


WARNING: READ BEFORE USING YOUR PLAYSTATION®2 COMPUTER ENTERTAINMENT SYSTEM: 
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, 
including games played on the PlayStation 2 console, may induce an epileptic seizure in these individuals. Certain 
conditions may induce previously undetected epileptic symptoms even in persons who have no history of prior 
seizures or epilepsy. lf you, or anyone in your family, has an epileptic condition, consult your physician prior to playing. 
If you experience ari;y of the following symptoms while playing a video game - dizziness, altered vision, eye or muscle 
twitches, loss of awareness, disorientation, any involuntary movement, or convulsions - IMMEDIATELY discontinue 
use and consult your physician before resuming play. 

WARNING TO OWNERS OF PROJECTION TELEVISIONS: 
Do not connect your PlayStation 2 console to a projection TV without first consulting the user manual for your 
projection TV, unless it is of the LCD type. Otherwise, it may permanently damage your TV screen. 

USE OF UNAUTHORIZED PRODUCT: 
The use of software or peripherals not authorized by Sony Computer Entertainment America may damage your 
console and/or inval idate your warranty. Only official or licensed peripherals should be used in the controller ports 
or memory card slots. 

HANDLING YOUR PLAYSTATION 2 FORMAT DISC: 
This disc is intended fo r use only with PlayStation 2 consoles with the NTSC U/C designation. 

Do not bend it, crush it or submerge it in liquids. 

Do not leave it in direct sunlight or near a radiator or other source of heat. 

Be sure to take an occasional rest break during extended play. 

Keep this compact disc clean. Always hold the disc by the edges and keep it in its protective case when not in use. 
Clean the disc with a lint-free, soft, dry cloth, wiping in straight lines from center to outer edge. Never use solvents 
or abrasive cleaners. 
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90-DAY LIMITED WARRANTY 
CAPCOM ENTERTAINMENT, INC. ("CAPCOM") warrants to the original 
consumer that this PlayStation~ CD-ROM ("CO-ROM") trom CAPCOM 
shall be free from defects in material and workmanship for a period of 
90 days from date of purchase. If a defect covered by this warranty 
occurs during this 90-day warranty period, CAPCOM will replace the 
CO-ROM free of charge. 
To receive this warranty service: 
1. Notify the CAPCDM 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. 

2. II the CAPCOM service technician is unable to solve the problem by 
phone, he/she will instruct you to return the entire CD-ROM to 
CAPCOM freight prepaid at your own risk of damage or delivery. We 
recommend sending your CD-ROM certified mail. Please include 
your sales slip or similar proof-of-purchase within the 90-day 
warranty period to: 

CAPCOM 
Consumer Service Department 

475 Oakmead Parkway 
Sunnyvale, CA 94085 

This warranty shall not apply if the CO-ROM has been damaged by 
negligence, accident, unreasonable use, modification, tampering or by 
other causes unrelated to the defective materials or workmanship. 

REPAIRS AFTER EXPIRATION OF WARRANTY 
If the CD-ROM develops a problem after the 90-day warranty period, 
you may conlact the CAPCOM Consumer Service Department at the 
phone number noted previously. If the CAPCOM service technician is 
unable to solve the problem by phone, he/she may instruct you to 
return the defective CD-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 
CD-ROM certified mail. CAPCOM will replace the CD-ROM, subject to 
the conditions above. If replacement CD-ROMS are not available, the 
defective product will be returned to you and the $20.00 payment 
refunded. 

' ' ' ' ' ' ' ' ' ' ', CAPCOM VS. SNll 2 
', MARK Of THE 
'' NRl.fNlllUM 2001 ',, 20PTS. WARRANTY LIMITATIONS ', 

ANY APPLICABLE IMPLIED WAR· ' 
RANTIES, INCLUDING WARRANTIES Of' ' 
MERCHANTABILITY AND FITNESS FOR A', 
PARTICULAR PURPOSE, ARE HEREBY LIMITED ', 
TO NINETY (90) DAYS FROM THE DATE OF PUR· ' 
CHASE AND ARE SUBJECT TO THE CONDITIONS SET' , 

r~A~~~ r~~~~N~~Q~~NTi~~NciR ~~~i~E~::Lcg~M!~;~ , 
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 lasts 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 rights, which vary, from state to state or province to 
province. 

