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or Alive®: The Legacy

Way back in the middle ‘90s, Tecmo of Japan
released a brand new 3D fighting game via a
licensing deal with Sega of Japan, using the lat-
ter’s most current arcade technology to drive
this new game—Dead or Alive. Though it was
extremely difficult to find back then, the game
made waves, though not necessarily for its
innovations to the genre, like the novel inclusion

DEAD OR ALIVE 1
UECS (212 WS (BF

PRESS START BUTTON
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Dead or Alive on Sega Saturn (and Xbox)

of a reversal button, for example.

Created by Team Ninja and spearheaded by
producer Tomonobu ltagaki, Dead or Alive was
one of the first forays into then-new 3D fighting
territory, following in the wake of the immensely
popular (in Japan) Virtua Fighter 2. It brought a
number of innovations to the genre, primarily
the aforementioned reversal button and the
incorporation of “Danger Zones” that led to an
explosive end for anyone unfortunate to be
driven beyond the boundaries of the ring.

The stunning animations—running at a brisk
60 FPS (Frames Per Second)—and the extreme
bounciness of the female fighters made an

indelible imprint on the scene, though the
franchise went dormant for a number of years.
This is, of course, following the requisite home
console ports to Sega Saturn and Sony
PlayStation (the latter of which came to the
west). The arcade-only upgrade called Dead or
Alive ++, released in 1998, had some minor
tweaks and additions (such as a “tag” mode).

However, like Kasumi recovering from a
sharp blow to the head, you can’t keep a good
game down.




Dead or Alive® 2

RELEASED

Fast-forward to 1999 and Dead or Alive explodes out of
retirement, given new life on yet another Sega-based
arcade board: this time the NAOMI system, which was
a slightly modified version of its home console counter-
part, the Dreamcast.

At the time of its release, it was the most graphically
impressive game, wowing players with its staggeringly
detailed 3D fighters and the massive environs (now
“Danger Zone”—free) they could battle across, smash-
ing one another through windows and against walls.
Most importantly (to some), the female fighters
returned and were as bouncy as ever.

Needless to say, there was little chance Dead or Alive
would fade into obscurity anytime soon.

Dead or Alive® 2: Hardcore
RELEASED

Following on the heels of the Dreamcast version came a
slightly remixed edition for PlayStation®2 owners in the
form of Dead or Alive: Hardcore, which expanded on the
earlier version in a number of ways.

Foremost was the inclusion of a bevy of new outfits
for all the fighters as well as a few new stages for the
combatants to war across—the Great Wall stage being
particularly impressive. Other changes included various
other unlockable items.

Essentially, though, it was merely a slight upgrade for
the series and the first, all-new, edition would have to
wait for a bit longer (and for the introduction of yet
another new piece of gaming hardware).

FAEEE GREKTIEY B3
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Dead or Alive® 3

RELEASED

F Dead or Alive 3 marks the first time a DOA game was
confined solely to a home console, as there was no

g arcade release either here or abroad. As it turns out, it
Y wasn’t entirely necessary as Dead or Alive 3 became the
most graphically intense edition of the game released yet,
as well as one of the first games available on Microsoft’s
fledgling Xbox console.

Featuring new characters including Hitomi (who hails
from the wilds of Germany) and Christie (from merry ol’
England), Dead or Alive 3 arrived on the Xbox with
staggering force, boasting unreal graphics and a sound-
track featuring Aerosmith as well as a wealth of new
unlockable content. The stages themselves were all brand
new and ranged from a frosty ice cave to a fight along the
streets of a neon-lit city in the dead of night. Naturally,
they also increased the size and scope of the levels by
several degrees.

This would mark the series’ first foray onto a
non-Japanese console and would also prove to be
Ryu Hayabusa’s prelude to the storm that would be
Ninja Gaiden®

primagames.com




Dead or Alive® Xtreme Beach Volleyball .
RELEASED I

Sometimes you just need to get away—
and the girls of Dead or Alive are no
different as they hit a tropical island
(replete with casino) for some madcap
sports action in Dead or Alive Xtreme
Beach Volleyball.

Featuring upgraded character models
and some intense two-on-two V-ball DR, .I.
action, the ladies of DOA bumped, set, s, '
spiked, and bounced through the long, np
hot days, only to cool off in the confines
of the casino at night.

While that was a nice diversion, every-
body involved apparently decided that it
was time to take a trip down memory
lane and re-live the world of Dead or
Alive 2in...
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Dead or Alive® Ultimate™

RELEASED
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A great leader was killed at the end of the 20th century. His name was Fame Douglas, and he was renowned as the
sponsor of the legendary Dead or Alive® World Combat Championship. Since his death, and in the absence of his
charisma and leadership, the world has become chaotic. Yet something appears to be happening. Amid this chaos, it is
announced that Dead or Alive Championship 2 will be held. However, Douglas’ passing has taken with it the purpose
and significance of the tournament. Even worse, the promoter of Dead or Alive Championship 2, who is fond of conflicts
and jealous of the strong, was responsible for Douglas’ death. The new promoter is more than just a corrupt mastermind,
but a man of pure evil. His involvement in the tournament has brought a sense of terror to the world, resulting in the
infamous Tengu Disaster that occurred at the end of the 20th century. The climax of the disaster is about to begin with
a roaring battle.

The Ultimate Guide

Welcome to the Prima Official Game Guide for Tecmo/Team Ninja’s Dead or Alive Ultimate, the latest chapter in the
DOA saga to land on Microsoft’s Xbox gaming console. Herein you’ll find all the moves, costumes, characters, and
other goodies that you’ve come to expect from a Dead or Alive game, exposed for your reading and gaming pleasure.

Controls

OQ: Controlling Characters; Confirm Menu Selections
®: Controlling Characters; Adjust Spectator Camera
Q: Throw (same as ®+9); Confirm Menu Selections
®: Kick; Cancel Menu Selections

Q: Free (hold and guard)

Q: Punch

w: 0+Q

T: 0+0+0

©: ©+9Q; Adjust Spectator Camera

®: 0+Q

@: Confirm Menu Selections; Pause

@: Cancel Menu Selections; Return to Previous Screen




Dead or Alive® Greatest Hits

0J1U|

These sidebars, ensconced in
the various Roster sections,
feature a look at the moves
from the very first Dead or
Alive (which, incidentally, is
included as a freebie with
your copy of Dead or Alive
Ultimate) as viewed from
Sega’s ill-fated Saturn console.
This game is a “port” from
the original arcade version,
powered by Sega’s Model 2
arcade hardware and also

~ developed by Team Ninja. You
can now play Dead or Alive:
Ultimate via Xbox LIVE.

It’s time to put some bounce into your Dead or Alive Ultimate
experience, so turn the page.
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That’ll leave a mark.

VWhiIe in many ways Dead or Alive® resembles other 3-D fighting games, in other ways it is its own animal. Herein we
break down precisely what makes Dead or Alive tick.

Combos

Like most fighting games, Dead or Alive Ultimate has a bevy of canned combos. These strings of moves are hardwired
into the game and, generally, are very easy to execute. This makes the game accessible. But what happens when
you’re ready for something a bit more in-depth?

While you can make a pretty solid DOA career out of simply using the moves list and going through the various
motions, the best players start to plumb the depths of the combo system and pull out improvised combos—combos
that the designers didn’t necessarily have in mind and ones that are much more difficult to pull off. This includes
moves such as juggle combos, where you bounce your opponent through the air without letting him touch the
ground. He’s totally at your mercy (and completely unable to counter any of your moves).

Execute juggle combos by using a character’s “launcher’—a move that sends a foe up into the air on the first hit
(though some canned combos give you the same effect). Once your foe is up there, start experimenting with various
series of punches and kicks to see if your character is quick enough to keep an enemy aloft for a decent measure
of time.

Let’s take Ayane as an example. Launch your foe with €©,®+® and start tacking on hits, such as Q+9,<©+9
(which should flip Ayane around), then hit 9,9,+0,9,8+® to finish it off. The entire string would look like this:

©,0+0,Q+9,0+0,0,0,0+9,0,0+0

That combo (when you master it) can do massive damage to just about every character. Though most of the juggles
you find won’t do nearly this much damage (or take this much skill to pull off) it should give you a good idea of
what’s possible.
Hit Sparring mode and practice, practice, practice to see which moves link best with what other moves.
Good luck!

primagames.com




Holds and Counters* Back at ya!

These are the three basic buttons. The

rest elicit combinations of those three
in some fashion or another.

The basic controls for Dead or Alive® consist of a punch (9), kick (®),
and, unique to DOA, the “free” (@) button.

Punch and kick, of course, are self-explanatory, but the “free” button functions as both a block and a hold button—
and holds are what really separate Dead or Alive from the rest of the fighting game pack.

Essentially, holds allow you to reverse any
incoming attack as long as you enter the
correct motion with .

Attacks in Dead or Alive come in four
varieties (not including throws):

High Attacks: ©,®
Middle Punches: ©,®
Middle Kicks: ©,®
Low Attacks: ©,®

Each form of attack requires that you enter the correct counter motion to effectively reverse the incoming attack,
turning you into the aggressor and your would-be attacker into the victim.

Of utmost importance, however, is timing. If you execute too soon, you'll enter the countering animation and end
up being drubbed soundly for your effort. The same goes for being too late (chances are you’re already eating fists
and feet at that point).

Generally speaking, it is not a good idea to keep flailing away with holds hoping against hope that you’ll manage
to counter an incoming attack. Instead, begin memorizing your opponents’ canned combos so that you can abuse
them for over-relying on them.

Slope Attacks

Sloping or Slope Attacks are all new to Dead or Alive Ultimate. This allows certain characters to execute a special
move that does more damage than simply kicking a foe down a slope, stairs, etc. Bear in mind that you can do these
only on certain levels. Check out this list for who and where:
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Kasumi
Kumoi-Zakura (Opponent’s back facing a slope): 8+

¥ Kobore-Ume (Your back facing a slope): 9+0

Rgu

i Yagura-Kuzushi (Opponent’s back facing a slope): ©+Q

Koryu-Otoshi (Your back facing a slope): ©+0

Gen Fu

Yosan (Opponent’s back facing a slope): +9

Dai-Ryukei (Your back facing a slope): +9Q

Helena
Kaimon-Hanheki (Opponent’s back facing a slope): +9Q

Tohatsu-Urai (Your back facing a slope): 9+@

Bass
Canyon Dunk (Next to slope): 9+Q

Zack

Rodeo Drive (Next to slope): 9+

Leon
Desert Scorpion (Next to slope): 9+Q

SIOPC Attack Stages

The White Storm

Jann Lee
Dragon Slider (Next to slope): ©+0

Lel Fang

Akushu-Soan (Opponent’s back facing a slope): ®+Q

Wankyu-Shako (Your back facing a slope): ®+9Q

Agane

Rakka-Ryoran (Opponent’s back facing a slope): &,9+9Q

Hana-Oroshi (Your back facing a slope): &,9+9

Ein

Rakugetsu (Opponent’s back facing a slope):®+9Q

Tachikage (Your back facing a slope): ©+Q




Gameplay Modes

So Many Ways to Bring the Pain!
Story Mode

Story mode is pretty self-explanatory: You take one of the 12 main characters (i.e. the characters that are initially
available when you play the game) through their own serialized story, which sheds some light on their past
histories. This mode comes replete with a roster of combatants customized to each fighter as well as a super-sharp
CGI movie at the end.

