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WARNINGS
READ BEFORE USING YOUR SEGA VIDEO GAME SYSTEM

EPILEPSY WARNING

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 may induce an
epileptic seizure in these individuals. Certain conditions may induce 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, disorientation, loss of
awareness, any involuntary movement or convulsions — IMMEDIATELY discontinue
use and consult your physician before resuming play.

PROJECTION TELEVISION WARNING

Still pictures or images may cause permanent picture-tube damage or mark the
phosphor of the CRT. Avoid repeated or extended use of video games on large-
screen projection televisions.

SEGA SATURN VIDEO GAME USE

This CD-ROM can only be used with the Sega Saturn system. Do not attempt to play
this CD-ROM on any other CD player; doing so may damage the headphones and
speakers. This game is licensed by Sega for home play on the Sega Saturn system only,
Unauthorized copying, reproduction, rental, public performance or broadcast of this
ame is a violation of applicable laws.

The characters and events portrayed in this game are purely fictional. Any similarity
lo other persons, living or dead, is purely coincidental.

HANDLING YOUR COMPACT DISC
W The Sega Saturn compact disc is intended for use exclusively on the Sega Saturn
system,
1 Avoid bending the disc. Do not touch, smudge or scratch its surface.
4 Do not leave the disc in direct sunlight or near a radiator or other source of heat,
4 Always store the disc in its protective case.

ESRB RATING

[his product has been rated by the Entertainment Software Rating board. For infor-
mation about the ESRB rating, or to comment about the appropriateness of the rating,
please contact the ESRB at 1-800-771-3772.

Visit Sega’s Internet Sites at:

web site: http://www.sega.com
email: webmaster@sega.com
CompuServe: GO SEGA

Learn SEGA game secrets
from the masters. Call Now,
U5, 1:900-200-SEGA $.95/min (recorded), S1.50/min

(live) Must be 18 or have parental permission.

TTD phone required. Sega of America
Canada: 1-900-451-5252 US $1.50/min (recorded/live)

For French Instructions, please call:
Instructions en francgais, téléphoner au: 1-800-872-7342
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Can’t wait to jump info the action? Here are some quick tips fo get you where you want to go.
Press Start from the Fighters Megamix Title screen fo enter Mode Select. In Mode Select, select one of the
following modes:

" 1P Mode Fight against the CPU in one of several battle courses (see pp. 5-6)

|| Survival Mode See how many opponents you can flatten before fime runs out (see pp. 7-8)

VS Mode Play against a friend or the CPU (see pp. 9-10)

Team Battle Mode Pick teams and fight in elimination team play versus the CPU or a friend
(see pp. 11-12)

Training Mode Work on your moves againsi a practice dummy (see pp.13-14)

Records View the best records for 1P and Survival Mode (see p. 14)

Opfions Change the configurations for several aspecis of play, or sample sounds
heard in the game (see pp. 15-16)

The default key commands for the Control Pad in the fighting modes are:

-
D-Pad Control direction and movement Button X
Start Pause/restart game Button Y K+D

Button A [D]efense Button Z P+K+D
Button B [P]unch Buiton L/R  Escape
Button C [K]ick

e

A Note on the Megamix System

Fighters Megamix is a hybrid game incorporating some of the most popular features of both the Virfua Fighter 2 and

Fighting Vipers fighting styles, with some new tricks from Virtua Fighter 3 thrown into the mix. Some of the things to

watch out for:

Body Armor  The Fighting Vipers are wrapped up nice and tight in protective armor. The armor can be
destroyed, but only with certain attacks. When they lose their armor, the Vipers are more
vulnerable and exposed. (And more likely to catch a cold.)

Walls/No Walls There are two kinds of stages in Fighters Megamix — those with walls and those without. The
Virtua Fighters may feel more comfortable with the borderless freedom of No Wall stages
(especially now that there’s no Ring Out). Vipers, on the other hand, are accustomed to the
nowhere-to-run environments of a cozy razor-wire cage or in a candy glass elevator on the 70th
floor.

Escape Straight from the ROM of Virtua Fighter 3, the hottest arcade fighting game around, the
Escape command adds a new dimension (the third) to every fighter's range of motion. Step

aside from a charging foe and let the physics of momentum work its magic.

Each fighting mode has a slightly different set of rules and conditions, but the objective is essentially the same: knock
your opponent's Life Gauge down to zero hefore losing your own Life or running out of fime. See the sections relating
to each individual fighting mode for details. P



*Note: The 3D Control Pad can be used in the
+ Mode. It functions the same as the Control Pad.

D-Pad Control fighter direction and movement

Start Pause/restart game
Button A [D]efense
Button B [P]unch
Button C [K]ick
Button X P+D
Button Y K+D
Button Z P+K+D
® Button L/R Escape

See The Commands section on pages 16-17 for a description of the fighting moves.

