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The King of Iron Fist Tournament is back! Along with it come all of your favorite characters from the first three Tekken games, With added
mowes and the new tagging twist, Tekken Tag Tournament™ has once again raised the bar on 3-D fighters.

Wish 20 default characters and 14 unlockable characters, choosing 2 that'll take you to the top isn't easy. Within these pages, you'll find all
you meed to master the King of Iron Fist Tournament. And if you're in the mood for something different, try the various other game modes,
such 2s Time Attack or Survival. It's all in here. Don't forget about the special sealed section at the end of the book. In it, we tell you how to
wmlock all of the characters and special modes. As a bonus, we also reveal the special endings for some of the special team ups. So what
are you waiting for? Dive on in!

Vo ol R i b o it i

ome  basic inform J

i IN
or her costume options are s
buttons to fight w - RRZH

character. All hi
Press the corresponding

intended fighting style. Wi
tactics and when to use them.

FIGHTING RGRINST

Having trouble beating a certain character? Look no
further. Tt are some handy tips to remember when
hat character.

STRENGTHS & WERKNESSE
character has his or her own strengths
knowing your and your enemy
, you can fight accordingly
demolish him or her.

of the move
complete list.
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LEGEND FOR MOVES LISTS

All symbols assume character is facing right.

SOMBOL ENPLANATION SUMB0OL EHPLANATION

- Press m N Neutral (nothing pressed on the controller).
2 Press 4 ~ “Quickly followed by” (<»~< means press
) Press X immediately after <3).
> Press @ [1 Moves in brackets are optional
: Top forward (foward opponent). = Button press is linked with move above with one
> Hold forward. less indent.
Top back (away from opponent). ° Dumage This is the base damage delivered by move. This
€ Hold back. varies with factors such as Counter Hit, Clean Hit,
Tap up. or during Anger.
+ Hold up. Juggle Move pops opponent in air or makes possible a
Tap down. g | follow-up ottack.
+ Hold down. Levels Indicates where the move will land.
Tap up and back. h Attack will hit high (crouch to avoeid or < o block).
s Hold up and back. H Attack will hit high or grounded opponents {duck to
R Tap up and forward. avoid or & to hlock).
a Hold up and forward. m Attack will hit at mid level (¢ to black).
4 Tap down and back. (] Attack will hit at mid level and grounded opponents (-
3 Hold down und buck. to block).
Tap down and forward. | Attack will hit low (* to block).
N Hold down and forward. L Attack will kit low and grounded opp (22 to block).
T Tag out. Sm Special mid hits mid but can be blocked low.
! Unblockable

THROWS

NOTES : . 3 throws section includes a Position column and an
Some moves have special properties you should be aware pe column. The Position column indicates where to
of. If there’s something special about a move, this is where execute the throw, from the front, left or right side, or from
oLillileamn aboutic behind. The Escape column lists the buttons to press to
break the throw.

STRING COMBOS

These are also called 10 String Combos even though not
all of them connect for 10 hits. The Guard Point is where
the string can be blocked, even if the previous one hit.
Use the Demo feature in Practice Mode to get the timing
of these String Combos down,

COMBOS

Also called Custom Combos, these are basically juggle
moves. The one used in this example lists two juggle
starters and some moves that can follow. This is not a
complete list of the Custom Combos. They are meant as a
starting point for you. When you have your opponent in the
air, explore on your own what to follow the juggle with. The
possibilities are almost endless.

SPECIAL TEAM UPS

If your character has any special moves only available
when partnered with certain other characters, this is
where we list them. Not all characters have special team
up moves. i

T T ——
SPECIAL ARTS.

HWHZY { NIl

SPECIAL

HOooE SIHL3SSN oL mMoH W

These are the bulk of the moves. This section shows the move name, the command, damage, hit level, and any notes
regarding the specific moves. All the directional commands are assuming you are facing right. Reverse them if

facing left. Check out the legend above to see what the symbols mean.
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So you're new to the Tekken series and want to be a Tekken master? You must master a few things first. The following pages will give you a
solid foundation from which to launch your butt-kicking career.

Even if you are familiar with the previous incarnations of Tekken, skim through this section. Tekken Tag Tournament has some new features.

Understanding the basics—the essentials—of Tekken gives you the advantage when you play against the average schmuck who just studies
the moves list. And against skilled players, you need every tool possible. So, what are you waiting for? Read on!

MOUEMENT

Sound simple? How your character moves around the arena can mean the difference between winning and losing.

WALHING: € Or =2 0Or ¢« Or y
Slowly Walk forward or backward. You can do this from a crouching position, too. Walking is too slow to have any evasive benefits. Use it
to bide your time while keeping a distance or to gauge your range with an opponent.

DRSHING: && Or <<

Alittle more useful than simply Walking, Dashing can be the simplest way of avoiding an attack. The distance that you Dash isn't far, so use
it only to avoid attacks that are barely in range. Dashing forward is a great way to close the distance for an attack. Dash toward an opponent
and then Dash away to lure him or her into attacking. Take advantage of the vulnerable window after he or she misses.

RUNNING: <=
If you find yourself really far from your opponent, your best bet is to Run at him or her. You have the following attack possibilities from a Run:

RUNNING ATTACKS

COmMmMAND ACTION LEUEL
N | Running Stomp L
N | Unblockable Tackle !
N Running Tackle m
& Running Cross Arm m
B Leaping Side Kick m
e Sliding Dash L
EXCEPTIONS
CHRRACTER COommAND ACTION LEUEL
 Armor King % Regular Left Kick h
. &  Stagger Kick s
Devil/Angel B | Inferno (Laser attack) !
Eddy L Lunging Brush Fire {m
Ganryu L | Reqular Left Kick h
& Regular Right Kick | h
| Gun Juck i | Regular Left Kick | h
Juck=2 o RegulorleftKick [ h
| & | RegulorRightKick [ h
King & Regular Left Kick [
& Stagger Kick L
Kunimitsu P Regular Left Kick | h
: i | Fubuki m
Lee % Shredder m
Pdack & | Regular Left Kick h
& Regular Right Kick h
Paul ; & | HopHik h
| Roger/Alex ) | Regular Left Kick h
B Stagger Kick 5
Yoshimitsu ) Regular Left Kick h
£ Fubuki m

PRIMA'S OFFICIAL STRATEGCY CGUIDE
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Leaping Side Kick Siding Dash

SIDESTERPRPING: ¢ OR ¢

Sidestepping is one of the most important movements in the game. Sidestep to avoid attacks or launch an attack of your own. Most of the
characters have special moves that require the Sidestep. Many beginning Tekken players have trouble with the Sidestep. The trick is to just tap
up or down. Do it quickly or you'll jump or crouch.

JUMPING OR HOPPING: S OR T 0OR 2 0R B OR &

The difference between Jumping and Hopping is height. Hopping is much quicker and shorter than the Jump. You cannot Hop directly up. Try,
and you'll find yourself Sidestepping. Use Hop to quickly avoid low attacks. Use Jump to launch attacks. Hit € right before you land from a
Jump and you'll hit your opponent low.

CROUCH DASHING: >N{&y

Not every character can perform the Crouch Dash. This move is very useful because you duck low as you quickly move toward your opponent,
which protects you from getting hit by high attacks. The characters who can perform the Crouch Dash have one or more moves they can follow
it with—all with different hit levels. It's a very useful tool for confusing your opponent.

CHARACTERS WITH CROUCH DASH

= Bryan -Jin = Paul(Pauls Crouch Dash is |
=:.)

- Roger/Alex

= Armor King — Devil/Angel - Kazuya

= Heihachi - King
~ Wang (Wang’s Crouch Dash

- Hwoarang - Nina

BLOCKING: ¢« DR « OR N

Blocking is second nature to every great Tekken player. Blocking keeps you alive. Though your character automatically blocks if you don’t press
amything, this isn't recommended. Active blocking, using € or ¥, puts your character in his or her blocking stance quicker. This is the only way
o block certain quick-hitting combos. Block and live.

sgLNass2 U
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GETTING UP

Even the most skilled players get knocked down. The difference is that they know when to Get Up and how. Knowing how to Get Up can mean
the match. The following table shows the possible ways to Get Up and some tips on when to use it.

HOW AND WHEN TO GET UP

CoOmmAND ACTION WHEN TDO USE
e : Simply stands up When you're out of range of an opponent but want to be ready if they charge.
B or b Rolls to the side When your enemy is charging and may put a stomp on you. Can be followed by any other
. Getting Up technique.
B - Low sweep When your opponent is dose and is expecting o mid attack as you Get Up. Also useful when
; your opponent is on the ground.
i Mid kick Aguinst a close-ranged, crouching opponent.
For D Rolls away or toward opponent Roll awuy to avoid a rushing enemy. Roll toward enemy to follow
' with < or <.

TECH GET UPS

A Tech Get Up or Tech Roll is performed just as your character is about to hit the ground. If this is done correctly, your character springs
back up as soon as he or she hits the ground. Here's how you do it (remember, enter the command just as you hit the ground):

COmMmMAND ACTION

bord Rolls into the buckground and jumps vp.
 or £ : Rolls into the foreground and jumps up.
> i Leaps back up.
€ : Rolls away from opponent.
T : - Quick tag out. :

REVERSALS, CHICKENS, AND PARRIES

Only a handful of characters in Tekken have Attack Reversals, but all have some form of Parrying. A Reversal is exactly what the name implies.
During your enemy's attack, you grab his or her arm or leg and turn it around—dealing damage to him or her. A Chicken is basically a reversed
Reversal. Perform a Chicken when your attack is being Reversed and you can damage your opponent. A Parry is the nonviolent form of a
Reversal. In a Parry, you knock away your opponent’s attacking arm or leg, leaving him or her vulnerable for a split second.

RELUERSALS: ¢ OR ¢d

Reversals allow you to turn the tables on an attacking enemy. Perform the Reversal just as you're about to be hit by a high or mid attack only. For
low attacks, use a Parry. Use Reversals sparingly, especially against skilled players. After they learn that you're fond of Reversals, they'll Chicken you
every time. In addition, not all attacks are reversible and not all characters can reverse the same moves. This makes it difficult to predict your success
when using a Reversal. Throw in a Reversal only occasionally to keep your enemy on his or her toes. The following characters have Reversals.

= King (only reverses kicks) frois Paul

CHICHENS: 2% OR S
Unlike the Attack Reversal, Chicken is available to every character, and it'll work on every Reversal. It's called a “Chicken” because of the
growling voice that says “Chicken” each time it's performed. Also unlike a Reversal, the Chicken command you use (=% or < <*) depends on
which arm or leg you are attacking-with. If you attack with a left limb, use << to Chicken your opponent's Reversal. If you attack with a right
limb, use <<% instead.

Timing is crucial here. You have to anticipate your opponent’s Reversal or it'll be too late. Input the Chicken command just as your limb
connects with your opponent. Against players who abuse the Reversal, it's a good idea to Buffer the Chicken every time you attack. For
instance, every time you attack using 4, hold it down until it connects. This way, if you see a Reversal coming, you can quickly (while still
holding <*) press < and <. Check out the Buffering section for more details. Chicken your opponents a few times and they won't be so eager
to perform a Reversal in the future.

PARRIES: ¥ g

Parries are useful for low attack situations when blocking just won't do. If your opponent has a lengthy low kick or punch combo that you find
yourself stuck in, Parry. The beauty of Parrying is that every character can do it by simply pressing 3. If you know your enemy is going to attack
with a low kick or punch, quickly press ¥ just before it connects. If successful, you'll knock his or her limb aside,
1 leaving him or her vulnerable for a split second.
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Some characters have more than one Parry and even Parries that work on mid and high
attacks. Check the individual character’s section for more details.

e n-ﬁw.ﬂﬁg =

Parry

JUGGLES

Juggling isn't just for circus clowns. Juggling has always been an important aspect of the Tekken series and that hasn’t changed with Tekken
Tag. A juggle refers to the moments after an attack when your opponent is helpless to defend or retaliate. Usually this means when your
opponent is in the air but it can also mean after any attack that leaves your opponent at your mercy for a short time.

Consider a juggle as free hits on your enemy. At higher skill levels, juggles are the number-one source of damage. Look for-the “Juggle”
designation in each character's moves list to see which moves can be juggled.

THROWS: < OR <&

Each character has at least five throws: two from the front, one from the left side, one from the right, and one from behind an enemy. In
addition to these standard ones, most characters also have special throws. Throws can't be blocked using .

While unblockable, most throws are escapable. Crouching is one way to avoid a throw, except for a few characters who can throw a crouched
opponent. To escape a throw requires some guesswork and some knowledge of your opponent’s button presses. The following are the escapes
for the standard throws.

STANDARD THROWS AND ESCAPES

THROW POSITION ESCAPE

*
or e :
B ord

_No Escape.
Throws usually involve pressing two buttons simultaneously. As a general rule, the escape for a throw is the punch button involved in the
throw. For example, the < throw is broken with a € while the € throw is broken with a <. Some characters’ special throws require more
than one-button escapes while some are unbreakable. A handful of characters also have throws that can link to other throws. Check out the
individual character's moves list for a complete list of throws and escapes.

TAGGING

.Here it is, the heart of Tekken Tag Tournament. Notice there is no “I” in Tag? This is all about team effort. Tagging allows your character to rest
and regain some health. It also allows for some very interesting twists. Tag by pressing one of the shoulder buttons on your controller. In this

book, we designate a tag by a “T”

Know when to tag. Don’t push your luck with a character whose health is dwindling. Bring in the fresh one and let the other regain some
health. Characters can only regain the red portion on the Health Meter.

Tagging isn't just for defensive maneuvers. There are many moves you can incorporate into tags. The most basic one is the Tag Throw (2+T).
Any two characters can perform this Tag Throw. Some characters have special Tag Throws that only work when partnered with specific
characters. Check out the individual character's moves list for a complete list.

¥ you aspire to be a highly skilled Tekken player, learn the following attacks. They apply to most characters. The characters that have different
moves are the same as the characters in the Running section. These are performed as your character is tagging in.

TAGC MOVES

commAND ACTION

e : : Rumnng(r, -Arm
SHNG | Leaping Side Kick

=SNG : : | Sliding Dosh

SIHILNSSS3 ~N



A se tag-juggle
All characters can tag out during certain juggles. This is when you perform a juggle move and quickly (quicker than normal) tag in your partner
" to finish the juggle. This allows for some spectacular juggle combinations. Look for the [~T] in the moves lists to indicate the possible tag-
juggle moves.

BUFFERING :

Buffering is the difference between a casual Tekken player and a master. Use Buffering for commands that involve more than one button press
at a time. Buffering allows for quicker and easier input of commands with less chance for error. The theory is simple. Buffering is when you
keep a button pressed down if it's part of the next command in the sequence. While holding that button down, press the rest of the command.
It's one of the more difficult techniques in the game, so pay close attention.

The best way to describe Buffering is to use it in an example. Say the move you want is performed by pressing «+<»<%. Without Buffering,
you would press «, then <, then <, and finally, <. Easy enough, right? Well, if you do it this way, you'll run into a couple of problems. First,
you'll probably be trying to enter these commands quickly. Second, quick button presses that involve two or more simultaneous buttons have
a higher chance of missing. You might press either the < or < slightly out of sync and flub the move.

To Buffer the same move, do the following: Press and hold <. Now, while still holdlng <, press <. This is accepted as <. Now, let go of < as
you press and hold £. While still holding -%- press < to turn it into a <.

Buffering only works if the button being held down is part of the next combunatlun of buttons. Buffering is especially useful for moves that
require three or even four simultaneous button presses.

Still don't get it? Try the following Bufferable moves to get a feel for it. Performing the commands on the left should result in the same action
as the commands on the right. A

BUFFER PARCTICE - e ‘

CHARACTER EGULAR

I:IFIMFll.‘-E NETSU AND HEFILTH METER

To be dominant in mmbat, you'll need to know a few things about damage, Netsu, and the Health Meter.

DAMAGE

A character can take several types of damage. A regular hlt is a hit taken when your character is not blocking. A regular hit lands the base
damage listed in the moves list. A Counter Hit is a hit that connects as your enemy begins his or her own attack. The damage from a Counter
Hit is a little more than the base damage for the same move. A Clean Hit is a hit that is performed at point-blank range. Not a|l moves are
possible Clean Hits. Damage from a Clean Hit is also greater than the base damage.

The actual damage can also be less than its base damage. This occurs mostly during combos where a hit connects on an opponent who isn't

standing. The damage delivered on opponents who are in the air or bouncing around can be significantly less than the base damage for the
same move.

NETSU

If your on-screen character gets hit between four and seven times, your off-screen character beglns to get angry. This is.indicated by his or her
flashing red Health Meter. This is called a Netsu power-up. If you tag in that character while the Health ‘Meter is flashing, he or she deals increased
damage. Some characters require his or her partner to take more hits than others before getting angry. Others don't get angry at all, depending on
who they are teamed with.

HERALTH METER :

The Health Meter is the bar at the top of the screen that represents, well, your health. Each attack takes a chunk off, leaving a shorter blue bar,
followed by a short red bar. The red part of the bar represents health that can be recovered over time if that character is tagged out and put
in the background. Some characters such as Yoshimitsu and Lei have special moves that can regain the red chunk of health while still in the
foreground. It's very-important to watch the Health Meter as you fight. Don't be a hero and try to finish a fight with
very little health while your parlner is ready to go.

PRIMA'S OFFICIAL STRATEGY GUIDE
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SOME GENER-FIL STRATEGIES TO REMEMBER

“oow your character’s strengths and weaknesses. Learn to play up your strengths and play down your weaknesses.

Tt underestimate the value of blocking. While blocking won’t win the match for you, it can save your neck long enough for you to fight
Sk :

e 10 String Combos are flashy, but don't attempt to use them against expert players. They will block or reverse 10 String Combos every time.
== plenty of low attacks. Most people have a hard time blocking low.
The key to winning is unpredictability. If your op')pnnent doesn’t know what's coming, he or she can't defend against it.

mizich your opponent’s fighting style. Everyone falls into a pattern” eventually. Watch closely enough and you'll be able to tell what your
seponent is going to do before he or she does. < s i

Uis= juggles. Your opponent is most vulnerable when in the air. Attack with everything you have.
#unish grounded opponents as well. Take advantage of any situation where your opponents can't hit back.

Seek out new. players to play against. Even if you beat your friends all the time, the only way to improve your skills is to play with people who
are better than you.

And finally, practice, practice, practice.

This section describes all game modes available to you in Tekken Tag Tournament.

ARCADE g

This is the hasic Arcadé Mode. It's you against thé computer, or a friend can join in. Defeat the seven stages and the final boss stage and
you'll be rewarded with the end scene for one of the characters that you used. The end scene played is that of the first character you picked.
i that character's end scene has already been unlocked, you'll see your second character’s scene.

US BATTLE

This is where you'll probably spend most of your time beating up on your friends. It's you against a buddy.
You each pick two characters to go at it head-to-head, toe-to-toe. The first player to pick his or her
characters can decide which arena to go to.

- e roox e 1ons )

Pick your characters and your rena.

TEAM BATTLE

Pick up to eight characters to be on your team and play against your friends: Gameplay is similar to that
of VS Battle. The difference comes when one of your team members loses all his or her health. You don’t
lose the match, you bring in the next team member. This continues until one of you loses your entire
team. If you defeat one of your opponent’s team members, your two playing characters regain a
significant amount of health for the next round:

£y
ha

Select up tfo eight characters to fight in
Teum Battle.

TIME RTTRACK

Similar to Arcade, you play against the computer through the eight stages. This time, you're playing
.~ against the clock. Beat the computer in record time and you'll see your name in the Time Attack rankings.

i

sHILNSSSS 0
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SURVIVAL

Again, you play against the computer. This time, you don’t regain your full health after each round. You
regain some health, but not all. Continue this way until you lose. Win a record number of matches and
you'll be honored with a place on the Survivor rankings.

How long can you survive?

Remember the old days where you didn’t tag in and out? Well, this is the mode for you. Play against the | :
computer with a lone character. After six rounds, you'll meet the boss. 2

= Noum’s .on.l.y ll‘r;E:Hbﬂh.il Ml’fel;.
10N 1US

This is exactly like 1 on 1 except now you're fighting with a human opponent. Awww...doesn't this remind you of all those long hours you
spent on the previous Tekkens?

PRACTICE

Spend a lot of time here if you expect to be a Tekken master. Pick your two fighters and then pick who you'll practice against. Once in this

- mode, you can set different fight variables. Hit [3> to access the Practice menu.

FREESTYLE

This is where you can do whatever you want against the training dummy that you picked. Use this mode
to practice moves from the Command List. You can even set the training dummy to react to different
situations. Turn Counter Attacks on and see how your moves perform differently if they connect as a
Counter Hit. Attack Data turns on and off the damage counters that you see at the top of your screen.
Hit Analysis allows you to see the recovery time for each move. Hold while pressing @ to activate
the Command Capture feature. This records your character’s actions as you input them. Then, hold
while pressing X to replay it.

Freestyle menu

us CcPuU

This sets your CPU opponent to fight as if in a real battle. You can set the CPU's difficulty for more of a
challenge. Use this mode to get familiar with fighting against certain players. Of course, it's no substitute
for fighting a human opponent, but it gives you an idea of what that character is capable of.

-VSCPUmem

CHAIN TRAINING
Perform the onscreen commands as fast as you can. This tests how fast you can pull off your character’s
moves during battle.

HIII up, ime is running out!

cComB0 TRAINING
If your character has a 10 String Combo, this is where to practice it. Hit &&= and the computer shows
you how it's done, complete with the timing of the button presses. Then, try it on your own.

PRIMA’'S OFFICIAL STRATEGY GUIDE
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TEKKEN BOWL

Pick two of your favorite characters to square off in the Tekken Bowl. Check out the Tekken Bowl section right after this one to find out more.

THERTER

Here you can view all of the endings that you've earned by beating Arcade Mode. Only the highlighted
characters are available. When you select one, you can also choose what costume they'll wear in the
moavie by using different buttons.

(8P KiNG

CALLERY . you uslock o the endings?

After you've unlocked the Screen Capture (see sealed section) option, this is where you can access it Store up to 12 different still scenes in here.

OPTIONS

Here you can do all the tweaking you can think of.

GAME OPTIONS {
These options directly affect gameplay. Highlight each option and you'll see on the bottom right a list of =
the different modes affected if you change it. $E voruwe: 10 Ton M
* DEFAULT sDEVIVAL
B + on TvE
St te tse fvitfor ach romd. raxign SONE

Tweak to your heart’s confent.
CONTROLLER SETUP
Want to customize your buttons? Hold down the desired button and press ¢ or = to scroll through the choices. Some people like to set the
shoulder buttons to multiple button presses. This helps in throws and Reversals. Then again, some people think this is cheating. It's up to you.

RECORDS
Here you can view how much you and your friends use each character. You can also view the Survivor rankings and the Time Attack rankings.

ADJUST OsPLAY
Use this if the screen isn’t centered on your television. Use your controller to adjust it so that you can see all the white lines on the sides
clearly. %

meEmMORY CRARD
This option allows you to load or save data from your memory card. Set Auto Save to On if you want your records saved automatically.

PAIR PLAY MODE T

This mode allows up to four players to join in the action. Not all modes are available in Pair Play Mode.
At the main menu, tap & or £ and you'll see “Pair Play Mode" appear right above the selections. If it's
highlighted, that means it's accessible with Pair Play Mode.

Pair Play Mode allows you and up to three of your friends to battle each other. Two players can be on
the same team, each controlling his or her own character. Pair Play Mode against the computer involves
wo players on the same team.

Bair Play Mode works with the following game mades: " Tap & ar < to see Pair Ploy Mode.

" - Arcade - Time Attack — Tekken Bowl

| - VS Battle

— Survival

S300W S-S



TEHHEN BOWL TOURNARMENT

Primasames.com

After a long day at the Iron Fist Tournament, what better way to relax than to go knock down a few pins?
Here, you can experience all the fun and excitement of your local bowling alley, but without the stinky
shoe smells. Pick your two favorite characters and head on down to Mishima Lane. Let’s roll.

GCAMEPLAY

Gameplay is simple. After you've chosen your characters, you're brought directly to your bowling lane. In the upper left corner is what you've
scored for the last four frames in your game. Scoring is the same as in regular bowling.

. 3

st Bl Press the X Futton to set the ssount ot

9 »
in 00 your shot.

At the first screen, odjust your player by tapping < or <5, This lines you The next screen is where the uction takes place. Watch the meter on the
up in front of the pins. Where you line up depends on how you plan fo roll bottom left. This is your spin meter. Press X 1o stop the meter. Where it
the hall. stops defermines how much spin the ball hus. If it lands on the white, the

g ball will have no spin and be delivered siraight down the alley. If it lands
to the left or right of the white, that's the direction it’ll spin.

If you don’t get a strike, your next character comes in to try to knock down the
remaining pins. Continue this for 10 frames and try for a high score.

Bstﬂoll]_?rummntultmtthmlfmm
Ater you've selected the spin, the bar on the right of the streen goes up

and down. Tap X fo stop it. The more red you see, the more power the ball
will have.




Primasames.com

PICKING YOUR CHARARCTERS

Choose carefully, because each character has his or her own strengths and weaknesses. Your favorite character for combat may not
necessarily be your favorite for Tekken Bowl.

The larger characters have more power but their spin meter moves a lot faster. This makes them less accurate. The smaller characters are the
exact opposite. Their power is rather weak but their spin meter runs much slower, allowing you to be more accurate. Take into consideration
the bowler's power and speed in combat to give you an idea of how he or she will do against the pins.

If you're used to bowling right- or left-handed, take a look at the following table. It shows you which characters are left-handed. This affects
the way the spin meter spins, so be sure you know what you're comfortable with before you choose.

Kunimitsu P..IacI; p

True Ogre

Unknown

e

i iy
Wy ‘4 Lk
: IS
List Ball] Position re plaver wsing TREBNFRCTons | Butions ond press X 10 cmtire. L2 Bt Position yur e 51 the Di Bctims| Bt nd ress X o oetirm.

One sister s lef-handed, the other, right-handed.

Tetsujin/Mokuijin can either be left- or right-handed, depending on the character he's mimicking.

BOWLING TIPS

- You can pick a power character for your first player but be sure to pick an accurate one for your second.
This makes it easier to pick up the spare if your power guy doesn’t get a strike.

- Learn to spin the ball like the pro-bowlers do. If you hit the pins at a slight angle, you have a better chance
at a strike.

- If the spin meter stopped a little farther from where you wanted it to, use power to compensate. If you want
less spin, use more power. If you want more spin, use less power.

1
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Nationality: Irish

ghting Style: Assassm‘a‘tlon martial techmques based on Bone mamal
arts and Aiki ———

| Rnnafs Assdssir's -Dugger (4?“-19*3")‘” a grem wove iht does a i«lr umnum of dumuge The bes!
~ - port chout- ihlmnvel; tﬁe juggle tha —mme;liynw enery. iﬂes 1o cwnter— - —j

_ Ahna's Quick S
your enemy.
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= Be cautious of Anna’s reach. Those long legs seem to stretch forever. If Ihey connect, they’ll do a lot of
damage.

=~ Anna has enough juggle moves to keep you busy. Watch out for these or you’ll witness your health
disappear while you’re floating in the air.

= Watch out for Anna’s Attack Reversals. Be prepared to Chicken if your attacks keep getting reversed.

= Anna has a few powerful crouching attacks. These will hurt you if you’re not careful, so be very careful if
. she goes into a crouch.

b ‘ .“_- = J : h, COMMAND: Q?.O =L
b sersiiee [ B ?l B (¢
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COMPLETE MOVES LIST
SPECIAL ARTS

R A

5 e P EE S S B T

NAME cCommmAND DAMAGE HIT LeEUEL
Left Right Combo L 4,10 hh
Jab Combo Roundhouse PP 4,10,15 hkh -
Jab Roundh e 10,15 hh
Jab Left Kick S 10,20 hh
Jub Sweep P 10,10 hl
Jab Low Kick Do 4,8 hl
Head Ringer k) 25,15 hh
Right High Low. Spin Kick P 15,15 hi
Slap o 15 h
Dauble Slap G 15,18 hh
Chaos Judgement S = =
Picking Heel = 21 m % 4 A
Wine Opener s 10 1 y
Scarlet Rain i) 22 m y- i
Bone Cutter ag 13,10 m ( L
Quick Somersault Kick Ade 22 m 8 4/4‘ v 4
Bloody Scissors ) 50 ! '; 5 .
Hunting Swan g 95 1 < el | -
Guard Breaker b — !
Blonde Bomb ol 20 m
Heel Grind b 16 L
Uppercut Jab b 10,15 mh
Mid Head Ringer e 10,15 mh
Low Jab Rising Kick L 10,15 Smm
Mid Kick Spin Punch G 7,10 Smh
Left Spin Low Kick to Right Uppercut [~Tag]| & %<[~T] 12,10 Lm
Fatal Attack Combo ; A 13,18 hm
Cross Cut Saw G 10,10,13 hhm
Leg Slicer Combo udp P 10,10,6 mhh
Flash Kicks S P 10,6,8,15 mhhkh
Can Opener Adrdpde 20,10,14 hilh
Low Jab Rising Kick L epNde 510 Smm
Sit Spin & Right High Kick &P N 12,15 Lh
Creeping Snoke Sdpdbebde 10,12,6,8 mhhl
Creeping Snoke fo Left Kick s 10,12,20 mhh
Creeping Snoke to Left Low Kick upddd 10,12,10 mhl
Creeping Snake to Roundk udpdpfe 10,12,15 mhh
Execufioner D 21 h
Folling Heel EEa) 20 M
Somersault Kick A 35 m
Rising Palm While rising, < 15 m
Chaos Tail During Sidestep, <% 12 1
Slice Shot During Sidestep, & 24 h
Bloody Chaos [~Tag] During Sidestep, <*[-T1| 8,16 mm
Assassin’s Dagger Dsp e 12 h
Cat Thrust While crouching, = | 27 m | :
Right Hand Stab While crouching, > | 18 m < Bona cally Parries mid ond high atfocks]
Right Hunded Sweep While crouching, 2% 18 1
Jub Combo Low Hick Db b d 4,10,6,8 hhhl
Jab Combo High Kick Backhand High Kick | & i 4,10,6,15,12,17 hhhhkh
Job Combo High Kick Backhand Bonecutter | & ebad 4,10,6,15,12,13,10,10 | hhhhhm
Job Combo High Kick Backhand Sweep P dedhd 4,10,6,15,12,21 hbhhh!
Leg Slicer High Kick Backhand High Kick e 10,10,15,12,17 mhhhh
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= NAME COMMAND DAMAGE HIT LELUEL
u Leg Slicer High Kick Backhand Bonecutter | s dbhag 10,10,15,12,13,10,10 | mhhhm
g
= g
o Leg Slicer High Kick Backhand Sweep NpDpdd 10,10,15,12,21 mhhhl
E Backflip Bé = =
» SuperCharger o = —
n
u
én THRQWS
o NAME COmmAND POSITION DAMARGE ESCRAPE
ﬁ Arm Torn <> Front 30 &>
o Liffing Toss <= Front 30 &
w Torso Splitter o (or &) Enemy’s left 40 <
= Serpentine Arm Break % (or &) Enemy’s right 38 %
E Overhead Triangle Lock % (or ) Back 60 None
o Reverse Throw & or &) Back toward enemy | 30 % < (or ). |
C Attack Reversal & for &m) During enemy’s attack | Varies D% < (or 5%} See Reversal section of book for
a Elbow Smash SN Front 33 < more details. :
Overhead Toss A Front 20,20 &
Chin Bash Susd Front 15 &
Arm Snap S eew = 30 =
Reverse Arm Lock =P Pdd = 20 &
Falcon Wing Squeeze =S GHs | — 25 <
Falling Arm Break =hPhdy | — 25 &
Double Arm Lock Toss =B PP | — 30 il i
Arm Lock =pHd = 30 &
Arm Break Takedown =pb Pl — 35 2
Rolling Arm Break =GP | — 32 o

STRINGS COMBOS

Command
Guard Point Guard Point
Level Level
Damage Damage
COMBOS
NRME COMMAND DRMAGE
Quick Somersault Kick Adp 22
Combo 1 =P 20,5
Combo 2 =S P 9,7,10
Combo 3 =foe 12,10
Combo 4 =GSLP 3,56
Combo 5 ) 3,510
Combo 6 =GP o 10,5,10
Combo 7 =3 12,8
Uppercut Cud 12
Combo 1 =5 uds 17,8
Combo 2 =¢DdP I 12,9,3
SPECIAL TEAM UPS

CHARACTER NAME COMMAND DRAMAGE ESCAPE

Chin Bash




Nationality: ?
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5 or & Gr amor. < or € Blue armor

STRATEGY ==

The mere sight of Armor King, with his menacing mask and armor, can
strike fear into the hearts of his opponents. While definitely not a speed
demon, he is a little quicker than his similatly-masked counterpart,
King. The price he pays for this speed is a smaller arsenal of throws.
Armar King isn't for beginning players, but he can be a competitive
choice for a player who can read his opponents well.

The most important tool in Armor King's box is his Crouch Dash
(oNSw). By itself, it does nathing, but followit with the right move and

you'll keep your opponent guessing. Be careful though—when your
_opponent sees a Crouch Dash, he or she has many defensive choices

to protect themselves with. Be sure to switch it up! Use < after a
Crouch Dash and it becomes the quick, powerful. and high-hitting
Shadow Lariat. A € turns the Crouch Dash into a mid-hitting Jumping
Knee, with a good chance for a Clean Hit, while a < executes the other
mid attack, the Palm Upper, great for starting juggles. For a low-hitting
attack out of the Crouch Dash, use a left kick ($°). And finally, for some
real damage, use #® to start the Choke Sleeper Combo.

Pick one, any one. These moves all start out the same, yet hit af different levels.

Yeehaw! Confusion for all.
The Choke Sleeper-finked throws can do as much as 70 damage
(Choke Sleeper <N&u+% to Falling Sleeper Chain Throw gsds < to
Stretch Muffler << <), but if you use it too often, your opponent
will simply duck to avoid it. Throw in the Palm Upper or Jumping Knee
tocrush your opponent’'s Crouch Guard. Hopefully, this will lead him or
her to block mid-range the next time they see the Crouch Dash. Now
use the Chaoke Sleeper Combo.

Fighting Style: Wrestling

ﬁt‘-ima%.a'ﬁ;é'.ﬁ,ﬁ'iﬂ)m:: :
e e

[F&= Hidden costume.
See sealed section.

7 Amoar King's Toll Kick (<) can quickly
frustrate your opponent with its speed.
It will reach your enemy before he or
she even realizes it. The Toll Kick is best
used on a charging opponent, or if
both you and your opponent are
standing just out of reach of regular
attacks. Try it on enemies just getting
up or tagging in. As with any high-
hitting attack, be careful of Reversals

The surprisingly fust and far-reaching ahd bhzesdyho Chicken:

Toll Kick (< 4°).
Armor King also has a few good juggling moves. Couple this with his
sheer power, and a well-placed juggle combo could mean the match.
Start with the Dynamite Uppercut (while crouching, s<%) or Palm Upper
to send your enemy into the air. Armor King is strong enough that you'll
deal considerable damage to your apponent with almost any hit while
he or she is helplessly airborne.

Armor King’s Tombstone Piledriver (1= <%) is difficulf to execute because you hove
1o be so dlose fo your enemy.

Armor King's throws involve a lot of diagonal button presses. This makes
them a little harder to pull off because you need to press the buttons
precisely. They also require you to be a little closer to your opponent than
is usually comfortable. Learn Armor King's throws so that you can pull
them off at a moment's notice. His Tombstone Piledriver (-] inflicts
awhopping 58 damage, but it's tricky to pull off, because you have to be
in your opponent’s face. A skilled opponent, especially one playing a
faster character, won't give you a second chance.

To master Armor King, invest some time learning his small bag of moves.
The keys are his Crouch Dash and juggles. And remember—one of
Armor King's main strengths is his power. Make your opponents fear
this. Intimidation /s a factor.

