Pros               : Very confusing and unpredictable,Strong kicks,low cancel,lot of back/ground attacks

Cons               : not strong/fast enough,many moves set opponent up for an attack from behind

Lei is THE man of stances and the unending arensel of moves, the guy is frightnningly unpredictable,cause he have

LOTS of moves from LOTS of stances,he is quite quick and he have some mmmean kicks,he can easly low cancel(too

easy if you ask me)just by push F,while on tiger stance. this guy have about billion of good things about him

but his 2 main faults are major,too major,first one is that many moves set opponent up for an attack from behind

that can be very NPT good for our poor lei,and the other fault is that lei is a HHHHHUUUUGGGGGEEEE pain in the

ass to learn,he is sooo hard to learn,and allmost impossible to use effecticly(unlesss you to what i do: d+3+4

,3+4.......) hthe bottom line is that lei is a spactecular character only too hard to be worthty,cause with

quarter of the time that need to become a lei avarage player you can be a master with paul that is simply a

better character,and not just paul law,jin,nina and many others,i said don't pick lei unless you are either have

lot's of time or you are willing to sdtudy alot for having great fun&power with this great character.




GRAPPLING TECHNIQUES - Front


For example Lei WuLong's (lp+lk 1+3) throw send you far enough apart to get the charge in after it!  If you can get the throw and the ram you get 70% Which is pretty good!

1+3~5 Double Foot Stomp (1)
2+4 Sleeper Hold (2)
u/f+1+2 Dragon Falls (1+2)
f,f+1+2 Tripping (1+2)
2+5 Tag Throw
1 (only while in dragon) Out of Control
~1+2 to regenerate energy and shift to drunken master


GRAPPLING TECHNIQUES - Left 

1+3 or 2+4 or 2+5 Sailboat Stretch (1)


GRAPPLING TECHNIQUES - Right 

1+3 or 2+4 or 1+5 Closing Fan (2)


GRAPPLING TECHNIQUES - Back 

1+3 or 2+4 or 2+5 Booby Trap

Special Arts


Razor Rush. The razor rush is a key component of Lei's offensive game. Although it doesn't do the greatest damage, this combo leads into every one of his animal stances. Also this move does not necessarily have to hit to be useful. Use it to confuse your opponent by going into different stances each time. Make sure to mix up the stance moves also while you are in them. You can also mix up the mid and low kicks at the end to keep your opponent guessing

f,n+1,2,1,2 Razor Rush Combo m,m,m,m 10,8,8,8
f,n+1,u Razor rush snake (snake) m 10
f,n+1,2,u Razor rush dragon (dragon) m,m 10,8
f,n+1,2,1,u Razor rush panther (panther) m,m,m 10.8.8
f,n+1,2,1,2,u Razor rush tiger (tiger) m,m,m,m 10,8,8
f,n+1,2,1,2,3 Razor rush low m,m,m,m,l 10,8,8,8,15
f,n+1,2,1,2,4,u Razor rush crane (crane) m,m,m,m,m 10,8,8,8,15


b+1 Drunken tiger lash h 24
~f Drunken master


Breaking Rush. As the name states, this four hit will break a defending opponents blocking. Make sure not to overuse this move, because it will not always work and has bad recovery time. With this move also it is important to mix up the mid and low kicks.

f,n+2,1,2,1 Breaking rush h,h,m,m 0,0,25,30
f,n+2,1,2,3 Breaking rush low h,h,m,l 0,0,25,15
f,n+2,1,2,4,u Breaking rush crane (crane) h,h,m,m 0,0,25,15


Falling Tree. This is one of Lei's more pointless moves, but it has the style to keep you using it. Lei jumps into the air and does what looks like his winning pose, (the one where he is laying down) and he falls to the floor. Use this move if your opponent isn't getting up, or when you tag in when your opponent is down.

u/f+2 Falling tree (play dead) m/g 15
ss+2,2,f Drunken rapid fists (drunken master) m,h 15,18
1+2 Hook Punch (back turned) h 18


Twin Snake Strikes. Being one of Lei's better new moves, make sure to mix this move in wherever you see fit. Lei goes for a double eye gouge, and can link into crane of panther after. Mix what stance you go into after to confuse your opponent as much as possible.

