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THIS PRODUCT HAS BEEN RATED BY THE ENTERTAINMENT SOFTWARE RATING 
BOARD. FOR INFORMATION ABOUT THE ESRB RATING, OR TO COMMENT ABOUT THE 
APPROPRIATENESS OF THE RATING, PLEASE CONTACT THE ESRB AT 1-800-771-3772 . 
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Thank you for selecting the STREET FIGHTER II™* Game Pak for the Nintendo® Game 
~ Boy®unit. 

Please read this instruction booklet thoroughly to ensure maximum enjoyment of 
your new game. Then save this book for future reference. 

. ' 



* TM and © 1991-1995 
Capcom Co., Ltd. 
Licensed to Nintendo. 
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One of the greatest arcade fighting games of all time can now 
go where !:JOLI gol In Street Fighter 11 for 6ame Bo~. join Ken. 
R!:Ju. Chun Li. 6uile. Bianka. Zangief. Balrog and Sagat as they 
do battle with the mysterious 6rand Master. M. Bison. to earn 
the title of "World Warrior ... You will travel to many familiar loca­
tions. such as 6uile·s Air Base. Chun Li·s Marketplace. and M. 
Bison's Temple in Thailand. Each character possesses their spe­
cial moves fr-om the arcade game. Onl!:J you can decide which 
WarriEJr will emerge victorious. Do you have what it takes to be 
a World Warrior? 
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Insert the Street Fighter II 6ame Pak [label s ide out] into the 
6ame Bo~ unit and turn the power switch to the .. 0N"' p□sition. 
When the title screen appears. press the START Button to 
access the Main Menu. On the Main Menu. press UP/DOWN on 
the Control PaGJ to move the cursor. and press the START 
Button to enter your selection. 6et ready to test ~our fighting 
skills I 
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Start Button: Press this button to pause the game 

Select Button: Not Used 

A Button: Kick 
Weak Kick: Press the A Button 
Rerce Kick: Press & hold the A Butmn 

B Button: Punch 
Weak Punch: Press the B Button 
Rerce Punch: Press & hold the B Bull on 

Co ntro I Paci: Move your World Wanior 

Control Pad -~'--o 
....,._ ___ A Button 
~ 

~ .,._--'--8 Button 
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• . To defend against normal attacks. 
r;iress AWAY from !::JOldr opponer;1t: 
on the [GJntrol Pad. · 
To defernc:I against low attacks. . 
press DOWN and AWAY on the 
Control Pad. Just remember<. ~□LI[ 

opponent's special move can still 
hurt ~ou - damaging up to one- • 
fourth of ~our health meter. r 

• 

• To throw. press Towards and A or B. 

• • 

' ~. ' 

. ··········~··· •...••...•.. 

..!::J.1-J 

I i 
1

1 \ \ " , \ , 

• Wben you are .. dizzg" [seeing stars]. quickly press the A and 
B Buttons and tap the Control Pad in all directions to shake. 
it off. 

• • • 

• • 
• • 

• 
I 
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On the Main Menu. four: selections are.displa~ed: Normal. 
Versus. Survival and Options. Press LJPi□DWN on ~he [or.:1trol 

• Pad to move the cL:Jrsor. and ttien press tt:le ST ART Button to 
• 

enter ~our choice. · · . • .. • 
• 

• 

• 
• 

" . • 

• 
• 
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There are three oifferent modes of play: Norrraal [1P]. Versws 
[2F?] and the Survival Mode (1 P). There is also an □ption Mode 
so you can Eustomize !:Jmur garne set-up . 

• • 

Normal Mode • 

The standard 1-Pla!:Jer mode. [If using 
Super 6ame Boy access□rbj. Pla!:Jer 2 
can not Join in Eluring the match.] 

Versus Mode · 
60 head-t:o-head against a liuma□ 
opponent . .. 

SurYiv-al Mode 
1r·s a simplified version of the Normal . 
Mode. You fight 0ne round against • 
each Worll3 Warrior. EveF!J .time you win one rounEI. !:JOU will 
recoveP some sf your health. and then 1:=omtiRue . 

• 

• 
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playing until y□u win or your health rl.:lns out. There is NO CON- • 
TINLJE. When ~ow lose. the game is overl . • • . • .. 
Option Mode 

• 
• 

Allows you t0 customize tbe game to your. liking. Press 
UP/DOWN on the Co□trol Pad to move Uhe cL:Jrs□r. Change each 
setting by pressing LERT/Rl6HT on the Control Pad. . -I 

· Game Level . · • 
Choose from 1 [easy] to 5[hard]. · 

• 

Time Limit · 
. Turr-J the time limit ON or OFF . 

