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pete. At the recent E3 convention in Los Angeles Ca., Namco Hometek was shelling out big money to whom
ever could defeat these two masters ... Japanese or American ... nobody could. What are they doing now? ...
can you say (heh heh) “Tekken 3”7

Ben's Thanks:

Namco Namco Nameo ... nuff sai
Secondly I'd like to thank Dimension Publishing. | can't recall a time when I have worked with such a fine group
of people. Thanks a bunch Dave, Tim, Greg, Mark, and Susan ... let's do it again sometime, I'd also like to thank
Rob (Slikatel) Brassfeild, for he is one of the best Tekken 2 players | have ever played. He helped me see where |
could improve which ultimately made me a better player. (I can still take yah though!). | can’t forget Chris Bull who
took the time to listen to what Dan and | had to say. Also to the rest of the Namco Hometek Gang. Other pecple
who need to be mentioned: Eric Schleef, James Parker, David Gracia, the fellas at the Namco Arcade in Milpitas

~ Ca, Chris Nicalella, Ryan Schieef, Justin Farlow, and Harland and Jesse Harrison. You guys Rule!

X-traspecial thanks to my pals on #Tekken2, Dan (PPhoenix) Benedict, Randy (Roushi) Hailer, MG_, wangel,
and S st but not least, TEG and Wren.
Hey Dan, we kicked @58 Gooj Job Buddy!
Dan's Thanks: i

%
Ben said it best “Namco Namco Namco! also like to thank the “fine folks™ at Dimension Publishing for the
best experience we could possibly have writing a strategy guide! Slikatel for the Web support and rounds of play...
when we gonna play again2?? Jessi Harrison for letting me play so much Tekken 2 (It was fun watching you
beat on people with Yoshi!). Scoit Matt and friends for the night time Tekken 2 sessions, Aaron Guatimous and
Mike Rabciau of Imps and Rabdzu Unit for the well received music breaks (Toot Sweet & Fog City for the same)!
Eric Schieef for helping me out with those screen shots! Harland Harrison for the contractual advice. ALL men-
tioned in “Other people who...” Adam “Fuzz” Guzzler for the computer advice. My Mom for helping me. test

- some stuff. Lastbut not least, Ben Cureton for putting in his time and effort to help make a great book!

Ben Cureton and Dan Mueller. All rights reserved. Reproduction in whole or in part without the express written permission of the publishers and authors is prohibited.
the it T ies

ishing, effort
respect to the accuracy or completeness of the contents. Find the Tekken Chicken.

contained in this book is accurate. However, neither Dimensicn Publishing nor the auth ke any of

Tekken 2™ & ©1994, 1395, 1896 Namco Ltd. All rights reserved. P

d the

tion logos

of Sony Computer Entertainment, Inc.




fenan ]
This page shows you everything you need U “ E i “ ' I n “ s

to know to be able to decipher our Special

Art, Combo, and Strategy sections.

&' Left Punch
O

Remember that all moves in the book are

C%) Left Kick
shown as if your character is facing right.
For performing the Special Arts and F " E E @ “ E
e M|
Combos facing the opposite direction, sim- L ~

The name of the move. If you can’t block it,

High definition
this icon will appear.

screen shots. (HDSS)

ply reverse the directions pressed.
The buttons shown throughout this book 8l
are shown exactly as _they appear on your
PlayStation controller(s). Each button cor- ‘
responds realistically to character move-
ment (i.e., if you press Left Punch, your
character will punch with his/her left
hand.] : 100
The way we describe how damage is dealt

= Where it hits, H (High), Amount of damage
may be a bit confusing. In Arcade mode, How to do the move. M (Mid) or L (Low) thameveinaiss:

THE “b=~k6END|

the energy meter is comprised of 110

7

points. In Vs mode, the default setting is

140 points. When you use a move in — a quick tap in the direction shown.

Tekken?, and it connects with your oppo- — apress in the direction shown.

nent, it will take the sj diedia rac — no direction pressed on the control pad.

of damage we have shown in the Move 1
— you must be close to your opponent. 1

Boxes.

— you must be behind your opponent. ]i
The Legend shows you all of the symbaols

— you must be in a full crouching position.

used throughout this book, and explains

their usage. Mlake sure you look for these — you must be running to perform the move.

symbels, s R O T M — you must consecutively press two or more buttons quickly.

don’t take them into consideration.
— you have a choice of either set of shown moves. ~

Make certain you have this page memo-

= = — the move depicted is unblockable.
rized as it will greatiy help you in your

—shows the damage dealt by a combo.

learning experience.




Blocking is p lyy the most of Tekken 2 and Throws are, by far, the most effective type of attack in the game. They

must be mastered before you can expect to win consistently. Tekken 2 generally cause a good amount of damage, with little effort. All characters
does have “Auta Blocking™ built in, which means most high attacks will be can perform basic throws by pressing either bath left buttons, or both
Blocked for you. Auta blocking, however, does not block low attacks or right buttons simultaneously. Good uses for throws include; after an oppo-
immediate hits after a stun. The best way to become a good blocker is to nent's missed attack, after a Regular §tun, and when your opponent is just
study the three main points of attack; mgzh middle, amﬂnwattaﬂ(s High standing still. Though some throws are difficult to execute, they are often
and middle attacks are while [haold away from | the most and are The -
opponent], and low attacks are blocked while crouching defensively (down Multi-Part Link Throws are the
amyﬁumnppmenﬂ.ﬂagparﬂnﬂarammnnasmuﬁemmm maost difficult of all throws to }
characters chain-attacks hit by practicing with a friend, or acc and are also the |
the computer. weﬂwmmmhmnmmatm maost damaging.

each ¢ 10-strii With these

l:u:kr.mderynurbe!t. your
oppanents will be forced to
wse strategy, instead of just
doing moves.

| Muiti-Part Link Throws: Multi-Part Link Throws are a series of

| throws chained together that result in excessive damage. All Multi
throws start with a special grab move. After the initial grab throw,
you must perform a series of button presses at the correct time to
complete the remaining throws. The timing for each character's
Multi-part Throw will be discussed in each character’s individual pro-
files. lngenml the first step to doing a Multi-Part Throw is to

Bashing: Dashil asagm:dwaym dusemynurmnt quickl : y button Next, you must be
mpg(apfun"wgmm Hﬂmmﬁ.ﬂﬂwﬂmﬂﬁe’gl@cﬁmmm; | ab:emmprmmemnectbum:smthmrau and with enough
o execute the dash. Try blocking your opponent’s attacks, then dash in for speed, so that the throws will link together. o

= guick throw, uppercut, or comba. When your opponent gets used to you

di=shing in for an attack, they will be apt to hit you out of a dash whenever
« possible. Use this to your advantage. Stand about 4

characters away, do a quick dash, then tap back.

| Your opponent will try to counter with a hit, but

| he/she will miss since you moved out of range, thus

giving you another opportunity to attack.

¢

Lounters: A counter is a specific move that offsets an intended

attack. Any attack can be countered whether it be knocking an oppo- |

nent out of his moves or st ing a throw. ing how to block is

great, but c 1g attacks means i With

| this in mind, it is best to counter all the attacks you can -- instead of
blocking. Enunten’ng nmves takesala:af practice and pin-point tim-

| ing, gs and unblockables. Get this down to

| anart,saynuranuse;mur them.

mevannmmystomunmranamentsa!tacklndude grabbing

| Your opponent'’s limbs as they attack [reversal), resulting in damage

Emﬂlemacker,stnppmgmappomnts’mack using an attack of

| your own, Double stuns, ing throws and escaping multi-

| part throws. Some moves only wark when used as, or after, a

. counter. These will be described in the specific character praofiles.

|

Running: Running is a good way to get in clase ta your opponent when you
are much too far away to cause damage. Quickly tap forward twice, from
further than 4 character lengths away, to run. While running, you will have
the option to simply stop running, or use a running attack. Experiment
with different button presses while running for different attacks.
Individual special running attacks will be in each character’s section.

ﬂmrz are now a wrdz variety nf ways to
attack a downed opponent. This includes; the special pounce, hard
pounce, ground slide, low kicks, and character specific ground attacks.
Every character in the game has a basic pounce. This is achieved by
simply pressing up and right punch together, when your opponent ls
om the ground. Many times, if timed right, you can take off
damage, by using this attack after you have knocked an opponent
donn. Alsa, many characters have special ground attacks which are
=« described in their individual sections.

Stuns (Stuns and Oouble-overs): For standing opponents, a stun attack
the for a short amount of time. There are
two types of stun attacks; and Double. A Stun
stuns only g, blocking A Doubli Stun stuns only
i Stuns are great for setting up unexpect-
ed throws, while Double-overs are great for setting up combaos. There
are other special uses for these moves which will be described later,
within i character pr
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Reversals: The most popular form of move counter is to grab your oppo-
nent out of his/er attack. This often results in a good beating inflicted on
the helpless attacker. The only characters capable of this act are Paul,
Jun, Nina, Anna, and Wang. Simply press back, and the appropriate but-
tons, at the moment your opponent attacks high or mid to punish your
apponent for their feeble display of “skill.” What your character does to
the artacker depends on the character you are using, the limb used

| against you, or the special art used against yau. . —

Throw counters: Basic shvane (l., or \,’oj can be mwlm-edbg
pressing the same buttons your nppnrnent pressed. You must

press your buttons immediately after your character is grabbed
to escape a throw. Since most people throw with the right but-
tons, use your right buttons to counter when you are un-sure.
Special throws [i.e. Law: Oragon Knee} £an not be countered once
+ you have been grabbed ... so watch out!

‘

press a specific pair of buttons, if you want to escape [see our
nmtyng.anmmly,mEmpammemmmamm,the
more chances you have to escape. Unfortunately, each different part
of a throw requires a different pair of button presses to escape. This
means you must be able to recognize the throw your character is
caught in, and have the counter committed to memory. Since there is
a lot to remember, it is best to just learn counters for the Multi-Part
Throws used against you often. r

special attacks while moving between these two positions. These
| attacks are called To-Neutral and Full Crouch attacks. To-Neutral
amdsamdmebgsmummlyﬁsﬂmmmﬁlngam-

ton. Full Crouch attacks are done by fully crouching down, then
pressing a button.

Getting up off the ground: There are a wide variety of ways to get up

nﬁﬂ-egmuﬂd.mamthat.whmynuathwizhapnwmﬁ:lmﬁ;mmy |

times you can not get up off the ground immediately. The more you
know, the harder it will be for your opponent to pound on you when you
are down. The most common is to simply stand up by pressing vup. This
is a good way to get smacked. Bettermemmexistasfnlhns_

ly: The best is the side roll.
Wytwmmmbmmmfmmm You can alsa roll back
or forward by tapping forward or back on the cantroller. Use these
methads to escape an opponent that is trying to flip, or land on top of
you with a pounce.
Offensively: Press the "huttmwmupwi‘masweepmd( Mﬂmt
mmmmmammmwbmﬂ Roll towards or

your opponent then press Wp & to leap at your opponent’s

lower section. F'tess/‘¢<? and your character will do a handspring
that attacks low. Any of these attacks can be done out of the side roll.
These methods are great characters that walk up to you or run

against.
at you with an attack. Mix these methods up, so you do not become pre- |
dictable. qu:mmndﬂmmmrmrsdnmthamaﬂnfmese

W ESGAPES
Paul Only C&

Ultimate Tackle

p Ultimate

Punches/Punishment

Neck Cutter Arm Bar

Standing Reverse Arm
Lock

Knee Bash-Neck Snap

Side Knee

Neck Cutter Arm Bar

%
A““ n StandingLFcl’i\;‘ersa Arm %)
od
@

Arm Sprain-Standing
Cross Lock

Figure Four Leg Lock

Backdrop

German Suplex

Giant Swing

Scorpion Death Lock %3

} Indian Death Lock c&

STF %j

g Ultimate Tackle c&

Ultimate Punches




As far as character ratings go, Jun is about average. She has
decent speed, good juggle abilities and a few good damaging
moves, yet she has limited attacks. Her limited attacks allow
for predictability and, against a skilled player, Jun’s moves are
fairly easy to counter. This does not mean that she can not
be very confusing in the hands of a skilled Tekken 2 player.
Her Infinite String attack is very frustrating and could make
an average opponent weep. Jun does have excellent defensive
abilities and can take many good players down if she is used
with patience. Despite Jun’s low rating, most players do not
Eknow how to stop her attacks. Exploit this fact!

THROW

GERMANSUPLEX
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SPINNING HEEL DROP (SMALL)
Wi L.
e '
* o ot Ay
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This ten hit is not Jun’s best but it is the easiest to learn. A
Remember that the ten hit starts off with a rising attack. This means that just ducking down during a fight to use the ten hit probably means getting j
not just a fist or foot in the face. Wait until you have just blocked a low attack before unleashing this ten hit chain attack.

Although the ten hit shown above is great against
novice to average players, you will need to know
both of Jun’s ten hits against above average play-
ers. There is one problem spot for many players
who attempt Jun's second ten hit. For Jun'

ond ten hit, take note of the fifth and sixth hil
When you press ## for hit 5, you must pause a
short moment to allow the sixth hit to come out.
While the sixth hit is coming out, press the button
for the seventh hit. The timing is a little tricky,
but remember to pause and you should become
fluent with Jun’s second ten hit in no time. Mix
all these strings up for maximum confusion.




| Note that the
<t Cartwheel Kick must
it the opponent well
before they reach the
ground. Start the sec-
| ond uppercut as soon
as Jun reaches her
8 normal stance. For

| the Low Kick-
Backhand, you need
to tap forward twice
quickly — before
pressing the buttons.

This counter combo
is relatively easy
with a little practice. |

Coupled with its
high damage, it is
most effective for
winning matches
fast. Exchange the
Cancan Kicks for the [&
Toe Kick often to
fake out your oppo-
nent. The mix will
ensure damage.

W - oM s Another easy combo. The only trick is tim-

UPPERCUT - i | ing the # so that the Roundhouse hits.

1y starting the €® as early as possible. You
Lwill find that the last few hits go under the
opponent. Now, try starting the €» just a
tiny bit later, until all the hits connect. If
all your hits connect, but the Roundhouse
misses, you are starting the €® too late.
Get the timing down and you've got a reli-
| able combo. Inany case, most of your hits
will connect, allowing you to tack on the
ombo anytime you forget what else you
can do.




WEh Jun, its wise to play defensive, if you plan to win against the
oood players. Since _un has & reversal and speed, she can attack
Suickly and stil be ready to use the reversal right away. A favorite
f=ctic of owrs is ta perform her combo starter, and Immediately
oo into her reversal. The reason we do this is becavse, when the
combio starter finishes, a ot of players see this as an opportuni-
&y to attack. Since you are close to therm when the combo starter
Anishes, and they attack. it is usually high. Viald. instant counter,
OF course this doesn't always work, especially when you use this
85 your mair way to deal damage. However, it is worth a tn_4 once

Angther great, tricky, move is her Backflip Kick. It is wise ta use
it 85 an evasive maneuver. As your opponent advances, gao into
the Backflip Kick. This will get you away rom your ogponent and
entice thern to lunge at you to get thern closer. As you perfarm
the Backflip Kick. press your trusty cgl ard you will lunge forward
at your unstuspecting adversany, and pop them up into the air. If
You have practiced your juggle combos. you can lower your oppo-
nent’s energy level to almost nothing. Another way to use the
Lunging Lippercuit is to just press Wy &. It stil knocks gyou the sarme
height, and you can do all of the same juggle combos, This is a
great move ta use when your gpponent misses a sliow recover

One good attack move of Jun's is her Unblockable Spinning
Roundhouse. This move can come out of nowhere and lets you
get in a quick low mundhouse for a bit more damage. It does, Row-
ever, take a bit of time to wind up and can be courtered with a
crouching attack. Get your opponent used to blocking whern they
see the wind-up, by orily using the shiortened version. After you
have popped thern a few times with the short one, they will begin
to get into a bBlocking habit when they see the wind-up — now is
your chance to go for the full force Uinblockable. When they block,
they will receive a Phatty-Mc-Boot to the nugget!

If you want to try the offensive approach with
Juri, the best way to start it is to guickly go into
her Leg Sweeps 4 ¢ . Once you perform a Leg
Sweep or two, quickiy go inta her Combo Starter.,
This is a fast little tactic that will chip aweay at your
opponent’s health. It is especially effective if you
use it as your opponent is attacking. This way
they will be concentrating more on their attack
rather than your counter attack. The best move
to use after the Cormbo Starter is the Roundhouse
finisher. This is because your ogponent wil just be
getting into their crouching block and now you will
be attacking high — instant damage bringing you
closer to victory.




A ot of players leam the Infinite String in the hope that gpponents
will be amazed and thus defenseless. Actuaily, its possible o blork
low the whole tirme and not get hit once! But, there are varia-
tions ta the combo that make simply Blocking low only effective
for the trnue Infinite combio ... so, you need to get out of it ASAP
After the 5hin kick. which either starts the combo or comes
after the leg sweeps. there are 3 punches that all kit high. Ouck
during these punches and use your fastest crouching attack. The
fastest attack for just about every character in Tekken 2 is the
crovuching epor . This will stop Jun's Infinite String and varia-
tions in a hurry,

Be aware that Jun can Forward Flip out of the ground sweeps with
a doubile hit attack. You need to watch for this. If she goes for
It, sirmply attack low with a punch as she fips. This will allow you
to get a few juggle hits. with just the low punches, or use a low
punch into a rising attack for a better combo. IF you have rever-
sals and you are quick, Yyou can sneak a reverse attack in. IF you
get a little confused and throw out a crouch punch to juggle
Jun. and find a shin Kick in your face. just relax and attack low
2gain — as soon as your character recovers from the shin kick.

A particularly frustrating Jun move to watch out
for is the Wpeb, @ or ¢», berause It is almost impos-
sible to see which Kick is going to come out. If it
Is the . it must be biocked High. If it is the .
it rmust be Blocked low. When in doubt. just block
high. Why? If you get hit by the@ ro big deal. It
only takes off a bit of health. If you get hHit by
the c@ you are in line to receive a big darmage
_ugale cormba and will be near defeat, i your oppo-
nent knows their juggles. IF yow block the S, you
can irmrmediately use a rsing attack, thmow, or oot -
ing punch to pop Jun into the air and start a littie
Juggle cormba of your owr.

Jun players will often do some flips to try and
get you to run in afterwards with an attack. IF you
fall for this plan, you will probaliy find yourself get-
ting_juggle combo’'d by the uppercut that com-
baos from the flip. If yowr opponent tries this on
you. simply go for the aouching fast attack. Again,
if you are lucky enough to have a character whao
can can combo fast from a low counter attack,
you've got it made. You may get hit with a sweep
frying this counter attack, but simply block imrme-
diately and be ready to counter [as noted in the
paragraph about breaking the Infinite String. ]
Always a Jun favarite, just be aware that pegple
will want to use it often to juggle you. Fortunately,
most of your keep away tactics should knock
out this attack. since it does lunge first. But, keep
on your guard when you are at a distance from
Jun. The range is good. so rmary Jun plagyers will
rely on it when they are at a distance from your
character and nail you as you walk in. This move
also goes urider a ot of high attacks. so tny to Lse
quick. rmid or low attacks when you are at a dis-
tance. You can also go for the reverse, i your char-
acter has one. The last thing you can do to purish
a persor who tries this one too rmany tmes is the
simple throw ... But be quick about it




In the first Teldken, Yoshimitsu was overlooked for some of the
more powerful characters. Now, in Tekkeng, the situation
seems totally reversed. Yoshimitsu now has additional unblock-
able moves added to his arsenal, as well as a great variety of
10-string combos and air juggles. A new feature for Tekken 2,
¥oshi also has the ability to regenerate his health. This may
sound neat at first, but you must know that he also has moves
that require him to sacrifice his health. The final addition to
Yoshimitsu’s arsenal is his ability to disappear. A great move
for offense as well as defense, he can surprise his opponents
by re-appearing behind them. It’s no wonder he is our 3rd rated
character.
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Here is a very confusing 10-String of Yoshimitsu's. It's best used when in very close since, after the first 4 hits, it starts to strike low. If you can get past the first
4 hits, you almost have a lock on finishing it. Be careful though, as a wise Tekken 2 player will know to jump away before the 9th hit strikes. If your opponent
jumps away, you will be left open for massive damage. This escape was found by Slikatel, one of the very best Tekken 2 players in the world.




Yoshimitsu has 6 different Strings, and almost all
of them are very useful. He has 3 10-Strings, 2 8-
Strings, and 1 5-String. If you have them all
memorized, you can use the 8-Strings often in
battle. They are mainly used for Keep Out Tactics,
but they can lead to juggle opportunities, if you
use them correctly. When your opponent is in
close, go for a Front Kick, then add in a Power
Backhand. Once they connect, immediately start
one of the 8-Strings or the 5-String. This will hit
your opponent in the back of the head and take
off decent damage. If your opponent knows to
duck and punch after the backhand, just low kick.

Despite it's size,
This combo is not
as tough as it looks.
Watch for three of
the Stone fists to
connect, then go
directly into the
Spinning Sweeps.
You may need to
step in before start-
ing the Spinning
Sweeps and Poison
Wind to connect.

To do this combo,
you must hit with
the Stone Fist as
soon as possible,
then go quickly into
the two spinning
Fist Strikes. The
rest of the combo
works as described
above. The Sword
Sweep to Poison
Wind requires no
lag time to combo.

