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WARNING: PLEASE CAREFULLY READ THE CONSUMER
INFORMATION AND PRECAUTIONS BOOKLET INCLUDED
WITH THIS PRODUCT BEFORE USING YOUR MINTENDCOF
SYSTEM, GAME PAK OR ACCESSORY.

Th.i:: official seal is your assurance thal Nintendo has revicived this product
and that it has meb our standards for excellence in workmanship, reliabilify

and entertaimment value. Alwoys look for His seal

Cetfcial

{ Mintendo )

Zeal of Quality -

when buying  games and accessories ko ensure
complete compatibility with your Ninkendo product.

AN Mislpnen feodicls o Foensed by safo dor s ooy with ol auferized
prodacts Doaring the Official Nmbecds Sl of Custn®

Thank you for selecting the Street Fighter™* Alpha 2 Game
Pak for your Super Nintendo Entertainment System®.

Please read this instruction booklet thoroughly to ensure
maximum enjoyment of your new game. Save this booklet
for future reference.

This product has been rated by the
Entertalnment Software Rating Eoard.

For Information about the ESRE rat- i Vianual W

ing, or to comment about the appropri- ) . b e it

aleness of the rating, please contact Bt ATy L e

the ESRB al 1-800-771-3772. Ophnns e e 8 000
i i

SuFer Combo Ley

i el e R

AAMATED VIBLEMGE

* £ 1996 Cageom G, Lid, £ 1986 Capconm LUS A, inc. All Righls Pesenaed.
™ Gind 4 are radamans of Nintenda of America Inc @ 1998 Mintendo of Amanca Iro.




Basic Controls
+ Control Pad

Jump

|

Back Flip Forward Jump

Back Defense —

Defensive Crouch Offensive Crouch

Crouch

The + Control Pad is also used to
¢ Choose a mode

¢ Choose a character

¢ Move a character

* Execute special moves &

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

Controller Functions

Strong Punch

Medium Punch

Weak Punch

Strong Kick

SELECT

* Taunt your opponent

¢ Open the Option
screen while the
game is paused

MNote: This is the defaulf
sefting. The controller
functions can be changed
in the Option screen under
“Button Assignment.”

Weak Kick
Medium Kick

L_START

* Start game

* Pause game

* During a fight, press
START on the second
controller for a two-
player game



The Game Screen

1. Score

2. Energy Meter

3. Timer

4. Character in use

5. Technical Points

6. Super Combo Llevel Gauge
(see page 10}

7. Auto Mark (Auto Mode only)

8. Victory Stars

9. Bonus Message

Fight Rules

Fight Conditions

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

Win Conditions

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

Draw

When both players’ energy meters become totally red
at the same time, or if the energy meters are at the
same level when time expires, the match will be
declared a draw. A fourth and final round will be
added. Whoever wins the final round wins the match. If
a draw occurs in the final round, the match is over.

Victory Stars

For every round you win, a star will appear under your
energy mefer. There are several kinds of stars. A differ-
ent star will appear depending on how you win.



Game Modes

2 Press START on the Title

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

OFTEIOH HODE

Arcade Mode

Pick a fighter and battle your

way through eight computer-

controlled opponents. It's a

one-player game, but a sec-
. ond player can join
in at any time (by
pressing START on the second controller). If you
e, you will have the option fo continue.

VS Mode

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

Dame

3158

Playing the

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




Manval/Avto

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

‘ Manval
All blocking functions are performed by the player.

Avuto

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

| Simple Command (Aufo only)
Super Combos can be executed simply by pressing two
=g buttons simultaneously. If your character has

ed even if you enter the command

for Combo #3.

e eSS TS
COMBO #1 COMBO #2 COMBO #3

Only Llevel 1 Super Combos are available in
Auto Mode.

Mote: Your opponent can
block Super Combos in the air
while you are in Auto Mode.

only two Super Combos, Combo #2 is execut-

Options

To access the Option screen,
select Option on the Mode PSS
Select screen and press e
START. Press = and - on the
+ Control Pad fo select the
desired option. Press 4 and
b on the + Control Pad to change the sefting. Press
START to return to the Mode Select screen.

OpticaMade

Number of Rounds
Adjust the number of rounds per match.

