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CAPCOM EDGE

JOIN THE RANKS OF THE WORLD'S GAMING ELITE AND
EARN CAPCOM EDGE POINTS EVERY TIME YOU BUY
THE CAPCOM GAMES YOU LOVE. COLLECT MORE
POINTS AND GET ALL KINDS OF COOL STUFF

LIKE T-SHIRTS, WATCHES, SUNGLASSES
PORTABLE STEREOS AND OTHER

CAPCOM EDGE GEAR
DON'T FIGHT IT! JOIN TODAY!

MEMBERSHIP DETAILS INSIDE. CHECK OUT: WWW.CAPCOM.COM
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'WARNINGS Read Before Using Your Sega Dreamcast Video Game System
Amom\Tm the Sega Drea

ne who uUses mcast should read the operating manual for the software and console before operating them.
Araspom‘b]a adult should read these manuals together with any minors who will use the Sega Dreamcast before the minor urs;gas it.
HEALTH AND EFILEPSY WARNING
Some small number of people are susceptible to epileptic ssizures or loss of consciousness when exposed to certain flashing lights

or light patterns that they encounter in everyday life, such as those in certain television images or video games. These seizures or loss
of wnsmoumess may oceur even if the person has never had an epileptic seizure.

it r;gﬂanwne in your family has ever had symptoms related to epilepsy when exposed to flashing lights, consult your doctor prior to
Fn all cases, parems should monitor the use of video games by their children. If any player experiences dizziness, blurred vision, eye or

ruscle twitches, loss of consciousness, disorientation, involuntary movement I , IMMEDIATELY DISCONTINUE USE
AND CONSULT YOUR DOCTOR BEFORE RESUMING PLAY. i

reduce the possibility of such symptoms, the operator must follow these safety precautions at all times when using the
ga Dreamcast.

= Sita minimum of 65 fest away from the television screen. This should be as far as the length of the controller cable,
+ Do not play if you are tired or have not had much sleep.
E Make__mremme room in which you are playing has all the lights on and is well it
. Stop playing video games for at least ten to twenty minutes per hour. This will rest your neck, arms and fi that
continue comiortably piaying the game in the future. i i e
OPERJ\'I'ING PRE.GI\UTIDNS
To prevent personal injury, property damage or malfunction:
s Before removing the disc, be sure it has stopped spinning.
* The Sega Dreamcast GD-ROM disc is intended for use exclusively on the Dreamcast video game system. Do not use this disc
in anything other than a Sega Drearncast console, especially notin a CD plgfl?r,a 2 0 R
& Donot allow fingerprints or dirt on either side of the disc.
= Avoid bending the disc. Do not touch, smudge or scratch its surface.
= Do not madify 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 the disc.
.. Store the disc in its original case and do not expose it to high temperature and hurnidity.
® Danot leave the disc in direct sunlight or near a radiator or other source of heat.
. :Jraﬁ m:ﬁmmagdgﬁﬁ&wd?g: to clean the disc, wiping gently from the center to the edge: Never use chemicals such as benzene
PROJECTION TELEVISION WARNING
Still pictures or images may cause permanent picture tube damage or mark the phosphor of the CRT. Avoid repeated or extended use of
video games on large-screen projection televisions.
%EESEDE:‘MCAS‘!; V}!,EEO GAME USE
can o used with the Sega Dreameast video game system. Do not attempt to play this GD-ROM on any other CD
player; doing so may damage the headphones andlor speakers. Thals game is licensed for home play on the Sega Dreanwastr\‘.xdeo game

;ﬁlsm only. Unauthorizad r:opwngh reproduction, rental, or public performance of this game is a violation of applicable laws. The
rs and events portrayed in this game are purely fictional, Any similarity 1o other persons, living or dead, is purely coincidental,

CGARCOM

A Special Message from CAPCOM ENTERTAINMENT
Thank you for selecting MARVEL V5. CAPCOM 2 for your Sega
Dreamcast: We at CAPCOM ENTERTAINMENT are proud to bring
you this new addition to your video game library.

CAPCOM ENTERTAINMENT, INC.

475 Dakmead Parkway, Sunnyvale, CA 94086

@ CAPCOM CO,, LTD. 2000 ALL RIGHTS RESERVED.

& CAPCOM US.A,, INC. 2000 ALL RIGHTS RESERVED:

CAPCOM and the CAPCOM LOGO are registered trademarks of
CAPCOM €0, LTD. MARVEL V5. CAPCOM and CAPCOM EDGE are
trademarks of CAPCOM (0., LTD. Sega, Dreamcast and the
Dreamcast logo are either registered trademarks or lrademarks
of Seqga Enterprises, Ltd. The ratings icon is a trademark of the
Interactive Digital Software Association. MARVEL and all Marvel
character names and the distinctive likenesses thereof are trade-
marks of Marvel Characters, Inc. and are used with permission.
© 2000 Marvel Characters, Inc.