f+1+2 Twin snake strikes h,h 10,13
~f Crane
~u_d Panther


Cannonball. In this move Lei spins his head back and then lunges forward with the top of his head. This move will dodge high attacks, and since it is one of his stronger moves use it whenever your opponent goes for a slower high move.

b+1+2 Cannonball m 30
3,3 High low kicks ( back turned) h,l 28,20


Tornado Kick . I don't really like this move just because it is slow and has bad recovery time. Use it if you want if you have some distance from your opponent, and they're ducking. But I advise to go for a cannonball instead

3~4 Tornado Kick m 30
~d Knockdown
3~4~u Triple Tornado Kicks m,m,m 30,30,30
~d Knockdown
f+3~4 Axis Shifting Tornado Kick m 30
f,f,f+3 Jumping Kick m 30
f,n+3,4 1,2 Kick Mid h,m 35,20
f,n+3,d+4 1,2 Kick Low h,l 35,10
4~3 Clean Sweep (ends in resting) m 25

Lift Up Cannon. The only reason this move got 4 stars is because it's a decent juggle ender. Its two sliding kicks followed by a slow mid kick that juggles, but you can't get up fast enough after to do anything.

4,4,3,3 Lift Up Cannon l,l,m 7,7,35

Beating Kick Combos. This move would be much better if the first kick wasn't as slow as it was, and was mid. If you have some distance, use this move because it can lead into crane or a low kick at the end.

f+4,2,1,2,3 Beating Low Kick Combo h,m,m,m,l 35,12,12,8,15
f+4,2,1,2,4,u Beating Mid Kick Crane (crane) h,m,m,m,m 35,12,12,8,15


Rush Combos. This is a good five hit combo that has a delayed low mid variation at the end. Most people don't see the last kick coming so they will usually run into it. It can also be used as a good juggling move.

f,n+4,1,2,3,4 Rush Combo Mid Kick h,m,m,h,m 15,12,5,17,20
f,n+4,1,2,3,d+4 Rush Combo Low Kick h,m,m,h,l 15,12,5,17,10

Rave Spin. This move, along with razor rush, is the key to Lei's offensive game. It is a low sweeping move that can float your opponent, followed by a high spin kick. You can do this move from four different positions, and it can link to snake after the first hit. This move cannot be over used thought because if it is blocked you are open to most attacks.


d/b+4,4 Rave Spin l,h 10,25
d/b+4,u_d Rave Snake (snake) l 10
d+1+2 Sidewind stance
f+3+4 Drunken Master stance
d+3+4 Play Dead stance
b+3+4 Back Turned stance
ss+3+4 Falling Blade (ends in back turned) m 15
b+1+4 Phoenix Illusion stance
f+2+3_ss+1+4 Snake Stance stance
d_d/b+1+3_2+4 Low Thrust Block reversal n/a


Rave Combo, D+LP D+LP D+LP Keep doing it and you opponent can't get up!


Back Turned. Being one of Lei's better non-animal stances, this stance is very effective. It can hit on all levels and has tow annoying low moves. The low backspin will piss off anyone, and once they learn to block that move you do a spinning uppercut. You can also do a rave spin from this stance, which your opponent usually wont see coming. a normal position only lei can hit with some unique attacks such as:the flips or elbow drop.



B+3+4 Back Turned stance
1 Spinning Back Blow (back turned) h 12
d+1 Low Back Spin (back turned) l 8
2 Reverse Uppercut m 20
u/f+2 Falling Tree (play dead) m/g 15
4 Reverse Kick m 15
d+4,4 Reverse Double Slicer l,h 10,35
d+4~u Reverse Slicer Snake (snake) l 10
3+4 Flip Flop (back turned) m/g 15

Drunken Master. This is by far Lei's most improved stance by far. You now have more options from this stance, easier ways to get into it, life regeneration, and can choose to stay in this stance after three of the four moves form it. Before these improvements were made your opponent could just back off if they saw you in this stance and power up, and wait for it to end. Now they dare not because you have the option of staying in the stance, and gaining life, so they will usually go after you while you are in the stance. the great drunk punch is deadly,the falling kick are good too,and you get reversals automaticly

                 just by staying in this stance

f+3+4 Drunken Master stance
1 Drunken Tiger Lash m 24
~f Drunken Master stance
2,2 Drunken Rapid Fists m,h 15,18
~f Drunken Master stance
3+4 Staggering Slide(resting) l 15
1+2 Tiger Sip regains life
~f Drunken Master stance