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

Sound Mode

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

Buifon Assignment
Change the button configuration for your fighter's
punches and kicks.

Time Limi#

Set the time limit for a round.



Damage

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

Game Speed
Change the game speed.

Avuto Guard
Turn the Auto Guard on or off.

Exif

Return to the Mode Select screen.

Super Combo Level Gauvge

Each time you execute normal moves and
special moves, your Super Combo Gauge will
build up. Your ﬁeﬁ wfﬁ‘:f:rease when the
gauge reaches certain por'nfs and then
you will be able to perfonn

Combos, Custom Combos c:rndp Alpha

Counter moves.

Super Combo

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

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

Custom Combo
You can use an Original Combe by using the Super

Combo Gauge.
character introduction

-»_, A &@% starting on 14

LEVEL 1 LEVEL 2 LEVEL 3 for more in ation.

Note: Please see the

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

Custom Combo Timer

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

Custom Combo Hints

1. Make con‘ﬁnunus hits in the air and blow away your
[ ent!

2, Use special aftacks to do more domage to your oppo-
nent.

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

4. You can make a deadly throw while pummeling your

opponent!




Special Control
Avoid Being Floored | **®

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

Block /Air Block

When your opponent is attacking, press
{on the + Control Pad instead of fighting
back to aveid taking damage. Blocking
also works while you're in the air.

Alplw Counfer | #*®=¥
When you block your oppe-

nent's attack, press the above
command. This wil perform an
Alpha Counter attack, which is a

quick counter move against
your vulnerable opponent.
Alpha Counters consume one
level on your Super Combo
Gauge.

Defensive Fall

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

Throwing/Gripping

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

Tauntin

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

Recovering/Breaking Free

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

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

13



STRENGTH OF ATTACK

With Manual Control, the slﬂm‘grh of the attack will
depend on the buttons pressed (see page 10 for
mare deatils).

HOLD
Te ensure that your specified command will rake
effect, be sure fo hold it for a litfle while.

# Eotate the + Contrel Pad in the required direction.

@ Press the correct Punch er Kick button.
[=%5] Press the required buttons simultaneously.
[ ] Press the required butfons repeatedly.

Hadoken (Fireball}

Sho-o-ken (Uppercut)

Shun-pu-kyo ke
(Hurricone Kick)

Shinku-hadeoken :
(Super Fireball] | ©

Midare-zokura
(Cherry Blossem} |

Haru-ichiban

Snkum has an urlqui' interest in sireet
fighting. Mest high school girls don’t walk
down the street fnakmg to pick a ﬁghb:ilur
= ever since her run-in with three caﬂoge_;ﬁmn,
& she has saughrhmkahwmanga. [

A student of the Shotokan school of karate, Rjﬂlﬁ'ﬂs
‘demedhlsenmhﬁahparfncm@!ﬁnnwway
of the warrior through mastery of the fireball. P
Nwlyumuﬂ#undmﬂmmnmwmﬁmd

Hudoken (Fire Ball]
Sha-ryw-hen
_[Drogon Punch) i
Tabsu-maki-senpu- I::mlw ;
[Hurricome Kick)
Collorbone Breaker

Sen-pu-kyoky
(Whirlwind Kick)

[F73] Press the required butfons 1-3 times [depending on level).

| Sinku-hodoken
{Super Fire ﬂull.‘r

Shnirlnmmlruul-kniu :
{Super Hurricane Kick) |-
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| Patrief Circle +’ =

i .fg;m Stimger

B3| Mekon delto Attock | Pz ®

1= | Mekon Delto Air Roid F+E+®

m | Mekon Delto Escape -’d@f@w@}w-

E :E Hrgl\Jump ¥+
Trick Londing ®w®
| Toke No Prisoners “I' "l' * h@:'

Mine Sweeper + +

; A commando in
... the Vietnam,__

" and insane
' new centrols '-
. his own army-
- of soldiers. He -

- survival at all

captured by

War. the strict.

