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CoNTRolS & BASIC MOVES

BackStrike

Jump 4 TN |
Forward A Y 3
WalkBack/ Walk &
K Forwag o
SELECT  START g L4 Foo
Offensive e S S ¢ e X o8
Nme Cnntmls assume pla}fer ;s facing r:ght:If player is facmg left,; e
reverse la-ﬁ and r:ght commands Saen gt
N T &m‘mmedlum ﬁpeegi a;;d do&& ; i

TR *%a&f"-.* i
medium damage il e R et g a
ForeStrike; A forehand swing that i is slnw but do&s mon: damage S FEY

BACKHAND ~“
BackSlash: A backhand swing that is fast but dags lc-ss damage
BackThrust: A backhand swing that is medium s’pfeed and does
medium damage Wt re e

iy
e



toNTRolS & BASIL MOVES

fEor Ir

2 N -

b Fra L®
N A

Aol | .9
et "

'-".-"!- 4

‘TIP When you press .md hold down a button, you may have two
ﬂptmns You:can either release the button to do a regular swing, or
- idoa LDI’IH@”EI’ motion to start a special technique.

1 Nﬁtéf—"Ski’p to page 32 for more advanced tips on the weapon-to-
sweapon fighting system!



1) Insert your WEAPONﬁORD Game Pak into your Super NES
and turn the power on. D s

3) Choose ﬁ‘om Dlie of{he fnllawmg qclectfﬂns: :

STORY MODE

ARCADE MODE

VS MODE

OPTIONS

3) For a quick start, we suggest you choose the: ARCAI'JE
MODE. In ARCADE MODE you can either play agamst the
computer or a second player, just like an arcadq__f' ghung game

4) For more details on the different selections; seé& the MODES
AND OPTIONS section of the manual on page 8.



tHE SioRY oF WEAPON|(ORD

P 5
In an age of conquerors, the empire of :ﬁiétﬁemunl.nrd Raith arises.
Destroying all enemies in direct nn&-nn—qné combat, the Demon strengthens
his grip on the empire. Ruling the land by a strict and” memniess Warrmr s
Code, the Demnnlnrd rclgna supreme?réeeades e

THE Bmp&m(i‘m NG e e
&2 It was,d’unng his Illﬁt uf cnnquest that 'lhe Demun heard what ::ame {0 be
}, known as The Pmphe:cy He ﬁnmulﬁdged a blind seer: of lh'e future, a

- prophet. The old man -gnpped hlﬁ ajjﬁﬁﬂd fnrasaw Lok A
FESESE “When the night turns waiem‘ j',";,"r tﬁ# moon bfeads 3ry;rped by the

fa skefe:a! ﬁngers of d‘emh a*&h:ld .rhaﬂ"‘bg born under the Warrior's Moon.
" Whenthis child .ryrgw:r tﬁzfchaﬂenge of adolescence, it will rise to face
the Demon in ca?nblﬁ.. amf the Lord of Demn,: w:f.f faﬂ by the _hamz' of the
WEAPONLORD

o ’FHL WE AI’GNI (‘.IR.D
Latea' that ni ght in thr:e hean of a suﬁnge bu; specmular Iunar eclipse
kgown as the Warrior's Mﬁun a pml;erful fum was unleashed. The
qunn, against the adwcie of his generalg tqk;[l all the children born that
mght, took no ,acuon aﬁd waited fﬂr th;s WaaponLord to come. For the
‘Dembhl..ord Ra:th was a true wnibr‘ éven evil can have honor.
Twn and~a-ha1f decades have passed; the time has come as the
Demnnl.md prepares to meet his destiny. Not afraid to face his foreseen
~-doom, _the:_ Demon plans a grand tournament of champions. Spreading word
-~ of unheard-of fortunes across many lands, he lures the world’s greatest
gladlaturs to the fournament. One of the top contestants should be the
Weappnl_.ord ~a simple but solid plan to force a final confrontation...
' The Demon's plan works well, perhaps too well. Out of hundreds of
- contestants; six fighters born under The Warrior’s Moon have risen to the
“top of the tournament, each entering for different reasons, each a
'magniﬁr;:ent fighter, and all unknowingly on a collision course with
destiny....
.. By mastering one of the six characters, only you can fulfill The
‘Prophecy and become THE WEAPONLORD!
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SPELIAL TECHNIQUE TRAINING

