


About Photosensitive Seizures

A very small percentage of people may experience a seizure when exposed |
images, including flashing lights or pafferns that may appear in video game
who have no hisfory of seizures or epilepsy may have an undiagnosed condi
cause these “photosensifive epilepfic seizures ” while watching videogames.

sertain visual
ven people
n that can

These seizures may have a variety of symptoms, including light headedness, altered vision,
eye or face fwitching, jerking or shaking of arms or legs, disorientation, confusion, or momentary
loss of awareness. Seizures may also cause loss of consciousness or convulsions that can
lead fo injury from falling down or sfriking nearby objects.

Immediately stop playing and consult a doctor if you experience any of these sympioms.
Parents should wafch for or ask their children about the above symptoms —children and
teenagers are more likely than adults to experience these seizures. :

The risk of phofosensitive eplleptic selzures may be reduced by siting farther from the
screen,using a smaller felevision screen, playing In a well-lit room, and not playing wh
drowsy or fotigued, {

If you or any of your relofives have a history of seizures or epllepsy, consulf a doclor

Other Important Health and Safety Information The Xbox Instruction Manual contains -
important health and safety information that you should read and understand bef
software. ;

Avoid Damage to Your Television

Do not use with certain televisions. Some televisions, especially front-or rear-proje

can be domaged if any video games, including Xbox games, are played on

- images presented during the normal course of gameplay may “burn In* fo f

causing a permanent shadow of the static image to appear at all times, even whan video

- games are not being played. Similar damage may occur from stafic images created when

* placing a video game on hold or pause. Consult your felevision owner’s manual to determine

if video games can be played safely on your set. If you are unable to find this information in the

owner ‘s manual, contact your felevision dealer or the manufacturer to determine if video
games can be played safely on your set.

Unauthorized copying, reverse engineering, fransmission, publlc' performance, rental, pay for
play, or circumvention of copy protection is sfrictly prohibited.

Thank you for purchasing Dead or Alive ® Ultimate software created by Tecmo’s Team NINJA
for Microsoft's Xbox® Video Game Sysfem. In order fo get the complete experience of the
game, please read this game manual thoroughly before playing. 3 :




Xbox Live™

Take DOATU Beyond the Box

Xbox Live™ is a high-speed or broadband Internet gaming commu
can create a permanent gamer identity, set up a Friends list with o

when they're online, and recewe invitations fo play gamas Fcr
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Basic Controls

Dead or Alive ® 1 Ultimate is designed for use by one or fwo players.
This section describes basic confroller operations, bosed on the DEFAULT
controller type and assume the character is facing right.

BACK button

X button @

'B button &

WHITE button 4+

Directional pad
Controdling charach
firm menu sel

Directional Pad

Verfical Jump
Jump fo the rear Vertical Forward
N

Defense Standing Forward

Defense in e Forward in
crouching crouching posifion
position Crouch

* H button = X button, P button = ¥ bution, K butfon = B butfon
= = arrows indicale thot the user should press fhe button for short lengih of fime,
* = grrows indicate that the user should press and hold the butfon.

Starting the Game

Game Mode Select

Press the START bution af the Title Screen ta enfer the Game Mode selection screen. Use
the directional pad fo pick a Game Mode and press the START or A bufion to confirm the
selection.

Character Select

Use the directional pad fo select a character and press fhe START or A button fo confirm.
Each Dead or Alive ® character has unique COSIUMES. Affer a character selection hos
been confirmed, use the directional pad to sﬁleC_i the character’s costume and press the
START or A button to confirm the costume selection.

Rules

1. Criteria for Victory in Battle : !

The regulations specified below are prerequisite FDﬂdllions to advanee to the next round
in one battle. The player that wins the ;mecleiefl"ﬁmlj Number of rounds wins the baftle
and advances fo foke on another challenge.

* KNOCK OUT (KO) When a fighter's healh level reaches zero.
= TIME UP When the countdown fimer reaches zero.
(The fighter whose nealin is Greafer wins the set.)

2. Criteria for Draws and Sudden Deaths

A DRAW occurs when both fighters have the SAME Mount of health remaiining af TIME
UP, or in the event of a DOUBLE KO, in which both fighters achieve a KO at the same
time. A SUDDEN DEATH sef is created, if, af fhe SOme time, both fighters win the number
of sels required for victory. The champion of the SUDDEN DEATH set is declared the win-
ner of fhe baitle.

3. Continue

Press the START or A butfon at the Game Over countdown screen fo confirn another
challenge. If fhe game is set fo Defaulf Seffings, YOU Can change characters before the
next fight begins.

REGULAR BATTLE
TIME: This represenis NOW Much fima s remaining in the iround, when the
countdown fimer reaches zer g fighter w
his or her life gauge Wins

SET COUNT: This repr

you win @ round, oné
all dots will ba highlic

LIFE GAUGE: 2l
A player is defeoted if s Or her i gauge

v

5 10 ZE1D

TRAINING BATTLE
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Basic Operations

This section explains common movements used by all characters. Refer fo the
Basic Controls on Page 4 for details on the directional pad and individual buttons.
Review the individual character pages, beginning on Page 14, for moves unique fo
each character. The following movements assume the character is facing right.