Rolento

fimes, even
when

the enemy. He even
hung a soldier with

" a metal cable just to
- make a point’

Gen is legendary for defeating opponents with his
bare hands. Day and night, youths seek Gen for a
&= chance at fame. He shrugs them off in disgust.
i Gen seeks only true warriors, and does not fear

the fight..
Toc o Gon's fighting style, | prves.i Sirong
Punch or Strong Kick.

wﬁ‘ijﬂl{ﬁr.itﬂ.l e Jj_

H‘ruku-rzn l:n

. Geki-ro

O i Jya-sen

& + @ Ouga
= I3
Zan-ei o o+ (B Jyo-ko-he

Shi-ten-shw

@) o

"\ rivals

Secretly pursuing the movements of Sfmdnwfﬂﬂ,- the
international smvggling operation, Chun-Li fights
bravely, unmindful of pmanu! danger. The memory of
her fqﬂler burns\ﬁnghﬂy in her hfl-.

H‘.lul:u- tsu-h'ul:u
| (Lightning Kick)

Tensho-kyahu
{Spinning Air Kick)

| Kikoken (Fireball) | 4 1
Sen-en-shu (Axe Kick)

(Choos Kick)

Sen-retsu-kyaky

Kike-sho

. and past training
.\ pariner of Ryu,
Ken has an

! amazing ﬁghfing
i°} spirit, but an even

Convinced he is the

secks a
confrontation with
his leng-time

Ho-zen-ten-sho-k
__!Sul:ar_?hus H_itl:

 Hadoken (Fireball)

Sho-ryu-ken

Tatsu-maki- -senpu: ’mlu
{Hurricane Kick

__!1_:|_h_ Hr_\e_lru”
Forword Roll

Sho-ryu-reppa
(Shadew Dragen)

Shin-ryu-ken




I'nﬁ‘uen:ed I:y life on fhe Eumpeun back
streets, Birdie has become familiar with the
" workings of Shadowloo as a bouncer in many
 punk clubs. He yearns for a part of the action.
. Using his strength and style to aveid the law;
- Birdie knows he must fight his way info the
ﬁ;i infamous ¢rime orgam'zuﬁnn.

P suiiheod Ber® |
g% Bullhorn ®en ) weraees |

_..I e ;

Katana is a self-proclaimed student of
- Japan and its culfure. A former henchman
. of the Mad Gear Gang, Katana aims fto
- revive the crime ring and is consumed
. with revenge toward Guy:

ligoku Strape
Butsu-metse Buster e * (P

Choke Chain |+ ® 2| DuikyoBurming [ + @
Bandit Choin i+ (K | Shiro-ha Cotch &+ (K
> A, Meido-no-miyage

The Birdie o o e s *t"j} :

Bullrevenger o o + (Plon () .. ..

_(Pummeler)

Ten-chu-satse

Guy’s command of ni'n;.i]‘su fuels his belief i'har ha fs a
B descendant of & ninja. An intelligent fighter,
}u Guy balances street smarts with the ninjitsu
' tradition. Instrumental in the downfall of the
= Mﬂdﬁdrﬁdng,,ﬁuyfmum&i ewl wﬁerﬂ'lr

rr l'uriu i

3 _-."" 5 - Druw&lgfruanlﬁa spaadundcuﬂﬂiﬂgdfﬂm
o munsh:-mgunnAdwr‘ks!n‘ahmbmhm
.-""‘ia_r te mesmerize vichims. A master of Muay Thai.
: L Aden trained with Saget, but when the latter
was defeated by Ryu, Adon believed Sagat to be
nqﬁsgrm,;ﬂdﬂnmwsﬂak;ﬁ:gnffﬁ'bﬂmﬂ\l

Euthin-i:unnm!
(Bir Suplex)

Bushin-sempu-kyoky |
| viwind ic | ¥ *®

. Haya-gake T
j s ik (Dashing Crescent) B +®+®
Rising Jugwar s et 2 Hou-zan-te &+ (P

Joguar Taoth Bushin-goe-rai-kyoky il

(Shadow Borroge) | ¥ % ‘_®

Bushin-hossou-ken

Jl:rguur I'teu‘-uhnr

Joguar Buleed




DHAISMI

WWW&#@:

The Indian monlk fights for hrs people whu suﬁ‘ﬂr from
famine and disease. He has sought fo unify his mind,
body and soul through the discipline of Yoga. As he
nears his goal, Dhalsim must test himself and his skills
before he can rise to a higher state of consciousness.