Time Attack Mode

It’s a mad dash for the finish: the goal in this mode is to put the pedal to the metal (or foot to the jawbone) and
beat the game as quickly as possible. Bragging rights go to those who can beat it with a record pace.

SoOpoN Aejdawen)

Survival Mode

Stayin’ alive: In Survival mode you need to do just that—survive! You face an unending onslaught of computer-
controlled opponents bent on taking you down. As you battle it out, you unlock all manner of character-specific
goodies that can be viewed in the Collection screen. Opponents never stop coming, so there is no end to this mode
in the general sense.

Tag Battle Mode

Tag me: While Versus mode is one-on-one battles, Tag Battle features two-man (or woman) teams fighting it out
with each other. For those characters that feature complementary storylines (characters above and below one
another in the character select screen), you even get access to an awesome new set of moves.

e .n._- So you wanna bring the hurt during a Tag Battle? Try pressing
",? - ‘ ©,0,0+0+0 to execute a little double team action, making life
g really, really painful for the individual caught in the middle.
\ l;'l Remember, you need to be partnered up with the correct character
M. (via the character select screen, characters stacked one above the

other) for this to work!

Team Battle Mode

All for one and one for all: In Team Battle mode you select a squad of fighters to battle it out tournament style
against the computer or a human-controlled opponent. You work through your roster of characters until one of you
proves, ultimately, triumphant.

Versus Mode and More!

Other noteworthy modes including Sparring (a training mode to hone the skills you learned in the “Strategy” chapter)
as well as DOA Online! Head to Xbox Live to prove, once and for all, who is the greatest DOA player...Good luck—
you’re gonna need it.

LL
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Wb e Kasumi is a true Kunoichi, a female @
ninja, ordained to be the 18th leader
of the Mugen Tenshin style. Instead
of leading the Mugen Tenshin Clan,
she became a runaway shinobi to
avenge her older brother, Hayate. It
seemed as though she completed her
mission after the first Dead or Alive
World Combat Championship,
but immediately following the
tournament she was taken
\\\ captive by the Super-Human
Development Project.
Kasumi “_” (her clone) was
created while she was
held captive.

primagames.co

The Kunoichi of Destiny




Nationality: Japanese

Gender: Female

Birthday: February 23, Age: N/A

Blood Type: A

Height/Weight: 5’ 2”, 106 Ibs.

Body Size: B35” W21” H33”

Fighting Style: Mugen Tenshin Style Ninjutsu

Tenjin Mon

Occupation: Runaway Shinobi

Likes: Strawberry Mille-feuille

Hobbies: Fortune Telling

Roster

General Strategy
As you watch Kasumi cavort across the screen, it quickly
becomes apparent that this speedy lil’ devil means
business. She doesn’t dole out substantial damage with
her basic punches and kicks, but string them together
into moves such as Renko-Kyoshu and Tenshin-Rengo to
quickly dispel any notion that she’s all speed with little
power to back that up.

Her raw speed makes her the bane of bigger, slower,
characters such as Bass or Leon. She can get in, strike,
and retreat before the meatheads know what hit 'em.

Although she is fast, she is not the game’s fastest character and, against someone equally as speedy, such as Ryu
(who’s also stronger), she can run into a few nasty bumps. Also, due to her relatively low weight, she’s more easily
juggled and much more susceptible to a vicious pounding by the bigger combatants.

Still, she’s one of the most popular Dead or Alive characters, and not just because of her alluring array of outfits and
interesting attire...though we’re sure that doesn’t hurt matters any.

Move List

b

jwnse

ATTACKS

| TensHw: ©+0 | | spnko-Kvosu: ©+0,00+0 | SHRANAML ©00
| Hiryw: 0+0 | SenkoTensHu: ©+00+0 | TenpuSHuw Jgee
| GETSURIN: ©+0 | | SEnko-GENRAKU: ©+0+0 [ UraRenTEN

. Futenv: 0+9  Karo-Sentorsu: Q+00 [ (SHOWING BACK TO OPPONENT): 0,0

| HITenjIN: ©+0 | | Ka1o-GENRAKU: Q+0Q+0 | [GersurKvaxu: 00
. TensHIN-RENGO: 00000 | RencoKvaku: 00,0 [ Kiren-Kvaku Wik cerTine up): 00 |
[ TENSHIN-RENJIN: 000Q+0 ] [ RENjIN-KyaKu: 0,Q+0 ] | Kogersu-Kyaku (WHILE GETTING up): @+@
. TensHIN-RENCHL: 0000Q+0  RencurKvaku: 00+0

| Ren-Ka1o-SENTOTSW: 00909 | MuerCusHu: o0+09+0 |

| REN-GETSUSAL: 009+0 | Encersu-SHuw: o+00

| RENKO-RISHU: 00.0+000 || Gersuro-SHu: o+0,9+0

. Renko-KyosHu: 000+00,0+0 | Roca: 000

| ReNkO-TENSHU: 000+00+0 | | Tumu: 00

| RENKO-GENRAKU: 000+900+0  Smirrew: 0+00

| Ren-ENGETSU: 000+00 | Surrsuro-Kyakuw: 04000

| REN-GETSURO: 000+0,0+0 | Fukasen: Q.0+0

| Tenyiv, RENGO: 0000 | | SenKasumr: Q0+ |

" TenyIN, RENJIN: 00Q+0 | MucenTo: Qa0

| Tenyy, RENCHE: 000+0 || Nac: ©00+0

© SENKO-RISHU: ©+000 | MarOcr: QQ0

el
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THROWS HoLps

K AsumI-GAESHI: 0+Q

Kasumi-KYOkA (AGAINST A HIGH PUNCH): LX)

©.0.0+000+0

MAa1-GOROMO (AGAINST A LOW ATTACK):

DowN ATTACKS

TAKAZUME:

000029

4.0+0

Special Move Attacks
URrA-HIEN (FROM BACK OF OPPONENT): 50+0 Appeal: Sakura-Matoi— ©.0.0.0:0:0
NyI-SHIBUKI (LOW THROW): 0.0+0 Uragake: ©,0

(BfuenSiaut (Eows mamow): B0 ) enpy: 00

lHlustrated Moves
) Tenshin-Rengo ]
Sl

primagames.com
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Roster

e "
Renko-Rishu

\
0,05+0,0,0

lunse»|

Gl
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Senko-Rlshu
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Roster

Getsui-Kyaku

Adachi-Shizuka
ol )
|

e =T

/

Hien-Saka-Otoshi

D

VAl
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Ryu is THE modern Ninja and best friend of Hayate,
Kasumi’s brother. As a highly skilled and trained
Ninja, Ryu has the responsibility to confront
Bankotsubo, the Tengu of Destruction, who came
from the dark world into human existence.

To confront Bankotsubo, the Tengu of Destruction,
face-to-face would be a suicidal act for any human
being, but Hayabusa owes it to himself,
and to mankind, to confront his fate and
challenge the great and evil Tengu.

Solitary Super Ninja




Nationality: Japanese

Gender: Male

Birthday: June 15, Age: 23

Blood Type: A

Height/Weight: 5’ 10”, 154 Ibs.

Body Size: B41” W33” H36”

Fighting Style: Hayabusa Style Ninjutsu

Occupation: Owner of Antique Shop

Likes: Sushi
Hobbies: Mountain climbing, fishing

Roster

General Strategy

Ryu Hayabusa should be seeing a new lease on life with
the advent of Dead or Alive® Ultimate™ due to his recent
return to top billing in Ninja Gaiden.

Ryu is fairly fast and has decent power, though he
doesn’t necessarily excel at either, making him a fairly
well-balanced character. However, Dead or Alive tends to
reward those that strongly excel in a particular virtue (just
ask any Christie or Ayane players), rather than more
evenly equipped characters.

s

%

Still, just because he’s not the perfect mesh of strength and speed doesn’t mean he can’t be useful to a moderate-level

player when the situation calls for it, with some very nasty throws including the Juji-Garami and Izuna-Otoshi air pile driver.

While we would avoid picking Ryu for higher levels of play, there’s no question that he’s fun to mess around with. And

he sports some of his best duds to date (courtesy of Ninja Gaiden)—and in DOA, looking good is half the battle.

Move List

ATTACKS

REN-GEKI-DAN: 000

MEKKI-TATSUMAKI: 00000

JinPu-REN-Kyaku: 0000 JiNPu-REN-GEKT:

HATOTSU-RENSHO: ©.000 Korin-Kyaxu:

AMATSUKI: SHORYU-KyAKU:

HaAyo-NAGI-GERI: SH:
CHISEN-Kyaku:
JAKI-BARATI: JinrPu-Kyaxu:
NicHIRIN-Kyaku:

TeNrIN-Kyaku:

TenHO-Kyaku (DURING HANDSTAND): @+

Furersu (NEXT TO WALL): QO

00.00Q09

<©.0

0,00

00+0

K1koku-SHINTEI-KYAKU: 09+0,0,0

Q.9+0

RAKUSHIN-GA (SHOWING BACK TO 0PPONENT): O,

KoTEN-SokuTO-GERI (DURING HANDSTAND): Q,®

esngeAeH nAyY

6l
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THROWS

Juyr-GARAMI:

lllustrated Moves

HoLbs
SENKO-IZUNA (AGAINST A HIGH PUNCH):

0.8000950000890000
| KaceToro (AcansTamGakick): B8

REXKO-IZUNA (AGAINST A MIDDLE PUNCH):

©000090000d000000

_— s =
Yoxo-IzuNA (AGAINST A LOW PUNCH):

£8000980000800000

0

TORAGA-SODAN (AGAINST A JUMPING PUNCH):

DowN ATTACKS
NARAKU-ZUKI: 40+0
| ToraaSopan: Q8

Special Move Attacks

Appeal: “Nin"— ©,0,©,9+0+0
Appeal: “Rin"— ©&,©Q,0> 9+0+0

Appeal: “Rei"— Q,Q.09+0+Q

Koten (During handstand): @
Tenchi-Gaeshi (During handstand): Q,9+9
Urakaze: 9,0

Ko-Ten (During handstand): €©©,<©

Fumon (During handstand): <©, O
Asuka-Gaeshi (Next to wall): ©,9,9

M Kusen-Zangeki
-lhr—- e SR

~
0,000,009
B -




Roster

Ren-Kikohu-Shintei

esngeAeH nAyY

LC
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Roster

Izuna-Otoshi ©,0,0.2,2.0+9,0,.2,0,9,09,0+0,09,0,0,0,8,0.0+0

- =g === O
AT T B P & 3 o
; i e - +, < "
al LF] - L
- yh e i ._
- [ 2 'RR F o
p

esngeAeH nAyY

Smells like ninja spirit

€¢




DER[ = LJWVE" [PRIMA OFFICIAL GAME GUIDE

ULTI1I™2ATE

Gen Fu has no choice but to bring back his legendary fighting style
Goken, or Fatal Iron Fist, that he himself sealed because of its
awesome destructive power. He needs a great sum of money to save
the life of his sick granddaughter from a rare disease, but he couldn’t
obtain the prize money from the previous Dead or Alive® World
Combat Championship, so he is determined to win this tournament.
He fights using the amazing martial art of Xynyi Liuhe Quan.

