


WARNING: READ BEFORE USING YOUR PLAYSTATION®?2

COMPUTER ENTERTAINMENT SYSTEM.

A very small percentage of individuals may experience epileptic seizures
when exposed to certain light patterns or flashing lights. Exposure to

certain patterns or backgrounds on a television screen or while playing

video games, including games played on the PlayStation 2 console, may ='
iInduce an epileptic seizure in these individuals. Certain conditions may
iInduce previously undetected epileptic symptoms even in persons who

have no history of prior seizures or epilepsy. If you, or anyone in your family,
has an epileptic condition, consult your physician prior to playing. If you
experience any of the following symptoms while playing a video game —
dizziness, altered vision, eye or muscle twitches, loss of awareness,
disorientation, any involuntary movement, or convulsions — IMMEDIATELY
discontinue use and consult your physician before resuming play.

WARNING TO OWNERS OF PROJECTION TELEVISIONS:

Do not connect your PlayStation 2 console to a projection TV without first
consulting the user manual for your projection TV, unless it is of the LCD
type. Otherwise, it may permanently damage your TV screen.

USE OF UNAUTHORIZED PRODUCT:

The use of software or peripherals not authorized by Sony Computer
Entertainment America may damage your console and/or invalidate your
warranty. Only official or licensed peripherals should be used in the
controller ports or memory card slots.

HANDLING YOUR PLAYSTATION 2 FORMAT DISC:

* This disc is intended for use only with PlayStation 2 consoles
with the NTSC U/C designation.

* Do not bend it, crush it or submerge it in liquids. '

* Do not leave it in direct sunlight or near a radiator or other source of heat.

* Be sure to take an occasional rest break during extended play.

» Keep this compact disc clean. Always hold the disc by the edges and
keep it in its protective case when not in use. Clean the disc with a
lint-free, soft, dry cloth, wiping in straight lines from center to outer edge.
Never use solvents or abrasive cleaners.
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DOAZ2 HARDCORE
PROLOGUE

~ Disaster of Tengu at the end of the century ~

A great leader was killed at the end of the 20th century.
His name was Fame Douglas, and he was renowned as
the sponsor of the legendary world battle championship
"Dead or Alive." Since his death—and in the absence of
his charisma and leadership--the world has become
chaotic. Amid this chaos, it is announced that

"DOA2: HARDCORE Championship" will be held.
However, Douglas’ passing has taken with it the purpose
and significance of the tournament. Even worse,

the promoter of "DOA2: HARDCORE Championship,"
who is fond of conflicts and jealous of the strong, is
responsible for Douglas’ death. The new promoter is more
than just a corrupt mastermind, but a man of

pure evil. His involvement in the tournament has
brought a sense of terror to the world, resulting in the
infamous Tengu Disaster that occurred at the end of

the 20th century. The climax of the disaster is about to
begin with a roaring battle.

T 2,
Thank you for purchasing "DOA2:HARDCORE" software for*™*
yStation®2 computer entertainment system. Be sure to read

s instruction booklet before you begin playing the game.

. Thi game can be backed up. Backup requires a memory card
(for lF‘I:s:y‘E.tf:-a‘[ic:*m 2) sold separately. Never switch off the main
unit or insert/remove memory cards (for PlayStation 2) or
controllers while saving is in progress. The game screens used
in this manual may differ from those of the actual game.
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USB connector —_U |
S400 L.LINK connector |
controller port 1

controller port 2

Set up your PlayStation®2 computer entertainment system
according to the instructions in its Instruction Manual. Make
sure the MAIN POWER switch (located on the back of the console)

is turned on. Press the RESET button. When the power indicator
lights up, press the open button and the disc tray will open.
Place the (DOA2 Hardcore) disc on the disc tray with the label
side facing up. Press the open button again and the disc tray
will close. Attach game controllers and other peripherals, as
appropriate. Follow on-screen instructions and refer to this
manual for information on using the software.
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This game is designed for use by one to four players.
This section describes basic controller operations.
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THROW use nivom

* To play with two or more
— players, you will need to
urchase additionalControliers
isold separately).

Use the Option mode (page 21)
to switch t!-.e Vibration ? uncticn
on and off. If the Vibration
function is on, the controller
will vibrate regardless of the
setting of the ANALOG mode
switch,

The operation method shown
uses the default button
assignments, Use COTROLLER

. S ING in Option made to
change settings.

* Pressing the START button
pauses the game.

Game Reset: To reset the game and return to the Title screen during a
game, press the START button and SELECT button at the same time.



Starting the Game

Press the START button on the Title screen to display the
Mode Select screen. Use the directional buttons to select a
mode and press the START button or “X" button.

Use the left and right arrows on the directional buttons to
select characters. The character’s costume can be selected
using the Up arrow on the directional buttons when the cursor
is on a character in the top row, or the Down arrow when the
cursor is on a character in the bottom row. After making your
character and costume selection, press the “X" button. Press
the triangle button to return to the Mode Select screen.

*Different characters have different
number of character colors.
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starl game

1. Criteria for winning battles

In battle, the conditions specified below are required for a set
victory and the player that wins the predetermined number of
sets wins the battle.

2. Draws and sudden deaths

A draw occurs when both parties have the same amount of
nealth remaining at time up, or in the event of a double KO.
n the event of a draw, both parties earn points for that set.

f both parties reach the number of sets required for victory at
the same time, a sudden-death match is held. If there is no
clear winner even after sudden-death combat, the defending
champion is declared the winner.

3. Continue
Press the START button within the allotted time following the
Game Over message to issue another challenge.



In Tag Battle mode, 1P and 2P each have two life gauges.
The display will change so that the life gauge of the character
fighting is always displayed in front.




siarl game

 Life Gauge:

About the menu during game pause
Pressing the START button during a game pauses
the game. A menu screen will be displayed.

Exit: Reset:
Exit closes the menu and Reset ends the Battle
returns to the game. mode and returns to

the Title screen.

i Vlctnry lcons:




Basic Operalions

This section explains the basic operations applicable to all characters.
Instructions for keys apply when the characters are facing to the right.

'{,\/ l{> Faﬁvard daﬁh g > Run

<§f Backward dash Ak QQ Craucl';ing"d;sh'

‘@ éaqj-:graunci movement V '@ Fnregrﬂund.nﬁqgémenf i

By using the directional button and F button together, you can execute
free steps that allow characters to move freely. After entering free-step
mode by entering one of the commands, then holding down the F button
while operating directional button, you can move freely. If you release the
F button or stop using the directional button, the game status will return
to normal. The same operation may be carried using the left analog stick/
right analog stick on the DUALSHOCK™ analog controller or using the
directional button while holding down the L1/L2 buttons.

Legend
The F button shown is the Square button, the P button is the Triangle button and the
K button is the Circle button (when default settings are used).

e 0> indicates a short press of the directional button,
e while thedp indicates a long press.
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operalions

Each character has its own strike moves. Combining them with the
use of the directional button, you can execute various attacks.

Types of attacks

High attack: Hits standing opponents

Middle attack: Hits both standing and crouching opponents
Low attack: Hits both standing and crouching opponents
Super High attack: Hits standing opponents, no guarding

-~
It Critical Combeos

When your opponent staggers, you have an opportunity for a series
of attacks. String your strikes together in the right combination to
| cause maximum damage.

Attacks can be macie high, in the middle, or low. To gquard against high and middle attacks,
use left on the directional button. To guard against low attacks, use down. It is also possible
to guard using the F button. You can guard against high attacks by crouching and low
attacks by jumping.



: @+O ”Ordina&:'thfaw : V@+© Low th#rc&_: .

When too close to your opponent, you can use
the F + P buttons to throw him or her. Different
characters have their own special throws. Use the
directional button in combination with the F + P

buttons to execute more pc:werfu] throws.

=
-

| ®+O _Evadi.ng"f:jrdinary throws
*(Wéll—t‘j_nféd) ®+O Evading a string of throws oY &

Ordinary throws can be evaded by pressing the F + P buttons the instant you're thrown.
Some characters will throw again soon after the first throw. Well-timed use of the F + P
buttons will enable you to evade that throw.