Music •• • 

· Choose from 29 [OD to 28) music 
selee::tions. Priess the A Button tC:J 
hear the tune. and press the B 
Button to eRd it. • 

• 
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Sound Effects • 

L!isten to the 38 (00 tc:a 37) different sound effects f□und in the 
• 

game. Press the A Buttor:1 to sample the selected effect. 
Pressing the B Button will stop the effect if necessc:tr!d . 

Versus Mode 
• • • 

Bg attaching the 6ame Boy L:ink Cable to twG 6al97e Boy units. 
you can play head-to-nead agaiQst another player. To dQ this . 
you need tne following: . 

• 2 6ame B□!d units 

• 2 St reet Fighter II 6ame Paks 

• 1 6ame Bog Link Cable 
[SOL:□ SEPARATELY] 

• 

• 

• 

•• 
• 

• 

• 

• 
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• 

• .. 

1 Correctl!d plug in tlie 6ame Bo!J Link Cable to the Eiame Bo!ds 
• 

.. and simultaneousl~ t:urn the 13ower switcM to the "ON .. position . ~ 

on both Game Bo~ L:Jnits. At the Title Screen. select the VERSUS 
Mode anEJ press the ST ART Button on either Eiarne B□~- · · 
i! At the Pla!der Selection Screen: • • · • 

select the character !::JOU want to 
pla!::J. - .ll l 

;• . 
..J....,. 
~' .... 

-3 After selecting the pla!der.. select 
the cour1tr~ ~ou want to pla~ in. ..,__,.... t-.............. e:.... ._ ·--·-·-

4 You are now r-ead!d to s:l!art the 
Vers~s mode. 

• • 

Caution! • 

__ ., 

• 
• 

I 

• • 
• 

Make sure the 6ame Bo!d Link Lable is plugged in correctl!d and 
do not unplug the cable during game pla~. Otherwise. the game 

• 
will not work properl~. 

10 · 
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• Doe r□und lasts 99 seconds. 
:fhe first pla~er to win 2 out of 3 
rounds wins the fight. [The time 
Iii 11itl can be turned ON/OFF tram 

• 
the Elption Screen.] 

• 

• The 3rd round is the final roun□. 

.. 

• 

The winner of this round will pro­
ceed to the next fight. If no win-. · 
ner comes out of uhis r□Lind 
[Draw]. tMere is one more FINAL 
ROUND. If the FINAL:. ROUND ends 
in a Draw. the game is over. 

• If the winner is not determined 
• • 

within the allotted time. the 

• 
• • 

• 

• 

• 

• 

• 

• 

• 
• • 
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• Warrior wh0 has more vitality 
• • 
. is meclared the winner. (Only 
.• when the time limit is ON.] 

•• 
• CbntinL:Je - 6arne:g Over. If you • 

• lose two □f the three rounds : 
f 

the game is over cand the 
• 

.. Continu~ Screen appears. 

If you press the START Button 
• 

• . before the timer reaches D. · " 
you ma~ continue your game: 

• • 

· Character VS.Char-a·cter 
• 

• 
• • 

• 

• 

. .. 
.. 

t 

.. 

• • 
• • 

• 

One of the coolest options ir:1 the 6ame Boy version of Street • 

• 

• 

• 

• 

• 

• • 
· Fighter II is the ability t0 match any fighter up with a mirror-

image of himself or herselfl Tr~ it out in the VS. Model 
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• • 
R!:Ju was a student of the 
ShotokaFl sch□CJI of karate. 

• 

R!dtJ is a loner who has dedi-
~ cated his life to mastering 

his fighting skills. He gains 
knowledge bg relentlessl!::J 
testing his skills against 

• · the best fighters in the 
world. R!::Ju defeated the crowned °King of 
tt:ie Street Fighters ... Sagat. with his power­
ful Dragon P~n~h in a previoas Street 
Fighter tournament. He has entered this 
tournament because he lives for the fight . 