s, :
In addition to the basic muv@ é‘very character is equipped with up to ten

special techniques. These mﬂ"?i‘,s require more than a simple button press.
There are two typcs ﬂf specmlftechni’ques, Hu!d Duwn and Instant-Motion
moves. ; s

llO[;B-BBWN MOVES *;; ,, o
A Hold-Down Move. requurcs y{iﬁtﬁiﬁ_&_
controller mnlmn g 55

For exarnple tn do Knrr S Tamk S : ;,z_f,zﬁu hold duw,p the ForeThrust or

ForeStrike buttﬂn then dﬂ a semi-clmiaf:gm Down-Back to Furward ‘;""
Here is a diagram of this mOVE e SRSl I OB
: 1+107.li.1r

—Thms{ 7
ur F—Stnkﬂ

T ’x
‘m- 9 o "
x okt o
)

TIP: Once ynu prcss and hnld dﬂwn a butt{m, Imid duwn the buttan« e
indefinitely until yuu d&ﬂw spcmat lcchmque“ : =_=_ e oA '*1

TIP: Not all special techntques are dc:».cnbcd II'I Ihls manual Expenment
w"h SV mallﬂﬂs UJ' rhd Exll'a mﬂfﬂﬁ' J‘.'._; '.: siys s '.J-\."_ - "u_: -"

CHARGE MOVES b5 syttt L0 S A
A Charge Move involves holding the controller in mic dtre-cupn fc-r
approximately one second, then pressing the contmllgr in the 0ppt}sue _
direction to unleash the move. You may be rcqu:red to hﬂld down a button
before or during the move, or push a button after tﬁe move. Fnr,example

. to do Zorn’s Hell Grinder, you Charge Back for onﬂ secnnd then. .push
Toward and hit B-Thrust or B-Strike. Here is a diagram uf.lgl_qlm'nnvg

Charge Push
Back O
1 Sec.
B-Thrust
or B-Strike




SPELIAL TELCHNIQLE TRAINING

[l i
%

NOTE: All diagrams assume your chqrﬁélféf;iﬁacing right. If your
character is facing left, you mus_l :ﬁ)jﬁﬁa left and right commands.

4

L INSTANFMOTION MOVES: ,";}i ko REe

An instan’t—Mqﬁ&: L\ mré’requrres_guu to da a contmller mntmn and
mmes 'refy pI‘ﬂSS a bl.lttﬂnt 5 :

*,.. ’PHRUS I Bmt,m AL

! qury ‘character has umqug’ Spemal tec}lmquas,but nne specml move

.'.-'t'hat all: characters can do is the Thrust BTﬁCK. Wh‘le the normal block

H ]s a saf;: and e&&y wa}' ‘to blnck itis m}f your most effective defensive

o move- _and it "may not stop all attacks! ‘A Thrust Block is an offensive
iy qur:k which.can get you out.of trouble and turn the tide of the fight. There

&r&ﬁlur dlfferent Thrust Blocks, shown below.

N Holg_l S Youd Hold
f o8> @
. H-Slash -~ B-Slash B-Slash
or F—Slﬂh . orF-Slash or F-Slash
4 s B e

: Smﬁding High Standing Mid Standing Low Crouching High
 “Thrust Block Thrust Block Thrust Block Thrust Block

?