A

improve his Piledriver but is frusirated because he cannot o

A sudden storm sends Zangief spinning to earth head- °'=-‘_:
first. He drops to the ground with a great thud, L
Secondsl'mer grmhugh&arhmﬂksmrfncmss !

i

Yogu Fifa ¥ + P 5 = :

'vui:u flame | o *5 oot o BN R Double Loriat

[ YogaBlost |+ @ | | Spinning Piledriver |
Yogo Teleport "9 (@.1[@@} 1 Flying ?wrrlzr Bomb

Atomic Suplex

| Yoga Shock L Banishing Fist
Yoga Inferno i1l * + @ FIIITE M““f Buslfer
Yoga Strike * + 0 @ Mrlu-l .RII.IS-.SIHI Slam

j Go-ﬁudulken

; "G-c--shur'fuken
S| Totsumaki-zanku-kyaky | =

| Hyakki-she & +®
= Zonku-hodoken P o +[:|:"}

Sool Reflect

'”_ Shaku-netsu-hodeken e+ (B

Aot senka + Bk | SowlSpark | e
: | Soul Throw
Forward Rell L, @] Saul Spiral

| Messatsu-go-hedo [ = + (B | joAsofosmll |
e : Hessursu go-shoryy | o= + +(B) | Awra Soul ""'“'" AL
Ienml_n go-zanke fffi‘.._*_*@
Shun-goku-sotse qu: 5
(Raging Demon) DHT MF@IO

s o



~ Bison craves Nmbui' with fme WOFFIors. He hears .o

" of a warrior named Ryu who defeated Sagat i

+ in Thailand. Bisons body glows intoa & p 2 . with his long-time friend Guile. The mission

. blue flash in anticipation of confronting £ W& ] backfired, and Charlie and Guile were captured.
R‘yu'. ﬂyu w.i]‘l' taste .Fns Psyrhu Crusherf 5 al i After escaping the jungle prison, Charlie now mks

Psycho Shat
Double Knee Press . Al : | SonicBoom
; | Hend Press | i : } Flash Kick

Somersoult Skull Drive ; P - i :
T p @ ® B SonicBanage oo
Bison Warp LIE I : | CrossFireblinn |8
K i ] : Somersault Justice

Psycho Crusher ’ oo **_1_'_'@5 Faly

=33

: Knee Press Nightmare oo ol ol s + (1)

Fﬁred i.l.rraugh;w
his homeland §j] |- A T b
™ A ﬁmurld Ilger Slmf
F‘;ar Knee

Tiger Uppercul

Tiger Connon b o +'®‘ = & : ; - -

Tiger Genogide e o+ (K i | i : A : |7y Godouken

Tiger Raid o Y B N e 25 | Ho-ryu-ken
e f i i ; Dan-ku-kyaku

| _Forward Roll Taont

| Backward Roll Taunt
| Shinku-gadouken
Kouryu-rekke
Hiszha-buraiken
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IMPORTANT:

WARNING: Copying of any Nintendo game iz illegal and is s1racr|}r pro-
hibited by domestic and international copyright laws. “Back-up” or

*archival” copies are not authorized and are not necessary fo profect your
software, Vialators will be prosecuted.

This Mintendo game is not designed for use with. any unauthorized
copying device. Use of any such device will invalidate your Nintendo
product warraonty. Mintendo [ond fer any Nintendo licensee or distributer]
is not responsible for any damage or loss caused by the use of any such
device. If use of such device cavses your game fo stop operating, discon-
nect the device carefully to avoid damage and resume normal game ploy.
IF your gome ceases fo operate and yol have ne device attached o if,
please contoct your local authorized Mintendo refailer.

The contents of this notice do not interfere with your statutary rights.

This. manualand otherprinted matter decompanying this game are protect-.

ad by domestic and internafional copyright laws.

The rental of this gome without permission of Nintendo or its licensees
is shrictly prohibited.