S3NOW/SSIH0Hd S5 LOHEEHD
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= Beware the Crouch Dash. Instead of trying to block or
or low kick to stop him in his tracks.

Pop him with a low punch

= Don’t get caught by the Toll Kick. In a pinch, block. Otherwise, duck when you expect a Toll Kick and
attack as soon as his foot flies over your head. He'll he helpless.

= Although slightly speedier than King, Armor King is still one of the slower characters. Take advantage of
this by peppering him with lots of quick jabs and punches.

= As powerful as Armor King is, you want as few of his attacks to land as possible. Don’t be a fool. Block
when you need to or step out of the way.

CHRRACTER PROFILES/MOUES

J€ STRENGTHS # weRHNESSES
Powerful Slow .
Has some quick attacks Throws require short distance hetween

~ him and opponent

Damuging juggles

Few number of moves

ONE TWO UPPERCUT AMAGE: CAPITAL PLNISHMEMNT
S - &0 _SUSL 2, o8 =. 35
CoOmmAND: %° P &° COmmAND: = %P

BLIND HICH
(s}
COMMAMND: Back toward enemy, CgQ

et

HUMP HICH COMB0 Y4 Dan
Co O 0o O,
COMMAND. & G G0 [Z e

o

=T Py v A

e
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ARMDR HING DRILER "'I'FI[E WITH HING
I-While crouching

SINoW/S3NIZ0Hd HELIEEHEHD

= 21,9,3,10
SPECIAL ARTS
NAME cCommmAND DAMAGE HIT LEUEL ‘ N u Z e A
= - - - “ - - ,.‘ s
One Two Combo S (AL bh ‘.2;‘ e y
One Two Uppercut Dfped 6,10,10 hhm & : 2 : :
Jab Upp o4 12,12 Iz Heedll 8 [ B ] e
MNeck Cutter Kick % 42 h : 3 ;
Toll Kick G 20 h : ; |
Water Parting Chop S 30 h
Low Drop Kick L 16 L
Copital Punishment e 35 m
Frankensteiner e 15,45 Sm
Corporate Elbow &ofp 21 M
Double Knee Drop s 40 M
Elbow Drop e 35 M
Shoulder Tackle S 30 m
Straight Arrow G 30 h
Left Straight Uppercut L 515 mm
| Stagger Kicks Dfpdade 17,1,7 LLL
Counter Stagger Kicks o fece Becie s 25,10,7,5,3 LLLLL
K’s Flicker [Tag] S [-T] 20 m
Head First Lunge DS 15 |
Konvict Kick e 26 m
Exploder D 30 h
Joguar Thrust During Sidestep, % 22 m
Dynamite Uppercot [Tag] While crouching, 3 [~T]| 20 m
Blind Kick Back foward enemy, 30 m
Lifting Elbow While rising, >> 10 m
Crouch Dash : ONGN — =
Palm Upper [-Tagl =& [-1] 21 m
Shadow Lariat = 32 h
Jumping Knee =4 25 m
Stomach Smash DHNG 6 |
Burning Knuckle ihd 45 !
Jumping M It N 25 !
Jumping Stagger Kick ZINGe et 17,17 LLL
Jumping Capital Punishment N 35 m




CHARACTER PROFILES/MOUES

Priimagames.com

NAME cCommmAND DAMAGE HIT LEUEL
Jumping Burning Knuckle ANP Y 45 £
Running Exploder i 40 m
Supercharger > — =

THROWS

NAME COMMAND POSITION DAMAGE ESCAPE
Knee Bash b Front 30 ®
Suplex % Front 30 &
Reverse Death Valley Bomb | < or & Enemy’s left 40 Ll
Heavy Fall Reverse DDT D or Enemy’s right 40 &
Reverse DDT *or g Back 55 None
Reverse Throw & Back toward enemy | 30 &
Ultimate Tackle b Front or back 5 & < Use % just before your hak hits the ground to reverse. |
Ultimate Punches i — 5,5,5,5,5 <p or < Escape depends on opponient’s pundes. |
Mount Position 24P {or 2d) Enemy on ground - None
Ultimate Punches =P — 5,5,5,5,5 b or §p < Escape depends on opponent’s puiches. |
Jaguar Driver Do Front 25 & < Escape with % ofter grab. |
Jaguar Screwdriver L ) Front 35 &>
Tomb Piledriver w3 Front 58 & | i
Armor King Driver [~Tag] 4 [~1] While crouching 32 & << }:,"W""m.’,‘ ';{md e |
DDT Zed Front 45 < I
Giant Swing R Front 70 % <35 damage if Teck Rolled. |
Choke Sleeper SN D uG Front 32 <+
Half Nelson Press = = 25 &
Falling Sleeper Chain Throw | =4 = 15 i
Triple Mount Punches =hdd — 20 %
Stretch Muffler =gl = 23 &

STRINGS COMBOS

..

Commond & & & &

Guard Point =

Level h
Damage 6 10

mom
10 6

COMBOS

Jump Kick

Combo 1 =P dd 4,355
Combo 2 =P PpHeP 4,510
Combo 3 =Dl 4,556
Comho 4 =frde 20,12
Palm Upper SNOuD 21
Combo 1 = 20
Combo 2 =spped 4,5,5
Combo 3 =& 93,10

SPECIAL TEAM UPS

-,

y

CHRRACTER NAME COmmAND

I Armor King Driver I VG PenT

POSITION DEE ESCAPE
| While crouching | 35 ; | & I
o




Nationality: Korean
Fighting Style: Tae Kwon Do

_‘@ﬂor‘%ﬂWh gi

% or & Vestand jeans

STRHTEG? o —

Quick flashy kicks are this man's specialty. Baek Doo San, although
skimpy on the punches, candeliver a large nlimber of kicks at different
it levels in a short time: Add this to a numerous array of kick
combinatians and you have yourself a more than worthy contender.

Baok's Butterfly Kicks (% <> % ) are o fost and forceful way to buy yuurself some
Breathisig raam.

Baek's close combat skills are nat his strang point. Create a little room
between you and your enemy “with a fast kick combo such as the
Butterfly Kicks [vﬁw&@@-) ar a <& punch combe. Now that you have
space between you and yolir enemy, go into one of Baek’s larger kick!
strings. Start your kick combos from a slight distance, rather than risk
having them stopped by an enemy’s quick jab.

Baek's ability to mix up his hit levels makes him hard to defend against.
This is the key to leading your enemy into a mistake. Switch between
kick combos that start high or low based aon your enemy’s position.
When your enemy is blocking high, start low and end high, or vice
versa. Orice you've caught your enemy off guard, follow with another
kick combo ar take him for a'ride on the Launching Rocket (bdedp).

A % puiich combo con be-o quick storter to o thrry of kicks.

Baek’s punch selection may be limited, but
don’t underestimate their power. Your
enemy will begin to pay close atiention to
your feet, -forgetting that you-can punch:
Use the few punches Baek does have to
break the repetition of kicks and surprise
your enemy. Most kick combinations can
be followed by these punches. Or, use a
<< punch combo to start a series of kicks.

Execute any of Baek's nice low
attacks while your enemy lies limp
on-the- ground.- The Heel Axe
(2] is a simple kick that fills the
bill. The Snake Kick (¢dp&4) is
a triple kick combo that also can
cateh an enemy on the ground.
Strike at every chance to get a
couple of hits while your enemy
lies defenseless.

The Heel Drop (= 55}

Use moves such as the Heel Drop (%) and Heel Lance (<) to take
down a charging enemy. Use them to prevent an enemy from closing
the gap between you. Remember, Baek's close combat skills are not
the best, so put distance back between you in-a hurry. You'can punch
your way out with Baek's guick jabs and follow with a kick or a
Lightning Halberd ().

With his quick feet and ability to mix up his hit levels, Bagk Doo San'is
a loaded weapon waiting to go off. He has more than enough kick
combinations @ make up for his Tack of punehes. Remember to keep
your distance and mix up your kick levels to penetrate your enemy's
defense. Baek is a perfect harmony of power and speed, that can
ensure you a shot at being King of the Iron Fist Tournament.

SEMNOus-sS3aTIE00d 551L05EdHD
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CHARRACTER PROFILES/MOUES

* Baek’s arsenal consists of mostly kicks, so he requires more room to execute his moves. Stay close and
jab to prevent an onslaught of kicks.

* Watch for hit level changes in Baek’s kick comhos. Block accordingly.
* Stay low to avoid high kicks and to block the low ones. Attack from this position when Baek kicks high.

ime your Sidesteps to dodge kicks and retaliate with a counter. ‘

.%‘r_‘ = i
¥ STRENGTHS # wERHNESSES
Fast with sufficient power No Reversal
Multi-hit-level combos Limited punches
Linkable moves Lacks close combat skills
Easy kick combos Few defensive moves

2 0
COMMAND: %°* : : COMMEND: o cRex Yoxe]

12,715
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COmMMAND: P 00‘

Double Jab

® @ @ ©

COommAND

HT LEUEL =

=: 24,11,6,3,7

Right Punch Back Fist

Buck Fist

Bolt Cut

Stealth Needle

Heel Lance

Heel Axe

| Bone Stinger

Lightning Halberd [Flamingo]

4

Dynamite Heel

ke

Race Hommer

During Sidestep, <

Hammer Heel

D3

High 1o Low Hick

G

15,8

Heel Drop

>4

22

3 |=lzlz |~ ===z |2 |=|= ==

Heel Drop to Middle Kick

i

22,10

Double High Kick

b

15,125

Launching Rocket [~Tag]

D4 [T

15,8,25

Triple Threat

Sdedep

22,1515

Snake Rocket [~Tag]

Lppd [-T]

12,7,15

Snake Kick

$oHpHP

12,77

Hunting Hawk

AP

15,11,12

Butterfly Kicks

SRDi

15,12,12,25

Butterfly Kicks to Low Kick

DRppld

15,12,12,10

5,8,25,12,6,1

Black Widow [Flamingo]

PReee

15,12,15,18,10

Baek's Special

LEPeed

15,12,15,18,15,15

Baek’s Rush [Flomingo]

S

7,10,15,25

Boek’s Rush Low

SRl

10,10,15,15

Killing Blade

s

30

Albatross

While rising, & 5%

13,16,10

| Triple Kick Combo

Whiile rising, &<

13,16,15,15

1 Double High fo Low Kick

While rising, &%

12,10,10

1 Himinator

While rising, &40

12,15,15,10

AN

25,16

BNp e

25,8

Hopping Double Kick
Hopping Kick to Low Kick
Rocket Lifter

NP L B

258,25

Rocket Shooter

SNL N

25
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CHRARACTER PROFILES/MOUES
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NAME DAMAGE

One Two Butterfly Kicks
One Two Butterfly Needle
One Two Butterfly Blade
One Two Black Widow
One Two Silver Mantis

AR
During enemy’s punch, <<

MOVES FROM FLAMINGO STANCE

NAME COMMAND DRAMAGE HIT LEUEL |

Jamingo Movement Move During Flamingo
= T
e om0

lamingo Pick Ermaaaaa

lamingo to High Low Kick

Flamingo Eliminator
Faningo o

THROWS

NEME COMMAND  POSITION DRMAGE  ESCARE

Hammerhead Throw
Blue Shark Clow
Snake Revenge
: '

Starfish Throw

Reverse Throw Back toward enem
Swordfish Throw _
Roll and Choke

S

STRINGS COMBOS |

Command o dp B P P P B P de P | Command

Guard Point Guard Point
Level
Damage

=3

ii

4

]

L

iiiiii

o
&0

- o
o = % &0
o0 =

[Rocket Shooter | =
oabsl . |
lowez.. |
ko3~ |

SPECIAL TERAM UPS

CHRRACTER NRAME COMMAND  POSITION bﬁmFlEE ESCAPE

e e N KT
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Nationality: American
Fighting Style: Kick Boxing

,a-f!'

=

S or Purple shoris
with red flames

STRATEGY

Every fighting tournament needs a good! boxer, and Bruce comes to
this fight swinging. Power, speed, and a super juggling move make him
a tough act to beat. He's got a lot of useful moves with plenty of
varigtions. Mix and match his moves and go on the offensive to strike
fear in your opponents.

Bruce’s name in red letters

e
i, 4,

Bruce’s One Two Low Kick (<<% & <) is a good move to use when you're on the aitack.

Bruce is a great offensive player. He has the speed and the strength to
attack with alot of force. Keep the pressure on your opponent. Bruce's
One Two attacks are great moves to knock down your opponent's
health. Use his One Two High Kick (<= <€) to press the attack high,
or use his One Two Low Kick (4 & <) to move from high to low. By
switching your attacks you can confuse and frustrate your opponents.
Throw in the One Two Low High Kick (€e<d <) to add something
more powerful at the end of your low attack.

When playing as Bruce, be sure to juggle. He has some good juggle
starters that leave your enemies in the air and at your mercy. Try his
Bruce Special (<% £), where your opponent leaves the ground
after the third hit. Not only does it lift your enemy into the air, but it's a
powerful aftack as well. Bruce's Double Elbow (21<%) and Knee
Launcher (&= <) also work great to start your juggles.

After your enemy is helpless inithe air, Bruce has a lot of great combos
to continue the attack. One of his best moves—and one you should get
to know really well—is his Triple Knee Combo (¢=Es<<%). Once the juggle
starts, unleash your knees ta send your enemy flying aeross the screen.
This move is very easy and you'll be happy with the damage it does. You
can also use his Triple Elbow Rush (<<% after your enemy is in the
air; followv it with the Triple Knee Combo for even more demage.

2UCE
» IRUI
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Bruce’s Triple Knee Combo (<G <> <) is o must for anyone who fights as Bruce. The
move is fust, damaging, and great during juggles.

Be sure to use some of Bruce’s great Sidestep moves when you're on
the attack. They're great for confusing your opponents. You can dodge
incoming attacks and deliver a powerful retaliation. Bruce’'s Drop
Elbow (during Sidestep, <) is a nice fast attack that packs some
damage. After the initial hit you can add on a few more attacks for even
mare damage. The Double Mid Kick (during Sidestep, £»<) is another
powerful Sidestep move and will keep you at a distance if your
opponent blocks your attack.

Bruce packs a lot of power in his punches and kicks. Press your attack
and you'll see your opponent crumple to the ground in no time.

=T

Use Bruce’s Drop Elbow (during Sidestep, <) to punish your unsuspecting opponents.

e —
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CHARACTER PROFILES/MOUES

Prrhimasames.com

FIGHTING RGRINST BRLUCE

= Bruce can only perform a Reversal if he is punched during his Cross Straight (> + ). This leaves you free
to attack without worry of being reversed.

= Guard against Bruce’s juggle starters. If he gets you in the air yow’ll land with a lot less health.
= Watch out for Bruce’s Triple Knee Combo. It'll bring Bruce to you in a hurry and do some damage in the process.
— Don’t waste time trying to reverse his elbow and knee attacks: You can’t reverse them, so just try to block them.

,i WEAHNESSES

Great speed and power Can only reverse during a Cross Straight
Super combo moves Few low-hifting attacks
Good reach and distance-closing moves Limited throws

Effective Sidestep moves

s

SIDE STER ELB0OW

COmMMmMAND ()

= =' :."" gy - ¥ e f
LES SULICE TORNADD UPPER

4 (o Bl o)
commAND: ) %° 9P

LEGE BA=00HA

& O,
COmmAND: 0 =P S




DoUBLE MDD HICH =. 18,22 TRIPLE SPIN HICH .18,14,20
During Sidestep, i : . mm = 00. 000 OO. L=LJ=L.hmh
commanD. e e COMMAND: < %° %°
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BRUCE SPE I ==:18,11,15,13,7,13

i
i
|

O & O o 0. O
‘ COMMAND: %° P %0 G Og0 @
|
|

-OMPLETE MOUES LIST
~ SPECIAL ARTS

NAME CoOmMmAND DAMAGE HIT LEUEL
' Sledge Hommer ® 28 m
. Qwick Spin Kick P 18,22 mh
| Side Step Elhow S 25 m
Sack Hond Blow S 21 h
| Sway High Kick [ 25 h
Wi Kick s 18 m
Front Kick o 18 h u
Seomping Knee Feint S 18,17 hm m
Ssemping Straight Feint S 18,12 Bh
Tilling Blow e 60 ! :
 Leg Slicer bk 12 L
 Li=g Slice Tornudo Upper = 32 m n
- Dusble Elbow [~Tag] e B[-T] 13,10 mm < Juggle |
Side Low Side High Lo 8,10 Ih m
Comss Straight ki 18 h
_=9 Bazooka S 30 h b
“ush Kick EFY) 25 m m
%l Tornodo S 18 L
‘wee Launcher [~Tag] GABL-T] 29 m iggle c
“rag Hhow During Sidestep, 18 m InsseaE
Tewle Mid Kick During Sidestep, £+ | 18,22 mm z
ke Mid Left Hook During Sidestep, &% | 18,18 mh
e Tavo Mid Kick e 10,1218 hm




" NAME cCOommAND DAMARGE HIT LEUEL

W | One Two High Kick SHDd 10,12,26 hhh

a One Two Low Kick PO 10,1210 hhl

E One Two Low High Kick Shddp 10,12,10,25 hhih

| Northern Lights Combinati S 10,12,20 hhm

ﬁ Southern Cross Combinafi Fhe 6,20,17 hhm
Triple Elbow Rush S obdbeb 7,10,21 hhm

f Triple Spin Kick Do 18,14,20 hmh

O | Triple Knee Comho e 17,15,27 mmm

I | Double Knee to Low Kick Pl 17,15,12 mml

L | Bruce Rush ees 10,12,12,15 bhmm

FU Bruce Special [~Tag] PSS [-T] 18,11,15,14 mmmh Juggle and tag only work uffer the third it.
Backflip SENG == -

E Leg Buzooka Feint = 20 h

L | Tornado Upper While crouching, ©&nep | 27 ]

id Sniper Slash DD p 30 m

5'[: Supercharger <> = =

u

THROWS

NARME COmMmMAND POSITION DAMAGE ESCAPE

Face Crushing Knee [~Tag]l | <[~T] Front 25 &

Front Knee Kick & Front 30 &

Head Break Throw % (or %) Enemy’s left 40 < &
Face Break Throw % [or &) Enemy’s right 14,26 & "
Reverse Neck Throw - & (or ) Back 50 None

Reverse Throw % (or &) Back toward enemy | 30 € (or &%)

Right Knee Kick OND N Front 20 & =

Neck Throw =Pdd o 35 &%

Left Side Knee =% (or Sook)| — 15 &b

Right Side Knee Kick =p ool — 25 P or & < Depending if you used % or & For the Left Side Knce. |
Flying Knee Kick =P | — 40 None

COMBOS

NAME COmMmMAND DAMAGE

Uppercut 10

Combo 1 14,11,9

Cormho 2 10,6,6 S
Combo 3 13,8 -

Combo 4 10,6,6
Knee Launcher 29 =
Combo 1 13,7,13

Combo 2 10,6

Combo 3 14,6 =

Bruce Special 18,11,15,14 The fourth move is niot used in the combos.
Combo 1 13,7,13 5

Combo 2 14,7,10

L — e . Se— )

T EALARIE T



Nationality: American
] Fighting Style: Kick Boxing

e % Vest and blue army
i fatigues fatigues

STRATECY mm

Unleash the Fury. Bryan Fury. This guy is a powerhouse. If you want a
character with incredible power and the speed to use it, then choose
Bryan. The variety of his moves keeps your opponents guessing: He
can start from a crouch, while rising, or from a Sidestep. And with his
long reach, your enemies will find it hard to hide from you.

< Vest and gray army <% Black shirt and

The Mid Kick to Rush (<€ %) is similar to a lot of Bryan's moves. Mix up your
attacks to confuse your enemies.

Bryan's ability to string a lot of his kicks and punches together is great.
Iy Bryan's Mid Kick to Rush (<« %), which hits at medium range,
and then switch to the Bruce Special (% S+ <$) which follows the
safme pattern but ends up hitting low. A lot of Bryan's attacks follow a
very similar pattern. Learn all of his punch and kick moves so you can
add them to your attack. Don't follow the same pattern or your enemy
will get wise to you and reverse your punches and kicks. If you mix up
your moves, youlll keep your oppenent guessing.

lake advantage of the varlety of Bivan's moves—incorporate his
Sidestep moves into your attack. They're powerful and can catch your
opponents off guard. The Headhunter (during Sidestep, ) or Shell
Shock (during Sidestep, #) are great Sidestep moves and do a ot of
damage. Alsa try Cheap Trick (during Sidestep, <), which is also
powerful and will strike fear in the hearts of your enemies.

Primagsames.com

< Fancy snoke pants
shaved head

Biyan also has some great moves you can do when you're coming out
of a crouch. Try a Right Upper (while rising, ) to hack off a big chunk
of health. You can also add the Fisherman's Slam (%) during the
Right Upper for extra damage and to start a juggle. Another good
move to use when coming out of a crouch is the Rising Kick (while
rising, %¢)—it hits hard and has a long range.

Al ¥ = « |

Bryan might laugh when you use the Fisherman’s Slam (=> <%} during the Right Upper, but

your opponent won't. t's a powerful move to use when you're coming out of a crouch.
Bryan has great range on many of his attacks. His legs seem to stretch
across the screen when he’s kicking at his opponents. Try chipping
away at your enemy’s health with your left () and right (<) kicks.
The long range of these hits gives you a larger safety zone between
you and your enemy: If your hit is blocked, you wan't be standing
helplessly in front of him or her.

Don’'t forget about Bryan's
defensive abilities. He might have
been made for offense but he still
has a couple of good defensive
moves too. Become very familiar
with his Parry (¢, during an
enemy’s punch) and Low Parry
(2% or z<s). These moves can
be: lifesavers if your opponent
comes in too close. Let the
enemy come in, Parry the attack,
and then pound him or her into
the ground.

Look af the range of this kick (). Your
eneitty can’t hide from you for long.

S3MNOW/SSTIZoHd E310uuuHD W
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CHARACTER PROFILES/MOUES

M Bt N

Primasames. com

FIGHTING AGAINST BRYAN

= Avoid getting hit if you can. Bryan’s moves are extremely powerful. Block his attacks or reverse them if
you can. 2

' = Beware of his long range. You might think you're at a safe distance right before you take a kick to the head

= Be careful of Bryan’s Parry and Low Parry when you’re attacking. You don’t want your attack brushed
aside, leaving you open for attack.

= Bryan can string a lot of his punches and kicks together. They can be difficult to block when the hit levels

keep changing.
% WEAHNESSES

Move execution times are a little slow

STRENGTHS

Tremendous power

Great combo ability Fewer low attacks

Has defensive capabilities No Reversal

Has a very long reach

= R G ' e, ! S

HAMMER DRILER CHOPPRING SLB0LW
..
CommAND: *%°

L e
SWARAY AND SmEsH

FL.YING HNEE HICH DAMAGEE: 25
/2 (@)
e

D 2 2
commanp: 1B ENd
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CHRINS OF MISERY Front
) . 10,8,27
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COMPLETE MOUES LIST s

n

w

4 SPECIAL ARTS

E NAME COmMmMAND DAMAGE HIT LEUEL

“ml Hammer Driver b 21 m

J | Ouick Spin Kick P 18,16 mh

IL One Two Low Kick P 6,813 hhl

E Chopping Elbow [~Tag] el 2 m |

o Knee Break & 17 m
Backspin Middle Kick S 22 m

ﬁ Side Step Elbow e 26 h

F | Stomach Blow 2 18 m

U | Low Kick e 9 L

% Thin Low Kick ) 15 I

[ | Wolf's Tail e 23 m

I | Snoke Edge s 17 L Juggle|

U | Left Body Blow s 10 m
Right Body Blow sk 18 m
One Two Body Blow sebd 10,16 mm
Rolling Driver A 25 m
Orhital Heel Kick S 22 m
Meteor Smash Goee 60 1
Gravity Blow e 21 !
Front Kick G 20 h
Front Kick to Knee i 20,12 hm
Front Kick to Punch P 20,12 hh
Triple Spin Kick Shba 18,14,18 himh
Mach Breaker i 30 h
Slash Kick D 33 m
Much Kick D3 32 h
Flying Knee Kick Sed 25 h
Hendhunter During Sidestep, % 33 h
Shell Shock During Sidestep, & 26 h
Cheap Trick During Sidestep, <> | 28 m
Light Back Knuckle P 16 h
Double Back Knuckle S 16,17 hh
Hands of Doom ) 16,17,21 hhh
Wolf Call G 16,23 hm
Wolf Bite Gdpepde 16,17,18 hhim
Vulcan Cannon Mepebabdh 10,15,12,11 matmm
Jab to Double Spin Kick S 6,15,17 hhm
Running Blind spedp 6,15,17,16 hhmh
Mid Kick to Rush PdHP 18,11,10,14 mmmm
Bruce Special D 18,11,10,12 mmml
Rush to Low Kick b 6,8,11,12 hhml
Bruce Rush D ddpd 8,811,14 hhimm
High Kick to Rush SPdHd 20,12,11,14 himm
Run for Cover G 20,12,11,12 hhml
Whipping Fury S 6,15,21,23 hhhm
Cremation o fechab e 6,15,21,17,18 hhhhm
Lair’s Dance SHddd 6,15,21,17,21 hikhhh
Sway [~Tag] bz &[~T] — —
Swaoy and Smash DB END 21 h
Left Upper While rising, <[~T] 18 m
Right Upper While rising, & 18 m
Fisherman’s Slom =3P 21 -
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NAME cCommAND DRMAGE HIT LEUEL

High Knee Kick While rising, 5 22 m

Double High Knee Kick While rising, < 22,16 mm
Short Upper While rising, < 12 m

Rising Kick While rising, £ 28 h

Snake Slush SD5P 30 mm
Taunt - = —
Supercharger <> -— i
Parrying During enemy’s punch, &< | — =
Low Parry 2 {or 2d) -_ —

THROWS

COMMAND

Gravity Brain Buster 2 Front 30 &

Front Neck Full Swing el Front 30 &

Gravity Blow 2 (or &) Enemy’s left 40 ®

Knee Blast % (or <) Enemy's right 40 &

Neck Throw [~Tag] 2[~T] (or <»[~T1) | Back 60 None

Reverse Throw > (or ) Back toward enemy | 30 & (or %)

Chains of Misery $aad N Front 10,8,27 &
coMBQOS

NAME COMMAND DAMAGE

Double Back Knuckle S 16,17

Combo 1 = PP 10,6,6

Combo 2 =G 48

Combo 3 ) 14,9,8

Chopping Elbow & 22

Combo 1 =5HP 498

Combo 2 =dpdpd 49,9

Orhital Heel Kick e 22

Combo 1 =4 HpPud 14,98

Combo 2 =P &P 99,6

STRINGS COMBOS

Command
Guard Point
Level
Damage

SPECIAL TEAM UPS

CHARACTER NAME i COmMMAND DAMRGE ESCare

I Alex/Roger !

Left Upper

| while rising, -1 | 18

! None I

S3INOW/S3INIZ0Ed 93 1L.0-58HEHD
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CHARACTER PROFILES/MOUSS

Nationality: Unknown

"~

% or < Blue Devil

Devil and Angel represent the timeless battle between Good and Evil,
Their moves are identical both in form and execution. The only two
minor differences between them are height (Devil is taller than Angel),
and the fact that Devil does not possess the Netsu power-up
(temporary increase in attack strength when partner is attacked a
number of times). So take your pick, do you feel naughty or nice today?

% or & Purple Devil

Devil's move list is the shortest of all the characters in this game. If you
are familiar with any of the Mishima-styled fighters {Jin, Kazuya,
Heihachi) you already know most of Devil's moves.

: ‘ =

As with the Mishimas, Devil’s most dangerous Weapons are the moves following the
Crouch Dash (/N ),

With such a limited number of moves, plan
your attacks carefully. Use Devil's Crouch
Dash (@N&N) to open up attack
Opportunities. The several moves that
follow it vary in hit range and speed. Use
N for a mid-hitting right kick or <s< for
a couple of low-hitfing Spinning Demons.
Mix up these two moves enough and
you'll connect every time.

i you don't mind being called “cheap”

Fighting Style: Advanced Mishima Karate

" DEVIL AND
ANGEL

=

F&= Angel

As with any character, and especially one with a short moves list, take
full advantage of Devil's juggling moves. The Rising Uppercut is a
quick juggle starter while the Devil Twister (during Sidestep, ) is a
more tamaging and impressive one. The Devil Twister has the added
benefits of being a Sidestep move, allowing you to dodge some
attacks while executing.

vil's Inferno (+%°) misses Xiaoyw and Roger hecause they’re too short.

by yeur friends, you'll love Devil's four
laser beam atiacks. The laser that comes
out of Devil's forehead reaches clear
across the arena. The Inferno (%)
shoots a beam straight across at eye
level. This is the one time that the height
difference between Deviland Angel can
come into play. Angel is short enough
that she can hit any other standing
characters unless they duck or Sidestep.
Devil, on the other hand, will miss Ling
Xiaoyu, Roger, and Alex with the same
beam because he's taller than them

Like to frustrate your opponents? Use
the Devil Blaster (<5*) or the Reverse
Devil Blaster (e <¢).

The Arr Inferno (4 %) shoots the laser beam at an angle upward. This
is really only useful in combos unless you're up against a jumpy
opponent. The most damaging of the laser Attacks are the Devil Blaster
(=) and the Reverse Devil Blaster (€»<+). These two lift youl into the air
and shoot & beam down at an angle, while taking you out of harm's

~ way. Be careful with these because your opponent can run underneath

the laser and behind you, setting up for a very damaging back throw.

Devil s definitely a challenging character to play. If you are familiar with
any of the Mishima-styled fighters, you can easily pick up Devil for a
change of pace.
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CFIGHTING AGRINST DEUIL OR ANGEL mmmmm——

- Watch out for the laser attacks. Be ready to duck the Inferno. If Devil launches into the air; run
underneath him and get ready for a back throw as he lands.

— If you see a Crouch Dash coming, use a quick low jab or low kick to stop it before it goes too far.

- Devil Twister can be deadly. Watch for the Sidestep that leads into it. It’s best to just block it unless you've

already begun an attack.
§ ¥ wERHNESSES

Fewest moves in Tekken Tag

STRENGTHS

Good power

Unmatched range with unblockable laser Certain disadvantages fo teaming up
attacks . Devil [not Angel) with Kazuya

Strong juggle é!grten

DELNL. FIST - REE SPRINMNING DEMON

COmMmMAND: = 4

e O o o
WP epcoop

:=:30,16,16

COMMRMND; During Sidesten,ogo ¥
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COMPLETE MOUVES LIST

n
w
2 SPECIAL ARTS
5 NAME cCommAND DAMAGE HIT LEUEL
W | one Two Punch P 5,10 hh : ;
< | Demon Slayer e 5,10,18 hhh i
% Demon Backhand Spin oo 1221 fth i
L | Flash Punch Combo P 58,18 hhh l ; ¥ k
0L ] Axe Kick D 27 m
i | inferno < 40 i
W |§ Air Inferno P 20 !
F | Devil Bluster % 50 1
E Reverse Devil Bluster G 50 !
o Twin Pistons [~Tag] spdb[~T] 8,15 mm il
T Rising Sun Aede 25,15 hi | &
L I Demon Scissors P 25 M |
U [oevit Twister [~Tag] During Sidestep, [~T1| 30 m |

Devil Fist S 30 m

Left Splits Kick Sy 23 m

Crouch Dash SNSw — —

Rising Uppercut [~Tag] =2[-T] 25 Sm

Spinning Demon =fece 159 L

Dragon Uppercut =% 24 m

Dragon Uppercut to Middle Kick =P 20 m

Dragon Uppercut to Spinning Low Kick = 12 L

Heaven’s Door =2 24,15 m! Only works if Dragon Uppercut conneds.