ESRB 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. 
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TAKE IT TO THE EDGE. 
CAPCOM EDGE. 
COL LECT 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 C D PLAYER! PLUS, YOU'LL BE ABLE 

TO WIN QUARTERLY SWEEPSTAKES WITH KILLER PRIZES 

- LIKE YOUR OWN SIGNATURE SIZ E ARCADE MACHINE. 

DON'T FIGHT IT! SIGN UP TCXJAY. 
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 94035 

Offar valid 911199 to :ll:lt/02. Maximum 2 ewards per Mme alldlor eddress. To claim oword3 30nd o 

completed prize rodemplion form, Gapcom Edge or Fighters Edge proof-of purchase points (or original 

UPC code) artd shipping and handling lees to Cepcom Entertainment (see www.capcom.com for 

complete delni!s). Award merchandise is subject to change and subject to availability while supply 
lasts. Allow 10-12 weeks tor delivery. Items may be shipped separatety. EX1ra points on orders wilt nol 

be relunded. Points cannot be transferred Of sold to another party !Of' use tor any other purpose. 

capcorn Edge points caMot be redeemed lot cash. Capoom Entertainment may cancel, rescind or 

extend this otter at any time. Points are subjecl to verification. Only original Capcom Edge or Fighters 
Edge proof of purchase points or original UPC codes are valid from relail packages or from authorized 
Gapcom Edge or Fighters Edge certificates. No reproductions allowed. Points valid only once per 

game purchase per peison. The Gapcorn Edge program Is valid onty with current Capcom and 

Fighters Edge games. Those under age 18 must have parent or guardian signature 10 participate. The 

Capcom Edge program is operated by Gapcom Entertainment and is open 10 residents ol the Uniled 

States and Canada excluding Quebec. Fraudulent claims will be voided. Proof of mailing does not 

constitute proof ol delivery. Capcom Is not responsible lor lost, Incomplete, damaged or Illegible claim 

forms. Certified mall ls recommended !or orders. Sweepstakes winners wilt be determined tn a random 

drawing lrom registered Capcom Edge members. No purchase necessary. Odds ol winning depend on 

number of registered Gapcom Edge membe1'9. Sony Computer Entertainmenl America, Nintendo of 
America and Sega ol America are In no way affiliated with this program. Employees ol Capcom 

Entertainment ils agencies, vendors and their immediate !amity members are not eligible for this offer. 
All decisions of capcorn EntertruMlent on all mauers relating to lhis promolion are llnal. Recipients 

agree that awards are presented on the condition Gapcom Entertainment. Sony Compuler 

Entertainment America, Nintendo of America, Sega ol America, their affiliates, subsidiaries, dMsions 

or related companies, have no liability whatsoever. !or any damages, injuties, tosses or expenses of 

any kind resulting from acceptance, possession or use of the award. Award recipient is responsible for 

any and all Federal. State and local taxes ii necessary. Offer is only good In United States and 
Carntda excluding Quebec. Vold where prohibited by low. Other restrictions me.y opply. 

All orders must be pos1mani;ec1 by 3131/02. 

O CAPCOM CO., LTD. 2001. C CAPCOM U.S.A .. INC. 2001. All 
RIGHTS RESERVED. CAPCOM and lhe CAPCOM LOGO are 
regi5le18d trademarks ol CAPCOM CO .• LTD. CAPCOM EDGE Is a 
trademarl< ol CAPCOM CO., LTD. www.capcom.com 

A Special Message from CAPCOM ENTERTAINMENT 
Thank you for selecting CAPCOM VS. SNK 2 MARK OF THE 
MILLENNIUM 2001 for your PlayStation®2 computer 
entertainment system. We at CAPCOM ENTERTAINMENT 
are proud to bring you this new addition to your video 
game library. 

CAPCOM ENTERTAINMENT, INC. 475 Oakmead Parkway, 
Sunnyvale, CA 94085 © CAPCOM CO., LTD. 2001 Al l 
RIGHTS RESERVED. © CAPCOM U.S.A., INC. 2001 All 
RIGHTS RESERVED. 