Character Movements
== Forward dash
== Run

Down Attack
= Backward dash 1R o 10

+  Guard

Follow-up Attack @ or 4® or @

When a characer is knocked down, you con execute a follow-up affack. Use P or K butfon for
the follow-up attack, depending on the character. In addition to Follow-up Attacks, some characters
hove a special attack, which they can use on a grounded opponent.

Down ;
When your characler is down, use the directional pad to get up. If you want to get up quickly,
continue pressing @ several fimes along with a directional pad key. Certain combinations of
directional pad keys and (2 will enable your character fo attack as he/she sfands back up.

Wnen the chorocfer folls loword the background (Z-oxis bockword): Press 4 and press () several fimes in succession.
When 1he character falls toword the foreground (Z-axis forward): . . . Press ¥ ond press © several fimes in succession.
To reduce the down imB: ... ....ooi ity . . Press @ several limes in succession.
To perform a low kick os the chorocker gets up: Press # and @ severol fimes in succession as the characler is getiing up.
To perform o mid-kick as the character gets up: . . . . Press @ severol limes in succession as fhe characler is geting up.

Throws (HE XP)
Each character has his or her own special THROW, when a character is
thrown by an opponent, press H and P fo avoid falling.

Escaping Combination Throw =+ 04O

Some characters will siring fogether moves and immediately follow-up with o
THROW after execuing o THROW or OFFENSIVE HOLD. Characers are able fo
evade a sking of THROWS and/or HOLDS by pressing =4 @4k @ before the next
attack is executed by an opponent. This fechnigue can also be used when characlers
are about fo be thrown info the DANGER ZONE. Press &+ @4 @ to defend
agoinst these moves and rebound.

Defensive Hold

& button: Defensive hold toward high and mid aftacks.

Low & button: Defensive hold toward low aftacks.

A character can reverse an opponent’s otfack with this move, giving the
character back the offensive advantage.

"TRAINING MODE

Game Modes

There are seven different game modes. An addifional confroller is required for 2 player modes.

ARCADE MODE

Play aguoinst the compufer fo advance in the Dead or Alive ® Tournament.
Another ployer can join in the batile at any time by pressing START on
controller two. Once the two player battle is over, the winner will remain to
fight the next fournament opponent. (1 - 2 players)

DOA ONLINE MODE i
Challenge other fighters from all over the world via Xbox Live™. See Page 10 for information on
Dead or Alive® Online Mode. (1 player)

TIME ATTACK MOBE
This mode is about non-sfop action, your score is calculated by fhe fime it takes you fo clear
the game. Time Allack Mode is only played using the default difficulty seftings and number of
rounds. (1 player) ;
UPLOARING GEEAR TIfdE
You can upload your score via Xbox Live™ and fo the World Ranking. The World Ranking
will feature player Clear Time for Normal Mode ond Burst Mode
(See Poge 10 for information on Deod or Alive® Online Modg.)

VERSUS MODE
This mode allows ployers fo fight against each other. There is no limit fo matches you
can play. (2 players)

SURVIVAL MODE

Use one life fo fight against an onslaught of computer controlled opponents until your healh is
completely depleted. Change the degree of difficully and the number of rounds in the Opfions
menu. After each battle some of your health will be restored. (1 player)

KUMITE MODE
Fight against 30, 50, or even 100 compufer confrolled opponents. The object
of this mode is to earn big paints, bealing the epponents as fast as possible

(1 ployen)

Be fearless fo become flawless by fraining fo develop your fighting skills against
ihe computer confrolled opponent, which will not attack back unless directed fo
do s0. You can direct your compuler opponent to execute a specific move and f=
practice fo guard ogainst the afiaek in boffle, or master throws and defensive |
holds. This mode has no fime limis. To exit Training Mode press START and o

~ menu window will pop-up where you can select from the following oplions:

EXTMODE - it Finish the Training Mode

COM TYPE SELECT . .. .. .. 1o change the computer's *Move Type” or Stance
STAGE CHANGE . . ....... To change the arena

COMMAND LIST . ........ To display the cument character’s move list

TO CHARACTER SELECT . . .To go back fo fhe Charocter Select Screen

Sl S S Exit the menu and refurn fo the Training Mode 07




‘Option Settings

Select OPTIONS from the Gome Made select screen fo adjust game sefiings,

A bulton / START buttan Confirm / G0 10 the next screen
8 bution / BACK button &0 back 10 1he former screen

Directional Pod (Up and Down) Scroll through Ihe list :
Directional Pod (Right and Leif) Change ihe confers of the list . |

ATTENTION

* Colored ifem represents ils defoult sefling.
* Selecting "DEFAULT" in Ihe menu screen retums all

D conseculive sfrikes.
info the Danger Zone.)
i Suceeedad to make Ukemi.
i bolange by pressing fhe (21+@+( bultons Getup auickly ord sk bock
jut you into the “Ukemi® position and allow
siill ineur damage from ihe explosion.

The apponent loses confrol!
Execute mid-oir combos!