Gen Fu

|
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Nationality: Chinese
Gender: Male General Strategy

He may look old and feeble, but this nimble elderly
fellow can put the hurt on the unsuspecting in myriad

Birthday: January 5, Age: 65

Blood Type: A ways. Gen Fu tends to use two different forms of attack:
Height/Weight: 5’ 77, 172 Ibs. straight-ahead punching action and an equally brutal
Body Size: B38” W40” H39” hold and throw game. The secret of success is mixing
Fighting Style: Xynyi Liuhe Quan the two styles into one coherent plan of attack.

Gen Fu also lacks a bit in move variety and his overall
repertoire is less all-encompassing, leaving him less
well-rounded.

Occupation: Antique Book Store Owner
Likes: Mabo Tofu
Hobbies: India Ink Drawing

The good news, though, is that he can be all over you like a cheap gi in no time flat, forcing you to the floor and wrap-

ping you up with the Unpei-Rakuho or any of his other, very painful, throws. He’s also gifted with a wide array of holds,
though some of them (such as the Koka and Roshu) can be very hard to pull off in the heat of a battle.

To play him effectively, practice, practice, practice. At low levels of play, you’ll face characters that are easier to pick
up and play. However, patience will be rewarded, grasshoppa.

Move List

ATTACKS THROWS

| To-SHo: 09 | [ Hakuja-Honsur: £O  [JurKao: 0+0 )
| RensurTanea: 009  Sexrvu-Ha: QA000L00QA>0 | Yosan (OProNENTS BACK FACING A stopE): @+Q |
| TanHo, KOSONZAN: Q99 | | Kerral, Han-Senru: ©.0,0 | DarRvuxer (Your Back acinG A soee): Q+Q
. KoHoro: d9  Suicmsun, Ucyu: £OO0 | SuinIHa: 00+
| Banchu, TanHo, Kosonzan:  ©,0,0,0 ] | Han-Senpw: b0 ] [RYUYO (NEXT TO WALL): O0+0 ]
| BanHO-YOKEL: ©000+0  SenpuZensoTan J0x0 | Shuran o0+0 |
| Karso, Yosoku: 009 ] | Tensuin-KosHu-TAr: 0.0 ] [KOKEI (Turow comso):  ©,0>,0+0,0.0+0 ]
_ Karno, Sosur, SoHA: 00000+0  Soxuran-Kvaku: ©0 || KokarSan-Osa: 0.000+0
[ CHorvo: Qo ] | Sonr-Kyaku: Q+0 ] {UNPEI RakuHO (THROW COMBO): }
- Tanea: 000  ZensoTan Q0+0 xQO8+0.0+0

[ KosoNZAN: QQ0 | Konatsr (FRoM BACK OF OPPONENT):  @+Q |
| SEN-SHIPPO: Qo000 [SOKUJIN (FroMm BACK OF 0PPONENT): ©,Q+Q ]
[ KoBoxuHA: 0+0 | | BATETTO (LOW THROW): Q0+0 |
| YOSOKUHA: oQQLo00 | [ RiByo-Joyu (Low THROW): £0+0 |
| Ueyu-Harro: L0 | JuyT-DATHEKT

| SoHa: o0+0 (Low THROW, FROM BACK OF OPPONENT): Q,@+Q ’
 YosurSaren:  @0+0,000Q00

| Toma: ©06+0

| Rokuco-RiHosur: £0+0

" Yoxer: Q0+0

G¢
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HoLDs DOwWN ATTACKS
| Tarzan-Hosur (AGAINST A HIGH PUNCH): ©O | Rakussu-Gek: 40+0
 Yosoxu-TENHA (AGAINST A HIGH KICK): ©Q® | | CurroSHo: Q.9
[RYHKEI (AGAINST A MIDDLE PUNCH): 00 ]
' RYUCHOBO (AGAINST A MIDDLE KICK): €8 | pec 1al Move Attacks
TenzaN-Hosur (AGAINST A JUMPING PUNCH): i)} ] )
EDAISO (AGAINST A LOW KICK): [ Senpo: Q,Q,C},Q
[YOSHI HONSHIN (AGAINST A JUMPING PUNCH): )] ] Sokuten: ©,Q
| SAISHU (AGAINST A HIGH, MIDDLE PUNCH): QLIe | Appeal: Banrakuchi— ©,0,<©,09+0+0
[ROSHH (AGAINST A HIGH, MIDDLE KICK): Q.L0.9.8 ]
- KasHU (AGAINST A LOW PUNCH): 0vas |
[KOKA (AGAINST A LOW KICK): 4van ]

IIIustrated Moves

Rensui-Tanpa 9,0, 0

0000+@
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Kaiho, Sosui, Soha
Sen-Shippo

-
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Yoshi-Saiken
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Senryu-Ha

Q,9.9,0,0,9.2.2.9




DER[] "LJWVE" [PRIMA OFFICIAL GAME GUIDE

ULTI1I'M2A T E
%

primagames.com

\28



Roster

Banchu Tanho, Kosonzan
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Helena is the daughter of Fame

Douglas and a world-class soprano
singer. She is also an expert in the

— beautiful but deadly martial art of Pi
Qua Quan. While performing at
The Great Opera House, a shot
was fired at her, but killed her
mother instead. While searching
for the culprit, Helena learned that
the murders of her parents, and
attempt on her own life, are
somehow related to the Dead or
Alive® World Combat
Championship.
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Roster

Nationality: French (jD:
Gender: Female —
Birthday: January 30, Age: 21 g
Blood Type: AB Q
Height/)\llseight: 5 77,108 Ibs. Gen.eral Strategy . .

Helena is simply loaded with a staggering array of offensive
Body Size: B35” W22" H34” techniques. She has moderate speed and strength, and L
Fighting Style: Pi Qua Quan she’s capable of some very nasty strings. =
Occupation: Opera Singer Helena’s greatest weakness is that she almost has too

many options, making her a daunting prospect for any
newbie looking to get into his or her DOA groove. Save
her for when you’ve mastered the basic mechanics.

Likes: Blancmange
Hobbies: Walking Her Dog

] Ol

T

s

-12'1 | 1laudi : h:'
e ; T X
Y ’ i

In addition to her fantastic array of canned combos, she has a very good defensive game and can launch attacks to
her rear with greater frequency and variety than any other character. Let that be a warning to anyone who tries to
sneak up behind and catch her unawares.

Once you’ve reached sufficient skill level, acquaint yourself with her Bokuho attacks to open a whole new dimension
in gameplay.

Move List

ATTACKS BACK-FACING ATTACKS

(Kasur-Suo: 000 | [ RcoTan ©00 | [ ReNkaN-KASETSU-SHO: 0000

[ e e 000 | SuasmurKrKvaku: 66 | RenkanTensuin-KasurSuo: 9.9,€000

[ RENKAN-KOSEN-TAT: 000 ] [ oA R L)) ] [KAISHIN—KASEN-KYAKH: 0,000 ]

| ReNkAN-SEN-KyaAKw: 0000 | Hoken-Soro: ©0000 | KasHNRyov-SHo: 00

{ Hexiro-Kasur-So: 00000 [ Senten-Soro: £09 [ TensuiNTosHo: 0

| SensHOREKKAT-KYAKU: 0000 | Senten-KosHuTar @06 | ServuKasno: -0

( TersHrTsu-JOHAI-SHO: 40 | Nxrkvaxuw g0 | [KosoTan 00 |

| Kyuno-Ryorn-Seo: ©O | Boxuno-SEN-Kyaku: Q0+0 BOKUHO ATT 'ACKS His
[ DOKURITSU-K AHEKT: Q00 ] [ CHODA-KARAN: Q99 ] [ HAN-MAHO-RENKAN-SHO: 000 ]

| Tensunv-Kasur-Swo: ©000 | UrvuBanoa: 9Q00 | SensHO-N1KI-KyAKU: . 0:0:@ )

[ TanHEKT-K Asur-SHO: d09 ] [ RINPI-RYOKASEL: ©.0+0 ] [ KYODA-SHOKEN: o000 ]

| Tankexr-KosenTa: 000 | Zewmxr 9000 {RENKEN‘KI'KYI;KII: 0:0:0:@ )

( TANHEKI-SEN-KyaKu: g0Q.9 ] ( DI ©.0+0 ] [HAISEI-KASEN-KYAKH: ©0090 ]
u{ENKAN-HOTo-KEN: 000000 | HarserRYoIn-SHo: ©000 )
[_KASETSU-SHO: ©.00 ] [ BaNcHU-SEN-Kyaku: Q099 ]

| Senpo-Toxe: oo | Kaser-Kasur-SHo: .00 )
SHEKI'SHO: 0+0.0+0 ] ( K ASEI-TOKYAKU: 0 ]

| RexkarKyaxu: 000 | Kaser-Kikyaku: >0 )

[ SHiN-Kyaku-Kasen-Kyaku: ©,0,0.0 ] [ZENso-TAI: Q.0+0 ] w
| SHIN-Kyaku-RYOIN-SHO: ©09 ] -

| SoTAKU-SHO: 0+0 )|




DERI

&

primagames.com

\32

LIVE
ULTI'MAT E

‘ PRIMA OFFICIAL GAME GUIDE

)

lllustrated Moves

THROWS DowN ATTACKS
[ 3-2-2-Smo: ©+0 | [ RomoKasarKew: 6.0+0
- Kaimon-HANHEKI (OPPONENT'S BACK FACING A sLOPE): @+ ) | KOBEN-SHO: Q.9
[ Tomarsu-URAT (YOUR BACK FACING A SLOPE): Q+0 ]
F Se Hexr: S8 Special Move Attacks
Tenyo-Ryusr-Kyaxu (NEXT To WALL): ©Q0+0
. SHOHEN-TAKUSHOGEKIKEN: ©,00+90 % Bokuno: 9.0+9
| Yoro-Harsr: 9ao8+® ] Forward (During Bokuho): O
 Tensu-Hekr-Swo: BEON  Back (During Bokuho): ©
[ SHosEN (Low THROW): @.90+0 ] - )
| Fukansu (Low THROW): o8+ | Stand (During Bokuho):
) [ ZewuexrKao (Low tiow, with sack Towarp opeoneny): — @®+0 ) Turn (During Bokuho): ©
HoLDs Dash Forward (Durin.g Bokuho): &,
. KosEN-DANPI (AGAINST A HIGH PUNCH): L Dash Backward (During Bokuho): ©,©
{ GEIMEN-RYUGEKI (NEXT TO A WALL, AGAINST A HIGH PUNCH): DO % Teishitsu (Durin g Boku ho): Q,Q
FUKANRO (AGAINST A HIGH KICK): LX) }
" TENSHIN-BANSA (AGAINST A MIDDLE PUNCE): oo | Back Dash (Showing the back to opponent): &,
 IsHITSU-CHOSHITSU (AGAINST A MIDDLE PUNCH): B0 Appeal: Token-Bokuho— ©,0,©0,0+0+0
| HEk1zaN (AGAINST A LOW PUNCH): 00 |
. KORAN (AGAINST A LOW KICK): i) )
| TensHIN-NAWAN (AGAINST A JUMPING PUNCH): A ]

Renkan-Kasui-Sho




. Roster
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Tina, a super starlet in the world of women’s wrestling, and
the daughter of the undefeated champion of professional
wrestling, Bass Armstong, is driven by ambitions that know
no bounds. Quite proud of her looks, Tina knows how to use
her beauty and lives the celebrity lifestyle. She aims for
victory in the Dead or Alive® World Combat Championship,
and knows it will skyrocket her popularity to the next level.

|
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36

Tina Armstrong



Nationality: American

Roster

Gender: Female

Birthday: December 6, Age: 22

Blood Type: O

Height/Weight: 5’ 97, 123 Ibs.