The Launch Kick to Standing Suicide
takes great timing. If you mess up,
you only hurt yourself. This combo is
best saved for when you are a round
up on your opponent and you wanna
“Kick it up a notch! ... WHOO”. The
alternative combo is almost as damag-
ing but also requires excellent timing.
After your launch kick, crouch. When
your opponent is about to hit the floor,
tap the left punch button to turn
around and punch. The rest of the
combo should be fairly simple.
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VOSHIMITSU

Sroughout our experience with Yoshirmitsu, we have found it best to use him
== mainly an offensive character. This means we have our greatest success
CWET We don't just sit back and try to counter everyone of our opponents
oves. The best way to maintain @ good offense is to constantly switch up
Svowing uppercuts (M ] and fast jabs at your goponent. This tactic not only
S==0s Your opponent Blocking, it also gives you a chance ta think of what you
Wt to oo next. Now that your opponent s biocking, the best thing for you to
o0 5 to inflict sorme damiage (Yow do want to win don't yau?]. Once you've got
Lour gppanent in the Blocking cuydle, it's best to quickly execute a Stone Fist or
wo, then guickly go in to two Creuching Spin Kicks. As soon as you start the
Couching Kicks, prepare to Ait your opponent with a surprise Pop-Lip Kick.
Secondly. if you ARENT playing a good opponent, then you will simply srmack
Shern around with all of Yosti's Stone Fsts and Crouching 5pin Kicks.

| Next, yau want to try to lure Your gpponents to walk in ta your attacks.

Yoshimitsu has a great ‘bullt in mave’ for what we are trying to do here. IF you
go in to Practice Mode and try out: the Zig-Zag, you will see what | mean. First
of all, Yoshimitsu delivers a powerful roundhouse kick, then out of nowhere
comes a secand Side Kick! Mix up your kicks, by first throwing sorme single kicks
with ¢, then sorme single kicks with . Then. when you think you have &
gaod idea of when your opponent will advance in at you, execute the Zig-Zag.
Your oppanent will (more than 65% of the time] walk right into that second Side
Kickl This is & great: tactic because, even if the kicks are blocked, you are safe

The next great feature that Yoshimitsu has is his ability to regenerate health
and telepart all in one. By performing his sitting maneuver <@ . Lyou auto-
matically begin gaining any lost health. This. of course, is gonna make your
opponent one mad person ‘tause, unless they are playing Yoshimitsu, they
can't gain health badkd Now ... your goponent is looking at you sitting down and
gaining all your health back ... what choice do they have but to attack you and
stop the life gaining process. When your opponent gets within about 2 charac-
ters awal) from you, Yyou immediately press F or B on the D-pad and presto ...
yau teleport behind theml This would be & good time to attack your opponent.
&5 they are facing the other way, We have found that the opponent will usualy
tum around very fast, sa its best to attack your gpponent as fast as possible,
You can accomiplish this feet by attacking with a push kick [OF+RK]. or one of
Yashi’s fameus Uppercuts <\ & in to an air juggle

Slightiy good gpponents will have their 10 fits down and
think that is all they need to win. They will often start
them up whenever they can ... even when they are far
away from youl S, jump away from themn and use the
opportunity) to use Yoshis Spinning Death Sword. Your
opponents 10 Hit will lead thern right into the blades if you
are fast enough. And if they hit the blades near the end of
the spins. you can nun up and begin your Crouching Spin
Kicks (4 times] inta your Straight Kick followed by the
Paison Wind. Can you say Darnage? You may also want to
use your Spinning Oeath Sword on downed opponents.
Sirnply run in, stand over thern and start up the blades.
Maost new opponents will try and roll or attack, thus get-
ting chiopped up real nice. Again, follow up with your
crouching spin Kicks to Straight Kick to Poison Wind to tack

A word on fighting opponents with reversals or very good
players. Use Yoshi's 10 hits very sparingly. A good plaver
will either throw you out of most of your 10 hits or simply
do a reversal. since maost hits hit high and are very siow. IF
Your opponent does not have reversals, switch up your 10
hits and you might nat get thrown or countered atherwise.
Alsa, be careful using the Helicopter Leap. A good oppo-
nent will know t6 simply punch you out of the attack as
You are coming down, it they can't simply use a reversal.
Keep in mind that only the fermales with reversals can
reverse Yoshi's sword attacks. A good way to use the
Helicopter Leap s to press down immediately so the
attack is swift. Use it on opponents who are getting up oft
the ground, or when an gpponent is starting up an attack
the leaves thern immaobile for a short period of time after
their attack.




The warst thing about fighting against Yoshimitsy is his damed Sword Slash.
This pesky mave is fast ANO unblackable ... sheestl The good news s that it
only takes aff 15 points of damage. The Sword Slash is often used out of
nowhere, sp be very aware that it exists. Many times your opoonent will be
standing a character length ar two away from you and pop out the Slash really
fast. The hest thing to do in this situation is ta jump back. It doesn't look pretty
but it does get you out of hamms way if your reactions are fast enough.
Another good way to get out of damage is strike first. Since the Slash is very
fast, you need to have your reaction time down to near nothing. If you see or
sense the Slash coming. quickly execute a Hop Kick or a Front Kick. This will
stop Yashimitsu and keep you safe. -

Another Yoshirmitsu attack to watch aut for is his Zig-Zag
Kicks. This is a simple Roundhouse Kick followed by a Side
Kick. The problemn is that it is very deceiving. Make sure
you know what it looks like and be ready to block then
throw after a missed atternpt. Also, an attack that looks
like the Zig-Zag is Yoshimitsw's 3 Roundhouse Kicks. The
good thing about this is the are super easy to counter.
Simply duck and throw. Anather good thing about the 3
Roundhouses is that they gopear in maost of Yashimitsu's
10-5tring Combos. Look for the tel-tale sign of the first
High Roundhouse. then simply duck, throw, and win ...

The Knee Bash is often used in place of where the Sword Slash would be used,
since it can lead to a quick combo. It also has a bit mare range than the Slash,
bt is biockatile. The Knee Hash comes out SUPER fast and really needs to be
anticipated if it is going to be biocked. The Tekken 2 pros use this move when &
you least expect it. If you are clase to an gpponent and Yoshimitsu's Keep-Out
Tactics are pushing you away, look out for the Kinee Bash. It will be coming in a
secorid... If you play against someone whao leams the power of the knee, make
Sure you knaw the distance Yoshimitsu covers when he does the Knee. Also, if
and when you successfully biock a Knee, immediately go into a juggle combo or
& special throw. This will siow your opponent’s Knee Bash attermpt: dawn.

The second worst attack that Yoshimitsu owns is his basic Lippercut. It covers
maore distance than any other Tekken 2 character (well excent Kunimitsy), This
tiny little basic attack can tum & rmatch around faster than you can say “rmiic-
coooolissa”. IF yaw are fighting against Yoshimitsu, be VERY VERY VERY aware of
this particular attack. It starts juggle combos with lighting speed and makes
Yoshimitsu lunge forward at the same time. Your best bet to avoid this would
be ta reverse the Uppercut. Unfortunately not every character has a reversal.
The next best thing to do is to Front Kick your goponent or Lippercut therm with
your own OF+RP. Again, we can't stress how impartant it is to know the signs
of an on-coming Uppercut. Practice using Yoshimitsu, I just to leam how the
Uppercut is used. "

The last migjor thing you must be aware of is Yashimitsu's
Spinning Low Kicks. Yoshimitsu can go into these kicks
formn the Stone FAsts, ar without them. The bad news is
that, wien you are knocked down, they can hit you aver
and aver again and wrack up tons of damage. The best
way ta stop this is. of course, to not get knocked dowrn.
The secand best way is to stand directiy up from a knock-
down and black, crouching. as soon as you get up. This will
Keep you safe, most of the time. Also be aware that a
Front Kick can be chained into the Spinning Low Kicks. This
Font Kick is easily detectable, with a little practice. and.
shouldn't give you any problems.




Nina is most often used aggressively, since she is one of the
fastest characters in the game, with a variety of attacks. Nina
can sometimes end a match in just two sets of attack. Attacking
with a juggle combo and finishing her opponents off with a
punishing, limb-breaking link can spell defeat in just a few
seconds. Her speedy attacks, when mixed with her awe-
some juggling ability, multi-throws and reversals , make for
an all around great character to play. Nina’s only shortcom-
ing is her lack of high powered single moves, but she

more than makes up for it with her juggling ability.
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Of all Nina's 10-5tring Combos, this one is the most confusing to normal Tekken 2 players. It is also her best. Having a jump attack and 3 low attacks in the

middle of it, it can easily make an opponent block incorrectly and leave them open for hefty damage. Not only is this 10-String confusing, you can also chain
moves onto the end of it for even more hits, making any of Nina’s opponents sorry for even attempting to put up a fight.

Nina has the most 10-String variations of anyone
in the game: 6 in total, if you try all of them. The
one pictured in the diagram above shows just
how confusing they can be. Nina's old 10-String
is still in the game, of course, but it is definitely
not as effective as her new variations. Also,
Nina’s new ending to her old 10-String makes for
an easy swap, for people wanting to use a new
10-String but not wanting to remember 10 new
button presses. The great thing about Nina’s new
10-String is she boots her opponent WAY into the
air, leaving them wide open for extra hits and
massive damage.

CK
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Tip: After the fourth hit of this combo,

tap forward before the crouch punch.

The best thing about this combo is that

you can trick your opponent into get-

ting caught in it! Use your Sweep-Low

Kick often, so your opponent gets used |4

to blocking low after the initial Low §
Kick. Now that your opponent blocks Bf 3
low; after the Low Kick, go into your 1t
Low Kick-Uppercut combo! Even s
when your opponent becomes used to

this method, they are still forced to

guess what is coming next.
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If you have studied Nina's Special Arts at all. you will notice that
she has a TON of themn. The most important thing to know when
using Nina is whenviwhere/and how to use her Linking Basic Arts. These
can keep an opponent at bay for the entire match while chipping
awal) at her ogponent’s health. Her rmost effective combination link is
the Low Kick to Spinning Chop. This quickly hits low and ther high for
3 little bit of damage. but it sets you up to do almost any ather move.
For example. execute a Low Kick/spinning Chop, then immediately go
into an Ermbracing Elbow Strike. This is extrermely hard to do, but almost
mpossible for your opponent to biock if you do it corectly.

Another excellent tactic of Nina's is her super juggle cormbos. If
Lo pop your opponent into the air with Falling Ankle Kick-Back Kick [an
unblockable chain when used as a counter attack]. Yyou carn take off Ioads
of health from your opponent and make it almost impossible for therm
&0 come back. Try counter hitting with the Falling Ankle Kick-Back Kick,
Dhen go inta a quick forward Hop Kick. then tap left punch, then juggle
Lour oppanent even more with the Low Kick to Spinning Chop and fin-
=1 0ff the devastation with the Rolling Kick. This takes off 80+ points of
Samage and can almost assure a victory, or change the tide of a bat-
e in just a few seconds.

Of all the characters. Nina has the greatest variety of chain attacks.

e of many great moves in her arsenal is her reversal. Nina can reverse

- Sost ANY high attack. including Yoshimitsu's Helicopter Slice. The oniy
S=nback s that the reversal is done with diagonally placed buttons.

NEsning you have to use either qaseor €. This is very minor thotgh
=00 8 good Nina plager wor't even notice it. Most average Tekken 2 plagy-
== sttack high for the most part. which gives Nina and the other
S Eacters with counters an advantage. When you see a slow high attack
Soing. or You see sormeone winding up for @ Super Unblockable, don't
Sesitare to reverse the move. Most of the time the reversal will take of
DUt as much health as the opponents move would have, had it con-
=0 with you.

Next ... rermermber to keep attacking with Nina.
If you get your cormbination links down, Yoo can always
be attacking while the ggponent has no chance/ggpor-
tunity to attack for thernselves. Mix up high attacks
with low attacks and very the way you do it. This can
alrmost assure your win and your opponent's loss.

The last thing any good Nina player must know
is her Multi-Part Throws. Since Nina already had thern
in Tekken I, she carme back in Tekken 2 with even MORE!
Although the Multi-Parts can be difficult to remember
for the first time Tekken 2 player, they are definitely
worth the effort as they take off massive damage.
look great and are relatively simple to execute. OF
course ... don't ALWAYS atternpt Multi-Parts, but do
so when you feel you have the oppartunity and yowr
opponent isn't expecting it.




The most common attack of Ninas to look cut
for is her Falling Ankle Kick-Back Kick. Almost everty
Nina plaver uses this rmove once or twice during a
bout. not only ta set up a juggle. but to also push
their opponent back. The most effective way to shut
down this attack Is to Hop Kick Nina as soon as
you see this move corming out. This will take off a hbit
more darmage. since it is countering Nina’s move,
and set you up for a juggle combo. You can also
reverse the second hit. If your character happens to
have a reversal and you have blocked the first Hit.
Anather good way to shut down this attack Is to use
— & axis shift.

The absolute WORST link of basic moves Nina has is her Low Kick-
Spinning Chop attack. This attack starts with a low Kick and immed-
ately chains inta a backhand slap. The reason this attack is so deady
is, if your opponent is quick enough, they can add maore links onto it
and keep you blocking until theyy have a chance to throw you. To defend.
against this heinous attack, duck under the backhand that follows
the Jow Kick. If yau are successful, ormmediately throw or go far a ris- |
ing attack. Just be careful to avoid being uppercutted in the meantime.

Avoid rushing in at a good Nina player because

The most important thing to know for fighting against Nina is how

you will be kicked in the face by a move dubbed “The
Nicolella.” This /s Nina's tap up and left kick move

to escape afl of her Multi-Part Link Throws. These car rack up majar dam-
age and spell disaster for you. IF you aren't competent in escaping tie
Links. The best counter to use would be both right buttons. This is
because it counters the easiest Link rmove your opponent can do. The
Second Best counter t6 try, when your goponent tries to Link Throw o,
is both left buttons. Rernember that you cannat get out of Nina's Link
Throws that start off with the Crab Caw, so it's best to stop them before
they start by sirmply ducking then throwing. or upEercutting Lour oppo-

that is EXTREMELY fast and can knock you over in
a millisecond. Also, there is almost no recoveny time,
50 you must be fast to throw if you successfiilly
biock a “Nicoleliz.” Oon't get too hasty and try to
rush a good Nina player. It is best to rernain on the
defensive until you have an opportunity ta strike.

nent before they get too close.

Another one of Nina's pesky tactics that you
must be aware af is her ability to chain TONS of her
basic attacks togettier. She can link low kicks into
high Kicks, side Kicks into punches, sweens into Lper-
cuts and 5o on.  The best way to defend against this
is to always keep Nina out of range. Use Front Kicks
and 5ide Kicks to push your gpponent back, then use
& lunging rmove ta stop her from advancing again.
If you do happen ta get caught in & furry of linked
hasic attacks, be patient and concentrate on block-

= ing. Also watch for any sneaky

The last thing we want you to know is that a good Nina player can
Juggle you inta eterrity,. Study Nina's section and leam to differentiate
her different types of Basic Art Links. The match can be wor or lost: right
fiere. When you sense a move coming that might pop you up into
the air. block it instead of trying to attack. This wil, most likely, save you
from being purmmeled into subrmission.
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Law is one of the easiest characters to play as, but he can be
extremely effective ... if used correctly. With simple but dam-

aging flip moves, even a new Tekken 2 player can cause some
damage and win a few rounds. With practice, though, he can
be very tricky to beat. Law has great speed and above average,
damaging moves. The only problem is that his moves become pre-

dictable after a short while and that can lead to defeat. Basically,

Law is a bag-o-flips with a few more moves thrown in.
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This new 10-5tring Combo of Law’s is extremely useful. Not only does it switch between high/low attacks, but it is extremely fast starting and can wreak

havoc upon an untrained Tekken 2 player. The #s 2, 6, and 9 hit all strike low and can render an opponents block in-effective, if they connect. Look to execute
this 10-5tring when your opponent is charging at you or advancing with a slow lunging attack. Don’t use this too often, or your opponent will punish you!

Since Law’s main Special Arts arsenal contains
mostly Flips, it would only be right for all of his 10-
Strings to as well. It would be wise to only do 9 hits b
of his different 10-String combos because, if the last
hit (Flip) is blocked, you are left WIDE open for the
punishment of your opponent’s choice. If you con-
nect with the #8 hit of the 10-String pictured above,
you are set for clear sailing, as your opponent can
not block the remaining 2 hits. Vary your 10-String
attempts and make sure to not become too pre-
dictable, as every player will soon learn this ... when
they block the final Flip Kick and punish you for
your incompetence!

(ST E PURE] [~ TS PO AN O] GO S| This combo s excel-
“#71 ] lent because of the

act that you can sur-

prise your opponent

d with it, and it does

huge damage.

¥ Practice using the ris-

j ing Front Kick and

¥ the regular Front Kick

to vary up the begin-

ning. Use the starter

| to counter opponent’s

high and mid attacks.

DRAGONSIDEN

FRONHKTCHERT RIKTCH

This combo is a bit more difficult to execute
because you don't often have an opportunity
to perform the Flip Kick when fighting against
a good opponent. Knock your opponent to the
ground with a regular uppercut, then get into
the full crouch position. Once they get near
you, immediately bust out with the Flip Kick,
then quickly go back into the full crouch posi-
tion. Once you get into the crouch, you must
quickly perform the standing Front Kick-Flip
Kick in order to continue the combo. Then, fin-
ish with the slide.




Wher using Law. you should know as rmiany attack/Aip comiina-
tions as possible. Law can Fip out of almost any of his attacks and,
if the first hit connects, most of the second hits are un-blockable. The
bBest wal to darmage your opponent is to get him to black low, so you
can fip him into the air for & big combo. You can accormlish this by
using a lot of low punches and Oragaon Fangs. Alsa, his slide will
make opponents wary of blocking high. When you are close to your
opponent., ga for the crouch and Kick. or punch to chip ofF a little health.
Then. do it again. but this time immediately stand up and Fio or link
one of your crouching attecks into a fip.

Another good wal to rmaximize darmage to your opponent would
Be to push hirm away, then take him down with a Oragon Slide. IF
Yo are close to your oppenent, push hirm back with a Font Kick, thern
sdd in a Lunging Side Kick. Once you push him back a bit, go for a
Spinning Lov Kick and. as saon as it connects, perfornm a Dragon Slide.
IFyou do these maves fluidly, they will be hard to recognize and ever
Harder to prepare for. If and when you do connect with a Oragon Slide.
- Snnediately get oft the ground and bit your opponent with a Sginning
Low Kick.

Ehcemwfsavaymmgaumkeqamsawag
ith his basic attacks — when your Special Arts aren't working to your
antage. Mix up a few Front Kicks with €05, and the Three Backheand
00. Many times, after the front Kick. your opponent will walk direct-
Y inta the punches. Another thing tao do after the Front Kick is the
Low Leq Kick-Flow Kick. Since your opponent will be blocking high to
SLard against your Front Kick. this will leave him open for the Low Kick.

] that you can alsa fip directly after the front kick. so it
would be wise to rendormiy go into the FAip Kick from the Front Kick.

Law’s most powerful fighting tactic is his_juggie
combos. Laws juggle combos can take of massive
darnage with just a srmall bit of effort. A good way
ta trick an opponent into walking into a fig is to hit
hirm with a quick Front Kick, then go into your Ooubie
Hip Kicks. Onice you knock birm into the air. finish hirm
off with & punch. then another Flip Kick.




D &l

fast attack of your owrl.

Most Law players love to fiip. This works great-
Iy to your aclvantage. Every blocked Flip rmeans
a charnce to throw orjuggie. The juggle is the best
choice, since Law can sormetimes slip under your
throw. You need to know whernt Law is going to
Fip. Look at the section on Law and study all the
moves he can fip out of. You will notice that most
of themn are crouch moves. Ariy time Law crouch-
es and is in cose, he probably intends to jab or
kick. thern Aip. Whether you Block the jab or not,
miske sure you stand up to block the flip. Even
if he just ghves you another low Kick or jab. that
5 much better than a fip kick combo. Stay up,
because the Flip is probably going ta follow. If it
doesm't, just back up a bit. Then. lunge in with &8

Once you have gotten the Aips snd Oragaon Slide urnder control.
watch out for the Fists of Fury combo. This s a gquick move that
many players use to push their ogponent back when needed.
Yo can duck the Fists af Funy combo, but beware of the add-on.
Yo rmiust biock the Backbanids bigh. Yo can usualy tefl when sorme-
one is going ta add on the backhands, because Law's body posi-
tion switches rmidweay) through the Fists of Fury cormbo. Your best
bet. to take arvantage of both of these attacks, is to either use
an axis-shifting attack. or a counter. This way, you can stop the
9 punches before they start, or get around behind Law for a throw.

If Yot see a Law plager rernaining in @ crouct
for an unusuiEl amount of time, maore thar likely
they are getting resdy to use the Oragon Slide.
The best thing to da in this position is to crouch
Iow until Yo are sure that you are safe. Mearing:
crouch until your opponent performs the Dragon

Law's Oragon Fang is a fast takedown that you must be aware
of at all times. It cormes aut relatively quick and can leave you lit-
tle time ta prepare. The most prominent: feature of this attack is
that Law goes into a normal crovuch, but it iooks a bit leaned-back
and he puts one af his hands down an the ground. When you see
this. Immediately go into a crouch block. Once you Block the attack.
Mﬂpyﬂrwtmmmarﬁjr@ugg@ combo. r:.-rusegaur

Slide ar stands back up. If your opponent does
Slide, the anly thing you can really do is hop Kick
or wait: until your character cormpletely biocks the
attack, and thern hit 1im with a low Kick.