12



operalions

By properly timing the entry of your command against the strikes of your opponent, you
can fend off his or her attacks and launch a counterattack. Be aware, however, that the
method of entering the Hold command differs depending on the type of strike.

(" Critical Hold )

When you receive a hit as a counter, you may be forced into “critical
status,” during which time you'll be unable to guard yourself or

| attack. Critical Hold will relieve you from critical status, providing a
chance to recover from an unwanted situation. l

Arcade Version Holding

The input procedures for holding moves can be changed to reflect
the ARCADE version. To change the setting, use the “CONTROLLER
SETTING” in Option mode.

The input procedures will reflect PlayStation 2 mode when "Command Type" is
set to "PlayStation 2" and ARCADE mode when set to "ARCADE. "

__{Agéjnst a high attack). H)@ High hold ,
(Against'a middle pﬁnch attack) 2) () Middle punch hold
(Aghinst a middle kick attack) (&5(3) ‘Middle kick hold
[ﬁf’gainst a low attack) ) () Low hold

&O "')_f Down attack VO or v Follow-up attack

When a character goes down, you can execute a follow-up attack. Use the P or K Button
for the follow-up attack, depending on the character.

Down attack
Down attack causes the opponent a bigger damage, but it also gives the opponent a
bigger chance to attack while you are trying to use the attack.

13



operalions

1. Press P button several times in'succession:
| _Gét_ up qu_if:kly at your present h::catiﬂn :

2.UP + Pres’s F button several times in succession:
Sldﬂ' voll at bagk of screen

3. DDWN' + Preés F button several times. in succesdion:

" Side roll at front of screen

4. Press the K button several times in succession. while getting up
Middle kick while get‘tlng up

5. Press DOWN + K button several times in succession while getting up:
- Low ]-cu:k attack while gettrng up

Use the directional button to get up after being knocked down. Some characters
also have special attacks that can be used while getting up.

14




There are eleven different game modes. Two players can play in Versus
mode or during a surprise attack. When two or more people play,
‘ additional controllers are required (sold separately).

| STORY MODE

This mode allows you to follow a story involving the character you have
selected, and to attempt to complete the story. Battle in a tournament

s

against the computer - if you knock out all of the enemies, the game will

clear and you will be on your way toward completing it. If another player
intrudes during play, you must engage in battle with him or her. If you are
using 1P Controller, your opponent can press the START button on the 2P
Controller, and if you are using the 2P Controller, he or she can press the
START button on the 1P Controller, to launch a surprise attack.

* At Game Over, the screen will switch to the Continue screen. Press the START
button while on this screen to resume play from Game Over. There is no limit to

the number of times the game can be continued.




TIME ATTACK MODE

This mode involves fighting in a race against the computer, in which you'll
compete for the time remaining until Game Clear. Conduct a tournament
of eight bouts; when Game Clear is displayed, the Result screen will
appear. If your total time is in the top ten at Game Clear in Time Attack
mode, you can record your name. See “Name Entry” (page 21).

VERSUS MODE

This is a special mode for two-player battles. After each bout, the display
returns to the Character Select screen and fighting continues until players
exit the mode. By using Options to change settings such as health and the
number of sets, you can engage in combat under a variety of conditions.

TAG BATTLE MODE

This mode allows you to form a tag team of two characters and conduct a
two-on-two tag battle. Single players can fight five tournaments against
the computer, fight another player, or engage in battles of up to four
players simultaneously.

e Surprise attack combat OK.
* Tag Battle mode uses the Danger Setup Stage only.

* You can combine tag teams in any way you choose, but you cannot select the
same character twice for a tag team.

Tag Battle mode consists of five Play modes. Select a Play mode from among those
displayed on the screen, in accordance with the number of players.

p
| P4 vs. EOM One playhr 7
The player’ uses two characters to battle the cnmputer (One p!ayar} ®,
| — lt
P1P2 vsFﬁM Collaboration of two players :
. Two playérs form a tag team to battle the computer. (Two players) -
P1 vlFZ  Two-player battle |
| Each player uses two characters to battle. (Two players) . , -
;2 P1 I!'3 vs P2 Two against one ' . =
Two players form a-tag team to battle a third player The player who uses
rf Controller 2 will use two characters by him or herself. (Three players)
P1.P3 vs P2 P4 Two against two
k- Four players split into two tag teams to battle. (Four players)
e Mt R e B i ko w7 J




play modes

Four-Player Simultaneous Play

Four players can enjoy tag-team battles simultaneously.

The combination of team members is the key to victory in four-
player simultaneous play.

.

* The number ot potential players depends on the number of Controllers connected to the

controller ports.

| * A maximum of four Controllers will be required. To play the game with two or more players,

X you'll need to purchase one or more Controllers, which are sold separately. To play the game with
three or more players, you'll need to purchase a multitap (for PlayStation 2), which is sold separately.

: -. e+ Of-!- _' %ag Chanée

Press F + P + K during a bout to switch a character in battle with a tag partner.
Characters not engaged in combat will gradually recover their health. When a
character has already been knocked out, he or she cannot be used again.

£ Tag Combos )
When your opponent is floating or in critical status, you can
perform a quick tag change. Practice this skill, and your team will

e function as a powerful unit. )

¥ = IY
- ""'Jf#t . "y
oC NS e
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. (Mcwe towarc:l enemy) ‘{>‘{>‘ G + @ + @

,P ' = Jag ng’hbc:r
(Mm:jef.taward enemy) <g @ + %

In Tag Battle mode only, two characters can execute tag combos together.
These may be initiated by either character. The moves available depena
on the character combination. However, tag combos cannot be
employed, when one character has already been knocked out.

* Some character combinations have their own special tag combos.

SURVIVAL MODE

This mode is for one player, and involves fighting against the computer
until all your health is used up. Points are accumulated in accordance with
the clear time and various items that appear during the game, and the
goal is to have the highest total score at Game Over. In this mode, your
health is partially restored at the end of each round. The key to earning
points is to minimize damage while fighting, and to take advantage of any
chances for points that come your way.

If and when a Survival mode battle ends and your score is within the top
ten, you can record your name. See "Name Entry" (page 21).

*Surprise-attack combat OK
*You cannot Continue in this mode.
*The game will finish at Time up or in the event of a Draw.



play modes

e

Minimum health re’ﬁ:ﬂﬁéry
20,000 poipts if health js at MAX
e.g.'Hamburger

5EJOG paints
Carrot

10,000 points v
Lipstick

k'

Medium health recovery
30,000 points if health is at MAX

.d. Rice ball
20,000 points e.d. Rice pba

| Moneybag

Maximum health recovery
50,000 points if health is at MAX
e.g. Meat - '

30,000 points
Melon |

»
r

Different health recovery item is assigned to each character. Y

ltems appear when you knock out an enemy or launch a follow-up attack
on an opponent who is down. Obtain items to restore health and
accumulate points. There are several types of items, each with their own
effect. ltems disappear after a fixed period of time.

If you set off a danger explosion during a game, in addition to earning
3,000 points, you will enter bonus time known as Danger Reach. During
Danger Reach, you can increase your score significantly, such as by earn-
ing double the normal points for items or earning extra points for strikes

: and throws. Set off another danger explosion while you are in Danger
Reach to continue Danger Reach status. Your ability to maintain Danger
Reach will be a major factor in achieving high scores.

*There are many other ways to earn points, such as time bonuses and appeal
l bonuses.



TEAM BATTLE MODE

Players make up teams consisting of several characters and battle in

teams. This mode can be used between players or against the computer.
* Number of team member is selectable from 1 to 5. |
* Matches are in tournament format.

SPARRING MODE

This mode allows you to learn the basic systems and techniques of the
game, and to practice moves freely. Use it for training for real battles by
practicing holds and developing original mid-air combos.

* There are no KO's. You can continue training until you exit the mode.

* Press the START button on the practice screen for the "Menu” that allows you to
change settings such as the behavior patterns of the COM. Use the directional
button to move the cursor and to select and change settings.

SPARRING MODE MENU

COM 15T ACTION: This menu allows player to set the movement of COM (Computer).

COM 2ND ACTION: This menu allows player to set the movement of COM’s counterattack.
COUNTER: This menu provides on/off of "Counter Hit" indication.