CAPCOM and the CAPCOM LOGO are registered 
trademarks of CAPCOM CO., LTD. CAPCOM EDGE is a 
trademark of CAPCOM CO., LTD. CAPCOM VS. SNK MARK 
OF THE MILLENNIUM 2001 is manufactured and distributed 
by CAPCOM CO., LTD. under license from SNK Corporation. 
SNK is a trademark of SNK Corporation. licensed for play 
on the PlayStation®2 computer entertainment systems 
with the NTSC U/C designation only. "PlayStation" 
and the "PS" Family logo are registered trademarks 
and DUALSHOCK is a trademark of Sony Computer 
Entertainment Inc. The ratings icon is a registered 
trademark of the Interactive Digital Software Association. 
Manufactured and printed in the U.S.A. THIS SOFTWARE 
IS COMPATIBLE WITH PlAYSTATION®2 CONSOLES 
WITH THE NTSC U/C DESIGNATION. U.S. AND FOREIGN 
PATENTS PENDING. 

CAPCOM EDGE HINT LINE 
Hints are available: 

11~~1]! (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 CAPCDM ENTERTAINMENT, INC. only. 
No hints will be given on our Consumer Service line. 
You musttlave a touch-tone phone to use this service. 

CAPCOM ON-LINE 
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 email us at megamail@capcom.com for 
technical help or to find out what's new at CAPCOMI 

REGISTER ONLINE AT 
WWW.CAPCOM.COM 
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SETTING UP 

MEMORY CARD slot 2-----~ 

MEMORY CARD slot 1 

controller port 1 ----~ 
controller port 2 ------~ 

(OPEN) button 

Set up yo ur PlayStation ®2 comp uter entertainment system accordi ng 
to the i nstruc t io n s in th e Instruction Manual. Make sure the MAIN 
POWER sw itc h (located on the back of the co nso le) is turned o n . 
Press th e RESET button. When the power indi cator li ghts up , press 
the open button and th e disc tra y wi ll open. Place th e CAPCOM VS. 
SNK 2 disc on the di sc tray w ith t he label side facing up. Press 
the open button again and th e disc t ray w ill c lose. Atta ch game 
co nt ro ll ers and other peripherals , as appropriate. Follow on-screen 
in st r uc ti ons and refer to this manual for informat ion on us in g 
the software. 

MEMORY CARDS 
To save game setti ngs and progress , i nsert a Memory Card (8MB) 
(for Pla yStat i on®2) into MEMORY CARD slot I of yo u r PlayStation®2. 
You can load saved game data from th e sa me card , or from any memory 
card co ntain in g previo usly saved CAPCOM VS . SN K 2 games. 

At least 1 IOKb of free space must be avai lab le on the memory card 
in order to save game data. If less than I I OKb of free space ex ists , 
erase some o lder data before savi ng. 

Do not remove t he memory card or turn off the power o n the 
PlayStat io n®2 w hil e data is being saved or loaded. Yo ur game data 
may be lost if you do. 

For more i n formation , see "Save/ Load " on page 11 . 



DUALSHOCK"'2 ANALOG CONTROLLER 

L2 button - Kick x 3 (KKK) 

L 1 button - Punch x 3 (PPP) 

directional buttons - --­
Move character (see below) 

SELECT button - Taunt------~ 

ANALOG mode button ---------' 

START button - Pause/Resume; join in Player 2 

R1 button - Heavy Punch (HP) 

6. button - Medium Punch (MP) 

0 button - Cancel; Medium Kick (MK) 

X button - Confirm; Light Kick (LK) 

~---- O button - Light Punch (LP) 

right analog stick - not used-------~ 
(R3 button when pressed in) 

DIRECTIONAL BUTTON/LEFT ANALOG STICK 
CONTROLS 

• - vertical jump 

4111 - diagonal forward jump 

.. - move forward 

ti - crouch 

• - crouch 

llJ - diagonal backward jump 

.. - move backward; upper block 

* -crouch; lower block 

Note: These contro l s are for fighters facing right. Reverse th e left / right 
controls for fighters facing left. 

• CAPCOM VS. SNK 2 is best played wit h the DUALSHOCK™2 analog 
controller. For one player, the controller shou ld be co nnected 
to Controller Port I. For two players, connect two controllers 
to Controller Ports I and 2. With this controller, the ANALOG mode 
button and mode indicator shou ld be set to ON . 

The contro ls shown here are the default assignments. You can 
change the button assignments in Option Mode. (See pages 10-11 .) 

• When Vibration is set to ON , th e controller will vibrate if the player 
is hit. You can turn Vibration ON / OFF in Option Mode. 

