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Ryo, Robert , and all of the rest of t~e :A.RT 
OF FIGHTING gang wish to thank you for/ the 
purchase of ART OF FIGHTING 2. Befo re 
entering the battle, we suggest you t!a~e a 
carefu l look at the instruction manual tb 11earn 
the ways of battle in this fast-paced fandango 
of fisticuffs. 
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FOR FURTHER EXPLANATIONS OF THE FUNDAMENTALS OF FIGHTING, TAKE A PEEK AT PAGE . 

SELECT BUTTON START BUTTON 
USED DURING PLAY TO PAUSE ACTION, 
PUSHING THE BUTTON A SECOND TIME 

EGINS GAME. ALLOWS FOR TWO PLAYER 
OMPETITION WHEN A SECOND CONTROLLER 

WILL RESUME 
GAME PLAY. 

JOYSTICK 
CONTROLS MOVE 
OF CHARACTER. 

A BUTTON 
PUNCH BUTTON. USED FOR WEAK AND 
STRONG PUNCHES, RECOVERING FROM 
ATTACKS, AND RESTORING YOUR RAGE 
GAUGE POWER. B BUTTON 

--~~~~~~~~~ 

KICK BUTTON. USED FOR WEAK 
AND STRONG KICKS, RECOVERING 
FROM ATTACKS, AND RESTORING 
YOUR RAGE GAUGE POWER . 

• c +A BUTTON --UPPER CUT. 

•C+B BUTTON-- LOW KICKS. 

IS USED. 

D BUTTON 
RAZ BUTTON. 
TEASE YOUR 
OPPONENT AND 
REDUCE HIS 
RAGE GAUGE 
POWER. 

C BUTTON 
BODY TOSS BUTTON. ALSO USED 
FOR WEAK KICKS AND PUNCHES, 
RECOVERING FROM ATTACKS, AND 
RESTORING YOUR RAGE GAUGE 
POWER. 



CDRAGE GAUGE 

@CONTINUE 
CD RAGE GAUGE 
This meter keeps track of your psychic powers. For a detailed account of there, jump on along to page. This meter has no 
connection to your score or the number of competitions you have won. 

® POWER METER 
This gauge is majorly importantl Every time you come into contact with your opponent or get pummeled by one of his psychic 
blasts, your power will begin to drain from your body. If your meter reaches 0, you lose, pal. So-, hey, let's be careful, huh? 
@TIME 
This meter keeps track of, hey, you got it, timel The player with the highest power meter reading is the victor should time 
within the round run out. 

@VICTORY MARKS 
After winning a round, these baloons of victory appear under the character's names. The first one to earn two of these 
baloons wins the match and moves on to the next competitor. The character who doesn't win wi ll be subjected to a life 
of doubts and shame like that old actor in that old movie. There are a maximum of four rounds for each match should a 
victor be undecided, because tie games are like kissing your sister (or brother). Gross, huh! 
@CONTINUE 
For one-player games, you are able to continue play for a maximum of 3 times. For two-player games, you can continue 
for as many times as you want. Who says there are too many limitations in life? 
l§J SCORE 
This shows--wow, you guys are just too quick for me--the score. Using your psychic attacks in your Arsenal of Ouch 
and successfully completing bonus stages will shoot your score into the stratosphere! 
wCLEAR BONUS Points determined after winning a match for. 

REMAINING·· ······· Based on the amount remaining in your power meter. 
TIME ··· ·· · · · · · · Gives you 100 points for each second of remaining time. A 
SPECIAL········ · Gives you a whopping 10,000 points for perfect wins if your power gauge is full. V 



BEGINNING THE GAME 
The title screen will appear on your television or monitor after 
switching on your console (Turn the power switch to ON) . • Pushing the START button of your controller will change the screen 

to the SELECTION SCREEN. Choose from settings in the following 
categorie listed in the following order GAME LEVEL. 