ER ZOME. Activate BURST MODE ofter you select your character in
by pressing RIGHT TRIGGER and LEFT TRIGGER simultaneously.
Mode). The baffie will automafically enter BURST MODE in Sudden




DOA ONLINE

To use the DOA Online gome oplion you need fo have an Xbox Live™ account (your occount name is commonly refemed fo
05 your GAMERTAG) and sign-in fo the Xbox Live™ servica by connecling your Xbox@ fo a broadband infernet connection
The rest of fhis section assumes you hove o proper working connection and valid Xbox Live™ account,

THE XBOX® COMMUNICATOR™ HEADSET

Tor take full advantage of the DOA Online experience ond participote in the Viruol Arcode
you will need the Xbox® Communicalor™ headsal, which is sold as part of Xbax Live™
packages, or sold seporataly. Alwoys be respectiul of others. Follow the Xbox Live™
Terms of Use and Codes of Conduct. Keep in mind thal you agree to abide by them every
fime you sign-in fo Xbox Live™

LINKING YOUR DOA PROFILE TO YOUR GAMERTAG
Il you're signing in far e first ime, creale o new DOA PROFILE and link it to your Xbox Liva™
account.. (You con link only one Xbox £ive™ account per DOA PROFILE ond if uses 14 Blocks
af Memory on 1he hard disk of yout Xbox@.) If this Is your fitst fime using Xbox Live™ you will
be prompted fo set-up an accounl, Follow 1he praper skeps o creale an Xbox Live™ account
and return fo this screen,

Online Menu

This is the official login screen to sign-in fo Xbox Live™ and the world of BOA Online,

The DOA PROFALE you creafed will outomalically ba linked fa the Xbox Live™ account you
specified. Confirm your DOA Profile and Xbox Live ™ occount (GAMERTAG) to enfer DOA
Onling, the world's first Viruol Arcade created for Dead o Alive, he world's first online 3D
fighting gome. Get ready fo fightt i this is your first time using Xbox Live ™ you will be
promiplad fo sef-up on account. Follow the sfeps to creabe an Xbox Live™ occount ond
DOA PROFILE ond return fo ihis screen.

Quick Match
Tha Quick Malch feature autornatically selects o batle bosed on opfimol condifions for you ond the Xbox Live™ network.
Select Quick Maich if you con'l waoit fo prove your skills to the res| of fha world becouse you'll be fighfing onling against
ofner DOA ployers n seconds. =

Optimatch
Are you ready fo get the most out of your DOA Online exparience? Want fo play ogainst ofher fighers bosed who share the
same skitls? You set fha pammeters ond hand-pick fhe fights you wont fo enfer fo incrense your World Ranking n Opfimalch.

Create Motch

Wanl to-orgenize your own DOA Toumaments? You set the paromaters and Invite friends ond ehollenge ofher DOA fans in
sessions you design, as o Host, by sefling the rules and condilions as you wish. As the Host, you can change the rules
in-bahween fights to keep everyone on fop of their gome.

MENU

GAME MODE .. ., . Selacts 0 gome moda

ROUND TIME ., Sets Iha amount of fime for 0 single round

MATCH POINT . . Sels Ihe number of founds one musl win to defeal oppanent
LIFE BAUGE . .. Sefs the amounl of health

MAX. GRADE . Sets ihe maximum grade for paricipants

MIN. GRADE . .. . Sels the minimum groda for porficipanis

MAX, PLAYERS | ., Sels the moximum number of porticipants for o sesslon
FRIEND SLOT . - . . Seis ihe number of slofs fo be kept for friends

VOICE CHAT ... . Sels Voice Chat On/Off

LANGUAGE . . .. .. Sels the languoge for participants

FLAG | . . Sefs the flag for session

SEm rwa& . Sefs the nome of session

FRIENDS

This section of DOA Online allows you to see if your fiends are online. Sendmunﬂ:mmangulnsﬂnandammﬂv
onling, or massages io fisnds who ore offfine. Next fime your friends sign-in to ihe Xbox Live™ service they'll get your
nmugenndbaraudvmukaonihechdleme Lp to 100 friends con ba regisierad 1o your DOA PROFILE.

o

PLAYERS
This is the list of playars who have played ogainst you in the sessions you hove joined or hosted. The players section lels
vou evaluote offer DOA online ployers ond send friend requests,

Following icons are used for FRIENDS list and PLAYERS list,

) Viaics [On] 8 voice (011
[®] voice through [1v] @ @) Sent on invlaton fo fis iond
@ @ Received on invilation from Mis friend ¥ Online ployer

@ Seni o friend request to this player @ Recaived o friend request from this ployer

WORLD RANKING

Only the best fighters get 4o rise ubu\fe ori the Deod or Alive® World Ranking charls, here s he place fo see
wha is on top of Ihair gome and how you rank against ofher DOA onfina playars across fne globe. It you can
hone your DOA skills you'll be representing 0s ona of the besl ﬁghrers on Ihe planal.