Tsunami Kick While Rising, 5o 13,18 mm

Leaping Side Kick DD 30 m

Supercharger L — =

THROWS

NAME COMMAND POSITION DAMRGE ESCAPE

Double Sweep < Front 30 <

Hip Throw el Front 28 &

Steel Petal Drop 2 (or &) Enemy’s left 40 i

Skull Smash & (or &) Enemy’s right 10 &

Atomic Drop < (or &) Back 60 None

Reverse Throw % (or ) Back toward enemy | 30 (28) & ()

Stonchead : D3 Front 33 i

STRINGS COMBOS

Command DN o B D B B B S :
Guard Point * * CUMBDS
= b h ke L W neme COmMAND DRMAGE
Damage 7 8| 6 7N FhE TS B5E 5 g @0 r— e =
Combo 1 o 16
Combo 2 = 2%
Combo 3 b b 45,9
Devil Twister During Sidestep, & 30
Combo 1 =P 16,15
Comho 2 =% P 4,59
Combo 3 —fep 20
Combo 4 — 2%

N

TN T




Fighting Style: Capoeira

€0DY
CORDO
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CHRARACTER FF!I:!FIL.ES/H‘IDUEE

mr*smaﬂamr&es.cmm

; WEAHNESSES

Large moves list ' Kick combinnliois are slow
AHacks are easy to string, ¢ausing bhig damage No Reversal
Low altack comhos are hard to block Few high attacks

Unoﬂhcdoxmwementsmd(ehimlmrdhpndid

MOUVES

e LR

MIFRFAGeE DEMSES. 20 EFT'I‘ELLJTE MO ma:‘uﬂ_jwmz-a e
2, =LIEL.: m o) E i%5: 16,28
L commanD. Y5 R N W  CommAND. '~°.0 00. . _ELUSL. mm

THOMNG Bi-ina E!USHWHC:HEEM
. i : 12,25
commanD. 14 9o o T

=:15,12,25,20
.: hmMM

COmMMAND.: \F'O'O '°°

From Handaland,

, COMMAND. = 8% J oo

7 z:zuFrNAIMEN’f" =

A R SIS e ST
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I:CI[TIMHND During Rewinder, . oN O © O

“OMPLETE MOUES LIST

SPECIAL ARTS

commAND

HARMNDSL.APS MIRAGE COoOmB0o 1

mg—»maﬁamaq ::mm

ez Two Elhows

S

Lsfixiant & 17
e Th &P 10
* zeadh Ade 28
Nseecap Crusher S9cfe 12
“how Uppercwt udp 15
Wirnge [~Tag] p[~T] 20
B ] AP 21
lack Handspring %> 18
it Picker ZGe 40,40
: g EEY 30
d Kick DR 15
i Miroge e 15
wnd Mirage Relaxed =4 -
) PR 21
- =lizz Moon S 16
«lizz Moon Roundh o 16,28
sy Bilkimi Bushwhacker B 12,25
w Wikini Hot Plate Special 2PN 12,13
Wi Mars Attack Flip Gfpdee 15,12,25,20 hmMM
v Zster Combo Do 8,10,12 hhm A
i While rising, 15 m =
—mar While rising, & 25 h . -
= = Sndstond While crouching, ¢ — = :
© teede While crouching, < 20 m
| While crouching, <2< | 30 m
While crouching, % | 15 m
Virs e 15 h
V= Infimite Upside Down Kick =& - -
Gen P 10,10 1L e
1k o Handstand Phe 10,10 LL <[ Ends in Hondstand,
aik t Side Flop Pl 10,10,12,7 LLE 4
S 20 m -
=l m

She
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CHRARACTER PROFILES/MOLIES a

MOUES FROM REWINDER STANCE « (OR @»3

NAME cCommAND DAMAGE HIT LELEL
Dos Sole S 12,25 Il
Cruncher & 18 ]
Banda s 17 L
Jumping Jacks P 25
Jumping Jacks Relaxed =¥ — —_
Jumping Jacks Mirage SR 25,25 ml
Jumping Jucks Evil Stinger Ppb 25,15 ml
Ho? Plute Special i 15 m
Hot Plate Special to Handstand =€ — —
Face Kick Bop 50 h
Twister i I L
Twister to Handstand =¢ — —
Twister Front Stinger B 12,20 LM
Twister Sweep to Handstand Se 12 I
Twister Sweep NG 12,25 I
Handslap & 12,15 hh
Handslaps Island Mirage SN 12,15,13 hhm
Hundslaps Mirage[~Tng] SP-1] 12,20 hm
Wheel Kicks & 6,6 him
Wheel Kicks to Crouch =3 — —_
Wheel Kicks Suo Paulo Special PR 6,6,20,14,20 hmMMh

NAME

commAND

MOVES FROM HANDSTAND STANCE -

DAMAGE

HIT LELEL

Handstand Walking

=

Handstand Cancel

Somersault to Standing

Armadillo

Perch

Helicopter

&€&

=i =ny
ol sl e ,/4;_“_L_
paclld

2 9

Brraimasames.com
NAME COmMMAND DRAMARGE HIT LEUEL
Samba Slippery Kick Defecl 20,10,13 mlL
Thong Bikini fo Low Kick 1 Epde 12,15 LL
Thong Bikini to Circle Kick Z PN 12,15 Lh
Thong Bikini to Low Kick 2 2 o cfe e 12,1515 LI
Thong Bikini fo Crying Needle Zpdd 12,15,20 LLm
Leg Whip Mars Attack G 15 h
Leg Whip Thong Bikini Hot Plate Special Shdd 15,12,25 him
Firekick ng 20 m
Firekick to Relaxed Position =& — — <I Ends in Relaxed, |
| Lunging Brush Fire i 4 30 m
| Lunging Brush Fire to Handstand =« — — |
Lunging Brush Fire to Relox =4 — = |
Front Stinger While crouching, < 12 m |
Front Stinger to Hundstand =€ — —_ < Ends in Hundstond.
Front Stinger to Relax =4 — - < Fnds i Rolaed. |
Buck Summy S - — L
Back Summy Crouch =4 — — *
Back Summy to Fire Kick =% 20 L
Back Summy to Scoot Kick =g 35 h
Combo Jilar oD 6,15 hh =
Supercharger - — —

.

hit. Juggle.
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NAME COoOmMmMAND DAMAGE HIT LELEL _
| Helicopter fo Slippery Kick S 12,12,10,13 mhil E‘
'im:pery Kick oo 10,13 1L %
' Slippery Kick to Handstand =€ — — << Ends [ Hondstand. | Gl
| Scaot Kick % 15 L e n
! Hot Plate Special S 20 m 57 % -
! Hot Plate Speciol to Hundstand —c = = < Fudls i Handstand. | %
LS $e 25 m :
| Flop Right & 10 m i)
| Flop Left 0 10 - Lo
| Girews B 10,12 ml T
! Carnival S 10,12,25 mil r
| Super Carnival | eebe 10,12 ml 1]
| Galypso B 10,15,25 mim n
| Straight Flop G (or k) 10 m 3
| Tilt Twist Sweep =4 = — u]}
| Handstand Tilt Away & = i ﬁ
 Handstand Tilt Near & - - T ]
Drop Hick G for &) for ) | 25 | &
STRINGS cOMBOS cCOMBAOS =
P e B e R | NAME 3 ___COMMAND DAMAGE
Mirage S 20
hmmmb m Combo 1 =u-y 16
B e il Comho 2 G 86
| Combo 3 =P 9,12
Hondslaps Mirage During Rewinder, <»N%> 12,20
Combo 1 = 20
Combo 2 =cfe 12

MBUES FRDM THE RELFIXEI:I Pl:ls'lf ON
(CAN BE DONE FROM MOUES THAT END IN RELAXED PDSlTII:lN]

HITLEUSL & 0y

. Maee Slicer s 12 m E
. Low Header : < 20 m

Low Frant Stinger % 25 m
| Low Front Stinger Cancel : B 15 m
| lsee Slicer Low Front Stinger ol 10,25 mh

ipanemn Wings B 12 L
. lpmmemn Wings to Slippery Kick Pl 12,10,13 Ul
 Misuge [~Tog] P[] 20 M < Juggle

%5 Delight Knee Slicer PN 7,28 ]

THROWS

o Deal < Front 30

m
=
o
<
0
=
R
o
=

i
T Spedial o | Front 30 &
Wissile Louncher [~Tag] % (or £)[~T] Enemy’s left 40 L
Shadow Dancer % (or &) Enemy’s right 42 & !
Lr Mail % (or ) Back 60 None ; y A
Rewerse Throw % (or &) Back toward enemy | 30 % (or &) . ” &
Tadeo Spin G duad Front 55 > :
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CHRARACTER PROFILES/MOUES

Brrimasosames.com
" aa =rmee-

Nationality: Japanese
/| Fighting Style: Sumo

STRATECY =

Sumo wrestler Ganryu Runway features decent speed combined with
hard-hitting power. As if his sheer size and power weren't enough,
Ganryu has @ variety of punch combos that can penetrate the
toughest defenses. Though he isn't as quick as some of the smaller
characters, he has enough speed to deliver knockout blows and
piereing punch combinations.

The key to playing a large
character such as Ganryu is
patience. Ganryu has decent
speed when he needs it, but he
will not beat a smaller character
to the punch. Learn to wait your
i and watch for an enemy’s |
break in attacks. Start your attack
with a fast punch such as 2 or
the Pedal Press (&%), then follow
with a strong punch combo such
as the Sumo Hammer (s2).
The beauty of the Pedal Press is that it will knock back your opponent
whether he is blacking or not. Ganryu has a slow recovery time, so
time your attacks to avoid getting swept away in an enemy combo.

Disrupt an attack with o quick :
punch (14%),

Ganryu has an ineredible low to mid fighting game. Crouching often will
limit your enemy’s attack zone and create a larger window for you to
get in a hit to start a powerful combo, The Hammer Rush Low (while
crouching, <e:e4%) is a good combination that switches from

o Blus mawashi % or % Purple mawoshi = Black robe
(belt) !be’:l

CANRVYU
RUNWAY:

low, to mid, to low. Combinations such as these are hard to defend
against because of the constant changes in blocking levels. This is your
chance to break your enemy’s guard. Sneak in a hit or two, then use
one of Ganryu's more powerful low attacks such as the Rising Double
Pelm (while crouching, <) ar smack your epponent into the air with a
Salt Upper (&<%).

Your enemy may come to expect your low attacks, so throw in a more
powerful high attack for surprise. A Double Hammer (5 <%) will also
do the trick if you catch your enemy crouching. This attack knocks
down an enemy from above, letting you attack while he or she lies on
the ground. As a slower character, you have to take your opportunities
whenever you can, so take advantage of every situation in which your
enemy is lying on the ground. The Stimo Sguash (#4) is an easy way
1o knock away at a defenseless opponent.

B

Use the Parry (during enemy’s punch, << or <) to deflect an enemy attuck.
Ganryu's kicks are powerful, but they take time to pull off. Avoid using
them in close quarters, as they are better Used to stop a fushing enemy
from a safe distance: Ganryu's Sidestep is another tactical defensive move
due to its long stride, creating & large window for a counter Another way
to evadle an attack is Ganryu's high-mid Parry (during enemy punch, &«
or &), which puts you behind the enemy, letting you hammer away at
his backside. The Pedal Press is a quick, easy way to get yourself out of a
bind as well as the enemy-tripping Kick and Pul (9).

Ganryu is a large, powerful character who still has decent speed. His
ability to mix up his hit levels in his punch combos make him a blocking
nightmare. With a little patience, Ganryu can take down anyone in his
way to becoming the 7ekken master.

.. PRIMR’S OFFICIAL STRATEGY CUIDE



FIGHTING AGARINST GRANRYU

- Ganryu has a slow recovery time between moves. Block through his combos then attack. Use low combos

to keep him grounded.

= Use fast jabs and kicks to disrupt his slower attacks.

Prrimasames. . cam 45

- Sidestep to dodge his Kabuki Palm (infinite punches), then counterattack.

STRENGTHS

Decent speed for a large character

% WEAHNESSES

Slow recovery between moves

Powerful hits

Few kicks

Multi-level-hit combos

Limited number of moves

Good low attacks

THUNDER PALM OAMAES: 12

()
commAND: = G2

SALT UPPER COmMB0 =
commanD. & 9o 8o o M WP

No Reversal

FALLING HARMmmER

COMMEND: puring sidestap, 95

AMAGEE: 15,12,6,78

SINMoW/SINI=E0EHd 53 L00E0HD

AHMNNY NAANHD



CHARACTER PROFILES./MOUES

Y
o

Prrimagsames.com

IPLETE ?@g QUES

SPECIAL FIETS

30,12,7

NAME CommAND DAMAGE HIT LeueL
Sumo Hommer Sepad 18,15,18 hhm
Overhead Smash < 21 m
Double Hammer G 21,17 mm
Stomp i 50 M
Kick and Pull e 17 L
Sumo Rush Dep 28 m
Salt Upper [~Tag] SHLT 15 m ﬂwu
Palm Elbow >He 14,12 hm
Sumo Tuckle & 90 !
Tackle Fake Upper =5 12 m
Pedul Press &% (or during Sidestep, ) 22 m
Sit % = =
Sit Thrust = 27 ]
Sit Sweep = 18 L
| Splits =4 — -
Sumo Squash A 26 m
Sumo Squash to Sif Thrust =5 27 m
Sumo Squash to Sit Sweep =dp 18 L
Sumo Squash to Splits =4 - -
Spring Hi Punch While lying dowm, 4 <% 12 m
| Spring H Punch to Sit Sweep =% 18 L
Spring Hammer Punch to Splits =4 — —
Thunder Palm s 12 L Juggle
Thunder Clap Sidbpahed 15,10,10,8 mhhh
Kabuki Palm SHHSP 15,15,10,10 mill €L ety ]
Sumo Juggle b 12,10,8,5,5,5,5,5 hlihhhhhh
| Open Palm Combo i R 12,10,8,5,5,5,5,5 hhhhhhhh
Double Step in Palm P 17 m
Rising Double Palm While crouching, <% 2 L
Hommer Rush High While crouching, << &5 10,8,12,12,12 LLmmh
Hammer Rush Mid While crouching, <55 ue 10,8,12,12,15 LLmmm
Hammer Rush Low While crouching, <« &4 10,8,12,12,8 Limml
Triple Uppercut While crouching, S« <%+ 912,12 mmm
Triple Uppercut Alternate While crouching, Mo 15,12,12 mmm
Windmill Rush While crouching, 4o 12,15,15,30 mmmh
Falling Hammer During Sidestep, < 30 h
Rising Hammer While rising, <% 2 m
Rising Double Hammer While rising, <+ 21,17 mm
Sumo Pop [~Tug] SEbuG[-T] 30 m Juggle
Strong Open Palm Srudud 40 m
Supercharger o = =
Twin Wall During enemy’s punch, <+ (or &s)| — - Parry




THROWS

NEmE COmMMAND POSITION DAMAGE ESCAPE
Bady Slam <Front 30 il
i Throw eFront 28 &
Sgper Stream Throw [~Tag] | < (or &)[-T] Enemy’s left 40 i
Crotch Throw [~Tag] & for &)[-T] Enemy’s right 40 &
Reverse Choke Slam % [or &) Back 10 None
Reverse Throw % [or <) Buck toward enemy | 30 (or 28) & [or &)
 Choke Slam S Front 35 L
 Overhead Toss i Front 30 &
Twin Wall During enemy’s punch, | Front == None
&ap (or &)
Pedal Press =% Back 22 None
Pedal Press Lo Back 22 None
cCOMBOS
NAME COmMMAND DAMAGE
Salt Upper e 15
Comho 1 = 20
Comho 2 =i 12,6,11
Combo 3 =udpPpudbud 12,6,7,8
Suttio Pop Eudud 30
Combo 1 =Ade 20
Combo 2 B 12,7

PrrOoimasames.com
: 47
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Primasames.com

e

Nationality: Unknown
Fighting Style: Power Fighting. Loaded guns on both arms
(currently out of order). ;

GUN

ody lack and yellow
wﬁm e ﬁqdywillrvﬂsslrfdie-

Gun Jack's moves list is short, 50 learn all his moves to avoid becoming
predictable. Gun Jack has an impressive low punch game, but don't
get too accustomed 1o it Although the low: punches are great for
 breaking your opponent's guard and juggling, your enemy will start to
 expect your crouching attacks if you do them too ofte

3 e Giant Foot Stomp (<G looks caol, but
2, makes Gun Jack o metal pifiata. |

ong reach and juggling ability to quickly rack up the

Gun Jack is @ strong and refiable character if you have the

! time your attacks: Though he doesn't have many moves,

s a lengthy reach with a lot of power and an abundance of

5. With all this, Gun Jack has the ability o prevail in any match.

Y FIGHTING AGRINST GUN JRCH

= Gun Jack has lag time between his punch combos, making him an easy target for a juggle.

= Watch out for his low attacks. They can be devastating if not blocked or stopped with a simple jab.

| = Many of Gun Jack’s powerful moves require a lot of time to set up, so hit him hefore you can see how
powerful they really are.

= Gun Jack has a hard time getting up. Punish him while he lies on his back and as he gets up.

e S R = .
L STRATECY GUIDE




- , ?
m{‘ STREMGTHS * WEeEAHMNESSES : g
Exiremely powerful Slow execution of and mo #: %
Long arm reach Limited number of moves %
Good low attacks ~ No Reversal ﬁ; :
Many throws Moves _o_l'len leave him open for a counter g
i B0, 1|
(8]
- 1
r
1]
; JR; 4 s : : j , i
DOUBL E HRMMER oEms 21,22 HIGH AND LOW CROoOSS CuUT m
— = & JAMAGEE: 15
o - g
—_— e 1 e b . 7 : —— A
"{% ¥
1"!\ ‘._. :
o = = @‘5-}_{ I s

DNE TWDO BLAST

10,25 |
 COMMAND: white crouching, 80 00 S S

I e

THUNDER SLAP

& ()
commAanND.: 2 9%°

WL g

MACHINE SUN BLAST SIMEAEE: 15,15,15,15,15,40

12 &% &% & & & & &l - liim
[4 80 80 90 0 80 G0

PiLeE DRILUER

y ()
COMMAND: e s

g,u:.?; 2 -L-_ﬂ; ; 1
Rl T
e - .
e - e &

DouUBL e AHE COoOmBo 1
@ [ ] ()
commanD: < e & o d o




PraimasamesSs.com

HILLING UPPERCUT COmBO = SRR
O,
COMMAND: white rising, 950 0 80 S0

CHARACTER PROFILES/MOLIES E

MPLETE MOUES LIST
SPECIAL ARTS

NAME COmmAND DAMAGE HIT LEUEL

Jack Hammer D 18,15,18

Jab Elbow Smash [~Tag] o P[-T] 12,15,20

Stomp Sfp 50

Giant Foot Stomp % 60

Double Hammer S 21,22

Piston Gun b 71,5,5,5,21

Piston Gun Assault &P 27

Cut Saw Db 17
| High and Low Cross Cut = 15

Cross Cut Blast =—ud 25

Sliding Attack Dep 25

Double Axe [~Tag] &ab[~T] 45

Sit b —

Sit Pancoke Press =% 35

Sit Punches Left =P 10,10,10,10

Sit Punches Right =Hhddg 10,10,10,10

Pancake Press Fice 26

Body Press S 25 (or 20)

Body Press Hammer After body press succeeds, = 10 -
Thunder Slap R 12 L

Get Up Punch While lying down, 4<% 12 m
Rushing Uppercut Left NS 10,15,10,15 mmmm Tuggle
Rushing Uppercut Right N 10,15,10,15 mmmm Juggle |
Machine Gun Blost Bepap b 15,15,15,15,1540 | llllim
Cossack Dance B 18,12,10,12,12,12 | LLLLLL
Take Down While crouching, <% 21 L

Low Cross Cut Saw While crouching, 5<% 21 I

One Two Blast While crouching, <<% 10,25 Lm
Hammer Rush Low While crouching, o2& 4 10,8,12,12,8 LLmml
Hammer Rush Mid While crouching, <<y 10,8,12,12,15 Limmm
Hammer Rush High While crouching, &% 10,8,12,12,12 LLmmh
Hammer Rush Low While crouching, s «b<% 4+ 15,12,8 mml




W s .

BRramasames . cCoamm 3115

NAME commAND DRMAGE HIT LELEL B !

Command
Guard Point

“THROWS

H Rush Mid While hing, Np by 15,12,15 mmm

Rush High While crouching, 3> &> < 15,12,12 mmh
H Rush Low While crouching, 34 10,8 ml
Hammer Rush Mid While crouching, ¥y 10,12 mm

Rush High While crouching, 3= 12,12 mh
Triple Uppercut While crouching, <<% 15,10,15 mmm
Windmill Punches While crouching, 1<% 12,15,15,30 mhmh
Mauchinegun Knuckle While crouching, 2 s+ < & 18,25,25,40 lllm
Dark Greeting Defe~od 101 !
Piston Gun Snipe During Sidestep <% 22 h
Killing Uppercut While rising < 20 m
Double Hommer Alt While rising <% < 21,17 mm
Debugger Fudud 25 L
Megaton Blast Grududp 33 m
Windup Punch GBbNDd 20 m
Windup Uppereut [~Tag] &z dudud-T] 22 m
Supercharger <> = —

STRINGS COMBOS
J 2 =3 O e

SINoOW/S3H0Hd HELOEHEHD

Double Axe e 45
Combo 1 =bPp e 8,10
Combo 2 =% 16
Killing Uppercut While rising, < 20
Combo 1 =5 13
Combo 2 =fpdde 87,5

SPECIAL

PECIAL TEAM UPS |

ESCAPE

il

| Jack 2

| Lift Up Stom

| &1

| 30

| =

NAME COMMAND ___ POSITION DAMAGE _ESCAPE

Body Slam L Front 30 i
Lift Up Slam Rl Front 30 &

' Side Left Bomb [~Tog] 3 (or #)[-T] Enemy’s left 40 i

| Hanging Neck Throw 2 (or %) Enemy’s right 40 &

| Spinal Crush i Buck 30,40 None

| Throw Awuy g Back 70 None

| Reverse Throw % (or &) Back toward enemy 30 % (or &)

| Body Smash ep Front 32 &
Face Slom S Front 35 &
Back Breaker Sued Front 45 &
Pyramid Driver Lupd Front 40 <
Volcano bkt Front 30 &

| Wolcano Blaster e Front 30 &
Ground Zero Ay Front 30 i
Lt Up Megaton Hit Apdudp Front 33 Black
#ide Driver Z3d Front 58 %
Gen Bornb Gop (or L) While enemy’s crouching| 40 &

AJdr NN3J
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CHRARACTER PROFILES/MOUES.

pr"im?sames.c:prﬁ

< Blue pants and
woaden sandals

< Brown pants and

STRATECY mums

Don't let this old man fool you. Heihachi is a true fighter with bath power and
speed, more so than a lot of his younger competitors. And with a lot of powerful
Juggle starters, he can keep his opponent in the air while he pounds him or her
senseless. Heihachi doesn't have a lot of moves, but he makes the most of the
ones he has. Mix up your attacks to keep your enemies guessing what you'l hit
them with next

Heihahi's Dragon Uppercut (-5 N<314%) is extremely powerful. Starting from o Crouch Dash, this
move sneaks up on an enemy and launches him or her info the air.

Heihachiis one powerful fighter. Take to the offense and punish your oppenents.
Use the Heavy Power Punch (&5 <) 1o cause a lot of damage and send your
enemy flying. Heihachi's Dark Thrust (while rising. <) is a powerful attack that
makes him dangerous from a crouch. For a powerful kick attack. try Hell Axle
(7). It does some good damage, leaving your enemies on the ground.

Heihachiis great at juggling his opponents. To pop your enemies into the air, try
his Rising Uppercut (-N<3<%). You'l sneak inta range with the Crouch Dash
and then be free to do your dirty workAnother easy way to boost your apponent
into the air is with Heihachi's Demon Uppercut (<), It doesn't really matter
how you do it. but get your enemy into the air. Once your apponent’s in the air
you can give him or her a full demonstration of Heihachi's power.

Nationality: Probably Japanese (denied by Japanese government) :
Fighting Style: Mishima fighting style, Karate

"HEIHACHI
AMISHIMA

<& Maroo, cu;i with
white fur trim

% Greenish blue coat
with white fur frim

Don't forget to attack low—this can be a weak spot for a lot of players, If you're
up against a player who forgets to block low, punish him or her with Heihachi's
Spinning Demon (NG udkEh<dd). Add the Tsunami Kick (N$+<%) to the end of
the move for even more damage. Another good mave is the Rising Sun (2 ).

You'll sweep high and then low. Don't use this move predictably and there's a

good chance you'll knock your enemy over.

Heihachi knows how to move. With the Crouch Dash (=:N<¥) in his arsenal,
Heihachi can sneak in for the attack. Your apponent won't even see it coming.
Add a % to the Crouch Dash to perform a Dragon Uppercut and hit medium.
Or add a < to perform a Jumping Low Kick and hit low. Mix these up with his
other Crouch Dash moves so your enemy won't know what's next. This will
prevent your attack from being blocked or reversed,

Need to get in a quick low kick? Try Heihachi’s Jumping Low Kick ("N <8 <) 1o
surprise your enemies.

Not only can Heihachi move in for the attack. but he can also escape easily. I
the action starts to heat up and you need to back away. try his Shadow Step
(&N4s). This is also a great move to harass your opponent. Crouch Dash in,
throw a few attacks, and then Shadow Step out. You'll hear sounds of frustration
coming from your opponent in no time. 3

FIGHTING AGRINST HEHRACHI

= Heihachi has a number of moves that can change hit levels in a hurry. Be prepared to block or break up the attack.
= He has a lot of power in that old frame. Try to reverse or block his attacks if you can.

= One of Heihachi’s strongest points is his ability to juggle. The juggle starters themselves will take a lot of
health from you, but the combos he hits you with will break you.

— Be aware of the distance separating you and Heihachi. He has the ability to sneak in close and sneak out
very quickly. He'll do a lot of damage if he catches you off guard. i

= Heihachi takes damage fairly easily, which means you don’t have to pull off really big
moves to defeat him. Block his attacks and chip away at his health.

.PRIMA'S OFFICIAL STRATEGY CUIDE
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STRENGTHS

Power and speed No Reversal
Nice low-hitting attacks Takes damage easily
Plenty of juggling moves Fewer number of moves

Can open or close distance between opponent

MOUES

SIAMNOWS3FH0HG H3 1L0-EEHHD

DEMDN BREATH

COMMAND: % B

=:15,13,10,7,10

Q. O O O O
WoeoeaeNcece

RISING UPPERCUT COMB0D. =

e O
OOO OO.

=: 25,11,15

& B o -
commanD: = N & Mo &

T
B
T
D
0
&
=
0
—
=4
D




CHARACTER PROFILES/MOUES

COMPLETE MOUES LIST »
SPECIAL ARTS

NAME CommAND DOAMAGE HIT LEUEL
Lol 58 hh
PP 58,18 hhh
S 58,15 hbh
Py 58,18 khm
@ 22 m
Dbl 25 m
i 27 m
G 22 m
G 25 | m
While enemy is down, << 25 L
s1ep3[-T] 8,21 mmn
L 15 | m
dP 15,26 mm
Afede 250r 15 horL
Adpe 17,17 mm
Lid 70 !
= 55 h
B 25 M
S>3 S[-T] 30 m
D3P 24 m
SuS 30 m
SNIN — — :

=S[-T] 25 Sm_ <

. PRIMRA'S OFFICIAL STRATEGY GUIDE

 8,21,17,7

=: 30,6,4,4
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NEME cCommAND DAMARGE HIT LEUEL

Dragon Uppercut =3 31 m g
Jemping Low Kick = 21 L I !
Spinning Demon =B 15,13,10 1L I |
Tsunami Kick =N 11,10 mm ﬁ :
Sginning Demon Uppercut =N 10 LLLm - |
Jomping Mid Kik SN 35 m 1] |

 Dark Thrust While rising, & 24 m b

 Tsunami Kick While rising, =5 12,18 mm i}

Demon Executioner Sl 5,8,22 hhm 1]

Fake Executioner D (or R PPE)| 58 hh % ]
Shadow Step SEND — = |'—“ ‘
Demon Massacre k) 6,21,25 hmm 1] ‘
Demon Lair S 6,21,30 hmm 1] 1
Leaping Side Kick L) 30 m 3 |
hager E = ~ B
Sapercharger - — - E

THROWS G

NEAME COMMAND POSITION DRMARGE ESCAPE

Meck Breaker & | Front 30 &

Jomping Powerbomb & Front 30 &

Gaillotine Chop % [or &) Enemy’s left 40 P

Freefall < (or &) Enemy’s right 16 &

Atomic Drop % for &) Back | 60 None

Reverse Throw  (or &) Back toward enemy | 30 & (or )

Stonehend 235 Front |33 < 5

Headbutt Carnival S | From D &

Command
Guard Point
Level
Domage

Command
Guard Point

STRINGS COMBQS

COMBOS

Level
Damage

Command
Guard Point
Level
Damage

SPECIAL TEAM UPS

COMmMAND

CHRRACTER NAME

NAME COMMAND

Twin Pistons siebd ; 821
Combo 1 | =98 17,7
Combo 2 Teed s 20
Combo 3  =ues 6,10
Demon Upp 23 30
Combol e 24
Combo? = | 644
Combo3 : 17,20
Combod  =%ed 449
Rising Uppercut | SNdND 25
Combo 1 “uded 11,12
Comho 2 e 1,15
Combo 3 gD 449

DRAMAGE

ESCAPE

| Jom | stonehead | 92—

i
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CHARACTER PROFILES/MOUES g
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il

Nationality: Korean
Fighting Style: Tae Kwon Do

< White gi

STRATECY e

. Hwoarang's fast and powerful kicks make this street punk a powerful threat to anyone
who faces him. Though limited on punches, Hwoarang's moves list is large-and consists
of different stances that spring into many different kick combinations. Hwoarang's fast
paced Kicking action wil have even your fiercest challenger begging for Mercy.

Migraine (% «2) is a fost way
massive kick combo.

to push your enemy away, giving you rom fo start o
Though Hwoarang's close combat skils are poor, the few punches he does
passess, such as the Migraine (%), can quickly make room between you and
your enemy. Hwoarang works best about three stens away from the enemy. This
puts Hwoarang just out of sweep range and gives him the room that best suits
fiis fighting style: His kicks are fast. but they wan't beat a jab when he is too close
o an enemy. With a few steps in between you and your enemy, Hwoarang has
enough multi-hit-level attacks to keep the fight in YOur favor.

recracker << pops your enemy into the air, setfing up a juggle.

\J“‘../"T:. open for a combo of your own.

=

| slow down a churging enemy.

FISHTING AGAINST HWORRANG B

£ -I(icksareIhmmang’ssmsﬂl.soheneedsmmroumtomcmehismmhos.ﬁhydoseandusea
quick jab to prevent him from kicking you into a combo.

' = Many of Hwoarang’s combos start the same. Watch closely for his hit level changes. Block accordingly.
-Ilmmnglsal’mnwherahleaﬂumIﬂuehlwkedorduelledoneoﬂlisklckmmhos,leavinghhn

HWOARAN

ite shirt and blue & shirt and green

chops g:::; ?
Hwoarang can be hard to defend against due to his ability to quickly mix up his
hit levels. However, if you begin to use the same moves repeatedly, such as the
Firecracker (<<E¥), your enemy wil begin to anticipate your attacks and counter
accordingly. Hwoarang has a huge moves fist, so mixing Up your attacks shauld
be easy. Don't forget that Hwoarang can punch. Use his punches to break the
monotony of kicks and surprise your enemy. Leamn all his moves to avoid getting
stuek in a rut and becoming easy to predict

Ehm from Left stance fo Right stance <.

Knowing what stance you're in and what moves can be done from each is very
important when playing as Hwoarang. Attempting a move in the wrong stance
can foalishly: make you an open target. Varying your stance also keeps your
enemy unsure of your next move. Mix up your stances, as you would your moves,
to keep an onslaught of unpredictable combos coming at your opponent.

Hwoarang's quick furious feet make
him one of the strongest characters in
the game. His large moves list consists
of many combos that make it a breeze
to kick his way through all his
Opponents. Though shy on punches,
Hwoarang has more than enough kick
combinations that hit at different levels
10 penetrate the toughest of defenses.

: A Ifyou remember to keep your distance,
The Grippler & & is u quick fun way to #-hn):garang isa oammanging force in the
 Tekkenelite.

= Time your Sidesteps to dodge kicks and retaliate with a counter.

.. PRIMR’S OFFICIAL STRATEGY GUIDE



% WEAHNESSES

Fast and powerful kicks Few attacks for grounded opponents
Multi-hit-level combos Limited punches

Linkable moves Lacks close combat skills

Easy kick combos Few defensive moves

S3INOW/SENIZH0Hd 93 1L05Hd0HD

REJECTION
(S i Ts]
commAND: % °° *

15,11,12 CHAMNSALW HICH

From Right stance, E
Oy O, "
COMMAND: O® O°

B

(I — o i | — — .
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CHARACTER PROFILES/MOLUES

=

COMPLETE MOUVES LIST
SPECIAL ARTS

=: 23,4,5,18

NAME CommAND DAMAGE HIT LELIEL
Motion Switch & - =
Migraine Lk 58 hh
Double Jab Low Kick D 58,10 hhl
Home Surgery PP 5,8,10,18 hhlh
One Two Punch G 510 hh
Rejector PP 510,16 hhm

/ Rejection el 510,25 hhkh
< Backhand & 12 h
Rusty Knife S 15 m
Middle Back Blow to Left Stance 2P 15 m
Body Blow : s 10 m
Right Flumingo DN = ; =
Hot Feet Fofeee 14,10,10,20 hhhm
Right Kicks to Left Stance G 14,10 hh
Hard Rocker Sfe 20,15 hm
Right Kick Combo 1o Right Flamingo Dedede 14,10,10 hhh
Right Kick Combo to Left Stance | e 14,10,10 _hhh
Du Bomb ' red 14,10,25 hhh
Blizzard Kicks oo 14,10,10,10 hhhl
Rude Boy i 14,17 hm
Axe Murderer S 14,20 hm
| Dogge Lift =% 20 h
Grand Theft Dok 20,15 hm
Firecracker [~Tag] i i 7,22 Ih
| Nose Bleeder S 28 h
. | Crippler e 10 L
| Feint Heel Drop s 30 m
Torpedo Hick S 30 h
Left Flamingo Feint 2N = =
Cheap Shot Snap Kick S 22 m
Flying Eagle P 15,28 | mm
Smash Low Right High D 12,13 Smh
Public Enemy scpee 17,21 mm
Hunting Huwk AP 15,11,12 mmh
Jump Kick P 20 h
_PRIMR'S € STRATEGY
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NAME cCommAND DAMARGE HIT LEUEL Sn?
Ripoff DPP 0 m I
Tsunami Kick While rising, << 13,15 mm %
Sky Rocket [~Tag] SNDNDLT] 23 m i
Machinegun Kicks [~Tag] SEPHT] 15,12,10,25 hmmh n
Left Kicks to Right Hook Kick Pdpde 15,12,20 hmh -
Left Kick Combo to Right Middle Kick e 15,12,20,15 hmhm %
Left Kicks to Right Hook Kick PP 15,12,10,20 hmmh
Total Outrag Spid 15,12,10,20,15 hrnmhm !
Left Kick Combo Low PPLp 15,12,7 hml &)
Left Kick Combo Low to Right Hook Kick | =» 13 h i
Menace to Society =fp e 13,15 hm r
Dynamite Heel 2 40 ! m
Disrespect * = — Q
Disrespect Left stance with buck -_ -_ 3

toward enemy, < | E
Plosma Blade Left stance with hack 20,16 mm - ‘
toward enemy, 5 m
Supercharger < —_— — I
MOUES FROM RIGHT STANCE (RIGHT FooOT)

NAME CommARND DAMRGE HIT LEUEL
Motion Switch % - =
Migroine S 10,12 hm
Big Fists pebed 6,10,12 hhm
Right Reverse Kick Combo s 615,27 hhh s
Right PK Combo S 6,25 h
Right Jab Spin Kick e 6,32 hh
Right Reverse Kick e 15,27 hh
Chainsaw Kick S 15,20 hm
Misd G 32 h
Right Side Kick fie 12 m
Right Flamingo Feint 24N - =
Grand Theft Do 20 m ~ aggle |
Serew Kick Doy P 18,20 mh
Teaser LR 15,40 1]

Backlosh e 36 h

Nose Bleeder e 28 h

Cheap Shot SP 13 h

Cheap Shot to Disrespect =€ — —

Cheap Shot Low Spin =f 20 L

Ripolf EEY 25 h

Disrespect < == =

Disrespect Right stance with back | — -
toward enemy, &

Plasma Blade Right stance with back | 20 m :
toward enemy, &

MOUES FROM LEFT FLAMINGO (LeFT FOOT UP)

T
S
0
D
0
D
2
0

NAME COmmMAND DAMAGE HIT LEUEL
Trick Jub < 7 h
Right Backhand & 12 m
| Step Kick s 28 m
| Catter Right B 15 L
Catter Left mdp 12 L
Samp Kick s 18 m
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Sn NAME CommAND DAMAGE HIT LEUEL
ﬁ Snap Spin Kick &P 32 h
= | Rocket Launcher [~Tag] PP e[~T] 12,10,25 mmh
1] Flomingo Kick Combo to Right Hook Kick | << 12,10,20 mmh
E | comon kidks TeaE 12,10,20,15 mmbm
n Power Blost s 80 !
w Left Flamingo Step-in 5 — —
=l Left Flamingo Back Dash & — —
% Left Flamingo Sidestep to Back & = —_
T Left Flamingo Sidestep to Front & — —
o Right Heel Lance [~Tug] Ede 2 m
o Flamingo Side Kick Combo P 12,21 mm
(1]
F MOUES FROM RIGHT FLAMINGO (RIGHT FOOT UP)
E NRAME COmMMAND DAMAGE HIT LEUEL
% Right Punch & 7 h
U Left Punch % 12 m
Step Kick @ 25 h
Cutter-Right Zefe 13 L
Cotter-left ud 15 L
Snap Kick D 18 m
Snap Spin Kick & 32 h
Right Kick i 20 m
Right Flomingo Siep-in D - =
Right Flamingo Back Dash & - —
Right Flamingo Sidestep to Back & = =
Right Flomingo Sidesiep to Front & — =
Left Heel Lance [~Tog] SI-T] 21 ]
THROWS
NAME COmMmMAND POSITION DRAMAGE ESCAPE
Pickpocket ® Front 20,10 il
Falcon Dice Kick & Front 20,10 &
Bring It On % (or ) Left 57,106,107 | &
Dead-End < lor &) Right 22,22 &
Slaughterhouse 2 (or <) Back 55 None
Reverse Throw % (org) Back toward enemy | 20,10 2 for %)
Door Mat Led Front 40 &
Leg Hook Throw b Front 30 <&
Roll and Choke 23 Front 30 &
Human Cannonhall D Front 18,12 &
Low Parry #2<p (or 2) — None

From Left Flomingo, <5

Command
Guard Point
Level m
Damage

Command  From Right Flomings, %
Guard Point
Level

T I<e—=r1
b

STRINGS camaas

COMBOS

NRME COMMAND DAMAGE
Firecracker dhdece 7,22
Combo 1 = bR 4311
Combo 2 = PPP 12,5512 =
Sky Rocket SNGuge 23
Comho 1 =~ 12,14
Combo 2 =G 4,518
SPECIFIL TEAM UPS
CHRRACTER NAME COMMAND POSITION DAMAGE ESCAPE
Ilhek l Human Cannonball l Sop~T i Front | 555,15 [ & I

T LN ANIEN T



Nationality: Russian
Fighting Style: Overpowering Strength

¢ or <& Tank top and or <» Black jump suit
camouflage ponts

STRATECY

Although he may look like a rabid human, Jack-2 is actually a lethal,
fighting machine. Like the other Jacks, Jack-2 is slow but loaded with
power. Patience and knowing your arsenal of moves are the key to
taking this mammoth to the top of the tournament. The strategy to
playing Jack-2 is very similar to Gun Jack with the exception of a few
move differences.