MODES m oPtioNS

When you begin WeaponLoﬁ, y{m can view the introduction, hold down
any button to speed up the text; or preas Start to skip to the title screen. At
the title screen cht}t}se fmm th&faliowmg up{mns

STORY. MODE

HIUI{Y \1(}1}5 s AR
In the one-player STORY M@BE,, yém niust prck nne characler and stick
wuli that-hero from beginning to end.m‘?nu ‘will battle in the DemonLord’s
tournament and learn more about: )*Gl‘lr ‘!:haracler s hlst’nr}r and motives.
You will receive four cuntmue npportuntugslf you lose at any time during
the tournament, If you manage to defeat the Demon and become the. ..
WEAPONLORB ‘be forewarned that you \ﬁ‘il ot see aﬂcnmplele: endmg
unless you select at least the Ba;:banan d:fﬁctﬂty semng*m the OPTIONS |
MODE. , : :

. HOLD DOWN ANY BUTTGN TO SPEED UP STORY
TEXT/SCREENS
» PRESS START TO BYEAS-S STORY TEXTISCREENS

ARCADE MODBAE: 5
This mode plays just hke any arcade
fighting game. In a one- p!a}fer gam you
will fight your way through the
tournament. You are allowed to switch
characters; however, you will not see a
complete ending in this mode. Play the
STORY MODE if you want a full
ending!

A second player can join in the action any time. = '



"~ < HIT A TO GO FORWARD A SPACE
.+ HIT X TO GO BACK ASPACE.
- “'MOVEUP AND D(}WN TO CHANGE

MODES avt oPTIONS

VERSUS MODE e
VERSUS MODE is the best option: m chﬂﬂse fora
two or more player compctmnn A screen w:lt ;
appear with slots for up. to eight players: Enter
each player s lmna}s next to their ﬂppmpﬁate slot,

. MOVE LEFT AND RIGHT TO CYCLE
THROUGH THE LETTERS -
+ HIT B TO ENTER THE LETTERS

o5 - BETWEEN PLMERS

Once every piayer S mma]s are entered, scm]l
-~ down and choose between the following nptmns

- SINGLE GAME MATCH

L . In the SINGLE GAME mu;lc two players w:lI ﬁght annrmal game. The
tx "wmnerstays to challeng& the next oppnnem, the foser rotates out. The
= "-,cnmputer will announce whose turit it is b}' dtsplaymg their initials.

A ._-},'-;'?'-ln the MATCH mode, you selost either a 2 out of 3, 3 out of 5, or 4 out of

77 series. This' is’ an extended’ version of the normal

. SINGLE GAME: Again, the computer will keep

~ . _track of'whose turn it is to challenge the defending
- barbarian champion!

The"_};bfﬁﬁit_taf-w'ill_ also keep track of wins and

logkéﬁ;oh this Stats screen,

NOTE Once you have picked your stage, hold
“ down SELECT and then press START if you wish to change your
“Handicap or Key Setup.



MODES ant OPTIONS tont.

OPTIONS MODE . %8 i
The OPTIONS MODE enabies
- players to glﬂb&l]}’ ch;ange maﬂy
important s;:;{mg;; !‘-‘1 =% “.:-' =
WE&WNLGRD“&& main 257
opuaps are itk 4

DIFFICULTY, " ot
TIMER " ; ' |
STEREO!MONO
KEY SETUP
FASSWORD

To adjust any setung mn the Opuom mode, movg tht: curﬁnr to h:ghhght 1t. 3
then press the A’ and B Buttons e A

DIF’FiCULTY The.re are four d:fFCUI[}F s‘.cttmgs me easiest lﬂ harde&f i

they are Adventurer Warrior, Barbarian, and WarLo d;Bemembel i W

must p]ay at the Barhanan se,tung in the Smry mode o See a conlpiet&
ending! A SR g . ¥

LA _-. -
S iy

TIMER: You can tum the tlmcr mther on or fo .
STEREO/MONO: Change tht& acmrdmg to ynur spcaker set- up

VOLUME: Use this option to chuuse eﬂhcr ]c}uder musm or !audcr :
sound effects. e .