Body Size: B37” W24” H35”

Fighting Style: Wrestling

Occupation: Professional Wrestler

Likes: Seafood

Hobbies: Fighting Games, Cycling

General Strategy
Bass’s little girl is all grown up and looking to make a
name for herself. Tina is easily the game’s most power-
ful female fighter. Where the rest are predicated on a
strict formulation of speed to complement their sleek
looks, Tina is a powerhouse more akin to the big boys
such as her daddy and Leon.

Like the big boys, she has a wide array of multi-hit
throws such as the Texas Driver and Hammer Through.

Of course all that raw power comes at the cost of speed, making Tina less than ideal for players weaned on greased
lightning such as Ayane or Kasumi and, therefore, she isn’t for everyone. There’s also the issue of whether she’s worth it

when stacked up against the more powerful male fighters that, though slower, pack a heftier punch and can take a hit a

bit more impressively.

Tina, like Ryu, is fun to watch and play at lower levels, but not entirely competitive at the higher levels.

Move List

guoJjsway eul |

ATTACKS THROWS

| Jas HieH Kick: 0.0 | Nrck Cur Kick: ©,0 [ Drarn Variey Boms: 0+0 |
' MAcHINE GuN MIDDLE: 900  Dror Kick: 6.0 | Robeo Drive (NEXT TO SLOPE): 0+0 |
[ MacHINE GuN ELBow KNEE: 0000 ] [ FroNT STEP KICK: o000 ] [TEXAS DRIVER (THrow comso): ©,9+9,0,0+0 ]
. KNUCKLE ARROW: ©O | Knee HAMMER: ©,0.0 | Burst CycronE (THrow compo):  ©,Q+Q |
| BLazing CHop: ©9 | | DousLE SuBMARINE: ©.0.0.0 || FRANKENSTEINER: ©0+0 |
[ Back ELBow KNEE: Jde.e ] [ CrASsH KNEE: QQ0 ] HamMmEeR THROUGH-J.O.S. (THROW COMBO):

| DousLE HAMMER: ©9 | Danane Dorr Kick: 0+0 | ©.0.0+00+0

" Low SpIN KNUCKLE: £9 | SHOULDER TACKLE: 0LQaA>0 [BURST J.OS. (Turow comso): ©,00+0Q ]
[ INFINITY COMBO: ©.9.9.9 | SHOrT RaNGE LARIAT: 0+0 | GranT SwiNG (THROW COMBO):

. Urrimate CoMBoO: ©9000 | Eisow SuicipE: ©00+0 ©0.£QQ0080000Q0.00+0

[ Sprn Knuckre CoMmEBo: ©.9999 [ Roruing Sosar: 00 | [ Sky TwisTER Press (THROW COMBO): )
" Low Drop CoMmso: 0090  Front Rorw Kick: o0+0 O,Q,Q,Q,Q,Q+0,Q,®+0,Q,Q,C},U,0.®+0

| Comso Drop Kick: ©.2.090 | | Low Dror Kick: Q@.8+0 || JOS. (Trow comBO):

_ Jumping Hrp ATTAck: ©.00900 | Mooxsaurr Press: ©0+0 QL08+0009Q0 8000 IS0+0

| VerTICAL HAMMER: Q.99 | | Front Rorr Ersow: Q0+00 | | FisHERMAN'S Buster:  ©,0,9.Q.0.0+0

" DorpHIN UPPERCUT: QQ9 | L Cur: £ |JO. Cxcrone: POQ9L 000

| RoLLING ELBOW: QR0 | | Turn SoBaT (SHowING BACK T0 oProNENT): @+0 | [ DousLE BreAK (THROW COMBO, FROM BACK

| ANKLE SPIN Kick: 00 | Moonsaurr ATTACK [OF OPPONENT): 0+0X0+0

| DousLE MIDDLE KICK: Q00  (SHOWING BACK TO OPPONENT): 0+Q  GErMAN SupLEx WHIP (FROM BACK OF

' Srep Kick: ae OPPONENT): ©0+0

|
r
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THROWS (CONT.) DOWN ATTACKS
BursT SUPLEX (NEXT TO WALL, FROM BACK OF OPPONENT): o.0+0 Hrp Drop: 50+0

B | (Tuas Fous B oo Gow sow ool 981099839 Special Move Attacks

TiGER DRIVER (Low THROW COMBO): P0+0,0.0+0

aeaiss Ocus Bowa (owmmows: - @@@+e | (00 DUl G0 8100

NEck CRUSHER (LOW THROW, FROM BACK OF OPPONENT):  Q.0+Q Appeal: Come On!— ©,0,©Q,Q+0+Q
HoLDs Rolling Forward— Q,0+Q

LockING HAMMER (AGAINST A HIGH PUNCH): LX)

ARM WHIP (AGAINST A MIDDLE PUNCH): Q0

ROLLING TRIANGLE LocKk (AGAINST A LOW PUNCH): 1)

AIR WHIP (AGAINST A JUMPING PUNCH): L] I I I u St rated Moves
Machine Gun Middle 0,00




Ultimate Combo

Roster

| U0JISWIY eul |

| 6¢
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©,Q,9.0,09 9,99 0,0.2,2,9,0,0+0
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Bass is the father of Tina Armstrong, and as any
normal father, he doesn’t like his daughter using
her sex appeal to raise her celebrity status. He is

an undefeated bad guy professional wrestler who
enters the Dead or Alive® World Combat

Championship to stop his daughter’s cheap and

lofty ambitions. At the same time he hopes to
teach his daughter about the tough reality of the
World Combat Championship. But he loves his
daughter dearly and keeps an eye on her, at all
times, from a distance.

Unhappy Father Pro-Wrestler

primagames.com
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| 42



Nationality: American

Gender: Male

Birthday: July 4, Age: 46

Blood Type: O

Height/Weight: 6’ 5”, 346 Ibs.

Body Size: B56” W53” H54”

Fighting Style: Wrestling

Occupation: Professional Wrestler

Likes: Sautéed Chicken

Hobbies: Touring, Training Tina

. Roster

General Strategy

Big, bad, and mean, Bass is a force to be reckoned with.
Like the other XXXL fellows (Leon and one other, hidden,
surprise) Bass dishes out extreme amounts of punishment
with fairly easy-to-execute moves and canned combos.
While he’s not entirely up to snuff in the speed category,

he’s resilient enough to take a solid beating from the
smaller, faster, weaker characters.

Because Bass can deal excessive damage with little
effort, he’s an easy choice for newbies if you’re willing to

take a beating to deliver one.

As he’s quite slow, he needs to bull into a fight, absorbing incoming attacks and persevering to land some of his more
devastating attacks, such as the Argentina Back Breaker. Back a foe up to the wall on some of the more dangerous

stages, and his assault can make short work of an opponent’s life bar.

However, in the right hands, the fastest characters, (such as Ayane), can make mincemeat of a similarly skilled Bass

player, so he can have his hands quite full with the smaller, lighter characters.

Move st

guoJlswy ssegq

ATTACKS THROWS
[ ComBo GONG: 000 ] [ 000200 ] (FALCON ARROW: 0+0 ]
| ComBo HAMMER: 0000 | ©.8+0 | Canvon Dunk (NEXT TO SLOPE): 0+0
[ Comso HicH Kick: 0909 ] [ FronT Rorr Kick: ©.0+0 ] [ONE LEG STANDING HEADBUTT: Q0+0 ]
| Comso Kick CrASH: 000 | £0 | Wip Burt Heap Burr (Nexr 1o wary): Q.0+@
[ WILD SwiNG: 09 ] [ Low Dror Kick: Q.0+0 ] [WATER Mirr Drop: 0,040 ]
| HeLL StaB: ©+0 | Muscie Ersow: ©0+0 | Brar Press (NEXT TO WALL): ©0+0
[ ELBOw RusH: g0 ] [ BurraLo TRAIN: Q,0+0.0+0 ] [BASS TORNADO: ©.0+0 ]
| Srux Gun CHop: ©0099+8 | Trass Kick (SHowING TsACK To opponeNT): ©,8 | Frying Bopy Scissors: 60+0
[ PowEr Gone: 099 ] ‘ Rounp MuscLe ELBow 1 { DYNAMITE LaRIAT: ©£0a0+0
| KNEE HAMMER: © 00 || (SHOWING BACK TO OPPONENT): ?+0 Artomic HAMMER CrASH (NEXT TO WALL):
[ JumrinG HicH Kick: b0 ] RisiNG Low Drop Kick ©.0,020,0+0
| SmasH GONG: o000 ‘ (WHILE GETTING UP): Q.9+9 ’ OKLAHOMA STAMPEDE (THROW COMBO):
( BEAR Scssors: Q0+00 | ©.0,0+0,0,0+0
( Kick RusH: QA0 ] MANHATTAN DRIVER (THROW COMBO):
( ONE HAND HAMMER: 60 ¢.0.00+0(0+0620900+0
| BurrarLo CRusH: Qa0 | SuPER FREAK: ©RQYAC0+0
( Drop Kick: Qo8 | ( TEB.B.: QOQQL©0+0
| FLyinG Cross CHOP: 0.00+0 | TEBC. Nxrrowaw): Q.0QQ.000+9
[ Kenka Kick: .00 ] [ Escape Back (SHowING Back 10 oproNENT): ©+Q ] a
| HeLL Scissors: 00O ©
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THROWS (CONT) HoLps
[ DANGEROUS Back Drop (FROM BACK OF OPPONENT): 0+ ] ( HaLF Lock SuPLEX (AGAINST A HIGH PUNCH): 0o |
" LocomoTION BACK DROP (NEXT TO WALL, FROM BACK OF 0PPONENT): @+@ | | ROLLING PRESS (AGAINST A HIGH KICK): 0o
| ARGENTINA BACK BREAKER (FROM BACK OF OPPONENT): ©0+0 | [ SHOULDER THROUGH (AGAINST A MIDDLE PUNCH): 00 |
( RevERSE PowER BomsB (From BACK OF OPPONENT): ©,0,Q.Q.0.0+0 ] ( IRON HAMMER PRESS (AGAINST A JUMPING PUNCH): 00 ]
[ IroN CLaw (FROM THE BACK OF OPPONENT): O, 0+0,00+Q ] [ BrasT THROUGH (NEXT TO WALL, AGAINST A MIDDLE PUNCH): ©,0 ]
FACE CRASHER (THROW COMBO, FROM BACK OF OPPONENT): [ Jurassic TRATLER (AGAINST A HIGH KICK): Q00900 ]
‘ ©.0.0+00,0+0 [ GurLLoTINE DROP (AGAINST A LOW PUNCH): 0.0 ]
‘ Grizzry LAUNCHER (THROW COMBO, FROM BACK OF OPPONENT): J | GIANT HAMMER THROW (AGAINST A LOW KICK): oo
©L9AS0+09990 | THoywN ATTACKS
Grizzry CrAsH (THROW COMBO, AGAINST THE WALL, FROM BACK ] [ o s B 50+0 |
OF OPPONENT): ©.00Q0.,0+9,000+0 4
| Bass Boms (LOwW THROW): Q.0+0 | S AN
| SprraL Boms (Low THROW): 00+0 | SpeCial MO ve A ttaCkS
| DousLe ARM DRIVER (Low THROW): QQ0+0 | Appeal: | LOVE TINA— ©.0,©,0+09+8

| CALF BRANDING (LOW THROW, FROM BACK OF OPPONENT):

Q.0+0

lllustrated Moves

Appeal: Show Time— Q,Q,0+0+9Q

Combo Gong




Roster
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Bear Scissors Q,0+9.0

Flying Cross Chop
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Turn up the Bass!
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Zack is a kick boxer whose strength and eccentricity are
second to none. While most people think Zack is a punk,
he is a world-class fighter and self-taught master of the
martial art known as Muay Thai. He re-entered the Dead or
Alive® World Combat Championship to feed his appetite
for public attention (and to win the prize money.) Because
of his blunt and funky personality, his popularity is growing.