Note: The Controls can be re-configured in Key Config {see p. 16).

Press Buttons A, B, C and Start simultaneously from any point in the game to return to the Title
screen.




Starting the Game

| | The Fighters Megamix Title screen appears following the Sega
W andAM2 logos. Watch the animated sequence that follows, or
I press Start to move forward to Mode Select. In Mode Select
press the D-Pad UP/DOWN to highlight modes and Button A or
C fo select the highlighted mode. 4

| Title Screen

i f iy

Consider Your Choices...

1P Mode

1P Mode allows you to select a fighter and fight your
way through preset courses of opponents. See pages

5-6 for details.
Survival Mode

In Survival Mode, the object is to defeat as many
opponents as possible within the time allotted. See
pages 7-8 for details.

VS Mode

You can play individual matches against the CPU, or another human-controlled fighter in VS Mode.
| See pages 9-10 for deails.

Team Baitle Mode

Team Baitle Mode lets you create a team of fighters to pit against a CPU-controlled team, or one
controlled by another player. See pages 11-12 for details.

Training Mode

Hone your skills by practicing all of the moves for any fighter against a CPU-controlled dummy. See
pages 13-14 for defails.

Records

Check out the records for 1P Mode course clear times and Survival Mode wins. See page 14 for
details.

Options

In Options, you can adjust several gameplay settings, reconfigure the Control Pad and sample the
sounds heard throughout Fighters Megamix. See pages 15-16 for details.

N S
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Fighting Modes

1P Mode

1P Mode is for one player only. A second player cannot join in during 1P Mode play. When you select 1P
Mode in the Mode Select screen, the Fighter Select screen appears. When you first start playing Fighters
Megamix, some fighters are hidden and can’t be selected. These secret characters appear as you make
progress in the game and fulfill cerfain conditions.

Fighter Select

1P Mode Fighter Select

Press the D-Pad in any direction to highlight the fighter you
wish to use, and Button A, C, X or Z to select the fighter. Press
Start fo access the 1P Mode Options screen. {See Options on
page 15 for info on the 1P Mode Options.) Press Button Y to
return fo Mode Seleci.

Course Select Course Select
After you select a fighter, the Select Game Course screen |

appears. Each course features seven opponents. At the
beginning of the game, there are four courses to choose from.
More appear as you successfully clear the original courses.
Highlight courses by pressing the D-Pad UP or DOWN. Press
Button A or C to select the course. Press Start to access the 1P
Mode Options screen (see page 15). Press Button B to return fo
the Player Select screen. Press Button Y fo return fo Mode
Select.

How to Win

In each 1P Mode course, you face a series of fighters that you must defeat in order to clear the
course. Each match is a best of three contest (see page 15 for how to change the Match Point). You
win rounds either by reducing your opponent’s Life Gauge to zero, or by having more Life than your
opponent remaining when fime expires. Each fight takes place in the Stage Setting corresponding to
your opponent.

M




Armor Gauge

Wins

Stage Number

Life Gauge

vmber of Rounds

Time Remaining

— Total Time

' The 1P Mode Ring

intact. Red indicates the armor

bigger is definitely better.

Total Time The total amount of time your
Stage Number  Self-explanatory.

\

Armor Gauge™  The condition of armor (for fighters wearing it). Green indicates the armor is
Life Gauge The amount of Life remaining to the fighter. When it comes to Life Gauges,
Wins The number of rounds won by the fighter in the current match.

Number of Rounds The number of rounds needed to win the match.
Time Remaining The number of seconds fill the fat lady sings.

has been destroyed. Oww! — That had o hurt.

ighter has managed to slug it out so far.

~ "A note about the Armor Gauge: This gauge only appears for fighters wearing armor. When
~ afighter who was wearing armor loses if that fighter becomes more vulrerable fo damage.
~ Fighters who don't wear armor have a single, unchanging defensive rafing.

Pause

Press Start to pause a fight in progress. The Pause Options menu appears. Press the D-Pad UP/DOWN fo
scroll through the options, and Button A, C or Start to select.

[T
o
=
®
S
®
—

Game Over
When your fighter loses a match (as happens to the best
of ‘'em), the scary You Lost message appears. But wait,
you sfill have the option of continuing! Press Start to
resume play from the beginning of the match you just
got whupped in. Or, if the compefition was just foo
tough, let the countdown timer expire to see the Game

Over message, with all that it implies.

ABCOEF@N! ICLANOPERITUVWEYT, % %

Name Entry
You must be pretty good if you got this far. You
probably don't even need to be told that you can enter
your initials by pressing the D-Pad LEFT/RIGHT to scroll
through the characters and Button A or C fo select.
Pressing Button B deletes a character, just like selecting

the back arrow.
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Survival Mode

Survival Mode is a one-player only mode where you fight against the clock. A second player cannot join o
Survival Mode game. The object is to defeat as many CPU-controlled opponents as possible in the fime
allotted. Your fighter does not recover Life between maiches, so a good defense becomes crifical, especially
when you try a long time limit game.

