the Title

screen to access the Game
Mode Selection Menu.
Select the desired mode with
the + Control Pad, then
press START.

VERSUS HMODE
OPTION MODE

Arcade Mode
Pick a fighter and battle your

~ way through eight computer-
controlled opponents. It's a
one—player game, but a sec-
ond player can join
in at any time (by
- B pressing START on the second controller). If you
|ose you will have the option to continue.
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VS Mode

The classic two-player brouha-
ha. Select a fighter and pum-
mel a friend (players can even
select the same character)!
Match statistics are displayed
between fights.
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Playing the Game

CHARUIE

Atter selecting the desired game mode, you need to
choose a fighter. Use the + Control Pad to select a fight-
er and confirm by pressing any attack button. The
selected character will change colors depending on
which button you use to confirm.

5SS START




Manuval/Avuto

The character movement and skill level will change
depending on the selection.

Manval
All blocking functions are performed by the player.

Avto

When you are not attacking your opponent, your char-
acter guards automatically. The number of available
auto guards is unlimited.

Simple Command (Avto only)
Super Combos can be executed simply by pressing two
-  buttons simultaneously. If your character has

8 ed even if you enter the command
R for Combo #3.

1 R "t=.'.__.-rl_'~l-,

COMBO #1 COMBO #2 COMBO #3

Only Level 1 Super Combos are available in
Auto Mode.

Note: Your opponent can
- 2 block Super Combos in the air
. & while you are in Auto Mode.

E T i

= only two Super Combos, Combo #2 is execut-

Options

To access the Option screen,
select Option on the Mode e S

SeIEC" SCreen Clnd P!'ESS ?”Hr L {IPLAYER 2PLAYER
STARI PFESS R Gﬂd w On fhe r_.:-r:r:rm;r- Eve it .-.,H

+ Control Pad o select the [
desired option. Press 4 and
» on the + Control Pad to change the setting. Press

START to return to the Mode Select screen.

Option Mode

TIME LIMIT y - 60 30 OO

Number of Rounds
Adjust the number of rounds per match.

Game Difficulty Level

The more stars you highlight, the more difficult the
opponents will be to defeat.

Sound Mode i

Play the game in monaural sound or hear your oppo-
nent scream in stereo!

Buiton Assignment
Change the button configuration for your fighter’s
punches and kicks.

Time Limit
Set the time limit for a round.




Damage

The level of damage can be changed from 1 to 4. This
determines how much damage you inflict and how
much you receive.

Game Speed
Change the game speed.

Avfo Guard
Turn the Auto Guard on or off.

Exit

Return to the Mode Select screen.

Super Combo Level Gavuge

Each time you execute normal moves and
special moves, your Super Combo Gauge will
build up. Your level wfﬁj increase when the
sl gauge reaches certain points, and then
- B you will be able to perform Super
- i Combos, Custom Combos and Alpha
Counter moves.
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- Super Combo

Each character has three different Super Combo
levels. The higher the level, the
more damage you can inflict. The
amount of damage inflicted by a
combo can be controlled depend-

W il - T e

ing on the buttons pressed. The more buttons you press
simultaneously, the more damage will be inflicted but more
power will be consumed from your gauge.

Custom Combo
You can use an Original Combo by using the Super
Combo Gauge.

Note: Please see the
character introduction
starting on page 14
for more information.
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LEVEL 3

LEVEL 1 LEVEL 2

When the Super Combo Gauge reaches Level 1 or
above, press the PPK or KKP buttons simultaneously and
your character will explode into a Custom Combo.
Above the Super Combo Level Gauge will be the
Custom Combo Timer.

Custom Combo Timer

While in the Combo, execute any punch, kick or spe-
cial move to make up your multi-hit combination. Once
the Timer expires, the Combo will end.

Cus_lom Combo Hinis

1. Make continuous hits in the air and blow away your
opponent!

2. Use special attacks to do more damage to your oppo-
nent.

3. Move fast! You don’t have much time to execute a spe-
cial attack!

4. You can make a deadly throw while pummeling your

l opponent!




