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

This official seal is your assurance that Nintendo has reviewed this product
and that it has met our standards for excellence in nuﬂrkmﬁnshfp reliability

and entertainment value. Always look for this seal

Ofticial

Nintendo

Seal of Quality

when buying games and accessories to ensure
complete compatibility with your Nintendo product.

All Nintende products are licensed by sale for use only with other authorized
products bearing the Official Mintendo Seal of Quality.®

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
Entertainment Software Rating Board.
For information about the ESRB rat-
ing, or to comment about the appropri-
ateness of the rating, please contact

CONTENT RATED BY the ESRB at 1-800-771-3772.
ESRB

" € 1996 Capcom Co., Lid. © 1996 Capcom U.S.A. Inc. All Rights Reserved.
™ and @ are trademarks of Nintendo of America Inc. © 1996 Nintendo of America Inc.
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Basic Controls
+ Control Pad

Jump

Back Flip g

s

Forward Jump

Back Defense — — Forward

-

Defensive Crouch Offensive Crouch

Crouch
SR .
B The + Control Pad is also used to:
s ® Choose a mode
e ® Choose a character
it e * Move a character
3 | * Execute special moves

Note: All commands are shown for a

player facing right. The controls are
reversed when facing left.




Controller Functions

Strong Punch

Medium Punch

Weak Punch

Strong Kick

\

" SUPERNINIENTD

ENTERTAINMNENT SYSIEN

SELECT

* Taunt your opponent

* Open the Option
screen while the
game is paused

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

Weak Kick

Medium Kick

__START

e Start game

® Pause game

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




The Game Screen

1. Score

Energy Meter

Timer

Character in use

Technical Points

Super Combo Level Gauge
(see page 10)

Auto Mark (Auto Mode only)
Victory Stars

. Bonus Message

L ]
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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 meter is
totally red, you will be declared the winner. If time runs
out, the player who has the most energy wins the match.

Draw

When both players’ energy meters become totally red
at the same time, or 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 meter. There are several kinds of stars. A differ-
ent star will appear depending on how you win.



Game Modes

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

VEnees ik press START.

OPTIOH HMODE

Arcade Mode

Pick a fighter and battle your
way through eight computer-
controlled opponents. It's a
one-pluyer game, but a sec-
ond player can join
in at any time (by
pressing START on the second controller). If you
lose, you will have the option to 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.




e o e e

Playing the Game

CHRARIAE

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




Manval/Avfo

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

Manval
All blocking functions are performed by the player.

Auto

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

Simple Command (Avuto only)

Super Combos can be executed simply by pressing two
” buttons simultaneously. If your character has

only two Super Combos, Combo #2 is execut-

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

S+ D S+ S+
COMBO #1 COMBO #2 COMBO #3

Only Level 1 Super Combos are available in
Auto Mode.

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



Options

To access the Option screen, et
select Option on the Mode B3 et G
Select screen and press R TS s a0 S
START. Press «~ and «+ on the [SEvaw:

+ Control Pad to select the [ttt

EXIT

desired option. Press 4 and
} on the + Control Pad to change the setting. Press
START to return to the Mode Select screen.

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 stereol

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

Time Limit

Set the time limit for a round.




Damage

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

Game Speed
Change the game speed.

Avto Guard
Turn the Auto Guard on or off.

Exit

Return to the Mode Select screen.

Super Combo Level Gauge

Fach time you execute normal moves and
special moves, your Super Combo Gauge will
build up. Your fa;vel will increase when the
gauge reaches certain pomf.s and then
you will be able to perform Su

Combos, Custom Combos ancf 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 a
combo can be controlled depend-



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

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

Note: Please see the
l A A character introduction
R ESSS @SS starting on page 14
LEVEL 1 LEVEL 2 LEVEL 3 for more information.

When the Super Combo Gauge reaches Level 1 or
above, press the PPK or KKP buttons simultaneously and
your character will explode into a Custom Combeo.
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 continuous hits in the air and blow away your
opponent!

