Attacks come in three basic levels: high, medium, and low. High

attacks can either be blocked(B) or ducked under(D). Medium attacks can

be blocked(B), but they cannot be ducked under. Low attacks can either

be blocked(DB) or jumped over(U), although jumping over a low attack is

a very risky maneuver. A lot of attacks can also be sidestepped(u or

d). Does he use a lot of high attacks? If

so, duck and punch or kick. Does he use a lot of low attacks? If so,

hop and kick. Try sidestepping his attack and then attack him(my

favorite)

F      - walk forward                      lp     - punch (H)

B      - walk backward/block H or M        rp     - punch (H)

D      - crouch                            lk     - kick (H)

DF     - crouch and walk forward           rk     - kick (H)

DB     - crouch and walk backward/block L  df+lp  - uppercut (M)

U      - jump                              df+rp  - uppercut (M)

UF     - jump towards opponent             df+lk  - kick (M)

uf     - hop towards opponent              df+rk  - kick (M)

UB     - jump away from opponent           uf+lk/rk - hop kick

                                                         ub     - hop away from

 opponent                               UF+lk/rk - jump kick towards opponent

u      - sidestep away from screen         ub+lk/rk - hop kick away (M)

d      - sidestep towards screen           UB+lk/rk - jump kick away (M)

f,f    - quick dash forward                lp+lk  - throw (H)

b,b    - quick dash backward               rp+rk  - throw (H)

7. f,f,f - Running!  Alright.  Easy to run, eh?  Well at certain distances

across the screen you can do damage to the opponent.  Here's a rough guide

to where to be what it does and what it takes!

About 4 b,b's away does an Ultimate Tackle does 5%

About 4 b,b's away does a stomp on a downed opponent does 12%

About 6 b,b's away does a shoulder ram it is (!) and does 30%

1. Flying Cross Chop done by - (lp+rp 1+2)

2. Flying side kick is done - lk

3. Sliding side kick - rk

4. Stop rinning - B

f,f,F  - run(if you're far enough away)    b,b,ub - backflip away

(While Running)

lk     - rushing hop kick(M)

rk     - sliding sweep(L)

lp+rp  - flying cross chop(M)

1. f,f - quick dash or offensive push!  When close to an opponent you can give them a little shove!  All this does is get them away from you!  It takes nothing and is pretty useless!  But a bit of fun!

f,f - 2 or 3 dashing steps or an Offensive Push

b,b - 2 or 3 quick backwards steps

D,df,ub - Backflip form far away

u,n - Sidestep explained earlier

d,n - Sidestep explained earlier

2. df+(lp 1) - Basic Uppercut.  Takes 10% and doesn't do very much!

It doesn't knock you down and hardly pushes you back!

df+(lp,1) - basic Uppercut

3. df+(rp 2) - Basic Juggling uppercut.  Takes 15% and it juggles you can get a 3 hit on to it fairly easily!!

df+(rp,2) - basic juggling Uppercut (NJ)

df+(lk,3) - Side Kick

df+(rk,4) - Front Kick

u - Low Jump

U - High Jump

4. u+(rp 2) - Pounce type thing!  Jump and punch you down.  Takes 12%.

u+(rp,2) - Punch on downed opponent

5. uf+(rp 2) - Same as above. But it is for opponent a little further away!

uf+(rp,2) - Punch on downed opponent

6. U+(rp 2) - Hard Pounce type thing!  It takes more, 18%, and takes about double time to come out!

U+(rp,2) - Big punch on downed opponent

f,f,f - Run 

 ^B - Stop Running

 ^(lp+rp,1+2) - Flying Cross Chop

 ^(lk,3) - Flying Side Kick

 ^(rk,4) - Sliding Leg Sweep

ALL - Agression Charge

f+(lp+lk,1+3) - Left Limb Reversal Counter

f+(rp+rk,2+4) - Right Limb Reversal Counter

ULTIMATE TACKLE AND THE LIKES

OK, now that's done.  First off a move that isn't there itself is the

Ultimate Tackle.  All Characters (I beleive) can perform theis move!  Some

Characters have it as a seperate move (Paul, Jin, King,...)  Others have to

do it from running.  Below when the stratergy for Running is listed it will

state how to land a tackle.

But now, on an Ulimate tackle, characters can do:

1. Mounted punches, (lp,rp,lp,rp,lp 1,2,1,2,1) or they can be started with

(rp 2) instead!  These are just a few punches to the chest!

2. Arm Break, (lp+rp 1+2) this is just a simple arm break.  The character

grabs your arm and breaks it.  Similar to Juns throw in T2!

3. Leg Break, (lk+rk 3+4) same as above 'cept it's ya' leg that goes CRACK!!

4. Punches to Arm Break, (lp,rp,lp,lp+rp 1,2,1,1+2) punch, punch, punch,

break arm!  Just a cross between 1.+2.

5. Punches to Leg Break (lp,rp,lp,lk+rk 1,2,1,3+4) punch, punch, punch,

leg break!!  Just a cross between 1.+3. King only?

6. Ultimate Punishment! (d+rp,lp,lp,N,rk,lp,lp+rp d+2,1,1,N,4,1,1+2). 

Chest punch then 2 low punches then roll over and snap goes the 

opponents neck!  Paul only!

7. Punches, Leg Break, Mini STF - (lp,rp,lp,lk+rk,lp+rp 1,2,1,3+4,1+2) 3

punches then a leg break and a variation on the STF!  King Only!

8. Punches, Arm Break, Arm Break - (rp,lp,rp,lp+rp,lp+rp 1,2,1,1+2,1+2) 3

mounted punches then 2 arm breaks!! King only!

9. Sword Stab - (rp+lp 1+2) Heyai Heyaiyaiya sword through ya'! Yoshimitsu!

10. Get off, simple (N) character just gets off!

When you are Ultimate Tackled you can do a few things they are:

1. (rp+rk 2+4) - Tackle Dodge, Done During Tackle Impact

2. d+(rp+lp 1+2) - Tackle Reversal, Done During Tackle Fall

3. d+(lp_rp 1_2) - Counter Mounted punches.  (lp 1) for (lp 1) punch.

4. (lp+rp,rp,rp,rp,rp 1+2,2,2,2,2) - Tackle Arm Break Counter

5. (lp+rp,rp,rp,rp,rp,rp 1+2,2,2,2,2,2) - Tackle Arm Break Reversal **

6. (lp+rp,lp,lp,lp,lp 1+2,1,1,1,1) - Tackle Leg Lock Counter

7. (lp+rp,rp,rp,rp,rp,rp 1+2,2,2,2,2,2) - Tackle Leg Lock Reversal ***

** King, Nina, Paul, Jin only can do this!

*** King and Nina only can do this!

Grounded

These

moves are not the same for Lei WuLongs lay down position!  He has certain

combos/moves from there that are different!  These are for everyone if they

are GR - Grounded!!  When you are grounded press:

1. (~lp_~rp_~lk_~rk ~1_~2_~3_~4) to do a Quick Recovery

2. D+(lp 1) to Roll Over

3. (lp 1) to Roll Sideways

4. (lk 3) to Get Up With Sweep

5. (rk 4) to Get Up With Side Kick

6. D+(rk 4) to do a Ankle Kick

7. B to Roll Backwards then press:

7.1.  b+lk+rk to Get Up

7.2.  f+lp+rp to forward dive

7.3.  F to roll forwards

7.4.  f+lp+rp to do a forward dive

D+RP+LP= This will eventualy get you out of any link throw.

RK+RP= Use this to get out of a tackle.