2P j Funky Muay Thai Dude

primagames.com ‘




. Roster
General Strategy

Everybody likes Zack. Whether he’s being voiced by
Dennis Rodman in Dead or Alive® Xtreme Beach

Nationality: American
Gender: Male
Birthday: April 3, Age: 25

Blood Type: O Volleyball or zipping about the various DOA stages
Height/Weight: 5’ 11”7, 172 Ibs. dressed in some rather fetching (if you’re from Mars)
Body Size: B42” W33” H37” attire, this Muay Thai badboy is one of the game’s

fiercest fighters, with an awesome combination of
strength and speed. He has almost as good a newbie
game as an advanced game.

Likes: Ice Cream Most of Zack’s moves are fairly short, canned combos
Hobbies: Billiards allowing him to get in very quick, very dangerous, two-
g , \to three-hitters.

J Due to his sheer

| swiftness and the
relative brevity of
his attacks, it’s
that much harder
to reverse his

Fighting Style: Muay Thai of his own style

Occupation: DJ

~“moves, as you
can’t keep whacking reverse while getting hit with a large combo to turn the tables on a foe, aIIowmg him to get in his

licks and get out again.

Because he lacks a decent selection of longer combos, he’s not the ideal choice in a lot of situations. He generally
won'’t be slicing off huge swaths of health with each attack, making his matches slightly longer.

On the plus side, though, if his movements aren’t distracting enough, pick one of his more esoteric costumes and,
chances are, your opponent will be too focused on the outfit to do much else during the fight.

Move |ist

ATTACKS

| HerL NEEDLE: ©9 | | Hounp Smrrr: 00000000 [ Rising Kne: o0 |
- Down Ersow: £9 | Vurcan Knee Kick: 0000 | Fuine Knee Kick: o0+0 |
| Rising HEEL Kick: 0.8 [ Genocipe Rush: 00200 | Devirs Eusow: aQ000 |
- DousBLE IMPACT: QQA®99 | Devirs Rusk: 00000 | Verrcar Axe: 0+0 |
| SeiNNING HEEL Kick: QQ.©90 || Fake SeinniNG HEEL: 00900 [Amrwak: ©.00+0 |
_ Douste ELsow: ©00  Fake Bazooka: 0000 | Overurap Kick: Q200 |
| INFERNO RusH: ©00000 | | Heaven Smash: ©000 [ Tury Bazooka: €00 |
| INFERNO SHIFT: 0000000  Siam KNuckLE: ©0 | Long BAzooka: Q00 |
[ UppER ELBOW: ©.©9 | | MepHisto Rusk: 0000 [SPRING Heer (WHILE GETTING up): §+0,0 ]777
" HarF SpIN RorLinG ELBow: ©00 | Demox Rush: Q00000 ‘ TurN RorLiNG ELBOW ’
[ Harr SeiN HEEL Kick: ©00 || DemoN SHIFT: Q000,00 | (SHOWING BACK TO OPPONENT): ©0

| GATLING KNEE: ©00  Bruar Rush: 000000 LTHRN SPINNING HEEL Kick }
| HEAT SUNRISE: ©.0 || BEuAL SHIFT: 0.0000Q0 | E RN b ok YOO KR ONEN: il

| TumBLING HEEL: Q000  Tricky BeasT: 0000000

| Sway Brow: ©.0 || Fury Beast: 29000000 ]

" BoosT Rus: 00000 | Trcky Hounn: Q09000000

| Mosrus Russ: 0009 | Fury Hounn: 00006606Q0

| MaD BeasT: 000000  Zack TornapO: Q0+0

| Beast SHIFT: 0000000 || Servine MippLe Kick: 0+0 |

' Map Hounp: 0000000 | Twister UppErcur: Q0+0 %
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THROWS HoLDs
| WiLp Tarow: ©+0 | [ Ocrorus Brow: LX)
' DEapLy BoarpInG: 9+0 | Srase ELsow: LX)

STUNNER: ©,08+0 | Cross Bazooka: 09
( )
" KNEE STORM: ©,0,08+0 | | HeeL Epce: o0
[NIGHTMARE StaND (NEXT TO WALL): ©,0.08+0 ] | Funky ELBow: K]
| HarD RusH: QQ08+0 ) ' DusT Stamp: 2]

SpLAsH Dunk: 0.24.0.0+0 AIR Dunk: 00
[ 3

FLy BoARDING (NEXT TO WALL): Q.Q.0.0+0
(NECK HunTiNG (FROM BEHIND OPPONENT): Q+0 ] DOWN ATTAC KS

[ StEPPING WAVE: 4,0+0,00,0+0

(VIOLENCE BeAT (FROM BEHIND OPPONENT): Q,.0+0 ] = )
| BeAsT FANG: Q.9+0 ] WILD EEL 2
| HEART BREAKER: £.2+0 ) .
( Revamse Brsst Eavc: oot ) becial Moves Attacks

Fake Roll: Q,Q,&,®

Appeal: Wave— Q,0 ©,9+0+0

Appeal: “Why’s that?”—Q,Q,9+9+0Q

lllustrated Moves
|

primagames.com
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-
Dancing Doll Kick

€g
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The Warrior

Leon is a lonely soldier, wandering this world while
building his strength. His heart is still torn from the
loss of Roland, a woman of the Silk Road, who died in
his arms saying, The man | love is the strongest man in
the world. In order to fulfill the last words of his lost
love, he aspires to be the strongest man on Earth.

Nationality: Italian

Gender: Male

Birthday: March 14, Age: 42

Blood Type: B

Height/Weight: 6’ 4”, 282 Ibs.

Body Size: B53” W47” H48”

Fighting Style: Command Sambo

Occupation: Mercenary Soldier

Likes: Pizza

Hobbies: Planting Potted Plants




Roster

General Strategy

Another huge fellow along the lines of Bass, Leon is more than six feet of pure muscle and raw power. He’s big and
slow, but he’ll hammer you into the ground in two shakes of his meaty fists if you let him.

Leon is in the same basic class as his XXXL contemporary, Bass, and the same essential strategy applies: Shrug off
the blows of the smaller, weaker, characters and deliver massive abuse via the DDT or Neck Hanging Tree. If you don’t

like being hit, don’t choose Leon.

The question when picking Leon is whether he’s a better character than Bass and, for the most part, we tend to side
with Bass if only because Bass’s overall move set is more devastating once you latch onto a foe.
Still, if you need a secondary big man for, perhaps, a big man tag-team, Leon can certainly hold his ground. He’s also

the only character that can sort of drown his opponents.

Move List

ATTACKS

[ PaLM ARROW: .0 | Srorm Sosar: 0,00 || Carcuing ArM Bar
| Tomanawk ELsow: d9 | Storm UpPErcuT: 0.0.00 || (FRom THE BACK OF OPPONENT): Q+0
[ Smasu UrpErcur: ©.9.9 | [ Trap Heer HAMMER: 0.0 || Hewr Hazarp Lock
| Trass Kick (WHILE STANDING): O || Trap REVERSE HAMMER: 0,00 | (From THE BACK OF OPPONENT):  ©Q+Q
[ RisiNG ToMAHAWK: d.9 | [ Giant Uppercur: Q.£.9.9 | Swine Neck Horp (THROW COMBO, FROM |
| JaveLiv Kick: 0.0 | [ Scrmrtar Lock HEEr: ©.000 || sack or orroNENT): ©,,08+0,0,©0+0
[ Bopy Sosar: ©+0 | [ DousLE SPIKE: Q.00 | | Swinc BreatH FALL (THROW COMBO, NEXT
| BrasT Trass: ©,00 || Soup CanNON: QQ @90 | To WALL FROM BACK OF OPPONENT):
( Brast DrivE KNEE: ©90.00 || Swmass Urper (WITH YOUr Q,00+00,00+0
[ KnEE Liet: ©,0 | | BACK FACING OPPONENT): 0,99 | Crazy CrasH (Low THROW COMBO): )
[ Smasm: Q90 | Q.9+90,0.9+0.0.0.09+0
| Heer HAMMER: 00 REVERSE ARM Lock (LOW THROW COMBO):
 Heap Burr: 00 | _ Deskrt Cross HoLp: 0+0 | £,0+0.0.0+0
. | DEsERT SCORPION (NEXT TO sope): ~ @+Q | S

( ARM GRENADE: ©,0+0 ] GROUND SUBMISSION
( FLame KNuckre: 00 | _ Neck HaNeING TreE I | (o orroNeNT ON THE GROUND): Q.9+0

| NEck HaneING Brow (Next 1o war): ©,0+9 |
( SHOULDER TACKLE: Q00 ] A

| CHOKE SpLasH (IN THE WaTER): ©Q+Q
[ Reverse DousLe HAMMER: ©0+00 |

[ SHOULDER BREAKER: ©.0+0 ]
| LeG SPIKE: 0O | “Fime S s (0 )00+
[ Sovp CrusH: ©.000 | HIRE EORM I::EE (;XT 1O WALL .) .