Survival Mode Fighter Select

When you select Survival Mode from the Mode Select screen,
the Fighter Select screen appears. Select your fighter as in the
1P Mode Fighter Select screen (see page 5). Press Start to
access the Key Config screen (see page 16) for info on Key

Config).

S e S e
CEEEeRE e e e i

Time Limit

When you have selected a fighter, the Survival Mode Time
Limit screen appears. Choose from 3, 7 or 15 minutes for the
total play fime. Press the D-Pad LEFT/RIGHT to highlight a
fime limit, and Button A or C to select. Press Button B to go
back to Fighter Select, or Button Y to return to Mode Select.
Press Start to access the Key Config screen (see page 16).

The Rules

Survival Mode pits you against two foes: the other fighters, and the clock. The object is to KO as
many opponents as possible in the time limit given. Your fighter starts the first round with a full
Life Gauge, but doesn't recover any Life af the start of subsequent rounds. Your opponents come af
you in a fixed order (it's the same every time), and you face each opponent for one round only. In
Survival Mode, the computer does significantly less than normal damage per atfack to the player
than in other modes. Lucky you.




Armor Gauge

Countdown

Win Counter

Life Gauge

Total Time Remaining

The Survival Mode Ring

Armor Gauge  Shows the condition of the fighters armor (for those who have it). See the note

on page 6.

Life Gauge Shows how much Life the fighter has left. Remember, in Survival Mode once you

lose Life, you're not gonna get it back.

Countdown Begins counting down to zero when there are less than 100 seconds to go until

Game Over.

Time Remaining Counts down from the original time limit (3, 7 or 15 minutes).
Win Counter  Shows the number of fights that you've won so far.

And furthermore...

Other Survival Mode screens

Pause

When you Pause a game by
pressing Start, the Pause
Options menu appears.
Press the D-Pad UP/DOWN
to highlight options and
Button A, C or Start fo se-
lect.

Game Over

The Survival Mode game
ends when A) you lose all
your Life and get KO'd or B)
the time limit expires. You
can’t continue a Survival
Mode game. That's that.

Name Entry
So you beat the old record,
huh? Then you've heard it all
before: press the D-Pad LEFT/
RIGHT to highlight a charac
ter, and Button A, Cor Start to
select it. Press Button B or
selectthe back arrow to delete

a characier. |




VS Mode

VS Mode is a fighting mode for one or two players. When you
select VS Mode from the Mode Select screen, the VS Mode Game ,
Type screen appears. '

Game Type

VS Mode Game Type

Select either 1P vs CPU or 1P vs 2P (you can only select
1P vs 2P if a Control Pad is plugged into hoth Control Ports).
Press the D-Pad UP/DOWN to highlight a Game Type, and
Button A or C to select. Press Start to access the VS Mode
Options screen (see page 15), or Button Y to return to Mode
Select.

Fighter Select VS Mode Fighter Select

- - After you select a Game Type, the VS Mode Fighter Select
screen appears. Select a fighter just like in 1P Mode (see
page 5). In a one-player fight against the CPU, first select the
fighter you want to use, then select the fighter you want the ‘
CPU 1o control. If you're playing a two-player game, both |
players must select a fighter using their own Control Pads.
Press Button B to go back to VS Mode Game Type, Button Y to g:
return to Mode Select, or Start to access the VS Mode Options |
screen. |

VS Mode Stage Type

Once you've picked the fighters, the VS Mode Stage Type
screen appears. You can decide the setfings for your fights.
Choose from With Wall (for Fighting Vipersstyle enclosed
rings), Without Wall (for Virtua Fighterstyle fights on the
open range) or Random (to let the CPU assign the arena).
Press the D-Pad LEFT/RIGHT to highlight a Stage Type, and
Button A or C fo select. Press Start to access the VS Mode
Options screen, Button B to go back to VS Mode Fighter Select
or Button Y to return to Mode Select.

Stage Type




Life Gauge Armor Gauge
Rounds Won

Match Point
Timer

VS Match Wins

The VS Mode Ring

Armor Gauge  Shows how the armor is holding up (for fighters wearing it). See page 6.

Life Gauge Shows how much more punishment the fighter can take and remain standing.
Timer Shows the amount of time left in the round.

Rounds Won  Displays the number of rounds the fighter has won in the current match.
Match Point Shows how many rounds the fighter needs to win the match.

VS Match Wins  Tallies the number of match wins for each player in VS competition so far.

Wait — That’s not all!

Pause

When you Pause a game by pressing Start, the Pause Options menu appears. Press the D-Pad UP/DOWN to
highlight an option and Button A, C or Start fo select.