• To reset the game and return to the Title screen , press and hold 
the START and SELECT buttons simultaneously during gamep lay. 



STARTING A GAME 

When you turn ON the PlayStation 2 computer enterta inment 
system with the CAPCOM VS. SNK 2 disc inserted, you may see 
a notice that a Memory Card (SMB) (fo r PlayStation 2). formatted 

to save your ga mes, is not inserted. Turn OFF the system, insert 
a b lank memory card (or one w ith previously saved CAPCOM VS. 

SNK 2 games), and then turn the power ON. If you do not want 

to save your game, th e software allows you to play without 
inserting a memory card. Press the START button to continue. 

This game requires I JOKb or more of free space on a memory 
card in order to save games. 

I. In the Title sc reen, press the START 
button to display the Mode Se lect 
menu. (See "Ga me Modes" beginning 
on page 8 fo r descriptions.) 

2. Press the directional bu ttons or left 
ana log st ick to c hoose a game mode, 
and press the START or X button 
to accept. 

3. Choose your team's Groove. 
(See "Grooves" beginning o n page 12 
for information.) 

4. Choose your cha racter(s) and press 

any button except the LI , L2 or SELECT 
button after each choice. T he co lor 
of the fighter depends on the button 
you press. 

5. When start ing a Ratio Match, assign 
Ratio Points to your characters so that 
the total is always 4. (See "Ga me 
System " on page 7 for an explanation 
of Rat io Points .) 

NOTES 



COMBAT TIPS 

UNDERSTAND THE GROOVE SYSTEM! 
The six Grooves have very different characteristics . Even the same 
character has very different strategies depending on the Groove. 
Try out each Groove and find the one that suits you best! 

KNOW YOUR CHARACTER! 

You cannot fight well unless you understand what actions your 
character can do. Try to remember your character's Special Move 
commands, normal move effects, Combos, etc. Practice Combos 
repeatedly so you can use them quickly in the real match! 

KNOW YOUR OPPONENT'S CHARACTER! 
I f you know what kind of actions your opponent does, you will know 
how to react to them. Try out cha racters you don ' t normally u se 
to learn w hat they can do. This helps you fight more effectively 
when you fight against them! 

WIN A CAPCOM VS. SNK 2 ARCADE MACHINE! 

Enter to win your very own CAPCOM VS. SNK 2 arcade machine. 
Check out www.capcom.com for complete details. No purchase 
necessary. One lucky grand prize winner will win a CAPCOM VS. 
SNK 2 arcade machine. Ten first prize winners wi ll receive a copy 
of CAPCOM VS. SNK 2 for PlayStation®~ and 25 second place 
winners wi ll receive a limited edition CAPCOM VS. SNK 2 T-sh i rt. 

Entrants can a l so send a 3x5 card with name, address, phone 
number, email address and age to CAPCOM VS. SNK 2 Arcade 
Sweepstakes, 475 Oakmead Parkway, Sunnyvale, CA 94085. 

One entry per person. All entries must be received by January 31, 2002. 

BASIC MOVES 

NORMAL MOVES 
Press a punch or kick button . The move va ries depending 
on the character's posture w hen you press the button. 

SPECIAL MOVES 

By combining directional button/ left analog stick moves and button 
presses, you can perform vario us Special Moves. The moves listed below 
arc common to a ll c haracters. (Use the COMMAND LIST opt ion in 
Training Mode to see a list of your character's ind ivid ual Special Moves.) 

• BLOCK & GUARD CRASH 

Block an opponent's attack by pressing the direct ional button/ left 
analog stick away from the opponent. Use Upper Block or Lower 
Block depending on the opponent 's attack. Each time your character 
blocks, th e Guard Crash Ga uge drain s a bit. If your character keeps 
blocking the opponent ' s attacks, eventually the gauge will empty 
and yo ur character's block wil l be broken (a Guard Crash) . When thi s 
is about to happen, the b locking effect turns red and the character ' s 
Vitality Gauge fram e starts to blink. After a Guard Crash , your 
c haracter w ill be unable to block for awhile unt il the gauge recovers. 

SUPER JUMP 
Press ... to jump higher th an a normal jump. 

• DASH 
Press .... or•• to move faster than a norma l wa lk . 