" . 
GAME SPEED, LANGUAGE, DATA LOAD (if the MEMORY CARD, sold separately, 
is inserted into the console), MODE, and CHARACTER. Move the cursor to the 
desired setting and depress the A Button to make your selection . 

• After completing these processes, PUT UP YOUR DUKES! 

After choosing the GAME LEVEL, GAME SPEED, and LANGUAGE of displays, press the A Button lo move on. 

GAME LEVEL 
MVS LEVEL 

EASY LEVEL 

NORMAL LEVEL 

HARD LEVEL 

0 

( SELECTING GAME LEVELS ) 
Select the strength of your COMPUTER opponent from one of 
six levels. Move the cursor to the desired level with the joystick. 

DIFFICULTY SETTING 
Level equal to that of an arcade machine. A level 
of diffic ultv between NORMAL and HARD. 

A level that is, yup! really easy. 

An intermediate level for Eeople who have waltzed 
throuah the EASY LEVE battles. 
Momma Mia! You wanted rough competition, well, 
you got it in barrels, buster! 



(~ __ G_A_M_E_SP_E_E_D_~) 
Select game speed from one of four seitings at 85%, 100%, 115%, 
and 130% (gasp!). Press the B Button after making your selection. 

(~_L_AN~G~U_AG~E_S~E_T_Tl_NG~_) 
Choose from three languages, JAPANESE, ENGLISH, and 
SPANISH for the display of game instructions and character lines. 
And you thought that fighting games were mindless entertainment! 
i!i ln 2-player competition, GAME SETTINGS have no effect on 
play. Further, in saving games on your MEMORY CARD (sold 
separately), GAME SETTINGS are not recorded and must be set 
a second time when LOADirig saved games. 

( LOADING GAMES ON THE MEMORY CARD ) 
This screen appears only when the MEMORY CARD is inserted 
into the NEO GEO HOME SYSTEM CONSOLE. To LOAD games 
saved previously, select the YES message on the LOAD SCREEN 
to play at the point where you ended game play. For further 
details, take a hop, skip, and jump to page 27. 

C~_M~O~D_E~S~E_L_EC~T_IO~N _ _ ) 
Choose either 1P VS COM for computer battles or 1P VS 2P for 
two player competitions. After moving the cursor to the desired 
MODE setting, press the A Button to determine the MODE. 



• 
CHOOSE FROM 

( CHARACTER SELECTION ) 
By moving the joystick left ex right, you can select your favcxite character and 
the colcx of his/her clothing with bouttons A through D. Pushing any of these 
four buttons will begin game ~ay as well. Fcx choosing the right shade of 
character, push buttons A, B, C, ex D. In two player games in which both players 
use the same character, one colcx will be a different colcx frcxn the other no 
matter which button is depressed. Further, colcx selections may only occur at 
the beginning of the game, so choose your colcxs wisely; no one wants to fight 

with a puce-colcxed character! 

FOUR GNARLY SHADES 
OF WARRIORS! 

.l"'-++ A 
'tl' flfnl- ftFN" 

After loosing a match, if you notice it during your fit of humiliation, 
a countdown wi ll begin. This is the CONTINUE COUNTDOWN, 
so if you want to continue, punch the start button before the 
countdown reaches 0. In 1-player computer battles, you are able 
to continue a maximum of three times. In 2-player competitions, 
you can continue, and continue, and continue, and ..... 



In the 1P VS COM mode, after defeating various enemies, BONUS 
STAGES will appear throughout the game. There are three types: see 
titles in game. Choose one type of Bonus Stage and select with the 
A button. Completing these stages successfully will add to your score 
your psychic energy, and your ARSENAL OF OUCH. It will also give you 
a sense of well-being and achievement you can tell your grandkids 
about. 

---
BODY-TRAINING -

I 
"""":.. .. & .. ., "P.:Jm!!!I. ,, ... , ' 

""'befoat the det.ermine'ci 
number of enemies in 
the determined amount 
of time to increase your 
POWER METER. 