Phoenix Illusion. Although this move links to Lei's only unblockable, it is easy to see coming, and will usually dodged. The tornado kick will only hit people who doubt its incredible range, in which case it will deal great damage. It also has the hopping phoenix, which is an all right move if used correctly.

b+1+4 Phoenix Illusion stance
3,3,3,3 Hopping Phoenix m,m,m,m 15,15,15,15
4 Tornado Kick u 90

Snake. In snake stance Lei stands on one foot and positions both of his hands like pythons ready to strike. Like all of the other animal stances, snake has all level moves from it. Snake is also one of the easier stances to get into. The rushing snake combo links back to snake, so you can use it as long as you want to. Snake bite hits mid and low, and most people wont block the last hit. The two kicks are not as useful, but mix them in whenever you want for the sake of mix-ups.


f+2+3_ss+1+4 Snake stance
1,1,1,1,1,1 Rushing Snake h,h,h,h,h,h 13,10,8,6,5,5
~f Snake stance
2,2~f Snake Bites Dragon (dragon) m,m 15,10
2,2,2~f Snake Bites Panther (panther) m,m,l 15,10,15
3 Rattlesnake (resting) m 21
4 Snake Low Kick (snake) l 11
d Panther stance
u Dragon stance

Dragon. In dragon stance, Lei holds his right hand over his left, making what looks like the mouth of a dragon I guess. This is one of Lei's most damage doing animal stance. All the moves from it do over 20 damage, and both dragon spark and dragon roar both stagger when blocked, and both like to tiger stance. Both of the rush combos are just as useful as if you were not in the stance. The stance has fast attacks, juggle starter and a great rush combo

2 Dragon Roar m 20
~f Tiger Stance
1+2 Dragon Spark m 25
~f Tiger stance
3 Dragon blast h 28
4,1,2,3,4 Rush Combo Mid h,m,m,h,m 15,12,5,17,20
d Snake
u Tiger

Tiger. While in the tiger stance, Lei holds both of his hands straight out with both hands wide open, ready for an attack. Tiger is the other damage doing animal that Lei has in his arsenal. All of the moves do at least 20 damage, and hit on all levels. The tiger kick also links to the razor rush combo so you can go into whatever animal stance you want. Tiger stance also has a high mid parry, so you can piss your opponent off when they go for a power move. The overhead swipes is have can do massive damage on MC,and his low sweep allmost allways

                 connect cause it's soooo fast.

1 Tiger Strike m 25
2 Tiger Claw m 26
3 Tiger Kick h 32
4 Tiger Tail l 20
f High Mid Parry reversal n/a
d Dragon stance
u Snake stance

Panther. In this stance Lei gets down low and waves both hands up and down. Panther stance is great because your opponent doesn't realize that most moves wont hit you. Panther will dodge all high attacks because he ducks down, and it also has a low parry sop low moves wont hit you either. Mix up the panther scratch and panther paw to keep your opponent guessing as much as possible. Panther paw also links into the defense breaker combo, so you can add those hits on after. My favorite stace,This stance is great for okizeme and juggles and you can low counter just 

                 by pressing F

1,2 Panther Scratch l,h 16,20
2 Panther Paw m 25
3 Panther Tail l 18
~b Phoenix Illusion stance
4,2,1,2,3 Beating Low Kick h,m,m,m,l 35,12,12,8,15
4,2,1,2,4 Beating Mid Kick h,m,m,m,m 31,12,12,8,15
f Low Parry reversal n/a
d Crane stance
u Snake stance

Crane. It seems that most of Lei's combos lead to this stance, and for good reason. Most people would laugh if you started walking at them with both hands in the air and standing on one foot. But the Crane stance is one of the more useful stances that Lei has. Crane's Bill and wing of crane can both go into the back turned position, and if they connect they both do great damage. The crane combo also juggles so you can add more damage to the great combo. a great stance,have great attacks as the guard melting and the crane dance,an amazing stance if you are not over using it.