ONLINE OPTION MENU

VOICE MASKING Salect o filter fo mask your voice,
VOICE QUTPUT * Set-up voice oulput to generate from your TV or heagset.
APPEAR Designate your DOA PROFILE to appear ONLINE or OFFLINE.

= You will be recognized os on OFFLINE ployer by your friands if you-are seffo OFFLINE.
= This selling Is not saved and must be updaled each ime you sign-in-fo DOA Online.

ONLINE GAME MODES
There ore 6 different gome modes available for online play.

WINKER-STAYS (2 - B PLAYERS)
Challenge DOA Online opponents o One-on-One fights. The winner sfays fo fight the next opponant.

TOURMAMENT (2 — 8 PLAYERS)

Create your own DOA Online Tournoments: Winners advance fo fhe next round unlil one fighter is declared fe
Chempion, Champlons of foumaments e rewordad with poinis based on the number of parficiponts fighting in fhe
loumnarment

TEAM BATTLE {2 - 8 PLAYERS)
Challenge DOA Online oppenents in Tag-Team sfyle batfles. The winning ployer's Tag-Teom fighters ore the
Chaompions.

SURVIVAL (2 -8 PLAYERS)
tse one life 1o fight ogainst an onslought of enline oppoanents until your health is complefaly depleted. After
each boffle that you win, some of your hiealth will be restored.

LOSER-STAYS (2 - B PLAYERS)
Challenge DOA online opponenis o one-on-one fights. The loser stays fo fight the next opponent

KUMITE (2 - 8 PLAYERS)
Kurite is @ non-step brawl in which, win er lose, the Champlon continues lo fight all challengers until he or she
quits.

CHANGE NICKNAME TO GAMERTAG

You con toggle betwesn wevmg players Xbox Live™ accounts (GAMERTAGS) and DOA PROFILES by clicking
ihe Right Thumbstick.

POINTS AND GRADE

r|"ﬂ_ur poinis are cumtilative and defermine the Grode associated with your DOA PROFILE. You will receive poinis
for every malch you win in BOA Online. The number of points differs, depending upon the Level (or Grode) of
your opponent and the Game Made you ore playing. Grade represents the level of strength and experience of o
ployer, which will incrense when o carfoin amount of points are eamed
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KASUMI _

Nationality: Japanese
DOB: ! Feb 23
Height/weight: 5'5'/106 LB
Measuremenis 34-20-35 :

~ Fighting Style: Mugen Tenshin Ninjitsu
Favorite food: - Strawberry Millefeuille

Fortune felling

s s-iShirqgi;i,__..

Tenshu Al
Getsurin i)
Hiterjin e
Ren-Shippu 0000
Renchi-Shu L0
Renko-Tenshu POSRH
Renko-Rishu QRIRHE
Senko-Tenshu RSO
Senko-Rishu SEHO

Renfen-Kyaku oo
 Renchi-Kyaku @50
 dinsoyaku 20
- Réppd-Kyoku SOE0
*Tsumui o0
* Koge-Hayate LO40
Rigi-Shusen-Kyaku -0
Getsuei-Kyaku g
<¥nawina 1he bock fo opponent)
Meido-Mikoshi [=]
Oboro fuls el
Ura-Tsubame 4@
(Low throw)
Kodama-lchi-Shiki [H]
(Agaoinst a high/middte punch;
Tsuma-Barai "
(Agoinst a low punch)
Aya-Zakura >@
Ibara-Otoshi 1)
(In Kogera)
Hien S @40
{In Hign)
Chijin-Zakura Hm
{Low hold)
Lira-Hien 2D DBD
{From Ihe back of opponent)
Kowara-Kudaki 4@

(To oppanent on the ground)
Appeal : Sakura-Malol S D F@FE

Hiryu BT K]

Futenjin i@
Sen-Renshu R0
Renjin-Shu 000
Ren-Gelsusal [Elelxdic
Renko-Chishu =040
Renko-Kyoshu Q=040
Senko-Chishu L0
Senko-Kyoshu >040
Fuga T lic
Renjin-Kyaku idlk]
Muei-To SRR
Hien-Shokyaku @0
Roga >l
Shippu-Kyaku SO B0
Sen-Kasumi D@0
Mugen-To M@
Niji-Gake (R ]
Rogaku-Shu LS
Kegon-Enbu E -]
Tsuboso-Gari DR
(From fhe bock of opponent)
Kodama-Ni-Shiki [+
{Agoinst a high/middle kick)
ik (Agains! a mv%uéf;
Kagero e @)
Kasumi-Goeshi EaH]
Hign-Soka-Otoshi LEH]
‘Yume-5asoi cheh @
{From the back of opponent)
Takozume ]
(To opponent on the ground)
Uragake 5Q




JANN LEE

Nationality:
DOB:

B:
Height/weight:
Eeﬁisiurerélﬁ?ts’:
ighting Style:
Occupation:
Favorite food:
Hobby:

Chinese

Nov 27

5'8'/165 LB

38-31-36

Jeet Kune Do

Body Guard
Hamburger, Grapefruits
Waiching action movies

Upper Knuckle @
High Shin-Knee Kick RO
Double Upper Kick 200
Sway Jab 5@
Sonic Spin Kick P00
Sonic Uppercut LR
Dragon Rush R0
Combo Knuckle Uppercut G@=@
Body Uppercut 2
“ v Flash Spin-Kick - W0
iz Shin-Knea Kick DEE
 Thiust Middle Kick Sl
~Middle Spin Kick- HED
“Shop'Spike Kick SO
‘Dragon Blow 2@
* 'Drogon Knuckle =0
Dragon Spike Lt <]
High Spin Kick Liclic]
Blind Elbow @0
(Showing the back to opponent)
Side Buster HER P L)
Hell Crash D@
(From the bock of opponent)
Cwnter(%o{;‘innps' a high/middle k:oE))
Koo Sao 4@
(Against o low kick)
Front Foce Lock eh @
Bulldoging Head Locziln Haod@f:oc%
Rear Counter Knuckle >@
(From the bock of opponent)
Low Sekkan Punch pulH]
(Low hold, From fhe bock of oppenent)

(To opponent on the ground)

Enter the Drogon T+ D@0
(To opponent on the ground)

Appeal : Shout &= DL@LO

Baock Hook 4@
Rear High Kick a0
Sekkan Chop (=r
Jab, High Kick o0

Sonic Low Spin Kick ~ @=@10

Combo Low Spin Kick @L-@{-@

Dragen Cannon PR0=0

Combo High Kick (ee i)

Body Low Spin Kick @0

Flash Low Spin Kick — =="@{0

Double Hook Kick il
Thrust Spin Kick i RLL]
Snop Spin Kick @0
Low Spin Kick RAHT i)
Dragon Elbow @40
Dragon Kick 20
Flosh Tum EER
Blind Knuckle 2@
(Showing the bock to opponent)
Hell Drive HE ]
Fireman's Carry L@
Counfer Rear Punch H]
(Against o high/middle punch)
Lop Soo fH]
(Against a low punch)
Counter Knuckle EalH]
Head Lock 2@
Low Front Face Lock pedH]
(Low hold)
Selkon Punch g H]
(From the back of oppanant)
Trample o0
Low Snap Kick =0
(To opponent on the ground)




LEI FANG

Nationality:
DOB:

Heightfweight:
Measurements:
Lethal Fighting Style:
Occupation:
‘Favorite food:
Hobby: :

Chinese
April 23
55"110 LB
34-21-33
T'0i Chi Quan
Student
Almond Jelly
Karaoke

Zensho S

Niki-Kyaku 200
Soan ; o
Shichi-Sun-Ko —~3
To-To-Ho 450
Ren-Chugeki @0
Joho-Shichi-Sei 2ee
Fujin-Kyaku jiegic]
Haonshin-Tanben 5O

“Renkan-Zensho - YBR¢0G

“Sefryu-Soan QU0
 Renkon-Tai o0
Togenko, -~ 00040
: "'gi, i Hisui e
* Tokuchu-Haisui (ML)

(From the back of oppanent)

58l @
(Against o high/middle kick)

Kosui 4D
(Against a low kick)

Sannei-Hisui =>®
Choshu-Dakyo 230

Ren-Taiko-Chogyo == B 4@+
(In Taiko-Chogyo)

ku-Ryoshi @
(From the bock of opponent)

Teishu-Josai 9@

Hakkal

(Low hold, From the bock of opponent)

Shinkyaku
(To opponent on the ground)

Shahi.-ChugekJ @
Tenshin-Hairen SO
Sofu-Kanji Lo
Kinkei-Dokuritsu @+0
Tessa 400
Hoto-Suisan, Zensho RO
Senkyu-Ren-Tai ~OBI0
Hoko-Kisan (HE P LRk
Renkan-Kinkei-Dokuritsu @@=@0
Renkan-Tessa [~1FEdic]
Tanben, Senkyu-Ren-Toi @GOG
Renkan-Senkyu Gl0
Noba-Bunso F DPEED
Heishin-Sui =0
Sai

ratsu )
(Against a high/middle punch)

Risei &3
(Against a low punch)

Kaisel Lo
(Against a middie kick)
Roshifsu-Yoho d
Toiko-Chogyo e D4
(In Choshu-Dakya)
Kinkei-Dokuritsts S@
(Low hold)
Joho-Ko Coee@
(From the back of opponent)
Rakuso-Suigeki

@
(To opponent en the ground)
Appenl - "Hoppyl* re @GO

19




Y I A e Vs A

_BAYMAN _

Nationality:
DO a:

B:
Height/weight:
Measurements:
Fighting Style:
Occupation:
Favorite food:
Hobby:

Russian

Oct 10

6'6"/231 LB

47-38-40

Russian Commando
Assassin

Beef Stew

Collecting fire arms, Chess

Palm Arrow 1]
Trass Kick @
(While standing)
Jovelin Kick @
Spinning Back Knuckle R
Smash Pl
Head Buft (PRl
Reverse Double Hommer =<>@@
Sliding L @@
. Crash Leg Spike 2RROLE
" Rush teg Spike’ @240
“Storm Hook 060
Somswar oo
Trop Reverse Hammer  ©O@
3 ,.&ﬁh: Suplex (HE
. Ruebradora Congira vE
Ghost Buster 4 D@
£ (Low fhrow)
Counter Stond Arm Lock @
(Against o high/middla punch)
Counter Arm Lock 4@