G Game Over

., @, 4 The VS Mode Fighter Select screen
w00 . appears after every match, whether you

win or lose. The VS Mode Fighter Select

| screen displays a running fally of the

S . number of wins recorded by each player

b ® 0 in VS Mode fights. This Win-Loss record

is maintained until you exit VS Mode.
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Team Battle Mode

Not satisfied controlling only one highly dangerous fighting machine? Why not try Team Battle Mode,
where you can make teams of up to eight of your favorite fighters to pit against a team controlled by the
CPU or some unlucky human opponent.

Team Battle Mode Game Type

ter you select Team Battle Mode from the Mode Seled |
screen, the Team Battle Mode Game Type screen appears. I e
Select 1P vs CPU or 1P vs 2P, us in the VS Mode Game Type | [ |
screen (see page 9). The 1P vs 2P type can only be selected b an el
when there are Control Pads connected fo both Control Ports. | | S —

mt:.!ram-u'r.;.':.tﬂanﬂa.'& 3‘

Team Battle Mode Team Select

Once you have selected a game type, it's time to choose up
sides. You can choose teams of one to eight fighters. Press:

D-Pad to highlight the names of fighters |
Button A, C, X or Z to select a highlighted fighter |
Button B fo cancel the previous selection
Button L or R to finish making selections
Button Y fo return to Mode Select
Start fo access Team Battle Mode

Options (see page 15)

When you finish making selections, or have selected eight fighters, an OK prompt appears. Press Button A, €, X or Z to
confirm, or Button B to cancel and return 1o the lineup. In 1P vs CPU fights, the CPU automatically selects a team with
the sume number of fighters as you have selected. In 1P vs 2P fights, the players can select teams with different
numbers of fighters. Both players can select the same fighters, and you can pick the same fighter to appear any

number of times on a team lineup.

Team Battle Mode Stage Type

When the teams have been set, the Team Battle Mode Stage
Type screen appears. First select a Stage Type (With Wall,
Without Wall or Random) just like in VS Mode Stage Type
(see page 9). Next, choose whether or not fo have the
fighters" Life Gauges refill after every round. Press the D-Pad
UP/DOWN to highlight either Recover Life or Don't
Recover Life. Press Button A or C to make your selection.
Press Button B to go back up to Stage Type select. Press Button
Y to return to Mode Select, or Start to access the Team Battle
Mode Options (see page 15).




Armor Gauge . G — Life Gauge

Timer

g::f;?;

Wins

The Team Battle Ring

Armor Gauge  Shows how the armor is holding up (for fighters wearing it). See page 6.

Life Gauge Shows the amount of Life left for the fighter.

Timer Shows the amount of time left in the round.

Wins Displays the number of rounds the fighter has won in the current Team Battle.

And last but not least...

Game Over
The Team Battle Mode fight

.....

ends when all the members on
one team have been defeated.
After the last match has been
decided, the Result screen
appears. The Result screen
shows the winning team and a

Pause fighter-by-fighter breakdown of
When you Pause a game 8 matches won and lost. The total
by pressing Start, the number of matches won for

each team is also displayed at
the bottom of the screen. Press
Button A, C or Start to return fo
Team Battle Mode Game Type

Pause Opfions menu
appears. Press the D-Pad
UP/DOWN to highlight

an option, and Button A,

C or Start to seled. from the Result screen.

12



Training Mode

Did you ever want to hit somebody who couldn’t hit back? Training Mode gives you that chance (and it's
legal!), letting you practice the moves for any of the fighters on a defenseless training dummy. Training

Mode also lists the name of every move and its button commands for every fighter, which makes it a quick
reference guide for checking out your fighter's arsenal of attacks.

Fighter Select

Training Mode Fighter Select

When you select Training Mode in Mode Select, the Training
Mode Fighter Select screen appears. Select a fighter as in the
1P Mode Fighter Select screen (see page 5). Press Start to
access the Key Config screen, or Button Y to return to Mode
Select.

The Training Mode Ring

After you select the fighter you want to use, the Training Mode ring appears. You begin Training Mode
facing your training partner, a dummy controlled by the CPU. Press Start to bring up the Command List (see
page 14) for your fighter, or take a few moments to pummel the CPU-drone with impunity.

Damage :

Move Name

Commands —

i N\

Damage Shows the amount of dumage dealt by the current attack (or attack combination).
Move Name Displays the move currently being pracficed.

Commands Shows the button commands and necessary conditions for the selected move.

e

13
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i The Command List
st . e

e Press Start while in Training Mode to call up the
e Command List, which shows the moves, button
commands and conditions for each of your fighter's
moves. Press Start to return to the Training Mode
ring when you get fo a move you want fo practice.
You can continue practicing moves indefinitely.
When you want to stop training and get back to the
real McCoy, press Start to bring up the Command List, then press the D-Pad RIGHT to highlight EXIT and
Button A or C to select. This returns you to the Training Mode Fighter Select screen.