KEY SETUP: This enables you to reassign any nfthc butmns fcnr the
swings. The default settings are: B

BackSlash: L ForeSlash: Y
BackThrust: X ForeThrust; B
BackStrike: R ForeStrike: A

PASSWORD: As you progress in WEAPONLORD, you w1]| rﬁcewe
passwords. If you have one, enter it here!

10
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KoRR

Barbarian Mas-tef‘ watrtijer

.-‘t“'

w::-r T -

Age: 25 R :»'5‘.._:_;_-.
Wﬁﬂl’ﬁn. Broacl Sword % :}__,

‘5'1 ORY

- Born unde;; the Wan'10r+5 Moon, K f"ls thgmost g:ftefd
swardsman to emerge ﬁ'ﬁm the Tarof mﬁ‘e in 'ganeratfons
An‘incomparable phys:cal specimen, Korr can defeat'ﬁ)ur: %
of his mates with just a dagger. Using. his devastatmgf}
Broad Swnrd and rﬁﬁned ‘weapon te@hmgues Korr can |
lock blades’ wnh thg bl;st f' ghters whp*have ever walked iy j 2
the planet! x k

-.1f_

So adept is Kﬂrr tf‘l‘at hgwas named Master Warrmf*w
title not bestowed on any other Tarok fofr two decades:..”
except for one other, Korr’s twin brotherKang Knn' s
(not identical) twin has been missing for many years no
one knows if he’s even alive. Korr still hupes one day to-
hear word of his brother Kang.... e 3

- Jor
.,._. _i-:..‘ g

Korr is aggressive, but honorable and ra.rely ﬁscs any
techniques that could be considered underhandad Smce
he met the DemonLord, he is on a personal mission to'
complete his training and prove his worth once an_d-for. all
by deposing this dictator of the combat circuits.

’z . .""._n' "



koRR'S SPELIAL MOVES

Double Flame Strike
Hold BackThrust or
’ BackStrike, Mmmn ann,

Down- Tm}.fard Tuw DQWI'I
Sog Puwer ﬁlck R Push
. =5 Tap Back, Toward, Push _O
N rHackTh@sE or BackStnke: : ‘BeThrust
Flresturm

Hnld Fﬂre’[‘hrust or FﬂreStn ke,
: hﬁg}.mp: Up, Up-Tgward,___Q_q_wn.

'-r_'._;_

Gut—Sla-sh
Mntmn Back, Down-B&ck A e
Dow:j, Down—Towarti Towird, o
; F-Thrust
- Push FnreThmst or FureSmke " or F-Strike

Taru]r. Strike
Hold' ForeThmst of PoreStrike. Hold

¢ Motion ann—Back Down, O
Dan-Tow?rd, Toward. | DS F?Iélt';‘ﬁ:e

Other Special Moves:
< ‘Heart Strike Power Push Elbow Smash
Knee-Tarok 360° Flame Strike Power Deflect

13






BANE

e Lone wolf

VITAL STATISHECS ‘i o o

"'".
3

. Hefght: 20 Hands High ('8
Weight: 28 Stones (397 158) | airoy
0 WEEPUHS- RUCk Warhammer, Bone Hnok ek

Bane msmply the most bestlal vmmus aggresswe
. warrior in the tournament, a real dark horse who has the
- raw power toip other fighters. apart Jimb from limb. It
.+ .. isrumored he killed a fearsome sabretonth ‘wolf once

o “with his bam,hands and now hlS_ a _j' 255 shrouded by a
S {-walf 's mask.. ' R e i e

R Bane 'S weapon ﬂf chmce ata glant Warhammer made
o *'1-?_.'{.-5.from stonte. This crushing weapon is two feet in length
“with a/ lﬁﬂ-pound head. Bane’s skill and agility with this
= warhammer belie his massive size, and his weapon
' teehmque 1s ‘almost without equal.