Special Control

Avoid Being Floored | **®

You can avoid falling down from certain attacks, such
as a Dragon Punch. By pressing the above command
buttons, your character will roll forward and avoid
being ftloored by your opponent’s move.

Block/Air Block

When your opponent is attacking, press
- i (on the + Control Pad instead of fighting

-~ & back to avoid taking damage. Blocking
=mapsee® (|so works while you're in the air.

Alpha Counter | **®>®
When you block your oppo-

nent’s attack, press the above
- command. This will perform an
Alpha Counter attack, which is a
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quick counter move against
your vulnerable opponent.
Alpha Counters consume one
level on your Super Combo
Gauge.

Defensive Fall

When you're being thrown, if you try to throw back af
the right time, the amount of damage you receive will
be reduced and you'll fall safely to the ground.

Throwing/Gripping

Move toward your opponents and press either a
Medium or Strong Punch or Kick button. Depending on
the character, you may be able to execute a throw or
grab move automatically.

Tauntfing

To do some serious trash talking, press SELECT to taunt
your opponent (once per round). Just make sure you
have the tighting skills to back it up!

Recovering/Breaking Free

It your opponent attacks you continuously, you may tem-
porarily pass out. To recover quickly, press the

+ Control Pad or any button rapidly. It you do the same
move when you are grabbed, you can break free.
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The Alpha Warriors

Hadoken (Fireball)
| Sho-o-ken (Uppercut)
Shun-pu-kyaku
(Hurricane Kick)
Shinku-hadoken
| (Super Fireball)

| Midare-zakura
- (Cherry Blossom)

ATTACKS

SUPER
COMBOS

Haru-ichiban

P i, N il TR g g, R
\ Sakura has an unusual interest in street
fighting. Most high school girls don’t wal
down the street looking to pick a fight, ;m
ever since her run-in with three college men,
she has sought to take her revenge. '
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““% A student of the Shotokan school of karate, Ryu has
N/ J | .. 2 devoted his entire life to perfecting the true way V h N
4 of the warrior through mastery of the fireball. () R~
STRENGTH OF ATTACK % . ; e YAy
With Manual Control, the strength of the attack will e ] Now Ryu must stand tall against rewfaﬁzﬁ : g

depend on the buttons pressed (see page 10 for g
more deatils).

HOLD | Hadoken (Fire Ball
To ensure that your specified command will take

effect, be sure to hold it for a little while. Sho-ryu-ken

(Dragon Punch)
Tatsu-maki-senpu-kyaku|
(Hurricane Kick)

* Rotate the + Control Pad in the required direction.

® Press the correct Punch or Kick button. Sen-pu-kyaku
simul] Press the required buffons simultaneously. (Whirlwind Kick)

ReP | Press the required buttons repeatedly. _._'-.-;f'::.i.-;:._- | ?;nku-h;dﬂ:e'l'”
vper rire ba
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Press the required buttons 1-3 times (depending on level).

Shinku-tatsu-maki-senpu-kyak |
(Super Hurricane Kick)
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Purrlur Circle P + @ ' and insane
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;'a Secreﬂy pursuin rhe movements of Shudnwlm, tha

£ Sw | Stinger $+W+® | Rolento .. ’*f-_:';.:j international smuggling operation, Chun-Li fights

R =3 [ now controls S bravelx. vnmindful of persnnal danger. The memory of
.~ |28 | Mekon Delta Attack @ mnﬁ@I : et ool :

KR 8 < i - his own nrmy‘ SoSadane her fﬂfher burns ibrlghﬂy n her life.

| | Mekon Delta Air Raid F+®+® | of soldiers. He - Tl "t?: RN i - R DR T e AR B
' Mekon Delta Escape "'!"l®6®“ ) ¢ preaches — - | SR S SRR RIRN H'fuku -retsu- -kyaku

2 - survival atall & sroors e S e el (Lightning Kick)

High Jump times, even STl (e Tensho-kyako ¥ & +®

when

captured by
the enemy. He even
hung a soldier with_

(Spinning Air Kick)
Kikoken (Fireball) 4= + (P
Sen-en-shu (Axe Kick)