Records lists the best course clear fimes for every course you've finished in 1P Mode, and the best wins
records for Survival Mode. When you enter Records from the Mode Select screen, the Record Select screen
appears. Press the D-Pad UP/DOWN to highlight the record type you want to check out, and Button A or (

to enter. -

1P Mode Records Survival Mode Records

Shows the top clear time, fighter used and player Shows the record number of wins, fighter used and
initials for every 1P Mode course completed. player initials for each Survival Mode time limit. Press
When you finish gloating, press Bution B to Button B to return o Record Select or Button Y to go back
refurn fo Record Select or Button Y to go back to to Mode Select when you get tired of patting yourself on
Mode Select. | the back.

14
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In addition to the main Opfions screen, there are individual
Options screens for the 1P, VS and Team Battle modes. In all
Options screens, press the D-Pad UP/DOWN to highlight
options, and LEFT/RIGHT to make changes within the
highlighted opfion. Press Button B from any part of the
Options menu to highlight EXIT. In the Main Options screen,
press Start or Button Y to return to Mode Select. In the 1P, VS
and Team Battle Mode Options screens, press Start or Button Y
to return to the screen from which you accessed the Options

screen.

Options

Some options are available in more than one Options screen. They are as follows: MO@=Main
Options, TP=1P Mode Options, ¥$=VS Mode Options and TB=Team Battle Mode Opfions

T

(SOUND

Select Stereo or Mono (monaural). (MO)

KEY CONFIG Press Button A or C fo access the Key Config sub-page. For more information on how to
reconfigure the Control Pad, see Key Config page 16. (MO, 1P, VS, TB)

GAME TYPE Select either Virfua Fighter or Fighting Vipers gameplay type. The two game types feature
differences in the way the fighters move when knocked into the air (see the Air Recovery note
on page 17), and in the way special attacks affect fighter armor. (MO)

SOUND EFFECTS  Press the D-Pad LEFT/RIGHT to cycle through the sound effects, and Button A or C to play.
(MO)

VOICE TEST Press the D-Pad LEFT/RIGHT or L/R to cycle through the voices, and Button A or C fo play.
Press L or R to select a new character. (MO)

BGM Press the D-Pad LEFT/RIGHT or L/R o cyde through the background music tracks, and
Button A or C to play. (MO)

DIFFICULTY Choose from Very Easy, Easy, Normal, Hard or Very Hard for the toughness of the
(PU-controlled fighter. (1P, V'S, TB)

MATCH POINT  Set the number of rounds (15 in VS Mode; 2-5 in 1P Mode) required to win a match.
(1P, VS)

| TIME LIMIT Set the time limit for each round of fighting to 10, 30, 45 or 60 seconds. Or select NO LIMIT
for fights without a time limit. (1P, VS, TB)

STAGE (w/WALL)  Choose one of 16 stages with walls to hold your fights in, or IN ORDER, fo play them one after
the other. (V'S)

STAGE (w/o WALL)  Pick one of 16 stages without walls, or IN ORDER to iry them all in sequence. (V'S)

LIFE Set the amount of damage each fighter takes per hit. A shorter Life Bar indicates relatively
more damage per hit, a longer bar means the fighter is stronger and takes less damage per
hit. (VS, TB)

DEFAULT Press Button A or C to reset all the options to their default values. (MO, 1P, VS, TB)

EXIT Press Button A or C to finish configuring options. (MO, 1P, VS, TB)

15



Key Config

Key Config features four pre-set Control Pad configurations,
and four Edlif settings that you can set yourself. In Key
Config, press the D-Pad LEFT/RIGHT to scroll through the
configuration names. Press Button B to select the
highlighted configuration and return to the screen from
which you accessed Key Config. You can set the configura-
tions for Control Pads 1 and 2 independently.

Key Config Edit

There are four Edit configurations available. Press Start when the Edif Control Pad (number 1, 2, 3 or 4)
you want to configure appears onscreen. You can set the commands for all the buttons except the D-Pad
and Start. You can also assign the same command to more than one hutton. Press the hutton you want fo
set a command for to highlight the button name, then press the D-Pad LEFT/RIGHT to cycle through the
list of commands available for that bution. When you finish configuring the £dit Conirol Pad, press Start.

The Commands

The commands described in this section are all default commands for a fighter facing right. For fighters
facing left, reverse the commands. The movement commands (jump, advance, retreat and crouch) can be
used in conjunction with attacks or defenses to produce special attacks. See the moves lists on pages

18 — 39 for the commands for each fighter's moves.