As far as throws go, whenever you get thiowrn,
Yot are almost aways likely to get out of therm
via c& This is because Law's Link Moves are
relatively easy to perform and the most darm-
aging of his throws. When you see yourself get-

The last tricky move yau should be aware of is Law's Hop Kick-
Filp Kick. The tell-tale sign of this attack cormes wihen you see Law
_jurmp into the air with a little side Kick. Nonmail, this move Isn't used,
since it finks into a Aip Kick. If you see the hop Kick corme out, imme-
diately block high.

tirig thrown, rrrwned'ace.y press &,




One of the most frustrating opponents in the game, Heihachi
is contender for “Punk of the Year.” There is nothing worse
than to be winning a match, by over half energy, and have
Heihachi do one simple comhbo, and bring you to defeat. Heihachi
is an easy character to use for juggle combos, fast damage, and
speed. He is also a tough character to master. If you want to
spend the least amount of time playing Tekken 2, and still be
a contender in matches, Heihachi is your character. However,
if you happen to come across someone who knows what Heihachi
can do, you better play smart. Definitely a good all-around char-
acter, Heihachi can destroy energy bars in less than seconds ...
Doh!
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Heihachi has relatively easy 10-Strings. They also
deliver a decent amount of damage. The only
drawback is that they are easy to defend against.
Your best bet is to use the first 4 hits of each 10-
String as Keep Out Tactics, and also to add hits
for juggle combos. If you want to finish the 10-
Strings, in actual combat, and be safe from reper-
cussions, start the 10-Strings about 3-4 character
lengths away. This way, your opponent will have
to block or attempt to counter with a Hop Kick or
reversal. Once you get them into this pattern, sim-
ply stop after the first 5-6 hits ... and throw them.

DEMON GODFIST

One of Heihachi’s most
owerful combos; this
can be difficult to exe-
cute. The most impor-
tant thing is getting the
1-2 Punches off imme-
diately, after you con-
nect with the Demon
Godfist. Then, perform
another Demon
Godfist and finish off
with a Crushing Kick.

Here is an easier
combo to do. Use the
Wind Godfist to pop
your opponent up
after a missed attack.
Then, finish them off
with the simple
Uppercut to Double
Uppercut chain ...
quick damage with a
relatively easy combo.
Practice this one for
easy victories.

This combo is another
one of Heihachi's
ancnst difficult, at least
for the average play-
er. When you connect
with the Double
Uppercuts, you have
to wait for a split sec-
ond - until you
attempt the Standing
Punch. After that, the
Devil Fists are a cinch
to pull off.

The Thunder
sodfist/Hard Pounce
s almost ridiculous,
“because of it's ease
and damage. If you
sense a high attack
coming from your
opponent, quickly
execute the Thunder

i Godfist, then Hard
Pounce on him ...
quick, easy, damaging
... game over.




The three key steps to defeating arybody with Heihachi:

#1 Juggle!
#2 Block!
#4 Juggle sorme rmorel

Using these tactics, you will be able to get medieval on any-
one’s buttocks. Truthfiily, Helhachi hes devastating juggle
combos. If you practice your juggle combos, and know wihen
to strike. you WILL win a lot. The main two combo starters
are the Dermon Godfit and the Wind Godfist. The first is defi-
nitel the fastest of the two, and should be Lsed whenever
possible. When you see a high attack attermpt Coming.
quickiyy bust out with the Wind Godfist and sernd your oppo-
nent to the ropes. If you have a bit more time to execute a
carnbo starter. don't be afraid to use the Dermon Godfist,
Either of these combo starters cause consideratle darnage
themselves, et alone with extra hits chained on. With
Heitwachi, simple 4-5 hit combos can take off over 90 points
aof damage. : —

Besides the Lippercuts, Heihachi also can attack low with
lighitriing fast speed -- by way of his Hell Sweeps.

Using sorme easy Keep Out Tactics ta keep the gpponent at
bay, then Uppercutting when vyou have the opporturity. will
get the average player by, The only problerm is that Heitiachi
can becormne predictable in the hands of an average player.
Reep rmixing your attacks up. Another great way to inflict
same damage is to use the first few hits of Heihachi's 10-
String that starts with the side kick. This one will keep an
opponent blocking for a bit and possibly confuse hirm into
receiving darmage. OR it will alf cornect and rmake your oppo-
nent so mad that he will wanit to take Tekkern 2 back to the
software store - hee...hes...hee




The main thing to remermber wihen fighting against Helhachi Is that you must cause very high damage at every possible opporturity. THis is

berause you are never too far off from receiving a high darmaging juggle attack yourself. Be wary of Heihachi's juggle cormbo starters arid stad)

away from therm at all costs.

Regular Punch Attacks: Everyone has their fast punch combo’s, but
Helhachi's are among the most darmaging!  Usually. iF you happen to duck
urder such attacks, you could use an easy ducking left punch to knock
your gpponent back. IF you try this on Heihachi. you better do it with
Irmrmense speed! The third hit of Heihachi's left punch. left punch. right
pLrch, will mail an attacking opponent. It is, therefore. best to just wait out
the attack, then immediately do a rising attack or press your throw But-
tons. If you block bigh with success. go for your fast attacks ar throw. Be
aware that one biocked Punch Attack from Heibachi usually rmeans another
to folow, or & juggle atternpt. It is good to go for your iow attacks to get
Heibachi out of his Attack, and get hirm on the defense.

As i Tekken 1. Heihachi is stifl the rmaster of juggles. Due to the excessive
tiamage that can be achieved with Helhachi's juggles. one or twa juggles
should end the match. Expect therm at all times. This means a lot of figh
Hlocking foliowed By throws and fast artacks, This definitelly doesm't rue
out blocking low. Heihachi's Hell Sweeps alsa produce a < hit_juggle for big
darmage!

The bodfist is OFTEN used when Heihachi is just out of nonmal attack range.
Oue to the lunge. Heihachi should get right up in your face before his attack
is unleashed. This gives you plenty of time to use your best defense. a
counter combo. Make sure that your counter combo starts low ar rmid.
since Heihachi ducks down a little for Ais Lunge Uppercut. Also. be sure ta
use your fastest counter.

Heihachi's Oouble Lippercut produces twa fast uppercuts and is to be used
in close cormbat. Many times. one uppercut will be thrown out to get you ta
rur in for an attack of your own. When you run in. the Ugpercuts knock you
high into the air, and can lead to big juggle damage.

Heihachi owns g devastating low attack. also - the Hell
Sweeps. This attack starts low, then juggles you up and con-
tinues tao mash you.for ua ta 4 hits. This move is often start-
ed out of normial attack range. Most of the time. your quick
attacks will knock Heihachi right out of his fun. if he thes to
start his Spirming Dermon from close renge. Since the attack
wusually starts out of range, the first Low S5pin Kick should miss
yow. giving you plenty of tme to start biocking or to go for &
counter attack. We recommend blocking over the couriter
attack. because your tming must be amazing [Hit Heibachi a5
his leg is facing away from you for a split second)] and often
leads to sure hits for Helhachi. But. to block successfully, Lou
miust know that Heihachi can go into two high kicks at any
tirme. during or after his 3 sweeps. Most players do three
sweeps and then the high kicks. Keep 3 close eye on
Heihachi's legs, and yow shouid Block well. As usual. go for the
fast attack or throw after

all the blocking is dome.

With the Slice Kicks, Helhachi leaps forward to either oo a slide
aFttack, or a kick to the stomach. Another distance mave: this
attack is usualy used on downed opponents as they by to get
up. It is hard to tell wether the attack Is going to hit high or low. If
Yo are on the ground, press left punch to roll evwey, If you are
standing. you can often nal Heichachi with a counter combo,
uppercut, or jurnp kick juggie [if your plager has & jump Kok juggie)
before his foot comes out. But. if you have trouble doing &
counter attack. just 3o up and land with & low Kick ([O+LKJ. IF your
Ept_pwasightenm.gh your low kick counter should hit Heihachi |
before he is able to block.

The Thunder Bodfist crouches under high attacks and com-
bos. with a Hard Pounce for extreme damage. When
Heitiachi plavers see you wsing alf Righ attacks ta keep
them away, you can expect to get smacked with the big
uppercut. Just vary your fast attacks. so that they kit the
rrid section ufterr thus misking the Thunder Godfist an




In the first Tekken, Paul was a frequently chosen character
-- because of his lightning fast speed and good repertoire of
moves. In Tekken 2, Paul is even better than before. Paul is
one of the select few characters who was given a counter move.
He has also gained a multi-part throw, which is sure to finish
any opponent-off quickly. Paul also has an excellent new 10-
string, which is confusing to block against. Also great about
Paul, is his low-hit /high damage juggle-combos. With just a
few hits, Paul can take down an opponent’s health to virtually
nothing. Used correctly by a skilled Tekken 2 player, Paul is
virtually undefeatable.

[Emadhes,
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The best 10 String Combo of Paul’s, this one can really confuse your opponent and make them block incorrectly. Since hit #’s 5 and 9 hit low and the r
high, your opponent will usually assume they are safe, until the Low Leg Sweep s out and ruins their block. Also, once hit #8 actually connects
opponent, the rest of the 10 String is Unblockable. Use this particular 10 String sparingly, if you want it to surprise your opponent when they leas




With Paul established as our top-ranked character
in the game, it would seem that he would have an
exceptional number of 10-String combos or super
high damaging ones, at least. This is not the case.
In fact, the only place that Paul is lacking is in the
10-String area. He basically only has two 10-Strings
and one 5 string that can all be blocked, with a bit
of practice. The good thing is that they are very fast
and can surprise opponents, if you use them ran-
domly and only when you need them. Try not to
simply use the 10-Strings to attack. When you have
your opponent down to a tiny bit of energy left,
explode out with a 10-String to finish him off!

HOP'KICK i LOW LEG/'SWEEP With this combo starting off with a Hop Kick,

it is imperative you learn at least THIS one.
Paul can counter almost any attack, with his
imple Hop Kick, and that always leads to
big damage opportunities for you. The best
times to use this style combo would be after a
missed slow recovery move, or as your oppo-
nent is lunging toward you. If you use this
move as your opponent is attacking, it will
B score for even more damage - as the first hit

§ will count for an actual counter strike. Study
each character — that way you will learn, at
the very least, the most-used slow recovery
moves for every character.

The second of Paul's Hop Kick combos; this
one is a bit trickier to execute. After you get the
Hop Kick off, you have to make sure you are
in a full crouch, before you press the LE, or you
will bust-out with a Hammer Punch. Although
this combo takes a bit more practice, it defi-
nitely is a crowd pleaser. With explosive force,
it can sometimes make an opponent think
twice before failing to block again. Either of the §
two different finishers are great, and both do
about the same amount of damage. Since these
combos also start with the Hop Kick, you will
want to learn them and make them a perma-
nent part of your arsenal.

One of Paul's most powerful combos; the
Stone Breaker to Low Leg Sweep-Elbow is
very useful for ridding your opponent of his
health. With only four hits, this combo deliv-
ers more than 80 points of damage. Another
great feature, of this combo, is that it starts off
with an already confusing move ... the Stone
Breaker. The best time to utilize this combo
is when your opponent is attacking high.
This way, you will sneak underneath his
attack and take him to the floor. Set yourself
up to pop this combo out by crouching first,
and throwing some punches or low kicks
out. Then, just go in to the combo.

Just a fun little combo; SPINNINGILOM/KIGK]

this one doesn't do all (T A el
¢ that much damage and
Teally doesn't have that
much range. [t is only

very close to your oppo-
nent, and are mixing up
some front kicks in with
your uppercuts. This

and then you can finish
him right off!




The first thing you must know. in order to be successful with Paul. is the fact thar
he has some of the guickest moves in the game. One of the fastest and most surpris-
ing is his Oeath Fist. This move is great for pounding opponents wiho missed their
attack or that are trying to get up off the ground. offensively. If you can mansge to
get more than 2-3 characters away from your opponent. quickly dash back and fortl
with small steps. This will entice your opponent to attack and you can then smasi
them with a Death Fist. Equally fast is the Faling Lear combo. Use this move when you
KAow Lo opponentt will attermpt to hit high. or if he is just standing waiting for you to oo
sarmething. Bath of these moves are excellent cambo-finishers. They also can keep oppo-
nents fram getting up. if you time thermn to hit as your opponent is rolling to stand up.

=1
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Paul’s 1-2 punches are armong the fastest in the game and are extremely use-

| ful for keeping opponents away — as well as chipping away at their health. Lise these

punches for close range fighting. and add in some push kicks when you are just

out af 1-2 punch range. When your opponent tries to attack, he will get a fist or

foot in the face. If your gpponent: has reversals. use this tactic sparingly because.s

eventually, your ogponent will catch on and devise counter tactics. I your oppo-

nent has reversals, rush in and throw your oppenent. after you have used a
quick I-2 punch. Frequently. he will be caught atternpting a reversal and you
will get an easy throw. 1o try and trick your opponent, add a left Kick imme-
diately after a quick I-2 punch. This is really the starter to both of Pauls 10-

SNgs. but it Is extremely effective for keeping your opponent away and setting

- you up for a8 Harmrmer Punch or Hammer Punch-

Low Leg Sweep Combo.

Paul's jurnping right kick is a very effective counter and should be used often,
since it is & cormba starter. When you block an opponent's attack, that leaves him ven-
erable for 8 short period of time. it is your chance to perform your jump Kick cambos.
Since such attacks from your opporent are usually very damaging. this will cut down
011 your opponent’s use of damaging attacks. This attack can also be used in place of
throws. Since your gpponent mey get used to the times when you will throw, he will often
try to duck your throw. As they try to duck. out comes Paul’s jump kick and here
comes the damage!




Paul is one tough opponent. He has great fast attacks, damaging chain
attacks, great juggie damage, AND reversals! Most of Pawi's attacks hit high,
but the Small Sween Cormibio will Keep you guessing orr where to HBlock.

Faul can easiy Juggle for iots of quick darmage. While his gereral uppercut is not
very good. his Jump Kick. Double Jump Kicks, and Hop Kick can all pop you up —
resulting in an opponent's camibo. Look for Paul to try and get these juggle starters
i often. This means keeping & high guard often. but warch out for that Low Leg

Faul has excellent Keep Out moves. He has the first four hits of his I0-5trimg
Lomba ta mix with fis reguiar One-Tao Punches. Toss in the Front Kick ard the Low
Leg Sweep Comba. and you are in trouble. Trying to fight back with your own
Keep Out tactics could very well mean getting reversed. Now. you REALLY have
Lo mix up your highs and lows to keep from getting tossed ... and start the
round aff with more Iows thean highs — evade the reversall Arnother good tactic, for
later in the round. is to throw a figh attack or two. then throw Paul when you
8 5 = see hirm go for the reversasi!

When Paul gets in a crouch. your opponent is probably going to go for one of
two combos. Either it will Be two fast mid-section attacks, or the Stone Breaker
Bothi chains con be veny damaging. but the Stane Breaker is the warst! The last hit
ﬂf{ﬁElﬁﬁE’rMh‘SE’ﬂngUrEEllﬁg;ﬁ o the air and then you are open for the purr
Ishment of your opponent’s choice. This can do between 52 and 82 points of

. depending on whether or not the first hit got you. and if it was in & counter
Situation. The trick to blocking this attack is the same as the Hammer Punich
Lhain and variation. Both attacks start with & fast mid-attack, then a Death Fist
should guickly foliow. IF there is & Siight pause, you know you need to Block low to
avaid the Stone Breaker and any subsequent embamassment. As ustal, Sucress-
ful Blocking can mean a chance for an easy throw. juggie comiio. or 8 fast darm-
agirg attack. =

Pauls Ultimate Tackle link may do 61 [ts of damage. but you can definitely

avold the attack. Always be resdy to tap the rights and you are alf set. As soon

as Paul grabs your mid-section, you have until the camera angle changes to bust

OUtl ... just smash the rights! You do have to be fast. bur & little practice and your
= a5 good as safe.

One particulany devastating attack o look out
for is the Hammer Punch, that either goes into the
Death Fist or the Low-Leg Sweep/Death Fist. Both
corme out pretty qguick, But the sweep cormbo comes
out & littie slower. 50. black high after the smashing
fist, unless you notice a slight pause. The slight: penise
Means your opponent opted to use the Low Leg ver-
Sion. Even with practice. this can stil be a tough attack
to block! Be aware that the Low Leg-Death Fst Combo
does not need to start with the Hammer Punch. This
Short version of the combo will often be wsed to pun-
51 Lo for fing to Biock Paul's arsenal of high attacks
... and boy does it come out fast! If your tirning is
excellernt you can press left kick after the initial barm-
mer punch to stop the chains, but it's best to Block,

If o Gre also plaing as Paul. yau have 2 chances
Lo get out! White Paul starts pounding on your face.
Rapidly rmash both punches and your will reverse the
Ultimate Choke attack!




Of all the characters in Tekken 2, Jack is one of the two main
bruisers. His basic attacks do a LOT of damage but have poor
recovery time. Basically, a good Jack player can pound an oppo-
nent into the ground with sheer brute strength when play-
ing offensively ordefensively, Look for Jack-2 to utilize low
hit /high damaging combo’s that can decide the outcome of
battles in just a matter of seconds. Jack-2 is one of the most
amusing characters to play, because of his unorthodox fight-
ing style. If you aren’t a big Jack-2 fan, it’s wise to play him
Jjust to learn what he is capable of. Also it's good for a change
of pace, since he is unlike anyone else -- spare P-Jack.
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Here is a very effective 10-String, if you can safely get past the first 3 hits. The drawback of it is that, if your opponent sees you attempting this 10-String, they
can easily knock you back. This can also sometimes lead to juggle combos — so watch out.

Jack-2's 10-String combo’s are Jacking in the
area of originality and usage. Mainly, the #2 10-
String is used for keeping opponents at bay.
The #1 10-5tring is basically the same combo,
but with a different beginning and ending.
Both are very easy to block and shouldn’t be
used too often. For the surprise factor, you can
attempt the #1 10-String from a distance of
about 2-3 characters away. This will keep your
opponent away long enough, so they don’t
have an opportunity to juggle you.

The Violent Uppercut CATAPULT MEGATON SWEEP
very easy to catch
ur opponent with.
e it during your
Keep Out Tactics.
Once you connect
with it, wait for Jack
to pull his arm all the
way back, then hit RP.
Once that connects,
| mash your opponent
with the deadly
L E LA Power Scissors.

Both of these combo’s
re excellent counter
combos. When you see
your opponent com-
ing for the attack high,
§ quickly go for the
Bravo Knuckle. Once
you get your oppo-
nent in the air, it's
smooth sailing -- as
the remaining hits are
very easy to execute.

R —————




When fighting as Jack-2. rermember the one advantage he hias
over everyone else. he is all power. Now, rermermber his main dis-
acvantage. he recovers fram his moves very slowly. In order to
becorme proficient with Jack-2. you must develop & defensive stule
strategy) and make your opponent come to you. When your oppo-
nent begins to attsck, get ready to defend, then counter. If
Lour goponent attacks high. and you oouch undemeath the attack,
Imrmediately go for the Hell Press, then Hard Pounce on therm. This
takes oft HUGE damage and is very easy to execute. When you
atternpt this move, you miust make sure Yo are right up next to
Hour opponent, ar else you will Bounce night offt of them.

Jack-2 has great Keep Out Tactics. When your
opponent is close, vary your attacks with guick
couching &5 and &'s. These come out verny quick
and can cancel the majority of your opponent’s
moves, if you execute therm fast enough.  Once
the couching purnches connect. switch up betwesn
either a crouching $® or a Violent Lppercut.  The
Viclent Lippercut will knock your opponent into the
air and yau will then have a good juggle opporti-
nity. Since the Violent Lippercut has great recov-
erny tirme, you can use this ractic more often, as
it Is very hard ta get close — especially wihert you
practice your Keep Out Tactics.

As for the surprise factor. Jack-2 has a great long range rmove
called the Megatan Sweep. This move covers a Iot of distarce and
opponents often think they are just out of range. If Lo are about
3 character lengths away from your gpponent. go right into the
Megatan Sweep. Then. once it connects, lunge in and perform
another one. The rmain prollern with this move is that, ifit is blocked,
yau are highly susceptible to juggle attacks and throws. A good
way to get into position is by using the Double Harmmer, Double

| As for throws. it’s best to use Jack-2's special

The Bravo Knuckle is a bigh darnaging move that cambos nicely
with Jack-2's Hard Pounce. Whenever your opgonent s urleast-
ing an excessive amount of high attacks, that start out of attack
ange, it is your cue to unleash the Bravo Knuckle. Jack-2 will pass
safely under your opponent's attacks and rise up with extreme
foree. Tacking on the extra hit is the icing on the cake. The darm-
age you cause will allow you to easily finish out the round with
some simple Push Kicks., ducking punches, and/or Scissor attacks.

throws — when you have a throw opportunity).
Instead of the regular Gorilla Press throw, go for
the easy-to-execute Piledriver or Pyrarmid Oriver.
These cannat: be countered, after you have grabbed
your gpponent. Look for throw opportunities after
slow recovery maoves, and also for the surprise
factor. Many times, you can lunge right into a
throw ... uncontested!




