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WARNINGS Read Before Using Your Sega Dreamcast Video Game System

CAUTION
Anyone who uses the Sega Dreamcast should rend llio opornliiig inniuial for the software and console before operating them.

,

A responsible adult should read these manuals together with nny minora who will use the Sega Dreamcast before the minor uses it

health and epilepsy warning
Some small number of people are susceptible to epileptic soI/iiiuh or lusa of consciousness when exposed to certain flashing lights ;

or light patterns thatthey encounter in everyday life, such an those in cottain television imag^ or video games. These seizures orToss !

of consciousness may occur even if the person has novor luicl .m upiloptic seizure.

If you or anyone in yourfamily has ever had symptoms rolrit< >< I to epilepsy when exposed to flashing lights, consult your doctor prior to

using the Sega Dreamcast

In all cases, parents should monitor the use of video gamo!; Iiy il»)ir children. If any player experiences dizziness, blurred vision, eye or

muscle twitches, loss of consciousness, disorientation, any involuiitatv movement or convulsion, IMMEDIATELY DISCONTINUE USE
|

AND CONSULTYOUR DOCTOR BEFORE RESUMING PLAY.

To reduce the possibility of such symptoms, rh(,‘ opmalor must follow these safety precautions at all times when using the

Sega Dreamcast
• Sit a minimum of 6.5 feet away from the television scrrusi. I liis should be as far as the length of the controller cable.

• Do not play ifyou are tired or have not had much sl(»o[).

• Make sure that the room in which you are ploying hns nil 1lu> lights on and is well lit.

• Stc^ playing video games for at least ten to twenty minuios per hour. This will rest your eyes, neck, arms and fingers so that you can

continue comfortably playing the game in the fuluro.

OPERATING PRECAUTIONS
To prevent personal injury, property damage or molfunc(ij)n;

• Before removing the disc, be sure it has stopped spitining.

• The Sega Dreamcast GD-ROM disc is intended for uso oxcliisivoly on llio Sega Dreamcast video game system. Do not use this disc

in anything other than a Sega Dreamcast console, osfx.‘ctiilly nol in a CD [)layQr.

• Do not allow fingerprints or dirt on either side of the disc,

» Avoid bending the disc. Do not touch, smudge or scratch ils siirfaco.

• Do not modify or enlarge the Center hole of the disc or use a disc that is cracked, modified or repaired with adhesive tape.

Do not write on or apply anything to either side of tlie disc.

• Store the disc in its original case and do not expose it to liigli temperature and humidity.

• Do not leave the disc iadirect sunlight or near a radiator or other source of heat.

• Use lens cleaner and a soft dry cloth to clean the disc, wiping gently from the center to the edge. Never use chemicals such as benzene

and paint thinnerto dean fiiedisc.

PROJECTION TELEVISION WARNING
Still pictures or images may cause permanent picture tube damage or mark the phosphor pf the CFiT. Avoid repeated or ejdended use of

videogames on large-screen projection televisions.

SEGA DREAMCAST VIDEO GAME USE
TTiis GD-ROM can only be used with the Sega Dreamcast video game sy^em. Do not attempt to play this GD-ROM on any other CD
player; doing so may damagethe headphones anri'or speakers. Thisgame is licensed forborne play on the Sega Dreamcast video garni

»

system only. Unauthorized copying, reproduction, rental, or public performance of this game is a violation of applicable laws. Tho
characters and events portrayed In this game are purely fictional. Any similarity to other persons, living or dead, is purely coinddental.
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Thank you for selecting STREET FIGHTER III: THIRD STRIKE for ypSp',' /

Sega Dreamcast. We at CAPCOM entertainment are proud to

you this new addition to your video game library. i > i S
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47S Oakmead Parkway, Sunnyvale, CA 94086 '
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CAPCOM EDGE HINT LINE

Hints are available:

1]»D(i)®“D^@=[|ID(S| (1-900-976-3343)

$.99 per minute for 24-hr. pre-recorded information.

$1.35 per minute for live Game Counselor assistance.

From Canada: 1-900-677-2272 ($1.35 per minute).

Must be 18 years or older, or have parental permission. Game
Counselors available Monday - Friday 8:30 a.m. - 5:00 p.m.

Pacific Time. This hint line supports games produced by

CAPCOM ENTERTAINMENT, INC. only. No hints will be given

on our Consumer Service line. You must have a touch-tone

phone to use this service.