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

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

4. You can make a deadly throw while pummeling your

opponent!

11



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 move.

Block/Air Block

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

Alpht.l Counter | **®*®

When you block your oppo-
nent’s attack, press the above
command. This will 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 try 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.

Taunting
To do some serious trash talking, press SELECT to 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



The Alpha Warriors

With Manual Control, the strength of the attack will
depend on the buttons pressed (see page 10 for
more deatils).

HOLD
To ensure that your specified command will take
effect, be sure to hold it for a little while.

# Rotate the + Control Pad in the required direction.

® Press the correct Punch or Kick button.

Press the required buttons simultaneously.
Press the required buttons repeatedly.
[x13] Press the required buttons 1-3 times (depending on level).




Hudnken (Fireball) - "“
Sho-o-ken (Uppercut) | +®

Shun-pu-kyaku .
(Hurricane Kick) ¥ +®

Shinku-hadoken x1:3
(superfirebal) | ¥ F*®

= 1-3

Midare-zakura
(Cherry Blossom) i nﬁa ®

SPECIAL
ATTACKS

COMBOS

Haru-ichiban @ ,@. +J®$ |

E 3
-y Yy

b —i=g. - --"'..i.w i -

vt ] "‘"'-' ;-.1..1.

Sakuru has an unusual interest in street
~ fighting. Most high school girls don’t walk
down the street Imkmg to pick a fight, but
ever since her run-in with three college men,
she has saught to rake her revenge.

i g &

: ! "' S\ €€ **. ~ S
A srudenf nf fhe Shofokan school of kurule, Ryu hus
devoted his entire life to perfecting the true way
of the warrior through mastery of the fireball.

Now Ryu must stand tall against revitalized

rivals.

i i _,,!,u, -

_:'-';'g_‘_:__ ,_5_ ;.—-" +.~._-.~ o
S o ﬂ;’ X I_.

N r,.p' R

____Hudnken (Fire Ball)

Sho-ryu-ken
(Dragon Punch)

SPECIAL
ATTACKS

Tatsu-maki- 5enpu-|;rfulm
(Hurricane Kick)

Collarbone Breaker
Sen-pu-kyaku
(Whirlwind Kick)

Sinku-hadoken
(Super Fire Ball)

Shinku-tatsu-maki-senpu-kyaks |
(Super Hurricane I{ick]

i

COMBOS | MOVES




| I0 Stinger |
: “% _Mekon Delta Attack  |(P) (R
55 ~ Mekon Delta Air Ruld '
Mekon Delta Escape @‘*@6@"(@)‘5‘
EE High Jump 'b:
£= | Trick Landing ® ®
wy x1-3
Eg Take No Prisoners e o + ®'
; Eu Mine Sweeper o e+ @ ol

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.
Gen seeks only true warriors, and does not fear

the fight.

To change Gen’s fighting style, press Strong
Punch or Strong Kick.

A commando in
the Vietnam
War, the strict /
and insane
Rolento

now controls

his own army
of soldiers. He

-preaches

survival at all
times, even

when

captured by

the enemy. He even
hung a soldier with.

a metal cable just to 2

make a point!
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2Es Secren‘y pursumg fhe movemenrs of Shadawfad ﬂle
. international smuggling operation, Chun-Li fights
bravelx, unmmdful of personaf danger. The memory of
her father burns brlghrl'y in her life.