CAPCOM EDGE HINT LINE
Hints are available:

1=900-97G=EDGE (1-900-976-3343)

5,99 par minute for 24-hr. pre-recorded information.
51.35 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
Counselars 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-LINE

http:/,/www.captom.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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SEGH DREAMCAST"

DISC DOOR
POWER BUTTON OPEN BUTTON
This turns the Press to open

unit ON or OFF. the Disc Door.

CONTROL PORTS
Use these ports to connect the Sega Dreamcast™ controller or other peripheral
_equipment. From left to right are Control Port A, Control Port B, Control

‘Port C, and Control Port D. MARVEL VS. CAPCOM 2 uses Control Ports A and B.

Note: Buy an additional controller (sold separately) to play with two people.

MARVEL VS, CAPCOM 2 is a 1-Lo-2 player game. Before turning the Sega
Dreamcast power ON, connect the Sega Dreamcast controller(s) or other
peripheral equipment into the control ports of the Sega Dreamcast.

isual Memory Unit (VMU)
To save game settings and results and to continue play
- 0n previously saved games, insert a Visual Memory
Unit (VMU) into slot 1 of the controller BEFORE turning
on the Sega Dreamcast.

Cap——

————— Connectar

LED Sereen —
‘Note: While saving a game file, never turn OFF Gions i
the Sega Dreamcast power, remove the VMU o Rlomh Bivem
or disconnect the controller. O ton Pt

T A

_— VT

STARTING A GAME

Press START at the Title Screen. To make your selections on the
following screens, use the Directional Button or joystick to choose
and press the A Button to confirm.

e Select a game mode. (See game mode descriptions
starting on page 6.)

e Select a fighter. (See fighter descriptions and
individual moves starting on page 16.)

e Choose your fighter's Assist Type (e - alpha,
{3 - beta or y - Agamma), which determines
the character's Variable Assist and Variable
Combination change. (See pages 16-27
for individual characters’ Assist Types.)

* Select three more characters for your team.

* Finally, choose a play speed.



CONTROLS Arcade Stick

X Button - Light Punch (LP)
Sega Dreamcast Controller

= START Button
I T Start game / Pause / Resume / Join in Player 2
] Y Button - Heavy Punch (HP
R Trigger E L Trigger s l— ¥ (HP)
Partner Button B Partner Button A I
=R L 7 Button - Partner Button A
| t+—— € Button - Partner Button 8
| fovstioe— T |
f@:ﬁ Highlight selections [~ B Button - Cancel selections /
kst on menu screens / Heavy Kick (HK)
= X Button - Light Punch (LP) Move your character ™A Button - Confirm selections /
Analog Thumb Pad ———— Y Button - Heavy Punch (HP) Light Kick (LK)
(not used) U }e—-——-—- B Button - Cancel selections /

] ] Heavy Kick (HK)
Directional Button (D-B )

/ —— A Button - Confirm selections / Jump Pack
5 Light Kick (LK ¢ v
Highlight selections on men screens R O IMARVEL VS. CAPCOM 2 supports the Jump Pack vibration
/ :”‘z;‘:’:i‘:a:';::““ g peripheral. When inserted into the Expansion Socket of a Sega
2 Diagonal fo:uard jump Dreamcast controller or other compatible peripheral equipment, the
5 oo ot e Jump Pack provides a vibration effect that can considerably enhance the
N Crouch e game play experience. (The Jump Pack cannot be used with the Arcade Stick.)
& Crouch Pause / Resume /
& Crouch / Lower block Join in Player 2 NOTES:
€ Move backward / Upper block * MARVEL VS, CAPCOM 2 is g 1-to-2 player game. Connect controllers or other peripheral
K Diagonal backward jump equipment before turning on the Sega Dreamicast.
. Never touch the Analog Thumb Pad or LJR Triggers while tuming ® The Analog Thumb Pad is not used in this game,
Ifl;;se n:lnv;s ::re f?:et:]::::;;sri . the Sega Dreamcast power ON. Doing o may.disrupt the controller \ | @ For all controllers, to return to the Title screen during game play, simultaneously press
diw:igiungs A ef? initialization procedure and result in malfunction. if the Analog and hold the A, B, X, Y and START Buttons. This will cause the Sega Dreamcast to soft-reset
i o e Thumb Pad or LJR Triggers are accidentally moved while turning the the software gnd display the Title screen.
Sega Dreamcast power ON, immediately turn the power OFF and * For both the controller and Arcade Stick, you can change the default button assignments
then ON again, making sure not to touch the controller. using the Button Config option. See page 6.