CAPCOM ON-UNE

http://www.capcom.com

Visit our website to see all the great new CAPCOM products

or to check out featured games on-line! You can also e-mail

us at megamail@capcom.com for technical help or to find out

what's new at CAPCOM!
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SEGA preamcast:

DISC DOOR

POWER BUTTON
This turns the unit

ON or OFf

CONTROL PORTS

OPEN BUTTON
Press to open the Disc

Door,
,

Use these ports to connect the Sega Dreamcast” controller or other periphcial equipment,

From left to right are Control Port A, Control Port B, Control Port and

Control Port D, For STREET FIGHTER IlIrTHIRD STRIKE, use Coptrol Ports

A and B to Sgnnect controlleivfor players 1 and 2 respectively, 1

STREET FIGHTER lll:fHIRD STRIKE is a 1-to-2 player game. Before bming

the Sega Dreamcast power ON, connect the Sega Dreamcast controllerls) or

other peripheral equipment into tire control ports. Purchase additional controllers

(sold separately) to play with two or more people.

S^fGA DREAMtAST -
.

V'lSUAL MEMORY UNIT CVMU)
/ To save option settings and high Score data, insert a Visual Memory

/ Unit (VMU) into socket 1 of the controller in Control Port A
BFTOI^ turning on the Sega Dreamcast.

, Note: White saving game data, never turn OFF

the Sega Dreamcast power, remove the VMU
1 or disconnect the controller.

crAi]

2

STARTING A GAME

Press the START Button at the Title screen to display the Qame
Mode menu. To make your selections on the following screens,

use the Directional Button or Joystick to choose and press

the A Button to confirm,

• Select a game mode, (See game mode descriptions beginning

on page 9.)

• Select a street fighter. Character colors will differ depending

on which button you press to choose a character, (See fighter

descriptions and individual moves starting on page 18.)

• Select a Super Art - a powerful special move - for your

street fighter. Each character has three Super Arts. Choose

the one that matches your playing Style. In order to use

your fighters Super Art, you must fillyour Super Art

Qauge. (See each characters Super Arts starting on page 18,

J

SAVING GAME DATA
STREET FIQF-ITER III; Srd STRIKE auto-saves game data, such as

option settings and high score information, at certain points

during the game. To take advantage of the auto-save feature,

insert a Visual Memory Unit (VMU) into socket 1 of the controller

plugged into Control Port A
This game requires 4 free blocks to save game data.

3



CONTROLS (default)'

SEGA DRmMCAST CONfftOUER
Expansion Socket 1

R Trigger L Trigger - Heavy Punch (HP)

Expansion Socket 2

X Button - Light Punch (IP)

Y Button - Medium Punch (MP)

B Button - Cancel selections /
Medium Kick (MK)

A Button - Confirm selections /
Light Kick (LK)

Analog Thumb Pad

Directional Button (D-Button)

Highlight selections on menu screens

/ Move your character^:

Verticai jump

71 Diagonal forward jump

^ Move forward/standing parry

^ Crouch

>4# Crouch / Crouching parry

l£ Crouch / Lower block

4* Move backward / Upper block

K Diagonal backward jump

START Button •

Start game /
Pause / Resume /
join in Player 2

Never touch the Analog Thumb Pad or L/R Triggers while fuming

the Sega Dreamcast power ON. Doing so may disrupt the controller

initialization procedure and result in malfunction. If the Analog Thumb

Pad or L/R Triggers are accidentally moved while turning the Sega

Dreamcast power ON, immediately turn the power OFF and then ON
again, making sure not to touch the controller.

These moves are for characters

facing right. Reverse the left/right

directions for fighters facing left.

SEGA DREAMCAST ARCADE STICK

X Button - Light Punch (LP)

START Button

Pause / Resume / join in Player 2

Y Button - Medium Punch (MP)

1 Button - Heavy Punch (HP)

C Button “ Change items /
^jH^avy Kick (HK)

B Button -\CpncRL selections /

\|
imediuffiJCick (MK)

Button - Confirm selections /
Kick (Hie)

SEGA DREAMCASTJUMP PACK
STREET FlQHIEp lll.'TlsTIra) STRIKE s,)af>p3®®e_JufTip Pack vibration peripheral. When
inserted into the Expansion Socket oka-Sega Drwybast controller or other compatibleperipherai

equipment, theJw Pack provides fylbtahon effect that can considerably-erihatS the gatn/_

play experience. |rhe jump Pack qan^ot fiellscd' with the Arca.deSffck.)
y*'

Note; When fli^ Jump Pack is irle»t|d into Expansion Speket 1 of the Sega Dreamcasfcontrollcr, the Jump

Pack connects, but does not lock. It#® contrdler is jarred, the jump Pack may f^l-oUt dunng game play

or otherwise inhib^ game operatiolj. T^e Jui|ip Pack i4nnot be used withJIie'Arcade Stick.