Hit the A Button when 
the meter reaches 
maximum to topple a 
mighty redwood. 
Successfully completing 
this test will increase 
your RAGE GAUGE. 

-=-=~=-'- 1.::-~~ 
Use psychic attacks from youf'A'R'SENALS 
OF OUCH to clear this stage. Successfully 
do so and you will learn a new, super 
psychic attack. Of course, even if you learn 
it, you still have to practice how to use it. 
(In the 1P VS 2P Mode, these attacks can be 
used without passing this bonus stage, so 
master the use of these babies to breeze 
through computer battles). 



·~J,(.}tt!.;*jtf~JZl~ 1.~bi9·'·~~11!6!'91!iliil 
What ever the old guy met, we don't know, but what we do know is that there are a variety of varicolored attacks and 
defenses in the new ART OF FIGHTING 2. In clutch battles and at long distance, your character must master a variety of 
unique attacks and methods of self-defense to crawl your way to the top. These vary with each character, so your 
concentration and study is required. (And you thought you could get away from concentration and study. Well, guess again!) 

[DASH ATTACK AND FLYBACK RETREAT] 
Quickly press the joystick forward twice to use the DASH ==;;"#'~;F=;:=::;r--.;I 
ATTACK. Quickly pressing the joystick twice backward =ai!li~===~~=¥~ 
will allow you to jump back from your oppon:.:oe=nt=. ===-=*==~~=:31!!• 

PUNCH--A BUTTON 
Tapping the button will result in a light pllf\Glt4====="-'-'~:;,{\ 
Depressing the button wi ll let you ruin your opponent's 
dental work with a super- powered punch. 

KICK--B BUTTON 

The strength of your punches and kicks depend on how your press the proper buttons. Be sure 
() to experiment with different ways of pressing buttons, but, take it easy on your controller. 



While pressing the C button. press the A button to deliver 
a painful uppercut to your opponent. Remember, aim for 
the head . 

• In close battles, press this button to grab your opponent 
and slam the impertinent whelp to the pavement. Judge 
your timing correctly or you could get smacked yourself. 
A hard move to pull off but when you do--ooooh, what 
a feeling1 

,. Quickly turn to the following pages for e~11s on the AR§E~ii~©7 
OUCH, RESTORING lllE RAGE GAUG t}T E ,.N! 



VARIOUS STRATEGEMS AND TENSION IS WHAT 
THE "RAGE GAUGE SYSTEM" IS ALL ABOUT! 
Your psychic attacks in your Arsenal of Ouch is what uses up your RAGE GAUGE. 
Without the proper amount of rage, your like a fish out of the aquarium. Also, 
monitoring your opponents RAGE GAUGE may give you a window of opportunity 
presidents during the cold war could only have dreamed of!!! So learn how to use 
and recharge your rage gauge to become top of the world, ma! Wah, hah, hah. 

r-iiiiii~~r-1 Psychic blasts and combination 
attacks use up precious energy. 
Without the proper amount of 
rage, you may be just shooting 
blanks. pall 

Even if you don't use anything 
from your ARSENAL\OF OUCH, 
you sti ll could get razzed to 
nothingness. Watch 'not only 
attacks but the taunts\ ot_ypur 
opponent: Sticks and stones 
will hurt your bones, and being 
razzed won't help you too 
much either. 

r-liiiiiiiil-1 Yes. you, too. can res 
valuable power and ene 
Of course, while you're d 
this. you're open for a 
and may get knocked o (I 

G------------... :,:;:~ J"'' •'"' ""(' 



Cut your opponent's RAGE GAUGE to render him or her 
impotent. in terms of psychic attacks, that is. While your 
opponent attempts to restore his or her power. he or she 
is totally defenseless, so you got it made! 
•Push the D Button to raz your opponent 

into ineffectiveness. 