7] Jack-2 is one of the slower characters
in the game, so don't rush your
1 opponent right off the bat. Instead, time
your attack in between your enemy’s
moves. This lets you rush in with a
# speedy punch combo such as the Jab

i Elbow Smash (&«<) or the Power
Scissors (). Timing your attacks

e Power Sdssors (%) is a quick,
offective way fo stop your enemy from
z=hing.

rather than just wailing on your
opponent may take a while, but |
Jack-2 has enough power to rip [
inte your enemy's health each
time you hit.

Predictability may be an issue with Alnc Hook (= -)@] is  powerful high
Jack-2 due to his small moves list. atpack that con that can be unexpected
To avoid this, learn all his moves after a low attack.

Primasames.com

JACK-2

and avoid repetition. Jack-2 can change his hit levels in his punch
combos, so mix it up. An impressive low punch game is great to master
and helps break your enemy’s guard and juggling. but don't rely on it
alone or your enemy will come to expect it. Mix these up with your
strong high punches and throws. Keep your enemy guessing!

Jack-2, like Gun Jack, comes
preprogrammed  with  big,
powerful blows. These moves,
| although fun, take too much time
| to set up and leave you
defenseless,  making  them
impractical to use in battle. Use
& these moves in moderation, if at
: : =23 all. Gigaton Punch (¢&¢<<) and
The Discharger (During Sidestep, <) Discharger (during Sidestep, <)
needs precision fiming so you don’t get are examples of moves that are
pummeled by a counter blow. slow and leave you wide open for a
counter. Use Jack-2's long reach and juggling ability instead.

Jack-2 may have fewer moves, but he has the power and reach to
compensate. Use patience to time your attacks. A quick jab will stop
your combos if you don’t wait your turn, With the right amount of care,
Jack-2 can march his way through any contender.

FIGHTING AGRINST JACH—= SN _
- Jack-2 has lag time between his punch combos, making him an easy target for a juggle.

—Watch out for his low attacks. They can be devastating if not blocked or stopped with a simple jab.

— Many of Jack-2’s powerful moves require a lot of time to set up, so hit him hefore you can see how

powerful they really are.

- -2 has a hard time getting up. Punish him while he lies on his back and as he rises.

S3INOW/S3aNIEG08Hd 93.1L05-HU5HD
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I STRENGTHS £ wearnesses

, ] Extremely powerful Slow execution of moves and movements
Long arm reach Fewer number of moves
Good low attacks No Reversal

= =

DoOUBLE HARMMER

e @ 1
CommAND: %° %°

CHRARACTER PROFILES/MOUES

& 2 L = &

RUSHIMNOE UPPer cCut Righte AMAEE: 10,15,10,15

= 22 BARREL JRACHET HRARMMER

s COMMAND: During Sidest ;

=: 35

RISIMsE Hen

o
commAanD: SN e



BODY SLLAM TAG WTH SUMN JRCH

;OMPLETE N

SPECIAL ARTS

|
I
NAME COmMMAND DAMAGE HIT LEUJEL

Juck Hammer S 18,15,18 hhm
Jab Elbow Smash [~Tag] B [-T] 12,15,20 hmm
Double Hammer i 21,22 mm
Power Scissors D 17 m
Power Scssor to Meltdown == 15 I
Cut Saw Blost =y 25 m
Atomic Shoulder Tackle D 28 m
Double Axe [~Tog] SS[-T] 15 m < Juggle |
Sit o = -
Pancake Press = 35 M
Sit Punches 1 = 10,10,10,10 il
Sit Punches 2 =P 10,10,10,10 1}
Pancake Press Zge 26 M
Get Up Smash While lying down, ¥« 12 m
Rushing Uppercut Left Npdppd 10,15,10,15 mmmm
Rushing Uppercut Right adpHHpd 10,15,10,15 mmmm
Machinegun Blast B dddhd 12,15,15,15,15,40 Hllim
Cossack Kicks BP Lo d 18,12,10,12,12,12 LLLLLL
Atomic Hook i 27 ]
Granite Stomping SR 22 ]
Meltd While crouching, <% 21 I
Megaton Sirike While crouching, << 10,25 Lm
Hammer Rush 1 Low While crouching, &4 & 10,8,12,12,8 LLmmL
Hammer Rush 1 Mid While hing, P& Hud 10,8,12,12,15 LLmmm
Hammer Rush 1 High While crouching, €524 10,8,12,12,12 LLmmh
Hammer Rush 2 Low While crouching, <4 & 15,12,8 mml

. Hammer Rush 2 Mid While crouching, ¥ ud 15,12,15 mmm
Hammer Rush 2 High While crouching, ¥ 15,12,12 mmh
Hammer Rush 3 Low While crouching, <4 4 10,8 ml
Hammer Rush 3 Mid While crouching, ¥ &3 10,10 mm
k! Rush 3 High | While crouching, ¥ &= 10,12 mh
Swing R Knuckle ‘While crouching, 3<% 15,10,15 mmm
Windmill Punch While hing, 1o &b 10,15,10,30 mmmh
Killing Uppercut [-Tag] While rising, €[-T] 20 m
Double Hammer Allernate While rising, <% 1,17 mm
Discharger [~Tag] During Sidestep, <°[~T] 20 m
Barrel Jucket Hammer During Sidestep, < 35 h

 Bebugger srdug 25 L
- Megaton Blast Frududp 33 m

{Sgaton Punch SePd 20 m
Sepercharger - = =

SINOW/SINIFH0Ed H3.1L0-5H"HD




Primasames.com

Command ¢
Guard Point
Level

Command
Guard Point

Level

L5

COMBOS

64
o THROWS
5|
E Body Press N Front ' 25 None
\ Han =% = 10 None
i IBody San o Front n &
_] | Backbone Breaker & Enemy’s left 40 <
L | Spiral Drop Bomh & Enemy’s right 40 &
0 | Death Shoot [~Tag] &[T Back 70 None
L [Reverse Throw & Back toward enemy | 30 P
o Back Breaker Sued Front | 45 e
& | Pyramid Driver Suad Front 40 3
}”_ Catapult o Front 30 =
U | Rising Hell N | Front 30 <
E Pile Driver e Front 58 &S
C
I
u

STRINGS COMBOS

Command
Guard Point
Level
Domage

Command |
Guard Point
Level
Damage

NEME COMMAND DRAMAGE
Double Axe L 45

Combo 1 =&dpdad 8,10
Combo 2 =% 16

Killing Uppercut While rising, < 20

Combo 1 =2 13

Combo 2 = 8,75

SPECIAL TEAM UPS

CHRARACTER

NAME

COmMMAND

POSITION DAMAGE ESCAPE |

I Gun Juck

| Body Slam

| -1

! Front I 30 I'# o I

ar

2 &

STRATEGY GUIDE



Nationality: Japanese
Fighting Style: Advanced Mishima karate and Kazama-style self- defense

.IIN
PFIZHMFI

s Flush Punch Combo ('Ev'ﬂwi'y] is fast and furious. IF's great for keeping your enemy
 on the defensive. : :

DW/S37-00d
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1
|
1
|
i
{
{
{
1
;
{

FIGHTING AGAINST JIN

- Jin has a very limited number of moves and even fewer low-hitting attacks. This makes him a very
predictable character to play against—the perfect situation for using Attack Reversals.

= When you’re attacking mid or high, watch out for Jin’s Attack Reversal. If your opponent is fond of
Reversals, be ready to Chicken him.

= Watch out for Jin’s uppercuts. These put you in the air and start his devastating combos.

= Keep Jin’s reach in mind when fighting him. Even though he seems safely out of range, he can close that
gap in no time. Be prepared to back off as he does and come in for the k

M

SESTRENGTHS BN & wenA

HMNESSES
. T

CoRPsE THRLUIST

O O,
commanD. & ¢ M e e

ROUNDHOUISE TO TRIPLE SPIN HICH ' 25,15,12,25
nanD. 7 5 e Ko e

SHOOT THE WoORHS

O. @ O O
commAND: %° O %°
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L OmeEN TO HELL BRUSHER HEEL. CUTTER

O, Op O
_OO_., DO. OO.

- P 2

DOoOUBLE LI~ [ 5,20,4,5,5,10




CHARACTER PROFILES/MOUES g

Sl R = R Y —

COMPLETE

MOUES LIST

SPECIAL ARTS

NAME cCOommAND DAMARGE HIT LEUEL

Left Right Combo S 6,10 hh i
Demon Slayer B 6,10,18 hbh e
Flash Punch H 12,21 hih
Flosh Punch Comho PHP 6,818 hhh
One Two Knee b 6,10,12 hhm
Back Spin Kick i 30 h
Spinning High Kick @ 30 h
Corpse Thrust #dp 24 m
Parting Wave Gy 15 m

=to Rising Uppercut =% 25 h

=to Dragon Upy = 29 m

=to Middle Kick =% 20 mm
=to Spinning Low Kick = 12 mL

=to Spinning Demon =ee 18,15 Lm
Demon Steel Pedal G 21 M
893p S 18 m
Knee Kick D 12 m
893P Knee Kick Defpde 18,10 mm
Back Fist to Side High Kick S 12,21 hh
Tsunami Kick s 10,16 mm
Twin Lancer adpdp 10,16 mm
Double Lift Kick b 5,20 mh
High Pounce Zde (or < or @) | 34 (or 30 or 24) M
Lightning Uppercut Gooe 40 !
Lightning Screw Uppercut % 80 1
Demon Scissors He~p 25 M
Roundhouse to Triple Spin Kick fefpcece 25,15,12,25 mllm
Shoot the Works Spde 6,10,25,30 hhmm
Shoot the Works Upper e 6,10,25,10 m
Three Ring Circus Dodpfe 5,10,10,21 mhhm =
3 Ring Circus Combo GBbH 5,10,10,14 mhhi A
Tooth Fairy [~Tag] During Sidestep, %[~T1| 16 m < Juggle
Demon’s Paw i 27 m g
Left Splits Kick By 2 m &
Heavy Body Blow S 18 m ;
Laser Cannon E3Podpd 18,14,24 mmm
Laser Scraper [~Tag] S Bpud[-T] 18,14,15 mmm
Crouch Dosh SNy — —
Rising Uppercut = 25 h
Dragon Uppercut = 29 m
Dragon Uppercut to Middle Kick =4 20 mm
Dragon Uppercut to Spinning Low Kick = 12 mL
Spinning Demon =g 18,15 Lm
Uppercut [~Tag] While rising, 2[~T1 18 m
Twin Pistons [~Tag] While rising, <%[-T] | 10,15 mm
Tsunami Kick While rising, <t 13,18 mm
Leaping Side Kick DD 30 m
Force & o~ =
Supercharger < -

TN AN N T




THROWS

Prrimasmames. Cain

NAME COmmAND POSITION DRAMAGE ESCAPE

Double High Sweep ? Front 10,20 L

Over the Shoulder Reverse 2 Front 58,17 &

Shoulder Flip % [or &) Enemy’s left 12,19 L

Over the Limit % [or ) Enemy’s right 40 &

Chicken Butcher % (or &) Back 60 None

Reverse Throw % (or &) Back toward enemy | 30 % (or )

Stonehend Sy Front 33 & -

Ultimate Tackle S Front or Buck 5 & “Use '5@ just llelore your hud: hits the gmlmi o reverse.
Ultimate Punch =P - 5,5,5,5,5 <> or & “Escape depends on nppnnml’: ponches.

Cross Arm Lock =% — 25 e |

Ultimate Punch to Cross Arm Lock = — 5,5,5,25 < llse Escape for Ultimate Punch lmd Cross Arm Lock.
Complicated Wire Sres Front 35 & | i1

Wrist Chuck Slum N Front 35 & sl P

Attuck Reversal &dd for &) Front — 52 [or %) <TSee Reversal socion of book f:’r more detuils. |

Command
Guard Point
Level
Damage

&P

Command
Guard Point
Level

Guard Point
Level
Damage

STRINGS I:OIYIBI:IS ;

&

o<l

Command
Guard Point
Level
Damage

Guard Point
Level
Damage

Command
Guard Point
Level
Damage

NAME COMMAND DAMAGE
Tooth Fairy During Sidestep, < 16
Combo 1 =p&d P 4,9,7,12
Combo 2 = 455,10
Combo 3 =P 4,59
Combo 4 =pfpded bude 4,569
Double Lift Kick e 5,20
Combo 1 = 4,49
Combo 2 e 4,5,2,5
Combo 3 =fedbiode 4,5,5,10
SPECIAL TEAM UPS
CHRRACTER NAME COmMmMAND DRAMARGE
m Stonehead SH&-T 30 3
Seihachi Omen EhddD = =

Omen to Corpse Hitfer = 31 (9 to self) m

Omen to Dragon Uppercut =SNEHND 3 m

Omen to Rising Uppercut =SNbud 21 (19 1o self) m

Omen to Hell Brusher =>N&ufe 15 (13 to self) L

Omen to Hell Brusher Heel Cutter =G 15,21 (6 o self) mm

Omen 1o 7 Hit Combo =SS Phde | 345134421 hhhhhmh

&7

S3M0W/S3IJ0"0d 331L0EEEHD




CHARACTER PROFILES/MOUES

79 Primasames.com

Nationality: American
Fighting Style: Various Chinese Martial Arts based on Shinirokugo-Ken
and Hakkyoku-Ken e

% Blue shirt and <& Red shirt and blue
orange jeans jeans

and capitalize on his or her mistakes—you don't need to make mistakes of your

own. Watch for the right time to attack and mix up your moves to keep your

enemy in the dark The ability to know when to engage an opponent is what

separates the amateurs from the Tekken elite.

lia makes up for her lack of power by juggling her opponents through a wild
ride of damage. String together her many quick hits to keep your opponent in
the air—this is where Julia racks up the damage. A good juggle starter is Julia's

isonec Jump Kick (7<#). This easy move puts your enemy high in the air, giving you
: isyouraceinthehole | plenty of time to toy with him or her. Practice putting different maves together to
when| agmgmmér game. Use this or the see what works best for you.

li's juggle starters can take foo much iimeto
set up against an alert enemy, so use them as
Counter Hits. Julia’s quick Sidestep and Spin
technique (%) add to her ability to quickly
counter as well as making it difficult for your
enemy to connect

Party Crasher (== ) is uimmy 1o
take the wind out of your enemy’s sails

Due to her lack of power. Julia cannot withstand repeated counter attack
beatings. Pay close attention to what your opponentis doing. Itis better to block

Julin’s Pu Explosion (= > <%) dloses in on an enemy with o bang.

Fast lunge attacks are great for busting in on an unsuspecting enemy, and Julia
has some good ones. Her Party Crasher (=) and her Palm Explosion
(=) quickly close the gap between you and your enemy, leaving him or her
on the ground for you to abuse some mare. Work these into your arsenal when
YOur enemy gets away from you.

With practice, Julia is a strong contender. A wide variety of moves and her need
to juggle to inflict real damage make Julia Chang more difficult to perfect. This may
deter the common button masher, but it should entice anyone who wants a
character based on skill and precision, With the right amount of patience, Julia
Chang can be your key to claiming the throne as King of the Iron Fist Tournament.

FIGHTING AGAINST JULIR
= Julia is fast in the counter department. Don’t rush her too often or you will find yourself in one of her mighty juggles.

= Julia is less powerful, so wait for a clear break to strike and she’ll be hurting. If you catch her with a
couple of counter attacks, the match will be over in no time.

= Be ready to block at all times. Julia has a couple of fast gap-closing moves that will leave you on your back.
i - Many of Julia’s combos take time to engage. Attack her while she is vulnerable before
she can unload on you.




¥ STRENGTHS

Good speed No Reversal

Good juggling ability Limited range

Many moves with different hit levels Lags on combo starters
Fast Sidestep Not very powerful

S3IMNOW/S2NIE0EA 53 1L0-58HEHD
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CHARACTER PROFILES/MOLIES

O (o]
commanD. G 5 60 b &0 wom croue

SPECIAL ARTS

DAMAGE

NAME CommAND HIT LELEL .
Twin Arrow & 25 m % %
G-Clef Cannon [~Tag] S~ P[] 5,5,21 hmm i
Mini G-Clef Cannon [~Tag] 2 [~T] 8,21 - mm
Slow Power Punch s 10 m
Stow Power Punch Combo [~Tag] wepo[~T] 15,21 mm
Slow Power Punch to High Kick Sadpd 10,20 mh
Slow Power Punch to Low Kick Sdp 10,10 ml
Front Snap Kick udgp 17 m
Liquid Sweep &P 12 L
Heaven Shatter Kick G 17 h
Flash Uppercut [~Tag] S~ 15 m < Joggle %
Shove It Up [~Tag] _ 2o¥[~T] 28 m " Pops up anemy 1 il cannects a5 A (ounter. Juagle.]
Spin and Kick P 20 h 1
Foot Stomp g 35 M
Heavy Uppercut > 50 ! Tuggle |
Spin Behind H& 12 h “Mius it in order o s, |
Sweep e 10 L
Ruzor’s Edge Lfeed 10,21 Lm < Juggle |
Sweep Head Kick Gy 10,23 Lh
Sweep Low Kick Lded e 10,10 L
Machine Gun Punch e 10,8 hm ; \
Machine Gun Cannon [~Tag] e p[~T] 10,15,21 hmm < First hit must be a caunter in order fo work.
Machine Gun High Kick Sdpde 10,8,20 hmh !
Machine Gun Low Kick ShP 10,3,10 hml i
Ultimate Cannon [~Tag] [Tl 8,9,25 smmm J Juggle
Bow & Arrow Kick s 12,12,15 mbm
Mini G-Clef Cannon to Bow & Arrow Kick | s> 8,12,15 mlm
G-Clef Cannon Bow & Arrow Kick G 5,5,12,15 hmLm
Tequilu Sunrise P~ 15 m
Tequila Sunrise Middle Smash = 22 m
Tequila Sunrise Low Kick Slush Uppercut = 12,21 Im Taggle]
Tequila Sunrise Low High Kicks =dpds 12,23 Ih
Tequila Sunrise Low Kicks =G4 12,10 ]
Tequila Sunrise Combo = 5,21 mm SThis combo mukes the first hit worth 18 |

TN AT
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NAME CommAND DAMAGE HIT LEUJEL

Tequila Sunrise Arrow Kick =P 512,15 mMLm “This combo makes the first hit worth 18.
Spinning Kicks Slash Uppercut Eocedd 20,12,21 him ;
Triple Spinning Kick fodecte 20,12,23 hLh

Triple Spinning Low Kick Sofed e 20,12,10 hil

Palm Explosion S~ n m

Party Crasher Sdep 10 m

Elbow Skyscraper Kick ik 10,15 mm

Parting Fist During Sidestep, < 21 m

Ruopid Counter Attack Ludp 14 m
| Lightning Bolt Sudpd 1421 mm

Body Elhow While crouching, 2<% | 20 m

Spinning Sweep While crouching, s06 | 12 I

Spinning Sweep Combo =g 12,15 Im

Skyscraper Kick While rising, < 15 m

Tequila Sunrise While rising, & 15 m

Tequila Sunrise Middle Smash =d 22 m

Tequila Sunrise Combo = 521 mm < This combo makes the first bit worth 18.
Tequiln Sunrise Low Kick Slash Uppercut =fodd 12,21 Im < Juggle |
Tequila Sunrise Low High Kicks =dpdp 12,23

Tequila Sunrise Low Kicks e b b 12,10

Tequilo Sunrise Arrow Kick =SHP 512,15

Mountain Crusher o 12,15,25

Welcome & =

Supercharger < —

Low Parry e (or 2f) ==

THROWS

NAME COMMAND POSITION DAMAGE

Death Valley Bomb < . Front 35

Knee Suplex i Front 30

Headlock Buck Crusher & (or &) Enemy’s left 40

Twisted Sister 3 (or &) Enemy’s right 45

Calf Bronding & (or &) Back 50

Reverse Throw % (or ) Back toward enemy | 35 (or 30)

Arm Lock Suplex §eb Front 37

Mad Axes R Front 14,14,14

Waist Suplex D Front 30

Cross Arm Suplex $ri e Front 45

Guard Point b
Level

Guard Point
Level
Damuge

STRINGS COMBQOS

Command

SPECIAL TEAM UPS

CHRRACTER  NAME

COmMMAND

Jump Kick e 25
Combo | = wp 8,6,4
Combo 2 =44 From crouch, >+ 44| 4,6,7,8
Comho 3 =HDd 4,14
| Spinning Kicks Slash Uppercut | << 20,12,21
Combo 1 =& From crouch, Sice< 9,67
Combe 2 =% 6,4

POSITION

DAMARGE

ESCAPE

ichell | spin Behind

| eol-T

I Front

- |12 |

|

S |

SIMOW/SST-H0EC =H3.1L0-5EHEHD



CHRRACTER PROFILES/MOUES

I

Nationality: Japanese

Fighting Style: Kazama style classic Martial Arts

UN

RAZAMA

<> or <& Powder-blue

< or » White vest and
outfit black capris

=
[ Blue gi and
kneepads

Jin Kazama's mother is back by popular demand and ready to take on
the world. She may not be the strongest character in Tekken, but what
she lacks in power, she makes up for in speed and defense. Trained in
the art of Kazama martial arts, she has many Reversals in her arsenal
that can overturn even the most stalwart of characters. Jun also
possesses various attack strings that keep her opponents on their
toes, wondering what move will come next

Jun's main strength is her ability to
keep the pressure on her opponent.
There are several ways to do this. Try
using the Thunder Fall Kick (). This
attack is effective because it's a guick
double kick, which is hard to see
coming. The Thunder Fall Kick also

o avoids sweep kicks and connects as a
i - middle attack. As a mid attack, it's

Jun’s Thunder Fall Kick (<) is o great Useful when your opponents are
uttack to use if your opponent hesitates ducking, but it will also connect if
before getting hack up. they’re on the ground.

Another way to keep your enemy on his or her toes is to use the White
Heron Dance (<< or << <), This very swift and versatile move
catches your opponents off guard by mixing up the last kick of the
string. If your foe is standing, go for the sweep. If your foe is crouching,
execute the Roundhouse. The key is to be unpredictable. This move is
also great in juggles. Start the White Heron Dance as your opponent
s about to hit the ground and watch his or her health bar dwindle.

Jun’s forte is her White Heron Dance (5<% < or <% & o). This very htndy move
bails her out of almast any situation.

Jun has some great juggle combo starters in her arsenal. Her Double ]‘
Lift Kicks (<) can be used in many situations. This move is very
deceptive. The first kick connects low and the second one high. Ifthis
move connects, follow with the White Heron Dance to dish out same
serious damage. The Double Lift Kicks are also useful on enemies
trying to get up from being knocked down. But don't overuse this
move because your opponents can duck the second kick, which
leaves you vulnerable.

When playing as Jun, it's crucial
to continually bombard your
§ opponent with varied attacks:
Don't give them the chance to
take a breath. The moment you
become predictable, your foe
can_counter you. So mix it up
| and reap the benefits of her
speedy attacks. S

Jun’s deadly Double Lift Kicks (<)
wreak havoc.




FIEGHTING AGAINST JUMN S

- Jun’s moves aren’t that powerful, so be patient and wait for an opening to launch your attack. Even if she
does connect with her various strings, she doesn’t possess any real power moves that dish out
tremendous damage.

- When you're attacking mid or high, be aware of Jun’s Attack Reversal.

- Pay close attention to Jun’s White Heron Dance. She can link many different moves from this attack. Iif you
duck the first three punches, there’s a split second window of opportunity to counter.

-Jun’sshonreanlllmllsherimmpullingoﬁlnrnmﬁmnhramSnwmkeephermad'mmwiﬂlluwsmeps.
e e

K STRENGTHS { WERKNESSES

Quick and agile Less powerful

Can link many different combos together Short reach

Has a Reversal Moves can be predictable

e 4
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: 7,10,10,12,14,14,14

: SmhhhLLL

Whiplash i 4,15 hm
Jab Low Kick <P 4,7 hi
Jab Uppercut S 4,10 hm
Inner Strength [~Tag] Il 2 m
Thunder Fall Kick %@ 15,21 mM
Wheel Kick P 21 h
Demon Slayer [~Tag] >H[-T] 15 m
Back Spin Kick > 25 h
Spinning Heel Drop > 40 !
Lunging Mist Thrust >4 15 m
Violet S 16 L
Double Lift Kicks S 5,20 Ih
Funeral Palm [~Tag] 2B[~T] 16 m

T

LB}




NAME COMMAND DAMAGE HIT LEUEL
i e
(20077 [mil k)
e s
e e

Swallow Mallet to Lunging Mist Thrust B _m
Whiplash Double Lift Upper o lm
(a1 s
Whiplash to Leg Cutter .1_
(7101025 | Smbm |
[ 7101020 [Tmhbl  wose]
[Swessin v 1 |

— —
(-

eq Cutter Thunder Fall Kick 4,14,14,15
eg Cutter White Heron Dance 14,7,10,10,25
i 7,10,10,12
lizzord Combo fo Leg Cutter 7,10,10,12,14,14,14

-

While crouchin %
While crouching, < 10,10,10,10
Violet Strength | Whilerising, » |

While rising, %

Sperirgs = ey
THROWS

NAME COmmAND POSITION
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A Bar EEmmme T
Crismmmmreama 0 0
Slor®) | benpslel |40 |9
(WindWheel | @ (or®) | Gemyscigt [0 |
o ememE e e
Flor®) | Buktowoderemy [ 30 |
e e
e s
&% (or %) | During onemy’s atock | Vories

COMBOS STRINGS CDMB_DSﬂg_&
NAME ___ CommAND DAMAGE Command | Whie rsing 0 b | o0 | o [ [ [ | | e
N Guord Poirt A
I T S A TR Level mo hmomm | om | mm
[T (5535 BT 15 0w TR e e
[Gnbs3 | ; 2y e
- | RN I S0 S S B R
[Gombos | 3500 It I I
20 I GRS R S £
Damage 15 1Io'8 8 6 75 6 21,24
a5 e
B S Ha m

el Guard Point i i

SPECIAL TEAM UPS ‘“" e

EHE_BECTER NAME COmmAND DAMARGE ESCAPE
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: ~ sbor Shirtless
Yet another Mlshlma Snugg(ed between Heihachi, hls father and Jin,
his son, Kazuya Mishima fights very similarly to both. He has many of
the same moves, including the signatre Mishima Crouch Dash
(oNSN) and all the moves following it. Kazuya doesn't have an

abundance of moves, but with the right tta:mng he can be more than
a match for : any competftor :

One of the most mterestlng moves in Kazuya's toolbox is his Mist Step
(). All of the characters in the game, neluding Kazuya himseif,
possess the regular Sidestep (& or 4. Kazuya's Mist Step doesn't
~ step him as far to the side as the regular one but it does have a very

special property: It cancels into the ever-useful Crouch Dash. Instead
- of pressing the normal <*N-% . all you have to press now is >Ny By
allowing you to perform the Crouch Dash that much faster, it opens up

: gre&i new possmlhnes

The one drawba'ck to the Mist Step is

M practically randem. it is almost
= impossible to know which side he'll
step to unless you can somehow count
animation frames. Kazuya steps left if
it's performed on odd frame numbers

1 Forallintents and purposes, consider
You can sfill use the regular Crouch Dash the direction random. Only use the
{:2N & ar), but why would you want 102 special Sidestep if you intend on
With this spedal one (2N), you con ocaling it into a Crouch Dash.

: g:{; ';Esi:?, of the 5o moves from B, Otherwise, use the regular Sidestep.

- Ever find yourself ducking your opponent's high attacks only to pop
 them with a piddly counter punch or kick? With Kazuya, those days are
over. He's got several moves that take full advantage of an opponent

- mid level, removing your opponent's chance to duck it. The Tsunami

o B Purple suit

that the direction Kazuya steps is

and right if on even frame numbers.

recovering from a missed hit. His Tsunami Kick (while rising, @) is
_ more damag!ng than the regular ‘while rising kick (€2)" and hits at a

Nationality: None (Threw away Japananese citizenship.)
.i Fighting Style: Mishima-style Karate

{ KAZUY

Kazuya's Demon God Fist {while rising, <&}
Towin Pistons {while rising, < <%) pops him or

Kick is good for pushing your e
damage. use Kazuya's Demon (
“Pistons (while rising,

damage on their own, but the real beauty in them is that T.hey stun or
pop your enemy in the air. Juggling isn't just jor clowns anymore.

Tlle Alml‘s!ng Fist (S'ﬂﬁﬂi stuns mmppnnent ong Counler Hit.

Not all of Kazuya's many Juggles come from popping the: opponent anto
the air, he also has good stun attacks. The Glorious Demon ‘God Fist
(=) slowly crumples your oppanent to the ground. Follow up with a
combo such as W&+ to drive the paint home, For a stun combo on a

- Counter Hit, use Kazuya's Abolishing Fist (21<%) as your opponent

attacks. It yourre close enough, a Clean Hlt also stuns your enemy.

The cbstacfe to overcome with Kazuya is his short list of moves. On the
other hand. almost all of the moves he has are effective. Remember to
use the Crouch Dash from a canceled Mist Step. Moves that start with

_the special Crouch Dash seem to come aut of nowhere. Mix that up with

some stun hits and jugg[es and hecome your friend's worst mghnnare




TFIGHTING AGAINST HARZEUYA
- As you must with all the Mishimas, be wary of the Crouch Dash. Your hest bet is to stay low and poke at
Kazuya with a quick jab to stop him in his tracks.

~ Kazuya has some really fast moves. His Rising Uppercut can seem to out of nowhere. Be careful
when up close to him for any length of time.

- Keep your distance from him unless you’re coming in for an attack. Kazuya’s most devastating moves are
his close-range ones.

- Because of his short list of moves, Kazuya depends a lot on juggles. Watch your opponent to see what his
or her favorite juggle starters are, and do your best to prevent them.

SES
out of Crouch Dash Short moves list

stun moves that lead info juggles Becomes predictable
unterattacks

Few long-range attacks

e e N5 SRR

LIGHTHRIMNG SCREWU UPRPPERCUT
DRMAGEE: 80

GLORIOUS DEMON G000 FIST

O,
commanD. € %

DRMAGEE: 25,15,12,20

Qe —Oc o0 0 ELIEL: mLLm
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- SPEBIHL ARTS
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NAME CommAND DARMAGE HIT LEUEL

Left Right Combo S8 5,10 hh
Demon Slayer SPP 510,18 hhh
Twin Fang Stature Smash e 510,17 hhL
Demon Backhand Spin e 12,21 hh
Flash Punch Combo PP 58,18 hhm
Soul Thrust D> 30 m
Right Splits Kick Defe 27 m
Glorious Demon God Fist e 26 n - -

: Abolishing Fist wdp 21 m byﬂe on Cwmer Hﬂ or Cloan HIL.

| Stature Smash e 17 I
Heel Drop e 10,18 mm
Entrails Smash S 17 m

| Rising Sun Fifpde 25,15 ml

Lightning Uppercut Gooe 40 :
Lightning Screw Uppercut € 80 !
Demon Scissors B~ 25 M
Roundhouse to Triple Spin Kick A fop e 25,15,12,20 mLlm
Left Splits Kick D3P 23 m
Mist Step 5 — - i . . _
Rising Uppercut [~Tag] ENYS[T] 25 m uggle cannot tug i portnered with Devl {can Yog with Angel).
Dragon Uppercut NN 29 m 43 Damiage on Clean Hits. | -
Dragon Uppercut to Middle Kick = 20 m e
Dragon Uppercut to Spinning Low Kick =5 12 L
Spinning Demon DNV 15,12 L
Crouch Dash HND N — —
Rising Uppercut [~Tag] =F%[~T] 25 m . of tug if partneed with Devil {can fag with
Dragon Uppercut = 29 m <23 Damuge on Clean Hits. |
Dragon Uppercut to Middle Kick = 20 m %
Dragon Uppercut to Spinning Low Kick =g 12 L i
Spinning Demon =t 15,12 LL S
Demon God Fist While rising, <& 25 m < Juggle if lean Hit. | :
Twin Pistons [~Tag] While rising, < <%[~T] | 12,15 mm @ canof faj if portnered with Devil (cun Tug with Angel). |

T LN AN T



COmMMmMAND DAMAGE

Tsunami Kick While rising, <o 13,18 mm
Leaping Side Kick DHD 30 m
Supercharger <> = =

THROWS

COMAND POSITION - = ESCAPE

S2NOW/SSIHoHG HB1LDHEEHD

Double Face Kick & Front 10,20 <

Hip Throw d Front 28 &

Steel Petal Drop 2 [or &) Enemy’s left 40 @

Skull Smash % (or &) Enemy’s right 10 &

Reverse Neck Throw % (or &) Back 50 None - 2o : _
Reverse Throw & (or ) Buck toward enemy | 30 (28) % (or &) o e i
Stonehead DD Front 33 & < I you're porinered with Jun, Stonehend can be follawed with @ tag. ke
Ultimate Tackle Lo for € %) Front 5 & < Use % fust before your buck hits the grownd fo reverse.]
Ultimate Punch = ebdbabdy — 5,5,5,5 orp < FEcapodepends on opponeat’s punches. |

B lcommond. " SonD & [ 25 6 8 @
| Guard Point E z :
m Ulevel R hTFR O h Tm fmiLE
| Damage : |

NAME _ ——

Rising Uppercut SNOuD 25
Combo 1 =B 24
Combo 2 =i 8,10
Combo 3 = 4,59
Combo 4 =HNENSND Mo 20,15,12
Combo 5 =Ny 13,59
Combo 6 =SSN D Nk 13,12,12
Glorious Demon God Fist S 26
Combo 1 =Ned 89
Comho 2 =NbONT NG 13,12,6

SPECIAL TEAM UPS
CHARACTER __ NAME  commAND ___ DAMAGE
[on [ Stonchead [soeaT 30

"
1)
N
C
<
D
2
n
- o
<
D
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CHARACTER PROFILES/MOLES

Primasames.com

Nationality: Mexican
Fighting Style: Wrestling

=
o No shirt, blue trunks <& N

STRATEGY

King is Tekken's wrestler supreme. Mast people are turned off by h;s sluggish
speed, but don't discount him just yet. In the right hands, King is one of the most
formidable contenders of the game. Defensively, he can take a good beating and his
Reversal can't be Chickened. Offensively, King's got more throws and multilink
throws than your opponents will know what to do with. King's throws make him
really fun o play after you get to know him. It takes a lot of practice but its worth it
when you watch your opponents desperately mash their buttons to acapa the five
or six throws you've strung together.

The first thing to remember about King is that
your opponents are always expecting you to
throw them. This makes them wulnerable
because they'll either be trying to duck or
thinking about breaking your throw. Mix it up
and pepper your opponent with some reqular
attacks. The Head Spinner (%) and Capital
Punishment (Zs%) are quick and good for
surprising an enemy expecting a throw.
i King's powerful kicks can buy you some
{gmg,?i;::s ;{:TL .:;;:'::m:"m:: breathing room |n_'a tight situation. Try the
can spell the end of your oppanent. Disgraceful Kick (@), the Konvict Kick

(<o), or St F Kick (&dededs). The
pointis ta vary your attacks enough to enable you to caf ur opponent in a throw
for some real damage.

King's punch and kick attacks are powerful, but
let's face it, you chose King so that you could pul
offthose cool-looking throws. King's throw range
is great. Not only do his throws connect from a
longer distance, fie has many linkable throws that
1 close any remainin: gap between him and his

The Konvict Kick (<) can aeate .. .
much needed breathing room. s

it's a move out of & Sldestep King can dodge an attack while doing th»a Add ihis 10 s
speed and link possibﬂmes andyouh

g what throws link together. Sludy and
practice the fnur main linkable iﬁrow Starters and their respective follow-ups. The

Standing Heel Hold and Arm Breaker throw combos are the easiest of the four. The
Reverse Arm Siam (8% or ue) and the Reverse

Special Stretch Bomb (b or 1<) are a litfle trickier.
7 Begin by practicing just one series of throws—don't move:

A

PRIMR’S OFFICIAL

KRING

purple fights

- Aswitha

<o Blue shirt

@ Ornnge‘shfﬂ

on 1o the next series until you know it well. If you jump around in the beginning, you'll
liely confuse one sequence with another.

q Timing is key. In Practice Mode's
Command List, there's a Demo feature
where the computer performs the throw
for you and shows you the exact timing
i of the button presses. Watch exactly
what's happening on screen as the
buttens light up, and try to mimicit. Itisn’t
always about entering the commands as
fast as you can. You usually have to wait
for one throw to begin before entering
the next command. Some of King's
throws require very precise timing, so
perfect the throws before even thinking about using them in combat.