NOTES;

• STREET FIGHTER III: THIRD STRIKE is a TM player game. Connect controllers or other peripheral equipment before

turning on the Sega Dreamcast,

• The Sega Dreamcast controllers Analog Thumb Fbd is not used in this game,

• When using any controller, to return to the Title screen at any point during game play simultaneously press and hold the

A, B, X, Y and START Buttons. This wilt cause the Sega Dreamcast to soft-reset the software and display the Title screen.

• For both the controller and Arcade Stick, you can change the default button assignments. See page 13.

5



COMBAT SCREEN

Score Timer

Vitality Gauge

Character

Stun Gauge

Message

Super Art Gauge

Super Art Selected

Super Arts Number

'

ll

Wins Number of wins for the player.

(Not shown at left)

Player's current score,
'

Score

Timer Remaining round time, / 1\

Color bar decreases as character is) | ,/

attacked. If the color bar disappearl;:*
,.

|

'*

the character is knocked out. ''py

Vitality Qaugc

Character Name and portrait of streeffi^^terA^^*--

Stun Qauge When this gauge fills up, the charltter is

stunned and becomes dizzy’.
;

'

Messages Various messages appear fqf both figfjtei^

as the battle goes on, / , , / J\

Super Art Qauge Super Art move can be;$erfortTie|^! 1'

when this gauge is fuE, - .-c:; //, P
Super Art currently'selpcted bijirxharacfer.Super Art Selected

Super Art Number Number of Supef Arts avail^bleyfSach /
'

Super Art ha/its d\yp nraxyhufhber

of uses.) /
'

'"!/ /



COMBAT RULES
MATCH PLAY'

» Each round last's for 99 counts (default) dr until one fighter wins.

* The first player to use up all the opponent's vitality before time is up

wins the round. . ’. /

« If both players'lwve.^ome vitality reftSining when time is up, the player

with more vftality wjns the round.

!
. X -

"

» The first play<r to Win Two out of threejnunds (default) wins the match.

V
DRAW 5AME
A draw game occurs when both fighters run out of vitality at the same time

(double K.O.), or when both fighters have the same amount of vitality left

when time is up.

! If a draw game occurs in the final round, the match is judged on points

Note; Use'Option Mode to change round time and number of rounds

in a match. See page 13.
'

<

ARCADE 1 OR 2 PLAYER(S)

Fight against CPU opponents, one after the other. Defeat all

opponents and see a victory ending. Player 2 can join in any

time by pressing the STAR Button. You can continue even

if you lose.

VERSUS 2 PLAYER COMPETITION

Challenge a friend head-to-head. Insert two controllers into your

Sega Dreamcast before starting. Choose a fighter, handicaps and
;

stage before every match, choose a Super Art for each round

(default, can be changed in Option Mode, see pa^e 13).

In Versus Mode a Result screen is displayed after each match.

Choose from the following options: i, j

• Continue - Return to the game.

• Replay Save - Save replay data from the match. Sbu can look

at the replay in Replay Mode (see page 12).

• Exit - Exit Versus Mode and return to the Qame Mode menu.

CONTINUE

REPIAY SAVE

EXIT

CONTINUE

REPIAY SAVE

EXIT

I



TRAINING
Practice your moves and combos. Choose your character

and sparring partner, Then you'll see the training menu. Use

the Directional Button or Joystick to make a selection

and to change the setting. Press the A Button to confirm,

NORMAL TRAINING
• Normal Mode - Practice your moves and combos

with no time limit. Vbur sparring partners vitality

recovers automatically.

• Recording Mode - Record your training with no time limit.

Vbur sparring partner's vitality decreases if you attack as

though in a, regular match.

• Replay - Practice your moves and combos with no time limit.

Your sparring partner's vitality recovers automatically.

• Dummy Setfing - Adjust settings for the sparring partner.

• Training Option - Adjust various options in Training Mode,

• Button Gonfig - Change the control button assignments,

• Character Change - Select a diffet;ent character or

sparring partner.

• Exit - Return to the Mode menu for the Training option.

BLOCKING TRAINING
Practice your Parrying move. First, .retord your sparring fiartner

in an attack pattern. Then practice parrying as your sparring

partner goes through the recorded pattern. Choose your character

and sparring partner, then move on to the Training menu.