L G R A R S

I:I';'nhu-retsu -kyaku
(Lightning Kick) ®

Tensho-kyaku
(Spinning Air Kick)
~Kikoken (Fireball)

Sen-en-shu (Axe I'lltk]
Sen-retsu-kyaku
_ (Chaos Kick)

Ha-zen-ten-sho-kyaku
(Super Chaos Kick)

Kiko-sho

school of karate

and past training 3 ~ Hadoken (Fireball)

pariner of Ryu,
Ken has an
sy fighting i Totsu-maki- senpu-kynku
spirit, but an even (Hurricane Kick
Convinced he is the
best fighter, Ken
seeks a
confrontation with
his long-time

Sho-ryu-ken
(Dragon Punch)

e s ==

SPECIAL
MOVES

Fake Fireball

Forward Roll

Sho-ryu-reppa
|_(Shadow Dragon)

SUPER |UNIQUE

COMBOS| MOVES

Shin-ryu-ken




Influenced by life on the European back

streets, Birdie has become familiar with the
workings of Shadowloo as a bouncer in many
punk clubs. He yearns for a part of the action.
Using his strength and style to avoid the law,

Birdie knows he must fight his way into the
infamous crime organization.

— A
s Bullhead | "'@ oy
SE| wlthon | @r© wwzons
Eg Choke Chain | +(®
Bandit Chain & +®
E§ The Birdie el oln ol -I-@
| p—
8 ; +&+@®=®
“"“ _.,_,,.. “'-"'-'.'-".fr- - e -——-"—"
X U |
B ~ Drawing from the speed and cunning af lhe _-r'"‘-
aws 4 ) majestic jaguar, Adon’s style has been known —
e . ~Ji- to mesmerize victims. A master of Muay Thai, =
TR L ® 14| Adon trained with Sagat, but when the latter e
e BTN was defeated by Ryu, Adon believed Sagat to be =
B a disgrace. Adon now seeks Sagat to become the  ~
Muay Thai leader once and for all. S
Hypr T SOas R ol h 'i
20 | Jaguar Kick ++® B “‘
Eg Rising Joguar | % *+ ®
% P=1 Jaguar Tooth &+ ®
Y x 1-3
= 10 Jaguar Revulver & 9 +®
{ .sz. 3 - ‘E;:a sy . §§ it oy
(/% o~ |70 | Jaguar Buleed e e +
b L¥ ) @-r )
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Katana is a self-proclaimed student of
~ Japan and its culture. A former henchman
~ of the Mad Gear Gang, Katana aims to
~ revive the crime ring and is consumed

~ with revenge toward Guy.

v ; ‘. Ay ;.- ',.I ¥ ..'E',-" .
'  Jigoku Scrape g

e : EE Butsu-metsu Buster ffe:
T S | DaikyoBurning [+ + ()

Meido-no-miyage

Shira-ha Catch e+
m
i
E% | (Pummeler) *
"3

Ten-chu-satsu

Guys cnmmand uf nmprsu fuels his beﬁaf that he is a
_, descendant of a ninja. An intelligent ﬁghtm:.

e ’3""{’ Guy balances street smarts with the ninjitsu
8.~ 4 tradition. Instrumental in the downfall of the

> Mud Gear Gang, Guy trounces evil wherever
it l’urks.

Bushln-llu-s |
(Air Suplex)

3w Bushin-senpu-krukum"_'
M gg (Whirlwind ki) |+ *®
=

Haya-gake : o
(Dashing Crescent) % +®+®

Hou-zan-to

Bushin-gou-rai-kyaku
(Shadow Barrage)

Bushin-hassou-ken .@u .@1 + @

COMBOS




e —

o ',DHA l.ﬂeﬂ i o

| The Indian monk fights for his people who suffer from

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

nears his goal, Dhalsim must test himself and his skills
before he can rise to a higher state of consciousness.

- Yoga Fire

Yoga Flame

MOVES

Yoga Blast

SPECIAL

Yoga Tr.;lt-epurl

Yoga Shock

MOVE

Yoga Inferno

Yoga Strike

sursnsl'uulu‘n'm

{COMBO!

-~ what if the technique |
. . could kill the il
- person who

 executed it? S

- Akuma will do S :
. everything he

-Hé believed his ancestors to
be fools for sealing the

Raging Demon. So

SPECIAL
MOVES

2 ""Il b )
can to win. a(: -
By releasing '{ ;
the Raging

a %
Y |
F

- o2

Go-hadoken -

| Go-shoryuken

Tntsumulti-znnkl.l_-_!'ér_l_:._.ll_m &

Hiq_l_t_lti-shu

____Innlw-hudnken -

Shaku-netsu-hadoken | - +

Ashura-senku

Demon, he
sealed his W
evil destiny

MOVE

UNIQU

Forward Roll

and destroyed

his own master.