(Against a low punch) -

Catching Cross Hold o
(Against o middle kick)

Choke Slam Ll H]
Standing Arm Lock ]
Dangerous Driver L Y+
(In Standing Meck Lock)

Achilles Hold i
(In Leg Trip)

Side Arm Lock s KH]
{Low hold)

Short Cannon i}
(From the back of oppanent)

Swing Neck Hold v
{In Sleeper Hold)

SfompiEF pa ]
© opponant on the ground)

Smaosh Hook i@
Drop Kick 2lic]
Rolling Sobol D0
Knes Lift =0
Heel Hommer Lol
Shoulder Tackle —~Q
Lag Spike 20
Stomach Break SOH
Rush Sobat =00
Jab, High Kick o0
Storm Back Knuckle R0
Trap Heal Hommer Liclic)
Giant Uppercut we
Neck Hanging Trea « D30
Victor Cross Hold E -]
Cafching Arm Bar DR

&rorn the back of opponent)

Counter Uppercut @
(Agoinst a high/middle kick)

Counter Low Uppercut R H]
(Apainst o low kick)
Neck Hold Swing 2@
Shoulder Breaker 40
Standing Neck Lock = W@
(In Standing Arm Lock)
Leg Trip 20D
Half Boston Crab L]
(In Achilles Hold)
Arm Bar L1

(In Side Arm Lock) i
Sleaper Hold oy @
(From the back of oppanent)

Knee Drop !

o0
(To opponent on the ground)
Appeal : Posing == BE@<0




TINA

Nationality:

Height/weight:

Measurements:

Fighting Style:
Occupation:

Favarite food:
Hobby

American
Dec 6
5'6'/130 LB
35-22-35
Professional Wreslling
Wrestler

Seafood }
Video games, cycling

Knuckle Arrow 5@
Back Chop Hammer f2le ]
Low Spin Knuckle 2o
Jub, High Kick o0
Machine Gun Rush P00

Spin Knuckle Combo ~ =@@2@

Jumping Hip Aflock @ <@

Kenka Kick DG
Shoulder Tackle —@

- Rolling Sobal b
Low:Sobat Combo 500
Tum Sobal o0
(Showing the back fo opponent)
BodySlom:. 0400
Fléierr?‘nﬂns Buster v

' Fiying Mojor LOHO
408, 3 040

" (In Surfboord Strefch)

Jopanese Ocean Bomb &E Lov?ﬁrﬁv%

German Suplex Whip ~ ®dr@=pC
(From tha back of opponent)

Sirike Elbow Pad @
(Against a high/middle kick)

Bear's Skap 4@
(Agoins! a low kick)

Hammer Throw 2@
Reverse Wing Lock F
Tackle LA
Knee Bomber S@
(Low hold)
Dragon Suplex LatHE ]
{In Full Nelson)

Hip Di

rop TR
{To opponent on the ground)

Moonsault Press 4+ DeP@-RE
(To opponant on the ground)

Appeal : Guis Posetn @ @0

Elbow Smash @
Double Hommer L2F]
Neck Cut Kick 40
Machine Gun Middis @0
Utimate Combo =000
Double Uppercut 2200
\erfical Hommer wREE
Low Spin Kick RrdHE ]
Short Ronge Lariat =@ PO
Knee Hommer 20EE
Double Low Kick Rk Sl
Death Valley Bomb (HETF ]
Frankensteinar RLEHL )
J.0.Cyclone R e Ei]
Surfboard Stretch — D40
(In Flying Major)
Bass Bomb 4 D4E
(Low throw)
German Suplex (HE
(From the back of cppnnan!)

Shrike Elbow Smuash
(Agoinst a high/middle punch)
Double Slap L@
(Against o low punch)
G scm\&«golnsl a middle ;[;l%
JOS. F gHEH]

(In Hommer Throw)

Rodeo Hold [H]
{In Reverse Wing Lock)
Tum directional pad around

Giant Swing oo

(In Tackle)

Full Nelsol 2D

(me the bock of opponent)

Knea Smash DD
(Low hold, From the back of opponent)

Elbow Drop S0

(To opponent on the ground)

Rolling Forword LD

23




RYUHAYABUSA

‘Nationality: : Japanese : g ' L Halolsu 20
EO'BET}W ight é”g%]sgh LB 23 PR -2
eight/weight. - ‘9" L : -

Measurements: 41-32-36 1 R Hogen-Shu e:z
gghhnghsrfle Ealyubussa Ninjutsu Rt -
ccupation: ntique Shop Owner ]
Favorile food: Sushi : _ it el 111 Y il
Hobby: Mountain climbing, fishing i, ; 1 Kusen-Zangeki ORERO