• THROW/ GRAB 
When near an opponent, press .. or • + HP or HK to throw 
the opponent. Som e charac ters do a grab move in stead of a throw . 

THROW ESCAPE 
The moment an oppon ent grabs your character, press .. or • + HP 
or HK to escape. 

• EMERGENCY DODGE 
Capcom assumes no responsibility for entries that are late, illegible, Press LP+ LK simultaneously for a quick dodge. Yo ur character w i ll 
misdirected or incomplete. Void where prohibited. perform either a backlash or parry, depending on the Groove (see 

pages 12- 15 .) Emergency Dodge is not available i n some Grooves. 

• DIZZINESS RECOVERY 
If the oppon ent's attacks cause your character to become di zzy, 
press any punch and ki ck buttons rapid l y to recover qui ckly. 

• TAUNT 

Press the SELECT button to mock your opponent. 



GAME SCREEN 

Ratio Number 
Vitality Gauge 

Groove Gauge 

Character /Team 

• CHARACTER/ TEAM 

Timer 

Pictures of your character and team members appear here. 

• RATIO NUMBER 
The current fighter's name and Ratio Number appear here 
(see page 7) . 

• VITALITY GAUGE 
Tracks the vitality of the fighting character. The color bar decreases 
as the fighter takes damage. When the gauge is low, the frame 
begins blinking. If the vitality reaches zero, the cha racter is K.O.'d. 

• TIMER 
Remaining time. When the time reaches zero, the match is decided 
by the remaining vitality of both teams. When you're p laying 
an untim ed game (oo), the match continues until a player is knocked 
out (K.O.'d). 

• GROOVE GAUGE 
The effects on this gauge vary depending on your selected Groove 
(see pages 12-1 5). 

• GROOVE POINT GAUGE 
(Not shown.) Displayed during one-player games. Groove Points are 
used to determine your score (see page 7). 

• BONUS MESSAGE 
( ot shown.) Different messages appear on screen at various times. 

" 

• PARRY 
The moment you get hit by an opponent , press the directiona l 
button / left ana log stick toward th e opponent if it is an upper attack, 
or press ... if it is a lower attack. If you perform a Parry successfu ll y, 
yo u will have the advantage of attacking first. You can also perform 
a Parry in th e air. 

The following actions are availab le with P-Groove: 

• DASH 

Press •• or •• . 

• SAFE FALL 
Press all LP + MP + HP simultaneously as your character is falling. 

• SMALL JUMP 
Press • or .. or 41 to perform a shorter-than-normal jump. 

K-GROOVE 

• RAGE GAUGE SYSTEM 
The gauge will build up as you get attacked or perform Just Defense 
(see below). When the gauge is full , your character wil l be in Rage 
MAX condition for awhile. During Rage MAX, your character's 
attacks become more powerful and you can perform a MAX Super 
Special Move. 

• JUST DEFENSE 
Just Defense is a te chnique for blocking an opponent's attack. 
To perform it, wait to block until just before the attack touches 
your fighter. I f you perform Just Defense successfully, your character 
will not be hit back, or take Guard or Guard Crash damage. 
Also, your character can move earlier. 

The fol lowing actions are available with K-Groove: 

RUN 

Press and hold down •• or •• . 

• TACTICAL RECOVERY 
When your character is down , press LP + MP + HP simultaneously 
to delay your character's getting up. 

• SMALL JUMP 
Press • or .. o r 41 to perform a shorter-t han-normal jump. 



N-GROOVE 
A DVANCED POWER GAUGE SYSTEM 
The ga uge w ill bu il d up as yo u at tack. When the gauge is full , you gain 
one charge of Super Spec ial Move. Yo u ca n accumulate up to t hree 
c harges of Super Specia l Move. 

Also , you ca n perfor m Power MAX by pressing HP + HK 
simu ltaneously. W hen you r character is in th e Power MAX cond ition , 
yo ur attack becomes more powerfu l. If you have any c harges of Super 
Special Moves w hen yo ur c haracte r i s in th e Power MAX co nditi on , you 
ca n perform a MAX Su per Special Move. 

T he fo llowi ng act io ns are availabl e w ith N-Groove: 

RUN 

Press and ho ld down •• or •• . 

• SAFE FALL 
Press a ll LP + MP + HP sim ultaneous ly as yo u r c harac ter is fa l l in g. 