GAME MODES

Arcade Mode

1 or 2 Player(s)
Fight against CPU opponents, one after
the other. Choose 3 fighters from 24
characters. Defeat all comers to win the
game and see a victory ending. Player 2
can join in any time by pressing START. You
can continue even if you lose.

Play the arcade version of
Marvel vs. Capcom 2,

Versus Mode

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.

Training Mode

1 Player
Practice your moves and combos against
a CPU character. Choose your character
and sparring partner. During training,
press START to open the Training Menu
and adjust the sparring partner's settings.
Use the Directional Button or joystick ANNy
to make a selection and €(=> to change
the setting. Press the A Button to confirm.

Option Mode
Adjust various game settings. Use the
Directional Button or joystick A\Ny to make
a selection and €= to change the
setting. Press the A Button to confirm.
Game Option
Difficulty - Adjust the difficulty level
for Arcade Mode games.
Time - Adjust round time, When set
to Infinity (=<), the match continues
until one team wins.
Damage - Adjust the damage level
of your character's attacks.
Speed - Adjust the game speed.
Sound - Choose STEREQ or MONAURAL
to match your speaker setup.
Default Settings - Restore default
settings.
Exit - Return to the Mode Select menu.
Button Config
Buttons - Change button assignments
for punches, kicks and special moves.
Vibrate - Turn Jump Pack vibration ON
(when using a Jump Pack in your Sega
Dreamcast controller).
Command - Adjust the computer’'s
response time (Normal or Long) when
you input Special Move commands.

Default Setting - Restore default
settings.
Exit - Return to the Option menu.
Display Adjust
Display Adjust - Center game screen
on your TV.
Default Setting - Restore default
settings.
Memory Card
Save - Save your option settings and
score ranking data in a Visual Memory
Unit (VMU). This game uses 5 blocks in
the VMU,
Load - Load game data from g VMU,
Exit - Return to the Mode Select menu.

Score Ranking

View high score ranking for Arcade
and Score Attack Modes.

Score Attack

1 Player
Battle CPU characters for high scores.
This mode is not affected by your Option
Mode settings.

Secret Factor

Check your play status and secret
characters you've unlocked.
See page 13.




COMBAT SCREEN

Partners A & B Vitality Gauge — | ©

Vitality Gauge ]
character-—-';g e

Bonus Message —

Hyper Combo Gauge

Score/Wins Current score in 1 Player games; number of wins in 2 Player games.

Timer Remaining round time. When it reaches zero, the winner is decided
by which team has more vitality remaining. You can reset round time
in Option Mode. See page 7.

Vitality Gauge Color bar decreases as character is attacked. If the color bar
disappears, the character is knocked out (K.0.d). “Assist OK" appears
on the Vitality Gauge when Assist moves can be performed.

Character Naime and portrait of main fighter.

Partners A & B color bar decreases as partner characters are attacked. It recovers

Vitality Gauge gradually when a character is resting. If the color bar disappears,

| the character is knocked out (K.0.'d).
‘Bonus Message Appears when a character performs/a super move, such as

an Aerial Rave.

Hyper Combo Gauge  The color bar increases as a character attacks. When it is full,

the character can use Hyper Combos and other powerful moves.

COMRHAT RULES

Match Play

° A match lasts until one team
completely runs out of vitality for all
three fighters. When that happens,
the other team wins.

e If the match time (99 counts, default)

runs out before either team wins, the

team with more vitality is declared
the winner. (You can change the
match time in Option Mode.)

With no time limit, the match

continues until one team wins.

® You can switch to different team
fighters during a match. Resting
fighters recover some vitality. When
a fighter’s vitality runs out, that
fighter is knocked out.

Draw Game

A draw game occurs when both teams
run out of vitality at the same time
(double K.0.), or when both teams have
the same amount of vitality left when
time is up.




SPECIAL MOVES

In the moves below, the D-Button/joystick moves are for fighters facing right. Reverse
the left/right actions for fighters facing left.

Hyper Combo Gauge

Hyper Combo

Delayed Hyper Combo

Variable Combination

Snap Back

2 or 3 Hyper Combo Gauge.

The Hyper Combo Gauge builds up as you attack. When it is full, your
character can perform special attacks such as Hyper Combo. You can
build your Hyper Combo Gauge up to Level 5.

<A Hyper Combo command: + PP or KK (press simultaneously).
A Hyper Combo uses Level 1 gauge. See pages 16-27 for individual
characters' Hyper Combo commands.