1 Crane Bill m 27
2 Wing of Crane (back turned) h 30
3,4,1,3 Crane Dance m,l,m,m 21,10,10,15
4 Crane Kick l 20
d Snake stance
u Panther stance

Play Dead. I love this move because your opponent doesn't always realize that you are in it and will treat you like anyone elise that has been knocked down. Some throws will leave you in play dead, and that's when this move shines. You can usually get a hop kick off, which will launch your opponent for a juggle. You can also go for a rave spin if you see that they're blocking high. lei's favorite position :) can drive many ppls nuts and have preety deadly attack including his great 3+4 juggle starter.

d+3+4 Play Dead stance
3,4 Leaping Double Slicer l,h 7,21
4 Mid Kick m 15
3+4 Spring Kick m 21

Resting. Another one of those moves that's good when your opponent doesn't realize that you are in it. You can choose to do a clean sweep, that will leave you in play dead, or you can do a rave spin.

3,4 Low Kick Play Dead l 12
3,4,4 Low Kick Rave Spin l,h 12,25
4~3 Clean Sweep (resting) m 20

Sidewind. This stance is good if your opponent doesn't know what it is. The slide kick is good, and if it connects it leaves you in play dead

d+1+2 Sidewind stance
3_4 Low Kick l 12
4~3 Sliding Kick (knockdown) l 15
Knock Down
3+4 Pop Up m 20


Ten strings
1,2,1,3+4,2,1,4,1,2,3   h,h,l,m,m,m,h,m,m,h 10,8,7,8,6,6,10,6,6,30
1,2,1,3+4,2,1,4,1,4,4,  h,h,l,m,m,m,h,m,l,h 10,8,7,8,6,6,10,6,7,35
1,2,1,3+4,3+4,3+4,1,1,2 h,h,l,m,m,m,l,l,m   10,8,7,8,9,10,11,12,21


Best Way To Play: Offense.

Moves:

NOTE: All his moves will be here for next version!

DB+RK-RK: *Sweep into Spin*  One of his many flip moves.

RK-QT-RK-LK-LK: *Ground Kick*  Good damage and can be done in combos.

RK-QT-LK: *Spinning Trip*  Good damage.

LK-QT-RK: *Spinning Lunge*  Press U to do up to 3. Press D to drop to the 

 ground.

LK-LK: *Boot to Head and Trip*  Turns Lei so his back is facing you.

F-(N)-LP-RP-LP-RP: *Gut Punches*  Good for juggling.

F-(N)-LP-RP-LP-RP-RK: *Gut Punches into High Kick*  Another variation of his 

 moves.

F-(N)-LP-RP-LP-RP-LK: *Gut Punches into Trip Kick*  Same as above but more 

 confusing.

F-(N)-RK-LP-RP-D+LK: *High to Low*  Confusing move.

LP-RP-LP: *Rave Combo*  Puts Lei in back position.

D+LK+RK: *Nap*  One of Lei's many move positions.

RP+LP: *Double Backhand*  Puts Lei in Back position.

B+RK+LK: *Back*  Puts Lei in Back position.

Nap Moves:

D+LP: *Roll*  Makes Lei roll around.

LK+RK: *Kick Smack*  Great for juggling.

LK-RK: *Sweep into Spin II*  Same as Sweep into Spin.

Back Moves:

D+RK-RK: *Sweep into Spin III*  Guess what this one does?

D+LP: *Infinite Low Punchs*  Awesome move!

RP: *Uppercut*  And uppercut.

RK+LK: *Back Flips*  Can do up to three times.

*THROWS*

F-F+LP+RP: *Push*  A push move throw.

*Ten Hitterrs*

LP-RP-LP-RK+LK-RK+LK-RK+LK-LP-LP-RP


Its really a nine 

                                                        hitter.

LP-RP-LP-RK+LK-RP-LP-RK-LP-RP-LK


Probably his best Ten 

                                                        Hitter.

LP-RP-LP-RK+LK-RP-LP-RK-LP-RK-RK


Mix around with these.

*~* UNBLOCKABLE *~*

B+LP+RK-RK: *Spinning Blue Wind*  Good damage and hard to block.