Jack has very fast & jabs. both .':rauch.'ng and standirng. Also.

he has good range on His rising € ugpercut. Your opponent will
use the jabs to keep your attacks out and the & yppercut can
lead to combo’s that take away over 34 health. This makes ar
experienced Jack-2 player a tough gpponent. Fortunately, Jack-
2’5 recovery tirme from his attacks js not so good. This allows
you to make a fast attack. when he cormpletely misses you with
the jabs or uppercut. This often hagpens, since inexperienced plag-
ers throw power-moves out like we throw out used Frarmpton
records. 50. move towards and away to entice your opponent into
attempting a power move. Then, use your favorite Jugg.'e or throw
ta make therm pay.

A good Jack-2 player will use the Bravo Knuckle
when you are stuck doing a rmove that hits high
or a chain that hits high. Many times. Jack-2
can simply go under high hitting moves with this
attack. and cause major darmage. Easy fix. Oon't
Lise high hitting combo’s, unless they are going ta
it Jack-2 and force h[im to block. or be be hit. If
LouU do start your moves at a distance, make sue
the attack fits at least the mid-section by the
second hit. so Jack-2 will e knocked out if he tries
the Bravo Knuckle.

Jack-2 can end rmatches in seconds. if you get caught up in his

PFile Oriver. And that is just one of his many devastating throws! |,

Stay at least a character's distance from Jack-2. as much as pos-
sible. This will entice Jack-c to lunge in for the throw. Step back
so that his thrt:rw misses. Now you throw Jack-2 while he is stuck

- i his thn:.'w amrnat:unl

The Megator Sweep is another power rmove ta watch out for. This
move is very darnagirg. and a good Jack-2 plagyer will ofteri rurt
in to release another for a second hit and good darmage, if the first
one knocks you ta the ground. It is tricky to watch for, iF the Jack-
2 player does a ot of ducking to rising attacks. You need to watch
for his body to twist as he ducks, telling you that he is going for
this powerful low attack. This is another move that is often used
at Iong rarnge, thus making it fairly easy to biock. Just be aware
that it has excellent range ... many players get smashed by it.
thinking that they are just out of range. Believe us. you aren'.
The good thing is, If and when you Block it. you will be able to throw
or juggle Jack-2 for sorme decent darmage. depernding on yoLr ohig-
sen character. ;

The most used ack-2 attack is the Power Scissors
Combo. This attack is extrermely fast. for the first
part, and can kit you high or low for the second
part. Most _ack-2 players will use this rmove wiher
they are out of nonmial attack range. When an gopo-
rent stops after the first scissar, go for the throw.
If yaur gpponent tacks on the second hit. you will
be able to see if it Is going high or low. Again. block
and counter with the throw:




With King having the most impressive arsenal of throws in the
game, it’s no wonder he is the 4th rated character. The only
thing he is lacking is a decent uppercut, but he has other attacks
that make up for it. Fast and powerful, King also has an impres-
sive collection of juggle combos. King is mainly played as an
aggressive player, always on the attack. Definitely a Tekken 2
superpower, a well trained King player is deadly and virtual-
1y unbeatable.
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SHORT ELBOW DROP
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e jump kick (hit 6) throws them off guard. Your opponent will, most likely, block the 8th hit,

ur opponent! King stands up,

The ending throw

your opponent want to stand up and block,
ng and should insure you an easy victor
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As far as juggle combos go. King cannot start thern in the ususl
Loercut fashion. Instead. you must either use a Smash Lppercut as
Lo gpponent is attacking or crouch and wuse the Ognarmite Uppercut
Son the crouch. You can also get an opporent into the air by using
s hasic Hop Kick. Our particular preference s the Hop Kick method.
=1 in close to an opponent. throw a couple of high punches, then
ediately jurmnp fonvard with a Hop Kick. Your opponent will. most like-
wallc right into the Hop Kick, giving you a chance to heavily darmage
=m with @ good juggle. Once your opponent is in the air. perform
o guicts sets of I-2 punches then go into an All Kick. This is just a basic
pie of a King juggle combo and rmany more can be performed.
ice with the juggle starters and be ready to use in battle.

As for linking throws, this is where King separates himself frorm
the rmigiarity of the pack. King can link-throw an gopponent into defeat.
once you have the button presses memorized. Practice the huge
Rornero Special and the 5-5tring throw combo on the computer,
until you are sure Yyou can do it in the heat of battle. Rermember to
varny up your Links, so your opponent doesn't catch on and start to
caunter yau. Anather great thing about King is he can Link Throw
off of sirmple attacks. The Jagusr Oriver and Stun Punch Links are very
2asy to start and fust as easy to finish. When you have & throw gppor-
tunity), go for the Jaguar Driver instead of the reguiar Suplex or Coconut
LCrush. if you are sure you are quick ernough. The damage inflicted

= on your opponent will definitely be worth it.

|
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Ohviously, King's biggest strength is his throws. Having neariy <
tirmes as many throws as the average Tekken 2 character, it makes

| it alrmost impossitle for your goponent to know what ta look for. King's
. best non-linking throws are his Tambstone Filedriver and his Giant
Swing. These take off a considerable amount of darmage and can end
hit, - & match quickly. The only drawback of these two throws is that the
the motions to perform therm are a bit tricky. The best time to use therm
s when your opponent has just missed a slow recovery move. The

| surprise throw is also & good time to use them. Example: when you
j and your cpponent are standing relathvely close and neither is attack-
- ing with big power moves, rush in for the throw. Use this tactic ONLY
! when you have perfected the maotions for the throw and can suc-
! cessfully perform thern about 95% of the time

To keep your opponent away while settirg Lour-
self yp for 8 surprise throw, use the Low _Jab-Lippercut
rmethod for sorme fast puriches. Then, throw in a Front
Kick and add in either a Convict Kick or a Hop Kick
after the Front Kick. When done comectly. the Mix-
Lig Punches. combined with randarm Hop Kicks and
Front Kicks, can frustrate an opponent into doing
something stupid. You can also stiun a blocking oppo-
nent with his Elbow [OF+LP] and then go into your
Mix Lip Punches. Your gpponent can block the punch-
25, but that's about all he can da. If you want to take
off serious damage. go for the Unblockable Elbow. as
soon 3s the Blbow connects. The oy way your oppo-
nent can safely get out of this is to crouch dowr.
If they do crouch down. start using hop kicks to

get an easy juggle. ; e

If you REALLY want to frustrate your opponent,
try using an All Kick/AUppercut to it your ogponent
as they try to get off the ground -- after you have
knocked thern down. If they atternpt to get up as
you perforrn this rmove. it will Fit therm twice and you
can do it again and again. It is easy to defend against




ll.

Sirice King's migjor damage dealing attacks are his throws, it’s critical
that yau learm how to get out of them. We have found that an aversge
King plaver doesn't usually go for the big Link-Throws, so that leaves you
to contend with his basic throws. When you leave yourself open against
a King plager, you will normally get thrown with the Suplex or Coconut
Lrush. These are easily countered by e for the Suplex and & for the

Coronut Crush. Most of the time, it is the Suplex that is used. If, however,
you are plaging against a skilled King player, you MUST be aware of all
King's Multi Part Link Throws. These throws can take off MASSIVE darm-
age, if you don't escape from them immediately. Study the throw sec-
tion on King and leam what Buttons you must press in order to ve through
& Lirik Throw attack.

King has some fast punch combo’s to keep you out and get your

guard up. A good cpponent will mix these up with an Elbow Smasih ©

that will stur you when you biock it! You do have time to recover before
receiing a “fallow up” hit, but you need ta pay close attention. If King
does the typical Convict Kick, you can just keep blocking high. Many
tirmes, a King plager will go for an Unblockable Elbow, Hop Kick, Comvct
Kick. or a Throw. If King goes for the unblockable or throw, duck and
couriter. IF King goes for the Hop Kick or Convict Kick, you want ta
Block high and then counter with a fast attack. throw. or juggie starter..

King's Lppercut starts from the crouch position. This is good
because you dor't have to watch out far the traditional Uppercut.
If you see an gpponent crouch, be aware that the uppercut can pop
out at any tirne. Here, it is wise to either back away or. for the brave
players, try to juggle King. as he can't block your Uppercut or Hop Kick
If he is ducking. Sormething to rermermber though: if you attack while
King is crovuching. be can choose to go for the Ali Kicks. Since you
would be attacking, the All Kicks will count as a counter and you will
be in position to receive an Octapus Hold. You OONT weant to get stuck
in the Octopus Hold! Just block low for the fourth hit and gyou car
avoid this devastating attack.

The best way to keep King from attacking you
Is to use sorme fast Front Kicks and Punches. This
will keep your opponent blocking and unable to do
much of anything. if you get yaur basic moves of .
You can also stop a lot of King attacks with a Side
Kick. This will take oft a bit more darmage than usual,
because you will be hitting your opponent as they
try to attack you. If you happen to be using a char-
acter with either a reversal or an axis shift, you are
i sermrdecent shape against King, because his power
moves come out a bit slow. Usually. you can pre-
dict & slow rmiove and set yourself uo to darmage King
before he finishes his attack. This is definitely the
best way to take g good King player down, and
increase Your chances of Victard) in the process. _iust
watch out for those throws!




FLET R T

To be successful with Michelle, you must learn all of her dif-
ferent variations of move combinations. Since Michelle isn’t
all that powerful, you have to win by confusing your opponent.
When you have all of the move combinations down, you are
halfway there. The second thing you need to know about the
move combinations is when and where to use them. Michelle
has tons of move variations as well as a great ability to jug-
gle. A good Michelle player can keep opponents airborne for
days. Michelle is mainly an offensive character as she lacks
any real defensive moves.
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All of Michelle’s 10-Strings start off the same, which is not a real great thing, Since a well trained Tekken 2 player can spot Michelle’s 10-Strings as they start, he
can shut the 10-String down faster than it started. This 10-String, however, is your best chance to damage your opponent, with a 10-String, if you can get past
the first 4 hits. Once the 5+ hits start, the 10-String can confuse your opponent and leave himnopen to receive damage and defeat.

y N . ; As stated before, Michelle’s 10-Strings all start
/ 2 5 i ¢ . 5 ) 6 : 7 i m off in the exact same manner. It is hard to dam-
H i ul: i ™ ¢ M . H L age a decent Tekken 2 player with Michelle’s 10-
Strings, and you are probably better off to not
even attempt it. Many times we have seen a
Michelle player get destroyed because of a futile
]0 10-String attempt. It's best to start the 10-String
from a distance. That way, you will already be
past the first 4 hits when they start to connect
with your opponent. Look for openings when
your opponent is an unusually far distance from

/_I/ L g ™ 10 you. This is your opportunity to actually score
with a 10-String!

Once the Cannon
connects, quickly exe-
cute the Dashing
Punch, then the

| Elbow. After they

k| both connect, walk in

PT-J) Push-Pop Kick-
Uppercut.

This combo is one of
the most useful
Michelle combos
around. It starts off
very easy and it does-
n't give your oppo-
nent much time to
block. Go directly into
the Dashing Left
Punch, after you have
blocked a slow recov-
ery move, or just for
the surprise factor.




Michelle's best rmove happens to be a throw. Her Nelsor Suplex
is relatively simple to execute and has great damage. Practice this
throw wntil you can get it about 95% of the time. Your opponent
will alrmost: always give you an opportunity or two during a match
far you to use this throw, so learr to identify when and wihere you
can use it. The best time is as soon as your opponent attacks
high, with a slow recovery move. When you see your oppanent
stuck In their recovery animation, immediately lunge in for the

Another one of Michelle’s handy moves is her Back |eg Sween
to Penetrating Bow [eqg Combo. If you crouch down and your opnc-
nent advaences toward you, You can perfonm this attack to knock
hirm to the ground. This mowve is especially potent it your opponent
s attacking as the Penetrating Back Sweep connects. Your oppo-
nent will be unable to block the second hit. This will then knock fAirre
to the ground, and ghve yow an ggportunity) to use your Aard pounce
for B0+ points of darmage!

A great trick we like to use is the o Behind Punch to low punct
to Blue Sky Cannon tactic. Since your opponent can duck the
Gerrnan Suplex from behind. if you connect with the Go Behind
Punch you need to be able to use the bo Behind to your acvan-
tage. The best way to do this is to perfonm a guick ducking purict
85 soon as you get behind your opponent. Then. he will stilf be fac-
Ing the opposite direction and you can connect with a pounding
Hig Boot to knock hirm to the ground. Once he gets on the ground,
Lou can chip offt a bit more life with a Frort Leg Sweesp.

Oherall, Michelle ranks about average in terrms
of wirkioss ratio armong equally skilled players. She
has decent speed but not much power. Her best
power move is definitely her Heavert Carnon. When
used camectly, you car launch an opgonent into
the air and not let hirm up untl you have damaged
Firn far 100+ points. Ty experimertting with corm-
bos by starting off with the Heaven Cannon, then
aclding irn sorme of Michelles Lunging Eibows or Low
KickHigh Kick cormbinations. Once yolt get her awe-
sarme juggling ability down to an art. you will make
a formidable opponent against almost anyone.
Just watch out for those pesky counters and side-




Fortunately. all of Michelle's chain rmoves are Easyy ta block -- if
you watch her closely. What yow do need to watch aut for is Rer
Juggle combas. Michelle can juggle you with a rushing uppercur,
a Front Leg Sweep to Lppercut. Hop Kick. and with her Catapult
Combo. Almost all of Michelle's juggle cormbos inflict massive
darmage but are very difficult to perforrm. Look for good Michelle
players to use the crazy damaging cormbos. THS means that yowu
shoulon't atternpt to attack with too marnt risky moves that have
Slow recovery tmes. If you do, gou will find yourself fiying through
the air and receiving big darmage ail the while.

Michele's Lunging Elbow is extrernely fast and any Michelle oppo-
nent should be ready to react. It has decent range and can be
used to knock an opponent down in an instant. Be ready to block
It often and, when yow do, immediately go for a thow: Mary Michele
players also use the elbow to keep their goponent away. Mast of the
tirme, you can stop the elbows cold with & regular Front Kick M.
The Dashing Punch is used i almost the same way. The majar dif-
ference is that Michelle doesn't have to do the “Tall Tale" walk irn to
start the Dashing Punch. The Best defense is to not let Michelle in
too close. Try keeping her away from you with regular low kicks
and low punches. When she gets too close, go for the throw.

Michelle’'s Rushing Uppercut is an excellent combo starter.
Fortunately. it really ism't that fast and comes out ke 5 slow ver-
sion of the elbow lunge. You should be used to blocking high for
these, and simply capitalize with a throw after the block. Good
Michelle players will try to save this move until Yyou are walking in,
or When you rmiss an attack that leaves you opert.

Many of Michelle’'s moves start off from a
crouching stance. The most effective thing yow
can do to stop her from executing her moves s
to pop her up inta the air with a regular uppercut,
or a hop Kick. This will set yau up ta juggle her and
lead ta immense dameage. if you have practiced
Your juggles. The anly thing aboLt her croching
maoves that rmust be remembered is that they
orme out VERY fast. once she gets into the caouch.
If you are too far to get close to her after she has
gotten into a crouch. back away and trick your
opponent into attacking. A good way to fake is
Lo crouch down quickly, then stand back up. Also.,
Yyou can do a simple &, then go back into your
Block. Many times, your opponent will think yow
are open for attack and attempt to get yowu. Ther,
after you easily block his futile attack, take Him
out with a combe or a quick throw:

The Front Leg Sweep -
Uppercut can be started in dif-
ferernt ways and can also end
with a low kick ar high kick,

Instead af the upgpercut. n any

case. It Is best to just block up %
after you recognize the Front f‘
Leg Sweep. By starding up and
blocking after the Front Leg
SweEp. You avaid getting senously

combo'd or knocked with the
tougher of the two Kicks that could
follow. This will frustrate rmany
Michelle players ... especially since

theiy are left open for the throw
once the high attack is blocked,




Lei is definitely one of the most deceiving characters in the
game, With his Rushing Punches variations and his Turn-
Around attacks, Lei can seem almost impossible to block at
times. Lei is a quick character but lacks the “big damage”
factor of some of the other characters.. With a bit of practice,
a Lei player can beat almost any average Tekken 2 player. Lei’s
advantageis his arsenal of deceiving moves. But against expe-
rienced players, they can become far to predictable and lead to
a very tough match for Lei.




CRESCENT KICK

FOOT SWEEP-JUMPING HOOK KICK
i Y
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Of all Lei’s 10-5trings, this is our choice for most confusing. This particular 10-String can give an opponent a bit of trouble, but not really as mush as one would think.
Only 2 hits actually strike low, which means your opponent will nat have a difficult time blocking it, if they have been practicing. Just make sure you use the first three
hits in your normal fighting tactics. Then, your opponent will not be ready for the 4th and up hits that will follow, when you decide to finish it.

[ S $ Lei has a few good 10-Strings but, on the whole,
2 9 70 they aren’t all that great. They can all be blocked
Il 6 ™ 30 with ease and really shouldn’t be used against a
I skilled Tekken 2 player. The one pictured above
may cause more problems, but nothing so harsh
as to lose sleep over. It's best to use Lei’s first
three hits as normal fighting tactics — using them
to push your opponent away. This way, when you
decide to do a few more hits, your opponent
won't expect it and may suffer some minor dam-
age in the process. Lei's 9-String variation can be
somewhat effective, though. Practice and decide
what you like the best!

Both of Lei’s two main power combos start
the same way — with the Launch Kick. Of
all the combos in the game, these rank
within the top ten. You must be extremely
precise to get some of the hits off. In the
first combo, once you connect with the
Launch Kick, immediately go into the Hop
Kick. Then you have to quickly execute the
rushing punches. For the second combo,
after the Hop Kick, wait until your oppo-
nent is about to hit the ground, then per-
form the Dropping Ankle Kick-Rolling
Kicks.

HOP KICK

1l
;




Leijs a very easy character to win with. if you get all of his
SweepyKick variations down. With a bit of practice. you can destroy
almost any average Tekken 2 plager, but yoi will have to work EXTRA
hard to beat a veteran. The best way to start damaging Lyour oppo-
nent is ta get Him in the air for juggle combos. Use Leis Launch
Kick or Hop Kick to start the juggle combo, and then throw in some
Rushing Punches to finish off your copponent. The best time to Hop
Kick your opponent is when he is charging at you. A goad time to
use the Launch Kick is when your opponent is attermpting a siow-
recovery maove. When you see either of these opportunities. take
advantage and punish Your opponent for making such a futile
attermpt.

Lei's _lumping Bird throw is a very effective
move for damaging your opponent. When you
have an opportunity to throw, use the Jurnping
Bird. Once you connect with it, immediately charge
Lour gopanent and finish off with a slide or jurmp-
ing Kick. Miost average opponents wor t know how
to avoid the slide. Veteran players. however, will
Krnow and Yyou can trick thern up by running i,
then. at the last second. execute a Phoenix Kick.
This is effective, since veteran plagyers jurnpg into
the air to avoid the slide or jurmp Kick.

The Rushing Punches. by themseles, are also a great way to
damage your opponent. When you see your gpponent advancing,
immediately start the Rushing Punches and finish up with either a
high kick or a low kick -- either the high Kick finish or the low kick
finist will cornsistently waork well. This way. your opponent will get
used ta blocking high, ther you can surprise bim at your leisune --
with the opposite finisf.

\ Studly the section on lying down moves. [ear and rermermber
| =l of the attacks you can do while on the ground, and alf the ways
- to get on the ground. Onee yow know all the different ways to get
# on the ground. you can perform an attack, fie down, and perfarm
| et another attack to Keep your opponent on his toes. One of the
! Best moves for corming off of the ground is the Turming Foot Sween-
- Jurnping Hook Kick. Practice lying down. roliing toward your oppo-
rert, then immediately going into the Foot Sweep-Jurnping Hook
Kick. When your opponent gets used to this, you can roll and hit
with the side Kick.

¥

The last thing you should know is how to effec-

o tively use Lei's Guard Melting Punches. Get your

opponent into a biock, then immediately go into
the Guard Melting Puriches. If your gpponent blocks
all of therm successfully, Lei's back will be facing
Lour oppanent. irmmediately go into the Backharnd
Sweeps to surprise yaur opponent: and score 5+
hits.




Lei's Sweep ta High kick combo is often used
and also very deadly. Whenever Lei ducks dowrt
and looks like he is doing a move, block low and
thiery high and you shiould avoid this attack. IF Lei
plops down on the ground. dorn't go near Hirm.
unless you have ta. If he rolls toward you,  just
Block low. The high attack you may absorty is not
neanly as damaging. Now that you know to guard
for this attack, go for the throw. juggle or fast
gttack after biocking it. Anather great way to stop
the SweervHigh Kick combo is a well timed Hop
Kick. As soor as Lei starts the Sweep. immedi-
ately go into the Hop Kick. This will shut the Sweep
right dowr.

Lei has decent juggle attacks. They aren't very demaging but
they are extrernely fast and surprising. The two mast commoan
ways they are started are by using the Launch Kick and the basic
Hop Kick — both knock you into the air and leave you gpen for some
quick darmage. Fortunately, most of Lei's combo’s don't take off
a large amount of darmage. When you see your opponent lie down,
it is best to back away or jurmip back and let Lei come to you. Lei
Is very deceiving and can take you dowr inn an instant. When i
close, Use Front Kicks to keep Lei from lying down and, when yor
bBlock the Hop Kick. immediately go in for the throw or a_ juggle.