If youve played Tekken with any other characters and have not used command
Buffers, you'd better start new. Command Buffering makes King's throws a ot mare
manageable. For instance, the Manhattan Drop portion of the Reverse Special Stretch
combo is €<« Instead of inputting <, *, and % separately, combine the last two.
Keep < held down while pressing <. This allows you to input the commands a lot
quicker with less chance for error. See the Buffering section at the beginning of the
book for details about what type of moves benefit from Buffering.

Use the Demo in Practice Mode fo learn
the exact timing of King's throws.

ither the Heod Jammer (*EW@N#] or the Chicken Face Wing Lock (<% %) can
follow: 1h Breaker (- N>y <),

haracter in fekken, if you keep using the same moves over and
aver, your apponent will learn how to defend against them: With King, if you keep
using the same series of linked throws, your opponent will soon leam to break them
and render you impotent. This is exactly why learning the different throw: possibilities
fram each link starter is crueial. You can change your throw in mid sequence and
your enemy won't be able to break it.

pling is what King is all about. King has a thraw for almast every situation,
ding when is opponent is on the ground or erouching. Focus on learning all of
ws for some devastating damage. But at the same time, don't overlook his
regular punch and kick attacks; these moves can getyou out of abind. Do you have
V\m‘at it takes fo be King?
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“FIGHTING AGAINST HING

- Almost all of King’s throws can be broken. Learn as many breaks for his throws as you can and use them.

- If you don’t know the break for a throw, tap %, %, or & like mad. Most of King’s throws can be broken
using these buttons. You just might hit the right ones.

- King can only reverse mid and high kicks. Plus, his Reversal cannot be Chickened. Punch or use low
attacks to be on the safe side.

- Be wary of King’s regular attacks as well. He most often uses them to set you up for the more damaging throws.

S3INOW/SSNE0HC H3LIH0EHEHD

STRENGTHS
Throws, throws, and more throws Slow
Longer range throws than normal Some throws difficult to pull off in battle
Good distance-closing moves Reversal only works on kicks
Powerful Few juggle moves

HEAD SPINNER CARARITAL PUNISHMENT

@ O ! =
commAND: %° %° i COoOmmMAND
b

STANDING HESL HOLD TO_INDIEN

DEARTH LOCH TO HNGS BRIDGE
54 _

THROW AWLAY TARGE WITH ARMDR HING
F =: 25
: No Escape

COmmAND:
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REUERSE ARM_SLAM TO EF‘-‘lCHDFtCIﬂ' TO GERMAN SUPLEH TO
POWER BOMB TO GIANT SWIN 5: Front

25,18,18,22,27
: &b, %, %, None, %

REUERSE SPECIRL. STRETCH BOMB T CRAMNMNOMNBEAL.L. EUSTER TD
MAMNHATTAN DROP TD UICTDORY BOMB TO MUSCLE BUSTER

==: 13,8,6,11

LEeEE BREAHER ComBo =3 OAMAGEE: 21,6,10,8

COMIMAMND: While crouc!

COMPLETE MOUES LIS
SPECIAL ARTS

NAME COmmAND DAMAGE HIT LEUEL

Palm Atfack S 6,15 hh

Palm Attack to Uppercut e 6,15,10 hhm

Jub Uppercut i 10,12 hm

Exploder % 25 ]

M It Body Press < 25 1 fing’s back towar
Head Spinner Rk 1521 mm
Rolling Sobat S 23 m

Disgraceful Kick Gdp 20 h

Jaguar Lariat > 50 !

Frankensteiner [~Tag] m
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S3IAMOW/SSI-H08HA 53105 HEHD

NAME COMMAND DAMAGE HIT LEUSL
Elbow Drop L 25 M
Capital Punishment ag 35 m
High Elbow Drop e 35 m
Shoulder Tackle S 40 m
Elbow Sting e 15,12 mm
Job Uppercut S&H 515 Smm

| Stagger Kick T 17.7,7 LL

| Stagger Kicks bfecfecfeclece 25,7.54,3 LLLEL

| Stagger Kick Spinning Uppercot L 13,10 Lm

Ks Flicker D3P 20 m
Konvict Kick D3 26 m

Loy OH Do — -
Diving Body Press D3P 30 M
Knockout Punch During Sidestep, <& 30 h

Dendly Boomerang During Sidestep, ¢ 54 h
Crouching Uppercut [~Tag] While crouching, ¥<*[-T] | 20 m

Leg Breaker While crouching, % 21 L

Atomic Blaster Back toward enemy, < 50 !

Blind Kick Back toward enemy, % 25 m
Stomach Smash SSNDp 6 L

Flying Cross Chop SOND 15 horL
Black Bomb SND NS 28 m
Running Exploder DD 40 m
Supercharger oL — s

THROWS

NAME COMMAND POSITION DAMAGE ESCAPE
Winding Nut < Front 35
| Suplex el Front 35

Argentina Backbreaker @ [or &) Enemy’s left 20

Knee Crusher 2 (or ) Enemy’s right 42

Half Boston Crab L Back 60

Cobra Twist e Back 60

Stretch Buster G Back 75

Reverse Throw & Buck toward enemy 35

Jumping Power Bomb Lo for ) Crouching enemy 45

Leg Screw or Double Heel Hold | €< (or €) During enemy's kick Varies

Low Parry o for %) During enemy’s low aftack | —

Ultimate Tackle G Front 5

Leg Cross Hold = = 20

Leg Cross Hold to Stretch Combo =% - 20,20

Ultimate Punches i 55,555

Ultimate Punch to Leg Cross Hold | = — 5,5,5,20

Ultimate Punch to Leg Cross Hold =% — 5,5,5,20,20

Stretch Combo

Cross Arm Lock =5 = 25

Cross Arm Lock to Arm Twist = = | 25

Ultimate Punch to Cross Arm Lock = dpdd — 5,5,5,25

Ultimate Punch to Cross Arm Lock =% -— 5,5,5,25,10

to Arm Twist

Figure Four Leg Lock K Front 32 i
Knee Bash v Front 30 &
Muscle Buster g€ Front 50 <&
Falling Headlock iz b Front 55 <
Tombstone Piledriver uad Front 58 &
Giant Swing & duad | Front 70 &
Shoulder Cracker %o {or <) Enemy on back, by head 28 L
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m" NEAME COmMmMAND POSITION DAMAGE ESCAPE
Wl | Swing Away oL Enemy on back, by feet 15 <
I | Head Bomber e Enemy on back, by feet 33 %
E Figure Four Leg Lock e Enemy on buck, by feet 33 *
N | Turn Over g for <) Enemy on back, from left = <
N | Turn Over &% or e2df) Enemy on back, from right = &
H Wing Tearer %o (or v24) Enemy face down, by head 32 *
i Half Boston Crab 22 (or 12 f) Enemy face down, by feet 30 %
0 | Comel Clutch 2 (or 128) Enemy face down, from left | 35 i
[T | Bow & Arrow Stretch Hold | w54 (or r2cfe) Enemy face down, from right | 37 &
L | Thow Awuay [~Tag] So5[~T] Front — None
IX | Throw Away Feint =% — = i
W | Throw Away Knockdown =d — 8 &
E._l Throw and Destroy = = 10 &
@C | Turn Around =% = o &
[ | Pile Driver Supe Front 25 . i
L | Double Arm Face Buster =P — 5 s
5 [Boston crab S BE = 2
Stomach Smash o N Front 8
Hi-Jack Backbreaker = — 30 <
Jaguar Driver =P edd - 60 &
Standing Heel Hold SN Front 30 %
S.LE. s - 35 e
Scorpion Deathlock = PP — 40 &
Indian Death Lock =S — 30 &
Hing's Bridge =thpdedh e — 50 None
Arm Breaker OND o Front 20 <
Triple Arm Breaker =P - 10,15 ?
Head Jammer e — 20 i
Struggle Combination =fedpdpfedd - 25 None
Chicken Face Wing Lock =dp el - 25 e
Dragon Sleeper Finish =P - 30 <
Rolling Death Cradle = fecfesthed = 19. &
Reverse Arm Slam S uep (or > ude) Front 25 e (or &)
Backdrop = ed — 18 % (or %)
German Suplex =fesd —_ 18 &
Power Bomb =g = 22 None
Giant Swing =ShHd = 27 L
Muscle Buster =PhPpd | — 32 &
G ball Buster =pdP - 18 &
Manhattan Drop el - 17 &
Victory Bomb =P e - 20 None
Giant Swing =Ppedd | — 27 &
Muscle Buster = dpdedd | — 32 @
Power Bomb =g —_— 22 %
Giant Swing =Pabdpfe — 27 “
Muscle Buster = dfd | — 32 il
Reverse Special Stretch Bomh | & se% [or 28cte) Front 28 <
Cannonball Buster =P - 18 None
Mank Drop = e = 17 &
Victory Bomb i e — 20 None
Giant Swing =dp b —- 27 &
Muscle Buster =g | — 32 <
Power Bomb =dpdpde _ 22 <
Glant Swing =h b — 27 5
Muscle Buster = e - 35 & -
Cannonball Buster During Sidestep, < Front, sides or back 18 i ?
\ : ;\': ": /_
TEICIET T |
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fommand S L F & P G Command

Guard Point : ; Guard Point
Level
Domage

Command
Guard Point
Level
|Damtige

Guard Point
Level

S3IMNOW/S21Z208d 431 00EHEHHD

e 13
Combo 1 = 47,10
Comho 2 =L G 4,7,6,3,5
Combo 3 =pded 8,6,10
Combo 4 =pdofe 8,6,11
Leg Breaker While crouching, 1+ 21
Combo 1 =hdpud 4,16
Combo 2 =N e 16,8,3,3
Combo 3 =&, while rising, SN | 6,10,8

SPECIAL TEAM UPS

COmMmAND DAMAGE

CHRRACTER NAME
Fmor King I Throw Away Tug t Go~T 25




CHRRRCTER PROFILES/MOUES i

Kuma as polar r

STRATEGY

Kuma and Panda are nat the cute cuddly teddy bears that mey appear
Lo be. These ferocious animals would much rather tear your limbs off
than be hugged. Kuma and Panda have unbelievable brute strength
and a long arm reach. This makes them incredibly dangerous enemies.

On the down side, Kuma and Panda move sluggishly and can-easily be. -

assaulled. Don't let this discourage you—Kuma and Panda have the
raw power to maul an opponent in seconds.

Tﬁe Double Hammer ('Q"K“) is o fast move that drops your enemy, nlowmg you to
toy with him or her on the ground.

Kuma's immense power mixed with slow speed and agility make him a
challenging character to play. You have to wait your turn 1o score hits.
However, when you do land a paw on your enemy it falls with great force,
removing a hefty chunk of health. You can't hammer away at an enemy in
close quarters. Kuma's slow but powerful attacks can be stopped with a
simple jab, so use patience and timing for all your attacks.

1o ensure success and avoid predictability, learn all of Kuma's moves
thoroughly. Like the other big characters of fekken. Kuma has a good
set of low attacks. But beware: While great for breaking an enemy's

r— grizaly

i Borend - R

< Panda with yellow & anﬁ
ribbon

guard, they can become easy to
foresee. Use moves from
Kuma's unique Hunting stance
(), they are similar to the
crouch attacks, so they can be
deceiving if your opponent is
not prepared. The Hunting
stance moves are also great for

: : knocking your opponent around
The Hunting stance (<) starts different moves  While hie or she is on the ground.
that let you attack your grounded enemies.

Kuma has a lot of powerful
moves, but some take too much
time to set up. making them
unrealistic in battle against any
opponent with half a brain.
Moves such as the Salmon
Hunter (¢=4) and the Fatal
Wind (¢ €] are fun te'do, but
use them sparingly, for they
leave Kuma dangerously open for
a counter attack. Instead use
moves such as the Killing Uppercut Grizzly Claw (while rising, =)
and the Demon Upperout (=4 —they are mueh faster and utlllze
Kuma's lengthy reach and juggling ability.

The Demon Uppmm (=) pops your
enemy into the sky, setting you up for a juggle.

In the right hands, Kuma is a mighty character who can take down
anyone in his path. Make use of Kuma's long reach and mighty throws.
and make sure to beat your enemy while he or she is down, With a little
practice and patience, Kuma can be the first animal to win the King of
the Iron Fist Tournament.

 PRIMA'S OFFICIAL STRATECY GUIDE
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FIGHTING AGRINST HUMMA |

- Kuma has lag time between his moves, making him an easy target for juggles.
= Watch out for his low attacks. They can be devastating if not blocked or stopped with a simple jab.

- Take advantage of Kuma’s slow set-up time on his powerful moves by counter attacking before he can get
them started.

= Kuma has a long reach. Don’t underestimate his ability to quickly grab you from a distance. Always be
ready to escape a throw.

= Kuma’s recovery time is on the slow side. Smack him around while he lies on the ground helpless.

£ STRENGTHS ¥ WEARNESSES

Exiremely powerful Slow execution of moves and movements
Long arm reach : Fewer number of moves

Good low attacks No Reversal

Many throws Moves often leave him open for a counter

BEeERR HEADBUTT HEIHRCHI TEAm UP
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commAND: &J %P

O IEE: 20 L

35

COommAND

S3ArOW/sS37IZ05Hd U351 0-0HEHD

:c
=
=4
D
D
2
o
T
D
2
o
D




=0
o

CHARACTER PROFILES/MOUES

Primasames.cCcom

—

SPECIAL ARTS

UPPERCUT COoOmEo 2

==, ) @ DAMAGES:
22,2210 TR (> Tox=ToO% xR i1 = 1092

NAME COmmAND DAMAGE HIT LEUEL

Bear Hammer e 18,15,18 b ]

Jab Elbow Smash S 12,15,20 hmm < loggle]
Overhead Smash & 21 M 5 ends move in Hunting po
Double Hammer i 21,22 mm

Double Claw S 25 m

G-Clef Cannon [~Tag] 2 o~ e[-T] 10,8,14 hmm

Deadly Claw G 35 !

Rolling Bear D USREREA 10 m

Bear Headbutt s 20 m

Dance With Me S 20,60 u << Oy wiorks when snemy Is lying down: |
Sit L - -

Sit Punches 1 =HSHS 10,10,10,10 11}

Sit Punches 2 =HHDpd 10,10,10,10 i

Pancake Press A 26 M
| Big Bear Attack ad pL] m

Get Up Punch While lying down, &> 12 m

Rushing Uppercut L SEEeD 10,15,10,15 mmmm

Rushing Uppercut R NPoTE 10,15,10,15 mmmm

Demon Uppercut [~Tog] S3S[-T] 22 M

Hammer Rush 1 High While crouching, S5 S53< | 10,8,12,12,12 Limmh

H Rush 1 Mid While crouching, < we | 10,8,12,12,15 Llmmm

Hommer Rush 1 Low While crouching, £ 244 | 10,8,12,12,8 LlmmlL

Hammer Rush 2 High While crouching, ¥ & &3 15,12,12 mmh

Hammer Rush 2 Mid While crouching, 8y & 15,12,15 mmm

H Rush 2 Low While crouching, S &4 | 15,128 mml

Hommer Rush 3 High While crouching, 3<%+ 10,12 mh

Hammer Rush 3 Mid While hing, ybud 10,10 mm

Hommer Rush 3 Low While crouching, 354 & 10,3 ml i
Triple Uppercut Left While crouching, ¥& &< 15,12,15 mmm -
Triple Uppercut Right While crouching, N <p < 15,10,15 mmm

Windmill Punch While couching, s &% | 10,15,10,30 mmmh

Salmon Hunter & 50 L

Batter Up While rising, < 21 m

Double Hammer While rising, &% 21,17 mM

Killing Uppereut 5 While rising, 12 m

Killing Uppercut Grizzly Claw While rising, =% 12,27 mm

Grizzly Claw SN 33 m

Fatal Wind g 200 1

You're Welcome < = =

Superchorger - < = =




MOUVES FROM HUNTING STANCE <

Primasames.com

NAME COmMmMAND DAMARGE HIT LEUEL
Double Bear Clow P 10,10 LL

Bear Claw % 16 L
Bear Fling [~Tag] B[~ 24 M

Bear Tackle & 21 Sm

THROWS

NAME COMMAND POSITION DAMAGE ESCAPE
Bear's Bite < Front 6,6,6,6,6 &

Bear Hug & Front 10,25 &

Bear Slom % (or <) Left 10,15,25 e

Choke Slam % (or %) Right 40 &

Swing Swung < (or <) Back 70 None
Reverse Throw % (or &) Back toword enemy | 30 {or 35) & (or &)
Headbutt i Front 35 &

Rock ‘n’ Roll Gircus [~Tag] | 8002 &3 bs[-T] Front 50 &

Bear Toss During Hunting stance, <>« | Front 40 L
NAME ‘COMMAND DAMAGE

Demon Uppercut >3P 22

Comho 1 =zidesieh 20,10

Combo 2 =Adp i 22,10

Uppercut P 10

Combo 1 =ud 16

Combo 2 =S 9,12

SPECIAL TEAM UPS

CHRRACTER

NAME

COmMmAND

DAMAGE

| Heihochi

| Power Punch

| &2

24

-
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CHRARACTER PROFILES/MOUES

P2

- guessing and you'll see victory in no time.

Fighting Style: Ninjitsu

 or % Redhand:
. porple outfit

STRATECY s

Who is that mysterious person behind the mask
be a very popular character, but she is fun to play with: She
most powerful either, but with plenty of juggle moves
away your opponent’s health. Keep on the move to keep

Kunimitsu’s (mxllmg
-some early damage in the fight.

When playing with Kunimitsu, remémber 1o keep moving. A good
move to start the fight with is Crouching Spin Kicks (€% &% %), It's
easy to get a few good low hits in before your eppenent realizes what
is happening. Finish your spin attack with the Tree Fall Kick (> <*) for
extra damage that sends your enemy flying. Vary the number of spin
kicks and the point at which you add the Tree Fall Kick to really keep
YOUr enemy guessing.

Kunimitsu has a lot of great low attacks. Along with the Crouching Spin
Kicks she also has the Spinning Sweep (while crouching, 3<) and
Will-o-the-Wisp (during Sidestep %¢). Most enemies are ready to

Use Will-o-the-Wisp (during Sidestep, %) and watch your unwary enemy hit the

ground. Did somebody say juggle?

Nationality: None (Originally Japanese)

are open to the low aﬁtacks. lzeep
our opponent starts to block you.

Spin Kicks attuock {12 %@ 5] is low and fﬂsi Use it fo couse |

Kunimitsu has a shorter moves

hit, try the Ninja Flwng Shadow
(£+)—it won't cause any damage, |
but it boosts you up and over to

land behind your opponent. It's f
harder to hit a moving target, so |
_ keep on the 'move;. @

...or use the Spinning Sweep (while
crouching, 3 <) to siart a low juggle and
st 50 MX'UP YOUr AHACKS TOKEED. gy 103; il R g

your enemy on guard. Because she
has few really big power attacks, try to start a juggle whenever
possible. This helps deplete your enemies’ health faster and leads you
1o victory.
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FIGHTING AGAINST HUNIMITSUW

- Be ready to change your blocking level: Kunimitsu can come in fast and furious with low attacks only to
quickly switch up high.

- Without any Attack Reversals, Kunimitsu is just asking to be hit. Fire away with those punches and kicks
without fear of them heing turned against you.

- Be ready with your own Reversals. Kunimitsu can become repetitive, so when you see your opponent
pulling off the same move over and over, it’s time to reverse.

- Be patient. Kunimitsu will throw a lot of moves at you. Hold your ground, learn her patterns, and strike
when the time is right.

STRENGTHS ' WERAHNESSES

Great speed ; No Reversal

S3IMNOW/S2aNIZ08Hd 5310550 HD

_ Impressive-looking moves Fewer number of moves
Plenty of juggling moves Less powerful

Lots of low attacks Moves can be prediciable
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CHARACTER PROFILES/MDUES

Primasames.com

=

RISING HARESURA CCOoOmMB0o 1

& [ o | =
commanD. 2 P 0P 9

COMPLETE MOUVES LIST
SPECIAL ARTS s

SPINMNING SWEeEEFP COmBao 1

==:12,13,8,5,5,15

=~ Jugqle

Jab Roundhouse S 12,21 L]
Jab Sweep b 128 hL
Zig Zng g 30 horm
Triple Kick Comho Secee 20,20,21 hkh
Deadly Stab &P 2 1
Deadly Slice B 15 !
Step in Upper [~Tag] 21 [~T] 13 m
Supreme Thrust < 22 m
Cycle of Rehirth G 811 ht
Heaven Divide P 25 !
Dust Ton &b == =
Fairy Wax dge 523 MM
Growling Jewel Sefe 30 m
Poison Wind Ay 21 M
Will-o-the-Wisp During Sidestep, % | 15 L
Wintry Wind During Sidestep, 21 h
Rising Kazvra [~Tag] $35[-T] 24 m <
Fubuki D 10 m
Inverted Stalker P S =
Thrust Stalker i 30 m
Solar Kick S 30 m
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NAME CommAND DAMAGE HIT LELUEL
n
Shark Attack =5 40 m I
Ninju Jewel =% 25 m 3
Ninju Flying Shadow =4 — = %
Reverse Solar Kick S 22 m n
Stone Fists R 10,10,10,10,10,10 hhkhhh = !
Crouching Spin Kicks CEDeRD 12,7,7,555 wil .
Tree Fall Kick =5 12 m |
Jewel Back toward enemy, % | 22 m E
Advancing Deadly Stab DDND 25 ! a
Spinning Sweep While crouching, ¥ | 12 L T
SuperCharger o — — E
: 1]
n
THROWS Y
3
NAME COmMMmMAND POSITION DAMAGE ESCAPE - g
Jumping Body Slam @ Front 30 & m
Sickle Bush = Front 30 e i
Avalanch : % (or &) Enemy’s left 40 &
Tornudo [~Tag] % (or £)[~T1 Enemy's right W &
Back Drop % (or &) Buck 50 None
Reverse Throw % [or &) Back foward enemy | 30 % [or &)
Judo Throw G Front 35 o
Manji Rana S Front 35 & Use the escape in hetween the Hip and the throw.
STRINGS COMBOS
Command
Guard Point
Level
Damage
cCOMBOS
NAEME COMMAND DAMARGE
Rising Kozura s 24
Combo 1 =% 24
Combo 2 =GgPuay 8,56,3
Spinning Sweep While crouching, ¥ 12
Combo 1 = b 16,6
Combo 2 =g 2,10
Combo 3 = Hd 9.5
Backfist 1 2® 12
Combo 1 T ) 13,8,5,5,15
Comho 2 =P PN 13,8,5,5,5,5
Combo 3 = 13,24
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CHARACTER PROFILES/MOLUES

Prrimasameas.com

Nationality: American
RO Fighting Style: Martial Arts

Height: 510"

Blond Ty, e‘ B !

: <% White ﬁowmg shirt
and blue pants

Tk &
& Green flowing
shirt and pants

STRATEGY

Talk about ants in the pants. Law just can’t seem to keep st1|| But this
1s one of the benefits of playing as Law. He is extremely fast and packs
quite @ punch, making him a great offensive fighter. Press the attack
with your fast punches and kicks. If you can break your opponent’s
defenses, you can cause a lot of demage. Don't forget Law's juggles—
if you can start a juggle, your enemy is going to be floating helplessly
for a long time.

| To play Forest Law effectively you need
4 to press the attack. Most of his moves
i are designed to hit your opponent fast
)| and hard. At.the core of your attack
should be Law's Right Kick ($). Not

Counter Hit the damage is increased
and your opporent gets popped into the
air. When your enemy starts to block

G No shirt md Mn(k

only is it fast and powerful, but on a

pants

Law has a lot of fast punch and kick attacks. These are great for poking

~at your enemy. String them together to do a lot of damage and
frustrate your opponent. Try his Rave War Combo (2 < <%) to throw
a series of quick right punches or his Shaolin Spin Kicks (%) for
some quick kicks. Mix up your kick and punch attacks to prevent
predictability.

Playing as Law gives you a lot of options to strike your enemy low. A
lot of players forget to block low and leave themselves wide open for
attack. Law's Dragon'’s Tail (2] is a powerful low sweep that knocks
your opponent over. Or use his Slide Kick (while crouchmg S wdp)
to perform a quick slide on the ground.

For unpredicability, use moves that hide low attacks among high
attacks. Law's Junkyard Kick (¢-<»<e<®) is a great move that hides a
low attack between two medium attacks. This attack moves in quickly,
has great power, changes hit levels, and starts a juggle—it's a must for

Don’t forget 1o use Law's Right Kick ().
Not only is it powerful with a long reach,
but it'll pop your opponent into the air on
a Counter Hit.

every fight. The Low Kick to Somersault (<+%) is another good
move that hits your enemy low and then pops him or her into the air
for ajuggle.

high. press > to make Law’s kick hit low.
Your opponent will go crazy as he or she
is pummeled high, low, and in the air.

As you move in for the attack make use of Law's juggles. Law is a great
juggler and has many ways of getting opponents into the air. His
Somersault Kick (#4) is a quick and easy way to start a juggle. OF try
his Dragon Uppercut (while rising <) to start a juggle with a punch. If
you end up in a crouch, work in Law's Double Impact (%) to give
your enemy a big surprise. It doesn't matter how you do it, but get your
opponent into the air so you can work him or her senseless.

Law’s Junkyard Kick {8 <o <Es) is powerful and quick—o must for every fight.

T OLENANNETN 7_ .
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| FIGHTING HEFIIHET AL

- Stay on your toes: Law is a super-fast fighter—he moves in quickly, throwing a lot of punches and kicks.

- Law has plenty of juggle moves. Avoid these and watch out for his right kick.
- Keep your guard up. Law has a lot of poking attacks to chip away at your health.

— Be careful of Law’s low attacks. They’re powerful and can sneak up on you.

; LWERRKNESSES

Super fast : No Reversal
Has plenty of juggling moves Moves can be predictable
Good power for most attacks Small variety of attacks

Has good low attacks

SINOW/S3I-H0HC HD LIEEEHD

DEAGEONS TR DRAGEON HAMMER
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CHRRACTER PROFILES/MOUES

SOMERSAULT HICH COmMBO = ,
o
commAND. 7 5 &P e

=:18,21,9,6,4,5

: Front 7 '7 =E: 21,21 & '. ==& Escape wori_(?ff_t_(_er initial hit.
COMPLETE MOUES LIST
SPECIAL ARTS

NAME CommAND DAMARGE HIT LEUEL
Left Right Combo o0 5,12 bh |
High Kick to Somersault [~Tag] SBI-T] 18,21 hm Juggle
Shaolin Spin Hicks e 16,12,12 hbh |
Backflip[~Tag] [~T] 21 m Juggle
Backflipper *f 21,16 mm Juggle
Machine Gun Arrow pepepbed 5,5,5,5,5 hhhhh
Quick Rave War S 6,10 hh
Rave War Combo PP 6,510 hth
Triple Head Kick PP 18,10,10 hhh
Mid Kick Comba =P 18,10,15 hhm
Dragon Low Kick S 8 1
Dragon’s Tail Zde 25 |
, R T e 13 m
/ .'!, T L Step in Comho wpHd 18,10,16 mih
- TEKKEE_‘EW _ || Somersault Kick [~Tag] AS[-T] 25 m < Toggle'|




2 1= CommAND DAMAGE HIT LELEL
— 38 2 o |
man D 95 or 27 m <:Cunﬁnue o hold x 1o stuy on the ground. |
sge Power Punch iz e (49 fo cancel) 100 ! |
e Step & — — < 'Will pairy a nid or high punch attack |
o= Step Blow =% 43 m |
she Step Uppercut [~Tog] =H[-T] 32 m
ohe Step Low =P 10 1 Z|
wcky Trap = 12 h Works ufter you parry a mid or high ponch atock duting Fake Ste
scky Fist =% 6 h Warks ufter you parry u mid or bigh punch atiack duting Fke Ste
sy Low Hick =4 15 I Wk affer " oid or Figh panch alfock duing Foke Step.
wacky Mid Hick =% ] m << Works oHer you parry a i orhigh ponch sttack during Foke Step.
o Kick 10 § it S 7.21 Im
iady Blow to Somersault L 10,21 Smm
Baw Spring Kick B 15,25 mm |
_nging Kick to § It [~Tagl | 2P <E[-T] 25 m Hits only once. Second hit starts the iu&]
escent Kick Combo S 16,30 hm
Jusble Impact [~Tag] While crouching, < <[~T] 18,21 Lm
_ow Kick to Somersault While crouching, <5< 10,21 Im
stapult Kick dady 30 m
Baimhow Kick YA 30 M
skyard Kick [~Tag] Sdpp[-T] 12,8,22 mim <, Juggle
Jesgon Storm [~Tag] G p[~T] 12,12,12 hmm
Tple Head Kick to S ppdpdpde~T] 8,10,10,10,21 Ihkhm
Semersault Variation [~Tag] Not every Kick will hit. Juggle starts if last kick connects. |
Paison Arrow [~Tag] S PG[-T] 40 ]
Double Dragon During Sidestep, % 16,22 mh
Dragon Judg During Sidestep, %% 10,7,10,27 mmmm
Dragon Back Blow Back toward enemy, € (or &%) | 15 h
| Dragon Uppercut [~Tag] While rising, <®[~T] 12 m < Juggle] .
Side Kick to Somersault [~Tag] While rising, < <[~T] 28 or 25 horm < Hits only onte. Second hit starts the juggle. |
| Front Kick Somersault Variation While rising, &% 12,21 mm < Juggle
) S 12 ]
| Somersult 4 — =
Somersault Fake [~Tag] $ PNE[-T] 25 m Juggle |
Slide Kick While crouching, s1& 94 17 L
Running Side Kick DI 30 m
Supercharger <> — —_
Blackout =% 7 h
Blackout Muggin” =% 7,12 hl
Parry &b (or &) = i
Low Parry e or %) — -
THROWS
NAME COmmAND POSITION DAMAGE ESCRPE
Dragon’s Fire % Front 723 %
Hopping Frog kol Front 30 &
Headlock Kick % (or &) Enemy’s left 40 L
Ball Breaker @ (or &) Enemy’s right 42 &
Dragon Bites & {or &) Back 50 None
Reverse Throw > (or &) Back toward enemy | 30 < or )
Headlock Punch ued Front 30 %
Headlock Drop Wb Front 35 &
Knee Lift [~Tag] S2%[-T] Front 28 <
Run Up to Drop > Front 30 L
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CHARACTER PROFILES/MOUES

Command
Guard Point
Level
Damage

Command
Guard Point
Level

frTimasames.cCcom

'ésmmcs COMBOS

L o IR e

SPECIAL TEAM UPS

COMBQOS

NAME COMMAND DAMRGE
Somersault Kick s 25
Combo 1 =z 24
Combo 2 = 9,10
Combo 3 =P 22,12
Combo 4 =z fe 20,20
Body Blow to Somersault L 10,21
Combo 1 = 4,8,6
Combo 2 =€ apched 9.6,7
High Kick to Somersault S 18,21
Combo 1 =GP 910 -
Combo 2 =PI pd 9,6,4,5

CHARACTER NAME COmMmAND DRAMAGE ESCAPE
Forest Law Poison Arrow o e epaT 21 I
Lei Wulong Ri g Jump Kick =N 30 Tag { Escape works offer initial hit.
Slide =4 21 Tag < Escage works after inifial i,
King Capital Punishment =N 21 Tag %
Armor King Capital Punishment =N 21 Tag < Escapa works affer iuiicl B,
Burning Knuckle =+ 36 Tag <\ Escapo works affer infiol L
Gun Juck Sliding Attack =N 21 Tag <) _Escape works affer niiol bt
Slide =4 21 Ta " Escope works affer initial hit.
Heihachi Mishimn Ronning Jump Kick ) 30 Tag Escop works ulter witial |
Side B 2 I o
Bryan Fury Running Jump Kick =N 30 Tag <3 Fscope works offer inifiol i, |
Slide =¥ 21 Tag it
Hwoarang Running Jump Kick =N ET Tag = arks after il .|
Slide =4 21 Tag <~ Escape works nffsnmrml it
Jin Kazama Ruaning Jump Kick =N 30 Tag vacks after initlal bit.
slide = 21 Tag Eswpe
Paul Phoenix Thruster[~T] = 19 Tog { Eocope wors s Wit 3'" / Escope. warks. after
Stone Breaker =3P 12,10 Tag P initiol  hit. 'p.,;:
- Step Blow = B None < Tow efoes for Stp Blaw.] | oo o L retres
Roger or Alex Capital Punisk =N 21 Tag { Escope works after initiol bit.
Kuma or Panda Running Jump Kick =N 30 Tug eaeie vioKe altora
: Slide =¥ 21 Tag
Prototype Juck Sliding Attack =N 21 Tag
; Slide =¥ 21 Tag

:-‘emm -
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Nationality: Unknown
Fighting Style: Mishima-style Karate and Martial Arts

& or < Blue sleeveless
shirt jeans

% or < Bluck vest and

== Tuxedo

Lee Chaolan is a versatile character with an attitude. Although he is not
the most powerful character in /ekken, he is one of the fastest. With a
balanced arsenal of lightning-fast kicks and quick punches, Lee
Chaolan is ready to capitalize on the weaknesses of any fighting style.

Lee’s Left Jub Rush (<« <% € 45) is a prime example of his quick hands. Use this
to catch your enemy off guard.

Ta best use Lee Chaolan, use his quick punch and kick combos, such
as the Left Jab Rush (@<« <) and Machine Gun Kicks (Bee<e),
from the start. This helps keep the momentum of the fight in your favor
and your enemy on the defensive. Though these combos can be easily
blocked, you can follow them with a low attack or a throw to keep your
enemy off guard. You can also fink the Left Jab Rush with =< to
lengthen the combo and keep your enemy guessing.

The Laser Edge Kick Combo (4 <= e <3») changes hit levels, cousing your enemy to go flying.
Lee's Laser Fdge Kick Combo (& Ss$e5e<s] is a great combo for
mixing up hit levels. It starts low and finishes mid, making it a great way
to penetrate an enemy’s defense. End this move in the Hitman Stance
by following the move with <, putting you on guard for the next attack.

The Laser Edge Kiek Combo is also useful to stop your enemy from
charging or getting up, and it's great in juggles.

Once in the Hitman Stance, you
can do one of four things: Freaker
Jab (), Scatter Blow (%),
Scatter Kick (&), Shin Slicer (),
Mix these moves up to prevent
being too repetitive  and
predictable. The Seatter Kick acts
as 4 throw if you are close to an
enemy. This, as well as the Shin
The Hitman Stance (<) can be followed Slicer results iinv a grounded
by four different moves, creating o epnemy. Take advantage of these
guessing game for your opponet. opportunities by executing a Silver
Tail (while erouching =) or the Laser Edge Kick Combo. Both tack
on a few more damage points. If your enemy falls out of range of these
attacks, use Lee's swift Spinning Slide Kick (=2 N<e) to close the gap.
This slide is quick and easy to execute, which makes it a great follower
to almost any move.

lLee’s ability to break an enemy’s
mementum is one of his strong
points. Whenever you find
yourself on the defensive, you
can stop an enemy cold with a
Silver Whip (). Taking a quick
boot to the face, your enemy is
forced to stop his attack. Follow

- this with your Left Jab Rush to
The Siltver Whip (- <=} con be flus!rchng push your enemy back. If your
to an attacking enemy. enemy still persists in charging,
knock him or her back with Lee’s Silver Sting (= <%). Another way to
stap an oncoming attack is the Lee Screw (Sidestep left, €). This
Sidestep is followed by a powerful Roundhouse, knaocking your enemy
to the ground.