RESET POSITION: This menu allows player to reset characters at their initial positions.
CHARACTER SELECT: This menu allows player to return to the "Character Select" screen.

GO TO TITLE: This menu allows player to quit the “Sparring Mode"
and return to the title screen.

EXIT: This allows player to exit from the Menu screen.

WATCH MODE

This mode allows the user to watch a computer-operated battle, which will
continue until the mode is turned off. *"

* Physical strength and battle time are unlimited. However, the specified
options will not be reflected in this mode.

* When you want to change characters, pause the game by pressing the

START button and choose CHARACTER SELECT.
* Select RESET to exit this mode.



play ophions

BATTLE REC. MODE

UPS (User Profile System) mode allows the user to save and view the
players’ battle records and various other records using the memory card
(for PlayStation 2).

In the UPS mode, an "Individual ID" will be issued to each new file created
and it will allow the user to save battle records with each opponent player.

New file
Creates a new file.
Enter a ring name after a file is created.

Viewer
Allows the user to view the battle record and other player records that
have been saved in the UPS file.

Edit
Allows the user to edit the ring name.

This mode allows the user to save replays made during the game onto the
memory card (for PlayStation 2), and then to view them at any time.

In addition to normal replay, player can also make reverse-replay, pause
and change the viewing angle.

OPTION MODE

This mode allows a player to change game settings to suit his or her
preferences. For further details, see page 22, “Option Settings.”

\

Name Entry

It your score ranks in the top ten in the Time Attack or Survival
modes, you can record your name. Use the Direction Pad on the
Name Entry screen to select letters and enter your name. Move the
cursor to END on the screen and press the “"X" button to record
your entry.

* You can view the rankings inside the RECORDS menu in Options.
* To save records, a memory card (for PlayStation 2) is required. J




Option Seltlings

Players can select OPTION MODE from the Mode Select screen to
reconfigure the game to suit their preferences.

. GAMESETTINGS

These settings control the difficulty of the game and rules. Settings can be
adjusted for each mode.

CPU DIFFICULTY:
Configures the strength (difficulty) of COM

CPU MATCH POINT:
Sets the number of sets required for victory against COM

VS MATCH POINT:
Sets the number of sets required for victory against other players

CPU LIFE GAUGE:
Sets the stamina level of COM

VS LIFE GAUGE:
Sets the stamina level of VS matches

ROUND TIME:
Sets the time allotted for a single round

VS STAGE SELECTOR:
Used to turn the Stage Select screen on/off

QUICK SELECTOR:
Sets the simple character select screen on and off

LANGUAGE:
Select the language subtitled displayed during the game, with a choice of
English, French, German, Spanish or Italian.

DEFAULT SETTING:
Restores default settings

EXIT:
Returns to Option Mode screen

* The items that can be configured differ by mode.




4 Settings for game sound
SPEAKER:
Switches between stereo and mono sound
’ B8GM VOLUME
Sets the volume of the background music during the game
>E VOLUME:
Sets the volume of SE (Sound Effects) during the game
VOICE VOLUME:
Sets the volume ot character voices
SOUND TES]
Sound test of BGM during the game
VOICE
Switches between english and japanese character voices during the game.
R . e I e . g3 '
Used to customize Controllers. Functions can be assigned freely for each button
VIBRATION:
Used to turn vibration on/off
COMMAND TYPE: . .
Sets the way of the whole operation between “PlayStation®2" mode or
"Arcade” mode
BUTTON CONFIG.:
Switch the setting with left or right directional button holding down the button
you want to change the setting of.
Displays the various rankings and player data stored in the memory card (for
PlayStation 2)
/
TIME ATTACK MODE RANKING:
Displays the top ten clear times for Time Attack mode
SURVIVAL MODE RANKING:
. Displays the top ten in terms of point/number of opponents beaten in Survival

mode

CHARACTER PERCENTAGE:
Displays rankings for each character used in each mode

VERSUS DATA:
Displays battle data such as win/loss status and win ratios for each

character used
e3



setlings

-

Used to save/load data such as settings and match records

SAVE DATA:
Saves data on the memory card (for PlayStation 2)

LOAD DATA:
Loads saved data from the memory card (for PlayStation 2). Use the
START button to load; all other button functions will be cancelled

AUTO SAVE:
Turns the Autosave function on/off

* A memory card (for PlayStation 2) is required to save files.

* 85KB in the memory card (for PlayStation 2) is required to save.

* Do not switch off the main unit unless the Title screen is displayed.
Do not remove/insert memory card (for PlayStation 2) when Autosave is “ON.”
Otherwise, data being saved may be damaged.

* Do not switch off the main unit or remove/insert memory card (for PlayStation 2),

extension units, or Controllers during saving.

24

Exits the Option screen and returns to the Title screen.



Basic ballle know-how

The techniques and tips below will help you win DOA2:HARDCORE
battles.

When you are about to be knocked to the ground, press the P, K, or F

button to adopt a defensive position and avoid going down.

* The defensive position cannot be used against some types of attacks.

Use the same type of attack as your opponent - strike or throw — to
execute a counterattack. A counter causes more damage to your opponent
than a normal attack. In addition, when a strike is used to counter a throw
or a throw is used to counter a hold, an even more powerful high counter-
attack is launched, doing massive damage to your opponent.

- "_... - e 1%

5H§Cks anddefgnse by the wall -

With some strike moves, if you strike near the wall you can send your
opponent toward the wall. Proper use of this move, such as putting some
distance between yourself and your opponent or forcing him or her
toward the wall, will help turn the fight in your favor. Some throws change
if used near the wall.

* Escaping from the Wall

It you are knocked against the wall, you will lean on the wall in a
weakened state for a fixed period of time. In such an event, hold
the directional button on UP or DOWN as you stand up. This will
enable you to stand up while pivoting against the wall..




skills

— -

- Off the Edge, _

=

Stages such as “The Great Opera” and “"The Dragon Hills” feature
multiple levels. You can send your opponent off the edge by striking or
throwing him or her at the edges of these stages, or by the wall. Be aware
that falling to the lower levels of these stages will result in damage. The
key to winning is using free steps to position yourself in accordance with

the layout of the stage.

* When you send an opponent off the edge, your character will jump down after
him or her, but you will not receive any damage.

* The tiered structure will differ depending on the stage. You cannot fall off
the edge in some places.

* Not all attacks allow you to send your opponent off the edge.




Characlers

d
| | poaz:HarDcore | |
A A Legend A A
Symbol J Button Used Meanin
directional button Briet press
directional button Long press
directional button <|1:":{> from neutral position
directional button 5Efl11i*ﬂi'f'l,’.|ﬁ
directional button Full circle
directional button {3:'2} fT‘l'.,‘.rr'r"l neutral [JDSHHZH"I
Square button Free button
Triangle button Punch button
Circle button Kick button
‘:l‘:II:| _ o Performs the moves to the left & right o
Simultaneously this symbol at the same time
Performs the moves to the left of this symbol,
[pause, and then continue with the moves to
the right ot this symbol
)
s
Instructions for keys apply when the characters are facing to the right.