The normmal Rushing Punch combo js used just as much as the

Whier Let has his back to you, be VERY care-
ful. He can immediately go into the Backhand

Sweep combo, because it does good damage and is hard to guard
against. If Lei starts rushing at you with the 4 punches, you pret-
ty miuch have to guess whethier or not he is going to end the attack
with & low kick or high kick. Both will knock you down. The best
way to defend against this attack is to shut it down before it gets
Close. When your opponernt begins to rush., knock hirm up inta the air
with & Hop Kick. You can also triy to use an axis shift. if your cho-
sen character has one. This will put Yyou on Lei's side, and possibly

Sweeps and score many consecLtive hits. As soon
as you see Lei tum around, Block low and wait for
the attack. Almost always. it will be the Backhand
Sweeps. If you learm whiat the different Kicks and
Sweeps ook like when they are performed, you
should have no problern blocking them wihen
the situation arises. The best thing to do. after
You block a Backhand Sweep. is to Hop Kick Lei

get you in position for & behind throw.

Lei's Dropping Kick/Ralling Kicks cause many a
player to be tossed in the air. The first part hits
low, so opponents expect the last part to hit low
as well. but it actually catapults you into the air.
And, if the attack misses you all together, most
people run in to kick the downed Lei. Lei can hit
you low as yau run in, and usualy does. If Lei uses
this attack. be sure to block high for that last
hit and then back up.

Into the air for a quick juggle combo. IF your oppo-
rient attermpts a Sweep to High Kick, and you
Block successfully. mmediately throw.

Leis High Crescent Kick/Turning Heel Sweep can also be very
tricky — this is because it is very fast. When you see your opoo- |
nent atternpt a High Crescent, immediately block high thert iow or, I
If you are brave. you can attempt to Uppercut your opponert |
inta the air for a juggle. s Lei begins his Crescent Kick chain. IF Leis |
first hit misses Yo, stay back so the second hit will miss as well. |
Now. run in for a throw ar juggle.




Wang is definitely a decent character, as he combines huge
attack power with lightning fast speed. The only drawbaclk
to Wang is that he has limited moves and can be figured out rel-
atively quick. Wang also has a reversal move which can frus-
trate opponents who attack too much. Wang’s best feature is
his ability to juggle for more than 100 points of damage with
simple combos. He is one character that can cause problems

for almost any opponent and end matches faster than they
started...




DEATH PUSH-BIG PUNCH DOUBLE STRIKE RIGHT FRONT STRIKE

s o
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KICK-LEG SWEEP-FAN KICK KICK-LEG SWEEP-UPPERCUT

S

20, 15, 25
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This 10-String is the exact same 10-String that both Michelle and Wang had in the original Tekken. It is very easy to defend against and it leaves you wide open
for juggle combos and throws at numerous places. It is wise to only use the first 4 hits to push yourself away. Don’t be afraid to throw out a Front Kick then
immediately follow it with the first 4 hits of the 10-String.

As stated above, this 10-String is useless against
good Tekken 2 players, if you attempt the whole
thing. It's best to only use the first 3-4 hits to get
yourself away from your opponent. Also, make

sure to use it sparingly, or you will get reversed.




WANING MOON SLICE UPPERCUT-CATAPULT COMBO FRONT LEG SWEEP-UPPERCUT | LUNGIHG POUNCEFIST

If you can get the Waning
loon throw down, you
have a high win rate.
s is because it leaves
your opponent wide
open for almost any
attack. The second combo
starts with the Hop Kick.
1l off

FRONT LEG SWEEP BACKLEG SWEEP-BOW LEG LUNGING POUNCE FIST
J” L

Starting combos off with
the Heaven Cannon is
relatively difficult. It's
best to try to strike with
the Heaven Cannon as
your opponent is getting
up off the ground. That

do but try to
counter. Since they will
be getting up off the
ground, their moves
won't come out.




When fighting as Wang. you have twa gptions. The first is to be cormpletely offensive, never letting up on the attack and
chipping away at your gpponent’s health. The second it to rermain solely on the defensive. Wang has twa different tuypes
of reversals which can lead to much frustration for your opponertt.

1o play the offensive style, quickly switch up between low
punches and Big Boots, as well as turm around punches. IF your
opponent comes out of their biock at any tme. they are sus-
ceptible to getting turmed araund and getting combo'd. IF you

Other good juggle starters are Front Leg
Sweep-Dash Uppercut. Back Leg Sweep, and
Slice Uppercut-Catapult Combo. The first is the
L ow Kick to Uppercut chain. Once this connects

ning get the tum around punch to connect, immediately perform a you have a multitude of juggles to chose from.

3 :;:L crouching punch. This will stop your opponent from turming Tny executing the Front Leg Sweep-High Kick a

E. around. Now, you can pop knack therm over with a quick Big few times to get your opponent used o block-

\ Boot Kick. If you aren’t going for the Turm Around, you can also ing low after the Front Leg Sweep. Now go for
go for the Heaven Cannon Cormbo. This is also effective for the Front Leg Sweep-Lippercut and you should

dmbo adiding-in after high punches and Biue Sk Cannon, while facing connect. Another good tactic is to get into the

!Gz:_k. your opponent. — = crouch position and vary between the Slice

hai Uppercut-Catapult combo [juggle starter] and

Y Hark Leg Sweep-Bow [eg Kicks/Earthouske

the Stornp combo. Since one starts high and the

If you want to simply play the defensive style. block every
oncoming attack if possible. Wait for high attacks and imrmedi-
ately go for the reversal. If can also use the Whirlwind Throw. if
Lour opponent is sirmply standing in one place. This won't hit
therm unless they atternpt & move as yow are corming in for the
reversdal, usually it entices therm to press a button to attack.

other starts low. your bound to get a combo in!
Yo can add his Lunging Doulble Fist for the
final fit.

The best thing about Wang's arsenal is his Heaven Canncn. This
takes off a bunch of damage in itself but can also have moves
chained onto the end of it for excessive amounts of damage. A
skilled Tekken 2 player can juggle opponents for almost full
darnage. That's near 140 pointsll ook for opportunities to use
this juggle starter when you are about 2 character lengths
away. You can also use it when your opponent misses one or
their unblockables.

The last thing you need to know is the Waning
Moon. This special throw turms your opponernt
around and leaves therm open for almost angy
attack. An easy way ta cause large damage is
simply go inta the 10-5tring after the throw
cornects. Your goporernt will be taking all the
hits in the back and will be unable to deferid.




Warg's arsenal is powerful yet lacks the variety of Michelle's.
His rmoves can be easily blocked and he is then left open to be
smacked, This mears that Wang's best work is done as counter
attacks. If you rmake sure to always hit Wang, not start moves
out or Bit range.  the match will be in your favor — since he will
not be able to counter attack well. Be sure to vary your highs
and lows, to keep from getting reversed. Kesp in mind that you
MUST block well against an experenced WANG'S attacks
because, if you are knocked into the air by one of his_juggie
starters, you will be defeated quickiy.

Warg's Front Leg Sweeps-Lippercut is a deadly juggle starter
and should not be taken lightily. Michelle has this attack also.
but Wang's Lunging Double Fist allows for an extra heavy dose
af darnage at the end of the combo. The uppercut is VERY easi-
Iy blocked. When you see Wang do the Front [ eg Sweep. which
s a very distinct rmove, just know that the next hit is to be
bBlocked High. If you get kicked in the shin by bBiocking high. while
the second hit hits low, it is far better than the near-death
combo that could have followed.

The Mid Punch-Heaven Canncn attack punches you in the stom-
ach and then sends you flying, a hard pounce combos nicely for
ar least 60 points of darmage. Fortunately, the first hit has to
connect or no combo. The range on this attack is really poor, so
It Is aften used against players that are using in-close Keep Out
Iactics. This doesri't mean that you shouldn't use your fast one
two punch combos: just avoid stringing into a 5 hit and O0ON'T
Start frorm out-of-hit range. Starting out-of-hit range is sure to
lead you right inta the combo. Like we said, Wang is counting on
defense. or your lack of block knowledge. Loolk for Wang to try
this attack often.

Wang's Waning Moon can lead into almost com-
plete defeat, even if you have full energy. This
is the rmost damaging scenario Wang can cre-
ate, as well as easy. Nonmally. a cornbo that
does sabour 112 pts of damage would need to
Start with an wiblockable attack that is easy
to dodge. Wang can cause that kind of darmage
by performning this throw after blocking your
attacks, and making it cormbo. While your char-
acter is staggering up off the ground, where
Yyou have no control, Your opponent can decide
any stiyle of attack. The most used attack is
actuslly his I0-5tring. Since you will be tumed
around, you will not be able to block. Your best
defense is to crouch and punch. Many times.,
Yo will be able to get amound quickiy enough. If
0ok, you will be able ta half~way through the 10-
Strirg.

The Whirlwind throw is not often used but its
strange nature should be explained. A norrmal
reversal catches all high attacks that are
thiown from the opponent. This Special
Reversal will reverse even low attacks, but not
the way a normmal reversal does. A norrmal
reversal actually catches the amn or leg and
uses its force against the gpponent. This move
catchies the opponerts BO0Y and tosses the
opponent. This means that Wang needs to
actually Hit your character's body at nearly the
sarme time your rmove is corming out. or while
the move is retracting. We say NEARLY the
same time becatise, uiless your attack is siow,
Yyou are going to hit Wang before he gets in
close enoLigh to toss yow. For instance, i yowur
were in the riddle of an unblockable, the
Special Reversal wauld toss you since the
move has not yet kit Wang. O if you throw a
Roundhouse that misses, Warg can grab gour
body while the foot is retracting. This is
because you are still in a rmove when Wang hits
your body, Note that., since It is in fact a rever-
sal attack, it will not affect you if you are sim-
ply standing there ... no bn'a::fang rieeded.
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In the first Tekken, Kunimitsu was thought to be one of the
worst characters in the game. In Tekken 2, it still seems as if
Kunimitsu is not getting the respect she deserves, Kunimitsu
now has three Unblockable moves, as well as her very own 10-
String Combo. A good Telcken 2 player can recognize Kunimitsu’s
assets and use them to their advantage. Kunimitsu’s most valu-
able attacks are definitely her Unblockables. They chip away
at opponents health and are always good for finishing off com-
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Since Kunimitsu didn’t have a 10-String in Tekken 1, it's keen of Namco to bless her with one this time around. As with Yoshimitsu’s main 10-Strings, they are
very easily blocked. Try not o go past the first 3 hits or you will be forcefully countered. Look for openings to use the first 3 hits to push your opponent away.

Kunimitsu finally gains a 10-5ting. The drawback
is that it starts the same way as a few of
Yoshimitsu’s easily countered 10-Strings...




e

STANDINGIRUNCH

These last three combos
7, are easily executed and

wou'll often have an

K Opportunity to use
them Learn to recog-
nize these chances and
smack your opponent

= with the fury as you see
fit. For the last combo,
make sure you wait

8,50,3, 718

per easy to execute
md you should use
em any time you

8| can. Both start off fast

and are only a few hits.

| Get in position by
.| using a quick Front

-
-

until the last second to [

start the Triple Punches.

Kick then a crouching
LP. Now your oppo-
nent will be pushed
away. Go for it!




KUNIVITISIU
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Throughout our experence with Kunimitsw, we have found it
best to use hier as mainly an offernsive character. This
mears we have our greatest success when we don't_just sit
back and try to counter everyone of our ggponents moves.
The best way to maintain a good offense is to constartly
switch up throwing uppercuts and fast jabs at your oppo-
nent. This tactic not only keeps your opponent blocking. it
als0 gives you a chance to think of what you want to do
riext. Now that your opponent is blocking. the best thing for
you to do is to inflict some darmage [you do want to win
dor't you?). Once you've got yowur opponent in the blocking
cycle, its best to quickly execute a Stone Fist or twa, then
quickiLy go in to twa Spinning Low Kicks. As soon as you start
the Crouching Kicks, prepare to hit your opponent with a sur-
prise Pop-Lip Kick. Secandly, it you ARENT playing a good
opponent, then you will sirmply srack therm around with all
of Kunimitsu's Stone Fists and Spinning Low Kicks.

Slightly good opponents will have their 10 hits
down and think that is all they need to win.
They will often start therm up whenever they
can... even when they are far away from youl
S0 jump away from therm and use the opportu-
nity to use Kurirnitsu's Kunai Stab. If you are
fast enough and have the Kunai Stab timed
comrectly, you will knock your opponent right out
of their 10-5tring. The Kunai Stab is also great
for chipping away at your opponents health.
Since it is unblockable, you cart mix it in with
your Keep Out Tactics with little threat of being
countered. Just don't use jt too oftern or your
oppanent will devise a plan of f attack to get

Next you warit to try to lure your opponents to walk in to
your attacks. Like Yoshirmitsu, Kunimitsu has a great ‘built it
move’ for what we are trying to do here. If you go in to
Fractice Mode and try out the Zig-Zag, you will see what |
mean. First of all, Kunimitsu delivers a powerful roundhouse
Kick, then out of nowhere comes a second Side Kick! Mix up
Laur Kicks By first throwing sorme single kKicks with right Kick,
then some single Kicks with left kick. Then when you thirk
yau have a good idea when your oppornent will achvance in at
Lou, execute the Zig-Zag. Your opponent will fmore than 65%
af- the tirme] walk right into that second Side Kickl This is a
great tactic because even if the kicks are blocked, you are
safe from receiving damage.
=]

A word on fighting opponents with reversals or
very good players. Use Kurimitsu's 10 hits spar-
ingly. However, most opponents aren't aware of
how Kunirnitsu's 10-5tring Iooks so you carn get
away with using it a bit more often than
Yoshirnitse's. Mix it it with your Keep Out Tactics
by first attacking with an Uppercut. then a
Front Kick. When they push your opponertt
awal), Yo can immediately start the first few
hits of Kunirmitsu's 10-String. This will keep your
opponent Blocking, and leave you with an




The warst thing about fighting against Kunimitsis is her Kunai Stab. This
pesky rmove is fast AND unbiockable. The good news is that it only takes
off 15 paints of darmage. The Kunai Stab is often used aut of nowtiere so
be very aware that it exists. Many times your opponent will be standing a
character length or two awsy frorm you and pop out the Siash really fast.
The best: thing to do in this situation s to hop straight up and kick as you
are about to land. A less risky plan is to just jurmp away from Kurnimitsy.
Ancther good way to get out of darmage is to strike first. Since the Siash is
very fast. you need to have your reaction time down to near nothing.
Lastiy, you can quickiy execute a Hop Kick or & Front Kick when you exgect
your gpponent to use the stab, which will keep you safe.

e 3

Another Kunimitsu attack to watch out for is
her Zig-Zag Kicks. This is a simple Roundhouse
Kick followed by a Side Kick. The problerm is it is
very deceiing. Make sure you know what it
Iooks like and be ready to block then throw
after a missed attermpt. Also an attack that
looks like the Zig-Zag is Kurimitsu's 3
Roundfiouse Kicks. The good thing about this is
the are super easy to counter. Simply duck and
throw. When you see the Roundhouses begin to
came out, just crouch. You will be safe from
attack and then you can either throw or pop

Your geponent up with Rising Uppercut.

The Knee Bash is often used in place of where the Kunai Stab would be
used since it can lead to a quick combo. It also has a bit mare range thari
the Slash but is blockable. The Knee Bash comes out SUPER fast and really
nieeds to be anticipated if it is going to be blocked. The Tekken 2 pros use
this rave when your least expect it. If you are cose to an opponent and
Kunirmitsu's Keep-Out Tactics are pushing you away, look out for the Knee
Bash. It will be corning any second. .. If you play against someone who
leams the power of the knee, make sure you know the distance Kunimitsu
covers when shie does the Knee. Also, it and when you successfully block a
Knee, immedistely go into a juggle combo or a special throw. This will slow
Your opponents Knee Bash atternpts dowr.

The second worst attack that Kunimitsu owns is her basic Uppercut. It cov-
ers more distance than any other Tekken 2 character, like Yoshimitsu. This
tiny little basic attack can tum a match around faster than you can say
“The Freshrmalker”. If you are fighting against Kunimitsu, be VERY VERY
VERY aware of this particular attack. It starts juggle combos with lighting
speed and makes Kunimitsu lunge forward at the same time. Your best
bet to avoid this would be to reverse the Uppercut. Unfortunately not
every character has a reversal. The next best thing to do is to Front Kick
your gpponent ar Lppercut therm with your own Uppercut. Again, we can't
stress fhow important it is to know the signs of an on-corming Lippercut.
Practice using Kunimitsu if just to learm how the Uppercut is used.

The last major thing you must be aware of is
Kunirnitsu's Spinning Low Kicks. Kunimitsu can
go into these Kicks from the Stone Fists or
without thermn. The bad news is that whern you
are knocked down, they can hit you over ard
over again and wrack up tons of damage. The
best way to stop this is of course to not get
knocked down. The second best way is to stand

directly up from a knockdown and biock crouch- |

ing as soon as you get up. This will keep you
safe most of the tme. Be also aware that a
Fronit Kick can be chained into the Spinning Low
Kicks. This Front Kick is easily detectable with a
little practice and shouldn't give you arny prob-
lerns.




Anna is one of the better sub-bosses in the game. She combines
most of Nina’s moves, with Law’s flips, making her a juggling
machine. Also making Anna a deadly opponent are her two
different Unblockables. She still maintains her old Hunting
Swan, but now she has added the Bloody Scissors. The Scissors
is extremely fast for an Unblockable and, in some cases, can
be used in place of regular attacks. Another good move, that
Annareceived from Nina, was the Low Kick to Backhand. This
move definitely helps Anna to continue attacking. On the whole,
Anna in played as an offensive character, but does have good
defensive tactics.
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T A
can start the first hit off with @€®, instead of the

Unfortunately Anna didn’t receive any new 10-String combo’s for Tekken 2. The only difference is that she

usual LP. It's best for use when in close, since the @< will push your opponent away. You will use the fist 4 hits mainly to push your opponent away. Other
than that, her 10-String isn’t that useful. .

As a sub-boss, Anna is basically limited to one 10-
String. As stated above, use only the first four hits
to push your opponent away. For the full 10-
String, start it from outside kick range.

Here is an easy 6 hit

that takes off a
pectable amount
of damage. Look to
use it when your

with their Keep Out
Tactics. After the Low
'i Kick-Uppercut,

5| immediately perform
the front kick. That
will set you up to run
in and finish it off.

This combo is a bit
tricky to start. To set
up your opponent for
the combo, start off
with quick Keep Out
Tactics. Once you get
into a crouching posi- o

tion, immediately Lo 3 B s
pop out with the Flip

Kick, After your
opponent is in the air,
get the timing down
for the Hop Kick.

FLIP KICK | STANDING PUNCHI|




disposal. Anna has great Keep Out Tactics and good attack moves.

When fighting as Anna. remember that you have an almast limitless arsenal of moves at your

If your have studied Anna's Special Arts at all, you will notice that
she has & TON af thern. The most important thing to know, when using
Anna, Is when, where and how to use her Linking Basic Arts. These can
keep an opponent at bay for the entire match, while chipping away
at her opponent’s health. Her most effective combination link is the
Low Kick to Backhand. This quickly hits low, and then high, for a little
bit of darmage, but it sets you up to do almost any other move. For
exarmple, execute & Low Kick/Backhand, then immediataly go into an
Embracing Elbow Strike. This is extremely hard to do. but almost impos-
sible to block, if you da it comectly,

Anather excellent tactic of Anna’s is her super juggle comibo. If yau
Pop your opponent into the air Fip Kick, you can teke of loads of health
from your gpponent and make it almost impossible for themn to come
back. Try juggling with the Flip Kick, then go Into a quick standing €&, then
use a Hop Kick, then juggle your opponent even maore, with the Low Kick
to Backhand, and firnish off the devastation with the Ralling Kick. This
takes off 800+ points of damage and can almost assure a victory, or
change the tide of a battle in just a few seconds.

Or all the characters. Anna has the second greatest variety of chain
Sttacks. Ore of many great maoves in her arsenal is hier reversal, Like
Nima. Anna can reverse almost ANY high attack, including Yoshimitsu's
Helicopter Slice. The only drawback is that the reversal is done with diag-
onally placed buttons. Meaning you have to use either 4ass or 4
THis is very minor, though, and a good Anna player won't even notice it.
Most average Tekken 2 players attack high, for the rmost part, which
o\ves Anna and the other characters with counters an scvantage. When
_ou see a slow high attack coming, or you see someone winding ug
o 3 Super Linblockable, don't hesitate to reverse the move. Maost of

time, the reversal will take of about as much health as the oppo-
=nts move would heve, had it connected with Yo,

»

When in crouch position. Anna can start a guess-
Ing garme. Use the low hitting Cat Thrust to start a
stun combo. Mix the Cat Thrust up with the high hit-
ting Cold Blade. Right Hand Stab. and Flip Kick. This
forces your opponent to watch very carefully so
as riot to get cornbo'd, Oon't hesitate to attack when
In your crouch or yow may get juggled!




The most important thing to know, in fighting
against Anna is how to escape all of her Multi-Part
Link Throws. These can rack up major darmage and
spell disaster for yau, if you aren’t cormpetent in
escaping the Links. The most effective counter to
use would be $. This is because it counters the eas-
iest Link move your goponent can execute. The sec-

Avaid rushing in at a good Anna player, because you will be Kicked
in the fare by a move dubbed “The Nicolelia.” This is Arna’s tao < e move
that is EXTREMELY fast., and can knock you over in a milisecond. Alsa,
their Is almost no recovery time, so Yol must be fast to throw if you
surcessfully block a “Nicolelia. ™ Don't be too hasty end try to rush a
goad Anna player. It is best to remain on the defensive, until yﬂu
have an opportunity to strike. =

ond best counter ta try, when your opponent tries
to Link Throw yoL, 15 &

Another ane of Anna’s pesky tactics. that you must be aware of,
is her ability to chain TONS of her basic attacks together. She can link low
kicks into high kicks, side Kicks into punches, sweeps inta uppercuts and

of range. Use Front Kicks and Side Kicks to push your opponent back.
then use a lunging move to stop her from advancing again. If you do hap-
pen to get caught in a flurry of linked basic attacks, be patient and
concentrate an blocking. Also, watch for any sneaky throws.