Sho-Ren-Dan PE0
Seiken, Jodon-Geri (Plic]
Kushin-Geki CRE
Chisen-Kyaku Pl
' S dsuger YT a0
Jinpu-Ren-Geki R OROHD
Chishio-Kyaku D0
Shoryu-Kyaku .~ /860
M@;Wnin-eu $000

“Koten-Saiken-Zuki [~
(Durlng handstand)

}m -Kyaku ficlic)
(During hondsiand)

Kyokuko-Holan-Raku & @ @40
Kubikiri-Noge 20
Shorai-Sho L€ gl e Erlic

lzuna-Otoshi QD40
(In Kamaitochi)

Lkquo?Fa HE]
rom the back of opponent)

Ryusen-Sho 7 E
(Against o high/middle pun[:h)

Chiryu-Kobushi-Mai
(Against a low punch)

Shugeli-Kal
e ainst o rickl Kk
Kolen-5osi-8h

u @
(During handstand)
Hoyabusa-Geri 23

Yoroi-Gari =@
(From the back of opp f)

e =
(Low hold, From the bock of opponent)
Torago-Sodan

0 Opponent on the ground)
Koten During hondstand
- ngeuhonu pa

Appeal : Rei Ee D HOp0

Raoishin-Geki 2@
Nichirin-Kyaku P2l
Gelsurin-Kyaku BO
Mizuochi-Geri ; @
(While standing)
Renfo-Geki P60
Mekki-Napi-Geri ROER0
Jinpu-Ren-Kyaku L0
Ura-Chiso-Kyaku Pl RLlk )
Hoyo-Nogi-Geri w0
Haojo-Hiza-Geri >0
Jinpu-Geki egedich Jxc]
Riei-Shusen-Kyaku -0
Korin-Kyaku &0
Jinpu-Kyaku 4 D0
Rakushin-Ga o0
(Showing the back to opponent)
Koten-Sokuto-Geri a
(In Kaoten)
Juji-Garomi D4
Rakurai-Sho LD
Shiho-Nage et P Lilic)
Komaitachi Rl
(In Shora-Sho)
Tanshu-Sen LD
(Low ihrow)
Rakuryu-Sho I p@D0
(From the back of opponent)
Ryusen-To

@
(Against o high/middie kick)

Chiryu-Ashino-Mai &3
(Against o low kick)

Soei-Shu EH]
Gen-Ei S @
Gen-Ei-Kai b EH]
{Low hold)
Ura-lkazuchi-Nogi e @
(From the bock of apponenT)
Noraku-Zuki
(To opponent on the ground)
Tenchi-Gogshi @ep@
Urakoze b2(p]




ZACK _

Nationality:
DOB: _
~ Height/weight:

Measurements:

Fighting Style:
Occupation:
Favorite food:
Hobby:

_America

April 3
67172 LB
41-3387

uay Thai
DJ

Ice cream
Pool bar

Hell Neadle 4@
Rising Heel Kick gk
Double Elbow e
Upper Elbow =@
Half Spin Heel Kick RO
Gaotling Knee 200
Double Low Spin 2040
Jab, High Kick @0
Dancing Rush o000
“Wuloan Knee Kick @O
Deiil's Rush
; Spinning Heel Kick 20
Twister Uppercut & @440
‘Fiyinig Knee Kick DG
SR Rolling Elow <0
g (Showing the back fo opponent)
Wild Throw [HE ]
Beas! Fang S1%@R0
Elbow Counter [H]
(Against o high/middie punch)
Punch Through 4@
(Against o low punch)

Knee Strike =@
Backward Trop -
Hook Elbow CellH]
(From the bock of opponent)

Burst Neadle S

(Low hold, From the back of opponant)
(To opponent on the ground)

Wild Heel
(To opponent on the ground)

Appeal : Wove  <on D@0

Down Elbow R
Double Impac! 222
Inferno Rush SROBE
Half Spin Rolling Elbow SO
High-Middle Combo on
Low Kick, Straight ©oEE
Sway Blow 5e
Vulean Elbow 00
Low Spin Rush (ETRNTcE Tid
Genocide Rush [ple el

Heaven Smash SRR

Spinning Middle Kick D

Rising Knee =0

Devil's Uppercut SO

Turn Spinning Heel Kick k]
(Showing the back o opponent)

Knee Storm =240

Meck Hunling [HE ]
(From the bock of opponent)

Knee Counter @

(Against o high/middle kick)

Kick Thmu?h 4@
(Agoainst a Tow kick)

Forward Trop e @

Lift Nope P H]

(Low hald)

Head Crash =S @

(From fhe back of opponent)

Foot Stamp i@

Fake Roll 20




__GENFU

- : - i To-Sho +@
| ~ Nafionality: ~ Chinese
i DOB: ity. i | i . Tanhe, Kosonzan pulelF]
i Height/weight: 5'6'/172 LB Banchu, Tanho 200
| - Measurements: i ~ 37-40-38 Kaiho, Sosui, Sohoc®2@ - @@
Fighting Style: Xinyi Lihue Quan Sk
Occupation: Used bookstore Owner Tanpa So@
Likes: Mabo Tofu f Sen-Shi 00
Hobby: Chinese Painting sl
: : ; Yosokuha =@
Soha i)
Toha DERH0
- Kelol HonSappu - T #0@
! :_:;Hdn-séhbi;' a0
- Tenshin-Koshu Toi 50