• ROLLING 
Press LP + LK simul taneous ly. Yo u ca n get yo ur oppone nt 's back 
by performing this near th e o ppon en t. 

• COUNTER ATTACK 
Press • + MP + MK (whil e b locki ng). Yo u ca n co unterattack 
imm ediate ly after blockin g a n attack. 

• COUNTER MOVEMENT 
Whil e b lock ing , press • or • + LP + LK . Yo u ca n move for w ard 
or backwa rd i mm edia te ly after blocking an attack. 

• SMALL JUMP 
Press • or • o r ti to perform a shorter-than-n o rm al jump . 

P-GROOVE 
• SUP ER COMBO GAUGE SYSTEM 

T he gauge w ill build up as yo u attack or perform a Parry (see page 15). 
When the ga uge is fu ll , you ca n perform a leve l 3 Supe r Comb o. 

HOW TO PLAY 

GAME RULES 
• MATCH PLAY 

An el imination match lasts until on e team co m pletely drains the v ita l ity 
of al l fig h ters on th e other team . T he match i s pla yed in rounds . 
Any f ig h ter who has wo n a ro und recovers vi tal i ty fo r the nex t rou n'd . 
T he more time remai ning at the en d of a rou nd , th e more th e fighter 's 
vitality recovers. 

• WINN ING AND LOSING 
If a cha racter 's v italit y ru ns out , the cha racte r i s knocked out (K.O.'ed). 
If time runs ou t , the ro und wi ll be decided and the team w ith more 
total v i ta lit y w in s th e ro und . The team that defeats al l fighters 
on the opposi ng tea m w ins the match. 

• DRAW GAME 
A draw ga me occurs w hen both teams r un out of vi ta li ty at the same 
t i me (doub le K.O .). 

GAME SYSTEM 
• GROOVE SYSTEM 

" Grooves" a re the six f ight in g sty les - C, S, A, N, P and K - t hat you 
ca n choose from before a match . Grooves affect the Groove Gauge 
i n different ways . (See pa ges 12- 1 5 for deta il s.) 

• FREE RATIO SYSTEM 
Eac h cha ra c ter has a Ratio Nu mber that rep rese nts the c haracte r 's 
st rengt h . You ca n ass ign Ra ti o Poi nts to yo ur chara cte rs; th e total m ust 
a lways be 4. Fo r exa m p le, you ca n ass ign Rat io Points of 2 + 2 , I + 3 
or I + I + 2. 

• GROOVE POINT SYSTEM 
Groove Points are used to determine th e sco re in o ne-p layer ga mes. 
D ur ing a match, the p laye r ' s offens ive and defe nsive ac tion s are 
eva luated i n real tim e. Th e ratin gs a re SP (sp lendid) , GD (good) and PR 
(poo r). The rati ng affects th e p la ye r ' s score upon w inning a match . 



GAME MODES 
Press the START button in the Title screen 
to display the Mode Se lect me nu . Choose 
a game mode with the d i rectio na l buttons 
and co nfirm by pressing the X button . 

ARCADE MODE 
One- or two-p layer mode. Fight against CP U 
opponents in RAT IO MATCH, 3-0N-3 MATCH 
and SINGLE MATCH (I-on-I). 

SURVIVAL MODE 
One-p layer mod e. Play one fighter wit h limited vitality 
and atte mpt to defeat a ll oppo nents . 

VS MODE 
Two-p layer competitio n mode. Before each match you can adjust 
handicaps and se lect a stage. As in Arcade mod e, you can choose 
fro m RAT IO MATCH , 3-0N-3 MATCH and SINGLE MATCH. You can 
a lso save your replay data. Yo u must connec t two con t rollers 
to t he Playstat i on 2 co nsole to choose this mode. 

TRAINING MODE 

Practice Spec ia l Moves and Combos. Choose a character 
and sparring par tn er. During training. press the START butto n 
to disp lay the Tra in ing menu, w here you can adjust the fo ll owing: 

CONTINUE - Resume th e curre nt tra in ing session. 

• RESTART - Return to the begin ning of the training session. 

DUMMY SETTIN G - Adjust setti ngs for yo u r sparring partner. 

• PLAYE!R SETTING - Adj ust sett in gs for yo u r character. 

• TRAINING OPTION - Adjust training settings. 

• COMMAND LI ST - See your c ha racter's Specia l Moves commands. 