You can perform up to 3 Hyper Combos in a
row. During the first character's Hyper
Combo, input the second character’s
Hyper Combo. During the second
character's Hyper Combo, input the
third. Delayed Hyper Combo uses Level

Press Partner A and Partner B
Buttons simultaneously.

Your partners will come out and
perform Hyper Combos at the same
time. Variable Combination uses Level 3
Hyper Combo Gauge.

WJA=> + Partner A Button - Get
opponent’s second character out.
J A= + Partner B Button - Get
opponent’s third character out.
Force your opponent to'change
characters. Snap Back uses Level 1
Hyper Combo Gauge.

Variable Assist

Variable Counter

Variable Attack

Aerial Rave

Dash

Partner A Button - Your second character will come out.
Partner B Button - Your third character will come out.
Your partner character will come out and make an assisting attack.

) + Partner A Button while blocking - Your second character will
come out.

VN + Partner B Button while blocking - Your third character will
come out.

Your partner character will come out to make a counterattack and switch
characters. Variable Counter uses Level 1 gauge.

LP + LK (press simultaneously) - Switch to your
second character.

HP + HK (press simultaneously) - Switch to
your third character.

Switch characters. The color bar in the Vitality
Gauge will recover gradually while a
character is resting. '

Hit with M + HP or HK then A (super
Jjump), then perform a combo
in the air.

Perform an air combo. Each
character has an Aerial Rave
start move (see pages 16-27).
Hit opponent with it and
perform a combo in the air.

2> (or €€) or PP (press
simultaneously).
Move faster than a normal walk.




Super Jump
Bloclc/Air Block

Throw/Grab Moves

Safe Fall | Break Away

Rolling Get Up

Advancing Guard

Chain Combo

Taunt

Wi

Jump much higher than a normal jump.

D-Button away from opponent.
Block opponent’s attacks on the ground and in the air.

(near opponent) > or € + HP or HK i

Throw an opponent who is near your character. Some characters
do a grab move instead of a throw. |

(When falling to the ground or being grabbed) press any D-Button
except A + HP or HK.
Fall safely after being thrown or break away an opponent’s grab.

€LY +PorK,
When knocked up in the air, input this command
to evade opponent’s pursuit attack.

(While blocking) PP (press
simultaneously).
Push back your opponent.

LP (or LK) + LP (or LK) + HP
(or HK)

Press attack buttens quickly one
after the other to hit the
opponent successively,

LK + START (press simultaneously).
You can change the Taunt button
assignment in Option Mode.

SECRET FACTOR

Unlock new characters and other hidden features! Collect points by playing each game
mode. Use your points to buy new characters and other features at the Shop.

Use these controls to operate the Secret Factor features:

e D-Buttons Move cursor; select items, characters, messages, etc.
e A Button Confirm selection
e B Button Return to previous menu or screen

Level - Your current level.

EXP - As you gain points, your Experience bar
gradually fills. When it's full, you gain a level.

Playtime - Your total play time.

Points - Gain points by playing
each game mode.

Shop
Buy new characters and other features with the points you acquire.

Your Characters

Check out the game characters and the new characters
you acquire.

Trade

Trade your Secret Factor characters with your friends by
connecting 2 Virtual Memory Units (VMUs) with VS.COM data.
Follow the on-screen instructions to complete the trade, You mst set up
a VS. COM file first in order to trade characters. See page 14.




mepamait@capcom.com, Please be sure 1o include
address you used 1o register so that we can verify your request.

On Caprom’s website, Capoom may use ‘cookies” (o enhance your experience at our Web site. Cookies are pleces of information
that we may place on your computer to help “parsonalize” your visit to the site. For example, a cookie will allow us to remember
cartain things about you, Such A8 your screen m where you left off In a gama. The cookie only tells us that you have visited
i i in i i elp us make vour visit more enjovabla but does not give us your

s may contain links to other sites for your convenience. Because Capeom

guardi o are interested in knowing more about Capeom's policy reg: g the onling of infs ion from childran,
we recommend reviewing tha Children Privacy Policy.

Parental Consent i under 18 years obd
1 hivs read £ni undarstood Capeoen's Frivacy Pelicy sed harely sonsent 1o Cagtam's eatluction ond use of the istormatien diselosed an this cand.

to Child:

Address:

File Setup
1. Insert @ VMU with 64 open blocks (or more) into your Sega Dreamcast.

2. Choose SAVE and press the A Button to create a VS.COM file in the VMU.

-Buttons to select @ mode and press

the A Button to confirm.

VMU with 64 or more open blocks is required
Turn sound on/off.

to make a VS.COM file.