ALF Boston CrAB (THROW COMBO):
CRrusH LEG SPIKE: ©.0000
( 00 | QO00+t0,0.00+000+0
[ StomacH BrEAK: ©00 | — ) QQ800.0080
| RusH SoBaT: 0000 | ( - (EROW == ') SRR
HROW COMBO):
RusH LEG SPIKE: 00,000
( 90 Q.£08+00,06+000+0
| Jas, Hicu Kick: 00 | D 5 : ©0QA0 00 |
[ Storm Hock: 000 | DESERT BALCON’ N ; ? —
ESERT BRIDGE (NEXT TO WALL):

| Storm BrasT KNUCKLE: 0000 ©.00Q0.8+0

qq
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HoLDs
| Heap HunTING CROSS LOCK (AGAINST A HIGH PUNCH): LX) DOWN ATT 'ACKS
" Reverst AcHiLLes HEEL Lock (AGAINST A HIGH KICK): LX) [ KNEE DROP: 40+0 ]
| DEATH TRAP (AGAINST A MIDDLE PUNCH): 09 ( STOMPING: Q.0 ]

( SNAKE BrTEs (NEXT TO WALL, AGAINST A MIDDLE PUNCH): 9,0

-

"8 | Carcring Cross HOLD (AGAINST A MIDDLE KICK): o0 S pec I a / M ove Atta C kS
A ( RorLing Cross HOLD (AGAINST A LOW PUNCH): [Xx)
| CoBra DEATH LOCK (AGAINST A LOW KICK): LY Appeal: GO TO HELL— ©,0,©O,9+0+0
( CATCHING ARM LOCK (AGAINST A JUMPING PUNCH): 00
| Her Horp (AGAINST A JUMPING KICK): on I I I u St rated Moves

-
Smash Uppercut

o
-

Blast Drive Knee ©,0,0,0 “‘

e —— =

e
Shoulder Tackle
e OO )
] [ I I -.

primagames.com
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U0

Solid Crush ©.,0,0, 0

Iz
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Q.Q.9+0,0.9.9+0

Sounds like lion...in French
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Jann Lee fights from his soul. He has trained in the fighting style of
Jeet Kune Do, developed by Bruce Lee, and he appears at battles
where only the strongest of men fight. With a strange bird-like cry, he
strikes with the passion of a dragon. He strives for each attack to be
the most powerful strike he has ever made in his life. Some think he’s
too self-possessed, which keeps women from getting close to him.

A

‘{.. !.I
o Nt
My __--Hh,' |

i

Another win for me! .

Jann lee



Nationality: Chinese

Gender: Male

Birthday: November 27, Age: 20

Blood Type: AB

Height/Weight: 5’ 8”, 165 Ibs.

Body Size: B39” W31” H36”

Fighting Style: Jeet Kune Do

Occupation: Bodyguard

Likes: Hamburgers, Grapefruits

Hobbies: Watching Action Movies

Roster

General Strategy

It’s a safe bet that Jann Lee is one of the game’s best
characters due to his startling speed and very solid
strength levels. He’s fairly simple to get proficient at
using. Probably the most accessible character in the
game, he follows in the long line of Bruce Lee-inspired
characters populating fighting games.

The key to Jann Lee’s power is the rapid-fire nature of
his attacks, which are machine gun-like in speed and
intensity. If you're unprepared for a bout with Jann Lee,
you’ll be on the losing end of a short fight.

To effectively combat his attack advantage, you need to memorize his moves to reverse them with any degree of
regularity, otherwise you’ll be repeatedly corner trapped and pummeled into a wall.

There aren’t that many negatives because he scales so well from low- to high-level players, making him a very effective
weapon overall. Still, if he has a weakness, it’s that he isn’t the strongest fighter and his blows don’t have enough overall

force to do extreme damage.

Move List

ATTACKS

7 uuer

§ 00

[ UrPER KNUCKLE: ade ] [ Frasa Low SpiN Kick: 0,00, Q 5] ] [FLASH Turn: 0,09 ]
" Back Hooxk: ©9  Low DrAGON HAMMER: O | Hicu Seiv Kick: 00 |
[ HicH SHIN-KNEE KIck: 0o ] [ DRAGON HAMMER: 0L.QQA0, B ] DRAGON FLARE: .00 ]
" Reap HieH Kick: 00  suin-Knee Hieu Kick: ©+0.0 | Dracon Step Hich: o0+0 |
| DousLe UppER KICK: d.60 ] | DousLe Hook Kick: 000 ] BrinD ELBOW (SHOWING BACK
. SEkkAN CHoP: ©9 | Turusr Seike Kick: Q.00 | | o oproNENT): 0+0
| SwaY Jas: ©.0 | | Turust Sey Kick: ©.0.0 | [ BLinp KNuckLE: 2o
' Jas, Hic Kick: 90 | Sipe Master Kick: Q00
[ Sontc Sein Kick: 000 | DracoN STRIKE: Qo0 |
HELL DRIVE: 0+0 |
" Sowic Low Spin Kick: 00000  SiE Back Kick: Q000
DRAGON SLIDER (NEXT TO SLOPE): 0+0 ]
[ Sonic UppERCUT: 00990 ] | Snap Spin Kick: ©00 ] = C 000 |
' ComBo Low Spiv Kick: 0090  Snap Serxe Kick: 0,090,004, 0 @ - AcON bUNNEK: ;
FIREMAN'S CARRY: ©0+0 |
[ DracoN Rus: 0,090 | Dracon Low Kick: o = 000 |
. DRAGON CANNON: 00020 | Low Sev Kick: Q. ®+@ ) iHE \FNAY ____ DRAGON 90G
| DRAGON SLICER: 00909 | | Dracon Brow: Q.Q, 0 'S (;IE ALLOF TH)E RACON DOBHY
| ComBo KNuckLe UPPERCUT: 0990  Dracon Ersow: 0+Q o roWA 9L 1
| Comso Hicu Kick: 000 D K BULLDOGGING HEAD Locie
: 9, ‘ RAGON KNUCKLE 0.Q.0.0+0.000+0
' Bopy UpPERCUT: ©.00 | (WHILE CROUCHING): ©,0.0.22.9
| Bopy Low Sein Kick: ©.099 | Dracon Kick: Qa0 DRAGON SuaSHER (THzow comso
d AR : = NEXT TO WALL):  Q.Q.0.0+9,000+0
| Frasz SeiN Kick: ©,0,00 | Dracow SPikE: 009200 |

L9
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THROW (CONT.) DowN ATTACKS
[ DraGON RAVE (FROM BACK OF OPPONENT): ®+0] [ TRAMPLE: 40+0 ]
| SEKKAN Punch: Q.Q©8+9 | EnTER THE DRAGON: 00+0+0 |
| FrRONT FACE Lock (Low THROW): Q.8+0 | Low Snap Kick: Q.9 ]
4|  SiDE BUSTER (Low THROW): 08+0
J‘ [ Punisz PuncH (LOow THROW, FROM BACK OF OPPONENT): Q.0+0 ] Sp ec [ a / M ove A tta C k S
{ HoLDs Appeal: Shout— ©,0,©,8+0+0
I""L | GODLESs SHORT KNEE (AGAINST A HIGH PUNCH): LX) ]
k1 | TRACE GUNNER (AGAINST A HIGH KICK): 0o
o [DOUBLE BLIND (AGAINST A MIDDLE PUNCH): 08 ]
' LEG SWEEP (AGAINST A MIDDLE KICK): o8
| DEEP THE DRAGON (AGAINST A LOW PUNCH): PENx] ]

( DrAGON TwisT (AGAINST A LOW KICK):

0o
| DrAGON's ROAR (AGAINST A JUMPING PUNCH): Q0 ] I I I u St rate d MOVES

primagames.com
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Low Spin Kick

7 uuef

§ 09

€9
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-
Bulldogging Head Lock

9.2,0.0:0.0,00+0 )

Enter the Dragon

7 uuef

EE

g9
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T’ai Chi Quan Geni

Lei Fang is one of the younger fighters
and has been called a fighting genius
by many. To fight and defeat Jann Lee
is her ultimate goal. Jann Lee’s absolute
dominance in the combat arena only
fuels her challenging spirit. Her desire
to defeat him is her main reason for
entering the Dead of Alive® World
Combat Championship.




Roster

Nationality: Chinese General Strategy
Gender: Female Lei Fang is interesting because she gives the illusion of
Birthday: April 23, Age: 19 blazing speed when she isn’t altogether that quick. She’s
more poweful than most of her female counterparts and

Blood Type: B . .

- - can hang, punch-for-punch, with most of the middling
Height/Weight: 5’ 4”, 110 lbs. strength characters.
Body Size: B34” W22” H34” A lot of Lei Fang’s moves seem to be centered on driv-
Fighting Style: T’ai Chi Quan ing opponents to the ground, where she can stomp them

mercilessly with a variety of moves. She also has a number
of long combo throws that’ll put the hurt on anyone
foolish enough to think that just because she’s small, she’s
some sort of pushover.

Occupation: Student
Likes: Annin Tofu

Hobbies: Karaoke

L s | _ . aS
One final note: she has a very wide variety of holds, making her very effective at countering incoming attacks, with
some control pad twisters such as Risei and Hosei (among others) that will flatten an attacking foe.

All in all, Lei Fang is an acquired taste and not exactly accessible at lower levels of play. Stay clear of her until you’ve
nailed down the basics.

Move st

ATTACKS THROWS
FuyIN-TESSA: £00O

ZENSHO: de Topen-Ko:

|
|

WANKYU-SHAKO (YOUR BACK FACING A SLOPE): @+Q

Q
]
]

NIkI-KyAKU: Hoxo-KIsAN: ©.0+0

|

KarsHIN-SuicHU (NEXT TO wALL): <€©,Q+Q

(<]
(<]
(-]

RENKAN-SHO-KINDA:

Q
Q
o

SoAN:

SHICHI-SuN-Ko: Q.00Q00 RENKAN-ZENSHO: 0.0000 HErsHIN-Sur: O,D,Q,Q,C},Q+0

TessA: RENKAN-SENKYU-TAT: 00000 RosHITSU-AssHIN-Ko (Tarow comso): O, Q+Q

!

ENsHU-SUT: Q,0, SEIRYU-SOAN: 02900
TakucHu-KeEN-Ko (THROW COMBO):

QO 0+00,0+00,00Q0 6+0

il

TANBEN, SENKYU-REN-TAT: 00000
RensHU-KyaKU: 0.0

JoHO-SHICHI-SEI:

TakucHU Harsur (FroM BACK OF 0PPONENT): Q+Q

GEexICHI-NIKI-KyAKU:

Haxxaku-KyosHu: ©,0+0

SokuTAN-Kyaku: SHITsucHo-KoHAI-KYAKU: PQAO0+0

Harsersu-Ko: Q.9+0

HAIKYAKU: KINKEI-DOKURITSU (LOW THROW): £.O+0

o

Pb

<] o
>9 9T e9e S
o ooooee o

J

o
SENTSU-HAT (SHOWING BACK TO 0PPONENT): 9+@ N

—
-

SENKYU-REN-TAI: 00000
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HoLbs DowN ATTACKS
TENSEN-SOTAI (AGAINST A HIGH PUNCH): LYx) RAKUSO-SUIGEKT: 50+0
CSEmvakw Q8
HErsHIN-GEKI (AGAINST A MIDDLE PUNCH): ) _
Special Move Attacks
R — P
HOTAI-SOKYAKU (AGAINST A LOW KICK): , Appeal: “No No!"— Q,Q.9+0+0

Appeal: “Got it!"— ©,OQO,0,8+0+0
Appeal: “No, No, No!"— ©,©,08+9+0

Kasur (AGAINST A LOW KICK): D,Q8

lllustrated Moves
- : - — ~
Hoto-Suisan, Zensho
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/ Renkan-Zensho

T T '-\.":"‘F.[-il.lll-' - II'JJFL' R T

—
®

-1
Q
>

oQ
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Roshitsu-Yoho
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Roshitsu-Asshin-K

\
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Rinei-Haisui
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Ayane
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Nationality: Japanese

Gender: Female

Birthday: August 5, Age: N/A

Blood Type: AB

Height/Weight: 5’ 27, 104 Ibs.