• CON TROLLER SETTING S - Adjust cont rol ler se ttings. 

CHARACTER SELECT - Return to the Characte r Se lect scree n . 

• EX IT - Return to the Mode Select sc ree n. 

The following act ions are avai lab le with S-Groove: 

• RUN 

Press and ho ld down •• or •• . 

• TACTICAL RECOVERY 
When your charac ter i s down, press LP + MP + HP simul taneo u sl y 
to de lay you r character ' s gett in g up . 

• DODGE 
(t Press LP + LK simulta neously to quickly dodge an oppon ent's attack. 

• CO UNTER ATTACK 
Press • + MP + MK (whi le b locking). You can cou n terattack 
imm ediate l y after b locking an attack. 

• SMALL JUMP 
Press llJ or ... or 411 to pe r fo rm a shorter-tha n- normal jump . 

A-GROOVE 

CU STOM COMBO GAUGE SYS T EM 
T he gauge will build up as yo u at tack. You can perform a level I Super 
Combo by using 50% of the gauge. W hen the gauge i s f u l l, you can 
perform a Custom Combo by press ing HP + HK simu l taneous ly. 

The followi ng actions are avai lab le w i t h A-Groove: 

• DAS H 

• 

• 

Press •• or •• . 

SAFE FALL 
Press all LP + MP + HP simultan eously as yo ur character is falling. 

ROLLING 
Press LP + LK simultaneous ly. You can get yo ur opponent ' s back 
by performing th i s near th e opponent . 

COUNTER ATTAC K 
Press • + MP + MK (wh i le b locking). You can counterattack 
immediately afte r blocking an attack. 



GROOVES 

C-GROOVE 
SUPER COMBO LEVEL GAUGE SYSTEM 
Your c haracter's gauge wi ll build up as you attack. Yo u can cha rge 
the gauge up to level 3. Depending on the gauge level, you can perform 
three leve l s of Super Combos: 
• Level I - Super Combo com mand + LP or LK button 
• Level 2 - Super Combo command + MP or MK button 
• Level 3 - Super Combo co mmand + HP or HK butto n 

The following actions are available w ith C-Groove: 

• DASH 
Press•• or ••. 

• TACTICAL RECOVERY 
When yo ur characte r is down, press LP + MP + HP simultaneously 
to delay yo ur character 's ge tting up . 

• ROLLING 
Press LP + LK simultaneously. You can get yo ur opponent 's back 
by performing this near the opponent. 

• COUNTER ATTACK 
Press • + MP + MK (whil e blocking). You can co unteratta ck 
immediately after blocking an attack. 

• AIR BLOCK 
While in the air, press th e directiona l button / left analog stick 
away from the opponent. 

S-GROOVE 
GROOVE GAUGE SYSTEM 
You ca n charge the gauge by holding down the HP and HK buttons. 
When the Groove Gauge is full, your character' s attack becom es more 
powerful for aw hil e and you can use a Super Specia l Move. 

W hen your character's Vital ity Gauge is lo w and blinking, you ca n us e 
unlimited Super Special Moves. Also, w hen your character 's Vitality 
Gauge is blinking and th e Groove Gauge is full , you can us e MAX Super 
Special Move. 

• 

" 

COLOR EDIT MODE 

Modify the characters' co lor s. T hi s mode requires a memory card. 
After you se lect a character, the Color Edit screen appears. Each 
c ha racter ha s 15 co lor palettes . Use the d irect ional buttons/ left 
analog stick to adjust three color bars - Red, Green and Blue -
to change co lors in each palette. 

You can save one co lo r change for each character. To se lect you r 
new ly - co lored cha racter, press the START button in the Character 
Select sc ree n when confirming your character cho ice. 

Palette Contro l s •1• -Choose a palette . 

• button - Copy a palette . 

.A button - Paste a copied palette. 

X button - Confirm a se lection. 

e button - Cancel a selection. 

RGB Bar Controls •1• -Choose a bar. •1• -Chan ge co lor tones. 

• button - Decrease the co lor tone of the RGB bar by I level. 

.A button - Increase th e co lor ton e of the RGB bar by I leve l. 

X button - Confirm a se lection. 

e button - Cancel a selection. 

In Co lor Edit mod e you ca n also use the following options: 

• NAME - Change the character's nam e displayed during gameplay. 
• DEFAULT COLOR - Press •1• to choose the character 's 

basic co lor. 