* Do not turn off your Sega Dreamcast or remove
@ VMU or other peripheral while creating

de - Trade characters by connecting 2 VMU,

a VS.COM file.
* Do not disconnect VMUs while trading

 the A and B Buttons at the VS.COM Title

screen to go to VS. COM Mode Select menu.

characters.

'-__o'm Mode Select Menu

> the D

IayTime - Your total play time.

Level & Exp. - Your current Level and Experience points.

Your Points - Points you have gained.

Sound -




FIGHTERS
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TO REGISTER PLEASE DROP THIS CARD IN AN ENVELOPE AND MAIL TO:

‘Warranty Reglstration
Capcom Entertalnment, Inc.
475 Dakmoad Parkway
Sunnyvala, CA 94086

Capcom Privacy Policy

Capeom is very concerned about the protection of privacy for all Capcom customers. Capcom respects your privacy and your
«choice not to have your persenally identifiable information shared with othar people. Capcom collects personally identifiable data,
stch &s names, addresses, e-mall addresses, and the like, only when voluntarily submitted through Gapcom’s registration
process by a customer or a Wab site vigitor. All infermation gathered in the registration procass will be used only by Gapcom,
Inc. to improve Capeem's products, sarvices and Web site and to inform you of Capeom’s new products, new releases and
promaotional pregrams. Capcom will not share any personally identifiable information you provide with any other company
without permission. By signing up to receive a free subscription 1o GamePro Magazine under our Fighters Edge Program, you
permit Capcom to share your infarmation on your sign-up card with GamePro Magazine, Capcom may in the future request
infarmaticn from you that may be shared with others, In these situations, you will be told of this fact, and ghven an opportunity to

say no.
To protect the inlermation you've given to Capcom, we use 1o prevent others from accessing
your information. Once you register with Capcom, we will send you a netice, via postal or e-mail, confirming the accuracy of the
infermation we have for your ion, It you find any

you may correct information by sanding us the
: c_s paostal =-m__ or g=mail and wa will implement such correction. If ». any time you ..5._:" to =uams your contact




Special Maoyes,
Boomerahg .
Towering Spine
Ricochet Slash
Ride & Slash

Hyper Combos
Bone Burst
Stinger Bones

Assist Type

a Projectile

720 B Anti-Air

v Expansion

i)

CARINE

Special Moves
Viper Beam
Scimitar
Electrap

Hyper Combos

Hyper Viper
Time Flip
Assist Type
& Projectile
B Anti-Air
v Variety

WAD . P (usable in air)

N+ P
JEE K

DIV E + P (usable in air)

W€ + PP (usable in air)

N&I=> + P (usable in air)
NP
W(— +K {usab]e mrailj

\l.-&-) + PP (usable in alrj
*N" 4 Kic 7

QUICL0IS;

Special Moves

“\y Expansion

spetlia_l Moves

Close Fighting A A=Y + P (usable in gir)
Grenade Launcher e L B
Return Fire DML E <P

_ Emergency Dodge A A€ +K

Hyper Combos
Close Fighting A+ N> + PP (usable in air)

. e KK S

B Dash
7y Projectile

e L

Optic Blast WA 1 P (usable.in air)
Rising Uppercut QA+ P
yclone Kick W€ + K
o optic sweep | MEEINIE B
Hyper Combos =
Mega Optic Blast A= 4 PP (usable in air)
Super Optic Blast  NyN=> + KK (usable in gir)
Assist Type I
@ Projectile
A B/ Anti-pir

|



CCHPTAINEAIMIERTCH

Special Moves

Shield Slash A + P (usable in air)
Stars & Stripes >N P
_ Charging star D K 4
Hyper Combos VT
Final Justice A+ PP

Hyper stars & Stripes =N & PP
| \Hyper Charging star_ N+ kK.
Assist Type

e Projectile

B Anti-Air

v Dash
= F Y LE -

e ” I[_rq @ {D E.’] !J.‘.’] E [
S]\Eagg:iaf*ﬂﬁpves 9

Bedcon Bomb: A 1 p Wy

Servbot Launcher A P (@
Bonnestrike NN+ K (usable in air)
Hyper Combos

King Servhot VIEE 5 PP

lunchRush NN +PP
Assist Type [ n

a Throw

B Anti-Air
v Projectile

Spe oves
Schwarzaile
Fantome

_ Sublimation

Hyper Combos

Mil Fantome
Partnaile
Tule Do Mazi

At

o Anti-Air
B Capture

vy Enhancement

— -~ Ninjutsu SN € + any button

. . Balance

2 A

 HKLP LK HP

IS ONCIGE

Special Moves !