Body Size: B37” W21” H33”

Fighting Style: Mugen Tenshin Style Ninjutsu Hajin Mon

Occupation: Kunoichi

Likes: Marrons Glaces

Hobbies: Aesthetics

Ayane is Kasumi’s half-sister, a Ninja destined to live in
the shadow of her older sister. A great hatred burns for
Kasumi within Ayane. An expert in Ninjutsu, her deadly
fighting style has given her the nickname “Female
Tengu.” She joins in the Dead or Alive® World Combat
Championship as an assassin in pursuit of her traitor
sister, Kasumi, who left the Mugen Tenshin clan behind.
Although she would never admit it, Ayane admires
Hayate, Kasumi’s brother.




Roster

General
Strategy

If you like fast,

1 lunpredictable
characters,
there’s simply no
one better than
Ayane. In fact, she’s so fast that you may have trouble keeping her under rein as she rockets across the screen with
blindingly fast moves and combos. She also has a huge repertoire of attacks that she can launch while her back is turned.

Ayane is fun to play, and she is usable at just about any level of play, from beginner to expert, due to her unorthodox
fighting method and speed.

Kasumi’s sister may not have made the cut for the first edition of the game, but she’s the tougher of the two siblings.
She brings strings of blindingly fast combos into play and has devastating holds and throws. Even when moving up
to Dead or Alive® 3 and the ultra-fast Christie, Ayane can still take the heat.

Ayane’s only major weakness is that when she isn’t moving, she’s easy prey. Her individul hits and combos don’t
add up to much damage, so she’s not the kind of character you’ll want to play if you prefer huge, over-the-top
moves. However, if you’re a more patient sort, there’s probably no better character in the game.

Move List

ATTACKS THROWS
HajiN-SosHO: 000

E1xo-HAJIN-SAI: 0+0.000

Momy1-KuzusHr: +Q

|

RENJIN-KOEISO: 09000 GENMU-S0: Q.Q2.0.0
HaNA-ORoOSHI
SHO-AYANE: Q0+0 (YOUR BACK FACING A SLOPE): o 0+0

HajiN-ENBU: o.0+0

Kogiso:

FuzaN-Ryusu: Q0900

BACK FACING ATTAC;(QSQ KoMavo: 0040 |

BarseNka (NextTo wALL):  €©,0,0.Q,0,9+0

RASHIN-SOSHO:

RaSEN-URAJIN: 90,

RasHIN-Fuyin-Sa:. 0,0.0,0,0,
RASEN-URACHI: ©00. N U N 0006000

RAsHIN-EIKO-SHU: 0090000,

FuyIn-SosHO: d.0.0, KAcHO-GENGI: 0.Q.0.8+0

RajIN-HisHU: 090000

SAJIN-SHU: 290

NAMI-GATANA (SHOWING YOUR BACK
TO OPPONENT): 9+0

RajIN-HIEN: 000000
JinrAI-RYUSO: (kg

KazA-MATSURI: 0,0 Ryusa-OtosHI (WITH YOUR BACK

SoTEN-Kyaku: FACING OPPONENT): 0+0

ZANEI-HAJIN-GEKI: 9,000
SHU-GETSURIN:

URrA-YAMI-GARASU (OPPONENT AND

5 == &
ZANEI HAJIN-SATL: ©0050 YOUR BACK FACING EACH OTHER): > @+Q

RETTEN-KyAKU:

JAKUKO-SATIN-SHU: L0 Kamrvo-KakusH! (Low THROW):  £,9+Q

Roso-Kyaxu:

ENSHU-SEN:

6 gaoce
(o A o B oo A o Al oo d

E1xo-FujIN-SAL: 0+0,00
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THROWS (CONT) Haijin: .0
Muso-GuruMA (Low THROW, FROM BACK OF OPPONENT): Q,0+Q Fubu: D,Q

Furu (Showing the back to opponent): &,

HoLps

KAMIYOI (AGAINST A HIGH PUNCH): 0.9

Ren-Futen (Showing the back to opponent): &, O

Oroshi (Showing the back to opponent): Q

Ava-Tsumuy (AGAINST A MIDDLE PUNCH):

Shimo Oroshi (Showing the back to opponent): Q

Oroshi-Nagare (Showing the back to opponent): Q,<Q

KOGARASHI (AGAINST A LOW PUNCH): )]

Shimo-Oroshi-Nagare (Showing the back to opponent): Q, 0

0

SHUNRAI (AGAINST A JUMPING PUNCH):

Appeal: “No, kidding"— Q,>,Q,9+9+0

DowN ATTACKS Appeal: “Silly"— Q,Q,9+0+0
(HvomuSwo:  068+0 |

(Kaarakopac L ee) llustrated Moves
S G
(s DO

0,99

- i
S Eiko-Hajin-Geki
o
. DO

s (@Y v ;
> .
«©
E
=4

L\ i F — -
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Roster

l Eiko-Fujin-Sai

0,090,000
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Roster

e . R
2.08:988:9

~
Q.0,0,0+0

Pure unadulterated speed

M a— ] T = Ape— . v— =
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Germany, Ein suffers from amnesia, but his deep

Left to die in the esoteric Black Forest of

desire to fight stayed intact within his beaten
body. He mastered Karate in a very short period
of time and goes down the road of battle to find
his true self. He hopes to find answers to his past
through participation in the second Dead or
Alive® World Combat Championship.

primagames.com

The Iron Fist with a Lost Past

\78
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Nationality: Unknown

Gender: Male

Birthday: July 3, Age: 23

Blood Type: A

Height/Weight: 5° 117, 165 lbs.

Body Size: B43” W33” H39”

Fighting Style: Karate

Occupation: Karate Fighter

Likes: Sushi, Sukiyaki

Hobbies: Breaking Beer Bottles

Roster

General Strategy

Though you might expect Ein to be among the faster
characters, he’s actually middle of the road. What he lacks
in sheer speed he makes up for in bone-crunching power.
But the balance is a bit off, leaving him a bit too slow to
be as effective as he could be.

Sometimes this lack of speed manifests itself in a
ungainly gait as he ambles about the screen. However,
once you get moving and into a groove, he can dole out
some substantial damage.

His combos are fairly short, which almost makes him a lesser version of Zack, but where Zack matches raw speed
with raw power, Ein is left foundering. While some fun can be had with him, we don’t recommend him at higher levels
due to his lack of speed. Still, he can hit hard, so you should get some mileage out of him at lower levels of play.

Move st

ATTACKS

[ Tsusaucar: 0 | [ Fumon: ©9090Q0 | Hyos 900 |
| Azuma: © DOQDQ | | Mawasnr, UsHIRO-GERT: 00 | SHoriN Jdeo
( MorotE-Zuxr: ©.0+0 | [ Nosorrr-Mawasni-Gert (Waite staxoive): @ | [ Koru o0+0 |
| Fu: QQDQ | MAEKERIAGE: ©0 | Mazurw: o
[ Kama: 0 [ Zanser ©.0,000 || TenriN Q000 |
| Hyosar: QO | Tenso: QQ0® | Tosr-Usniro-GErr

[ BurAL: a, QG ] [ KaxATO-OTOSHI: 40 ] (SHOWING BACK TO OPPONENT): b0

| Ren-Fuyms: 000 | Fuuw ©00QQ0,

[ Ren-Keneyu: 00000 [ Smxuw QS

| Musso: 90000 | Koro Hane-Gerr: 0+00 | SurGETsu: 0+0
| RaxusHo: 990,090 [ Koro, Sumven-Gerr: 0+0.9.0 | { RAKUGETSU (OPPONENTS BACK FACING A sLope): @+Q |
| RENZuK1, REN-GERI: 0000 | Komn: 00+ | TACHIKAGE (YOUR BACK FACING A stoPE): @+Q
[ Suzaxu: 9.90.00 | [ Grosuo: 9+000 | | Rvuxorsu: ©00+0 |
_ Rvusr: 90.9.00 | [ Ovma: ©00 | | Gankotsu (NEXT TO WALL): O0+0
( Tsux, REx-GERr: 000 | [ Ressex ©000 [ HoxaGE: QQ.0+0 |
| Keneyw 000 [ TeNRo: ©.0000 j | Rexka (NEXT TO WALL): QQ0+0
{ Kacrte, Yoko-GErr: ©.000 | [ Gro: 000 ( Furo: ©o08+0 |
| KaGITE, SuiMEN-GERT: 00000 [ Hamon: £OY ] | Guren: 0.000+0
[ TENGAL: 00060 ] | Racyu: £OC00 ( SocHO (FROM BACK OF OPPONENT): 0+0
| Suen: ©000 | [ Tovear £0000 | | SEIRYO (FROM BACK OF OPPONENT): ~ ©,0+Q
| RexTerrsur: ©00 | (Kamax 200000 ( KoBorsZuxr (Low THROW): Q.0+0 |

uld

6/
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THROWS (CONT.) DowN ATTACKS
[ Mozu-SasHI (Low THROW): DO+0 ] [ Axkr: 60+0
| TSurUTE-BAsaMI (LOW THROW, FROM BACK OF OPPONENT): Q0+0 | | Kauo: QO
| SurriN (Low THROW, FROM BACK OF OPPONENT): £.9+0

HoLps Special Move Attacks

| Namior (AGAINST A HIGH PUNCH): B8 Appeal: “Come On!"— ©,0,©Q ®+0+0
| TenGA (AGAINST A HIGH KICK): 0o | Appeal: “Easy!”— Q,Q,Q+°+Q

" RAKUMO (AGAINST A MIDDLE PUNCH): 00

[ METSUMON (AGAINST A MIDDLE KICK): o0 ]

( SuIBO (AGAINST A JUMPING PUNCH): 09 ]

[ RUTEN (AGAINST A LOW PUNCH): PENX] ]

( KoBo (AGAINST A LOW KICK): ) ] I I I u Strated MOVGS

-

primagames.com

| 80




Roster

' Ren-Zuki, Ren-Geri

oeeoe

18




DER[T - = LJWVE" [PRIMA OFFICIAL GAME GUIDE

U LT 1"™2A T E

primagames.com

| 82




Roster

Hai-yah!!!

€8
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" The DOATEC German

S9|ed07

" The Dragon Hill

"
e
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" The Great Wall

- The Beach | ] b
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The Spark Danger

"The Downtown

" The Pra

irie

" The Crimson
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The Good Stuff

Buried within Dead or Alive® Ultimate™ is a plethora of hidden items, costumes, and all manner of goodies
just waiting to be unlocked. We've compiled a massive list of them for you right here, to aid you in your
quest to unearth them. The secrets unlock in myriad ways. How? No one’s talking. But check back with
www.primagames.com and we’ll get that information to you as soon as we know.