• CHARACTER CHANGE - Return to the Character Select screen . 
• SAVE - Save your ed ited co lor palette. 
• LOAD - Load a previously saved color palette. 
• EXIT - Return to the Game Mode screen. 



REPLAY MODE 
Record your match rep lay data in VS mode. 

This mode requires a memory card . 

Afte r eac h matc h, a menu of opt ions is 

displayed: 

• CONTINUE - Fight another matc h. 

• REPLAY SAVE - Save th e match replay 

data. Yo u can review the saved data 

in REP LAY DATA LOAD. (Savi ng replay 

data req u ires an additional J 65Kb of free space 

in the memor y card.) 

• EXIT - Return to the Game Mode menu . 

• REPLAY DATA LOAD - Review rep la y data prev iou sly 

saved. Choose a memory card slot to load from , 

and then c ho ose a replay data fil e to load . 

OPTION MODE 
Adj u st vario us game options . Select an option 

by pressing the direct ional buttons/ left analog st ick •1•. and change th e se tting by pressing •1•. 
Press th e X button to displ ay a subm enu . 

GAME OPTIONS 
DIFFIC ULTY - Adjust the difficu lty leve l for a one­

player game. 
• TIME LIM IT - Adjust th e match time. 

RO UNDS ( I P/ 2P SINGLE) - Ad just the number 

of round s in SINGLE MATCH in Arcade mod e. 

DAMAGE LEVEL - Adjust th e damage leve l 

of attacks . 
GAME SPEED - Adjust th e game speed. 

• QUI CK SELECT - Use a si mplified Character 

Select screen . 

• QU ICK CONTINUE - Skip th e Character Select 

scree n w hen yo u con tinue . You will control 

th e sa me chara c ter as in th e previous match . 

• PLAYER I / 2 (VS) - Select HUM AN or CPU to control 

the Pla yer I and Player 2 c haracters in VS mod e. 

DEFAULT SETTINGS - Re se t a ll option se tt ings 

to default statu s. 
EXIT - Return to th e Game Mode menu . 

CONTROLLER SETTINGS 

• CONTROLLER SETTINGS - Reset 

the button assignments. 

• VIBRATE - Turn controller v ibration 

ON / OFF. 
• DEFAULT SETTINGS - Return co n tro ll er 

setti ngs to defa ult sta tu s. 

>' SOUND OPTION 

• Adj ust so und se ttings and sample 
game so und s. 

DI SPL AY ADJUST 
• DI SPLAY ADJUST- Adjust th e sc ree n 

di splay range. 

• DE FAULT SETTINGS - Reset th e sc ree n 

displa y sett ings to defau lt sta tu s. 

SAVE/ LOAD 
• DATA SAVE - Save your gam e data 

to a memo ry card . Saved data inc lud es 

option sett in gs, co lor pal et tes mad e 
i n Co lo r Edit mode and score rankings. 

• DATA LOAD - Lo ad saved ga me data 

from a memor y ca rd . 

AUTO SAVE - Turn the auto-save function 

ON / OFF. When AUTO SAVE is ON , your 

option se ttin gs and score rank i ng are 

saved autom atica lly. 

Note: 

- Savi ng ga me data requires an optional 

CONTROLi.g( SETTINGS 

~~ 
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EXIT 
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EXIT 

memory card w ith I IOkb or more of fre e sp ace. 

- Do not turn off or reset your PlayStat io n 2 or remove 

th e memory ca rd w h i le sav ing o r loading ga me data. 

Doing so ma y des troy the data on th e memo ry ca rd . 

HI STORY 

• See the score ranking for each ga me mode. 

EXIT 

• Return to th e Mode Select sc reen. 


	2017_09_12_19_44_23-1 copy
	2017_09_12_19_44_23-2 copy
	2017_09_12_19_44_23-3 copy
	2017_09_12_19_44_23-4 copy
	2017_09_12_19_44_23-5 copy
	2017_09_12_19_44_23-6 copy
	2017_09_12_19_44_23-7 copy
	2017_09_12_19_44_23-8 copy
	2017_09_12_19_44_23-9 copy
	2017_09_12_19_44_23-10 copy
	2017_09_12_19_44_23-11 copy
	2017_09_12_19_44_23-12 copy