Tenshu

AQD

Geshu

Al K

Urahien (Opponent's
back facing you) {}GC{}ZO

Roshu

E"v}ﬁ_ {’L, r

Hishu (O ponent’s
back f.‘u;m:”- y o)

D@

Hiru

Raga

D0

Himatsu (Low throw) ‘{}Q'{F‘O

Getsunn

7@
RSO

Sen

Q3

Futen

e

Shitten

@O0

Hiten

O

Shitsuro

@00

@O

Enshu (Lowe throw)

Kyoka (Counters your

opponent’s |1|L;E|1 attacks)

R{;,"I'I{-.]_':_."I..J

GO0

Fukasen

@0

Shiraha (Counters your
opponent’s micdle P)

Renjin

QOOMO

Senka

@rO

Shigure (Counters you
opponent’s middle K)

Renj

CEALO

Mucien

M

Maomiji (Counters your
Opponent 5 low attacks)

Osen

QOO

N;ign

@r@

Madoi (Counters VO

opponent’s middle attacks)

Gessal

OORD®

™MD

Busen

Kishu

QO=000

00

Hakuro

Kyoshu

i ¥ i [ 3 e
A fx)@@@

AR

Tenbu

M-'I‘f{ N L ounters your
aopponent’s low _:111;?.rk':'.}

Down Attacks
HO4H®

Takanotsume

Tenshu

s W - -

Riren (With your back
{r'ltil"ltj O wearnernt)

KK

Genraku

Q=040

Getsuel (With your back

facing opponent)

Engf_‘tﬁu

=00

Kiren (While qgetting up) OF:DO

Getsuro

e KK

Rengou

1. Renjin

BK KK

Kogetsu (While @CE:D

et ugs)

Throws

Kahen

@

0
Special Move Attacks

Kawara

Appeal: Sakura Matoi
D DO

Urslﬁ;lkar 1‘5{._..:’

T Renj

Kegon '::)Q'ﬂ:’( )

. Rishu

Youshi (Next to wall) '_;::O:G:':_)

. Kyosh

Tenryu? i'@:‘!}'{)

Tenbu ‘5/_“][_»‘
Tag Team Attacks

Oborofutae
(When teamed with Hayabusa)

@O

T T+_tr15':,m

.l":"tliﬂl",l'li (Mext to wall) {:G%{: ::I

Genraku

1@

Oboro

L. Usen

. Ogen

Hien (Throw combx 1)

G @O -<@E0

Goukyaku

Jinkyaku

Ibara Otoshi (Throw combo)

th:’l"::lkl.l

@ @0
@0

Rogal

Muei

Hakkato ':':-_-:ll._'ll_!-._rr‘ll-:"r'lll‘_;.
back tacing you)

@0

Oboro2 (Anyone other than
Hayabusa, partner makes the attack)

D@ (D0
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-

——— e ———

—_— — e

- Complete Move List

Attacks

Rengel-u

Ryu Hayabusa

~ Solitary Super Ninja ~

BLLK,

Soku

— — —

@O

Hane (Low throw)

0

Gao

Kusen

MOFOD

Rekku

Mekki

@O0

Kikoku

Renki

ERFO

Jisho

Pl

Jinpuren

@0

Jinkyaku

Takitsubo {Low throw, from

opponents behing)
$@0

Sen lzuna (Counters your
opponents high P))

NE@C@C@

Hatou

COG

Zamma

M@0

I'E;]gm'inm (Counters your
cpponent’s high K)

R@

@00

Hatotsu

Rakushin (While your
back facing opponent)

GO

D)

Raishin

Kouten Zuki

(During Handstand)

& 2 'I'-
L _.-J

R ‘i-,i-'\':"l (Counters your
i |' fr sV % rl\l-:![“n: I’}

$Q-¢0-6Q

h e

Tentotsu

Kouten Geri
(During Handstancd)

k)

Shugekl (Counters your

opponent's muddle K

@

=0 =

Kushin

Senba
(During Handstand)

R

Hayou

Teppo
(L |Frjw.1 Handstancl)

Yoko (Counters WAL
opponent’s low K)

Eiuchi

Jisen

Garyu

Muso
Durnna Handstand

Juji

@@ @

i e 3 T,
Down Attacks

TO+0

Naraku

...I-r-i L:l

Kubikin

Dansya

Shoro

MNichirin

Shiho

Koga ‘J:I/O
Special Move Attacks

N -
R G G F A B K

Hagen

Yama

Kin

SE=F LE PR

Tennn

Hayabusa

$O@rOr0

K

Onibishi (While s{-_nm_iln_r‘],l

Genej

SO0

Tenchi

Rijiso

Rakujinsho

Koten (Dunng handstand) '\J}

MOL0O

Hajya

DD

Jisuberi

lzuna (Throw Combo)

QPO HOED- DR

Urakaze

)

Korobi (During handstand) (:_}{j:

Jinpugeki L?O"’O

Ufaﬂﬂgﬁ’ (Upponent’s o
=l [ = T - h ff ‘I
@@

back tacing voul

Jinpurengeki E?OE?';"O

=0

Riei

Kandachi {"'.J'J;rp-.'3ru:-r*.'r'5.<r_@t-{}'f,---.x
back facing we ' o/

0

Korin

Rakuryu (Oppanents
brack '.1r:|1.Tl'._,. YO | l:{;):}h)@{}:'uq_ )
Kirimomi {3:&1"‘

=

Asuka While jumping i_h’}
-

Backwacls next to wal

Team Attacks

KE‘IEEI{.}UH.H'I"I-&'I (VWhen teamed with

Kazum)
DO@BOBD

Maikir zf}O

{During Handstand)
& FLEP)

(During Handstand)

$0)

Shoryu

Zanshu
Low throw

Kabuto
Q@0

Sen lzuna (Anyone except Kasumi,
partner makes the attack)

=t P T P o @)




Gen Fu

~ The Legendary Goken ~

Attacks
Tosho 'ﬁ'*Q
eee

Rensui

Tanhou

Hansen

TE:I'"IE.E!I"‘E ({Lountors your
opponent’s low attacks)

Tenshin

Sokutan

Kahou

Banchu

Osokuha

Sosuiha

QOO

Sohi

W FLE K
Throws
Juyji O‘{IF'O

Zensotal

Saishu (Counters your
oppaonent’s middle attacks)

F-:{}QE' (Counters your
yponent’s low attacks)

Down Attacks
OO

Rakushin

Shin-i = F LS

H}ruy{] (Next to wall) ﬁ“@':'l]:(j

SOFO
HC}LJL:E‘I (Throw comba)

DEAPDPO=>@r0

Shutai

{@rO

Kokaisan

Senshippo

Koboku

Umpei (Throw combo)

Z@rQ@rO

Yosoku

Ugyu

PO

Tora [opponent’s

back facing yvou) @C:}:O

SDkUjl” I:|||"|11|.|'|.1n!'=_ ---.H
. ' - |

L ack 1ac mncy 1"|'|1_|:| m‘#x—_jl

Batetsu iLow throw) wcﬂ:‘{:_)

Yoshi-Saiken

SOHO-0)

thyﬁ (Low throw

ROEO

OO

Toha

RO

Rokugo-Riho-Sui

Yokei

Hakujya-Honsui

JLI]I (Low throw, with
opponent’s back fa Ing you)

4@4¢0
Holds

TEIIIE!H (Counters your Opponents

high attacks)
NF.

Jitosho

Special Move Attacks

Appeal: Hanraku
@O0
Appeal: Tensei (During C2 use)
4 G@F0Or0

AL

Sokuten
Tag Team Attacks

Soho (When teamed with | lelena)

S@POPO

‘fﬂugeki (When teamad with
Kasumi or Ayane)

@O0

Ryukei (Counters your
opponent’s middle P)

-G

Ryucho (Counters your
opponent’s K)

R F,

Nichigetsu (Anyone except Helena,
Kasumi or Ayane, partner makes attack)

>@9rOr0




Kasui

Zenpeki *?.EO

A E

~ The Prima donna of Revenge ~

Fukanbu (Low throw) E?G{IIJC}

R. Kasui

R. Kosen

Dakai ':DC:}‘{F'Q

Back-Facing Attacks
@eee] Holds

H. Kasessho

R. Sen

Hekiro

R. Tenshin
PRPEP PP

Z. Kaou (Low throw, with
ocpponent’s back facing you)

@0

(. Ittai (Counters your opponent’s

hight attacks)

Gasho

K. Kasen

SOLO

Teishitsu

P
D00

K. Ryoin

Q. FE‘}:'UE’.]E‘H (Next 1o w¢|||, counters
your opponent’s high attacks)

5@

Kyuho

T. Dosho Ehl-'){‘_:]

Tenban (Counters your Aﬂ
opponent’s middle F) v

Dokuritsu

Seiryu O%}“O

Ishitsu (Counters your
opponents middle K) m

Tenshin

0

T. Kasui

A0

T. Kosen

28K

DO

Gosotal

Bokuho Attacks

8ee

Hanba

Koran (Counters your t.?@

opponent’s low attacks)

Down Attacks

Rouho '{}04}"@

T. Sen

JOL0

Sen Niki

88K

R, Hoto

FEOOL0O

Kyoda

Shimns'sri

>O0O0

Henken

Goben é}
Special Move Attacks
$O0

Bokuno

Soho

FOOL0

H. Shinkasen

Forward {Durning Bokuho) ‘:>

Soheki

OFQL+FO

=P K P

H. Shinr‘fﬂin

Back (During Bokuho) CJ

Rekkai

000

w¥«O$O

Banchu

4..--""-.