SUPER
COMBOS

Messatsu-go-hado

*$+@®

Tenma-go-zanku

Messatsu-go-shoryu

*d+@®

INAIR+:++® .

Shun-goku-satsu
(Raging Demon)

O+ ®®

OMLY LEVEL 3



Piledriver. Zangief knows he ‘rfnusf
~ improve his Piledriver but is frustrated because he cannot advance it.
. A sudden storm sends Zangief spinning fo earth head- g
_ first. He drops to the ground with a great thud. T s b
. Seconds later, great laughter breaks out across FEN
g the land; Zangief has found

| é% Double Lariat
< ls E Spinning Piledriver | § .
* Flying Power Bomb g

4 inner strength guides her in battle.
pI'\) Constantly searching for the right balance of
== ¢ I\ action and reaction, Rose possesses an intuition
.\ that borders on telepathy. She calls to her soul,
\\ believing the heavens will punish whomever
\\ wields the mystic power without good intentions.

Soul Reflect \




"'-r"-'_
Bison craves combaf wﬂh true warriors. He hears _
- of a warrior named Ryu who defeated Sagat |
in Thailand. Bison’s body glows infoa .

. blue flash in anticipation of confronting

_: ' _Q'f Ryu Ryu mﬂ taste hrs Psychn Crusher! 3

el

I’s'f:hu Shoi ‘l" e + @
Double Knee Press e e + ®
| Head Press P & +®

Somersavlt Skull Driver @';'F +®+® I-

x 1-3

b @

= 1-3

. Feared Hiraughouf :_’
~~_ his homeland il
¢, and beyond, | Ground Tiger Shot

".“ iagg_! WO | Tiger Knee
| 'g"ed bl Tiger Uppercut
1.'\ 4s),) supreme )
~ until his _w| Tiger Cannon
narrow defeat s
at Ryu’s hands.
Humiliated and | "%/ Tiger Raid
.honorless,..- s
Sagat vows
revenge at any
cost. The tena-
cious tiger now
stands on a new

bal'ﬂef‘ eld!

Tiger Shot

Tiger Genocide
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A member of a s¢crel ellfe mlhfary team, Chaﬂre —
co-piloted a special mission into Thailand along f
with his long-time friend Guile. The mission —f ﬁ
backfired, and Charlie and Guile were captured.
After escaping the jungle pnsnn, Charlie now seeks

_ rhﬂ force behind the unrest in Thmland

"i'?-':"‘.fi

. f-"'v"ﬁ-

///| Ten years ago,
n’s father
. was killed by

“~_in his way. He
TN .k_{l_m",!lfv f.,—@s- s Kourxu-rekhn
J— revenge a0
=5 : 8| Hissho-buraiken
i +--H ,, : .‘:;'r"-' 'f.,‘..,ia-"'




IMPORTANT: e

WARNING: Copying of any Nintendo game is illegal and is strictly pro-
hibited by domestic and international copyright laws. “Back-up” or
“archival” copies are not authorized and are not necessary to protect your
software. Violators will be prosecuted.

This Nintendo game is not designed.for use with any unauthorized
copying device. Use of any such device will invalidate your Nintendo
product warranty. Nintendo (and/or any Nintendo licensee or distributor]
is not responsible for any damage or loss caused by the use of any such
device. If use of such device causes your game to stop operating, discon-
nect the device carefully to avoid damage and resume normal game play.
If your game ceases to operate and you have no-device attached to if,
please contact your local authorized Nintendo retailer.

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

This. manual and. other printed matter. accompanying this. game are protect-
ed by domestic and international copyright laws.

The rental of this game without permission of Nintendo or its licensees
is strictly prohibited.