Psy-Blast WA= + P (usable in air)
Psy-Blade spin A &K (usable in air)

- (usable in-air)

Hyper Combos

Butterfly Hide W€ KK (usable in air)
Psy-Maelstrom A KK
 PsyTheust N/ + PP (usable in air)
Assist Type N

o Anti-Air
. B Projectile

A= + P (usable in air)
VEE + K

V€ + KK
NN 5 KK

RUBMHIE



SOUS O

/B Projectile
v Anti-Air

L
RIOIGUIE
Special Moves _ S
Repeating Punch WA=D P (usable in air) Special Moves
Rising Repeating Punch UN +p ' | Fusetsuzdn P (press rapidly; usable in air)
Power Dive Punch 2N K L ~ Shienbu WA=+ P (usable in air)
_Power Drain /4 + K (usable in air)._ seiten Rengeki DA + P (usable in air) '
Hyper Combos i | ' | Hyper Combos : |
Goodnight Sugar N+ PP Tenchi Tsukan A= + PP (usable in air) :
Assist Type POW - A KK |
@ Anti-Ait i Morkey King W€ s PP |
B Dash | Assist Type '
v Throw | o Heal
<4

- i
Special Moves

Shidgn, WA 4 p
Special Moves Guren Al 4 P (usable in air)
shout of the Wind <> + P (usable i Plosma Combo: € +IPIPIPIP
Joy of Green V€ + P Hyper Combo
 dofmeomind TNk Rasetslizan WA + PP
Hyper Combos . Engetsu A= 4 KK
Rule of the Plants WYK€ + PP PlasmaField NACE + KK (usable in air)
_Boonofthesun NP +KK Assist Type
Assist o Expansion e 4 :
P B Anti-Air [ﬂ .ﬂ [(/ iﬂ ITT(
v Balance A

| B Enhancement
| v Balance

Pl




Special Moves
Berserker Barrage
Tornado Claw
Drill Claw

Hyper Combos
Berserker Barrage X
~ Weapon X
Assist Type
a Ground
B Launcher

| v Variety

ZLUQWEQmm@

DOETQ0 DO

Special Moves

Plasma Beam A 4 P (usable in air)

Photon Shot DAL E + P (usable in air)

Molecular shield ??Wé eyt
Hyper Combos

Electric Cage w-) + PP

Photon Array SAMULE + PP (usable in air)

Sphere Flame

WAL + KK

YA P
-)\Ifﬂ + P (usable in air)

(AL SRl
AP

ol

4 Special Moves

Ice Beam

Ice Avalanche

Ice Ffst
Hyper Combos

Arctic Attack
Assist Type

a Projectile

B Variety

vy Balance

SHIKATR g

Special Moves |

Shouoken A= + P (usable in air)

Hadoken L€ + K (usable in air)
 Shunpukyaku NLE 4 P (Usablein air)
Hyper Combos

Midari Zakura A= . PP

Shinkii Hadoken i€ . PP

Haru lchiban W€+ KK
Assist Type

a _Dash

B Projettile

7. Expansion

LEEMIAN:

A + P (usable in air)
A= 4 K (usable in air)
L&+ P

A> + PP (usable in air)

£
|
|
?




STIDIEREHTIRY U

Special Moves

Ame No Murakumo M= + P
Excalibur VA + P2orK (in dir)
Gram DA P (usable: marrj or K
_ FormationA A ek =
Hyper Combos '\
Ragnalok
'\ Legion
) - Urubolos
Assist Type
a Ground
B Variety —
. Projectile
Special Moves 3
Gamma Slam LM S
Gamma Tomado SWKEE P
Gamma Charge € (charge) = + K
_ Gamma Charge (Anti-Air) Ny (charge) A + K
Hyper Combos
Gamma Wave A= L pp
Gamma Crush AL E PP
_____ Gamma Quake N 4 KK
Assist Type
o Ground GI] @ I]' Ll\{

B Dash
¥ Anti-Air

Special Moves
Sonic Boom
Somersault Kick
Air Somersault Kick

Hyper Combos
Sonic Hurricane

somersault strike

Assist Type
a Anti-Air
B Projectile
vy Balance

Special Moves
web Ball
Spider Sting

- Web Throw
Web Swing

Hyper Combos
Maximuin Spider
_Ultimate Web Throw

) Crawler Assault

NS . PP (usable in air)
V€ + PP
A & KK

_ Assist Type

o Capture
B Expansion
“y  Anti-Air

GUIICE

€ charge = + P
W charge A\ + K
A + K (in air)

YD + P
NACE K

VA . p (Usable in air)
U P

SMELE . P

WEE K (usable in air)




&](M]LZZU USS’

\ )~ Special Moves

RWU

Special Moves

Fireball JA> + P (usable in air) Coffin Drop N+ P (usable i air)

Dragon Punch A P 1l | ) Cobra Blow (usable in air)