The absolute WORST link of basic moves Anna
has is her Low Kick-Backhand attack. This chain attack
comes out very fast. The reason this attack is so
deadly s, if your opponent s quick enaugh, they can
add mare links onto it and keep you blocking until
they have a chance to throw you. One add an chain
for Amna is the Low Kick-LUippercut, which looks notice-
ably different from the Low Kick-Backhand and is
blocked high. When you see the Low Kick-Backharid
chain, duck unider the secand hit then throw or upper-

cut immediately.

50 on. The best way to defend against this s to always keep Anna out |,

The Iast thing we want you to know is that a
goad Anna plager can juggle you into etermity. Study
Anna’s section and learm to differentiate between
her different tuypes of Basic Art Links. The match can
be won or last rght here. When you see a Imove cormi-
ing that rmight pop you up into the air, block it instead
of trying to attack. This will. most likely, save you
from being purmmeled into subrmission.




Baek has a reputation among Tekken 2 players as a “Flailer”.
That means he is a character that many players choose because
someone can just mash on all the buttons and Baek performs
moves. For two equally skilled beginners, Baek can definite-
ly frustrate any opponent. Against skilled opponents, Baek
becomes a punching bag. Most good Tekken 2 players have
played with Baek in order to learn what his moves look like.
This makes it very easy for them to counter “Flailer” style of
play. In the hands of skilled Baek players, Baek can be very
VERY hard to beat. With his vast arsenal of high, mid, and low
kick attacks, he can be very unpredictable.
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Since the majority of Baek’s Special Arts are kick chains, it’s hard for the average Tekken 2 player to notice when he goes into a 10-String. The one above gives
many players a hard time. This is because Baek mixes high and low kicks well and it is often hard to see where he is going to strike next. The best way to use
this 10-String is right after you knock your opponent into the air. Many times it will hit your opponent 4 or 5 times before they land on the ground.

Both of Baek’s 10-Strings are easy to execute, since
you only have to press two buttons. The first one
is the most confusing to opponents and probably
your best choice to use during a match. The sec-
ond is really only good for a change of pace, since
almost all of the hits strike high. Look for oppor-
tunities to use the fist 10-String after you knock
your opponent into the air.

_ BRENK(BINRE
e |

16,0, 12, 15

*Use 2nd hit as counter

As you can see, it is very easy to take off a VINGIETDE

lot of damage from your opponent with
minimal effort. If you get a chance to knock Sy 75 i
your opponent into the air, you can basical- .
ly link in any of his kick chains. We have
listed the most damaging. With some exper-
imentation, you should be able to get a few
higher damaging combos, but these are the
easiest. Make sure you are careful when
starting the combos with the Wing Blade, as
it can be countered very easily. Go for it
when your opponent is coming in high. You
will slide right under and start a juggle.




Ta win with Baek you must constantly remain on the attack. Bask is at his best when used as a mainly offensive charac-
ter. Baek has & very limited supply of punching attacks and almost all of his darmage either cormes from throws or Kicks.

When using Baek, make sure you have a vast majority of his
Kick variations memorized. The more you know, the less pre-
dictable you becorme, making you that much harder to defeat.
One of the most useful attacks is the Snake Catapult. To kesp
Your cpponent away, You can switch up between fast upper-
cuts, Front Kicks, then go into a crouching punch, then start
the Snake Catgpult. When executed cormectiy, you car really
frustrate your gpponent and make thern do something durmi,
like block wrong. This happens often when you are constantiy
bormbarding your ogponent with a Aurmy of different kick
attacks since many chains look sirmilar.

Baek has a great juggle combo starter by way of his Wing Blade.
This launches opponents way into the air and leaves you with a
chance to inflict huge armounts of damage. This move is difficult
to counter if Not expected, so it's wise to use it sparingly. A good
time to use it is when your opponent is getting up after you
have thrown them. This will rmake them block as they stand up.
ar feel the power of Baek's air juggles. The only drawback of this
move is that Baek goes inta a crouching lunge and it is very
noticeable. Make sure to only use the Wing Blade when yow are
SUME Your opponent is not resdy to counterreverse it, or when it
- can duck under high attacks.

Basically, ta win with Baek, you must have a constant strearm
of attacks. as well as changing attack patterns. Oon't ger too
StLck on using one attack, even if it is working at first. Your
opporent will definitely figure your pattern out and begin to
counter or reverse your kicks. Jump inta Practice mode and try
. of the different pattermns and, at first, get at least 3 to 4

Another decent juggle starter is Baek's Snake
Rocket. These three kicks end up by popping
Your opponent into the air and leaving you yet
another juggle opportunity. The easiest way to
deal more damage, after knocking your oppo-
nent into the air, is simply to repeat the same
move again. This will kit for 3 more hits and take
oft about 44 points. You can also use the Sriake
Rocket after a reguiar uppercut. Since the
uppercut should e used in your Keep Out
Tactics, once in a while you will catch your oppo-
rent off guard. This is your chance to use the
kicks uncontested. You can also start off with
the all low hit variation to get your opporent
Blocking low, then switch up for the lsunch kick
\arigtion to start a cormbo.




Whier fighting against Baek, rememiber he is limited to Kick
attacks. He really only has 3 punching attacks and none of
them are very damaging. The only important purch attack to
be aware of is his uppercut. Baek's upgpercut has limited range
s0 expect it oniy when Baek is extremely cose. Your best bet
to defeating Baek it to rmake sure you shiut his attacks down
before they start. Use your characters Keep Out Tactics to
keep Aaek blocking. Since Baek Is mostiy effective as an offer-
sivie character, keeping hirm from attacking is what you want to
do. Accormplish this by using a lot of Front Kicks. Mast of
Baek's attacks start off slow. and a well timed Front Kick will
stop therm dead.

One of Baek's favorite attacks is his Snake Catapult. This attack

can either hit low for three kicks, or hit low twice. ther launch
yow into the air for a cormbo. If you get caught in this attack. it

is best ta just block high for the last hit. It is far better to get it
by the final low attack than to be knocked into the air for one of

Baek's juggles. Remember that Bask can do severe damage
with his_juggles with relative ease. You need to shut down his
_juggle starters every charce you get.

The most impartant move to look out for is Bask's Wing Blade.
This rmave will knock you way up into the air and let your oppo-
nent bust a phat juggle combo. This is not good for your quest
to win. The simplest way to stop this attack is to use a crouch-
ing punch. This tactic doesn't take off very much damsage, but
it Is extrermnely effective for stopping the Wing Blade. Skilled
Tekken 2 players have their own special tactics for this attack.
Many chose to go for the Hop Kick. front kick. mix up of high
and rmid fast attacks. and others tend to jurmp away and ga for
the throw. Whichever you chose. rmake certain you have the
tactics down. and you can execute therm when rneeded.

You should also be aware of Baek's Hurting
Kicks. These will hit up to 3 times, and leave
you gpen for another <th hit. Most of the
tirme it is used by skilled Tekken 2 plagers
when they are about 2-3 character lengths
awaly. It is very quick and yowu should expect. it
at all times. To stop the Hunting Kicks. use 8
uppercut or a sirmple standing punch. Yoo carn
also go for a standing Roundhouse if your
character has one, But you miust make sure
Yo perform It super guick. This attack stuns
whien all hits are blocked.




Lee is a below average character for Telkkken 2. He doesn’t have &
many useful high damage moves and lacks the crazy flip kick §
combinations that Law has, Without the flip kicks, Lee becomes [§
a sub-par fighter without much in the way of attack power. The :
best way of damage dealing is his slides. Both of these are very f”.“
easy to block which leaves Lee with barely anything to fight
with. Lee is mainly played as an offensive character ... that is

... when he gets a chance to attack.
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The next few combos
require better than
average timing. Make
sure fo practice these
juggles in Practice
mode so you are fluent
with them in actual
combat. The Low Flip
Kick combos are the
trickiest. Make sure you
can connect with the
Flips before you get
yourself into trouble!

LOW FLIP KICK

v

Lee still has the same generic 10-String fro the orig-
inal Tekken. Use it to push opponents away. Make
sure to often follow Front Kicks with the first few
hits for a surprise damage opportunity.

For this combo you

should be in close
- for the first hit.

Once the kicks con-
| nect, immediately
g0 for the Low
Kick - High Kick. If
you have good tim-
ing they will both
hit and you will be
set up for the
Jumping Slide.

CROUC
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DRAGON SLIDE
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Lee's kick chains excellent for whittling away at your opponents heaith Far good Keep Out Tactics. use the standing LP ta

bar. These chain attacks hit low quickly, from a standing position which AUSh your opponent back, the add in @ Front Kick.
makes thermn tricky to see coming. The first variation attacks jow for 3 Once you have hit your opponent with the Front Kick.
hits, Righ for the last hit and totsls 38 points of demage. The second g0 into & crouching Ieft punch. This sets you up for
variation hits low at first then all high. To catch your opponent off the Fijp Kick. Immediately after the crouch punch
guard, throw some standing left punches jabs, then go for the second CBANECTS, Lise the Hip Kick and then finist your oppo-

varigtion. This will get your opponent used to blocking high after the nent off with the cormbo of your m?fCE-

first low attark as well as score some darmage. Now yau should he able
to pull ofF the first variation and score all hits. If your opponent does
nat block the third bit, they will be unable to biock the fourth. You may
als0 Lse these variations on opponents as they lunge in with an
attack.

| The quick left punches and variations are among the best of Lee's
attacks. You can use these attacks when your opponent is trying o

| lunge in with an attack. The jabs are extrernely fast and your hits and
are great for pushing opponents away. Also use these quick jabs and
variations wiien you block attacks. Once you have connected with your
first three to faur jabs, it is 8 good idea to go directly into backhands
for extended hits. Once you have knocked your opponent down, foliow

] with & slide artack or jurnp kick.

\ When your opponent comes in for an attack, you can courtter with a
standing right Kick. If your opponent is attacking. the right kick will
Knock thern into air and you will have a juggle gpportunity. For quick
damage, just go inta a kick variation. Once your gpponent lands on the
ground., immediately go into the Jurmping Siide. This will take off decent:
darmage and youll often have an opportunity to use this tactic,




One set of moves Lee players frequentiy use is the Razor's
Edge Lormbo and Low Kick-High Kick combos. If see them carm-
ing, these pesky Kicks car easily be shut down. As soon as you
are hit by the first low kick, block low. IF the first variation s
used, you rernain low but biock Bigh for the last hit. If the sec-
ond varation is used, stayy low until the final Kick passes aver
your head or until your opponent stops. Then sirmply attack with
a rising attack or a throw. -

The last major thing you need to be aware of is
the Blazing Kick. When you are attacking. mary
times a Lee player will go for the Blazing Kick. If
you are in the rmiddle of an attack and the Kick
connects, you will be popped high inta the air
and left open for a big juggle cormba. Your best
het to stop this kick s a ducking left punch as
you see Lee crouching and lunging in. IF your
character has an Axis Shifting rmove or 8
Reversal, you can use this instead.

Lee’s left jabs and backhands are a main attack tactic. Anytirme
a Lee blocks your attacks. they will probably go into either the
left punches and backhands. throw, ar - juggle. Most aften. yaur
opponent will go for the backhands or a throw. This means that
you should duck! I Lee goes for a throw, stand up with a throw
of your own for the counter. You carn also juggle after Lee’s
hards pass over your head. However, if your opponent goes for
the Trple Backhands, you should use 3 guick low punch for

== safety.

Two more things you need to be aware of are his slides. The
_urnpirg Shide and Oragon Siide bath hit low and can strike rela-
tively fast. Most often the Jurmnping Slide is used after - juggle
combos. The Oragon Slide is often used right after a crouching
punch. This is because it comes out quick, and a lot of the time
opponents aren't reacty for the attack. When you see your
omponent inch forweard while erouching, immediately block fow. IF
You want to get tricky, you can tiy ta Hop Kick, but you rmiust
be sure you have your timing oowr. 2.




Unfortunately, in every fighting game, it seems there has to be
a “worst” character. You have just stumbled on to the section
devoted to Tekken &’s worst. Kuma lacks speed, move variety
and fun factor. Yes you CAN win with Kuma, if you practice with
him and you know the other characters well. The probability of
this actually happening against an above average opponent is

almost nil. Basically, the best thing Kuma is for is the “Talk
Smack” factor. Like ...”Sheesh man ... I’ll beat YOU with Kuma!”
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s 10-String combo is the exact same as P-Jack’s and Jack-2's #1. Relatively easy to perform, this 10-String is very easy to block. You can get away with using
%= first 4 hits for Keep Out Tactics, but be sure to go no further than that.




This 10-String is the exact same as P-Jacks, and one of
Jack-2's. It's best to only use this 10-String to push
your opponent away. Learn to execute the first 2-3
hits quickly, and you will be safe from attack.

BRIEESSW
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Unfortunately Kuma has one of the worst 10-Strings in the game. You should only use it to push advancing opponents away. Try to stay away from attempt-
ing the entire 10 hits or you will be punished by your opponent. Good deal huh?

With this 5-Hit, you can take off a quickie 56 points of darnage — with little effort The only tricky part is getting
the Bear Heaven Cannon to connect immediately after the Uppercut. The trick is to wait until you see Kuma pull
his arm back from the Uppercut. Once you get the timing down, you should be able to pull this combo off easy!

This combo has the same trlckmess factor as the first combo. Make
sure you wait for Kuma’s arm to come back from the Uppercut

before you attempt the Front Punch. Once that connects, immediate-
ly go into the Bear Knuckle-Double Uppercut for an easy 44 points
of damage.

MEGATON GLAW

[ & 45 |

Here is a simple 2-hit Kuma combo which is in the high-damage
category. Use the Megaton Claw when your opponent has missed a
slow recovery move, or as they are charging for an unblockable.
Then, simply choose which pounce to do. If you chose the harder
Hip Press, you must run up about 2 character lengths, in order to
hit your opponent.
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1o win with Kurma, you have to have two things — patience,
and a Iot of time on your hands. Besting even sbove average
opponents with Kurma can be quite a task. Your best bet for
wirning is to overpower them with Kurma's special moves. One
powerful attack is his Falling Body Press. If you can successfil-
Iy connect with this throw. you can then go into a Hard Pounce
for good darmage.

A

Another serni-decent tactic for Kuma s using his Megarton Claw,
then going jnto the Hip Press. This takes off about 107 points
- when the Meqgaton Claw hits for a “Clean Hit.”

For Keep Out Tactics, you can switch up between Front Kicks
and Jab Punches, to keep your opponent from attacking. Ther,
when you bave pushed hirm away, Yyou can go into a Power
Scissors. We have found that Kuma's crouching & is his most
valuable asset. This move is not extrermely fast. but it has veny
good range and usually takes priorty over most everyone else’s
high and rmid attacks. OF course, this only works while in close
and car leave you gpen, if you are more than a few character

A good way to deal some darmage is to connect with Kuma's reg-
ular standig C%> then go into the Rolling Bear attack. This
almost always works and is very hard to escape. Lse the cﬁ:
when your opponent is lunging ar attermpting 8 jurmp kick.
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TING AGAINST

Kurna's Bear Heaven Lannon is a great juggle starter. The first
hit of this attack comes out faster than Kurma's standard right
_Jab and can net Kuma 58 prs. of damage. It is often used after
your blocked attacks that leave you open for a moment. Be
wary of using slow recover moves too often, as Kuma will be

able to juggle you with this move twice in a row, for decent

Kurna’s Besar 5cissors is definitely his rmiain
attack to watch out for. It can stop many
characters attacks, and can lead ro huge
darnage. If you are about 2-3 characters
away, look for the scissors and prepare to
either block or Hop Kick. The more experienced
Tekken 2 players will go for the juggle, so look
for opportunities when at a distance.

When Kurna's Megaton Claw connects for a “Clean Hit”, meaning
you were close and not blocking when Kurma executed it, expect
the Hard Pounce to corme crashing down on you, for 102 pts.
darmage. The rmove is easy to block because yowu can tell when
Kurma Is winding up for it. If your character has a reversal or ar
axis shift. use this in place of the normal block.

Kurma has lirmited throws and he doesri't
cover miuch range with thern. Mostly, the
Bear Bite is used which you can get out of by
pressing s, just after you are grabbed. Oon't
really worry about fighting against Kurma, as
he Is one of the worst characters in the
game. If you have practiced with your char-
acter of choice, you should have no problern
defeating a Kurma player. —

Most Kurna players will only use the Salmon Hunter out of des-
peration. or to combo off the Ground Press. Don't mess arourd
when this move is executed, be quick to block or attack, or
experience flight and big darmage. Running in for a_juggle is best.

The Ralling Bear attack is ususlly used after the Falling Booy
Press or when Kuma is at long range. The move looks intirmidat-
ing Buit is simply blocked while standing. Kurma will roll right by
yau. if you Block it cormectly and you can Kick birm with a low kick,
If you are fast enough. :




As powerful as Jack-2, P-Jack is the second bruiser in Tekken
2. Often overlooked for some of the faster characters, P-Jack
can win consistently against anyone, when played correctly.
P-Jack also uses the same unorthodox fighting style as Jack-
2, but he looks much cooler in the process. P-Jack flaunts an
army hat and sunglasses while fighting and can be seen intim-
idating opponents after he wins. If given an opening, P-Jack
can take his opponents from full health to almost no health
in just a few seconds. P-Jack has been known to utilize explo-
sive juggle starters, as well as high power crushing moves, to
destroy opponents.

SLAM DOWN
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EXPLODER : SPRING HAMMER PUNCH

DIVE BOVBER

GIGATON PUNGH




Look for opportunities to strike with the first 2-4 hits of this 10-String, It is very effective for keeping your opponent away and it comes out fairly quick. Make
sure to start the 10-String from far away, if you want to complete the entire string, That way, your opponent won't have time to prepare to counter when the
Wild Swings Kick in. If you can master the use of 10-String, you will be a force to be reckoned with.

This combo has great starting hits. Use it when
your opponent is pestering you in close. Make
sure not to go beyond the first 4 hits, or a good
opponent will figure you out and whip your butt.
Also, you can use the first two hits when you
need some breathing space. Say you need to get
far enough to use your scissors. The first two hits
are perfect for accomplishing this feat! YAY!

RUSH'NG Low PUNGHES ESS This combo is one of the most powerful com-

~bos in the entire game. You won't see it
uch, but at least you know it exists. Start
with the Dark Cutter. As soon as P-Jack pulls
his hand back from the strike, do the three
Rushing Low Punches followed by a hip
press.You can get more damage, but we
want you to figure out some stuff for your-
self. The only problem with Dark Cutter
ombos is that they are WAY too slow. We
have dubbed it the “You Suck”, because if
you ever hit anyone with it, you must say
..YOU SUCK” to your opponent.

Here we have a little two
hit combo that is almost
as bad as Heihachi’s two
hit wonder. Just smash
your opponent with the
Ultimate Punishment,
then Hard Pounce on
them. Simple, yet effec-
tive, just the way we like
them! Always try this on
unsuspecting opponents
when given a throw
opportunity.

A great move for start-
ing combos is the
Exploder. Use this
move when your
opponent is attacking
high or has just misses
a slow recover move.
Voilé! Instant combo!
Many-a-high damage
combos have come
after the Exploder.
Learn to use it to yous
advantage!

EXPLODER




Remernber, P-Jack is extrermely similar to Jack-2 and his miain
acvantage is power. He also suffers from slow recaver moves. I
ordler to become proficient with P-Jack, you must develop a defen-
Sive style strategy like Jack-2. but you can attack with a bit more
success. When your opponent begins to attack, get ready to
defend, then counter. If your opponent attacks high. and you
crouch undermieath) the attack, immediately go for the Hell Press ta
the Oive Bornber for 100 points of darmage, then Hard Pource on
thern. This takes off HUGE darmage and is very easyy to execute.
When you atternpt this move, you must make sure you are right
Lp next to your opponent, or else you will bounce right of f of them.