• Dummy Recording - Record your sparring pakher in ap

attack pattern. There is a time limit, and yotir OTaraeter

automatically performs parrying; hbu can ,exit this mode

when the time is up or through the Pause menu (press START).

• Blocking Training - Practice parrying, with the sparring*

partner you recorded in Dummy Recording Mode. Note That

if you fail to: parry or attack your sparring partner, the partner

may nOt reproduce theiattacking: pattern correctly,

• Other Options -) See Normal Training on page 10.'
,

'

]

SYSTEM DIRECTION
Modify and adjust the following game systems:

• System - Choose ORIQINAL to play with a game system

you create.' 'v -

'

• Direction - Modify and adjust existing game systems using,

the pirection menu. As you highlight items,, their;description is

displayed at the bottom oF the screen. Select NEXT or press the

R TriggerA' Button to move to the next page. Select BACK or

press the L Trigger/X Button to go back to the previous-page.

Select EXIT to return to the System Direction menu,

• Save }- Save the game system setting to a VMU
• Exit - Return to the Modementi for the Training option.

T’-"'
:

—

’

'

H
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REPLAY MODE
Watch replay data previously saved to a VMU First choose a

VMU containing replay data. Then choose a replay file to load

from the list displayed. When the replay ends, select from the

following options: ^
• Restart - Watch tire repfay again. '"x.

• Save - Save the rephiy file to a VMU.(Sayj.^_a replay file

requires up to 30 bldcks on the
'

.f

• Exit - Return to the Wode-jaenu for the Tuning option.

OPTION
Use the Directional Button or Joystick to make a selection

and to change the .setting, Press tlK A Button to confinn,-

press START to return to the Title screen,

Oame Option

Difficulty Add stars to make the opponent tougher to beat.

Time Limit Set the time limit per round.

Rounds (IP)

mmm.

Set the number of rounds'per match for-1 Player

games.

Set the number of rounds per match for 1 Player

Versus games.

Set the’ amount of injury your attacks will inflict,

Turn Handiap QN/OFF in Versus Mode
Set character control in Versus Mode. For example,

set both to CPU towatch a^CPU vs CPU match.

Reset the options to their defaidt status.

Return to the Option menu, i

-ki&nge the button iassignments. Tbu can also

assign special commands:

Adjust the screen setting for your monitor.

Rounds (VS)

Damage Level

Handicap

Player 1/2 (VS)

Default Settings

Exit

Button Config

Audio Choose stereo or monaural sound.

BQM/SE Level Adjust background music/Mund effects volume,

BOM Test Sample the game's background music, ^

Memory Card

Save Data Save option isqttings and score ranking to a -

(VMU). Thik’gSne-uses 3 blodcs in the VMU.
Load Data Load game data from a VMU.
Auto Save Turn ON to save option settings and score ranking automatically.

Note: Saving and loading data require an option Visual Memory Unit (VMU).

13



BASJC SPECJAL TECHNIQUES
In the moves belovy; the.P-5Butt0jii/Joystick''moves are for fighters facing right.

Reverse the Ifft/right acfidhs for fighters facing left.

Regular Moves Press a Punch (P) or Kick (1<) button

V Combo moves made up of a'D-Button/Joystick command
and a Punch or Kick button pres|

Wppcr block; 4:,- Lower block: ^
'y&u"t»B,.perform eitl^r a stanaftto '' j/i

or uouchiife'ttoeCL/se a right bli

ward pff an opponents attap,

tftfnot block in the air. /

:C.

:r than a regylar jump.

\
" " "'

1
. \ /

or /

, Slanding parry: (toward opponent)

Crouching blocking parry; cj/

P^ess toward^dppqnef^f foranappw' attack or ^ for a

Iftfyer att^ the moment your opponent's attack hits

y|uif*^u'succeed, you can move first and fake



Quick Standing

techmqije ^
terucgiiefit'ah'Opponent'' |

- ' 4pocIS»hrows yop up r
, |

-"•141^7 "^o pt'
’

All buttons -

Reci^very-ftojadizzinp^ mfre quickly

by r»idly pressing file Diteitional

Butlbife-punch Mtfljis..'atid ktek

|>®on^ any random orders
'

'v
^

• IP + Ll<,simultaneously

I

V\/hen,clo^^0-anppp|nent|P"

^
/ buttons/iimultane^usly^|o'thr^' ^
I theofi^nent6o%c}ia\acters|jave\/

gfAAves insteal of throws, \ ! /

I

' A^f'mput^thl corfeandfhe mWnf\ /
fhpfppponent grabs you ta escapk \) i

the opporfnt's^Wy move, \
'Jj

MP + MK' simultaneously

;
;
Jiimp lower thai^ia' regular jumf ind attack,

I

Ef/ecftve againstbn opponent who is doing

I I, ik" crouching bloclki \
it K \ .