.. 
14 • 

• 

• 
Born: 7-i!!lv-64 

Height: 5• 10" • 

Weight: 150 lb!i . 
• 

Ryu 's Special 
Moves: · 
Dragan Punch: 
+"'~ + Puoch 

Fire Ball: • 

"'~-+ ~ Punch 

Hurricane Kick: 
~~+-:1- Kick [can 
a/so tJe done iFJ 
the aitJ 

Stun File Ball: 
~~~~~+ Punch 

• 
• 

• 

• 
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• • • 

• 

Ken is another student that trained in the 
Shotokan school of karate and has the 
same Dragon Pune:h technique as RkJu. Ken 

• • 
and R~u trair-ied together when ~ • 
they were younger and share 
a strong competitive rivalry. 
Unlike Ryu. Ken's arrogance 
and lack of self-discipline 
has keP.t him away from his 
training. He spends most 
of his time with his girl­
friend. Ken has entered the 
tournament to show the 
world his combat superiority. 

• • 

• 

• 

• 

• 
Born: ~-14-65 

Height: 
Weight: 169 lbs . 

. Ken's Special 
Moves: 
Dragan Punch: 
:+~~·+ Punch 
Fire Ball: . 
+~~ +Punch 

• 

Hurricane Kick: 
~at+- + Kick [can 
alsD be done in the 
air} 

• 

• 
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Chun Li is a secret agent imvestigatir.,g·an 
alleged c:onnection between an interna­
tional smu~gling operation 
and the 6rand Master of 
the tournament. M. Bison. 
She suspects that Bisor, is 
the man who killed her 
father. and is now out to 
shut down the smuggling 
ring and avenge her father's 
death by defeating Bison. 

• 

16 

,,,---,.,,,.,.-' 4-. ' 

---- J 
• ---

• 
• 

Born 
Height: 

3-1-6B • 

Weight: 
• 

Chun Li's Special 
Moves: 
Lightning Kick: 
Rapidly press the 
Kick Button 

• 

Spinning Bird Kick: 
Hold ~ for a while. • 
then 1' ~ Kick 

Fireball {KikakenJ: 
+.al~~-+ + Punch 

• 

• 
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• 

• 
• 

After surviving a tragic plane crash as a 
child. Bianka was r.aised in the jungles of 

. Br:azil. Bianka had to adapt to 

- -

the fierce surroundings in 
order to s~rvive tbe wilds 
of the jungle. He emerged 

from the jungle tGJ enter the 
tournament afld fights only 

for the thrill. 

• 
• 

• 
Born: 
Height: 5• 5" 

• 
Weight: ~1Blbs. 

. Bianka's Special 
Moves: · 
Rollin AttaEk: 
klGJld for a while. 
then-+ + Punch 

Vertical Railing 
Attack: Hold~ foF a 
while. then~ + Kick 

Back FliPv Railing 
Attack: Hold~ for a 
while. then -+ + Kick 

• 
Electric Thunder: 
Rapidly press the 
Punch Button 

• 
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• • 
Zangief is a patriot that mastered tHe ·art 
of Scambo Wrestling and fights for the · 

• 
bonor of his c:□t:1ntry. fie loved fighting so 
much that he would pit his . · . 
skills against fer.□Gi□us .- W 

grizzl!::J bears. Alwa~s 
looking for a greater 
c;;:hallenge. Zangief quit 
wrestling to e1r1t:er the 
tournament. A fearless 
fighter:. Zangief. wants to - ~ 

-

win the tournament to 
prove he is No. 1. 

• 

18 . 
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• 
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• 

• 
• 

• 
• 

• 

• 

• 
Born: 

•Height: 
• 

Weight: 

• 
• • 

6-1-56 

3801bs . 

Zangief's Special 
Moves: · 
Double Lariat: 
PunGH and Kick 
simultaneously 
[long] 

• 

• 

Dulek Lariat: 
Punch ar:id Kick 
sirnultaneEJusly 
{short] • 

!!ipinnirjg Pile Driller: 
350.degree c/CJck­
wise rotatioa from 
:++Punch 

• 

• 

• 
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• 

• 

• 

• 
• 
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. ' • • • • • • 1 • 
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When 6uile was in the Special Forces. he 
and his co-pilo~ were taken prisoner when 
the~ crashed in enem~ territor~. 6t.1ile and 
his friend survived man~ 
months in captivit~ and 
finall~ escaped. 6uile 
made it to freedom. while 
his friend died at the hands of 
M. Bison. 6uile has leEt behind 
the famil~ he loves to vindicate 
the death of bis friend and to 

• 

exact revenge on M. Bison . 

• 
• 

• • 

• 

• 

• 

• 

Born 1~-~3-60 

Height: s·1" 
Weight: 1911bs . 

. Guile's Special 
Moves: · . 

• 

Sonic B00111: 