For starting juggle combos, P-Jack has a great move called the
Exploder. The Bxploder knocks opponents way up into the airn giving
yow & Iot of time to decide which juggle to use. When you are at a
distance. go for the Explader for surprise. It really isn't fast enough
Lo use after your opponent misses siow recovery moves, but it is
excellent to use when your opponent is in the middle of their
attacks. Sormetimes, the best set of moves to use arfter the
BEploder connects, is simply the start of his 10-String combo. This
will juggle your opponent for many hits and definitely take off con-
sitlerable darmage. It is best to wait until the knocked-up opponent
Is right about ta hit the ground before your start the 10-String. That
way, you can get more hits of the 10-String to connect. You mawy
= alsa combo with & standing Left Kick to

The Oouble HeammerOouble Uppercut is & great move to use if your
Spponent is atternpting an attack. The Double HarmmerUouble
Lppercut cormbios with the Hip Press for an easy 3-hit cormbo. IF
Jour gpponent constantly attermpts the same attacks over and
aver again, pop out with the Double Harmmer/ouble Lippercut.
When it connects, you will now be in position to attack with the
Megaton Sweep. In rmany instances, your opponent will stand |¥s]
snd ot think abour Biocking low, because they think they are just

With throw opportunities, it's best to go for the
high darmage moves. Your best bet here is the
Uitimate FPunishrnent throw. This is because, once
the Utimate Punishrment connects. you can
Imrmediately go into the Hard Pounce for up to 95
Points of darnage. The only drawback of this tactic
is that the Ultimate Punishrment starts off with a
courterable throw. If you find yourself gecting
countered when you atternpt the Litimate
Furistrnent, you have obviously been figured out.
Now it's your chance ta go for the Slarm Oowrr.
Switching up between these two throws. as well as
utiltzing your Exploder, will definitely br.'ng yDU
much closer to victory). =




P _Jack can do an easy 95 points of damage with his simple
Uitimate Puristiment attack. followed by a Hard Pounce. This
means you need to be ready to press your & to escape this
heavy darmage. Since It Is so easy to do, and so damaging.
expect to be countering this throw often. When you atternpt
your slow recovery moves, and you think you are about to get
thrown. guickly hit . Oon't just stop here. Once Lo escape
from the throw. your opponent will typically not be ready, since
they thought the throw was going to be successful. Now, go for
a throw of your own. If possible, go for a special throw. That
way you have countered the Ultimate Punishirment and deii-
ered an uncounterable throw yourself.

Watch aut for P-Jack’'s Body Press attack. If this connects with
you, you will be gpen for a Oive Bornber attack. which will probia-
biy end up killing you. When you see the Body Fress corming,
sirmply counter with a standing right punch or 8 Front Kick ...
depending on which is faster for your particular character. This
move is also easily countered with a fast Hop Kick, which ulti-
rmately leads to big darmage cormbos.

Another move that you must be ready to block is the Power
Scissors. This is one of P-Jack’s surprise moves and can take
Yo dowr i you aren't ready for it. When your opponent is
sbout 2 character lengths away, you are in range for the Power
Sgissars, sa make sure o are always ready ta guickiy Block
high. A good P-Jack player will use fast Keep Out Tactics and
add in the Power Scissors for a change of pace. If you are using
a fast character, you can go for a Hop Kick counter. If your
character has an Axis Shifting move ar a Reversal, you can go
for these also. In any case. a Front Kick always knocks P_ack
ot af the scissors. =

The diving Attack can be tricky to guard
against. This attack only Hits low when done
from about 5 character lengths away. Most P,
_ack players will use it from a distance and not
attack with it until their ogpponent moves or
does an attack. Simpy fake a few steps back to
initiate the dive, then block. if he takes the bait.
Nowvy, erjoy & juggle or your maost darmaging
throw. If you have a quick enaugh Unblockable.
go for it when your character has fully blocked
the Dive Attack. —




A King is one of the most powerful bosses in the game. He
has an excellent mix of speed and power, and should never be
taken lightly. Often used for offense, a good A. King player can
keep opponents blocking an entire match, and make it almost
impossible to attack. A good choice to play, if you are tired of
King, and want the same style play, with a few added moves.

A. King does not have King’s Multi-Part Link Throws.
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When your opponent gets in close, use the first 4 hits to push them away. You can also attempt the entire 10-String, since it is pretty tricky to block against for
newer Tekken 2 plavers Look for opportunities, after missed slow recovery moves, to strike. %omehmes, it is wise to stop after the 9th hit because, if it is blocked,
you will be left open for heinous damage.

Unfortunately A. King didn’t receive any new 10-
Strings for Tekken 2. He still is using the same old
one from Tekken 1. Use the first hits in your Keep
Out Tactics. It is easy to chip away using it.

ALl KICK Here is a combo that
you'll have a lot of
é)pportuni to per-
\form. Wait until your
opponent comes in
for a high or mid
&| attack, and let them
| have it with the Black
+4 Smash. Once the
“.# Smash connects, fin-
ish them off with two
sets of 1-2 punches
and an Al Kick.

ikes to fight in Cluse,
<pop them up with a
Hop Kick. Then,
smash them up with
some 1-2 punches
4 and a Convict Kick.
The other 2 hit here
yields ridiculous
damage. Just a sim- |
ple Dark Smash then =
w o Super Knuckle
Bomb takes 92 points,




ARMOR KING

Your main offensive weapon with A. King should be the Black
Smiash. Lse this move when you are about 2-3 character lengths away
and your opponent is gttempting too many -2 punches or Front Kicks.
Since this move pops Your opponent into the ain make sure you have
Your juggle cormbos down. Another time to use this move is right after
Your gpponent has rmissed an unblockable. This will take aff even more
damage. More experienced players often Lse the uppercut as an addi-
tion to their Keep Out Tactics.

As far as throws go, A. King has a ton of themn.
The only thing he doesn't have is King's infarmaous
Muiti Part Links. The ane thing A. King does have.
that rmakes his arsenal of throws deadly, is his Steirer
Screwdriver. This little link starts off with the basic
Suplex, then gets chiained into a huge Piledriver. resuilt-
ing in 65 easy points of darmage. The only drawback
to this throw is that it can easily be countered with
with both right buttons. Dot use this throw too
often. Jt is a good idea to siways throw with the
Coconut Crush, that way your opponent will get
into the hahit of mashing on both left buttons when
they see a throw coming. This opens the door for an
uncontested Steiner Screwdriver. ;.

Anather good move aof A. Kings is his Super Knuckie Bormb. This
move is excellent for finishing juggle combos. You can also use it
out of the blue and. if it connects. add a second Harmrmer Smash
for twice the damage. If you are in close to your opponent. don't be
afraid to use it here. too. Many times, A. King will rotate 180° in the
air and srmash his opponents on their necks. To add darmage. arter
connecting with this attack, go into 1 or 2 Al Kicks. This will push
Your opponent away, as well as bring thermn closer to defeat.

For quick and insane damage, try connecting with A. King's Dark
Smiast. then using a Super Knuckle Bormb. When these two rmoves
connect. it takes of moare than 87 points of damage. Use this rrini-
cormbo when about 2 cheracter lengths awsy, and wihen your oppo-
nent is over using their Keep Out Tactics. You can set yourself up
for this rmove by using a quick set of I-2 punches, then going into a
Front Kick. As soon as the Front Kick connects. go into the Dark Srmash.
This puts you the correct distance away ta slip right underneath your
opponents high attacks.

Like King. A. King can also juggle with his guick
Hop Kick. Use the Hop Kick ta stop incorming Front
Kicks, as well as stopping Linblockables as they charge
up. It is wise to have your juggle combos well prac-
w ticed, as it can mean the difference between almast
wirring. and winning. Look for juggle apportunities
as your opponent attempts 10-5tring combo’s. as
well. On the Whole, A. King's Hop Kick is faster than
rmost 10-5tring starters. =

A. King's Straight Armow attack shifts of t the axis
to dodge an gpponent’s attack. then A. King leans
in with a srnashing fist. This attack combos with King's
Hard Pounce for 58 points of darmsage. When your
opponent is going for a siow recovery move, Yo
go for the Straight Arrow! Be sure to ONLY use this
attack against slow recovery moves, or a seasorned
oppanent will duck below your fist. then enjoy a free

Juggle ar throw. i=




The Steiner Screwdnver is one of A. King's most dengerous throws
and you should be ready to counter it at all times. Since it starts with
biath rghts, Yol can counter it with both rights. The reason it is impor-
tant for you to be aware of this throw is because it takes off huge
damage and is very easy to execute. If completed. the Steiner
Screwdriver takes off about BS points of darmage. A. King does have
more powerful throws, like the Giant Swing. but they require more
d-pad presses. When you miss a slow recovery move, be sure you are
ready ta mash an your rght buttons, as you will immediately break
out of any Steiner Screwdriver attermpts. Now
ga for a thiow.

The Dark Smiash is going to be used to go under
your high attack strings and combo for big damage.
Be sure not to start high strings unless yau ae sure
the first hit will connect. When A. King is out of attack
range. throw some high attacks to coax A. King into
his Oark Smast. Block the attack and counter with
your best throw or. _,vuggfe

With tihe Straight Armow attack, A. King steps to the side to dodge
your attack, and then comes in for the punch. The punch can be
followed with 8 Hard Pounce for additional darmage. This means you
need to watch out when using siow recovery) maoves, like Side Kicks.
If you notice yaur oppanent is trying to use the Straight Arrow attack
on you, start using fast recovery moves, such as I-2 punches and
uppercuts. YDL.' shiould then recover in time ta duck this attack.

= then counter with 8 throw or rising attack.

One of the A. King's most important tactics is
his Super Knuckle Bomb. First of all. because it is
unblockable: Second. because. If the first hit cori-
nects. A. King can chain a second one on urncor-
tested. The easiest way to stop this attack is to Lse
a simple standing left punch to knook your oppornent
out of the air. With practice. you shoudd be able to

juggle your opponent, after using the starnding puncth.
IF your gpporent attermpts the Super Knucklie Bormb.
wihen in close. and it looks as if it is going to go
over your head, be careful. Sometimes, A. King tums
Q‘lﬂ_fﬂd in mid-air. This can lead ta a big srmash right
o your chisracters neck.

_ust like King. the Stun Elbow and i-2 Punch chains are A. Kings
best bet for a Keep Out Tactic. They do a decent amount of darr-
age and vary between rmid and high attacks, keeping you from sneak-
ing under for a big damage move. Fortunately, A. King does nat
have King's Unhlockable Elbow. Ta make up for it. A. King will proba-
by use rmore of the low jab-uppercut chain to make his Keep OUt Tactics
more of a threat. This little chain is faster than the normnsl punch chain
and attacks low then high. It is often used when an opponent rush-
es in. Ty stegping in ta lure A.King into the low jab-uppercut attack.
Stop short so the low hit rmisses you. then block the high attack
and counter with fast attacks of your owr.

One main juggle starter you should be aware
of is A. Kings Back Smash. This rmove can pop aut
very fast and surprise Yyou by knocking you into
the air. Mostly used after you miss your siow recov-
erny rmoves, this mave can lead to huge juggle corri-
bos, if you play recklessiy. Keep your siow recovery
moves to a minimum and use your Front Kicks to
keep gpporients at bay.

When A. King is crouching. look for the Lunging
Uppercut. This is yet another one of A. King's_jug-
gle combo starters. If your opponent attermpts one
of these uppercuts while in close. quickly counter
with an uppercut of your awn. This will prevent A.
King from knocking you into the air and reward you
with extra damage, if it hits while A. King was in
the middle of his move.

1




In terms of winning ability, Ganryu is one of the worst char-
acters in the game. As far as the fun factor goes, Ganryu is very
fun to play. Ganryu DOES have the ability to beat some of the
better characters, but it requires a lot more patience and prac-
tice. The one thing that gives Ganryu a bit of an edge is his abil-
ity to juggle opponents from a sweep as well as by ducking
under high attacks. Ganryu also has a very deceiving
Unblockable, which often can lead opponents into believing
they are safe from damage. Ganryu should be played offen-
sively, if he is to hold his own against the better fighters.
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< these 5 combos, Ganryu proves he has some power up his sleeves. As always, look for opportunities after slow recovery moves to strike with a juggle starter. The
bos that start with the Thunder Palm are easier to execute. These are best used when in close to your opponent. Mix in the Thunder Palm with your Keep Out
or the combos that start with the Megaton Float, they are a bit harder to perform. First of all, make sure you have practiced the Megaton Float, until you
= getit off about 95% of the time. Then, make sure you get the timing down for the second hits in each of the combos. In each of them, you must hit with the second
<arly. Once you get these juggle tactics down, you will be unstoppable with Ganryu. Well ... almost.







Wier: fighting as Ganryu. remermber to always rermain on the offer-
sive. Constantly switch wup between high. rmid. and low attacks.
and use throws as well. The best way to start the attack is to use
his Scissors. This rmiove springs out quick, and can catch oppo-
nents off guard. Lse this move wihen your opponent is I-2 char-
acter lengths away. Also, to get in position for the Scissors, Lse
an unsuspected Front Kick. As soon as the Front Kick cornnects,
go into the 5cissors. This usually ertices opponents to attack,
then they receive the full force of the scissors.

Banryu's Thunder Palm is great for knocking your apponent ori the
ground. If you connect with this move. you can immediately
perfonn a Hip Fress or go for the cormbo provided in Garnngu'’s comibo
section. Bet your opponent Blocking High with 1 or 2 Rushing Punches,
then immediately go for the Thunder Palm. If you are plagying against
a skilled Tekker 2 player, you can gpt to go for the _Jaw Breaker
throw instead of the Thunder Pairm. This works almost as well as
the first tactic., but is un-counterable after the throw connects.
After connecting with the throw. immediately go for the Thunder
Palm as your opponent tries to get up.

Garnmyu’s Rusting Punches are good to keep your
opponernt blocking. This can lead to throw attermpts
and juggle opportunities. When you are in close to
your opponent, go into the first 3 or 4 hits of
the Rushing Punches. Going past 3 or 4 hits is not
wise, since your opponent will be able to crouch
undemeath or even have time to set up a rever-
sal. If you want to use this move often. perform
the first 3 hits consecutively. stop. thern exe-
cute them again. This will maintain a constarnt
gttack and set you up for the throw.

 The best thing about Garnmyu is his ability to juggle. He has an excel-
lent move called Megator Float. which launches opponents high
into the air. leaving you plenty of time to prepare to_juggle. The
Megatar Float comes out relatively quick and passes under high

| attarks and slow recovery moves. Look at Ganryu's combo list
and practice the high darmage combos to ensure victory when you
conrect with the Megator Float.

Also good for chipping away at your opponent’s
health is the Kabuki Palm. This move comes out
with decent speed and can be continued infinite-
Iy It's best to use this move after an Ugpercut or
Front Kick. Oon't go crazy and use it more tharn 2
or 3 tirmes though, because your gpponent will everr-
tually learm a way to escape and/or counter it.




Ganryu's Lnblockable is one af the most confusing ones in the
game. Yau con tell he is about to use it whern he gets dowrt low to
the ground. It is hard to knock Ganmu out of this move. because
only ven low striking attacks hit it. It is your best bet to jurmp back
out of range and be ready to throw when he finishes lunging.

Gannyu can alsa use his rising Double Lppercut-50rmo
Harnmer to counter high attacks. In addition. the Hip
Press can be chained onto the end, for even more
Gannyu, as you will be susceptible to this attack.

The Megaton Float goes under high attacks. has good range
and,when executed from far enough away, can lead to 82 pts
damage. The only problerm is that the move cormes out slow arnd
is easy to detect. Basically. just pay attention and you shiould Not

|TEanyu's string of Rushirg Punches are often used, though easy
to block. Sometimes, even if you don't block the first few hits, you
can still hold back on the d-pad and block the remaining few. You
can also duck these Rushing Punches, which gives you the oppor-
tunity to throw or start off g juggle cormbo with & rising uppercut.

Look for Ganryu ta use his special throw often
since it it is easy to do. Though the throw is not
reversible. it only does 35 pts. damage. Many
Gannyu players follow up this throw with the Thurnoer
Palm. Sirmply tap up and block low immediatel.




For the most part, Bruce is an average character. Don’tlet his
rating fool you, he is very deadly in the hands of a skilled play-
er. Bruce can trick opponents into blocking incorrectly, and
can chip away at life, as well as smash you into defeat. Fighting
with Muay Thai style kick-boxing, Bruce attacks with power-
ful elbows, knees, and kicks. Look for explosive speed and good
juggle damage as well as a couple of dangerous Multi Part
Throws. Bruce is a “sleeper”... Rated at 15, he can easily fight
the top 5 and hold his own. It is just more difficult than if you
were playing with a better character.
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On the most part, Bruce has tans of chain attacks. He has a ot of variations of kicks and punches which can really mess
with an opponents blacking. Before you set out to take any great Tekken 2 players on with Bruce, make sure you have

all [or most] of his chains dowri.

If you want to teke sorme quick darmage off your opponent with
them having little chance of blocking. go for the Wacky Runs chain.
This is unblockable it the low kick connects, and it will get therr
g0% of the time. You can also use the Nutty Attack for three quick
hits. Either way this mekes many a Tekken 2 plagers frustrated
and left saying “Bruce Sucks...” or “That's Chesp...". Listen...all you
reed say is... Leam to block sucka.” This move really leaves your
opponent with & guessing garme. Since you can switch up the chain
to also hit middle in the place of the low Kick...rmany Himes your
opponent will block low and get hit in the face. Even the computer
falls for this move...try it and see where you can fit It in to your
fighting stule. — = -

Another great feature of Bruce is his “pretty” juggle cormbos. They
have a Iot of basic moves in them, and look exceptionsiy difficult.
The truth is...they aren't all that hard. With a bit of practice you
should be able to execute all of the combos listed in the combo
section with ease. Bruce also has excellent combo starters. His
best starter is his Hop Kick. We only fisted one cormbo in the corm-
bBos section. starting with the Hop Kick. This is so you can experi-
ment with it and try to make your own awesame juggles. Wher in
close to your opponent, look for opportunities during your Keep Out
Tactics to use a Hop Kick instead of a Front Kick. Instead of simyply
taking a bit of health off. you will get a juggle opportunity and have
- —___, & chance to take off tons of heslth.

The last main thing for Bruce that is very damaging is his Multi Part
Throws. Both start oft the same way. Once the Ermbracing Knee
Strike connects. you can either go inta a Tumbleweed or finish the
4-Knee cambo. Even though the 4-Knee combo is escapable. It is
almost impossible to do so. If you sense a chance to get this Multi
Part Throw off...go for it. Once It connects. damage time!

When in close to an gpponent, the most frustrat-
ing thing you can do is keep thern frorm attacking.
This is accormplished with Bruce'’s excellent Keep
Out Tactics. The first thing to do is keep a steady
stream of _sb punches going. Use standing left
punches often when in close to pop Yol 0ppo-
nent in the face. Then, add in some side Kicks to
keep your opponent blocking. Then to really get
them mad, use the Stopping Kick Knee. This will
straight kick thern in the stormach. then wien
Lrr gEponent tries to attack, it will stun therm
with a big knee to the chest. Now you can bust
out a juggle combo. Also. as usual. you can add in
randorm Front Kicks for an even more stable
attack-proof barrier.




Brure's Keep outs are not the fastest but they have some nice
range. His punch combo is great for knocking you back and has
some mid hits to keep you from ducking. plus good darmage. ...
its & lat like Kings Punch combo and usually gets between 37
arid 58 points of darmage. The main thing to be aware of is his
Jong legs. Bruce can knock you back with a push kick. then fol-
Iow up with a long stretched side kKick. Just watch for that
adderd on Side Kick. lunge back out of its range then charge in
for an attack while his foot retracts... Paul's Death Fist purich is
an excellent example with its high damage and great range and

Bruce's simple Front Kick to Knee is a ting littlie
move Yo st be aware of. You will learmn to
motice the first Front Kick. and know that the
Kiee stun will follow. Just rermember to just
Block as soon as you see the Front Kick. If you
are fast enough you can ususlly go for a quick
crouching punch inn between the Front Kick and
the Knee, but you must be veryy fast.

Bruce's Gatling combo is one you MUST be aware of. Yau will
probably rur into this cormbo every time you fight Bruce. The
combo does catch a lot of pegple off gusard but don't be fooled.
All of the hits strike High. except the 4th and final hit. This
move leave Bruce way open for a throw when he misses or it Is
bBlocked.

Another simple Bruce move that can leave you
defeated if you aren't prepared. This move is
easy to recognize and block. _lust block low
when you see Bruce's body twist and go low.
then block high for the Lppercut. As a reward
for the two part Block. you get an opporturity
‘ta bust cut with a nice juggle cormbal I you
ol biock the second hit. you are knocked a bit
and can't retaliate.

Now that you have rendered the most used cormbo useless.
this combo is sure to follow. If you get hit by the first knee. the
second knee will combo for 35 pts, then you can block the third
hit. The problemn is, you don't know if the third hit is going high
or low... and the final hit allows for a low kick while you are on
the ground for a 59-68 pts combo. (59 for low attack. 68 for
high attack]. This guessing garme is not very fun and it's better
you remove the situation before it arises. You can Use Your
fastest _jab to keep yourself out of the guessing garme by pop-
ping Bruce in the face just as his last Kick is going to corme out.
Yo are rewarded with a purishrment opportunity it you block all

Bruce Can Fip Back and then iy in with 8 kick
that attacks all the way up to the point from
which he tapped back twice to do the flip! 50
dor't follow a fipping Bruce unless your fst or
foot is leading the charge...which is a good ideal
You can usually step in a bit and get a juggle. or
wait just in front of where Bruce started tspping
back, and juggle hirm when he amrives-misses-
and is stuck in anirmation. Our favorite tactic is
o use moves like Paul's Death Fist as Bruce
s in or starts an Unblockable. A well timed
unblockable will srmack Bruce when he armives!




Roger/Alex is basically King from Tekken 1, without a 10-
String and a few added moves. To put it bluntly, Roger/Alex
is garbage. If you want to win against a skilled Tekken 2play-
er, you will avoid them at all costs. However, if you decide you
need a challenge, you can practice as Roger /Alex and go up
against some good players. You'll probably find that Roger /Alex
lack big in the way of useful moves. Their only high point is
the fact that they have a bunch of throws. They can also use
their Animal Uppercut in juggle combos, which does give them
a kind of “fun factor”. Hey, what can we say? ... they make
funny noises when they fight
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*Hits five times on counter.