Hurricane Kick N4 + K (usable in air)- | 7 Mummy Drop . NS>+ P (Usable in air)
Hyper Combos " Pharaoh Jud maht NS 4 K (in air)

Shinku, Hadoken WA 4 PP (usable in air) e g ‘

gginkuk}'lé'gﬁlumaki W€ KK b LK HP (usable in air)

npu \ :

Shin Shoryukep DU+ PP (Level 3) ! PP (usab]e in air)
Assist Type : § —

o Anti-Air |

B Projectile

¥y Expansion

UEN DM

Double Lariat

: & { PP (usable umnr]

Special Moves ; N\ Banishing Flat DN p

Venom Fang WA= + P (usable in air)’ L Aerial Russian Slam UM BT

‘Web Throw DML E £ K Screw Pile Driver 360° turn + P (usable in air)

Venorm Rush LD Hyper Combos i b
Hyper Combaos Final Atomic Buster 360° turn + PP

Venom Web N 1 PP Iron Body €WK L K

Death Bite WA & KK Ultra Final Atomic Buster  360° turn + KK (Level 3)

Assist Type Assist Type

a Expansion o Ground

B Variety B Throw

¥ Air Throw

i| v Launcher
tie




NAME

ADDRESS

1723

7IP CODE

STATE

PARENT'S SIGNATURE (IF UNDER THE AGE OF 18)

E NUMBER

H

2
£
g
.
F
g
5
£
E
g
g
g
£

DATE OF BIRTH

TAKE IT TO THE EDGE. CAPCOM 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 €D PLAYER! PLUS, YOU'LL BE ABLE TQ
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 (F UNDER 18) TO:

CAPCOM EDGE 475 QAKMEAD PARKWAY, SUNNYVALE, CA 94086

Dﬁuwﬂdmmm m:mummsmp« name andior addrass. To claim awards sand a
Mm rischamption sarmc:q)mmﬁdgehrﬁghws Edgt proaf-of purchass points {or onginal UPC
oode)mshhpﬁ\eam handling faes to Capoom (sea com for complets detaiis).
Aowared marchandiss 1§ Subject 10 change snd subjoct 1o avaiabiicy whilh supply lasts. Allow 1012 weaks far
‘deltyary. lioms may be shipned separainly. Exira points on ordars wil nat ba ralnded, Paints cannot b
tranalamed or sold wamnupaﬂyva use for any other plpese. Capeom Edge paints cannol be redecmed
‘for cash, Capcorm Entertainiment may cancal, roscind or extend this offer st any time. Points ars subjoct i
wartfication. Only eriginal Capcom Edge of Fighters Edge proal of purchase ponls of criginal UPC codes are
walid from mm packages or m authonzed Capeom Edga dr Fighiers Edge cenificales, No mpwducnms
allowed. Fointa vaid only once por game purchase per parsci. The Capcom Edge program is valid caly with
cuirent Capeom and Fighlars Edga gamas. Thoso undér s 18 must have parent o guardian signatire 1o
panticipate. The Capcom Edge progran is operated by Gapcom Entertainmant and is open o residents of tha
United States and Canada excluting Guebac. Fraudident claims will be weidad. Proof of malling does st
‘constiute proot of defivery. Capeom is ot rasponsible for lost, Incomalote, damage or egibls claim famis.
Conified mail s far ardars. wirirers wil ined in & random drawinfy from
ragistared Gapeom Edge members. No purchase necessary, Odos of winning depend en numbar ol
riglstered Capcom Edge members. sony Computer Entetalnment Amenica, Ninlendo of Americh and Sega
of America ana in o way affiliated with this peogeam. Employees of Capeom Erterasmment, is agencles,
wundars iind their immediate family mambers are not eligibl for this offer. All decisions. of Capéem
Entertainmant on i miftors rekating (2 this promolion ara linal. Recipisnts Agime Wl awards are Presanied
an the coridiion Gapeom Soary Computer ‘America, Nintendo of America, Sega

damages, mjunes, l0sses or expensas of any #nd rosihing i acceptance, possession or use of the award. |
Award reciplsnt is responssble for 2y and all Federal State and Jocal axes if necessary. Offer iz anly good in -
United Stales and Canada excluding Cuebec: Void whia

penhibited by law, Othar restrictions may appy.

Al prders must be postmarked by B/3100.