Although Lee does not have & large move list, he has a move for almost
every situation. Learn them all o keep your enemy guessing, otherwise
your enemy will learn your patterns and capitalize on your
weaknesses. Remember Lee is not the strongest eharacter 0 Tekken,
so rely on his speed to chop away at your enemy.

“T o
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FIGHTING AGARAINST LEE

= Due to a limited number of moves, Lee can he predictable. Expect a lot of high punches and low kicks.
This makes it easy to show off Attack Reversals.

= Lure Lee out of his Hitman Stance by faking an attack. Lee becomes wide open for a counter once he misses.
= Watch for Lee’s Infinite Kick Chain. A simple Sidestep moves you out of harm’s way.

- Lee’s punching range is limited. Back away and catch him with a low attack when he comes charging in.
This stops him and sets you up for a larger-scale attack or juggle.

X STRENGTHS f weAHNESSES | €

CHARACTER PROFILES/MOLUES

Fast and stylish No Reversal

Quick and easy combos Limited number of moves
Good low attacks Not very powerful

Two attack stances Few defensive moves

Can be prediciable

O O 00
OO. Oo. 00. OO.

= F

SHIM TDO HEAD FLIP -HICH




commAanD: Jb i e ZIN Sl oo i

BLASING HICH COmBsD 2

oo foed

()

SPECIAL ARTS

NAME

COmMmMAND

(S

DAMAGE

Left Right Comba Lk 512 hh

| Shaolin Spin Kicks SPd 16,12,12 hkh
Left Jah Rush S 5,5,9,9,5 Hkhhh
Lee Knuckle Combo S (AL hh
Rave War Combo 2HP 6,510 hmh
Laser Edge Kick Combo ol 71,5521 [
Triple Head Kick S 18,10,10 hhh
Mid Kick Combo During Triple Head Kick > | 18,10,15 hhm
Feint H During Triple Head Kick €< | 18,10,19 hhm
Silver Whip e 7 h
Silver Heel &g 22 m
Silver Low L 8 1
Mid Kick wd 18 m
Bump Kick o 16 L
Quick Silver Sting agp 20 h

| Silver Sting e 30 {h
Silver Fung g 100 !
Silver Cyclone L 30 !
Left Splits Kick S 23 m
Lee Cutter G 19 h
Triple Fang oo 8,8,15 hmh
Blazing Kick [Tag] LuS[-T] 22 m
Mist Kick S 18 m
Mist Wolf Combination S 18,18 mh
Mist Trap Throw =While enemy is quarding <~ | 25,8 h
Machinegun Kicks Bocpcge 16,8,10 hikh
Shin to Head Kick LN 7,20 lh
Laser Edge Muchinegun Kick =fode 8,10 hh
Shin to Head Flip Kick =5 30 m
Shin to Head Silver Cyclone = 80 ! This move requires precise fiming
Foke ¢ - =
Rear Cross Punch During Sidestep, % 17 h
Lee Screw Right During left Sidestep, < 24 h
Lee Screw Left During right Sidestep, & 30 h

| s3nNow/sSsNIZH0dd H3 1 0-5ddHD
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NAME CommAND DAMAGE HIT LEUEL

[SiverTl | Whiecowhing, 5% | 18
WS g
oo e aam s
Somosalt ——— [eeng
:

10,17,15,10
FR

e o
MOUES FROM HITMAN STANCE <

NAME DAMAGE HIT LEUEL

CHRARACTER PROFILES/MOUES
Iii :

Freaker Jab
Scatter Blow [~Tag]

i

COmMAND POSITION  DAMAGE ESCAPE

Lo Horossment [ & for®x) | Enemy'sleft |
Lee Stunner % (or &) | Enemy’s right |
| lor®) [ Buk
Reverse Throw
Knee Drive [~Tag]

CHARACTER  NAME COMMAND DAMAGE ESCAPE




Nationality: Chinese

< Shiny purple outfit

STRATEGY

Lei Wilong: Supercop. He won't need that gun or handcuffs strapped
10 his side: Lei's armed with seven different fighting styles, more than
enough to subdue anyone resisting arrest. And that's not including his
ground moves. With so many stances, Lei has enough options to keep
your opponent guessing. By that same token, it'll take some time and
practice for you to truly master him. But once you do, criminals and
outlaws beware!

& Shiny green outfit

Art of Dragon (Sidestep left from Snake)

What separates Lei from the rest is
his use of different stances. To be
an effective Lei player, you must
learn what you can do from each
stance. This way, the element of
surprise is on your side. There are
simply too many stance and moves
combinations for your opponent to

Art of Panther (Sidestep right from Snake) - guess on a consistent basis.

Art of Tiger (Sidestep left from Dragon) A of Crane (Sidestep right from Panther)

S3IMNoW/S37=E0"Hd J33 1.05HdHHD

Primagsames.com
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Fighting Style: Various Martial techniques based on Five-form Martial Arts

< Supercop with blue
shirt

Make Lei's Razor Rush to Crane Kick (N &) your opponent's
worst nightmare. Stop this move anytime after the first punch and tap up
or down to change stances. That's five, count ‘em, five stance possibilities.
As if your opponent's head isn't spinning yet from trying to figure out what
stance you'll end in, each stance has its own handful of moves. When
mixing things up, focus more on the hit levels than the actual stances. The
stance changes are great to confuse your opponent, but it's the change in
levels that interrupts his or her blocking and ducking. Alternate the
combinations often and even you won't know what's coming next

< Supercop with white
shirt

Phoenix Musion (¢ <) Drunken Moster Walk (- ¢}

Lei's bag of tricks includes the unmatched ability to fight from the ground
Face up, face down, feet toward opponent or feet away from opponent:
Lei has moves that are effective from any of these positions. Catch your
enemy off quard by suddenly dropping to Lef's Play Dead (&%) position
to duck any mid or high attacks and strike back with the Leaping Double
Slicer (<8 or the Spring Kick ().

Play Dead (+ %) Sidawind (5 45)

Lei's strength lies in his ability to change his attack levels along with his
stances. This makes him a complex character to play. Give it some time:
and practice going from one stance to another until you can do it without
thinking. From there, know which attacks hit high, mid; or low from each
stance. Lei has almost too many maves to choose from. Master ther,.
however, and you'll become the King of the Iron Fist Tournament.
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FIGHTING AGRINST L&l

= Learn what to expect from each of Lei’s stances, and you'll know what range and hit levels he’ll come at you with next.

= There’s a bit of lag when Lei moves from one stance to another. Press the attack with quick jabs or kicks
to limit him to his default stance moves.

= If you have a Reversal, use it when he comes at you with his Razor Rush. As always, be careful of the Chicken.

= Don’t be fooled if Lei’s back is toward you or if he’s on the ground—He’s just as dangerous, if not more se,
in these positions. Try to lure him out of these positions before charging in.

= Watch for his Low Parry: If it connects, you’ll be helpless as Lei pummels you.

€ STRENGTHS f wEARHNESSES

Almost endless stance combinations Stances make Lei a complex character to
Great attacks from ground or with back turned Ia
Good speed

CHRARACTER PROFILES/MOLUES |

Lacks good power

Lag between stance changes

Great Low Parry

DORUNHEN RARPIDO FISTS Dar
E]ua'ng Drgwhen Master Walk or Sidestep,
COommAND 000 000

=.15,10,15
: mml

®

= S
DRAGOMN SPERH DAMA a3 PRANTHER'S SCRATCH oemaEs: 10,22
o FE=N=. o & LSSl
COMMAMNI: During Art of Dragon, 80 Tl COIMIMAMNLD: During Art of Panther, 80 00 TRELT ik
8 TR 2 5
: " ,.32 = 1 EE @‘:’Q
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CRANE DARNCE
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COMPLETE MOVES LIST
SPECIAL ARTS

L ) O,
COMIMAMND: During Art of Panther, S0 80 .b °C

NAME cCommAND DAMAGE HITLEUEL ENDINGSTRANCE
Falling Blade During sidestep, <* 15 L Back Toward
Clean Sweep B~ 5 m Face down, feet foward enemy
Clean Sweep =~ 18 m Face down, feet toward enemy
Low Kick to Ploy Dead =~ 10 L Ploy Dead
Reverse Double Slicer =d 25 h -
Spring Up Face down, feet foward enemy, % | — = =
Twin Snoke Strikes e 13,10 h =
Twin Snoke Strikes to Crane Stunce =3 = = Crane
Twin Snake Strikes to Panther Stance = or & - - Panther
Snake Palm Fist During sidestep, & 18 h =
Snake Palm Fist to Tiger Stance =3 - - Tiger
Snake Palm Fist to Dragon Stance =i or & — - Dragon
Drunken Tiger Lash i U h -
Drunken Tiger Lash 1o Drunken Stance = - - Drunken Master Walk
Drunken Ropid Fists During sidestep, %< 15,18 mh —
Drunken Ropid Fists to Drunken Stance = - = Drunken Master Walk
Cannonball G 3 m o
Hook Punch to Spinning Back Blow S 18,12 hh Back Toward
Hook Punch to Spiral Upper [~Tag] Sel-T 18,20 hm - Jeggle |
High and Low Kicks 2 28,20 Ll Back Toward
Rave Sweep By 10 1 =
Rave Sweep fo Snake Stunce = od = - Snake
Rave Spin = 10,20 Lh =
Tornado Kicks P 30 m Back Toward
Triple Tornada Hicks =t 30,30 mm Back Toward
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NAME COMMAND DAMAGE HITLEUEL ENDINGSTRNCE
]
1] Axis Shifting Tornado Kick Db~ 30 m Buck Toward
| Triple Axis Shifting Tornado Kick =t 30,30 mm Back Toward
E Litt Up Cannon [~Tog] SeBe P[] 1135 LLm Face down, fect foward enemy < Juggle
~ Jumping Hick DD 30 m -
n One Two Kick Mid SN 35,20 [ =
H One Two Kick Low DN L 35,10 b -
i Defense Breaker While enemy is quarding, =5 N e | — - =
o Razor Rush to Snake DN [or DNepb) 10 m Snoke
i Razor Rush to Dragon SNPH D (or DN ] 10,8 mm Dragon
o Razor Rush to Panther NP [or - Nep o ep &) 10,88 miim Panther
1 Razor Rush fo Tiger SNBSS (o SN PRI | 10,888 mmmm Tiger
u Razor Rush Mid ik DN L e 1083315 mmmmm -
E Razor Rush Mid Kick to Crane Stance =G o b — — Crane
C Razor Rush Low Kick SN b 15 L =
I Rush Combo Mid Kick SN e 15,12,5,17,20 hmmhm —
% Rush Combo Low Kick D Nefpabefpdp e 15,12,5,17,10 hmmhl =
U Beating Kick Mid Combo S fecbeb 30,12,12,8,15 hrammm -
| Beating Kick Mid Combo to Crane Stonce| =5 or & - = Crane
t Beating Kick Low Combo SdBdhdhd 15,12,12,8,15 | -
! Falling Tree adp 15 ) Play Dead
Supercharger e— = =
O,
MOUES WITH BACK TOWARD ENEMY & oo
; NAME COmmAND DAMAGE HITLEUEL ENDINGSTANCE
| [ Spinning Batk Blow 11 h Batk Toward l
| Low Back Spin L | Back Toward
Reverse Uppercut [~Tag] [ 0 m = |
Reverse Kick 15 mn =
Reverse Double Slicer L efece 10,28 lh —
Reverse Double Slicer fo Snake Stance =5 or & - - Snuke
Hit Flip Flop ool 15,1515 MMM Buck Toward
Falling Tree A 15 L] Play Dead
()
MOUES FROM SIDEWIND e
(FACE DOWN, HEAD TOWARD OPPONENT)
NAME COoOmmAND DAMAGE HITLEUEL ENDINGSTRANCE
Sliding Kick B~ 15 L On buck, feet foward enemy
Ploy Deud © = — Play Dead
O,
MQOUES FROM PLAY DEAD POSITION < ce
(ON BACK, HEAD TOWARD OPPONENT)
NAME COmMMmMAND DAMAGE HITLEUEL ENDINGSTANCE
Spring Kick [~Tag] <[-1 21 m - ol
Leaping Double Slicer i . Lh -
Roll Over fo Sidewind e - - Sidewind
(o)
MOUES FROM DRUNKEN MRASTER WALK e
NAME CommAND DAMAGE HIT LEUEL ENDING STRANCE
| Staggering Slide 15 L Face down, feet foward
: o < Eagenag
. 2/~ | Drunken Tiger Lush & 25 h —
=K Drunken Tiger Lash to Drunken Stance = - = Drunken Master Walk




MOUVES FROM DRUNKEN MASTER WALK o

n
NAME COmMMAND DAMAGE HITLEUEL ENDINGSTRANCE %
Drunken Rapid Fists s 15,18 mh = %
Drunken Rapid Fists o Drunken Stance = - - Drunken Master Walk mn
Tiger Sip -— - Drunken Master Walk e veguins health| ljni
b1l

O,
MOVES FROM PHOENIX ILLUSION €< T
NAME COMMAND DAMAGE HITLEUEL ENDINGSTANCE %
Phoeni Stike 29 ! - r
Happing Phoenix PP 15,15,15,15 mmmm = m
Happing Phoenix 1o Phaenix Strike = 90 ! = Y
Tornado Kicks G 30 m Buck Toward %
C
MOUES FROM SNAKE STANCE m

(<><% OR DURING SIDESTEP, <* OR %)

NAME cCommAND DAMAGE HITLEUEL ENDINGSTRANCE
Saake Bites oo 15,10,15 mml —_ Use > nAilgr first o second
Saoke Bites to Panther Stance =¥ = - Panther @
Rushing Snoke pebpdbdpd 13,10,8,6,5,5 hhhhh - & Use > from second it on lo]
Rattlesnake %30 m Fate down, feet toward Nk
Snake Low Kick 11 L Snoke
| At of Dragon Sidestep left = = Dragon
Art of Panther Sidestep right = Panther

MOVES FROM PANTHER STANCE
GIDESTEP RIGHT FROM SNRKE STANCE)

NAMES CommAND DAMAGE HITLEUEL ENDINGSTANCE
Panthet's Paw [~Tng] el 25 n - Juggle.
Panther's Scratch SP 10,22 lh -

Panther's Tail @18 L -

Punther's Tail to Phoenix Stance = = - Phoenix
Beating Kick Mid Combo St 26,12,12,8,15 mmmmm =
Beating Kick Mid Combo to Crane Stance = d - - Crane
Beating Kick Low Combo Sdddd 26,12,12.8,15 mmmil -

A of Snoke Sidestep left = = Snake
Ard of Crane Sidestep right = Crane

MOVES FROM DRAGON STANCE
GIDESTEP LEFT FROM SNAKE STANCE)

NAME COMMAND DAMAGE HITLEUEL ENDINGSTANCE
Dragon Roar £ n -
Dragon Roar to Tiger Stance == = = Tiger
Dragon Spurk 33 mn =
Dragon Spark fo Tiger Stunce = = = Tiger
Drogon's Tail PP 820 hl Back Toward
Dragon's Fang Attack Beppp 1512517 hmmh -
Rush Combo Mid Kick = 0 n -
Rush Cornho Low Kick = 10 L -
At of Tiger Sidestep left = - Tiger
At of Sniake Sidestep right = - Snake




CHRARACTER PROFILES/ MOUES
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MOUVES FROM TIGER STANCE

(SIDESTEP LEFT FROM DRAGON STANCE)

NAME commAND DAMAGE HITLEUEL ENDINGSTRANCE
Tiger's Strike [~Tag] BT B n -
Tiger's Claw & 26 m - -
Tiger's Tail $ 20 L - - Juggle
Tiger Kick $ 3 h = -
Razor Rush to Snoke Stance =sb @ (or ) 1 n Snake
Razor Rush to Dragon Stance =P for ) 10,8 mm Dragon
Razor Rush to Panther Stance =i (or PP d) 10,88 mhim Panther
Razor Rush to Tiger Stance =pPebdd (or PLHDd) 10,8838 Mt Tiger
Razor Rush to Crane Stance =Bt (or B RS B L) 10,88820 mmmmm Crane
Tiger ik fo Razor Low =P dd 10884815 1 =
Art of Snake Sidestep left - = Snoke
Art of Dragon Sidestep right — - Dragon

MOUVES FROM CRANE STANCE
(SIDESTEP RIGHT FROM PANTHER STANCE)

NAME cCommAND DAMAGE HITLEUEL ENDINGSTRANCE
Caune's Bl P 7 m = G|
Wing of Crane & 30 n Back Toward
Crane Kick & 20 | = ;
Crane Dance Shdp 21,10,10,15 minm — < luggle
Ar of Panther Sidestep left - - Panther
Art of Snoke Sidestep right - - Snake
THROWS STRINGS COMBOS
Command & % & e
NEME COMMAND POSITION DAMAGE ESCRPE Guard Point
Double Foot Stomp | Front 30 & Level
| Sleeper Hold s Front 30 & Damage
Suilbont Strefch % for &) Enemy’s left 40 & =
Closing Fan b (or &) Enemy’s right 510,25 & Command
Booby Trap % (or ) Back 50 None Guard Point.
Reverse Throw < {or &) Back toward enemy 30 & (or &) Level
Tripping S Front 33 & Damage
Dragon Falls a2 Front 35 <
Out of Control During Dragon, < Front 33 Li Command
{or during Snoke, ) Guard Point.
Low Parry m o Front — None Level
COMBOS
NAME COMMAND DAMAGE
Jump Kick e 13 1
Combo 1 =& epadahes 14,4445 Hold ¥ for the Jast three punches and kick. |
Combo 2 =P 12,14
Combo 3 =P fdpP 12,3317
Rave Sweep i 15
Combo 1 =4S ddped | 10,54,3,3,5 Hald ¥ st enough to get info Swuke Stance: |
Panther’s Paw During Panther, % 25
Combo 1 =fgPP 53,17
Combo 2 = bebabn 14,4,44,5 |




Nationality: American

blue jean shorts z¢bra socks

STRATEGCY mmm=

Speed, agility, and good juggling ability make up Mlchelle Chang.
Though she does not have the awesome power of the heavy hitters,

Michelle can tear through her enemies with fast counters and

spectacular juggles. Michelle is next to unbeatable once you have
mastered her ability to evade attacks and counter with hngenng juggles.

win Wuiing Ihd:s Hnﬁug
ny fo the sky.

le stan‘.er, much fike that of the Kazamas' Szdeétép Upbercut 1

icks (during Sidestep, <) is a great move to dodge an
i ell as give you an opportunity to Counter Hit your opponent

op him or her in the air for a juggle. Michelle's ability to quickly
lodge and counter an attack makes her a strang character who can
. as:ly smash her way through any challenger

"Kncwnng what your opponent is doing is the key to success with

. Michelle. She is a small girl and therefore cannot take the abuse of too

_ many Counter Hit attacks. If in doubt, block: Don't risk getting hit by a

(Counter if you are unsure of your enemy’s next move. With a wide

variety of different maves that hit at different levels, Michelle keeps her

opponents confused. Mix up your moves often and wait for the right

~ time to attack to capitalize on Michelle's strong points and your
- enemy's weaknesses.

ep is a great offensive and defensive move for Michelle. The Twin |

Primasames.com

Fighting Style: Various Martial Arts

MICHELLE
CHANG

oreﬁaﬂrownsh and <> or € White shirt and E‘?’ Comovfloge bandana
md Ientller slclrl

Michelle’s juggling capability
should not be scoffed at—she can
1 take her enemy on a roller coaster
| ride of pain at a moment's notice.
Michelle has many moves that can
be easily linked together to keep
an enemy floating through the air.
Use these whenever you can—

@n hitters. HerTger‘s-'

m

S3aN0OW/SSNIH0EHE HE1LDHHEHD

emy into a joggle as well as quick, easy move\ at pops your -

 toss him or her around like @ rag doll. Prammestnngmg dlfferent moves
_tqgemerto see what keeps your enemy in the air the longest

The Ultimate Cannion % is powerful, mnmm#ﬂewﬁenpenforumlm

Michelle's comhos take time to set up, making her vulnerable during

 the lag time. Fast lunge attacks are great for Michelle to push back her

enemy enough to start one of her more powerful combos such as the
Slash Upper Bow & Arrow Kick (d~deded). Her fast lunges are
also great for quickly closing the gap between you and your enemy or

~ sneaking under a high attack to land a Counter Hit that knocks your

enemy m*zhe ﬂoor

To be suoce&sﬁ.ll wi{h Michelle, you must read your enemy and know
when to strike and when to counter. Michelle is not a very strong
character—knowing this is vital to staying alive long enough to juggle
your enemies to death. Onc yeu “have mastered this, no one can
stand in your way to bemmmg a Tekken master.

=NHH="‘_-_=_-;{ j =H="w




CHARACTER PROFILES/MOLES
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FIGHTING ASAINST MICHELLE

= Michelle can be very slippery to catch. She’s quick to counter and can catch you in juggle if you rush in too often

- Michelle is weak and will quickly perish if you connect with a few Counter Hits. Wait your turn and hit hes
with a fast combo.

= Michelle’s fast lunges can close the gap between you in a hurry and leave you lying on your back. Be
ready to block at all times:

= Many of Michelle’s comhos take time to engage. Attack her while she is vulnerable before she can unload on you

g LWEARNESSES

SESTRENGTHS

Has good Sﬁeed No Reversal
Good juggling ability Limited range
- Many moves with different hit levels Lags on combo starters

Can’t take much damage

Fast Sidestep

TLWIN ARFEOW
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=. 25,8,6,4

: 14,21,20

SSNoW/SS=Z0ud H21L0d5deH0

IPLETE @%%& LIST
SPEI'-'IFIL ARTS

i Ao o 25 n 1
yuchime Gun Cannon [~Tag] s~ [-T] 55,21 hmm
~ef Cannon [~Tog]l 140 R[-T] 821 mm
‘ww Power Punch s 10 m
Jww Power Punch Combo [~Tag] 2 3[-T] 15,21 mm
Jww Power Punch to High Kick S 10,20 mh
Jow Power Punch to Low Kick g 10,10 ml
Feomt Snap Kick @ 1 m
Flash Uppercut [-Togl < [~] 15 m |
‘Spin and Kick e ' 20 h 1
| Tiger's Claw [~Tag] s [~T] 14,21 mm < Juggle
 Essthquake Stomp A 35 M
Heavy Cannon e d 50 !
Spin Behind B 12 h < Masthit o sin.|
Sweep S 10 L 1
Ruzor’s Edge Defead 10,21 Lm Juggle
Sweep to Head Kick D efe e 10,23 Lh
Sweep to Low Kick e d e 10,10 u
Machine Gun Punch S 10,8 hm
Machine Gun Cannon Sdped 10,15,21 hmm First hit must be a Covnter to work. |
Machine Gun to High Kick e 10,8,20 hmh
Machine Gun to Low Kick D 10,8,10 hmlL
Ulfimate Cannon [~Tag] ki | 8,9,25 Smmm Tuggle
Bow & Arrow B 12,12,15 mlm
Bow & Arrow Sweep e 5,5,12,15 hmim
Bow & Arrow Kicks Yo | 812,15 mim
Slash Uppercut S~ 15 m
Upper Middle Slash = 27 m
Spinning Slash Upper e 12,21 Lm  Juggle]
Quick Slash Upper e e 11223 Lh
Double Low Slash Upper =g e 12,10 Il
Slash Upper 1o G-Clef Cannon [~Tog]l =sb [-T] 5,21 mm < His cambo miakes the first hit worth T8. Juggle-
Slush Upper Bow & Arrow Kick =spd 512,15 mlm S'ni-mbn_mdhs_-ﬁn Fist it worth 16. |
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. NRME COoOmmAND DAMRAGE HIT LEUEL
W | wiple Spinning Punch B 20,12,21 hlm << ]
a Triple Spinning Kicks Gd 20,12,23 hik
E Triple Spinning Low Kick R i 20,12,10 hLL
N Lashing Arrow D3 25 h
% Dashing Left Elbow ErT 10 m
| Party Crasher S e 10,15 mm
T Burning Palm Crush During Sidestep, % 15 m
[ S g !
o Snake Step During Sidestep, < 12 Sm
X | Inner Palm Crush During Sidestep, > [ 25 m
o Twin Waking Kicks During Sidestep, 5 | 16,18 mh Juggle
ﬁ Ropid Counter Attack Sud 18 m
Thrust Fist Suds 20 m
E Body Elbow While crouching, = | 20 m
C Back Leg Sweep While crouching, = | 12 L
I Penetrating Bow Leg =% 15 m
% Skyseraper Kick While rising, & 15 m
u Tequila Sunrise While rising, <% 15 m
Upp to Middle Smash = 21 m
Tequila Sunrise Combo =ped 5,21 mm
Tequila Sunrise to Smash Uppercut =fhed 12,21 Im
Tequila Sunrise to High Kick =P 12,23 Ih
Tequila Sunrise to Low Hick =fdd 12,10 Il
Tequila Sunrise to Arrow Kicks =hdP 512,15 mim
Supercharger < — -
THROWS
NAME COmMmMAND POSITION DAMAGE ESCAPE
Waist Suplex @ Front 30 >
Knee Suplex & Front 30 5
Blizzard Suplex % [or ) Enemy’s left 40 <
Southern Cross Suplex | % (or ) Enemy’s right 10 &
Behind Back Suplex 3 (or &) Back 45 None
Reverse Throw @ (or ) Back toward enemy | 30 < (or &)
German Suplex During Spin Behind, ¥ +%| Front 45 &
Arm Lock Suplex Nep Front 37 &
STRINGS COMBOS
Command & L o g
Guard Point c a M B u s q
Level h {0
Damage 8
Command & < &% P P o] | Jump Kick ke 25
Guard Point Combo 1 =S 8,64
{ Level ] Combo 2 =& From crouch, 53 | 4,6,7,8
Damage Combo 3 s 4,14
| = —r— Tiger's Claw B 14,21
(mﬂ':""d. ¢ Combo 1 =& From aouch, 55 % 9,67
| Guard Point Combo ? =0 20

Level
Domage

SPECIAL TEAM UPS

CHARACTER NAME COMMAND POSITION DAMAGE ESCAPE
| Julia |spinBehind | c-af-m | Fromt | 12,24 | |




Nationality: Irish

Arts and Aikido

% Skin-tight maroon
outfit

STRATEGY

Fighting seems to run in the family. Nina Williams is just as well rounded
as her sister Anna when it come to fighting, but she has more combos
and a lot more throws. She has good speed and a lot of poking attacks.
This makes her great for going on the offensive. But she does just fine on
defense with her Attack Reversal and Pamy. Use her juggle starters to
pop your enemy into the air and then work them with your punch attacks.

When you play as Nina remember that she is a terrific offensive player.
* Many of her punches are great for poking at your opponent—a flurry of
punches can do a lot of damage. Her kicks are also fast and can take
away a lot of health.

<% Skin-tight purple
wotfit purp!

The Geyser Cannon Combo (2} is a great low fo medium attack that's perfect to start
a juggle with. .
To play Nina Williams effectively you need to juggle. She has some great
' juggle starters and enough moves to pound your enemy while he or she
is floating helplessly in the air. One of her best juggle starters is her Geyser
Cannon (24); it does some good damage and pops your opponent into
the air. If your enemy starts blocking this attack, change to the Geyser
Cannon Combo (<) so you hit low before you start your juggle. Or
you can try Nina's Left Spin Low Kick ta Right Upper (£ €0<¥), which also
em mtm lhe air.

- Nino’ lei@mpothg m-t_buts g! in u of combos.

< Blue shirt and pants

| combination with her Backhand Slap (&%) or Crab Hold
o \._.'_[ébw%)#) Experiment with all her throw starters and links to find out

i Yol oppanent will learn how to escape.

Prhimasames.com "5

Fighting Style: Assassination martial techniques based on Bone Martial

\WILLIFIMS

<» Red shirt and block
pmlls

When you get your enemy into the air, start one of Nina's many great
combos. Use her Left Right Combo (£ <): It's a quick and easy way
to start dishing out the damage. Her Right Low Kick to Back Spin
Chop (&%) is another good move to work into your juggling
combos. Experiment with all of Nina's moves and find out which ones
you think work best to keep your opponent in the air.

After you juggle your opponent around for a while, put on the final
touches: Try adding a final attack that does a lot of damage and makes
your opponent regret being juggled. Nina has a couple of great moves
for this. Her Blonde Bomb (<><%) is a powerful attack that sends your
enemy flying after a juggle. Bad Habit (- <) will also end the juggle
. with a lot of damage. Some moves, such as Double Explosion 2
(90 £ 5%), already incorporate a finishing move into the juggle.

Nina’s Bad Habit (<= <) looks really painfull It does a lot of damage too.

Nina has a large number of throws. These are great to use when you're
up close and personal with your opponent. Start your throw

which work best for you. Don't forget to change up your attacks or

Nina is a great well-rounded fighter. She's a temﬂc offenswe player,
but she's also great on defense. If your opponent comes at you

-swinging, use Nina's Attack Reversal (&% or &de). Yﬂull rebound
‘your enemy’s attack and make him or her think twi .

you again. She even has a Low Parry (%) to stop a
against her. Knowing that your defense is secure makes you a stronger
offensive fighter.

SSNOW/S3ETI=E08d 93 1L.0HEHEHHD
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FIGHTING AGARINST NINA

= Nina is very quick on the attack. Reverse or block all the poking moves she throws at you.

- Be careful when you attack—Nina not only has a Parry but an Attack Reversal as well.

- Nina has a lot of moves that change hit levels quickly. Be prepared to disrupt her attack or try to block
where you think she’s going to hit.

- Beware of juggles: She has incredible juggles that are sure to keep you in the air for a long time.

# weARNESSES
Great juggle moves Less powerful
Fast poke atfacks No one super move
Reversal and Parry Takes more damage than larger characters

Has many linked throws

CHARACTER PROFILES/MOUES

sSLICER

L QO | — =
commanND: £ o®

PERCUT
=. 25,10,9
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AE=E: 25,12,9,6
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IGHT URPER COMB0D Y4

LLEFT SPIN LDOW HICH TO R

. On % 5 &0
» 00 00 G0 8P

COMIMAMNE: When partnered with Anna,

COMPLETE MOUES LIST m=
SPECIAL ARTS

£
Left Right Combo . w0 N z
Bermuda Triangle 4,10,15 [ bhn
Jub Roundhouse 10,15 | hh n
Left Buckhand Bady Blow 15 h
Slap 15 | h
Double Slap 15,18 hh {
Helping Hand 10 m =
Right Backhand Body Blow T m
Slicer i L r
Geyser Cannon [~Tog] 5 m r
Geyser Cannon Combo [~Tag] 7,21 | Im ==
Power Charge 95 1 n
Ray Hunds 68 mm g
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0 NAME cCommAND DRAMAGE HIT LELUEL
w Twisted Mind While enemy is down, <= | 16 L
a Blonde Bomb Do 20 m
= Double Smash P 10,20 hh
N\ Jub Sweep S 10,10 hL
m PDK Comho to Right Uppercut [~Tag] 4 B[-1] 10,10,10 him < Juggle
| PDK Combo to Right High Kick i 10,10,15 hih
E Head Ringer ik 25,15 hh
0 Spike Combo to Right Uppercut [~Tag] P[] yERAL him << Joggle’|
X Spike Comho to Right High Kick Pl 25,10,15 hlh
| L | spike Combo to Right Low ick e 25,10,7 hit
| 18 Right High to Left Spin Low Kick o 15,15 hi
| E Blonde to Right Uppercut [~Tag] SR P[-T] 15,15,10 him  Juggle |
: u Blonde to Right High Kick Be e 15,15,15 hth
: T Blonde to Right Low Kick BP b 15,15,7 | hil
74 Biting Snake e 4,10,6,8 hbhl
% One Two Left High Right High e . 4,10,20,15 hhlih
] Jail Crusher Sy 4,10,10,15 hihth
Juil Crusher to Uppercut [~Tag] i e | 4,10,10,10 hhlm
| Double Explosion 1 FEA 4,10,20 hhm
g Double Explosion 2 I e 4,10,6,6,20 hhhhm
t Uppercul fo Jub N 10,15 mh
4 Left Middle to Right High Kick sy 10,15 mh
Toe Kick Sipde 10,15 Smm
Right Low Kick to Back Spin Chop Sded 7,10 Smh
Left Spin Low Kick to Right Upper [~Tag] L pp[~T] 12,10 Lm < Juggle
L&R Low Kick Sepd e 12,7 L
Leg Slicer Comho NP 10,10,6 mhh
Flash Kick to Left Low Kick S ppop 10,6,8,10 mhhl
Flosh Kicks s 10,8,6,15 mhhh
Creeping Snake NPl 10,12,6,8 mhhl
Creeping Snake to Left High Kick NP 10,12,20 mhh
Creeping Snake to Left Low Kick NP D 10,12,10 mhl
Creeping Snake to Right High Kick e 10,12,15 mhh T
Can Opener Fdacpde 20,8,7 hlh R
Hopping Low Kick to Right Uppercut [~Tag] | #IN< <& [~T] 25,10 Lm
| Hopping Low Kick to Left Mid Kick AN P 25,15 Lm
Hopping Low Kick to Right High Kick AN e 25,15 Lh
Assault Bomb By 10,10,6,20 mhhm  Tast mave hits for 30 dumage f you're in dlase.
Flash Kick to Blonde Bomb NP 10,6,8,10,6,20 | mhhhhm Last mave it ge if you're in dase.
Jub to Mid Kick & ofp N 5,10 Smm
Sit Spin to Right High Kick SN 12,15 Lh
Panther Claw D@ 21 m
| Quick Panther Claw 5P 15 m
| Kneel Kick D 20 M
{ Assassin Dagger S 14 h
Bad Habit DR 25 m Oppionent drops 1o the ground on o couner hit. |
Shut Up Sudh 24 m < Juggle.
Wipe the Floor While crouching, s 15 L
Snakeshot During Sidestep, < 15 m
Lift Shot During Sidestep, <& 15 m < Juggle
Heel Slicer During Sidestep, < 10 L
Spiral Explosi During Sidestep, <& 20 m
Double Shot During Sidestep, & 15,15 mm
Snake Shot to Rolling Dash During Sidestep, <= 15 m
Snake Shot to Reverse Rolling Dash During Sidestep, <€ 15 m
Spider Knee While rising, 4 15 m
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NEME commAND

DAMAGE HIT LEUEL -
| "1 Rush 1 [~Tag] BPP P[] 10,20,10,10 hhlm Juggle | %
| ™ Rush 2 P 10,20,10,15 hhlh il

™ Rush 3 HoPLg 10,20,10,7 hhiL ﬁ
™ Rush 4 e 10,20,15 hkh 4
Jm= Two Spike Combo 1 [~Tag] SOEDE ] 4,10,20,10,10 | hhhlm  dvggle | m
e Two Spike Combo 2 B de 4,10,20,10,15 | hhhlh b1
Se Two Spike Combo 3 e 4,10,20,10,7 | hhil T
Creep Rush 1 [~Tag] Wb PB[~] 10,12,20,10,10 | mhhim b1
Greep Rush 2 B e 10,12,20,10,15 [ mhhih a
Creep Rush 3 Ndpdodpdpdide 10,12,20,10,7 mhhiL B
Greep Rush 4 Sy 10,12,20,15 | mhhh o
Ewil Mist Dused = ! ]
Ramning Jump Kick DoDR 20,20 m g
Sepercharger L = = 0
Low Parry o (or r2e) = = C
1]
n
THROWS
M J =1 LJ =Im J JH H =
Arm Grab Flip < Front 30 <
Over the Back Toss & Front 30 &
Shoulder Through Buster | & Front 35 &
Shoulder Through Arm Buster | =54 — : 10 None
Triangle Hold < [or &) Enemy’s left 40 L
Hammer Throw [~Tag] < {or )[-T] Enemy’s right 38 &
Leaping Triangle Hold & {or %) [ 60 [
Reverse Throw % for &) | Back toward enemy | 30 % (or &)
Attack Reversal &P (or &) During enemy’s attack| Varies S (or )
Elbow Smash N Front 33 <
Jumping Flip [~Tag] AS[-T] Front 20,20 &
| Backhand Slap Seo e Front 15 &
Arm Break =Pl = 20 i =
3 Double Arm Break =HpeSdd| — 25 *
' Falling Arm Break =P | — 25 &
Arm Snap =Phdd = 30 *
Triple Slaps =P - 15,15 &
Neck Crusher = fod | — 35 i
Leg Stretch Arm Lock D 45 <
Betrayer Lueds Front 15 None
Twisted Nightmare =g = 28 &
Neck Crusher =spfeehchel | — 35 <&
Leg Stretch Arm Lock —pbfachel [ — 45 =
Arm Break =Hpdd | — 20 <
Douhle Arm Break =P S G| — 25 *
Falling Arm Break =i | — 25 *
Crab Hold G Front 15 ¢
C do Arm Lock =2 pdd — 35 i
Heel Hold : = Edd — 20 P
Double Snup =ddd | — | 35 %
Double Heel Hold =B PSey | — 45 &
Leaping Heel Hold DeHdidp Front 20,20 &
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STRINGS COMBOS

Command P %
Guard Point * z
Level

Commuand
[Guard Point
Level
Dumage

Damage

Command
Guard Point
Level
Damage

Commaond
Guard Point
Level
Dumage

Command
Guard Point

Level
Domage

COMBOS

Command
Guard Point
Level

Damage

CHARACTER PROFILES/MDOUES |

| GeyserCannon [ s
 Combo 1 S == [
Combo? e 12,9,6
Contd 00  iaeied 5,5,6,5
Combo4 | seseiss 55.3.5
| Left Spin Low Kick 1o Right Upper | &6 12,10
Gombel = | =eeaid 12,9,6
[ Combo2 = : 83,10
Comho 3 | =%% 20,7
Comhod | =P 83,12
| Combo 5 — =b R 1953

SPECIAL TEAM UPS

Amna | Bockhand Slop P B e

Sine

[SESRE =04




Nationality: Unknown
Fighting Style: Unknown

STRATELGY

With a name like "Ogre.” you'd expect a much ughef creature. Ogre isn't named
for his looks but rather his monstrous power. Don't be fooled: He is a surprisingly
fast character. Playing as Ogre, you'll face three types of opponents. The first
type will notice his speed and be caught off guard by his power. The second
typewill realize his pawer but underestimate his speed. Mop the floor with these
two. The third type knows Ogre for who he is and fears him—these guys are
easily intimidated.