PIP + I IK simultaneously

. Ifeach character has pn Individual Personal

j

i^rtion with a uniAie affect.

lecovery

Throw & Qrapple

Leap Attack

Personal Action



Super Art Directional Button/Joystick + Ppnch or Kick button

ASupet Art move is a super powerful

/
'

special move. As you attack, ypur Super i

,
’

.

,
^ ^ Qauge gradually fills up. When the

is you can perform a Super ArtM ? m ''O'v. ..

XsK :
'

‘

'klove. Each character has three Super

*
i '/^rts. Choose one before the match begins

.fsee page 3). See the character moves
,-N A

/•
,

EX Special Move

’
,, beginning on page 18 for eacb'characters

'

/ individual Super Arts.

2 P or 2 K. buttons

When the Super Arts Qauge is blinking

! light l?l<ie, prek two P or ,K buttons while

v--j.ihputtij^,| Special Move command to perform

xfe^jbre^pbwettjayereion of the Special Move.

:s ' An-iEX Spepiaf Move regiiires a certain amount

of S|^p Art i^oge.--'''
'

'

K.,

4h-<:

%
J1

%b

GRAPE jyPGE SYSTEM,

Your play is evaluated thr

your offense and defense

and so on. The result is d

When an Arcade Mode
for all matches is displaye

(



STREET FIGHTERS

Moves given in this section are for fighters facing right. Reverse the

for fighters facing left. Also, these abbreviations are used:

• P = Punch LP = Light Punch HP= Heavy Punch

• 1< = Kick LK = Light Kick HK = Heavy Kick

• EX = EX Special version of the move is available

left/right actions

SPEOM MOVES
Flash Chop
Power Bomb
Air Knee Smash
Air Stampede
Slash Elbow
Spiral DDT

SUPEE ARTS (CHOOiB OnB)
I HypER Bomb S60° motion + P

II Boomerang Raid + P
III Stun oun Headbutt + P

4.'^'^ + P CEXi
+ P

+ K [EXi

4< (CHARGE) t + K lEX]

e (CHARGE) ^ + K tEXJ
+ K

SPEOAl MOVES
Hadoken
Shoryuken
Hurricane Kick

High'Blade Leg Kick

SUPBt ARTS (OfOOiB ONB>
I Shinku Hadoken

II Shin Shoryuken
III Den JIN Hadoken

4'^^ + P LEX]
44^ + P LEX]
4IC4- + K (USABLE IN AIR) LEX]
4-k'42J-4 + K LEX]

4^^4^-4 + P
4tsl44^4 + P
4^-^4^'^ “E P (CHARGEABLE)

SPEOM. MOVES
Jet Uppercut
Machinegun Blow (

Ducking Straight <

Ducking Uppercut (

Cross Counter
Short Swing Blow -

SUPBt ARTS «HOOSB OME)
I Rocket Uppercut tj

II Rolling Thunder sj

III Corkscrew Blow sI



mtULMOVBf
Tetsuzanko
Zesihou Hohou
NishouKvaku
Kobokushi
Zenpou Temshin

amt MTS moots one>
I yoHo
II fOURAI RENCEKI
ill QENEiJIN

SPBSML MOVES
N.Da.
A.X.E.

DJt.A.

aPEK Asers «hoose onb>
I X.N.DJ»

II X.F.L.A.T.

III xxo.py.

SPEOM MOVES
Tourouzan
Senkyutai
Byakko Soushoda
Zenpou Tenihin
Kaihou

iUMR MTS moots Ohs)
I Ramhin Mahhaken

II Tenshin Senkyutai
ill Seiei Enbu

+ K
+ P

< Oaihimo Head Attack
DfRE^^LEC Attack
Hich Speed Barrage
Capture & Deadly Blow

lilHBR AETS moots Ohs)
I Critical Combo Attack

II Deadly Double Combination
ill Total Destruction

(CHARGE) -^ + P [EX]
4- (CHARGE) + K [EX]