Stand (During Bokuho) L

S. Kasen

K. Gasui '_{::'Et){j

Turn (During Bokuho) i:z)

S. Ryoin

K. Tokyaku O

Dash Forward | ~
{Durm-] Bkl -] Lva

Rigo

K. Kikyaku = K

Dash Back (During Bokuho) (:3:(::'

Myoshu

$OF0

Zensotai

Teishitsu (During Bokuho) ‘{}" Jx-}"'

Toku

Hoken

Senten

Q<0

Sotakusho

Throws
12,3 @0

Turn Dash (With your back
tacing opponeant)

D

S. Ushiro

Senkpeki ‘:ﬂ‘:ﬂuO

Niki

Tenyoryu (next to wall}d:@':ﬂ:{:)

Bokuho

Shohen [:::’E:}@{PQ

Toda

Yoto L*";@%}'O

Appeal: Token

este FLESLE K

Tag Team Attacks

Sokanbu
(When teamed with Gen Fu)

@O

Uryo

Rinpeki

@=r(

Tenshinban (Anyone except
Gen Fu, partner makes attacks)

@O D




Tina Armstrong

~ Women's Wrestling Superstar ~

Attacks

Jab High Kick 8K

Front Roll Kick AR

L Sne,

Low Drop Kick

Trance Four Leg Lock

(Low throw combo)

U@ @0

Machine Gun Middle (X

%
Moonsault Press = 0 K

Machine Gun Elbow Kru:c-i,-__:i‘.?__ﬁf_;:c__‘)

Turn Sobat (With your

back tacing ] Opyponent

@0

Tlt_:_;er Driver (Low throw comba)

2@ @40

Knuckle Arrow D

2

Blazing Chop

Back Elbow Knee 28K

Double Hammer

Moonsault Attack (With your

back facing opponent)

(Dr(d
Throws

Death Valley Bomb @)

Low Spin Knuckle

Intinity Combo

Texas Driver (Throw Combo)

@P-H@4R0

Jﬂ Fiﬂl"IEEET}E'Eﬂﬂ - e
1@

Bomb (Low throw)
Neck Crusher (Low throw, with
opponent’s back facing you)

$@<P0

LO¢ !-.’1!1” H.-‘:r‘rlrm'-*l.‘”ﬁ;Jruh‘j Lw_; Lock
(Counters you opponent’s
NF

Ultimate Combo

Burst Cyclone -
(Throw t:'?;r'-nm'l:u;}j AP

Arm Whip (Counters your
opponent’s middle P)

el
Spin Knuckle Combo XG0

A e,
Frankensteiner ‘-:-Q‘{:E’L__r

Low DH‘JEJ Combo SN

Combo Drop Kick =500

Hammer Through~J.O.S.

(Throw Combo)

- {GL{]I‘_*'QEB} =

Jngjh attacks)

= F
4 LE{._; Lock (Counters YOI
opponent’s middle k) (AL

Tina Special = P L

Burst J.O.S.

fr-'l*-.--'lﬂ' Combao)

e P

Vertical Hammer

Dolphin Upper

Giant Swing (Throw Combo)

QD QO

Pull-in Tnangle Lock/Leg Split
(Counters your
W F

opponent’s low attacks)
Down Attacks
Hip Drop

Rolling Elbow

Ankle Spin Kick

Sk'l,f Twister Press (Throw Combao)

=P @0

Double Middle Kick

Step Kick

J.O.S. (Throw Combi »)
@O @R0 T @40

Elbow Dro
Special Move Attacks

Appeal: Come on!
QPO

Back Brain Kick

Drup Kick

Fisherman's Buster

o (@l

.ﬂ.ppﬁ-ﬂl Guts pose

@O0

Front Step Kick

J.O. Cyclone $ S50

Knee Hammer

Double Ai Kick

Double Break (Throw Combao,
with apponent’s back facing you)

QrO-LQrFE

L
Team Attacks

Double Armstrong Buster
(When teamed with Bass)

PO@BOED

Front roll

Crush Knee

Dancing Doll Kick

Throwing German Suplex
(With opponent’s back facing you)

Dual Bomber
(When teamed with Bass)

F@PORD

Shoulder Tackle

Short Range Lanat

Burst Suplex (Next to wall,
with opponent’s back facing youl)

aEAhe

(F;!)IIFIH Cyclone
}

1en teamed withi Zack)

DGO

Elbow suicide

Rolling Sobat

Dragon Suplex (Throw Combo,
with opponents back facing you)

QPR <2QR0

Arrm Whip (Anyone except Bass or
Zack, partner makes -::t.l_gn;kg

DH@EOHO




S
>

[
il
A ™

Combo Gc:ng

Combo Hammer

Bass Armsirong
~ Unhappy Father Pro-wrestler ~

Get Up Low Drop Kick -
l:l'ul"'u'i'l.ltﬁF! etting u 3 | "QE{}JG

Falcon Arrow

Grizzly Crash (Throw combo, next
to wall with your opponent’s back
tacing you)

9 QL3 HRH0

Bass Bomb (Low throw) {}‘@{F‘h )

Combo High Kick

One Legged
Head Butt

Spiral Bomb T?QE{.}:I )

Combo Kick Crash

Wild Bull Head Butt
(Next 1o wall)

(Loww throw)
P F

Wild Swing

P KK

=5 (5 5

Water Mill Drop

Hell Stab

Bear Press
(Next to wall)

Elbow Rush

R

Bass Tornado

Flying Body Scissors RF L

Double Arm DD

(Low throw)

Call lir.m-ilrni-:{---.-:Hm.w_ . :
LB 18 WS Db k ".'Il"lh'[ Wi HII}"".!:'O% !

Hall Lock Suplex/
Rolling Sentton
{Lounters your

n[hijurh it hll_l-i!l attacks)

30

Power Gong

Dynamite Lariat

Should Through (Counters OF

your opj winents middle i-"] ‘g

knee Hammer

PO
Atomic Hammer S
Crash (Next to wall) *@4}:'

Jumping High Kick

Smash Gong

Oklahoma Stampede

(Throw comba)

PP DI

Jurassic Trailer (Counters your
opponent’s middle K)

S FLEEF

M

Bear Scissors

Kick Rush

Manhattan Driver
{(Throw combao)

ARBOIPED T @O

One Hand Hammer

0

Super Freak 7 @)

Guillotine Drop/Giant Hammer
Throw (Counters W Our

Opp ment's low attacks)
Down Attacks

g i

Double Knee Drop “LI"G

Buffalo Crush

MR

1.F.B.B

Drop Kick

LK,

$ HIpC
T.F.B.C M .
(Next to wall) "‘ D“{lr')‘ J

Flying Cross {:hf}p HJ[JP"'P""J}HD

ESCEFE‘ Back twith YO @'{}}
a .

back tacing apgponant]

Stompinc

Appeal A

| LOVE TINA *1'1:"{: @Lﬂ’ ""Jllb’"'-.j

Kenka Kick

Hell Scissors

e
O

Dangerous Back Drop
(With opponent’s back facing you)

FiLe

RUHinﬁ Axe

Bass Lanat

Locomotion Back Drop
(Next to wall, with opponent’s

back facing you) @r{::‘ N
o/

ﬁ”\|:3;bt‘.u|| Elx’lgﬂi}:" l_'c:.bl._n}

Show Timi

Docking Driver

(When teamed with Tina)

[ ,:}E.'D{D P ;5’}“3

Front Roll Kick

Ley Break

Argentina Back Breaker
(With your back tacing opponent)

Lock-on Sk"_.-f Twister Press
(When teamed with Tina)

HQPOLO

Low Drop Kick

Muscle Elbow

Reverse Power Bomb (With your

back facing opponent] @ .@'{}: ~

Axe Bomber J 1 ._."’%'f:\'}"-.: ."{b':}

Face Crasher (Throw combao, with
your opponent’s back facing you)

@)@

Two Platon DDT
(When teamed with Ayane)

DA

Allyoop (When = no=un
teamed with Zac L}' v 11'5'{-.;}1-1-{lr Id}'?