For further information or assistance;, please contact:
Nintendo Consumer Assistance Hotline
1-800-255-3700 (U.S. and Canada)

Or your local authorized Nintendo retailer.



WARRANTY AND SERVICE INFORMATION: ™

3-MONTH LIMITED WARRANTY

(For Hardware, Game Paks, & Accessories)

Nintendo of America Inci (“Nintendo”) warrants to the original purchaser that the produet (hard-
ware, game paks and accessories) shall be free from defects in material and workmanship for a
period of three (3] months from the date of purchase. If a defect covered by this warranty
occurs during this three {3) month warranty period, Nintendo will repair or replace the defective
product or component part, at its option, free of charge.

ADDITIONAL 3-MONTH LIMITED WARRANTY (Hardware only)

Nintendo warrants to the original purchaser that the hardware product shall be free from defects
in material and workmanship for an additional three (3) months beyond the criginal 3-month
warranty period described above. If a defect covered by this warranty occurs during this addi-
tional 3-month warranty period, Nintendo will repair the defective hardware product or compo-
nent free of charge. The original purchaser is entitled fo this additional 3-month limited repair
warranty only if the Consumer Proof of Purchase Card (attached to the hardware packaging
when sold) is returned promplly after the date of purchase to Nintendo by the original purchaser
or the original purchaser’s retailer.

WARRANTY SERVICE OR REPAIR/SERVICE AFTER EXPIRATION OF WARRANTY
You may need only simple instructions to correct any problem with
your product. Call the Consumer Assistance Hotline at 1:800-255-3700 rather than going
to your retailer. Hours ofioperation are 6 a.m. to 9 p.m., Pacific Time, Monday - Saturday, and
é a.m. to 7 p.m., Pacific Time, on Sundays (times subject to change). If the problem cannot be
solved overthe telephone, you will be referred to the nedrest NINTENDO AUTHORIZED REPAIR
CENTER or you will be offered express factory service through Nintendo. In some instances, it
may be necessary for you to ship the complete product, FREIGHT PREPAID AND INSURED FOR
LOSS OR DAMAGE, to the nearest service location.

WARRANTY LIMITATIONS

THIS WARRANTY SHALL NOT APPLY IF THIS PRODUCT: (a) IS USED WITH PRODUCTS NOT
SOLD OR LICENSED BY NINTENDO (INCLUDING, BUT NOT LIMITED TO, NON-LICENSED
GAME ENHANCEMENT DEVICES, ADAPTERS, AND POWER SUPPLY DEVICES); (b) IS USED
FOR COMMERCIAL PURPOSES (INCLUDING RENTAL) OR IS MODIFIED OR TAMPERED WITH;
[c) IS DAMAGED BY NEGLIGENCE, ACCIDENT, UNREASONABLE USE, OR BY OTHER CAUS-
ES UNRELATED TO DEFECTIVE MATERIALS OR WORKMANSHIP; OR (d) HAS HAD THE SERIAL
NUMBER ALTERED, DEFACED, OR REMOVED.

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILI-
TY AND FITNESS FOR A PARTICULAR PURPOSE, ARE HEREBY LIMITED IN DURATION TO THE
WARRANTY PERIODS DESCRIBED ABOVE (3 MONTHS OR & MONTHS, AS APPLICABLE). IN
NO EVENT SHALL NINTENDO BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES
RESULTING FROM THE BREACH OF ANY IMPLIED OR EXPRESS WARRANTIES. SOME STATES
DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS OR EXCLU-
SION OF CONSEQUENTIAL OR INCIDENTAL DAMAGES, SO THE ABOVE LIMITATIONS MAY
NOT APPLY TO YOU.

This warranty gives you specific legal rights, and you may also have other rights which vary
from state'to state. Nintendo’s address s ‘as set forth on the back cover of this manual.

This warranty is valid only in the United States.



Nintendo of America Inc.
PO. Box 957, Redmond, WA 98073-0957 U.S.A. PRINTED IN JAPAN