© GAPCOM 0., LTD, 2000 € CAPCOM LS A., INC. 2000. ALL RIGHTS

FESERVERGAPCOM ard the CAPCOMEDRD are registered irademarks of WWW .
EAPCOM 00, LTD, CAPCOM EDGE 5 3 trademar, of CAPCON B0, LTDY -Eapepm.com

of America, their affiliates, i 2 ralated vas, have no atility , for any f
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CREDITS ey
Manual Design: Hanshaw Ink & Image; Marketing: Tood Thorson, Sean I\l'l;rleu

*kape Design: Michi ‘Morita and Jamie Gibson; Translation; Masayuki
umoto; PR Melinda. Mongelluzzo, Matt Atwood and Carrie Megenity,
| | thanks to: Tom Shiraiwa, Miki- Takano, Bill Gardner, Robert Lindsey,
Neal Robisan and Mark Galameay.

Q0-DAY LIMITED WARRANTY
CGAPGOM ENTERTAINMENT, INC. ("CAPCOM®) warrants fo the original consumer
hat this Sega Dreamcast GD-ROM ("GD-ROM") from CAPCOM shail be free from
defects m 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 GD-ROM free of charga.
10 raceive this warrnty service;
1. Motify the GAPCOM Consumer Service Department of the problem requiring
witmanty service by calling {408) 774-0400. Our Consumer Service Department
15 In operation from 8:30 a.m. to 5:00 p.m. Pacific Time, Monday through Friday.
2 It ihe CAPGOM sendce technician is unable fo sobve the problem by phone, he/she
il bnstruct you b retum the entire GD-ROM to CAPCOM freight prepaid at your
(i) 7isk of damage o defivery. W recommiend sending your GD-ROM certified
Inwall; Please include your sales slip or similar proof-of-purchase within the $0-day
warranty period to:
GAPCOM
Gorisumer Service Departrent
475 Dakimead Parkway
Sunnyvale, GA 94086
Ihls warranty shall not apply if the GD-ROM has been damaged by negligence,
i urreasanable use, modification, tamparing or by other causes unrelated
eotive materiats or workmanship.,

HEPAIRS AFTER EXPIRATION OF WARRANTY

If the GO-ROM develops a problem after the 90-day warranty period, you may
4 the GAPCOM Consumer Service Department at the phone number noted
previnisly, If the GAPCOM service fechnician & urble to Solve ihe problem by
fihiong, hevshe may instruct you to retum the dafective GD-ROM to CAPGOM freight
prepaki at your own risk of damage or delivery, enclosing a check or money for
520,00 (U.5. funds only) payable fo GAPCOM. We recommend sending your GD-
FOM certified mail. CAPCOM will replace the GD-ROM, subject to the conditions
bove, If replacement GD-ROMs are not available, the defective product will be
retumed to you and the $20.00 payment refundd.

WARRANTY LIMITATIONS

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES
UF MERGHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE,
ARE HEREBY LIMITED TO NINETY (30) DAYS FROM THE DATE OF
PLURCHASE AND ARE SUBJECT TO THE CONDITIONS SET FORTH

Johnson; Creative Services: Jennifer Deawille and Marion: Clifford™ N

‘s MARVEL V8. CAPGOM 2
PTS.
HEREIN, IN NO EVENT SHALL CAPCOM BE"
LIABLE FOR CONSEQUENTIAL OR INGIDENIRL*
DAMAGES RESULTING FROM THE BREACH OF ANy
EXPRESS OR IMPLIED WARRANTIES.
The provisions of this warranty are valld in the's

United States and Canada only. Some states and™,

provinces do not allow Imir!aﬂons of how long an lmm:au\

warranty lasts or excl or

damagas, so the zbove hmnannns and axclusions may nnt‘

apply to you. This warranty pives you specific legal rights, anu\

you may have other rights, which vary, from state o state or S
province to province. -l

ESRB RATING
This proguct has been rated by tha Entartainment Software Rating board.
for information about the ESRA rating, of to comment aboul the
appropriateness of the rating, pleass contact ihe ESAB at 1-800-771-3772.

Sega is registered in the US Patend and Trademark Office, Sega

Dreameast, the Dreamcast Swirl, are tradamarks of SEGA. Sega of

America, P.0. Box 7639, San Francisco, GA 94120, All Rights Reserved.

Programmed in Japan. Made and nnnled In the USAWARNING: Opera!es

only with NTSC and Sega D systems purch in

North and South America (excapt Argenting, Paraguay and Uruguay}.wm

not operate with any other telavisions or Sega Dreamcast sysiems.

Product covered under ong or more of the following U.S. Patents:

5.460,374; 5525, 770; 5,627,885] 5.688,173; 4442466, 4,454,594;

4,462,076; Re. 35,839; Japanese Patent No, 2870536, b >4
(Patents pending in U.5. and other cuuntnes] Canada | !
Patent No. 1,183,276, The ratings icon Is a frademark |
of-the 1nleractlve Digital Softwara Association.
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