16
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[D]efense
[P]unch
[K]ick

S U B

F

/R Escape

Press simultaneously

Press the D-Pad in the direction shown (yellow)
Press the D-Pad and hold (red)

Functions as B+A

Functions as (+A

Functions as A+B+(

N*N¢@+

[D]efense [PJunch [KJick Escape
Press Button A to ex- Press Button B to Press Button C to Press Button L or
ecute a standing throw a high kick ‘em high, R to make
guard or W +A to punch, or \+B fo ¥ +( o nifty sidestep fo
guard against low aim your sights kick "em low. the left. Press
attacks. lower. b +Lor ob +R
to dodge right.
Dash Press the D-Pad forward twice (= =) to dash in that direction.
Throw  Press A+B in close-range situations to execute your fighter’s basic throw attack. Some
fighters have several throws to choose from (see the individual moves lists), but they
can all throw using A+B.
Stomp  Press %' B to jump on a fallen foe. Some fighters have more than one attack to use
against downed opponents (see the individual fighters” moves lists).
Quick-Up When you get knocked down by an opponent's attack, you have several options. You
can lie there stunned and sprawling, or you can do something to regain your feet and
dignity. Press the D-Pad LEFT/RIGHT/UP/DOWN to roll in that direction as you get up. Press
Button A, B or C repeatedly to speed your recovery. Press Button L/R to do a handspring
recovery.
Air When you get sent flying into the air, you can perform the Air Recovery move fo gef
Recovery your bearings in mid-air and land on your feet. The Air Recovery can only be performed
in the Fighting Vipers Game Type (see Options, page 15). Press A+B+C or Butfon L or R
to perform an Air Recovery.
VF3 Each fighter from Virtua Fighter 2 has an expanded arsenal of moves straight from the
Moves arcade hit Virtua Fighter 3. These attacks can only be performed by VF2 fighters, but

they work equally well against characters from both VF2 and Fighting Vipers. The VF3
moves are marked with a bullet ( © ) in the individual fighters’ moves lists.
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Rasen Suichuu opponent down ) P Ousoushu
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Rakuho Chougeki NP Haitou Rensenkyaku
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Soutai Rakushuu =K + 3 drinks
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Rengeki PP e Qushin
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Air Rolling Sawbutt
Front Air Kick

Air Dive
Low Spin Kick Turn

Running Straight
Running Tackle
Running Knee
Sliding Kick
Running Jump Kick
Climb Wall

Rolling Sawbutt
Wall Dive

Hopping Kick
Low Cut Kick

Wall Throw
Turn Double Fist

Turn High Kick

Low Turn Fist
Distortable Blow
ﬂ%i

Front Jump Toe
Back Air Kick
Flare Toe

Jump Hammer
Flare Kick
Brainbuster
Black Rainbow
Wall Blaster
German Suplex
Black Hole
Wrecking Dive
Sirike Stomp
Turn Fist

Spin Kick Turn

Jump Toe
Wall Axel
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Blow Combo © Double High Kick

Blow Combo © High Kick
Extreme © Death Requ

Blow Combo © Low Sp

Fist & High Kick
Extreme © Death Prelude

| Extreme © Death Symphony

Low Shot © Dark Prelude
Revolution

High © Double Revolution
Low  Double Revolut

Extreme  Death Finale
Strong Upper

Middle & Double Axel
Thrust Punch Air

Jump Hammer

Low Double Axel

Blow Combo © Straight
Strong Knee

Strong Fist
Extreme Blow
Blow Combo © Upper
Combo e Switch Upper
is

Low Fist Spin
Stomach Blow
Blow & Fist
Gust of Rage
Hurricane Punch
High Kick & Fist
Revolution One
High & Double Axel
Low Shot e Axel

| Low Shot  Blow
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Rolling Sawhuti
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Blow Combo © Upper

Hopping Kick

Low Cut Kick
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Blow Combo * High Kick

Thrust Punch Air

Fist &

High Kick

Jump Toe

Combo © Switch Upper

Front Jump Toe

Blow Combo e Siraight

PP=P

Air Rolling Sawbutt

Extreme © Death Prelude

PP= K

| Blow Combo * Double High Kick

PP= KK

Air Dive

Jump Hammer

Exireme e Deat

1 Symphony PP= KP

1 Extreme @ Deat

1 Requiem PP=> KP=P

Front Air Kick

Back Air Kick

| Extreme  Death Finale

PP KP=
P& b =P

Flare Toe

before landing

Flare Kick

Blow Combo e Low Spin

PP K

before landing

Wall Throw

Low Fist

close range

P+D

German Suplex

| Low Fist Spin
1 Strong High Kick

close behind opp.