Trn:k Landing

=T s Ses TS s T

Take No Prisoners
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SUPER |UNIQUE |
|comMBOS| MOVES

Mine Sweeper

SBn-_réIsuTkyuru

s a metal cable just to e
LS e i make a pnmﬂ J (Chaos Kick) ®
SR b e S D Ha-zen-ten-sho-kyaku e
TR (Super Chaos Kick) + %+®
N A e ' ] N
Shyror T Kiko-sho -
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Gen is Iegendnry for defeaﬂng nppnnents w:rh h:s
“"" | bare hands. Day and night, youths seek Gen for a

A dlsclple
of the

. ~ Jﬂ! an Lk
schml of Rarais
and past training
pariner of Ryu,

Ken has an
amazing fighting
sp iﬁti but an even 4
largerego. &
Convinced he is the =
best E;hfe;;, Ken
seeks a |
confrontation with
his long-time
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- #’ chance at fame. He shrugs them off in disgust.
. A\ Gen seeks only true warriors, and does not fear
the fight.

"To change Gen’s fighting styl Tﬁﬁfﬁ__ g
Punch or Strong Ku:k £

|
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. ] Hadoken (Fireball) 4= + P
|20
s
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(Dragon Punch)

Tatsu-maki-senpu-kyaku |
(Hurricane Kick + +®

.......

Hyaku-ren-ko P) =
Geki-ro

Lan-ei = g +(P)

Shi-ten-shu :

Fake Fireball
Forward Roll

Sho-ryu-reppa
(Shadow Dragon)

Shin-ryu-ken




Influenced by life on the European back
streets, Birdie has become familiar with the
workings of Shadowloo as a bouncer in many
- punk clubs. He yearns for a part of the action.
. Using his strength and style to avoid the law,
... Birdie knows he must fight his way into the
m mfamnus crime argumzuﬂnn.

. Katana is a self-ﬁmlmmed student of
3 anan and its cul?ure. A former henchman
. Ei_ -j.-.__.:'-gi of the Mad Gear%Gang, Katana aims to

Fa

: revive the crime ring and is consumed
w:ﬂ: revenge foWurd Guy
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e et [#8+® | Jigoku Scrape + + ®
| 2E] sulthor @®or(@®) awvaora f o0 Butsu-metsu Buster | = + (P)
B2 choke Chain ' Daikyo Burning + +®
Bandit Chain Shira-ha Catch %+ + K
et S x 1-3
o [EG| e inie S ) [T ®
aé Bullrevenger teder B Ten-:hu-sutsu

--------
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‘“ Guyii command nf ni’n its fuels hls behef fhﬂf he is a
P .- descendnnf of a ninja. An intelligent ﬁghter:.
B - Guy balances sfl"eer smarts with the ninjitsu
SRS : Drawmg frum fhe aad s d’ cunning of the ¢ tradition. lnsrru, 1ental in the downfall of the

Mud Gear Gan , Guy trounces evil wherever
it Tuﬁ(s i hgiids ¢ W o o I G i R T A
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to mesmerize victims. A master of Muay Thai,

~ Adon trained with Sagat, but whe;h the latter

\ was defeated by Ryu, Adon believed Sagat to be

\_ a disgrace. Adon now seeks Sagat tJ become the
\ Muay Thai leader once and for uﬂ
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s-i:ninshi | CLOSE
(Air Suplex) T+@+®

Bushin-senpu-kyaku & +®

R TR, | “* ASREEE (Whirlwind Kick)
_ Haya-gake _
I Jaguar Kick ' (Dashing Crescent) *+®0+®
Es Rising Jaguar & + ® Hou-zan-to
o
CE Jaguar Tooth g+ K Bushin-gou-rai-kyaku
B (Shadow Barrage)
Jaguar Revolver _,;f;é-;.:.r-,,___*“# i,,ﬂ,,.p “‘, 1 : # Bushin-hassou-ken

Jaguar Baleed
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The lndi'nn- mank ﬁghfs fnr h:'s people wha suffer fmm

famine and disease. He has sought to unify his mind,
body and soul through the discipline of Yoga. As he

nears his goal, Dhalsim must test himself and his skills
before he can rise to a higher state of consciousness.
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e He beﬁeved hr's ancestors fo
.. be fools for sealing the