~For further information or assistance, please contact:
Mintendo Consumer Assistance Hotline
1-B00-255:3700 (U.5. and Conada)
Or your local authorized Nintenda retailer.
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WARRANTY AND SERVICE INFORMATION: ™

- 3-MONTH LIMITED WARRANTY

(For Hardware, Game Paks, & A:mssoﬂas}

Minlende of Amenca Ines [*Mintenda”) warrants o the ariginad purchaser that the pmdud [hird-
wore, game paks and aocessories) shall be free fram defects in material and wedimanship for o
pariod of firee || months from the dote of purchose. IF o defect covered by this warranhy
occurs during this three [2] manth warranty pericd, Mintendo will repair or replace’the cefectve
praduct or companant pad, al its option, free of charge

ADDITIONAL 3-MONTH LIMITED WARRANTY (Hardware

tlintends warrants fe the original purchasar that the hordware praduct shall be free from defects
in- matarial end workmonship for an oddifional three: [3} months beyond the originol 3-menth
wearranty pariad described above. [Fa defact covared by this woerranhe cocurs during this addi
fionol 3month woranty. pericd, Minfendo will repaic the detective hordwian: prochuc] or -;,un'lp-i:-
nent free of rhnrgr The nrlglnn;ﬂ Fum,,hn::lmr is enhiled: E: this addibana] 3manth limited repmr
wearranty caly if the Consumer Proof of Purchose Card Tetiached o the hordvware packaging

cowdian sold]be returmed promplly after e dote of. purch cse e Mintendo. by-thie arigined parchasar

of the original purchasets reailes.

WARRANTY SERVICE OR REPAIR/SERVICE AFTER EXPIRATION OF WARRANTY
You may need only simple insfructions to correct any problem with
your product. Call the Consumer Assisiance Hotline af 1-800-255-3700 rathenihan going
o pour relailer, Heurs cHoperstion are & a.m. 1o 9 p.m., Pacific Time, Mondoy - Salurday: and
& aum do 7 por, Pocific Time, on Sundays fimes subject to chonge]. 1f she problem cannat be
sobveddier tha refaphiona, pa0 will be referod o e nedrest MIMTERECS RUTHORIZED REPAMR
CEMTER™: or vou will be offered express Fﬂ;ror:,' SEIVIEE through Mintende, In some inskances, it
may 3] NECassary for you to .1|'|i|:| the r_.umph:ll: p:adut_t, FREWGHT PREPAID: AMD IMSURED FOR
LSS OF DAMAGE, b the nearest service kacolion.

WARRANTY LIMITATIONS

THIS WARRANTY SHALL NCT AFFLY IF THIS PRODUGE [a) 15 LISED \WITH BRODUCTS MGT
SOLD OR LICERSED BY MINTENDO INCLUDING, BUT NOT UMITED T0, MNON-UCEMSED
AR EREANIE EMERT DEVICES, ALAPTERS, AND ROWWER SUPRLY LEVICES): [B] 15 USED
FOR COMMERCIAL FURPOSES IMCLUDING RENTAL OR 15 MODIFIED Of TAMPERED WITH;
2} 15 DAMAGED BY NEGUGENCE, ACCIDENT. UNREASOMABLE LSE, OR BY OTHER CAUS.
ES UMBELATED: TO) DEFECTIVE MATERIALS DR WORKMANSHIP: R |d) HAS HADTHE SERLAL
MUMBER AITERED, DEFACED, R REMOVED,

ARY APPICABLE [MPUER WARRANTIES, INCIUDING WARRANTIES OF MEIIEI:LEN'I'AIIIJ-
TY ARD FITRESS FOR A PARTICULAR FURPOSE, ARE HERERY LIMITED I DURATR 10 THE

AR ARITY PERIODS DES CRIBED AHOVE 12 MOHTHS OF & MORTHS 25 ArPUC ARIEL M

MO EVEMT SHALL MIMTERDD: BE LIABLE FOR COMSEQUENTIAL OR BICIDERMTAL (AMAGES
RESUITING FROM THE BREACH OF ARY IMPLED OREXPRESS WARRAMTIES, SDME STATES

[ O ALLCWY LIRAITATICINS Db HOMWE LOMNG AR IMPUED WARRANTY LASTS QR EXCILE
SHOR OF COMSEQLERTIAL Of INCIDERTAL BAMAGES, 50 THE ABCVE LIMITATIONS MAY
MOT APPLY. TC YOLL

This warranty gives veu spacific legal rights, and yeud may alse have cthar rights whld\."ﬂ:ﬂf

SRS At e ke, Mintenda S addese o o sarFarth on the back cover of this rmmﬂ:ﬂ

Thiis worraribe is walid -:u'lf}' in the United Shabes,
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