P+D

Wall Axel

close range
back fo wall

P+D

1 High Kick & Fist

High & Side Kick

Wall Blaster

close range
tacing wall

Revolution One

Stomach Blow

Brainbuster

close range

b P+D

Black Rainbow

close range

& = P

Blow & Fist

Spit Kick

opponent down

K

o
| Block Straight

Wrecking Dive

opponent down

AP

. { Gust of Rage

&SP

Turn Fist

opponent behind

| Hurricane Punch

CIAVREY:

A Strong Knee

{ Axel Roll

Turn Double Fist

opponent behind

Turn High Kick

opponent behind

Low Turn Fist

opponent behind

1 Blockbuster

Low Turn Fist Spin

opponent behind

1 Block Knee

Low Spin Kick Turn

opponent behind

~ 1Ankle

Fall

Spin Kick Turn

opponent behind

e

Cross

Running Straight

while running

| Cross Destruction

Running Tackle

while running

1 Revolution

Running Knee

while running

High © Double Revolution

Sliding Kick

while running

Low e

Double Revolution

Running Sawbutt

while running

Low S

10t

Running Jump Kick

while running

Low S

nof © Axel

(limb Wall

jump & touch wall

Low S

hot © Blow

Wall Dive

while climbing wall

Low S

hot © Dark Prelude

Distortahle Blow

close range to side

~ HJump

Hammer

A,
e

oy

-
%rﬁtu

= ERp by
o E'h SN -a-‘&?%ﬁ%

S
=

B

Rt

e

e
<

S

% o

e

oy

e

o

e

HEEE

i

S

“

= 3
A

s

o

S
sttty

AR SR
ks

o
s
peoana

ﬁm%iﬁ

ey

e
e A

e

e
'O:; 2 i i -

e

e

s
e
=

Er

ST

=

+ i3
e ;
% b _g_
%‘%* o i
o
. i :
S ;ﬁ% :
o o
i G
. .
i o Bl 20
. .
i i i i
i 3 Eﬁg‘; . i i *%3
" kL) I i 2
: gﬁg%ﬁuazﬁ? i dimmnan
ggﬁ-w S Fr e e ’é”’ E:
oy S e i
S b Pt n 5 it FEE i
ey i S T
SRR o o i ; i :
s :" £ %33"‘;‘2 r\,ﬁ& w@ hﬁ::%a R a:;;xf
e ‘§ i e
i ,s‘ém%@g o .
Sl s%& EE
i o 5@;@
S
3 e T
.
. -
. .
chike E“% s L E
Hh i i
FETEE RS R

L

L

Lo

-f
EiEns
s

R
s
=

L
-

4
ﬁ
3
3

-

SR

X

Sk

T

e

<
S
i
R
=
R
-
i

e
B
L
S

o A

T e

m-&;e.,-@ 2’-&.*:?: ngE
S

5

-

Hha

ﬁm
.
.
i .

e
G
S

2
A
-
S
e e

=

S

A
T S e S R e

S

it
o

PR
.-\. e

e e s

e

e
R

i

et

s

e

oot
s

S

=

e

=

S

o
SR

e
o

e e

e

e i

o

e
i
e

e
PR
e

e
S e O

SR

e

e -
ok
e

= :

s

s A e

e

il

it

bl

e

P
ot

o
5

o

G,

pos
et

S

e

S

i

e

i

e

gk S

s

P

e
e

i

&

SRR
£ £

£
B
i g fi:
£
:
i %E;a o
$ e
G
R
o ,ﬂ G
o . ==
o 0
o .
3 i i
{:{ %"“" 'j tgv - § =
5 ;?---%j S i &
G i i
R e e
e G
b g e
: e
o o =
5
e 2
ECE ﬁi g.-:_ "%5 R
i i ﬂ i HE
fd E 3 Fiand
H fEE BEEsrn
. bRy i B3 e
s
e
e
HEHE
S
i
o
e
i
L e
S