+ P [EX]
+ K

21



Ill Elktrk Snake

$PB€IM MWBt
HyAKURETfU-KVAKU K (PRESS RAPIDLY) [EX]
Kikoken + P [EX]
(PINNING Bird Kick 4< (charge) + K [EX]
Hazanshu + K [EX]

SUPER ARTS moose Ones
I Kikousho 160° Motion + P

II Hoyokusen + K
III Tensei Ranka + K

SPEOAL MOVES
Electric Blaster >4<il + P (press rapidly)

Tornado Hook <-K4«SI-> + P [EX]
ayiNO Viper 4-K4" + P [EX]
SNAKE Bang + K
Rising <obra + K

SUPER MTS moose ONB>
I Magnetic Storm + P (press rapidly)

II SLAM Dance + P

SPEOAl MOVES
Sean Dvckle 4-K4(il-» + P (hold down) [EX]
Dragon Smash + P [EX]
Tornado + K [EX]
Ryubi kyaku 4<V-» + K [EX] .;.V, .

UIPER ARTS moose OnB>
I Hadou'Burst + P
II Shoryu-Cannon + P (press imric^

.III Hyper Tornado + P

SPEOAL MOVES
Light of Virtue: High
Light of Virtue: Low
Rising Rage Plash
Clod Blue Kick

SUPER ARTS moose ONe>
I Light of Justice

II Supreme Rising Rage Flash
III Blue Nocturne

4- (CHARGE) -> + P [EX]
4- (CHARGE) » + K [EX]

4/ (CHARGE) ‘t' + K [EX]
•4^lc;4- + K (EX)

+ P
+ K
+ K



mamMewsf
Krakh Wheel
Rhiho Horn
Mallet tMAtn
SPIN Size

iVNX lilLIL

mmt jum moose
I sptNNiNa Beat
n Brave Dance
III Healino

Onb)

NKHIRIN SHO (CHARCE) + P CEXI
ONI WNMA 1.P (CHARGES 4- P LEX]

NIOH RIKI + P
JINCHU VAltari + K lEXl

WPER AKTS moose Onb)
I KKHIN RIKI + P THEN P I

Kishin Tsui* + PP
II Yagto Dama •t" R

YAGTO ODAMA*' + PP
III Tencu liHi 4- P

Tench Midareiihi* 4- PP
*WHEN Super Art Oauce ii at max

24

smmMovBf
Hacoken
Shorvuken
Hurricane Kick

-HfAEff AKTS moose Onb)
I Shoryu Repra
II Shinryuken

III Shippu Jinraikyaku

+ p
+ K (PRESS RAPIDLY)
4- K

SPBOAL MOVES
\

Chariot Tackle

'i
Violence Knee Drop

f Dangerous Headbutt
Metallic Sphere

SU^t AStTS moose Onb)
I Tyrant Slaughter

II Temporal Thunder
III Aegis Reflector

(CHARGE) 4- K [EXl

st (CHARGE) t + K lEXS

(CHARGE) ^ 4- P [EXl
4- P [EX]

vl«:il-»>i>]il^ 4- P
+ P
4- P
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iPEOMMOtm
oiANT Palm Bomber
fOMERIAUlT PREM
Shootdown Balkbreaker
Moniter Lariat

Ultra Throw
Meat Squaiher

JliPCR Aim «HootB 0W«>
I Qicai Breaker

li MECATON PREIf

III Hammer. Mountain

160° motion twke + P

+ K
+ P

moALMoim
Havate
Hukiaoe
Oroihi
Karakusa
Tiuruoi

fUPER AItTS mooiB Onb)
I Seifyusen Qodanzuki

II Abare TosaNami
III Trndenrenki

+ P LEX]
->4<il + P lEXl

+ P LEXl
+ K

+ K (in air) LEX]

+ p
sl/il^s|/il^ + K

SKOAL MOVES
) \ Kunai
'

;
Raida
Kubi Ori

KazeKiri

Tsumuji
HlEN
TiuiJi Coe
Kaiumi Cake

SUKR Altrs «HooiB One)
I Kaiumi Suzaku + P (in air)

II VOROI Doihi + P
III Yami Shioure + P

mmm
sL<6l-^ + P (IN AIR) LEX]

+ P
+ P lEXl

+ K LEXl

vi/l^«- + K THEN K LEXl
+ K [EX]
+ P
+ P

SKOAL MOVES
COU HADOKEN
Shakunetsu Hadoken
COU Shoryuken
Tatiumaki Zankukyaku
Ashura Ienku
Hyakkiihu