ROGER/ALEX

COUNS |

H, H, H, H, M 10, 15, 10, 15, 20
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3 Leamn to identify

opportunities for

e juggle starter,
after missed slow
recovery moves and
during your oppo-

{ nent’s super move

charges. Practice
combo 2, as it looks
the best and has
decent damage.




When fighting as Roger/Alex. be aware yau don't have a great chance to win. if you are playing against an opponent with
even a minute hint of skill. Sure...if you practice with thermn. and you know the majority of the other characters moves.

you can win. We just rate thermn so low because almost everyone else Is more usefi. In all actuality. Roger/Alex can be
quite useful. They have decent juggies, good darmage Imoves. and sorme crazy tactics to boot! 2

First of all, rermermnber your Hop Kick. This is probably the most
valuable wespon in RogerAlex's arsenal. When in close. use your
1-2 Punches to push your opponent away. Then. as they
advarice, hit thern with the Hop Kick for a juggle opporturity.
The best thing for you to do here is use your I-2 punches right
after the Hop Kick connects, then go inta an Animal Lppercut. If
you meanage ta get the Uppercut ta conmect, finish therm off
with the Frankensteiner for 86 points of darmage ... WOW! Not
bad for & Kangaroo and & Lizard, ebh? This combo takes Ibads
of practice and isn't often seen in actual combat ... but its
there...so get it down and kick some butt.

The serond best line of attack cormes from RogerAlex's Rushing
Punch Combo. This string is very helpful in getting yourself
some breathing roorm. When your opponent is too close to yoL.
use an Elbow to stun themn, then go into the Rushing Punch
Combo. They worr't be able to do anything but bliock the first
few hits, and if they are wise they will rernain blocking. IF you
are playing against a daring opponent. they might know that
thew can Hop Kick you after all the punches strike. To play it
safe, only wuse the first 2 or 3 hits. Rendarnize It. so your oppo-
rent won't know if you are going to use 2 ar 3 or even all 4.
That way, when yaur opponent thinks you are going to only use
2. they might try something tricky and get a punch in the face.
This tactic also sets you up for throws.

[ The tast critical thing to know about fighting
with Rager/Alex is how ta use their 5tun Ponch.
If you catch your opponent with this move as
they are attacking. you will double-therm over.
The hest thing to do here is to use a throw. Our
suggestion is the Tombstone Piedriver. Once
the Piledrver connects, use an Al Kick. When
that connects. use ane maore to finish the
combo off. This doesn't register as a comibio,
Bt it is un-escapable, if the Stun Purnch con-
nects. This is one of the hardest maneLuvers in
the game to pull off, and both A. King and King
can do it. If yowu can get this chain oft about
507% of the time yau try it ... congratulationsil!
... you may have a chance with Roger/Alex after




To win against RogerAlex, you should try using therm once or
twice ta leam their basic moves. That way, you can identify
them as you fight against RogerAlex. The main move you need
to be aware of is the Hop Kick. This move starts most of
Roger/Alexs juggle cormios and takes off 25 points by itself.
When added to I-2 punches and frankensteiners, it can really be
dangerous, prepere for it. Most often, your opponent wil Lse
the Hop Kick when right next to you. Marny times, Its mixed in
with Keep Out Tactics and can pop out quick. If you are in close
combat with an opponent and they have just struck with sorme
-2 punches, the Hop Kick will probably follow. Also, dorn't rush in
too often when fighting Roger/Alex. The Hop Kick is often used
in this situation.

Anather pesky move you should be aware of is the Stun Punch.
I this move hits you while you are attacking, you will get dou-
bled over. This is not too bad, unless yaur opponent knows the
“Slikarel Certain-Oeath” chain. This chain starts with the double
over, then goes into the Tombstone Piledriver and two All Kicks.
If yau get hit with the entire chain ... you will most likely be

defeated. The good news is that almost no-one in the ertire
world uses ar can use this tactic. However, just because your
opporent will probably us the Tormbstone. you stilf need to be
ready ta get thrown. Most opponents try ta throw after a stur
and usually it's with both left buttons. If you see a Throw corm-
ing, just mash on your left buttons and you will escape 80% of
the time.

Make sure you are aware of the All Kicks. These teeny little
kicks can also leave you stunned. The same escape tactics
apply for the Al Kick Stun as for the Stun Punch. Also after the
Ali Kick 5tun, opponents try the Hop Kick. This is easily blocked.
if Yo just keep coal and hold back after the stun. Always be
ready to counter the throw, though

The last major thing you need to be aware of is
the Rushing Punich Comba, this is often used,
and you should know Row to counter. When in
close, the Rushing Punch Cormbo will strike <
times, then Roger/Alex will wind up for 8 huge
punch to your chest. Block all four hits. then
throw ar Hop Kick as the windup begins. This is
an excellent opportunity for a juggle and should
be taken advantage of. If you want to start the
Rushing Punch Cormbo before It starts, a simple
Front Kick will do the job.




Kazuya is one of the most powerful characters in the game.
If he has a reversal move, he would be ranked #1 or #2 hands
- down. Unfortunately Kazuya is lacking a reversal so he is placed
 at #5. Kazuya is lightning fast and very powerful. Kazuya also
has excellent juggle capabilities that yield high damage. Kazuya
has an almost even balance between offense and defense,
| and can be played either way. In our experience we have found
| that the best way for him to be played against skilled Tekken
2 players is defensive.

HEADBUTT

MOUNTED PUNCHES




This is one part of Kazuya’s set of two tricky 10-Strings. This one hits with the Low Kick and sets up the opponent for the Gut Punch-Uppercut. This is a great
10-String to use and you can definitely go past the first few hits, unlike some of the other characters. Use it when in semi-close...about 1-3 character lengths

away for optimum usage.
5
C :
4 8‘\ 5 6 e’ 7 @ g q Kazuya has some crazy 10-Strings that often
L M NjA make mincemeat out of his opponents. Unlike

most characters, Kazuya can use his full 10-
Strings and most likely he can get away with it. If
you are in close, go for the middle variation and if
you get past the first few hits, you are almost
assured of full connection. Now if you are playing
against a decent opponent, make sure you vary
up the different strings so you don’t get figured
out. Look for opportunities to use the first few
hits after you knock your opponent up with a
Wind Godfist.

BACKFIST COMBO




WIND GOD FIST DOUBLE AXE KICK LEFT AXE KICK




WIND GODFIST | STANDING PUNCH BACKFIST COMBO SRR

€ are very easy to execute.

Look for opportunities
after or during slow recov-
ery moves to use the Wind
Godfist. Of course this
pops opponents up for the
juggle and you can easily
finish them off with the
ones we have selected.

THUNDER GODFIST| HARD POUNGE § WIND GODFIST | STANDING PUNCH DOUBLE UPPERCUT

SUPER SPINNING UPPERCUT §  HARD POUNCE GUT PUNGCH | STANDING PUNCH BACGKFIST COMBO

<. 21

TGS BT EGEE B —Combos are Kazuya's forté. Since you will be

Kazuya, you'll have to learn these juggles to be

71 Sdominant. Most are straightforward, only the Gut
punch combos need explanation. For the first Gut
Punch Combo, you need to strike with the Double
Uppercuts as soon as you can. For the second Gut
Punch Combo, right after you connect with the Gut
Punch, wait until your opponent begins to fall
backward before you try the stated attacks that fol-
low. This way you will pop them up for the remain-
ing hits.




KAZUYA

When fighting as Kazuya. you always want to be ready to strike
with a juggle starter. Kazuya has two great ones as well as a
few more decent ones. The main two you should be aware of
are: Wind Godfist and the Double Uppercuts. OF the two, the
Wind Godfist is defiritely the rmost usefil. It can strike with
Blinding speed and is hard to defend against if used carrectly.
Marny tmes its wise to just pop out with a Wind Godfist. Your
oppanent will see your crouch down and this dares them to
attack. Your Godfist will pop thern up and leave thermn open for a
huge darmaging juggle carmbo. After your oppanent is in the air,
it with a standing left punch. Then as your opponent falls
agair, immediately go into the Backhand Combo. This hits 5
times and takes offt 70+ pﬂlnE E.'f damage pe =

Another good tactic to use is Kezuya's Sidestep. This move
evades almost any oncoming attack and can put you in a great
position to throw or combo. Get your Keep Out Tactics down by
wusirg randorn Front Kicks and mini-uppercuts. Then when you
thirk your opponent is going ta try to retaliate, go for the quick
Sidesten-throw method. Meaning. as you sense the attack, tap
forward. then as soon as Kazuya goes into his Sidestep. per-
form a basic throw with both lefts or both rights. This can get
very frustrating for your gpponent as the will be attacking at
thir air as Kazuya dodges to the side. leaving thern open. Other
wals to keep your opporent at bay is by using low hitting Keep
Out Tactics. As your oppornent gets near. quickly go inta a
crouching left punch, then use a Gut Punch. When it conrects.
you will stun your apponent leaving therm open yet again for
another juggle. A great way to use the Sidestep for starting fug-
gles carmes by way of the Wind Godfist. Go into a Sidestep.

then immediately perforrm the motions for the Wind Godfist. As
you are sbout to corne out of the Sidestep. press right punch.
You will Sidestep thern pop out guickly with the Godfist and your
opponent worr't know what Ait thermn.

Since Kazuya is very fast, it's wise to use his
ducking lunge to your advantage. If you the Wind
Godfist motions without pressing a buttor:
Kazuya will crouch down and lunge forward. IF you
leam to time this correctly, you can use it when
Your gpponent misses an attack for quick throws.
Also, since Kazuya has three moves out of the
duicking lunge. you can chose to go into either of
thern depending on your situation. 5ay, for
instance, Your gpponent is attacking mid, you can
chose the Wind Godfist for & quick juggle opportu-
ity If they are attacking high, you can go for the
Hell sweeps ar the Thunder Godfist. Learn to fudge
where your opponent is going to attack by stucy-
ing each characters moves.. I you have the time.
This will diefinitely give you an advartage when
fighting as Kazuga.




When fighting against Kezuya. you must be aware af his two
main juggle cormbos starters. The first is the Oauble Lippercuts.
This starts of with a left ugpercut then a right uppercut. If the
second hit corrects, you will be popped into the air and left
gpen for a juggle. Most of the time, the Oouble Lippercuts are
rmixed jrto Kezuya's Keep Out Tactics. 5o if your cpponent is
throwing & lot of Front: Kicks, be ready to counter his Oouble
Uppercuts. They usually follow Front Kicks. The second main_ jug-
gle starter is the infamous Wind Godfist. This rmove is a lot
guicker than the Oouble Lppercuts. and leads to higher darmag-
ing eombos. Use a lot af Front Kicks to keep Kazuya back. This
will stop him from getting any moves off that start with the
crouching lunge. : ——

The second thing you need to be concermed about is Kazuya's
Sidestep. By using too many siow recovery moves you are leav-
ing yourself open to the Sidestep and any impending damage. IF
Your opponent is constantly attacking. he/she is probabiy wait-
g for you to counter attack. That way Yo opponent can
Sidestep and start a honey-rmc-juggle on yowr buttocks. The
best way to get yourself safe fiom Kazuya's crazy Keep Out
Tactics is to jump back and tap right kick. It isr't viery pretty but
It often catches your opponent of guard. IF your character has
a reversal or an axis shifting move, you can catch Kazugya oft
guard by grabbirg an outstretched limis or sidestepping His
attack.

A veny dangerous move in Kazuya's arsenal in his simple
crouching lunge. This move leads into three different moves
you should be able to recogrize. The first is the Hell sSweeps.
Yo can tell when Kazuya is going to ga for the Hell sweeps
when he rernains in his low stance as the lunge is abaut to fin-
istl. The best weay to counter this Is to hit Airm fast with an
uppercut or a Front Kick. z

The last thing you need to ook out for is the
Gut Punch. This move comes from a crouching
position and can sturn you. Since Stun usuaiy =
Juggle cormbo. and Kazuya = juggler extraor-
dinare. this makes for a bad cormbination for
opponents of Kazuya. When you see Kazuya
crouch and thern pop up quick, make sure youl
bBlock Righ. If you don't. yow are sure to get
smacked and then juggled. If you want to get
tricky, you can try to pop Kazuya in the face
with & fast Front Kick righit as you think he is
gonna go for the Stun, But this tactic is a lot
harcier and often cavuses mare bad than good.

I order to consistently beat Kazuya, you rneed
to be fast, and know what he is capable of. If
you play with a character ke Jack-2 or Kurma.

“you might have some problerns defeating
Kazuya because of the speed difference. The
best thing to do with slow characters is learm
thieir fastest moves, and use them. Jon't go
for the crazy smashes and slow recovery)
moves or you will find yourself in the air getong

juggled for dagys. With the characters located in
the top 10, you should have no trouble givirg 8
decent Kazuya player a good fight.
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Basically Devil and Angel are simply Kazuya from Tekken
1, except they have lazers. For original Tekken 1 players, this
makes for an easy character to learn, since you only need to
learn 2 additional moves. Except for their costumes, Devil and
Angel are exactly the same. They have identical moves and
throws. So, if you learn one, you can play the other. Devil
and Angel have good speed and excellent juggle capabilities,
but they lack variety. The drawback to fighting as Devil or
Angel is that they get very predictable, which makes it hard
for anyone to win. To win with Devil or Angel, you are going
to have to be fast, inventive, and have your juggle combos dovn.
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This is the exact same 10-String that Kazuya had in the first Tekken. It's very quick to start and is also very useful. Use it when your opponent is in close and
you need some breathing room. Also, you can use it when you have knocked your opponent into the air with a Wind Godfist.

Having the same 10-String as Kazuya did in the
original Tekken, this 10-String is easily blocked.
Most Tekken players know this 10-String, so it's
wise to use the first few hits for juggling.

LUy

The first combo is
tricky for beginners
because of the double
sets of 1-2 punches.
Walk in after the first
set strikes, so you are
assured the second set
strikes. For the second
combo, walk forward
a bit after the Wind
Godfist connects.
Then, the rest is easy.




When you hit your
opponent with the
Lazer up close, throw
out a standing left
punch to pop them into
the air. Once they are
aloft, take the to school
with the Backfist
Combo. Remember, if
you are far away when
the lazer hits, use the
jump kick instead of the
combo.

Here are three very sim-
ple combos that are low
hitfing, good damaging.
Attempt them when °
only in close so you are
assured full connection.
The combo that starts
with the Wind Godfist
is one of the easiest for
Devil/ Angel so use it
often.
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DEVIL/ANGEL

When fighting as DeviAnge!l, you always want to be ready
to strike with a juggle starter. DevivAngel have two great
ones as well as a few more decent ones. The main twa you
should be aware of are: Wind Godfist and the Doubile
Uppercuts. OF the two, the Wind Godfist is definitely the
most useful. It can strike with Blinding speed and is hard to
defend against If used comectly. Many times it's wise tg just
pop out with a Wind Godfist. Your opporent will see you
cravch down and this dares them to attack. Your Godfist will
pop therm up and leave therm open for a huge darmaging jug-
gle comba. After your opponent is in the air, hit with a stand-
ing left punch. Then as your opponent falls agair.
immediately go into the Backhand Cormibo. This hits 5 times
and takes aff 70+ points of damage

When your opponent is getting up oft the ground, its sorme-
tirmes wise to atternpt a lazer. Most often your opporent will
stand right up inta it. Then you can use the juggle that
starts with the lazer as usual. Make sure Lol Lise the lazer
ds your opponent is getting up. IF you chose to use it. make
sure Yo are about 3 character lengths away 50 Yyour oppo-
nent worn't be able to courtter.

When in close. use a few Front Kicks followed immediately
with the Double Lippercuts. IF your opponent blocks the
Double Uppercuts, use 8 standing left punch, then go inta
the Double Uppercuts again. Most often this catches your
opponent when they try to attack in between. If you are
fast enough, you will pop thermn into the air and have a great
Jjuggle opportunity. The best thing to do here is go for the
Backfist Combo. It takes off decent damage and your oppo-
nent lands away so you car run up and jump Kick iF gou
desire.

For the surprise attack. use the [azer wihen
about 4 character lengths away. Once the
Lazer connects you can rur ug and Hit with a
Jjump Kick. If yow are in close and scare with a
lazer hit. wait for a second. thert bit witht a
standing left punch. This will pop Your oppo-
nent into the air and give you an opportunity
to firishr with & Rushing Punch or Backfist
Combao. You can also use the Air Lazer when
you are about 3-4 character Iengths awal).
The only drawback is that your oppornent can
i underneath the lazer and throw you rorm
behind once you land.




Orice you get your Keep Out Tactics down agairst DevivAnge!. find a pattern of punches and Kicks that works for
you. When you have that working, learm to identify times when you can pop in for the throw. Most oftert you can
throw after the standing jabs, but wise gpponents will catch on guick. Vary up your throw attempts and yod should
have no problerm whipping up on Your Opponents.

i =
When fighting against DevibAngel, you must be aware of | | For good Keep Out Tactics, you should be

their twa miain juggle combos starters. The first is the || constantiy throwing Front Kicks and standing |
Double Lippercuts. This starts off with a left uppercut then a left punches. When your oppornent tries to
right Lppercut. I the second hit connects., you will be lunge in, use a crouching left punch to keep
popped into the air and left gpen for & juggle. Most of the themn back. After the left punch connects, go
tirme, the Double Uppercuts are mixed into OevilkAngels Keep into & uppercut or a throw, depencding on how |
Out Tactics. So if your opponent is throwing a lot of Front | far you pushed therm back. If your character

has a decent Hop Kick, use that instead of
the throw for a juggle opportunity. Another
way to use the Hop Kick is to first throw out

Kicks, be ready to counter the Double Uppercuts. They Ust-
ally follow Front Kicks. The second main juggle starter is the
infarmous Wind Godfist. This rmove is a lot quicker thar the

Double Lippercuts, and leads to higher darnaging cormbos. | two standing left punches. Then as
Lise a lat of Front Kicks ta keep OevivAnge! back. This will || OevikAngel's hand retracts, immediately go
stop therm frorm getting any moves off that start with the \ into the Hop Kick. This often catchies oppo-

| ments off guard so try it often against nevw

| players. For skilled players. the best way to
catch an opponent with the Hop Kick is to

wkinock therm over, then as they stand up. go
for the Hop Kick. Many tmes plagers crouch |

|
_Jl ! Block as soon as they get up off the ground. |

crouchiing iLnge. —

Another thing vyou need to look out for is the Lazers. Mary
tirmes a DevivAngel player will use the Lazer a5 you are get-
ting wup or when Yyou are close. You can tell when DevivAnge!
is about ta use the lazer becavse he/she leans back ta
charge. When you see this lear. you have a few choices. If
you are close, you can crauch undermeath the lszer then rurn
i and throw, or tny to juggle before the lazer comes out. I
yaur gpponent tries the jurmping lazer your Best bet is to run
vndermeati DevivAnge!, and throw when they reach the
ground. If you are further then 3-4 character lengtis awaly
and your opponent tries the air lazer, you need to jurnp back
to safety. The trick is that you need to wait until the lazer is
just about ta hit your feet before yoL jurmp.
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© GETTING ALL SUB-BOSSES

| you only get 10 basic charac-
| ters. In order to play as each
| character's sub-boss, you :
| must beat the game, using
| the character of your choice.
When you finish the game
with one of the 10 basic char-
acters, you will be rewarded
with his/her sub-boss charac-
ter. Turn “quick select” on in
the options menu so you can
" see all of the hidden charac-
: ters you have accumulated.

(. » GETTING KAZUYA

- all the main sub-bosses, then
| beat the game with a sub-

| boss. You can continue with

" any character as long as you
finish the game with a sub-
boss character. To play as the
purple-suit Kazuya character,
highlight Kazuya and select
him with the Start button.
--,}an,vd:enynuﬁ‘yﬁbymwbe E
") wearing a purple felt business
suit. “We guarantee it!”

To play as the final boss |
Devil’/Angel, you must first I
_ have Kazuya. Once you have !
. Kazuya, beat the game with
him. You don't even have to
start with him. To use Devil
(the purple

AL e RN N SR S SR
' © BIG HEAD MODE

When you first buy Tekken 8, 7 7\,

|, hold down select, then pick
_ your character. Once the

~= SUPER BIG HEAD %
' When a match is over, after |

« GETTING DEVIL/ANGEL ]

To get the super-deformed
Tekken 2 Characters, simply

Vs Matches. If you perform
the code carrectly, you will
see the odd new shape of
your character and hear their
new high-pitched sounds.

character will tower over a
normal'sized character.

* SUPER JUGGLE CODE

The Super Juggle Code is
always performed in a
“reverse” manner. If you
want to be able to juggle
the player 2 side character,
you must use the code on
[ 2. —iIn

Devil on the character select

Angel [the heavenly heauty),
-- highlight Devil on the charac- |
- ter select screen and press
.. either of the kick buttons.

/ your third match with 5 or

' extra high when juggled.

Arcade mode, have player 2
haold select and pick their
character. Wait until the Vs
screen appears, then press
up on their controller. This
will make player 2 bounce

© WIREFRAMES
Far the
muode, hold down L1+L2 before

less paints af health in- |
ing on your energy meter. f
_Then, on your fourth match, |
= you will fight against Roger. | —
Defeat him and then beat

will be able to select Roger {
- with the punch buttens and
Alex with the kick buttons.

“ head-on at your character!

L1+L2 during the Vs screen.
For reverse Wireframe mode,

troller 2, hold down LI+L2 on
cantroller 2, then select your
character with controller 2.
Release Li+12 during the Vs
Screen. Now, you are looking

"o WINNING POSES »

. When you beat an opponent,
. you can rub it in by using vari-
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