G

i




SR
B i
e
L S50 L Ll D

e

b

4

b s

ey
SR DL
A TR R AT P RS

pRRs

o
B
fehe b el
b e

fromer
Ve e i
R s

w

aaaaaaaa

ﬁﬁﬁﬁﬁﬁ
A

.
R e
. Eﬁzgé?ﬁin S

S

AT
‘e

i
i

Bam P Hachan! before landing
© |Bam-Bam PP Yamagoya Throw close range P+D
~ {Bam-Bum Boom PPP Love Parade close range P+D
f | Bing Bum Boom near wall PPP back to wall
y Salmon Lover (Bamboo Lover) PK Kuma Oroshi close range P+D
' |Barrel PP tacing wall
Smiley Barrel P PP Kumachan Trick close behind opp. P+D
{Happy Barrel P P=2, P+D | Kiss the Future close range b P+D
| Kumade ->P opponent crouching
1 Cuteron =P facing wall
Fan An = PP Wild Animal close range b P+D
Dotomuse Royal = PPP Bucking Bear close range = = P++D
| President Rhapsody = PPPP Bear Hug close range = &P+
1 Canyon Laurel = PPPPP Killer Kuma Beast close range = EP)E Sp+
| Six Panzers = PPPPPP | Hungry Bear Special close range = EP)E EPePP+D
| Death Standard = PPPPPPP | Way of the Wild close range 2 Y ) 12 GEP+D
| Ox Attack = <P Naughty Bear close range 2 W W 12 SPp+D
| Span Club &P = &P+
" |Span Span Club = PP Big Beast Attack close range 2 N ) 2 ©P+D
| Punch 2001 &P = @)= &P
. lyan & =P Wild Thing close range = W W (2 &P+
Yan-Yan & =PP 2 EPH= D
{YanYan-Yan & =PPP & = 9 EPp+D
1 Hello Tech S Hp Super Washington Treaty close range = N (2 EP+D
| Head-on VP < G Epe)
{ Kuma Kick K &l = 4 &Pp+D
 |Hama-chan W K ) = &p
Kick 2001 &K Playing Dead opponent down ) = &P
+ | Dai-chan b K near opp. head
r Gloss Hansel J p+K+D | Earthquake opponent down b K
| Salmon Hunting ') P+K+DP+D | Balloon Fall opponent down 4 +K
{Double Hansel «h P+K+DY P | Poochy Punch opponent behind P
| Good Night! 1 +P Poochy-Poochy Punch opponent behind PP
Sawhutt © Sapphire K Poochy Punch Remix opponent hehind % P
| Sawbutt  Diamond A+ Poochy Kick opponent behind K
{Kumachan 33 &1/3 MK Poochy Acid Kick opponent behind <% K
* | Kumachan 45  dhK Poochy Trance Kick opponent behind 4" +K
r Flying Kuma PP Assault Kuma while running P
|r Climb and Kick T +K Assault Kuma Tackle while running ~ P+D
Front Climb and Kick A+ Violent Assault Kuma while running K
~ | Kuma Otoshi K Sliding Assault Kuma while running % +K
{ Hachi ™K Assault Nobori Kuma while running 4 K
| Kuma Play T=P Assault Nobori Guerrilla while running & +K
Guru-Guru Q =K Ulira Violent Kuma P+K+D
~|Kaiten Kuma =K Unbearable Assault S YD+
| Kuma Poko before landing K

e e
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LIMITED WARRANTY

Sepa of America, Inc. warrants to the original consumer purchaser that the Sega Saturn
compact disc shall be free from defects in material and workmanship for a period of
90 days from the date of purchase. If a defect covered by this limited warranty occurs
during this 90-day warranty period, Sega will repair or replace the defective compact
disc atits option, free of charge. This limited warranty does not apply if the defects have
been caused by negligence, accident, unreasonable use, modification, tampering or
any other causes not related to defective materials or workmanship.

o receive U.S. warranty service, call the Sega Consumer Service Department at:
1-800-USA-SEGA

o receive Canadian warranty service, call the Sega Canadian Consumer Service
Department at: 1-800-872-7342

DO NOT RETURN YOUR SEGA SATURN COMPACT DISC TO YOUR RETAIL
SELLER. Return the compact disc to Sega Consumer Service. Please call first for further
information. If the Sega technician is unable to solve the problem by phone, he or she
will provide you with instructions on returning your defective disc to Sega. The cost of
returning the disc to Sega’s Service Center shall be paid by the purchaser.

REPAIRS AFTER EXPIRATION OF WARRANTY

Il vour Sega Saturn compactdisc requires repairs after termination of the 90-day limited
warranty period, you may contact the Sega Consumer Service Department at the
number listed above. If the technician is unable to solve the problem by phone, he or
she will advise you of the estimated cost of repair. If you elect to have the repair done,
vou will need to return the defective merchandise, freight prepaid and insured against
loss or damage, to Sega’s Service Center with an enclosed check or money order
nayvable to Sega of America, Inc., for the amount of the cost estimate provided to you
by the technician. If, after inspection, it is determined that your compact disc cannol
ho repaired, it will be returned to you and your payment will be refunded.

LIMITATIONS ON WARRANTY

Any applicable implied warranties, including warranties of merchantability and fitness
lor o particular purpose, are hereby limited to 90 days from the date of purchase and
are subject to the conditions set forth herein. In no event shall Sega of America, Inc,,
he liable for consequential or incidental damages resulting from the breach of any
oxpress or implied warranties.

I he provisions of this limited warranty are valid in the United States only. Some states
do not allow limitations on how long an implied warranty lasts, or exclusion of
consequential or incidental damages, so the above limitation or exclusion may not
apply to you. This warranty provides you with specific legal rights. You may have
other rights which vary from state to state.
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Sega is registered in the U.S. Patent and Trademark Office. Sega Saturn is a trademark of SEGA. Die Hard is a trademark of Twentieth Century
Fox Film Corporation. © Twentieth Century Fox,1988,1997. All rights reserved. This game is licensed by Sega for home play on the Sega
Saturn system only. Copying and/or transmission of this game is strictly prohibited. Unauthorized rental or public performance of this game is
a violation of applicable laws. ©1997 SEGA, P.0. Box 8097, Redwood City, CA 94063. Made in Japan and printed in the U.S.A. All rights