SUPBt ARTS «HOOSB One)
I Meiiatsu Cou Hado

Meiiatiu Cou Shoryu
Meiiatiu Cou Raien
Ihunookuiatiu*
KonoouKokuretiuzan*

+

»sLil + P
+ K (USABLE IN AIR)

^4<il or + PP OR KK
+ K THEN P OR K

OR IP + LK (NEAR OPPONENT)

+ P (USABLE IN AIR)

+ P
+ K (USABLE IN AIR)

LP LP LK HP
4,4,4, + ppp

’^when Super Art Gauoe is at max



TAKE IT TO THE EDGE. CyW=COM EDGE.
COLLECT CAPCOM EDGE PROOF-OF-PURCHASE POINTS
EVERY TIME YOU BUY ANY SPECIALLY MARKED CAPCOM
GAME TO EARN AMAZING GEAR LIKE SHIRTS, GAMES OR
EVEN A PORTABLE CO PLAYER! PLUS, YOU'LL BE ABLE TO
WIN QUARTERLY SWEEPSTAKES WITH KILLER PRIZES - LIKE

YOUR OWN SIGNATURE SIZE ARCADE MACHINE.

DON’T FIGHT IT! SIGN UP TODAY
JUST COMPLETE THIS ENTRY FORM OR SEND A 3x5 CARD WITH
YOUR NAME, ADDRESS, PHONE NUMBER AND DATE OF BIRTH,

AND PARENT’S SIGNATURE (IF UNDER 18) TO:

CAPCOM EDGE 475 OAKMEAD PARKWAY, SUNNYVALE, CA 94066

Ofter valid 9/1/99 to 1/31/Ot. tfeamijm 2 awafcfs per name and/or address. To claim awards send a

completed prtzs redemption form, Capcom Edge or Fighters Edge proof-of purchase points (or original UPC
code) and shipping and handling fees to Capcom Entertainment (see www.capoom.com for complete details).

Award merchandise is subject to change and subject to availability while supply lasts. Allow 1 0-12 weeks for

delivery. Items be shipped sffiparmely. Extra points on orders will not be refunded. Points cannot be
IraosfeiTsd or sold to another parly for use for any other purpose. Capcom Edge points cannot be redeemed
for cash. Capcom Entenalnmeid may cancel, rescind or extend this offer at ary time. Points are subject to

verification. Only original Capoom Edge or Fighters Edge proof of purchase points or original UPC codes are

valid from retail packages or from authori^d Capoom Edge or Fighters Edge certificates. No reproductions

allowed. Points valid onfy once per game purchase per person. The Capcom Edge program is valid only with

current Capcom and Fighters Edge games. Those under age 18 must have parent or guardian signature to

participate. The Capetom Edge program is operated by Capcom Entertainment and Is open to residents of the

United Stales and Canada excluding Quebec. Fraudulent claims will be voided. Proof of mafflng does not

constitute proof of detivery. Capcom is not responsible for lost, incomplete, damaged or illegible claim forms.

Certified mail Is recommended for orders. Sweepstakes winners will be determined in a random drawing from

registered Capcom Edge members. No purchase necessaiy. Odds of winning depend on number of

registered Capcom Edge members. Sony Computer Entertainment America, Nintendo of America and Sega
of America are in no way affiliated with this program. Employees of Capcom Entertainmenf, its agencies,

vendors and their immediate family members are not eligible for this offer. All decisions of Capcom
Entertainment on all matters relating to this promotion are final. Recipients agree that awards are presented

.
on the condition Capcom Entertainment, Sony Computef Entertainment America, Nintendo of America, Sega
of America, their atfiliates. subsidiaries, divisions or related companies, have no liability whatsoever, for any

damages, injuries, fosses or expenses of any kind resulting from acceptance, possession or use of the award.

Award recipient fs responsible for any and all Federal. State and local taxes if necessary. Olferis only good in

United States and Canada excluding Quebec. Void where

prohibited by law. Other restrictions may apply.

All orders must be postmarked by 1/31/01.

© CAPCOM CO., LTD. 2000. ® CAPCOM U.S.A., INC. 2000. ALL RIGHTS
RESERVED. CAPCOM and theCAPCOM LOGO are regislered trademarks of

CAPCOM CO., LTD. CAPCOM EDGE is a frademark ofCAPCOM CO.. LTD.
www.capcom.com

CREDITS

Manual Design; Hanshaw Ink & Image; Marketing: Todd Thorson, Sean

Robert Jotinson; Creative Services: Jennifer Deauville and Marion Clifford;

Pactege Design; Michi Morita and Jamie Gibson; Translation: Masapki

Fukumoto; PR: Melinda Mongelluao, Matt Atwood and Carrie Megenity;

Special thanks to: Customer Service, Tom Shiraiwa, Miki Takano, Bill Gi’dner.