Soni-Kyoku 020

* Jujikao [y
iz

- . Kokai-Son-Osa S @

Kohaibi HEFF

" (Low throw)}

shu @
(Against o high/middie kick)

HKoka L&

R (Against a low kick)
: Asshu ]
Kenchifu F A

Kohanshi L@

(Low hold)

Rakushu-Geki 4@

(To opponent on the ground)

Senpo e @

Appeol : Barrokuchi¢=xp EHh@-R@

Rensui-Tanpa =
Kohoto pale)
Kaiho, Yosoku | e
Choryo ;=
Kosonzan D
Kobokuha (e L]
Ugyu-Haito 2@
Yoshi-Saiken LD - =G
Joshutsu-Do icle]
Shichisun, Ugyu edicil o]
Senpu-Zanso-Tai Etaicilic]
Sokuton-Kyaku =0
Tenso-Tal RAgHE ]
H?&eilg-etsu—Hu O O @40
Shin-i-Ha @R

Saishu (H]
(Against o high/middle punch)

Kashu
(Against o low punch)

Ryuchobo
(Against a middle kick)

Shutai ot i
Kokei 22
{In Kenchifu}

Kosonzon -0
(From the back of opponent)
Chito-Sho 40
{To opponent on the ground)
Sokuten 1e]




SECRET COSTUMES _ =153 .
Unlock exciting new costumes for Dead or Alive ® characters each time
-complefe the ARCADE MODE. After a character selection has been confirr
characters select menu, use the direcfional pad fo salect the character's
and press the Starf or A biiton fo confirm the costume sel

it takes to master each character in Dead or Alive ® and un

cosiumes? - i

RAIDOU
u




COMPLETE
MoVES LisT

90-DAY LIMITED WARRANTY:
Tecmo, Inc. ("Tecmo”™) warranis o the original consumer that this Tecmo Game Disc shall be

. free from defect 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, Tecmo will
repair or replace the disc, af iis option, free of charge.
To receive this warranty service:

1. DO NOT refurn your defective disc to the retailer.

2 Nofify Tecmo of the problem requiring warranty service by calling
(310)944-5005
Qur office Is In operation rom 9:00 a.m. to 4:00 p.m. Paclfic Time,
Monday through Friday.

3. If the Tecmo service technician is unable to solve the problem by
phone, he will provide you with a Refurn Authorizafion number.
Simply record this number on the outside packaging of your
defective dise, and refurn your disc freight prepaid, a' your risk of

- damage-or loss, together with your sales slip or similar
proof-of-purchase within this 90-day warranty period fo:
Tecmo, Inc.
PMB#5553 21213-B Hawthome Blvd.
Tofrance, CA 90503

This warranty shall not apply if the disc has been damaged by negligence, accident,
unreasonable use, modification, fampering, or by other causes unrelated fo defective materials
or workmanship. Tecmo is not responsible for lost or misdirected packages.

REPAIRS AFTER EXPIRATION OF WARRANTY:

If the disc develops problems dfter this 90-day warranty period, you may contact the Tecmo
Consumer Division af the phone number noted above. If the Tecmo Service fechnician is
unable to solve the problem by phone, he may provide you with a return Authorization number.
You may then record this number on the outside packaging of the defective disc and refum
the defective disc freight prepaid to Tecmo, enclosing a check or money order for $10.00
payakle to Tecmo, Inc. Tecmo will, at its option, subject to the conditions above, repair the
disc or replace it with a new or require disc. If replacement discs are not available, the
defective disc will be returned and the $10.00 payment refunded.

WARRANTY LIMITATION:

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY
AND FTNESS FOR A PARTICULAR PURPOSE, ARE HEREBY LMITED TO NINETY DAYS FROM
THE CATE OF PURCHASE AND ARE SUBJECT TO THE CONDITIONS SET FORTH HEREIN. IN NO
EVENTS SHALL TECMO BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING
FROM THE BREACH OF ANY EXPRESS OR IMPLIED WARRANTIES. The provision of this
warranty are valid in the United States only. Some states do not allow limitations on how
long an implied warranty losts or exclusion of consequentiol or Incidental damages, sa the
above limitations and exclusion may nof apply fo you. This warranty gives you specific legal
rights, and you may also have other rights which vary from sfafe fo state.

TECHNICAL SUPPORT: (310)944-5005
Our office is in operation from 9:00 a.m. o 4:00 p.m, Pacific Time, Monday through Friday.

Microsuft, Xbox, Xbox Live, the Live logo, and the Xbox logos are either reglstered trademarks or trademarks of
Microsoft Corporation in the United States and/or other countries and are used under license from Microsoft.

Itis a violation of Federal Copyright Law to copy, duplicate or reproduce this program, or any portion of this program,
without the express written permission of the copyright owner. Dead or Alive® is a martial arts video game and work
of fiction. Any resemblance to actual persins, places or organizations is purely coincidental.