Meld +- for a while. 
then -+ + Pun£h 

Flash Kick: 
Ho/tJ ~ for a while. 
then~+ Kick 
• • 

• 

• 

• 



20 

Balrog grew up ir.i a rougti 
neigt:lborhoo0 and had to 

\ 

1 \ fight to survive. He was 
~ 

the best fighter around 
and later became a brutal 

boxer. He went on tc, win 
the heav!::Jweiglit champi­
onship and was later 

barred from boxing because 
of his vicious disregard for 

...__.__, the rules. Balrog is in tHe 
tournament to fight without rules as 

~ 1 he felt he was meant to. 

• 
• 

• 
Born: 9►4 6B 

Height: 
Weight: 

• 

Balrog 's Special 
Moves: 
Dash Straight: 
Hold +- for a while. 
then -+ + Punch 

• 
Dash Uppercut: 
Hold ~ for a while. 
then -+ + Kick 

Turn Punch: Hold 
Punch and Release 
or Hold Kick and 
Release 

Shoulder Butt: 
Hold + for a while. 
then ~ + Punch 

• 

• 
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Sagat trained in Muai Thai Kickboxing and 
was respected the world over as the "King 
of the Street Fighters". Sagat becEJme 
overconfident and suffered defeat at the 
hands of Ryu in the first tournament. 
R~u·s Dragon Punch left a huge scar on 
his chest and it serves as a constar-it 
reminder of the beating Sagat took 
in the first tournamefilt. Sagat has 
been awaiting a rematc h ever 
since his humiliating defeat. He 
plans to return the favor to 
R~u in this tournament and 
regain his title as "King of the 
Street Fighters". 

Born: 7-2-55 

Height: 
Weight: 2B31bs . 

Sagat's Special 
Moves: 
Tiger Shat: 
~~➔ +Punch 
6rand nger Shat: 
~~➔ +Kick 
Tiger Upper Cut: 
➔~~ +Punch 
Tiger Knee Clash: 
"-'-+ '9 + Kick 
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• • 

M. Bison is an ominous being cloaked in 
secrecy. He is rumored to be the leader 
of a powerful international criminal 
organization. Bison's fighting abilities ~ 
come from the pure power; of evil 
that flows through his bod~. He is 
read~ to conquer the world and 
annihilate all who oppose him. 

M.Bison's Special Moves: 

Born: Unknown 

Height: 
Weight: ~541bs. 

• 

Psycho Crusher Attack: Hold+. for a while. then➔ +Punch 

Head P1e!!fis: Hold~ for a while. then,t- +Kick 

Double Knee P,css: Hold+. for a while. then:+ +Kick 

22 
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Quick Reference Chart 
Ryu's Special Moves: 

i Dragan Punch: -+~~ + Puoch 
~ ~~\ Fire Ball: +~➔ + Punch 

Hurricane Kick: +az+-+ Kick [can also be done in the ait] 
___ ;_ Stun Eire Ball: +-al+~-++ PuPJch 

Ken's Special Moves: 
Dragan Punch: -+~~ + Punch 
Fire Ball: +~-+ + Punch 

..__ ____ .... Hurricane Kick: ~al+-+ Kick {can also be dBne in the air} 

Chun t.i 's Special Moves: 
Lightning Kick: Rapidly press the Kick Button 
Spinning Bird Kick: Hold+ for a while. then • + Kick 
Fireball [Kikaken]: +.al~~➔ + Pur:,ch 

Bianka's Special Moves: 
Railing Attack: Hold ~ for a while. the@ -+ + Punch 
Vertical Railing: Hold+ for a while. th?n ~ + Kick 
Back !itep Railing: Hold +- for a while. then ➔ + Kick 

---------- Electric Thunder: Rapidly press the Punch Button 23 
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Zangief 's Special Moves: 
Bauble l:.ariat: Punch and Kick simultaneously [long] 
Quick Double Lariat: Punch and Kick simultaneously 

[short] 
Spinning Pile Driver: 360 degree rotation ff.om ➔ + Punch 

Guile's Special Moves: 
Sonic B00111: Hold~ for a while. then + + Punch 
Flash Kick: Hold ~ for a while. then · ~ + Kick 

Balrog 's Special Moves: 
Dash Straight: Hold +- fori a vvhile. then-+ + Puntfi 
Dash Uppercut: Hold E- for a while. then -+ + Kick 
Turn Punch: Hold Punch and Release 

Hold Kick and Release 
Shoulder Butt: Hold~ for a vvhile. then~+ Punch 

Sagat's Special Moves: 
Tiger Shat: ~~➔ + Punch 
6rand Tiger Shat: ~~-+ + Kick 
nger Upper Cut: -+~~ + Punch 
nger Knee Clash: ~-+" + Kick 

• 
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• 

M. Bison's Special Moves: 
"'- Psycho Crusher Attack: Rold~ for a while. then ➔ +Punch 

1
1 Head Press: Hold~ for a whilerthen 1' +Kick 