Trass Kick (With vour back

] your opponent)

-0

Round Muscle Elbow (Your |

back tacinc

Grizzly Launcher (Throw combo,
with your opponent’s back facing you)

9 QB0 IOHO

Oklahoma Starmmpede (Anyone
except Tina, Ayane or Zack, partner
makes attacks)

HDH@POPDDRPO




Zack

~ Funky Muay Thai Dude ~

omplete Move List

[ S—

Attacks

Hell Needle

Tricky Beast ’t&ﬁ'

Heart Breaker

(Low throw)

Tee Sork Bon

Tricky Hound

OO OO00

Rising Heel Kick

Zack Tornado 'W

Double 1rHF:i-‘lt'l

Spinning Middle Kick

Splnnlnt_] Heel Kick

S

Twister Upper

Reverse Beast Fang

(Low throw, with tiF}[jt'J-r'l-L*r'H"h

back tacing you) :! : _:)

Octopus Blow/5lash Elbow

(Counters ':.u_ll_ll

Double Sork

(D

Cow Roy

Cross Bazooka (Counters
your opponent’s middle P)

opponent’s high attacks)

Inferno Rush Eb{r

S LK

Flying Knee Kick

Heel Edge (Counters
our opponent’s middle K)
¥ Hl

SF

DD

Tea Sork Laan

MO0

Devils Elbow

OO

Half Spin Sork Rab

8K

Vertical Axe

Half Spin Heal Kick

== @K

Airwalk

S KK

Gatling Knee

MMOD

Overhead Kick

K

Heat Sunrise

Turn Bazooka

Funky Elbow/Dust Stamp

(Counters your opponent’s
low attacks)

2@
Down Attacks

Stepping Wave

P00

KA

Tumbling Heel

=0
Spring Heel

(While getting up) *'I" ‘

RO

Sway Blow

Turn Sork Rab (With your qi')

back facing opponent)

(- ‘.
¥ ﬁ‘
hl\'—

Boost Rush

OO

Mobius Rush

Mad Beast {r ifm

Mad Hound ( I'

Turn Spmnmg Heel Kick
(With your back facing opponent)

-0

@rO

Wild Throw

0

Wild Heel

Special Move Attacks

Appeal: Wave

Appeal: "Nandeyanen
(Why i1s that?)l”

@{B{}D(_

OO~

Vulcan Knee Kick

@O

Stunner

=00

Genocicde Rush

@)

Gokko Tee Cow

OO0

Devil's Rush '( 2

MNightmare Stand
(Next ta wall)

4{}4]#}

Y
Fake Spinning Middle YA :‘{::O

Hard Rush

Tag Team Attacks

Mad Shaking
(When teamed with Leon)

SORHOHD

Fake Roll

w0

Heaven Smash

Splash Dunk

O

Slam Knuckle

Fly Boarding
(Next 1o wall)

Mephisto Rush

MNeck Hunting fWith

.1F1Fn;.-|-.g_-r1l'a Back fac 114} Youl) @Gj\ "]

Demon Rush ""0&

Violence Beat twith g@%(—}
opponant's back fac ng you -

KKKKK

Belial Rush

Beast Fant (Low throw) é}wﬁj

Funky Elbow [Anyone exc I.J: i
Leon, partner makes attack

L’JQWH-.




Palm Arrow

COM

Storm Sobat

P Pe®

Storm Upper

Leon

~ The Warrior ~

Swing Sleeper (Throw combo
with opponent’s back fac INg you)

CH@r(D-2@r0

Tornahawk Elbow

KK

Trap Heel Hammer

Smash Upper

Swing Breath Fall (Throw combo,
next to wall, with opponent’s back

tacing yau) _ i
Y Q) QO

Trass Kick (While standing)

=
lrap Reverse Hammer Of);]

&0

Giant Upper

Rising Tomahawk

D

Side Scimitar

Crazy Crash

|:l._i]'n".|' throw comil u'|:|

L0403 L4

0O

Jabbering Kick

@0

Bot Ix Sobat

Scimitar Lock Heel

[ :}I m

Reverse Arm Lock
(Low throw comba)

R@LO-L@0

Blust Trass <jf

Turn Low .];-ui_rt'.:rfnnu ‘ﬂ/@'}l}"(:)

Blast Drive Knee er ,}E{}O

>

Knee Lift

)

Srmash

Heel Hammer

Smash Upper (With your back

facing opponent) ) ]
o8
Throws

Victor Knee Cross Lock @"{Hr_)

Ground Submission
(With your opponent on the ground)

@40

Head Huntmﬁ Cross Lock/
Reverse Achilles Heel Lock

(Counters your opponent’s %9

OO

Head Butt

MNeck Hanging Tree C:@'::]:{i:}

|1!ﬂ|1 attacks)
& F

opponent’s high attacks)

D0

Arm Grenade

D)

Flame Knuckle

Neck Hanging Tree

INext to wall)
ADarO)

Shoulder Tackle = J

= F CE

Arm Lock

Reverse Double

Hammer

HOHRO0O

@

Leqg Spike

Fire Storm Knee
(Next to wall)

@O

Solid Crush [_:)‘J_j: Y:J

Crush Leg Spike

>O040

Reverse Shrimp Lock
(Throw comba)

(2 ::@ti:""# Jghek Q*{]:"FJ:‘@'::‘ )

Stomach Break L%D

STF

(Throw combo)

M@ @O

O=>00

Rush Sabat

Rush Leg Spike

=040

DOT

(Throw combo)

PO QD@D

Wutfﬁiﬁll“ ;-h_ﬁ-@,{};f’m“.
\ s S

Snake Bites (Next to wall
CoOuntarms WOLIT -k[1|;~.1rmr1t'ﬁ
micldle P

Death TI'EIF‘.I (Counters your

Jum;nnr_] Enea Lross Lock
(Counters hi mants mockciles K

Grabbing Cross Lock/
Cobra Death Lock (Counters
your opponent’s low attacks) [:?g

Down Attacks
COLO

Knee Drop

I
Special Move Attacks
A e bl = L T I

Team Attacks
Heavy Sand

(When teamed with Zack)

l'.?.:}f 1}@ l::]:uff___j q'}:lO

Stompinc

OO

Jab High Kick

ack Breaker
@)

a8 e

Storm Hook

Storm Blast Knuckle

PPl

Desert Bridge

(Mext to wall)

Jumping Arm Reverse Cross Lock

(With opponent’s back f’“"‘
@0

Hell Hazard Lock
(With opponent’s back
facine

tacing you)
AP

Guillotine Napalm
(When teamed with Bass)

D@D

Death TI.LIF.] (Anyone except Lack
or Bass, partner makes attack)

D@D




Jann Lee

~ Passionate Fighter ~

Attacks

Knuckle Upper

&

Low Dmgﬂn Hammer

- Complete Move Li-s‘t—

The Way of the
Dragon

@O

Back Hook

= Y g
Dragon Hammer “—J{_J

Sinnee ngh Kick Q':ﬂ:'

The Fall of the Dragon

(Next 1o wall)
i’*}@%(}

H|9h Sinnee Kick

Double Hook Kick

Read High Kick

100

Thrust 5})1!&1:- Kick

Bull Docking Head Lock

(Throw combao)

@@ 0)

Nikikyaku

$O0O

Thrust Spin Kick

Dragon Rave with your @:ﬂ:{ﬁj

opponent’s back facmg you)

e

Sekkan (:.|'1~:1F1

00

Side Master Kick

Skkan Punchtwin oo 5 ()

onent's back facing you) &

RO

Sway Jab

MO0

Dragon Strike

B K

Jab High Kick

Side Back Kick ﬁC)C:

sonic Spin Kick

=00

Snap Spin Kick

Snap Spike Kick %&i@

Sonic Low Spin Kick

O3B

(K

Dragon Low Kick

S0

Low Spin Kick

O4L0O0

Sonic Upper

t_-;:‘.‘. { }

Dragon Blow

Front Face Lock
(Low throw)

@)

Side Buster
Low throw)

1R@<r0

Punish Punch (Low throive,

with opponant’s 4}10:{}:(-)