The powerful Demented Snake (while crouching, <% <%°).

The key ta playing as Ogre is to use his powerful kicks. His Demented Snake
(while crouching, #<a4) is a great move. It starts out with two low kicks
before switching to a mid kick that launches your opponent high into the air.
If all three hits connect, you've inflicted 56 damage. This move is great for
opponents an the way down from a juggle or trying to get up. The related
Snake Kick (while crouching, %< %) is a useful alternative because its third
kick is another low one. Train yourself to use either the Demented Snake or
Snake Kick every time you see your opponent on the ground, depending on
whether you want the third kick to connect high or low.

FIGHTING AGARINST OGRE

- Beware the power of the god of fighting. Don’t give him a

Prrimasames.com
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% Tan Dgrer id Purple Ogre

Ogre's powerful kicks and his quick sidestepping ability are teamed up in his
Azteca Shoot (during Sidestep, €#). Unless blocked, it l knock your enemy flat
on his or her butt. As always, abuse this great move and you'll uin its usefulness.
When you do use it, follow it up with either the Snake Kick or Demented Snake.
You'll shock your oppanent with how much damage you've inflicted.

Spice up your attacks with one of Ogre’s unblockable moves. He's got quite a
few—don't let them go to waste. Try the Serpent's Venom (=) for some
fun. The first hit of this move is blockable but the second isn't. Your epponent
can escape the second hit by sidestepping, but most players will be fooled into
thinking that they've blocked it. The Deadly Slash (-2<N<) is a slight variation
of the Serpent’s Venom. This one is unblockable altogether, so use it to keep
your enemy alert.,

Need to close the gap quickly after a
juggle? Try Ogre's Foot Bazooka
(£54»). The incredible range of this
move will take your opponent by
surprise. Be careful not to overuse this
high-hitting attack or your enemy will
learn to duck it. For a distance-closing
move. that'll knock your oppenent
over, use the Spinning Slide Kick
(5+5Nde). Your enemy won't expect a
slide so quickly.

Ogre is a constant source of frustration for opponents simply because he's a
bagful of surprises. Use his power and speed and you'll cateh your enemy
gaping in awe at how quickly he or she’s lost so much health. Ogre is the god
of fighting, and its your job to live up to it

Check out the range on the Foot Bozaoka
(47

chance to dominate or yuu’ll lose hefore you know it.

- If you see Ogre sidestepping, watch for the low kick that can sweep you off your feet. If he gets you with

this, you’ll be helpless as he finishes you off.

- Don’t underestimate Ogre’s range. He can reach you from a deceptively long distance.
— If you've got a Reversal, use it. Otherwise, watch for his low kicks and parry them. This leaves him vulnerable.

STRENGTHS

Tremendous power

i,

; WEARNESSES

Fewer number of moves

Quick Sidesteps

Limited short range moves

Good juggle moves

Easier to hit in juggles due to large size
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MDUES

HUNTING HRLWH I=E: 15,14,25 sSMNAHE HICH

O LEUEL.: O. O O
A 0.0 OO. Ce° COMMANLD: While crauching, OgO CgO "J-IV"O.O

CHRARACTER PROFILES/MOLU

BURNING DOUBLE HMNUCHLE

o A a®
commAnD: SN &0 4

ASTECA SHOOT DAMAREE:
) 1 - —| N
COMIMAMNLD: During Sidestep, Og® LEUEL: L

=:12,19,25,9,9,12

COMPLETE MOUES LIST
SPECIAL ARTS

NAME COmmAND DAMAGE HIT LEUEL
_Demon Slayer S 515,18 hhh
Cross to Backhand S 1221 hh
Flash Punch Combo pepdp 58,15 : lihm
Power Punch S& 28 m

PRIMRA
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NAME COMMAND DAMAGE HIT LELEL
might Splits Kick D 1 m
Deadly Slice & 22 !
Double Elbow e 10,16 mm
Bloody Scissors iz 50 1
Shoulder Tackle D 30 m
filling Blow & 60 1
Windmill Kick 5 20 m
Windmill Kick Tooth Fairy [~Tag] B [~T] 20,25 -m;m
Blazing Kick [~Tag] Sere[~] 30 m
Hunting Hawk AP © | 15,14,25 mmh
D | Snake [~Tng] While crouching, <% [~T] | 12,19,25 LLm
Snake Kick While crouching, &< &% 12,19.7 LLL
Shin to Head Kick LN 7,20 Ih
Demon Scissors B 25 M
' Serpent’s Venom S 15,20 m! Urblodkable it can be sidestepped of Racked away from [ 0]
Left Splits Kick S99 73 m
Foot Bozooka Dy 35 h
Medium Power Punch S 25 M
Explod Sad 40 m
Dragon Power Punch Eed 100 !
Deadly Slash DoND 25 !
Spinning Slide Kick SoNG 15 L
Heel DoNge 20 M
Double Knuckle A 35 m
Super Knuckle Bomb A 45 !
Jump to Douhble Knuckle AN 35 m
Burning Double Knuckle AN 45 !
Crouching Jab While crouching, 1<% 25 I
Slap While crouching, = <& 25 m
Groin Punch While crouching, < 30 m
Azteca Shoot During Sidestep, 22 L
Heavy Body Blow While rising, % 25 m Juggle |
Tsunami Kick While rising, e 13,18 mm
Rising Kick While rising, & 28 h
Infinity Kick Combo While rising, &%+ %% 10,25,10 mh
Infinity Kick Combo Low =4P 10,10 ml < _Lost button <on be p nitely: |
Infinity Kick Combo High =15 10,15 hh |
Ancient Power During enemy’s attack, G- | — = e
Supercharger - = —
THROWS
NAME COmMMAND POSITION DRMAGE ESCARPE
Body Slam < Front 30 5
Bear Hug & Front 10,25 ki
Ankle Slam % or &) Enemy’s left 10,15,25 %
Hanging Neck Throw % (or &) Enemy's right 40 &
Swing Swung % (or ) Back 70 None
Reverse Throw > (or <) Back foward enemy | 30 (or 35) & (or &
Spin Behind Elbow Smash | simc Front 35 i
cCOMBOS
NAME COMMMAND DAMARGE
Jump Kick e 13
Combo 1 sud Gt 12,6,10
Combo 2 = b dedp 12,3,10
Demented Snake While crouching, & %4 12,19.25
Combo 1 =d» 28
Combo 2 =t Ldede 12,310
Combo 3 =V 9,9,12
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“} Nationality: Russian

g (X )
> or & Dark hatand < or <& Light hat and

green shirt no shirt

STRATEGCY mm=

It's frightening to see a giant metal man that wants to wipe the floor
with you. Never mind his twirling hands that are going in every
direction. | guess they call him Prototype Jack for a reason. But don't
let his goofy appearance fool you. A lot of power is packed into that
metal frame. One small mistake by an opponent and he'll pound him
or her into' the ground. The drawback is he's very slow. Time your
attacks and be patient or you'll be the one eating the ground.

on Ennihquuke [51%) is sure to give your enemy o hemhclle after it hits and drnps him or
grou

P. Jack has some nice low attacks. His Megaton Earthquake (21¢%) is
perfect for knocking your enemy to the ground or pounding an already
grounded opponent. His Sit Punch Combos (&< or
L dpepped) drop P Jack to the ground where he starts bashing
away at people’s shins. This is a good way to get under your
oppanent’s high attacks and start doing some damage of your own.

P. Jack has some really powerful Sidestep moves. These are nice to
use when your enemy least expects it. The Drill Punch (during
Sidestep, <€) is a powerful move that sends your opponents flying.
Time it right, though, because if it comes up short or is blocked you'll
be a sitting duck for quite a while. An even better move is the Drill
Upper (during Sidestep, <)—you'll pop your enemies inta the air
where you can juggle them until they hurt.

P. Jack has a lot of moves that require him to crouch. This is perfect to
avoid an-enemy’s attack and then strike. His Hammer Rush 1 Low
(while crouching, <0 <-»4) is a nice move that hits low, medium,
low. His Hammer Rush 1 High (while crouching, €& 44)

Fighting Style: Overpowering Strength

P. JACK

changes the hit level to low, medium, high. Try to learn all his Hammer
Rush attacks. By changing where you hit each time, your opponent
won't know where to block. Another move to try from the crouch is P.
Jack’s Windmill Punch 1 (s3s& <), You attack with arms swinging.
causing damage as you ga.

To cause a lot of damage and strike fear in the hearts of your
oppanents, attack with seme of P. Jack's throws. Get in close and try
his Megaton Punishment (<8 & 3<%) to pick up your enemy and slam
him or her with your right fist. P. Jack’s Body Smash (e <) is great to
grab your enemy and smash him or her into the ground at your feet.

~ Father's Love (enemy's right, €] is a fun move—it's powerful and also

humiliating. P. Jack picks up your opponent and spanks his or her buit
for a lot of damage.

If you time it right, P.Juck’s Sliding Attack (- <*) can be u powerful move to destroy
your opponent.

P. Jack has some good moves to vary the attack. His Sliding Attack (<)
does considerable damage and can be executed from a long distance.
Stand away and attack when your opponent advances. This move is great
to finish off your enemy. But be careful when using it: It's slow, and if it's
blocked you're helpless. When your enemy is far away, try the Dive
Bomber (<) to float in the air across the screen and drop on your enemy.
If your enemy tries to move away, press e again for greater distance.
These moves aren't effective in constant use. but if you throw them in once
in a while, you're sure to catch your oppenent off guard.

Always remember that P. Jack s a power hitter. He has a few fancy moves,
but nermal hits do plenty of damage. The Double Hammer (< %) smashes
your enemy with a powerful two-hit combo and sends him or her flying to
the ground. The Cross Cut Saw. (%] is also a straightforward powerful
attack that drops your enemy to the greund. Cannect with your punches
and kicks and you'll beat your opponent senseless in no time.

. _PRIMRA’'S OFFICIAL STRATEGY GUIDE
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FIGHTING AGAINST P. JACH

- Watch out for P. Jack’s attacks. If he lands a punch or a kick, you're going to take a lot of damage.
- P. Jack is very slow. Time his attacks and then move in for the kill.

- Watch out for his Sidestep moves: Some set you up for a juggle, and some send you flying across the
screen. Either way you lose a lot of health.

— P. Jack has a lot of attacks that start from a crouch. Some hit low and some strike medium, so be ready to block.

£ STRENGTHS ¥ WEAHNESSES

Plenty of low attacks Very slow
Great Sidestep moves Predictable moves
Tremendous power No Reversal

SIMNOW/SINIH0EE =53 LJ-5EHEHD

- 12,15,20
ELIEL: hmm

HAMMER PUNCH TO POWER PLUMCH ceEmAHO CHOP

COmMMAND

< O,
COmMmMAND: =’ °° %
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UPRPERCUT COMB0O = DEME

commanND: 29

BODYW SmAasH
()

DRI UPPeER COoOmB0o = C
O 0. 6y
COMMAMNED:; Sidestep, 9.0 8.0 .0 80
) i L 2

RIS =

i 28,14,7.9

CHARACTER PROFILES/MOLES

T

MEGRATOMN URPERCUT COmB0o 1

SPECIAL ARTS

‘ commanp. & VMDD
COMPLETE MOUES LIST

NAME COmMMAND DAMAGE HIT LEUEL
P Jock Hammer S9 18,15,18 b -
Jub Elbow Smush [~Tag] P p[~T] 12,15,20 hmm
Dive Bomber %0 (o) 60 (70 or 80) !
Hommer Knuckle % n
Double Hommer T 2,17 mm
| Machine Elbow o : 12 m
Cross Cut Saw : S 22 m
Sliding Attack D 25 morl
Clock Up G — =
Megaton Earthquake D 11,22 L
Sit G — —
 Sit Punch =D Hdd 10,10,10,10 ]
SitPunch bbb 10,10,10,10 ]
Pancake Press e 26 [
Hammer Punch to Power Punch | & oo 15,25 mm
[ While lying down, & | 12 m
Rushing Uppereut L NDHDS 10,15,10,15 mmmm
Rushing Uppercut R NG 10,15,12,15 mmmm
_Machinegun Blast Eepepdpd 18,25,25,40 llim
Cemaho Chop D 35 ! m
Hommer Rush 1 Low While crouching, %SS4 | 10,812,128 LlmmL
Hammer Rush 1 Mid | While crouching, < & & | 10,8,12,12,15 LLmmm

A
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STRINGS

COMBOS

NAMES COmMAND DAMAGE HIT LEUEL
| Hammer Rush 1 High While crouching, %<5 | 10,8,12,12,12 LLmmh
| Hammer Rush 2 Low While crouching, 8224 <> 15,12,8 mmL
Hommer Rush 2 Mid While crouching, S <y 15,12,15 mmm
Hammer Rush 2 High While hing, Mebbd 15,12,12 mmh
Hammer Rush 3 Low While crouching, 354 < 10,8 mlL
Hammer Rush 3 Mid While crouching, &+ 15,10 mm
Hammer Rush 3 High While crouching, 93 10,12 mh
Swing R Knuckle While crouching, 3<% 15,10,15 mmm
Windmill Punches While hing, s b 12,15,15,30 mhmh
Dark Greeting e 101 1 < Tuggk]
Drill Punch During Sidestep, < 30 m
Drill Upper [~Tag] During Sidestep, £[~T] 23 M  Juggle
Tornado Cutter During Sidestep, < 10,15 hh
Hommer While rising, <& 21 m
Double Hi Alternate While rising, <<% 21,13 mm
Megaton Uppercut [~Tag] &[] 22 m
Megaton Blast Gudud 35 m
Gigaton Punch SrEdubd 20 m
Supercharger <> = -
THROWS
NAME COmMmMAND POSITION DRMRGE ESCARE
Body Press < Front 20 or 25 None - <H
Body Slam L Front 30 &
Laundry Throw [~Tag] S[-T] Enemy’s left 40 3
Father’s Love il Enemy’s right 32 &
Reverse Lift Up Slam & Buck 45 None
| Reverse Throw % lor &) Back toward enemy | 30 % (or &)
Body Smash P Front 32 <+
‘ Megaton Punishment Dudud Front 49 &
|
I
|

Command

Guard Point

Level Sm
Damuge 10

coMBOS

Drill Upper Sidestep, < 28
Combo 1 =Sidestep, < 24
Combo 2 =Gde 14,79
Combo 3 =53 8
Uppercut uPp 10
Combo 1 =Hie 9.7
Combo 2 =5 9,10
Combo 3 =2HH 11,7
Megaton Uppercut Gudud 22
Combo 1 =i+ 28
Combo 2 =Sidestep, & 8,7

S3IMNOW/S3NIE0EHA 831058 EHD
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Nationality: American
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STRATEGY

Scruffy as he is, Paul packs quite a punch, literally. In the Tekken
community, Paul is considered to be a “cheap” character, meaning that
it doesn't take skill to win with him. Don't let their whining discourage
you from using Paul; they're just bitter at their losses.

Behind every Paul player lies the powerful
Phoenix Smasher (&%), More frightening
than his haircut, this is the move that's made
Paul infamous for being “cheap”” The beauty of
this punch is that it lunges forward, closing the
gap between you and your opponent—doing
§ so creates a high chance for it to connect as a
Clean Hit. The Phoenix Smasher normally
; ol o] weighs in at a hefty 33 for damage but if you
The infumous Phoenix Smasher (<-<15-<%) Catch your opponent in a Counter Hit as well
as a Clean Hit, you'll witness a whopping 72
damage drain from his or her flailing body. Even if it's blocked, it
pushes your opponent a safe distance away. Sounds good, no? The
catch is that it can be seen from a mile away and easily reversed. Also,
if you miss, you're left with your pants down. The safest times to use
the Phoenix Smasher are when your opponent is tagging in or if you're

bringing Paul in from a tag. Use it sparingly or its power is useless.

As with any character you play, mixing up low, mid, and high hits is the key
t0 keeping your opponent baffled. Paul's Rapid Fire (£=5Nd) is a
quick low kick followed by a mid elbow. When in doubt, a quick low kick
almost always clips the other player. Even if he or she recognizes what's
coming next and blocks the elbow, you have two choices to follow with.

Adding < to the end of Rapid Fire turns it into a low-hitting Stone Breaker -

while a % turns it into the mid-hitting Phoenix Smasher. Simply choose the
final blow that your opponent is not expecting.

# ‘Blue leather

Fighting Style: Judo based combination Martial Art-

PHUL
-PHOENIX :

< Black leather

 The Rapid Fire (%12 &N <% %) in action
Paul’s lack of speed can be a hindrance. He's at his best when knocking
his opponents to the ground and bashing them around. Use his Bone
Breaker (&%) to whip your opponent's leg. from underneath. Paul
follows up with an elbow before he or she even hits the ground. To mix it
up a bit, use the Hang Qver (& S <p). It starls out with a Hammer Punch
for a mid hit before going into the Bone Breaker.

If you win using just a handful of Paul's moves, your friends may start
calling you “cheap.” Prove them wrong by using unexpected moves.
Paul's got a couple really good throws in addition to the standard ones.
His Push Away (<> +%) or Twist and Shout (¥<¥) are easy to pull off
and can throw a monkey wrench in your opponent’s game. And don't
forget Paul's Ultimate Punishment (while tackling, = 4 s s Nefebok).
While the tackle and the first punch of this move are easily reversible,
the rest is inescapable. Buffer the last two commands together to
make this move a little easier. This i is nsky but if you can pull it off, |t It
qulei your whining friends.

Paul is a great chamcter to use snmpiy for his power and ease of
execution. Be careful not to over-use any of the moves even if they
seem to work. Find a situation for each of Paul's limited number of
moves so that you don’t become predictable. Cheap or not, a masterful
Paul Phoenix player is simply frightening. : :

PRIMA’S OFFICIAL STRFITEEV GUIDE



| EIGHTING AGARINST PAUL PHOENIH IS

_ Watch out for the Paul players with less skill than you. They’ll use the Phoenix Smasher every chance they
get. Pop them with a quick low punch if they do.

— Paul’s moves are a little sluggish on execution. This calls for a short-range game against him. Stay close
and beat him to the punch. . 3

- Paul’s recovery time is sleep-inducing. Watch for him to miss an attack and then come in for the kill.-

~ Paul players fight in a predictable fashion. They’ll use the same moves over and over. Make them learn
SOMme New ones.
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S STRENGTHS

Tremendous power for the speed : Moves slow on execution
Easy to play Slow recovery time '
Good low-hitting attacks Predictable

Has o Reversol, including on Ultimate Funny haircut

Punch Reversal
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STONE BREAHER COmMB0 1

o & 1 O &
COMIMAND. White crouching, S Sxeloxe) «..f-;'» ox Roxe}

COMPLETE MOUES LIST s

Primasames.com
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SPECIAL ARTS

=: 21,21,10,10

NRAME commAND DAMAGE HIT LEUEL
Left Right Combo e 515 hh
Jab Roundh B 12,21 hh
Quick PK Combo 2Hp 12,20 hh -
Jub Sweep v D 12,8 B ot
Quick PDK Combo Er 112,10 hL g
Reverse PDK Combo ) 58 L h
Hammer of the Gods D 27 m S 3
Burning Fist €« 100 £
Sweep Kick wdp 12 L
Shredder Adp e 17,22 mm ~
Neutran Bomh S35 20 ] -
Flash Elbow D3 15 m BE
Double Hop Kick High Do 20,15,25 mmh }
Triple Kick Combo DIPBD 20,1515 mmm
Double Hop Kick Low DIP 20,15,15 mmL
Down Strike While enemy is down, &% 16 L
Bone Breaker D 13,20 Lm
Hommer Punch : Lo 15 m
Hammer Punch to Power Punch L4 15,26
Hang Over D 15,15,21 mim
Thunder Palm While rising, % 16 m
Phoenix Smasher SuHp 33 m |
Thruster [~Tag] SuHS[-T] 20 h
Shoulder Tackle e 20 m
Sway SBRe —_ —
Quick Sway LuEN — —
Rubber Band Attack =% 18 m
God Hammer Punch = 15 m
Sway & Low Kick =% 12 L
Rapid Fire =P& 12,21 Lm
Rapid Fire to Stone Breaker [-Tag] | =< &[-T] 12,21,21 LmL
Rapid Fire o Phoenix Smasher e 12,21,25 Lmm ™ -




NEME CcCommAND DAMAGE HIT LEUEL
“wmp in Pedol During Sidestep, & 15 L
o Thruster During Sidestep, % 23 h
s Breaker While crouching, » <% 21 m
“same Breaker [~Tag] While crouching, 3&<[~T1 | 21,21 mlL
it Buster While crouching, w5 21,25 mm
plete S 1] ¥ (1 second) 4 <2 25 (15 to selt) m
smpercharger < = =
Wsmate Punch Reversal o 10 —
THROWS
NEME COMMAND POSITION DRAMARGE ESCAPE
Dwer the Shoulder < Front 30 i
oulder Pop el Front 30 &
" Jesgon Screw <> (or &) Enemy’s left 45 *
ol Away  for &) Enemy’s right 40 &
Reverse Neck Throw % for ) Back 50 None
Reverse Throw < (or &) Back toward enemy | 30 & (or <)
tsack Reversal € (or €8) Front Varies | e (or )
“aat Launch «$ Front 35
Push Away [~Tag] S3[-1] Front 35
Twsist and Shout e Front 35
Wsimate Tackle ed Front or Buck 5
Wimate Punch =pHPed - 5,5,5,5.5
JLem Breaker = = 25
Whimate Punch to Arm Breaker =l — 5,5,5,25
| Whiimate Punishment = d b bNfpabe — 5,8,8,35 <&

Command %

COMBOS

STRINGS COMBOS

Command

Guard Point

Level
Damage

NAME COMMAND DRAMARGE f :
Thruster Ludd 20 W
Combo 1 =gide e 10,6,10

Comho 2 =sepuep e 8,57
Combo 3 =spd e 4,10

Thunder Palm While rising, <& 16

Combo 1 =% 24

Combo 2 A 4,8,11 ‘,;', v
Combo 3 =wdpud L 457 &
Stone Breaker While crouching, S %< 21,21 !
Combo 1 =hgedp - 10,10

ProimasSsames.com
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CHRRACTER PHnFILEEZmBUEé

< or <% Roger with
red boxing gloves

STRATECY

The oddest characters in Tekken Tag are definately Roger and Alex.
They have on their boxing gloves so you know they're ready to fight.
Roger and Alex have a few long-range moves, but it’s best to get in
close. From close range you can use their short arms to poke and jab
at your enemies. Use their short stature to your advantage, stay low,
and use their nice low attacks while you're down there.

Nobody needs the Crouch Dash (>N ) more than Roger, It gets you dose to your

opponent, which is exactly where you want fo be.

i When playing as Roger remember his limitations. He's a small character
with a short reach. To use him effectively, try to getin as close as passible.

Use his Crouch Dash (<N ) to run under your enemy’s defenses.

Once youlre in close to your opponent you can tum on the pressure.

Roger has a lot of quick jabs and uppercuts. Punish your enemies before

 they know what's happening. Both Jab Uppercuts (& and Sp) are

i ; moves that work well but require you to be in close. Roger's Animal Smash

| b (while crouching; £) not only delivers decent damage when you're in

i : ] close, but it pushes your enemy away if it’s blocked. Just continue your
~ assault on your enemy and you'll see a victory in no time.

Rager has some great low attacks. A nice move to use against your
opponent is the Animal Sweep (during Sidestep, #*). Itll knock your
opponents aff their feet when it connects, and you can do it repeatedly.
Stagger Kicks (&£ is also a great move for hacking away at your
enemy's feet. One of the craftiest low attacks that Roger has is the Stomach
- Smash (2©N): Roger rushes in as if he's going to throw a medium
2 punch, but he never rises and the punch lands
low. Mix this move up with one that does hit
medium and your opponent will be at your mercy.

o de

Nationality: None
Fighting Style: Command Wrestling

x with b
‘boxing gloves :

= i 1 = et
The Stomach Smash (=5 N<) is such a crafty attack. You'll lough out loud when
your opponent blocks medivm and you hit him low.

For such a small package, Roger has a lot of power—make sure your
opponent knows this loud and clear by demanstrating some of his moves.
One of his best moves is his Animal Uppercut (< N& ueb). It's fast crafty,
and super powerful. It's a good move to use when you want to get by an
enemy’s defenses. The Frankensteiner (214 is another great move that is
really powerful. Grab your enemy around the neck with your legs and then
toss him or her to the ground for a world of hurt. For a nice solid punch
that works at a distance try Roger’s Animal Gigaton Punch (£ Ne): It
does a nice amount of damage and looks painful too. But nothing beats
his Wind Up Punch («+) when it comes to power. It's very slaw,
however, so make sure you have enough distance between you and your
enemy before yau try it

One of Roger's best moves is his Animal Uppercut [N N<b). Send your opponent flying in pain.
It takes practice, but eventually you'll learn how to use throws
effectively. They're great for inflicting a lot of demage and frightening
your enemies. Roger has some.of the best throws in the game, and
because he's & close-range fighter, you're already in the perfect
position for a throw. Try the DDT (2 %) for a powerful throw. Casually
liit your opponent over your shoulder and drop him or her to the
ground behind you. It doesn't look like much, but it does a lot of
damage. The Tomb Stone Piledriver (2 <%) is another easy throw that
isn't faney but has incredible power—your opponent is sure to panic
when looking at his or her health bar after this move. Be sure to mix
throws into your close game as you press your attack.

. PRIMR'S OFFICIAL STRATECGY CUIDE
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EFIGHTING AGARAINST ROGER BN

- Keep this guy as far away from you as possible. If he gets in close he’s going to do some damage.

-Rogerllasasma“ﬁame.SumeaﬂacksmightgumlﬁshmTwmﬁgmmwhmhmomwillworkbefomyunaﬂack.

- Don’t let him get ahold of you: He’s got some powerful throws and will make you pay for your mistakes.
Try to escape them if you can.

- Be careful of his low attack—Roger can sneak up on you for a few low shots.

- Roger is going to come out swinging, S0 block or reverse his moves and wait for your turn to smash him.

SaOW/ SIS0 H3.1L085H"HD

M

ZE STRENGTHS # WERHNESSES
Quick uppercuts and jabs Limited number of moves

Plenty of great throws Fewer juggle moves

Has some good power moves Extremely short reach

Smaller body frame Most move execution fimes are a bit slow

No Reversal

WD P PLINCH

(9]
commAND: € %P

STREGER HICHS

Oy Oo O,
O..OO.O.

ANIMAL SmMASH

()
COMMAMND: white crouching, 80
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CHRRACTER PROFILES/MOUES
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CROUCHING UPPERCUT COmB0D =

8. O o, o
COMMAND: While crouching, 3 00 G0 = €0

COMPLETE MOUES LIST ==

SPECIAL ARTS

ANITMAL SWeEerPr COoOmBEO =

o O

O,
COMMAND: sigesten, 530 <> 850 o

Left Right Comho e 6,10 hh

One Two Uppercut B 6,10,10 hhm

Job Uppercut S 12,12 hm

Exploder & 25 m

Wind Up Punch €% 100 !

Tail Tripper wep 17 L

Animal Drop Kick G 30 m

Capital Punishment D 35 m

Animal Headbutt e 20 m

Frankensteiner [~Tag] He[~T] 15 Sim

Double Knee Drop ade 40 M

Elbow Drop A 35 m

Animal Jumping Sweep P 17 L

Rolling Animal Zpep 17 m

Juh Uppercut G 5,15 Smm
| Stagger Kicks TEae 17,71 L
| Stagger Kicks & Gecfadacioce 21,7,54,3 LLLLL =
Animal Kick Rush e fecpde UAYAYATAY mmmmm ;
Animal Drop to Animal Kick Rush QPP 30,17,17,17,17 mimmmm

Rolling Animal Kick Rush o fedpde 17,17,17,17,17 mmmmm ]
Animal Backflip =% — —

K’s Flicker [~Tag] il 1| 20 m

Head First Lunge DFed 15 horl

DRMAC 20,16,28
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NAME cCommAND DAMAGE HIT LEUEL
Konvict Kick Sy 26 m ?
Animal Rush to Windmill Punch Dbl 10,15,10,15,20 hithhm ]
Animal Sweep During Sidestep, & 17 L %
Wind Mill Punch SN 30 h n
| Crouch Dash DNON — — -
! Animal Uppercut SNL M 50 m % q
| Animal Gigaton Punch DN 23 m i
| Stomach Smash SOND 3 L 1 _
Animal Smash While crouching, <% 22 m g
Crouching Uppercut [~Tag] While crouching, ¥<»[-T] | 20 m T
Running Exploder HDDG 40 m r 4
Supercharger o = = m i
L n |
THROWS 3
1] |
NAME COmMmMAND POSITION DAMAGE ESCAPE ﬁ i
Headbutt & Front 30 & n
Jumping Powerbomb & Front 30 &
; Animal Face Crusher & (or ) Enemy’s left 40 < |
' Animal Rolling Arm Lock % or &) Enemy’s right 40 &
Reverse Neck Throw % (or &) Back 50 None
Reverse Throw % (or <) Buck toward enemy | 30 3 (or &)
Pile Driver Lud Front 25 <
Tombstone Piledriver 3P Front 58 &
| DDT BE P Front 45 &
Giant Swing S&udyId Front 35 Lid
COMBOS
NAME COMMAND DAMAGE
Crouching Upp While crouching, 3% 20
Combo 1 =SHdp 4,5,6
Combo 2 =BuP 48
Combo 3 =fepd 16,28
Animal Sweep Sidestep, & 17
Combo 1 =Sidestep, <» 17
Combo 2 =u 13
Combo 3 =0 4,10
Combo 4 =4 4,11
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Mokujin as Kuma, Notice the size difference.

CHARRACTER PROFILES/MOUES

5 Prrimasames.com

e

STRATEGY mmms

=T Ly

T

4 Metallic Totsufin

Soyou've decided to roll the dice and take your chances with Tetsujin,
Mokujin, or Unknown? That must mean one of two things: You're
either mad or you're blessed with mad skills. These characters don't
have fighting styles of their own, so they randomly take on the styles
of the other characters in Jekken. On the plus side, your opponent will
have @ hard time adjusting to the character you're playing. On the
down side, you have to be an expert with almost all of the Tekken
characters. Are you up for the challenge?

Tetsujin or Unknown? That is the question. Before you decide, you
should know about a few differences between the two. To change
Tetsujin’s fighting style. you must tag out and then in again. While the
same is true with Unknown, she has an additional way of changing
fighting styles. Press directly down on the right analog stick of your
controller and Unknown'’s stance changes without tagging out. This is
useful if you find that the character that Unknown has taken on isn’t
one you're particularly familiar with.

The other difference is that Unknown always starts her fights with Jun
Kazama's fighting style. From there, her style changes are random.
Tetsujin does not start with any one style in particular.

While Tetsujin's and Unknown’s move styles
may mimic other characters, they cannot
mimic the characters’ size and speed. This
makes a difference when the character being
mimicked Is unusually large or fast, or has a
long reach. Remember to adjust your style of
play accordingly.

Knowing what character is being mimicked
can mean the difference between a win and a
loss. How do you tell what style your little
copycat has taken on? There are two ways. The first is to watch what
Tetsujin does before the match begins. Each character has his or her

=

Nationality: Unknown
Fighting Style: Mimicry

Mokujin with mossy
burk

% Mokujin with white < Mokujin with brown
bk bark

own pre-fight taunt. Learn to recognize these taunts and you'll have a
heads-up on your opponent. Because Unknown always starts with
Jun; you don’t have to worry about the taunt with her. The prablem
with using the pre-fight taunt is that it only occurs before the first
round of a match. Each subsequent round gaes directly into the
fighting stances.

Which leads us to the second
way of teling what character is
being mimicked. Each character
in Tekken has a distinct fighting
stance. You peed fo recognize
these quickly in a mateh or you'll
be toast There's nothing worse
than inputting a command only
to find out it does nothing
because the move belongs to
another character.

Anything ovailable fo the original
character is available to Tetsujin/Mokujin
or Unknown—even Lei‘s stances.

lekken Tag contains a lot of characters, You may find that those two
methods of finding out Tetsujin’s and Unknown's style will fail you,
simply because you don't recognize the stance or taunt. The last resort
is to just try a few punches or kicks. A lot of times, you'll find that while
you may not recagnize the stance right away, you'll pick up on the
moves a lot quicker. As an added bonus, it may even take a chunk out
of your oppanent’s health.

Use the following tables and screenshots to leamn to recognize
Tetsujin's and Unknown's fighting styles quickly. Remember, you must
be a competitively skilled player in almost all of the characters in
Tekken before you even think about using either of these characters.
But once you do, watch the awe (or is that frustration?) in your
opponents’ faces as they are demofished in such a haphazard fashion.

?*%ME%E OFFICIAL STRATECY GUIDE
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Nationality: Unknown
Fighting Style: Unknown

sSaroW/SENIE08d H31085HEHD

% or < Pointed on % or < Brown teddy
outfit

EIGHTING AGAINST TETSUJIN OR LINHMNOLUMN

- A Tetsujin or Unknown player is either going to be really good or really bad. The good player will use the
different styles to his or her advantage.

- Keep Tetsujin or Unknown on the defensive or on the ground each time they tag in. This may prevent your
opponent from figuring out what style they’ve taken.

- Unknown can change styles during a fight. This makes her temporarily vulnerable. You know what to do.

- Try to recognize the style they’re using. I’s easier to fight an opponent if you know what might come next.

; WEAHNESSES

% STRENGTHS

Element of surprise Element of surprise
Bragging rights if victorious Tetsujin cannot change styles during
combat

Unknown can change styles during
combat Must know all characters’ moves

. PRE-FICHT TAUNTS

CHARACTER TAUNT

Anng Puts hoth hands hehind her head and moves her hips.