Robert Lindsey, Neal Robison and Mark Galam^a.

1
^.

STRST FILTER HI:

TfflRD STRIKE

kPTS

REPAIRS AFTER EXPIRATION OF WARRANTY
It the GD-ROM develops a problem after the 90-day warrant period, you may

contact the CAPCOM Consumer Service Department at the phone number noted

previously. If the CAPCOM servii^ technician is unable to solve ffie problem by

phone, h^she may instruct you to return the defective GD-ROM to CAPCOM freight

prepaid at your own risk of damage or delivery, enclosing a check or money for

$20.00 (U.S. funds only) payable to CAPCOM. We recommend sending your GD-

ROM certified mail CAPCOM will replace the GD-ROM. subject to the conditions

above. If replacement 6D-ROMs are not available, the defective product will be

returned to you and the $20.00 payment refunded.

WARRANTY UMiTATIGNS

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES
nr MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE,
ARE HEREBY LIMITED TO NINETY (90) DAYS FROM THE DATE OF

PURCHASE AND ARE SUBJECT TO THE CONDITIONS SET FORTH

20
90-DAY LIMITED WARRANTY
CAPCOM ENTERTAINMENT, INC. (“CAPCOM") Mira^ to the original GorKumer

that this Sega Dreamcast GD-ROM {“GD-ROM”) from CAPCOM shall tie free from

defects in material and workmanship for a period of 90 days from date of purchase.

If a defect covered fay this warranty occurs during this 90-day warranty period.

CAPCOM will replace the GD-ROM free of charge.

To receive this warrant service;

1, Notify the CAPCOM Consumer Service Department of the problem requiring

warranty service by calling (408) 774-0400. Our Consumer Service Department

is in operation from 8:30 a.m. to 5:00 p.m. Pacific Time, Monday through Friday.

?.. It the CAPCOM service technician Is unable to solve the problem by phone, he/she

will instruct you to return ttie entire GO-ROM to CAPCOM freight prepaid at your

own risk of damage or delivery. We recommend sending your GD-ROM certified

mail, PiKise Include your sales slip orsimilar proof-of-purchase within the 90-day

warrant period to;

CAPCOM
Consumer Service Department

475 Oakmead Parkway

Sunnyvale, CA 94086

I his 'A/arrar% shall not apply if the GO-ROM has been damaged by negligence,

iiccident, unreasonable use, modllfiation, tampering or by other causes unrelated

10 the defective materials or workmanship.

HEREIN, IN NO EVENT SHALL CAPCOM BE'^
LIABLE FOR CONSEQUENTIAL OR INCI-'^

DENTAL DAMAGES RESULTING FROM THE\
BREACH OF ANY EXPRESS OR IMPLIED'^

WARRANTIES.

The provisions of this warranty are valid in the United"^^

States and Canada only. Some states and provinces do^
not allow limitations on how long an implied warranty lastf\

or exclusions of consequential or incidental damages, so the'*^

above limitations and exclusions may not apply to you. This’^^

warranty gives you specific legal rights, and you may have other s
rights, which vary, from state to state or province to province.

'

B RATING

This product has been rated by the Entertainment Software Rating board,

For information about the ESRB rating, or to comment about the

appropriateness of the rating, please contact the ESRB at 1-800-771-3772.

Sega is registered in the US Patent and Trademark Office. Sega,

Dreamcast and the Dreamcast logo are either registered trademarks or

trademarks of Sega Enterprises, LTD, All Rights Reserved, Made and

printed in the USA. WARNING: Operates only with NTSC televisions and

Sega Dreamcast systems purchased in North and South America (except

Argentina, Paraguay and Uruguay).Witl not operate with any other

televisions or Sega Dreamcast systems. Product covered under one or

more of the following U.S, Patents: 5,460.374; 5,525,770; 5,627,895;

5,688,173; 4,442,486, 4,454,594; 4,462,076; Re, 35,839; Japanese Patent

No. 2870538,: (Patents pending in U.S. and other r

countries); Canada Patent No, 1,183,276. The ratings
'

icon is a trademark of the Interactive Digital Software

Association. Sega of America Dreamcast,

Inc, P.O. Box 7639, San Francisco, js,
CA 94120.
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