; Double Knee Pre!!i!!!i: Hold +- for a while. then -+ +Kick . 

Scribble your best body. slam min' moves here . 

25 



.. . • • 
• • • • • • • • • • • • • • • 

•' • • • • ii' • • ' • • • • \ • • ' •• • • • • • • • • • • • • • • 
•• • • • • • • • • • •• -• • • • • • - < .. • • • • • • ·-, • • • •• • • -• • • • • •• • • • • • • 

• • • • ' • ·' r• -• • • • 
• • • • • . . • . 

• • • • • • • 
• 

• 

• 

26 



REV-E 

WARRANTY AND SERVICE INFORMATION 
3-MONTH LIMITED WARRANTY 

For Hardware, Game Paks, & Accessories 
Nintendo of America Inc. ("Nintendo") warrants to the original purchaser 
that the product (hardware, game paks and accessories) shall be free from 
defects in material and workmanship for a period of three (3) months from 
the date of purchase If a defect covered by this warranty occurs during 
this three (3) month warranty period, Nintendo will repair or replace the 
defective product or component part, at its option, free of charge. 

ADDITIONAL 3-MONTH LIMITED WARRANTY (Hardware Only) 
Nintendo warrants to the original purchaser that the hardware product 
shall be free from defects in material and workmanship for an additional 
three (3) months beyond the original 3-month warranty period described 
above. If a defect covered by this warranty occurs during this additional 3-
month warranty period, Nintendo will repair the defective hardware 
product or component free of charge. The original purchaser is entitled to 
this additional 3-month limited repair warranty only 1f the Consumer Proof 
of Purchase Card (attached to the hardware packaging when sold) is 
returned promptly after the date of purchase to Nintendo by the original 
purchaser or the original purchaser's retailer. 

WARRANTY SERVICE OR REPAIR/SERVICE AFTER 
EXPIRATION OF WARRANTY 
You may need only simple instructions to correct any problem with 
your product. Call the NINTENDO WORLD CLASS SERVICE® 
Consumer Assistance Hotline at: 1-800-255-3700 rather than going to 
your retailer. Hours of operation are 4 a.m. to Midnight, Pacific Time, 
Monday - Saturday, and 6 a.m. to 7 p.m., Pacific Time, on Sundays (times 
subject to change). If the problem cannot be solved over the telephone, 
you will be referred to the nearest AUTHORIZED NINTENDO WORLD 
CLASS SERVICE® Center or you will be offered express factory service 
though Nintendo. You also may refer to your yellow pages directory under 
the heading of Video Games - Service & Repair, for the nearest authorized 
service location. In some instances, it may be necessary for you to ship the 
complete product, FREIGHT PREPAID AND INSURED FOR LOSS OR 
DAMAGE, to the nearest service location. 

WARRANTY LIMITATIONS 
THIS WARRANTY SHALL NOT APPLY IF THIS PRODUCT: (a) IS USED 
WITH PRODUCTS NOT SOLD OR LICENSED BY NINTENDO 
(INCLUDING, BUT NOT LIMITED TO, NON-LICENSED GAME 
ENHANCEMENT DEVICES, ADAPTERS, AND POWER SUPPLY 
DEVICES); (b} IS USED FOR COMMERCIAL PURPOSES (INCLUDING 
RENTAL) OR IS MODIFIED OR TAMPERED WITH; (c) IS DAMAGED BY 
NEGLIGENCE, ACCIDENT, UNREASONABLE USE, OR BY OTHER 
CAUSES UNRELATED TO DEFECTIVE MATERIALS OR 
WORKMANSHIP; OR (d) HAS HAD THE SERIAL NUMBER AL TEAED, 
DEFACED, OR REMOVED. 

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES 
OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR 
PURPOSE, ARE HEREBY LIMITED IN DURATION TO THE WARRANTY 
PERIODS DESCRIBED ABOVE (3 MONTHS OR 6 MONTHS, AS 
APPLICABLE). IN NO EVENT SHALL NINTENDO BE LIABLE FOR 
CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FORM 
THE BREACH OF ANY IMPLIED OR EXPRESS WARRANTIES. SOME 
ST ATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED 
WARRANTY LASTS OR EXCLUSION OF CONSEQUENTIAL OR 
INCIDENTAL DAMAGES, SO THE ABOVE LIMITATIONS MAY NOT 
APPLY TO YOU. 

This warranty gives you specific legal rights, and you may also have other 
rights which vary from state to state. Nintendo's address is as set forth on 
the back cover of this manual. 

This warranty is varld only in the United States. 
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