Armor King Swings both arms buck and forth across chest.

Buek Quickly hows as arms pull to his side.

Bruce Brings both knees up to chest, right one first, then left.

Bryan ‘ Walks forward with both hands behind his back or swings at the air with his fists and elbows.

Devil /Angel Totsujin and Unknown canno? take on Devil /Angel's style.

Eddie Points at opponent with open hand or dunces with swinging arms.

Ganryu Stomps his right foot while in a squatting position. Unknown cunnot take on Ganryu’s style.

Gun Juck Both arms fire like pistons or swings arms one at a time ucross chest. Unknown cannot take on Gun Juck’s style.
Heihachi o Stands with back toward opponent from sitting position or heaves chest forward os smoke (Unknown) or leaves (Tetsujin) pulse through.
Hwoarang Sy Seratches his head while looking down or performs two high kicks.

Juck-2 . : Swings both arms while turning torso. Unknown cannot take on Juck-2's style.

Jin Polls on hand guards or puts right hand on hip and kinks his neck.

Julin Bows with both arms across chest or fixes her pony fail and rubs her face.
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CHRARACTER PROFILES/MOUES

Prhimagsames.Ccom

CHRRACTER TRAUNT

Jun Looks up with both arms across chest.

Kazvya Uncrosses arms as he turns to face opy

King Stands up with back toward opponent from kneeling position or hits arm against knee and turns toward oppo
Kuma/Panda Rolls toward opy or opens arms wide and looks up. Unknown cannot take on Kumu's style.
Hunimitsu Appears with dagger.

Law Puts fist to palm in front of chest or dances around.

Lee Adjusts gloves with arms hed out.

Lei Folds arms and looks up or comes out of the Panther stance.

Michelle Buckles her boots.

Nina Moves arm across her neck or looks at her right hond.

Ogre Tetsujin and Unknown cannot take on Ogre’s style.

PJuck Drops down from sky. Unknown cannot fuke on P. Juck’s style.

Paul Pushes huir toward sky or hits his hand into his fist while kinking his neck.

Roger/Alex Tetsujin and Unknown cannot take on Roger/Alex’s style.

True Ogre Tesujin and Unknown cannot take on True Ogre’s style.

Wang From a sitting position, stands up and faces opponent.

Xinoyu Jumps twice with both feet in the air or bows with hands toward stomach

Yoshimitsu Appears with sword. :

STANCES

i o |

HWO=
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CHARACTER PROFILES/MOUES

Nationality: Unknown
Fighting Style: Unknown

A
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g6, 15

;STRFITEBV - :i - g o

Demun Slayer Variations (&%) is
st enough to disrupt an oncoming
ho, and the Windmill (<) can
rush back an enemy that has
| wandered too close. True Ogre's
quick low-kick combinations or the
Azteca Shoot (during Sidestep, qﬂ-)
| he W""'ﬂﬂ' (“@'} knocks your are also important to tripping up
opponent back if you're in o bind. your enemy. As with any big
character where you have to be pattent for your chance to attack, lake

True Ogre is the most powerﬁ.rl creature in
mbves af the manV characters that have fall

Blazing Inferno (4-+%). Do you like your enemy medivm or well done?

Unfortunately, True Ogre’s brawn comes with a price: He is very slow.

Due to his slow attacking speed, keep your enemy at a safe distance
from you. The closer your oppanent gets, the harder it becomes to
punch your way out of close quarters. From a distance, True Ogre has

~an arsenal of devastating moves with impressive reach. The Hells |
Flame (%), Blazing Inferno (+ ) and the Serpent's _Venom (228) The Serpent’s Venom &= <% is a hard-hitting move that has a long range.
are great ones. These moves are paweriul, but they take time to set up,
requiring you to perform them from a|distance. Once you hit your
enemy with one of these unblockables, take advantage of your fallen
enemy by kicking him or her while down.

~True Ogre's size and speed require you to take a little time and use
_patience in planning your attacks. Wait for breaks in your enemy’s
attacks, then counterattack or set him or her on fire. This may take a
while, but True Ogre packs some heavy damage with each hit. Each
: | | time you connect, you're going to knock off a large chunk of health.
o g o Stick it out and watch your-enemy-fall to the floor battered and charred.

FISHTING AGRINST TRUE OGRE
— True Ogre’s size and speed are his weaknesses. Use fast comhbos to stop him from delivering a powerful blow.

= True Ogre’s flames can charbroil you in a flash. Duck under his Blazing Inferno and Sidestep the Hell’s
Flame to safely avoid the fiery attacks.

— Watch for True Ogre’s mighty hits. Each time he connects he will put a good dent in your health. Be alert
at all times, ready to block or counter.

_PRIMA’'S OFFICIAL STRATEGY GUIDE



Primasames.com,
= _ ~ 141

Very powerful L Moves are slower
i Moves have good reach ! Limited moves list
Many unblockable moves. - No Reversal
Sets enemies on fire | £ Size makes him easy to juggle

S3aMNOW/S3N=0"d G931L0-55UHD

DEMON UARIATIONS HELLS FLLAME DRMAGE: 30

FLASH PUNCH COMBO  qemese. 58,15 LEUEL. |

WINDMILL HICH TO TOOTHFRIRY
POSITION: 20,25
DAMAGEE: mm

BLASEING INFERND DAMAGE: 40

LEUEL:!

DAMAGE.: 22
LEUEL: |

DRMAGE.: 13,12,8,7




WiRNDmiL L. HICH l:l:!mEG -. i : - G | == .25,;,6,
COMPLETE MOUVES LIST mmsse .
SPECIAL ARTS Eoie

CHRRACTER PROFILES/MOLES . I

Demon Slayer Variations spbdd 5.15,18 hhh
Denion Slayer el 12,21 hh
Demon Variations Flash Punch Combe | &6 58,15 hhm
Hell’s Flame & 30 !
Blazing Inferno L 40 !
Power Punch S 28 m
Right Splits Kick Sd 27 m
Deadly Slice & 2 !
Double Elhow Sehdp 16,10 mm
Buffalo Horn e 25 M
Mid Tail Spinner s 25 m
Double Tail Spinner e 25,25 mm
Low Tail Spinner S 25 L
Bloody Scissors %o 50 !
Evil Wheel G 25 m
Shoulder Tackle S |30 m
Killing Blow &d 60 !
Windmill B 20 m
Windmill Kick to Toothfairy [~Tag] RPB[-T] 20,25 mM
Owl’s Hunt While lying down, e 40 !
Owl’s Hunt Behind =~cb 40 1
Owl’s Hunt Side =~ (or ~&}) 10 !
Blozing Kick [~Tag] Sude[~T] 30 m
Hunting Hawk AgpfH 15,11,12 mmh
Demented Snoke While crouching < % 12,19,25 LLm
Snake Kick While crouching ¢4 | 12,19,7 LLL
Shin to Head Hick LPpNG 7,20 Ih
Demon Scissors B~ 25 M
 Serpent’s Venom S 15,20 m
Left Splits Hick D 23 m
Foot Bazooka D 35 h
Medium Power Punch Do 25 M
Exploder D 10 m
Dragon Power Punch e 100 !
Deadly Slash T 25 1
Spinning Slide Kick DDNG 15 L
Hammer Heel SN 20 il
Knuckle Bomb A 35 m
Super Knuckle Bomb Al 45 !
Jump to Double Knuckle ZING _ 35 m
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NAME COMMAND DAMAGE HIT LEUEL 9
Burning Double Knuckle AN : 45 1 ]
Crouching Jub _ While qouching, 5% | 25 | %
o Pt Wi o) » » 7
While crouching, > | 30 |m s |
Azteca Shoot During Sidestep, & s L -
Heavy Body Blow_ While ris!g,-@ L5 : m 1
Tsunami Kick While nsmg,%-% 13,18 mm 1]
Tornado Kick While tising, e 28 h g
Infinity Kick Combo | While rising, FeYTTy . 10,25,15,10 mmim 1
Infinity Kick Combo Low Durmg_lgf_‘_ |_iily_ Kkk Cqml_n_n e !_5,]'(_),157 . | Imh r
Infinity Kick Combo llig}l'_.' During Infinity Kick Comho ¢ | 15,1015 mmh m
PR e e - @
Demon Feast | While crouching during enemy’s punch, 8 | — = 3
i . : 3
=
THROWS ]
n
NAME COMMAND POSITION DAMAGE ESCAPE
g — e — - e
Bear Hug &
Choke Slom % (or )
Hanging Neck Throw _ % (or &)
Swing Swung | & for %) t
Reverse Throw, b (or &) Back toward eneny 30 (nr Hl 25] @'(,nr )
Spin Behind Elbow Smash [ s  Front - han &
cCOMBQS R
i Yk
NAME COMMAND DAMAGE o\ S
Jump Kick 15 7 7w by
Combo 1 sugngue | 1287
Conho 2 b dede 12,310
Combo 3 e PSP | 46,10
Windmill Kick lo'l‘unﬂrfulrv . |ree : ;e
Combo 1 =R DD 43,10
Combo 2 B 4,610
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Nationality: Chinese
Fighting Style:

[ oxs -
- Wang's Tiger Mountain (2 £ %) is great for punishing enemies who get too dose.
* To play with Wang, you need to know how to juggle. He has a lot of
juggle starters and enough moves to keep opponents flying. The Tiger
Mountain (22<<P) is a great two-hit combo that sends your enemy
helplessly into the air. Follow this up with a few jabs or kicks to do a lot
of damage.

Be sure to mix up your juggle starters so your opponent doesn't get

~ wise 1o your moves. Try starting with the False Lift (<) or Rising
Heaven Kick (=><=). Your enemy won't know if the juggle is going to
start with a punch or a kick. Juggling your enemies knocks down their
health and keeps them from hitting you.

Wang has some great kick attacks. Use any of his Sweep attacks to
strike fow when your enemy least expects them. From the Sweep,
Wang can then continue to strike low or move the attack higher. Use
Sweep to Low Kick (&) to hit low on the second hit or use
~ Sweep to High Kick (<) to strike high. Catch your opponent off
guard by changing the level of the hit. Experiment with all of Wang's

~ Sweep attacks and be ready to use them.

Wang can choose to hi a different levels with his Sweep fo Low Kick (264 %) or

Sweep to High Kick (& <),

Wang also has a few power moves. Be sure to throw these in to keep
your opponents on their toes. Both the Double Palm Thrust (= «®) and
the Heavy Power Punch (&= <%) pack quite a punch and will send
your opponent flying. Add these moves to the end of juggles for even
more damage.

Use the Double Palm Thrust (<) to add some power to your aitacks.
Another great power move is the Heavy Uppercut (&€%). It has
surprising distance and awesome power. Not only is it unblockable but
you can start a juggle from it. Make use of its many good properties in
your fights. Be careful thaugh, it's very slow. Here's where distance
_comes in handy—experienced opponents will stay out of range and
strike you when the uppercut comes up short.

- A must for the defensive player is the Attack Reversal (¢ or &),

Turn your enemy’s hard-hitting attacks against him or her. Don't
overuse this technique or your opponent will learn to Chicken it. Mix
in some blocks with your reversals so your enemies won't know what's
coming next. !
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- Wang has a lot of low attacks. Be prepared to block these but make sure to block mid to high attacks as well.
~ Watch out for Wang’s juggle starters. He has a lot of kicks and uppercuts that’ll pop you into the air.

- When you're attacking mid or high, watch out for Wang’s Attack Reversal. A careless or repeated attack
will lead to more damage to yourself if it’s reversed.

- Be mindful of Wang’s range. He has a few moves that have incredible range.

STRENGTHS ; WERAHNESSES

Excels at juggling moves Fewer number of moves
Plenty of low-hitting attacks Move execution times are a little slow
Has a Reversal Limited number of offensive moves

Mixes high and low attacks well

SIAMOUW/SS=E0EE @3 1L08EHEHD
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CHARACTER PROFILES/MOUES
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COMMAMND: whil )

CDMPLETE MBUES LIST
SPECIAL ARTS

: 25,8,2,10

=£:10,21,8,10,10

NAME COommAND DAMRAGE HIT LEUEL
Mountain Splitter < 27 m l
G-Clef Cannon 1 [-Tag] SDS-T] 5,521 hmm
G-Clef Cannon 2 [~Tag] b e3[-T] 821 mm
Slow Power Punch sadp 10 m
Slow Power Punch Combo [~Tag] 1 p[~T] 15,21 mm
Snup Kick 8 17 m
Power Punch Sdp n m
Rising Heaven Kick [~Tag] < &[~T] 20 m
Tiger Mountcin [~Tag] S S] 10,21 Lm
False Lift [~Tag] 2b[~T] il m
Double Polm Throst S 20 m
Dragon Power Punch G 100 1
Medium Power Punch e 28 M

GUIDE
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Foot Stomp A 35 M
Spin Behind F& 12 h
Sweep D 10 L
Sweep to Ruzor's Edge Lfedp 10,21 Lm
Sweep to High Kick S 10,23 Lh
Sweep fo Low Kick Gy 10,10 1]
Triple Spin Razor Sopsp 20,12,21 hLm
Triple Spin Kicks Er e 20,12,23 hLh
Triple Spin Low S el 20,12,10 hil
Heavy Uppercut Sed 70 ! Juggle |
Parting Sweep During Sidestep, <+ 16 L
Horse Tamer During Sidestep, <> 22 m
Heavy Power Punch SudP 30 m
Spinning Sweep While crouching, 9 12 L
Spinning Sweep Combo =% 15 m
Skyscraper Kick While rising, < 15 m
Tequila Sunrise While rising, % 15 m
Tequila Sunrise Combo [~Tog] While rising, << [~T] 15,10,21 mmm
Supercharger - = =
THROWS
NAME COMMAND POSITION DAMAGE ESCAPE
Headlock Toss ® Front 30 G
Body Slam & Front 30 &
Crushing the Dragon % (or &) Enemy’s left 40 %
Golden Mountain % lor &) Enemy’s right 10 &
Reverse Neck Throw % (or &) Back 50 None
Reverse Throw & [or &) Back toward enemy 30 P (or )
Behind Back Suplex & During Spin Behind (> 4:)| 45 None
Waning Moon ude Front 35 L
Dragon Thrust N Front 30 None
Attack Reversal & (or &) During enemy’s attack | Varies 24 (or <)
STRINGS COMBOS E 3
E =
Command B & & B H pH P b = g
Guard Point TR ¢
Level Eﬂ-_ r‘_‘:g
Sy '_. ]
W |

COMBOS

DAMAGE

=W

NEME COmmAND

Jump Kick A 25 B

Combo 1 =g 16,5

Combo 2 =bd 24

Combo 3 =G 8210

Heavy Upp Sed 70

Combo 1 =aide 20 8
Combo 2 =Gacads 16,9,11 __ The three maves will never m-nrrhmm”
Tiger Mountain wd 21 e T B S
Combo 1 =h e 8,5

Combo 2 = 24

S3INOU/-S3aNIEH0Ed 93 1L058HEHD



Nationality: Chinese 3
Fighting Style: Various Chinese Martial Arts based on Hakke-Sho and Hika-ken

CHRRACTER PROFILES/MOLES

-

STRATEGY

Ling Xiaoyu is one of the fastest Gharacters in fekken Tag She seems
ta be all over the screen. Part of her appeal is her use of different
stances. She can attack you while she is on the ground, with her back
10 you, o while she cireles you. She might look like a sweet and
innocent young ¢irl, but she can tear up the competition,

L LY B 1 WA N T S ST T T Y S e e s s e ==

&), Rain Dance {<= +), and Art of Phoenix (&

Ling Xiaoyu's different stances are great. She doesn't have to fight in
the traditional vertical position. Mesmerize your oppenents with the
FHypnigtist stance (&), You start te circle them right before you
pounce. Switch to the Rain Dance stance (&) to fight with your
baex to the enemy. It might look like you're at a disadvantage, but Ling
has a lot of tricks up her sleeve: O switeh fo the Art of Phoenix stance
(). With this stance you duck down low where you can avoid an
enemy’s attack or launch an zttack of your ewn. Make sure you know
all of Ling's stances and what you can do with them. Players won't
know what's happening as they fall inte one of Ling’s traps.

Ling is an extremely fast character. Not only is she agile around the
stage, but she can also quiekly throw a lot of punches and kicks. This
speed comes in handy when she's on the attack: She can throw a few
punches, change stances, and then attack some more. Ling doesn't
have a lot of power, so you have to hit your oppenent more often. And
as you might expect, she can't take a lot of damage—her speed is
critical to avoid hits and continue your attack.

=),

Iiyour enemy attacks frequently, make sure to block or parry. Ling
doesn't have a Reversal but she does have many defensive moves.
Use your Low Parry () or Lower Parry (%) to fend off an assault.

i you find yourself with your back toward your enemy, try Rain Dance

to Mid Thrust Black (<) or Rain Dance to Low Parry (<), O if the |
action gets too hot, try her Backflp (G 1o put a little distance
between you and your enemy. Ling has many great defensive moves
ifom her stances as well—learn as many as you can and you'll live long
enaugh to punish your enemies.

Ling hus a nice throw called the Dislocator (<% 2 € <%). Use it to punish enemies who
let you get too close.

Ling Xiaoyu has some mean throws. These are some of her most
pewerful moves, so mix them into your attack. Try the Dislocator
(Pzed) o put some serious hurt on your enemy. Or when your
baci's toward your opponent, use Back Layout (=), Ling has
plenty of throws—learn them all.

. PRIMA’'S OFFICIAL STRATEGY GUIDE




FIGHTING AGAINST LING HIAROYU

- Ling is a great offensive player. Keep your defenses up because she’s sure to be attacking fast and furious.

— Don’t worry about your attack coming back to hurt you. She has a few parry moves hut no Reversal.

- Ling is a crafty character with a lot of moves to play with. Learn her move strings so you can be better
prepared for her attack.

— Her range isn’t so good. Keep her at a distance as you pummel her with your attacks.

STRENGTHS #L WEHHMESEES

DORRH & STOaORMS

(o)
COIMMAMNE: During Rain Dance, 0 o} . O Of
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CHRRACTER PROFILES/MOUES

16,10,7,8

8,12,6,6,8

RATECY GUIDE




g
3
3
3
i
m
I|
=1
.
m
C
i
r

NAME cCommAND

Bayonet
Bayonet McTwist e |
April Showers

4,7
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2
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May Flowers
Birds Flock %
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Storming Flower
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Butter the Brend &
Cross Lifting Palms [~Tag] wdpp[~T]

AN

Greot Wall Left
| Great Wall Right

o
&

o8
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Cloud Kick B aaaa
Cartwheel Left
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Sunflower [~Tag] While rising, [~T]
Sunflower Wake Up Call i
" While rising, <
et

= =
= =
1
~

Quick Shady Lotus
Fire Dancer [-Tag]
Double Map Sweep
Low Back Turn i
Wave Crest 0
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—
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While crouching, S <<
5 8,6,6,12
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Thunder Strike

NAME COmmAND DAMARAGE HIT LEUEL

CHRRACTER PROFILES/MOUES U1
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10,10,15

NAME COmmAND DAMAGE HIT LEUEL
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CHRRACTER NAME COMMAND DAMAGE
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CHRRACTER PROFILES/MOUES N

& Steel sword, blve

- & Green sword, black
pants :

ponts

STRATEGY

Yoshimitsu's his name, swardplay’s his game. Wielding the only sword inthe game,
Yoshimitsu can slice his way through the hardiest of opponents. His use of a
weapon makes for a double-edged fighting situation: On the one hand, your
opponents will be thrown off by his style. On the other, you'll have to spend a litle. |
extra time to get accustomed to it yourseff Master the blade of Yoshimitsu and you
master your opponents. :

Yoshimitsu's sword allows for an unparalleled number
of unblockable moves. When was the last time you saw:
someone block a sword with their bare hands? The
Spirit Shield (2+%) is a good unblockable defense. Use
it to slow down aggressive opponents. The Gyclone Lift
(&%) juggles an opponent who has invaded your
personal space. For longer-distance situations, use the
Quick Slash (24¥). Unblockables are great, but use
& them too often and your opponent will leam to deal
with them. Save them for when your opponent is on the
defensive: either blocking or backing away. Yoshimitsu's

The sword is your friend.

sword can penstrate blocking opponents where regu&ar altacks would be sifled.

Ees X L . Sear- s

Meditation (during Sidestep, <) Indion Stance (<) Flea Stance (&)
Yoshimitsu has a few nonstandard stances from which to choose. This provides
youwith a solid number of eptions to confuse your enemy. The Meditation (during
Sidestep, %) and Indin (&) Stances have the added bonus of healing
YYoshimitsu without tagging out. Moves starting in the Hea (+%) and Poison Wind
(%) Stances leave your opponent struggling to figure out what's coming next.
Be careful: All of these moves take some time to exectte. Learn them well so you
can pull them out at @ moment's notice.

Yoshimitsu has some great spin moves that|ll eat away at your opponent’s health.
Appropriately named, his Slap U Silly (¢-sps£&#<) does just that. The Stone
Fists (e & db<4p) and the Manji Spin Low Kicks (1 b ) do the same
thing at different levels. These don't take off much health by themselves, so follow
them with a well-placed kick or other attack. Miix up how many spins you do and
catch your opponent still trying to block. Here's your chance for a stronger attack.
- Be careful that you don't spin too long—Yoshimitsu
_ﬁ\ may be a robot, but he still gets dizzy—if this happens,

i 1] % he falls over and is vulnerable.

Nationality: None (originally from Japan)
Fighting Style: Advanced Maniji Ninja Arts

VYOSHIMITSU

2 Blue sword

: No, he isn’t drunk...just dizzy.
Yoshimitst's moves are a litle slow on the execution, making it ifficult to string together
maves in juagles. Stil he has & few good ones you must take advantage of to win. Use
the standard but quick Uppereut (5i#) to start. The Shrine (during Sidestep, (] is
also good and it has the added benefit of possibly sidestepping an attack. For some
high-flying fun, use Yoshimitsu's Kangeroo Kick (<~<&) to send your opponent high in
the air. But, make sure to take & siﬁp back before your opponent lands so that he or
she lands in front of your. ;

Though some of his moves take Iﬂnger to execute Yoshimitsu has one of the fastest
jabs (the simple %) in the game. Jab high or from a crouch, depending on the situation.
It doesn’t do much damage, but don't let that deter you fromeusing it. The five or three
damage points you inflict aren't the point-—the focus is on stopping an aggressive player
long enough to launch your own atiack.

When playing as Yoshimitsu, wateh ouit for his tendency to hurt himself, Yoshimitsu's
Spinning Evacle (¢ << ) may get him out of a tight spot in a hurry but it costs
him some health. While moves such as the Harakiri (% 4#) or the Harakiri to Manji Blood
Dance (during Harakir, €sb&ebebed) do damage your opponent, they damage
Yoshimitst a lot more. These moves are really only useful when you sill have most of
your health while your oppanent barely has any. For some major style points in this
situation, use the Suicide (=5-%#) to end the match. Yoshimitsu tums his back and
stabs his opponent by piercing his own body first. Again, make sure you have enough
health or you'll face a double KO.

Take your time when learning Yoshimitsu: Practice his more unorthodox moves to see
what situations they're best suited far, mix up your style of play. Be careful with the
moves that take away Yoshimitsu's lfe—while he has maves to restore the health, you
won't have a chance to use them-against an alert player. You now wield the sword, what
will you do with it? :

2 _PRIMRA’'S OFFICIAL STRATEGY GUIDE
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FIGHTING AGAINST Y90SHIMITSW

- Be wary of Yoshimitsu’s unblockable sword moves. Beat him to the punch.

— While Yoshimitsu has a lot of moves, almost all of them take a while to execute. Keep him on the
defensive with attacks of your own.

- Yoshimitsu has some unusual moves and stances to choose from; the only way to deal with this is to
observe him. Spend some time watching what moves follow what moves to better anticipate attacks.

STRENGTHS
Large move selection Slow on execution
Lots of unblockable moves Complex character to learn
Unusual fighting style easily confuses Yoshimitsu takes damage on some
opponents moves

Juggles are tough because of slowness

S3INOUW/S3ITNIS0EHd EH31L0-0EHEHD
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CHRRACTER PROFILES/Moues U

SHRIMNE COmMmB0O =
) (]
COMMEIND: During Sidestep, O° "4 0L 0L oL oL

I
COMPLETE MOUVES LIST

SPECIAL ARTS

NAME commAND DAMARGE HIT LEUEL

Flash Attack P 12,21 hh
Flash Punch Low Kick HdPp 12,8 hL
Zig Zng P 30,30 hm
Ballerina Kick to Kangaroo Kick [~Tag] P[] 30,30 hm
Triple Roundhouse Combo fodede 20,20,21 hhh
Basic Uppercut [~Tag] . 2dp[~T] 13 ]
Kangaroo Kick [~Tag] So~P[-T] 30 m
Bud Stomach e = =
Poison Breath =Press any bution 35 !
Cydone Lift Led 12 !
Spirit Shield T 12 i
Yoshimitsu Flash Gode 25 !
Avoiding the Puddle Gl 25 m
Maniji Buckfist 1 S 12 h
i Manji Buckfist 2 Back toward enemy, € | 15 h
! Backfist to Stonefist ShesEpeds | 10,10,12,12,14,15 hmmmmmm
3 Door Knocker e opob oD 15,12,12,24 mhhm
Door. Knocker to Back Knuckle mepp 15,12 ‘mh § (7=
Door Knocker to Back Knuckle Slop U Crazy | s e | 15,12,10,10,12,12,14,15 ;
Inner Palm During Sidestep, < 21 m
Shrine [~Tag] During Sidestep, <*[~T1 | 20 m
Whirlwind During Sidestep, < pil h
Indian Stance Healing While lying on back, & | — -
Sword Smush D3 13 m
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NAME COmmAND DAMRAGE HIT LEUEL
]
Fubuki Sde 20 m I
Wood Cutter Sy 20,18 ml 1
Reverse Cartwheel Dy 30 m %
Reverse Cartwheel Shark Attack =% 40 m n
Solar Kick S3d 22 m -
Solar Kick Soul Siphon =< or &) 35 h __Yoshimitsv reguins heslth. | %
Solar Kick P i = = h < Opponent regains health. |
Solar Kick Shark Attack [~Tag] DG [-T] 30,20,30 mmm )
Slap U Silly Gobepobebebab 10,10,10,10,10,10 hhhhhh < Yoshimitsu gels dizzy after g
Slap U Silly Side Spin =4 8 to self = _ Can be perfo T
Stone Fists P pdbdpdeds 10,10,12,12,14,15 mmmmmm F
Maniji Spin Low Kicks e pppded 12,7,7,5,5,5 L m
Manji Spin Low Kicks Front Kick =D 12 m Q
Spinning Evade Chr oo 8 to self = 3
Death Copter A 40 ! 0
. Death Capter Slice AHL 25 ! C
| Death Copter Trick ave 35 ! n
' Sword Stab G 920 !
' Sword Poke Windmill GePND 30 !
| Harakiri Sl 60 (60 to self) 1 < Opponent must be behind Yoshimitsu and at dose range for domage. |
K Harakiri to Manji Blood Dance =¢oPopebebed 33,333 m Z_ Yoshimiisy receives 12 damage for each full spin. |
i Suicide D 100 {100 to self) 1
i Confusion >N = =
| Double Suicide DD 100,100 (200 to self) i
; Quick Slosh e 10 !
| Death Slush v N 15 1 < Danage dsponds on low Tong you hold - |
] Moonsault Slayer Huyed 15,28 ! I
Knee Cop While crouching, 3<% 12 L Juggle
! Samurai Cutter While crouching, = ¢ | 20
I' Supercharger < — —
| o
MOVES FROM MEDITATION MDURING SIDESTEP, £)
i NAME COmMmMAND DRAMAGE HIT LEUEL
. Meditation Healing o 10 !
: Solar Kick Soul Siphon < 35 h
: Solor Kick Possession > = h
O
MOUES FROM INDIAN STANCE (<)
NAME CommAND DAMAGE HIT LEUEL
Indian Stance Healing N o -
Indian Stance Stone Fists & 10 m
to Slap U Crazy = PppdP 12,12,14,15 mmmm
Indian Stance Kangaroo Kick [~Tag] $[-T] 30 m
Indian Stance Vacuum Dance N& or N=> == =
( 3
MOUVES FROM FLER (<)
NAME COmmAND DAMAGE HIT LEUEL
Cancel & - -
Running Flea = (or &) 23 1
Jumping Flea 5 25 1
Skull Splitter i 2 h
Flea to Kangaroo Kick i 30 m
Flea Indion Stance & o —_ —
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MOVES FROM POISON WIND (2<)

STRINGS
Command T g

Guard Point
Level

MBOS

* O

Command
Guard Point
Level

"

1]

a MNAME COmMMAND DAMAGE HIT LELEL

E Poison Wind Bronze Fist S 10,2 mSm

1] _Poison Wind Bronze Fist Steel Fist = 20 m

w | Poison Wind Silver Fist =g 15 Sm

ﬁ Poison Wind Gald Fist s 15,23,27,43,65, or 107 | !

n] | Poison Wind to angaroo Kick =4 30 m

I

o

T THROWS

E NAME COMMAND POSITION DRAMRAGE ESCRAPE

U Jumping Body Slam @ Front 30 &

E Sword Face Smosh o Front 30 &

T Wheels of Hell > or () Enemy's left 15,25 L

I Spiritual Division 2 or (&) Enemy’s right 15,25 &

u Tornado Drop & or (<) Back 70 None
Reverse Throw 2 or () Back toward enemy | 30  (or %)
Rainbow Drop i Front 50 &
Lower Parry %P (or 2) Front = =

Damage Damage
Command Command
Guard Point Guard Point
Level Level
Damage Damage
Command Command
Guard Point Guard Point
Level Level
Damage Damage
NAME COmAND DRMAGE
Basic Uppercut s 13
Comho 1 =udd 10,6
Combo 2 P Sdhd 8,6,6,7
Comho 3 =G DD G 8,2,10,8
Shrine During Sidestep, <& 20
Combo 1 o s 4,10,8
Combo 2 =P 8,6,6,7




 Look within. Find that part of you which knows no surrender. Because
Namco has issued the greatest challenges for the PlayStation®2 .
computer entertainment system, Whether it’s the furious Teldcen Ta.g .

_ Tournament, the -ﬂaﬂout Ridge Racer V, or the heart—pﬂundilag'-*_.. -
MotoGP, victory won't come easily — if at all. But when you finally

seize it, you will discover your inner champion.

CWWW.NAMCO.COM

PRODUCTS RANGE FROM
EVERYONE 7o TEEN

| COMTENT RATED BY

ESERB S 4 MoTtoGP

mco Ld. All rights rescrved. Teklien Tag Tournamend™ & 1994, 1995, 1996, 1999 Namco Led. All Rights Reserved. MotoGP ©1998, 2000 Nameo Led- All Rights Reserved. i)
are regivtered tiademarks of Sony Compurer Enterminment [ne. The mrings icon is.a registered tradenark of the Interactive Digital Software Corporaion.



. ! ; ‘ PRIMA’'S OFFICIAL STRATEGY GUIDE

Bonus Guide
Inside namco’




B

L e

s Friaill ey

e P
Rty

TS

g

et adpulolt PaPbubulttulbl buls, foust

RIMA'S OFFICIAL STRATEGY GUIDE

P



R, P — - S oy

.m_.'-',.-.‘&-..,...-a-q-,—...-;‘,--‘,"‘.,.,.A,H,.-.p..,..r.-r.».,.a-.‘;-.A-.A4..,.--,._--.\._'...‘4

L A

GAME SECRETS

& V=
T LOLENANIENT

Primagsames.cCcom

GCAME SECRETS

Now you've done it. You've broken the seal. Are you ready to learn all the secrets Tekken Tag Tournament has to offer?

CHARACTERS

The 14 hidden characters are unlocked by the number of times you beat Arcade Mode. You can unlock all the characters a lot faster
if you make a few adjustments in the Game Options. Set the Difficulty Level to Easy and the fight count to 1. Now you can get down
to business. Here's a list of what which characters are unlocked each time you beat Arcade Maode.

1. Kunimitsu 5. Wang Jinrey 9. Ogre 13. Devil/Angel

2. Bruce Irvin 6. Roger/Alex 10. True Ogre 14. Unknown
3. Jack-2 7. Kazuya 11. P. Jack

4. Lee Chaolan 8. Kuma/Panda 12. Tetsujin/Mokujin

Hiddern Armor Hims costume

Armor King is the only character in Tekken Tag Tournament with a hidden costume. Finish Arcade Mode
once with him as your first fighter to unlock it. Use = to choose this costume in subsequent games.

EXTRA MODES

You unlock the extra modes the same way you unlock the hidden characters: Beat Arcade Mode a certain number of times for each
mode. Actually, if you unlock all of the characters, you'll have also unlocked the modes.

ThEeater

The Theater Mode opens after the first time you beat Arcade Mode. You can see all the ending
movies for the characters that you've beaten Arcade Mode with. You can even choose what cos-
tumes they wear. With a few characters, such as Eddy or Kuma, you have to beat Arcade Made
more than once to view their alter egos’ endings.

oska

qr4

TERHEMN B0l

Tekken Bowl is unlocked along with True Ogre, after you've beaten Arcade Mode 10 times.

JUHEB0H

What's bowling if you can’t pick your own tunes? Score 200 or higher on a game and you are
rewarded with the Jukebox feature. Hit %= to access the Bowling menu and select “Bowling
Options” Choose from 14 different music selections or choose none at all.

Beat Arcade Mode a whopping 14 times and you not only unlock all of the hidden characters but
you also gain access to the Gallery. The Gallery itself is just where you can view the Screen
Captures that you have saved.

“Screen Captures?” you ask? Yes, with the unveiling of the Gallery, you have enabled the “Screen
Capture” option. During a match, you access this by pressing [ and selecting “Screen Capture.”
This pauses the game and saves the scene to your memory card. Save up to 12 scenes in the Gallery. il

CHOOSE YOUR PRACTICE STACE

Feel like practicing your moves on your home turf? You can! Just highlight “Practice” at the main menu and
hold down 2. Pick your favorite stage from the following list and press the corresponding number of
times (while still holding [£2)). Now let go of both buttons and choose Practice as you normally would. Voila!
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1. Law-A 5. Lei 9. Nina-A 13. Eddy-B 17, Jin-B

2. Yoshimitsu-A 6. Ogre 10. Eddy-A 14. Unknown “18. Nina-B
3. Xiaoyu 7. School-A 11. King 15. Law-B 19. Yoshimitsu-B

4. Hwoarang 8. Jin-A 12. Heihachi 16. School-B 20. Paul
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SPECIAL TEAM-UPS

In Jekken, every character is somehow related to another. Teaming up certain characters produces special pre- and post-fight scenes. Here
are some of the more interesting ones. Some scenes require specific outfits, which are indicated by the button presses following the name
of the character. The losing post-fight scenes only appear if you are playing against the computer.

PRE-FIGHT SCENES

el
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Heihachi (<) and Lee () Heihachi (5¢) and Lee (<B) Kazuya and Devil Paul (£°) and Kuma (%)

LOSING POST-FIGHT SCENES
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Jin and Xiaoyu Wang and 'Xianyu Anna and Nina : Anna and Bryan

A A T :
er/Alex Lee and Heihachi
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Electronic Entertainment
Platform: PlayStation®2 computer
entertainment system

U.S. $14.99 Can. $17.95

—@ Detailed descriptions, stats,
and tips for all characters

————@ Complete moves lists for
all 34 fighters

—@® Covers-all
game
modes,
including
Tekken Bowl

- @ All hidden characters
A and modes revealed

® Tag Team tips
and special team
combo lists

—————@ Critical strategies for
every possible match

: z‘ g__;hmg“m e @ Tips on new moves like tag
| e

throw and tag juggle

Tekken Tag Tournament™ & © 1994, 1995, 1996, 1999
Namco Ltd. All Rights Reserved.
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