B_LP_RK-LK-LK......RK: *Spinning Blue Wind II*  Sam only you can mix in some 

LK before the RK.

*~* UNBLOCKABLE *~*

***Juggle Starters***

Uppercut 

Diagonal Kick 


----------------------------------------------------------[LEI WULONG]

 ________________________________

|             |                  |

|             | 3+4,(3+4,1,1,2   |

|             |__________________|

| 1,2,(1,3+4, |           |      |

|             |           | (2,3 |

|             | 2,1,(4,1, |------|

|             |           | (4,4 |

|_____________|___________|______|

The Five Stances may be entered "directly" from the normal ready

stance via the the Ryuusei-Mid.Kick attack.  (f,N,1,2,1,2,4)  By

stopping the button presses mid-way and moving the joystick up or

down, they may be accessed as follows:

         __(f,N,1,u|d)   Snake

        /   __(f,N,1,2,1,u|d)  Panther       strike|stance

       /   /                                   1st | Snake

  f,N,1,2,1,2,4 --(f,N,1,2,1,2,4)  Crane       2nd | Dragon

         \   \__                               3rd | Panther

          \     (f,N,1,2,1,2)  Tiger           4th | Tiger

           \__                                 5th | Crane

              (f,N,1,2,u|d)  Dragon

 _______________________________________________________________

|            |                                                  |

| STANDING   | BACK FACING                                      |

| ~~~~~~~~   | ~~~~ ~~~~~~                                      |

|            | HaishinDa      1                                 |

|            | HaishinHoutsui 2                                 |

|            | HaishinTai     4                                 |

|            | Haishin Enbiraku    ub|df,2                      |

|            | Haishin SousouEnbu  D|d,4,4                      |

| Turn       | Haishin Kasouda     D|d,1       --> BACK FACING  |

|  B|b,3+4   | HaiJinraku 1        3+4         --> BACK FACING  |

|            | HaiJinraku 2        3+4,3+4     --> BACK FACING  |

|            | HaiJinraku 3        3+4,3+4,3+4                  |

|            | . . . . . . _____________________________________|__

|            |            |         |         |                  | /|\

|            |            | SNAKE   | DRAGON  | TIGER            |  |

|            |            | ~~~~~   | ~~~~~~  | ~~~~~            |  |

| Tenshin    |            | Jatotsu | Ryuuhou | SaikoSou    1    |  |

|     Renhou |            | Rengeki |  2,F    | ToukoSou    2    |T |

|   1+2,1    |            |         |         | KosenKyaku  3    |I |

|            | Turn       | 1st jab | Ryuuga  | KosouTai    4    |G |

|            | KousouEnbu |  2,F    |  1+2,F  | RyuuSei M.Kick   |E |

|            |    1st hit |         |         |      3,1,2,1,2,4 |R |

|            |            | 2nd jab |         | Ryuusei L.Kick   |

|            |  D|d,4,U|D |  2,2,F  |         |      3,1,2,1,2,3 |  C

| Kyokan     |            |         | . . . . |__________________|_ L

|      Kyaku |            |         |                            |  O

|    3,3     |            |         | Heisui*        1           |  C

|            |            |         | Ryuuhou        2           |D K

|            |            |         | Ryuubi         3           |R W

|            |            |         | Ryuuga         1+2         |A I

|            |            |         | RyuugaRengeki    4,1,2,3   |G S

|            |            |         | RougaYoushinGeki 4,1,2,3,4 |O E

|            |            |         | RougaKosonZan  4,1,2,3,D,4 |N

| . . . . . .|____________| . . . . |____________________________|_ |

|                         |                                      |  |

|                         | Heisui*      1+3                     |S | 

|                         | KenzanKyaku  3                       |N  

|                         | Jabi         4                       |A C

| enter snake stance      | Jabu#            1,1,1,1,1           |K O

|  ss,1+4                 | Jatotsu Rengeki  2,2,2               |E U

|  f,2+3                  | . . . . . ___________________________|_ N

|                         |          |                           |  T

|                         |          | PANTHER                   |P E

|                         | Jatotsu  | ~~~~~~~                   |A R

| KousouEnbu  1st strike  |  Rengeki | Hyouja        2           |N

|  db,4,U|D               | 3rd jab  | HyouSoutai    3           |T C