Biack tacin i)

Godless Short Knee/
Trace GQunner (Counters your

opponent’s high attacks) E:‘BG

Combo Low Spin Kick

O$OD

OO

Dragon Elbow

Double Blind (Counters

your opponent’s middle P)

S F,

Dragon Knuckle

Leg Sweep (Counters
your opponent’s middle K)

@

Dragon Rush (X O

$ D)
i ’ :. O

Dragon Kick

= e ¥ e ¥ e W 0
Dragon Cannon (X ;()r‘;-r\ )

Dragon Spike

Drﬂgnn Slicer

QOOLD

Flash Turn

High Spin Kick

Deep the Dragon/
Dragon Twist (Counters
your opponent's low attacks)

2@

Down Attacks
HOD

stomping

Combao Knuckle Upper

OO0

Dragon Flare

Emter the

|'.'Jr.n#4..ur1

A FLESLE K

Dragon Step High ‘::}G'%’O

88K,

Combo High Kick

>0

Body Upper

Blind Elbow
(With your back

fat Ing opp nent)

BLEK)

Body Low Spin Kick

040

Flash Spin Kick

>0

Blind Knuckle
(With your back
tacing opponent)

Throws

Hell Drive

F L&

o
Special Move Attacks

Low Snap Kick

Appeal: Shout

e F L@
Tag Team Attacks

Double Dragon
(When teamed with Leifang)

SDRBOHD

Flash Low Spin Kick

20000

D@10

Dragon Gunner

S FIE®

Shoulder Throw

D{:.'E*p the DI’EIQI'.?I"I (Anyone

except Leifang, partner attacks)

>@rOrO




Zensyo

eIk

S. Soan L_:' "}J

Shahi
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~ The Iron Fist with a Lost Past ~
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The World of

“Dead or Alive”

What is a "Shinobi"?

The word "shinobi" is a very old one, preceding the modern word "Ninja." In
Japanese, "shinobu" is a verb meaning "to perform actions with the utmost
secrecy." In a more general sense it means "to endure by maintaining calm-
ness." However, this kind of endurance means perseverance beyond the limits
of one's imagination, even to the point of accepting death calmly. This is where
Shinobi philosophies are readily apparent. For the Shinobi, the single most
important principle is the continued existence of their tribe, and for this they
require the will to endure all pain and suffering.

The famous realization of Hagakure, "Bushido is found only in death," is a
discovery made by samurai. But in the world of the shinobi death is calmly
viewed as a common philosophical view of a higher state. This philosophy is
from an early age infused within the depths of the soul.

The Shinobi are a group of elite people who use their highly advanced tech-
niques to perform espionage, combat operations, assassinations, etc. Internal
struggles reached their peak in 16th century Japan. Accordingly, the Shinobi
were similar to modern-day intelligence agencies and military SOG's*, yet they
were unique in many ways. For one thing, they formed their own tribe, and
their technology was inherited through a closed bloodline. Accordingly, training
started very early in life. But only after completing tests and training so intense
it cannot be described using words did they combine with the highly trained
bloodline. All members were specialists of extreme skill.

Secondly, as this shows, they were a very independent group of people.
They made their living from espionage and military operations, but they
weren't simply an organization placed into effect by some government. They
had skills exceeding even the most experienced samurai, and were masters of
strategy. They were few in number, but they possessed enough defensive
power to keep those in power at a constant distance.

This, however, was a state of independence on the brink of breakdown due
to their existence as outsiders, along with the fact that they were so small in
number. In order to maintain this independence, they sold their overpowering
technology as a unique product to those in power. Even when the members of
the same shinobi tribe were to become enemies during the course of their mis-
sions, professionalism was never sacrificed. Thus, personal ties were a hin-
drance to that professionalism. Once the shinobi left their home villages, par-
enthood and siblinghood meant nothing to them. To live in this cruel chain of
society was the only way for them to continue their existence.

4l



The secret to living life in this manner can be summed up in one word: “shi-
nobi." Their very existence and purpose required that each Shinobi be able
endure circumstances that would otherwise be impossible to accept. The weak
who were willing to abandon this endurance were considered a threat to the
shinobi tribe, and were often killed on the spot. This iron-clad unity was the
rule of blood that allowed the shinobi tribe to carry forth its tradition.

Hagakure is the beauty of samurai philosophy, but the Ninja viewed life and
death more in fundamental terms. In light of this severity, even a samurai is
merely a part of the general population. This structure allowed the shinobi to
exist independently in small numbers yet be considered the strongest of the
strong.

The shinobi tribes lived in hidden villages in the mountains, participating in
power struggles without ever being a part of them.

What is interesting is the ties between the shinobi and Tengu.

The origin of the shinobi is thought to lie in a force of mountaineers who
would not submit to the will of a centralized government (see "What is a
"Tengu’?"). The shinobi technologies and beliefs, which are passed down
through the ranks and generations, are notably similar to the personality train-
Ing practices and physical training philosophies of the yamabushi, who are con-
sidered to be the closest people to the mythical tribes of mountain beasts
known as tengu.

Yamabushi were mountain priests who worshipped the tengu. They were
obsessed with the God-like power of the tengu, and trained their minds, bod-
ies and souls by running through the mountains in order to obtain that power.
Generally, though, they couldn’t hope to attain as much power as the tengu.
Of course, the yamabushi werent members of the tengu tribe, and their physi-
cal limits were no different than those of other Japanese people. However, on
rare occasions a member of the yamabushi tribe would produce a tengu; a man
with tengu-like powers and an amazing capacity for education and strategy.

It is known that the shinobi and yamabushi are hard to tell apart. In fact,
there is a tendency to consider them as being one and the same. Since both
groups of people maintained secrecy, there are no existing historical records
depicting the relationship between the two. But certain evidence points in that
direction.
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DOA world

Ninjutsu strongly emphasizes the technology employed by the tengu, and is
therefore an interesting subject in and of itself. For example, the Ninpo "lzuna
Otoshi," which is displayed in a fantasy-like manner in this game, is actually
derived from the laws of lzuna pioneered by the great Tengu, Saburo lizuna.
Therefore, Ninjutsu is feared and held as being superior to all other forms of
martial arts.

* SOG: Special Operations Group. A military SOG is quite different from a non-
military SOG, since it's related to the military and often supercedes the law, and
is of utmost secrecy. For example, in terrorist situations the military SOG priori-
tizes the destruction of the terrorists over saving the lives of the hostages. A
nonmilitary SOG, on the other hand, is usually a part of the police or similar
agency and under all circumstances must obey the law. Their priority is to save
the lives of the innocent.
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What is a "runaway shinobi"?

Runaway Shinobi are ninjas that abandon the Shinobi tribe to which they're related.
Secession is under circumstances allowed in Shinobi society. The shinobi always
keep their secrecy, and in order to do so they follow an unbreakable code that main-
tains their livelihood and existence. Accordingly, those who escape the tribe’s contro!

with sensitive internal information are a very serious threat. These threats must be
eliminated at all costs, and a band of Ninjas is often dispatched to kill the "runaway"
Shinobi.

It is thus considered suicidal to become a "runaway" Shinobi. A cruel fate awaits
anyone who should attempt it.

What is the Mugen Tenshin style Ninjutsu?

This is a faction of Ninjutsu. This faction can be further separated into "Tenjin
Mon" and "Hajin Mon," and these two make up the foreground and background of
Mugen Tenshin. The legacy is inherited by those belonging to the Mugen Tenshin
faction.

Tenjin Mon

This is the foreground of the Mugen Tenshin style of Ninjutsu. Most of the Ninjas
from the Mugen Tenshin faction belong to this side of Mugen Tenshin. They're
trained in order to acquire superhuman physical strength and battle technique.
They're highly resistant to physical pressure.

Hajin Mon

This is the backside of the Mugen Tenshin style of Ninjutsu; a well-kept secret
within the already secretive Ninja society Mugen Tenshin. Members ot this side are
believed to possess superhuman physical strength and battle technique.
Additionally, they're said to have magical abilities, and this makes them all the more
feared.

The members of this side of Mugen Tenshin—a very exclusive group--are known
to provide background support to the Tenjin Mon. The Haijin Mon possess unbeliev-
able powers, but strangely they're sworn to utmost obedience to the Tenjinmon.