~~\"1~t~ 
~ -- ~ ~ 
~ . .. '7" 
~ ~~----~ 

~; W·' ~ 
Based on certain combinations of joystck 
movement and buttons, your character can 
produce eye-popping attacks more powerful 
than punches or kicks. Each attack uses a 
certain amount of rage gauge power, so use 
these babies wisely. 

If the psychic power of your character shown by the RAGE GAUGE 
is depleted, your character can not use full·powered attacks. To 
restore your power, eat more yellow vegetables and carboh~rates 
before a match, or follow these simple steps: 
•Smack down the A. B. or C buttons and keep pressing 

on them until your RAGE GAUGE is rastorad. 



RYO SAKAZAKI ROBERT GARCIA YURI SAKAZAKI EIJI KISARAGI TEMJIN JOHN CRAWLY 

• • ~ 



KING MICKEY ROGERS JACK TURNER LEE PAI LONG TAKUMA SAKAZAKI MR. BIG 

E m ~ 



LIGHTING LEGS 
KNOCK-OUT KICK _ 
,,,.+B 

FLYING TIGER FLAME PUNCH 
[while jumping.J~ .. +AJ 

KOHO[ .. .J~+Al 
KYOKUGENRYU-RENBU-KEN [ .J 11.-+ Al 





(" KYOKUGENRYU-
v SAIHA 

Jtt .. +A 

ENBU KICK[.Jll•+BJ 



KASUMI KIRI 
Jit .. +A 

PEGASUS KICK 
,,,.+B 

KOPPAKIRl( .. • .. +A] 
KISARAGIRYU-RENBU KICK(•it•+Bl 



MONGOLIAN TUNDRA BOMBER 
.,,,_'-,.+A 

BIG DISCUS BAS 
N .. '-.it .. +B 
• =Neutral position 

MONGOLIAN 
LIGHTNING SMASH 
N,.'-•it.,+A 





TRAP SOOT 
•t+B 











DRAM SHOTl.t•+Al 



Using MEMORY CARD (sold separately) you can easily 
SAVE and LOAD data of the game. This function 
enables you to restart your game from the stage you 
left off, instead of starting from the beginning. 

•TO LOAD 
Insert the MEMORY CARD into the memory card slot on the NEO·GEO system. 
"LOAD DATA" appears on the screen before the start of the game. Select "YES" 
with the joystick and confirm with the "A" button. 

•TO SAVE 
Insert the MEMORY CARD into the memory card slot on the NEO·GEO system. 
After playing the game, "SAVE DATA" appears on the screen. Select "YES" with 
the joystick and confirm with the ~A" button. 
* Note that previous data will be deleted when new data of the same title is saved. 

•INITIALIZATION 
Note that the NEO·GEO MEMORY CARD must be initialized using the NEO·GEO 
HOME SYSTEM before it can be used. 

©Install any NEO·GEO game cartridge into the NEO·GEO HOME SYSTEM and tum the oower on. 

®Push the "Reset· button on 
the console while holding 
down A. B. C & D buttons 
on the 1 P controller. 

@When "MEMORY CARD UTILITY 
MENU" aooears on the screen. 
select "INITIALIZATION" and follow 
the on-screen instructions. 

@Press ·A" button 
when comcieted. 



To get the most enjoyment out of this and other 
NEO•GEO video games, we encourage you to 
follow the suggestions below. 
•Be SU"e to take a lreak at least once !Nety hey, When 

you are very tired or are sick. It is best to refrain from 
playing ll'llil yw bod'f has reained to normal. 

•Be sll'e to play video games in a bright envirOl'll1elt at 
a healthy <islance from the teleYision screen. 

•For those who have experienced invohl'llary muscle 
spasms or loss of consciousness while walcl1ing television 
or being stinllaled by other light SOll'ces, It is best lo 
consUI a physicioo before playing video games. ShoUd 
you experience any irregWirilies dlring g;rne play, we 
suggest you stop playing and cons!M yO<S physicioo 
invneciately. 
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