|                         |          | HyouSousou    1,2         |H |

|                         |  2,2,2,F | Raikou M.Kick  4,2,1,2,4  |E W

|                         |          | Raikou L.Kick  4,2,1,2,3  |R I

| . . . . . . . . . . . __|__________|___________________________|_ S

|                      |                                         |  E

|                      | CRANE                                   |C

| Raikou, Mid Kick     | ~~~~~                                   |R |

|                      | KakuTotsu  1                            |A |

|  f,4,2,1,2,4,u|d     | KakuYoku   2                            |N |

|                      | KakuSou    4                            |E |

|                      | ChouKakuRengeki  3,4,2,3                |  |

|______________________|_________________________________________|_\|/

* The Heisui is a throw (doable from the Snake and Dragon stances.)

  Pressing 1+2 during it will do half damage and give a partial

  restore Lei's gauge.

# Moving the joystick forward (F) after the strikes will return you

  back to the snake stance.

=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=

                             | LEI WULONG |

                             =-=-=-=-=-=-=-

Juggle                                       Hits     Damage      Difficulty

----------------------------------------     ----     ------      ----------

BK d+1, d+1, N+1, d+1, N+1                    5        29-30         Easy

        d+1, N+1, 3                           4         32           Easy

        d+1, d+1, d+1, N+3                    5         34           Easy   *

CH 1+2, d+1,1,1                               4         37           Easy

        d+1,N+1,d+1                           4         40          Medium

d/f+2, 1+2,1, d+1                             4         40           Easy

       f+2, f,N,1,2,1,2,4                     6        47-48         Hard

BK 2,  1, f,N+1,2,1,2,4                       6        41-45        Medium  *

CH 4, f,N+1,2,1,2,4                           5         45          Medium  *

u/f+4, d/f+1, d/f+1, 3                        4         40           Easy

       1, f,N+1,2,1,2,4                       6        41-43         Easy   *

       1, f,N+4~1,2,3                         6         42          Medium

       1+2,1, d+1, d+1                        5        40-46        Medium

       f,N+4~1, f,N+4~{1},2,3                 6         43           Hard

       4, f,N+1,2,1,2,4                       6         48           Hard   

d/b+4, 4~4,3,3                                4        34-38         Easy   *

       d/f+1, f,N+1,2,1,2,4                   6         41           Hard   *

d/b+4~d, 4, 1,1,1,1,1,1                       7        37-42        Medium  *

         1,1,1,1,1,1                          6         ??          Medium

         2,2>2                                4        31-36        Medium

(f,N+3,)d+4, 4~4,3,3                          4         37           Easy

Snake Stance CH 2, f,N+4~1,2,3                5         48          Medium

                   u/f+4, f,N+4~1,2,3         6         61          Medium  *

Dragon Stance CH 2, 1, f,N+1,2,1,2,4          6         47          Medium

Crane Stance 2, 1+3                           2         80           Hard

Crane Stance [3,4,2,]3, 1, f,N+1,2,1,2,4      6         41          Medium

Tiger Stance CH 1, f,N+1,2,1,2,4              5         57          Medium

Tiger Stance 4, WS+4 d+4                      3         35           Easy

                4~4,3,3                       4         43          Medium  *

                WS+1, f,N+1,2,1,2,4           6         52           Hard

Panther Stance 2, f,N+4~1,2,3                 5         53          Medium

FU/FT 3+4, b+1+2                              2         50           Easy

           u/f+4, f,N+1,2,{1},2,4             6        51-53        Medium

           u/f+4, f,N+4~1,2,3                 6        55-58         Hard

           b+1+2, 1, f,N+1                    4        55-62         Hard   *

           SS,1 , f,N+1,2,1,2,4~d, 4    8         57           Hard   *

FD/FT 3, WS+4, d+4                            3         32           Easy

U/F#,3, 4~4,3,3                               4         49          Medium

        f,N+4~1,2,3                           5        56-64        Medium  *

Sidejuggle, u/f+4, 1, f,N+1,2,1,2,4~d, 4      8        63-65        Medium  *

d+1+3 (Low Kick Cancel), u/f+4,                  *

                         d/b+4,