What is the Hayabusa style of Ninjutsu?

his is another faction of Ninjutsu. The Hayabusa don't form a large tribe as the
Mugen Tenshin do, but instead carry forth their legacy through the skills of a few
elite individuals. They're undoubtedly close to the Mugen Tenshin in terms of tech-
nology, but as with all shinobi history there is no documentation that explains how
these two tribes are related.

The Hayabusa are considered to have the closest relationship with the Yamabushi
and Tengu, and are accorded much respect.
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What is the "Epsilon"?

At the end of the 20th century, a human modification experiment was performed
on Hayate, one of the strongest Shinobi. The purpose was to develop a physical
body of superhuman abilities. "Epsilon” was the code name given to Hayate, who
was captured for the experimental subject. Apparently most of the modifications
were made to Hayate's nervous system, but it failed to produce an improvement in
Epsilon, and in fact resulted in the latter’s destruction.

To succeed the Epsilon Project, there was a plan involving the cloning of Hayate’s
younger sister, who was considered genetically superior to Hayate. The first test sub-
ject in this second attempt is called Kasumi. Eo.

What is "Pi Qua Quan"7?

Pi Qua Quan, among all the Chinese martial arts, involves the most movements.
Mainly, it emphasizes mid- to long-range attacks, in which the opponent is confused
by the attacker’s constant motion.

Pi Qua Quan is named from the movement of the hands during an offensive. The
downward movement of the hand is referred to as pi, while the upward movement is
referred to as qua. As the name suggests, Pi Qua Quan is the circular motion of the
hand, much like a windmill. A fist is seldom used. Instead, much of the offensive
comes from hands relaxed with fingers extended, being used in a manner resem-
bling a whip. The moves are full of beauty, yet the offenses are sharp and heavy.

In Pi Qua Quan the moves are smooth and flexible. It demands the greatest
degree of flexibility, even among the northern faction of Chinese martial arts, which
demand flexibility of the body.

What is "Jeet Kune Do"?

Jeet Kune Do is the fighting style developed by the greatest martial arts master.
The advantages of other martial arts have been incorporated creating the concept
behind Jeet Kune Do, which is "freedom."

This unique style, which involves entering battle in a free-form concept that is not
governed by any rigidly prescribed form, was born only because Bruce Lee didn't
just stop at becoming a great martial arts user but possessed the open perspective
of a performer, as well.
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What is "Xynyi Liuhe Quan"?
Xynyi Liuhe Quan is a powerful form of martial art capable of ending a battle with

a single blow. In fact, it's considered by many to be the most powerful of all Chinese
martial arts, and is a secret martial art form passed down through the ultimate secre-
cy of the Kaizoku (Chinese followers of Islam). Xynyi Liuhe Quan was introduced into
the world recently, and its deadly combat characteristics became quickly well-known.
Today there is virtually no martial artist that doesn't know of its existence.

Xynyi Liuhe Quan completely ignores any weakness on the part of the user, who
aggressively engages in battle at close range. The intended result is to defeat
before one can be defeated. Therefore, the offensive is extremely heavy and damag-
ing, often not even allowing time for the opponent to retaliate. Headbutts and bodi-

ly collisions are its main weapons.

What is "T'ai Chi Quan"?

T"ai Chi Quan is a Chinese martial art popularized in Japan and the United States
as a physical exercise that can be performed by even the elderly. Nevertheless, it's
original intention is as a method for combat.

The strength guided by chi, the breathing and the curving of the physical body, is
used to instantaneously send a blow to the opponent. Since it doesn’t rely heavily
on muscles, it can be used by the elderly to produce damaging blows. The disad-
vantage is the fact that it takes a long time to master.

Among the Chinese martial art forms that do not emphasize structure, T'ai Chi
Quan places a considerable emphasis on it. The reason is that the proper chi can't
be obtained without the proper form.

What is "Command Sambo"?

The Central Asian region of the former Soviet Union is a vast storehouse of mar-
tial arts. Sambo is a technology developed by combining over 200 types of regional
martial arts in the area. Its advanced moves, which target the joints, are feared by
many. The damage toward the joints is definitive, immediately obliterating the oppo-
nent’s ability to fight. Of course, this caretully constructed system gets real results in
battle.

Command Sambo is a military martial art form based on Sambo, as developed by
the former Soviet Union to focus completely on the offensive. Command Sambo
leaves no room for mercy. It's a cold, mechanical martial art created for the purpose
of surviving modern wartare and the constant struggle between life and death.
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What is a "Tengu"?

Tengu is a mythical tribe of beasts living in the wilderness of the mountains of
Japan. It is quite understandable that they are referred to as goblins by the
Japanese public at large. Yet this mountainous tribe is too different from the norm.
It's no wonder they're so different, since they're a completely different race than the
Japanese.

The Tengu's appearance is strikingly different to begin with. They have very high
noses and in the physical sense are significantly superior. There are people who
claim they have seen Tengu fully 10 shaku in height. This is probably an exaggera-
tion and it's unlikely that they are that tall, but the average height of a male Tengu is
easily over six shaku. It's common enough for Tengu to reach seven shaku in height.

Their bodies are generally broad, and they possess great physical strength. The
everyday game of "Tengu Daoshi" reflects the strength of these beings. In this game
they knock over full-grown pine trees in the mountains. It seems like simple vandal-
ism, but apparently there's a competitive side to the activity. The thicker the tree one
can knock down, the more status one can earn. There must be some secret to this;
some secret that only experience can teach. Nevertheless, it's clear they must pos-
sess inhuman strength in order to knock down full-grown pine trees in such a leisure-
ly tashion.

Their skin tone is dark, and is usually red to dark red, but there are some Tengu
that have the same skin tone as the average Japanese. The language they use is no
different than the historical language of ancient Japan.

The Tengu seemed to have arrived from the Asian continent, and had a drastic
effect on the Japanese, acting as teachers in order to demonstrate various technolo-
gies. The technology that is the basis of the various martial arts is usually obtained
through the Tengu. From this it's apparent that the Tengu enjoy teaching others.

A point of contrast is that Tengu seem to live in the deep mountain forests, main-
taining a degree of secrecy. Their magical technologies and knowledge are the basis
of Japanese occultism. No matter the kinds of tricks they may use, their god-like
powers are undeniable, and their knowledge and strength is the fear of many.

The full details of their existence are still shrouded in mystery. This is due to the
difficulty of contact with the Tengu in recent years. Also, the Tengu veil their exis-
tence as the central sect in a society of mountain cultures.
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The term "mountain people" refers collectively to those who live in the mountain-
ous regions that make up the majority of Japan. It refers to those people who don't
conform the central governmental society of Japan. (Ninjas originated from these
mountain people. See "What is a ‘Shinobi'?")

Mountain people are independent and secretive, with little respect for any
attempt at control by the centralized government. Furthermore, the Tengu--moun-
tain people among mountain people--are even more secretive. In fact, they've had
very little contact or relationships with the Japanese.

The Wings of Tengu

Tengu apparently have wings growing out of their backs. One theory holds that
they can fly, and there are witnesses to support that. It's a wild and careless bedtime
story that they are winged people. However, it is true that they wear wings on their
backs as a fashion statement. Tengu appear in front of people unabashedly donning
the wings on their backs.

One theory says the reason people say the Tengu can fly is due to the fact that
the Tengu have amazing agility and have been observed jumping from tree to tree
and rock to rock. However, this theory has been attacked by those who state that
their wings aren't capable of sustaining flight.

The light-bodied actions by the Tengu don't really require wings, however. Ninjas
perform such feats as a part of their training. It seems people have incorrectly
deduced that they can move the way they do because of their superficial wings.

It is a fact, however, that they can jump from tree to tree and rock to rock. There
are simply too many eyewitness accounts. It's no wonder they're considered magical
when they move so freely, despite potentially dangerous and even life-threatening
situations.

As with all masters, the God-like Tengu can make mistakes. A corpse of a Tengu
with various abrasions and bodily damages was discovered at the base of the Kiso
Mountain Range. It is thought that this particular Tengu faltered in his course along a
rock high above, and fell to his death.
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