Collection

If you take a peek in the Collection heading off the DOAU main menu, you'll
spy a matrix of 51 question marks. To unlock these items, play the game’s
Survival mode with each character to unlock the items specific to him or
her. Actually collecting them isn’t too hard: just knock your foe down and
repeatedly hit him or her with Down Attacks till he or she starts coughing
up goodies (you also get items, on occasion, for defeating a foe). Here’s a
complete list of items (illustrated with screenshots) and the character that
you must play as to get the items listed.

cy [l % & RN ST RS
5} b3 “.%;;m iy

Wigw IPEmE Sk PR BeE while Bliping Bereival iy

Kasumr

mahjenyg Eife fwhiiel
Fudu 3
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\90



SEYRELS

=
I -_-_'_-'._l-.-

LIy
I NN

16



DER[] "LJVE " [PRIMA OFFICIAL GAME GUIDE

U LTIITMAATT E

p
TENGU

FF 7
cras |
L i

primagames.com
LI T4
e

\92



P
LEI FANG

A

-
[ s
e

L r e
L=
S

SEYRELS

| 6




DEREID — - = _L_JVIEE" [rrMAOFFICIAL GAME GUIDE

ULTI1I'™M2ATE
CG Gallery

Just off the Dead or Alive® Ultimate™ main menu is the CG Gallery. There

you'll find a series of squares with question marks. Each one (of 24) will be
filled with the lovely visage of one of the girls straight from Dead or Alive®
Xtreme Beach Volleyball.

primagames.com

| 94




g6




DER[ = LJVE [PRIMA OFFICIAL GAME GUIDE
ULTI'M2A T E

|

primagames.com \

96

General Strateg
Bayman’s a bruiser by any measure: he’ syblg, strong and, unlike, say, Bass, he isn’t hampered by
an unimpressive rate of speed. Couple that to his nasty (and we do mean nasty) multi-hit
throws and you have a very impressive character—it’s a good thing he’s not available out of the
gate or there’d be some serious beatings going down from minute one.

Bayman, with his superior speed, can run rings around the biggest characters but is still fast
enough to keep up with all but the speediest combatants (namely Ayane and Jann-Lee). This
gives him a pretty solid advantage in most fights and makes him just a bit too much to handle
for those that aren’t intimately familiar with his attacks.

Which brings us to his only weakness: the actual combos he executes are short and uncon-
ventional in nature, making it tricky to come to grips with them as he goes through the
motions. Unfortunately, this weakness will quickly become a strength as opposing players
won’t know where the next hit is coming from.

Definitely one of our favorite characters, even if he does appear to wield an unfair advantage in
most match-ups.

PLAYIERE:




Moves List

Roster

ATTACKS

[ Fist Boms: D,Q] [SOLID CRASH: 000 ] [ DEATH PUNISHER: o 0+0 ]

( ‘WaR HAMMER: 0,0] [CRASH LEG SPIKE: 0,0,0,9,@ ] ( ScorrioN DeaTH Bort: ©.0Q0+9,0.00+0 ]

[ Smasu UppErCUT: 0,0,0] [STOMACH BREAK: .00 ] [ Harr BostoN CRAB: 0,‘:},@+QC},0,®+QQ,®+QJ

" BREAK SHOT: Q.Q2 0 | RusH Sosat: 0.000  Dancerous DRIVER:

| RisiNG TOMAHAWK: J.9 | (RusH LeG SPIKE: 00000 QL. 0R+9.0 0 0+000+0

" Javeun Kick: 0.0 | Comeo HeLL HAMMER: 000 [ QuesraporRA CoNGIRO: 9.0.9.Q,0,9+0 ] =am
| SIDEWINDER: Q+0] [KNucKLE SHoT: 000 | CATCHING ARM BaR: 0+0Q |

( FIRE BuLLET:

©,0+0 | | RusH ToMAHAWK:

000 | Hew Hazarp Lock:

©o0+0 | b

[ RoLLING SOBAT:

O,®+Q] [STORM HAMMER:

0000 . Swing Neck Horp: ©,0,0+0,0,0,0+0 |

| CHARGING BorT:

£.9,9 | | CHarGING TiGER:

00000 | Swinc Brratn FaiL: ©,0,0+0,0,08+0

[ BrasT Trass: ©,0,0) (Trar HeEL HAMMER: 00 | Crazy Crase:  Q0+0,0.0+0,0.0.0+0 |
_ BLAST STINGER: 9,0,000 | Trar REVERSE HAMMER: 000 | REVERSE ARM Lock: £.0+0.0.0+0 |
| Brast Low JAVELIN: 0,0,0,@] [TURN BLADE: QL90 j _ GROUND SUBMISSION: Q0+0  F
" FLAME STINGER: ©.00 |SupiNe Kick: .00 | HoLbs
USMASH: Q.0) DousLe Serxe: 900 . Heap HuntinG Cross Lock: 0o
" Burk UPPERCUT: Q.20 | Smasn UppErcur: 000 o A i o DYQ )
_Hest Axe: 98 THROWS ' Deats Trar: <8
" SiDE EpGE TRASS: 0+0,00
| FRONT SupLEX: @+0 | | SNakE Brres: o0
| SipE EDGE JAVELIN: 0+0,00.9)
[FIRE BriTz: Q+0 ] . CarcuinG Cross Horp: o0
| FLAME KNUCKLE: 00
[ TR — aa 0] (MASSNE THROW: Q+9 } [ RorrinGg Cross HoLp: )] j
. CawoNmALL SH(.)T' © 00] [NECK HoLD SWING: 0 0Nt0 ] ' CosrA DEATH LOCK: oo
— T 00+Q] [JarL Lock KNEE: QQ8+0 [ CarcainGg ArM Lock: 00 j
% s MESOBAM.MER’ b@ 0 (SHOULDER BREAKER: o0+0 _ Hegr Horp: o0
—— " | Fire StorM KNEE: o0+

lllustrated Moves

¥ Blast Stinger

N

Side Edge Javelin

bt

T N

:-: g ot

Solid Crash

Wz
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Crash Leg Spike
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Q Danserous Driver———— 9..05:9005:905+0
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Tengu is an evil villain of his own world. Bankotsu-bo murdered Roster
Kuramasan Maouson, the leader of the Tengu. Subsequently he has

broken the Tengu rules, descending into the human world. His official name is

“Gokyakumine Banknotsu-bo.” He considers all hopes and struggles of the human world to

be insignificant, claiming that all disasters are nothing more than illusions he has brought

about. All disasters that have befallen the age will later be referred to as the “Disaster at

the End of a Century.”

Nationality: Unknown
Gender: Male

Birthday: January 1; Age: 1500
Blood Type: Unknown

Height/Weight: 7 shaku 1 sun, 60 kan General Strategy
Body Size: Unknown Typically boss characters in video games are bosses for
Fighting Style: Tengu Do a reason: they’re overpowered and fight with all stops

pulled-only part of which can be attributed to Al that
overtly cheats. In Tengu’s case, you're going to have
your hands full as he’s very strong and fast...especially
given his massive girth.

Occupation: Unknown

Likes: Unknown

Hobbies: Unknown

On the plus side (for those fighting him, anyway) he has a very small roster of moves which can,
theoretically, make him a lot more predictable as he simply doesn’t have the breadth and depth of
moves that any of the other characters have. Of course, that’s in theory—in practice, his superior speed
and strength will, on the whole, have you gasping for air every other second of the match. Oh, and he’s
also pretty heavy, so good luck floating him for any crazy juggles unless you’re playing Ayane, in which
case you do so little damage that it’s as if a gnat was waging a one-bug-war against an onrushing hurricane.
Needless to say, we'd tend to think you'd want to put a moratorium on using this guy if you’re playing
with a lot of friends or the player using him may end up being on the receiving end of a real-life beatdown....

LOL




DERI ~ - = _LJVE' [PrRIMAOFFICIAL GAVE GUIDE —

~
o5

~

primagames.com

] 102

ULTI1"™2AT E
Move st

ATTACKS HoLps
it 090 | (Yororton: o6 | (maten B
e 8900 T R—T T
CowGwe 00090 HwrOumwx Q808w cumes S0
e —
mwe oo8 Aux Hasar 0o
Mawanr N 50
Juzu-KuMADE: £,000

THROWS

Yosr-M : Q+0Q
s O8 | ia e
Bre - e Tl S
e 0A0890 | (i G000
Coww e elmm 08108
e asee Gt T e
Kowsubuc | bee | wsDur &

lllustrated Moves

Wakuran-Bo

|\
:

¢




Roster

-
0,0,0,0,0

| ol
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e .
o Koboshi-Inago

o0

/
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/
Tonbi-Dako

W Jodo-Okuri
g P L

~
0,0,0.Q,0,0+0

oo LALAL) PLAYERY
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-

FLATYERNY
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| While most German women probably

W she’s fairly speedy and metes out signifi-

ULTI1I™2ATE

General Strategy

aren’t karate masters, this is one area
where Hitomi breaks the mold. As is the
case with most of DOA’s female contingent,

cant damage. She most closely parallels
Kasumi insofar as balance between those
two attributes goes.

Her multi-hit, canned combos are very
effective out the gate so even a beginner

player can come to grips with her quickly.
Her combos are very easy to pull off and
fairly predictable in nature in that there’s
no odd animations (a la Ayane) to make
things trickier.

On the negative side, she shares the
same basic weaknesses as all the lighter
female fighters. She takes damage fairly
easily; she’s light so she’s pretty simple to
launch and juggle to devastating effect;
and her overall power isn’t up to snuff

0 mapt you In battie |

with the bigger, badder boys.

All in all, though, she’s still an effective character and also is the only fighter making a
return from Dead or Alive 3 even though, technically, this game takes place before that one,
so time travel has to count for something, right?




Moves List

Roster Sample

ATTACKS
TSUBACHI: 0.9 | [ Kacire, Kakareo-Nacr: >.0.0.9.9 | [Gyosuo: 9+0.0
Azmma 9808 [Tvear 9000 | MawasmrKakaroNac: 0400 |
o Q@O0 [[Kuww Q000 | HuzAwHeka 000
a
K 00000 nem  oeee
Enpr,GyosHO: 0,099 | Axarokr-Yamr: :
| Mawasmn, UsmmeoGert: 00 | (Goweo: — D0O |
Enpr-HENK A-GERI: 0000 | Mawashr, Yoko-Gerr: Q@
(ExerKakaoNac:  BOOQO || Hawersw: OO0 | Rwe:  DOOOO
Zaso 00000
RevFo: 000 Kamat  POOOGO |
FEEETie oo
(SuovomE: 090090 | TosrUsmmoGerr B0 [Hom: 000 |
RENzUKI-HARAL 0,90 | ToBr-UsHiro-GER:: Q.00 | (ShoriN: deo
(Suzaxw. 00000 | UsmmoMawasurGerr 840 | MawasmRevzux: Q00 |
(Haxaor, Groswo: 0000 || KoroHaweGerr:  O0+00 | KassmrHyGrosno: Q00 |
(Touwer RexGer:: 000 [Komw:  O8+0  RavKmeu 00000 |
ReN-Tenzo: 0009
(Kaorme YoxoGemi: @008 || DomawasurGemi: 000 |

THROWS

HoLrps

KoTto-GurRuMA:

TessA:

g
g

Azusa-Yumr:

KOBORE-ZUKT:

0+0
O0+0
QQ0+0
@.0,0,6+0 RYUSETSU:
0.0+ DOWN ATTACKS
H
Special Moves

Appeal: Seiyal— ©Q,0,Q 9+0+0

£01
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Roster Sample

©,0,0,0.0

Th

- . i -1
-
Ren-Kengyu

;)

0.9,0,0,9

"E

TR
2 W

| 60l
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Renzuku-Harai 0 0, @
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