~ Raging Demon. So
what if the technique
could kill the ...y ..
~ person who
executed if?
Akuma will do |
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. By releasing ! ; /laj

Demon, he y
sealed his~ O/

UNIQU
MOVE

evil destiny
and destroyed ]

hls own master.
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COMBOS

Yoga Fire

Yoga Flame

Yoga Blast .

i [+ @8S=]
; 'ﬂ:" WEAK ea i S
r: Eg Yngu Shﬂ{k % + ® REP S
EE Yoga Inferno ﬂf“i@ % @_ﬂ % f__ :
Eﬁ Yngu Strike & £ + ® ,,,,1; _,

G.u-huduken

(Raging Demon)

o !
a A0
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Go-shoryuken

Tatsumaki-zanku-kyaku

| Hyakki-shv

Lanku- huduken

Shuku-neisu huduken

e

Ashura-senku

Forward Roll

Messatsu-go-hado

Messatsu-go-shoryu

Tenma-go-zanku

b - -

Shun-goku-satsu

v‘ .1r h"‘i*‘

Duul:le Lariat

laughter breaks out across
. has found his uuplrghnn!

. ““"# hj‘h.’ | %f.:._h.

Spinning Piledriver

Flying Power Bomb

Atomic Suplex

Banishing Fist

Final Atomic Buster

Aerinl Russiun Slam

gurd’es har in bafﬂa.
ing for the right balance of
Eose possesses an intuition

sm s ‘.Qﬂ i e m!.-h

soul,

Soul Reflect
Soul Spark
Soul Throw

Soul Spiral

Avura Assault

Aura Soul Throw

Soul lllusion
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Blsnn cruv&s combat w:fh rrue warriors. He henrs j &= w . Amember of a secret elite mﬂffary team, Charlie

* nf a wﬂrnur named Ryu who defeated s:;gaf Y —— NN N :ﬂ'PﬂﬂfEd a spec al mission into Thailand ﬂ,ﬂﬂg

“' in Thmlandy Bison’s bod)' glows into a N @&  with his long-time friend Guile. The mission

. blue flash in anticipation of confronting | . backfired, and Charlie and Guile were captured.
Ryu. Ryu w," taste hls Psycho Crusher! | 'z'f,; After escaping the jungle prlsan, Charlie now seeks

S | | | 2 the fpr:e behmd the ur!r%ﬂ in 's'_'
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Double Knee Press I % | S Sonic Boom
Head Press | 58 S das! Flash Kick

Somersauvlt Skull Driver
Sonic Barrage

Cross Fire Blitz

Bison Warp

Sumersuult Justice

x 1-3

Psycho (rusher _l o e o s +(P)

x 1-3

Hnee Press ngh‘lmure ++ +++®

-
=
il

fa

-
i
-

e ] 11.- i ¥

H_'L'l'.'lﬂ"

- .

Feared rhmughouf ! : i L JEy Y //] Ten years ago,
' his homeland i} T'QHSh'{' D AN Dan’s father
and beyond, § Ground Tiger Shot { e | . was kiﬂed by
Tiger Knee B |\ P
: has

S B ' trained vig-
? ki % o «i'“ »\551’ -
":f':;:ﬂ _w | Tiger Cannon e A * ™ nr:usl{';o g
lljr?;v: :ﬂnﬂ's B2 Tiger Genocide TT P S 9; s e, 2 Gadouken
Humiliated und Ti.‘lﬂ‘f R“id s o LR | | ," | Ko-ryu-ken
Sagat vows a % -ﬁqﬁ‘-"-rl < _;_ : ,ar L =-;; S, el ,-;,5;_ powar; u e
cost. The tena- W G AR Onw L& S L potenr attack on 50
Ly A | Tl s e o AR s 5: Bu_:kwurd Roll Taunt
in his way. He ~ Ble:g| Shinku-gadouken

W""“f : Kouryu-rekka
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Tiger Uppercut
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Hissho-buraiken
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