_Bane i lS a total powerhouse, and he fights with a
ﬂ:..-;_nonstop fervor. In addition to his Warhammer which can
"break skulls, Bane wields a Bone Hook for ripping
£ techmques

e Currently Bane is stuck on a cursed mountain pass,

- forced to stand guard against his will. He must be

- patient, for if he defeats the next fool to stumble onto
~ the pass, they will be forced to take Bane’s place.

5



BANE'S SPELIAL MOVES

Skull Crusher
Hold BackThrust or
BackStrike, Mmmn Back.

Berserker o - K
Hold fnre"rhrust or FureSmke, g -
Motion Back, Toward -

Up-}.‘oward.

Hanmier Blast i P

Hold FureThrust or FureStnka, . O
Motion Up."Bat?k_* Duwn., . #® . F-Thrust

1lor E-Strike

......

Power Hammer
Motion Back, Down- Bacit
Down, Push ForeThrust or

ForeStrike.

F-Thrust .
nr F-Stnke

Cursed Kick
Hold ForeThrust or ForeStrike,
Motion Down-Forward,
Down-Back, Forward.

. F-Thrust . 7/ -
or F-Strike N

Other Special Moves:
Iron Fist Curse Slam The Mutilator
Head Rocker Fang Gutter

V&






DIVADA

Mis{ress ot Deot)

VITAL STAT ls,uca

qught' 15 Stones (210‘3]&*} SN
Weapuns- 'I\vm-Bladed St:aff’

%TORY e R _:_‘-._:_-.-_ _

Dwada isa dark and mystermus warrmr!sorceress whn
combmes the black magie of her spefls with the cold steel
of her Twin-Bladed Staff. She is cool, calculatlng, I
intefligent, allunng, and lethal — a weliamunded ﬁghtex:, s
never to. be undf;rﬁsnmatcd - - s

Dwada s somerery JS onff: of her gre:atest weapons She s

lives in a grganflc, ommous fortress atop a high hill,- -
secluded from the rest ofcﬂuhzatlon Few know much

o

about this stronghold of magic, but incredible PYTGtechm . :

displays often light the skies above the castlc Some say

this is the sign of Divada’s power; others: say itisamark

of the wealth and riches hidden in the castle

Divada has already made her mark on the toumament
Many of her foes journied to her great castle thmklng she
would be an easy conquest, but Divada’s surprising '
ferocity and cunning turned her foes into little more than
husks of corpses. Few know her motives and desires, but
some say that if her power was unleashed, she would be a
more fearsome ruler than even the DemonLord himself. -

18



DIVADA'S SPELIAL MoVES

Ground Blast
Hold BackThrust or " &
BackStrike, Mmmn Up—Back 55
Back, Down' Aes 3 %

%

~ Soul Drill .

*F Back, Down-Back, anard . Push
f“ Push BackThrust ur 73 ik : O
 BackSwiker B-Thrust

b 'L.:Psycho Blades s
: ':":Hnld Fnre'['hmsl Or. Fﬂﬂ,':Stnkﬁ.

. P’uwer F]:p
- Hold BackThrust or:
* BackStrike, Motion Up, Up
& ' -_.;’I‘awa[d Down.

& Mquﬁ_n_ Up, Up-Tuward. Back. O
. : R, F-Thrust
| or F-Strike

_Down-Back, D{}wn Push
FnreThr_us_t or ForeStrike.

- or B-Strike

-l !’ ‘\‘“ B-Thrust

4 ur B-Strike

)

Hold

Death Wh:trl
Mnnnn Tuward

F-Thrust
or F-Strike

Other Special Moves:

~Orb of Souls Heel Kick

Hell Deflect Soul Displacer

19
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TALAZIA

The Bll"d q{-‘ Pl"ey

I VI lAL STMMILS
f i e
5 Heightt u?,nands ngh (5‘_:
ko Weight: 11.5 Stones (163 i MR
T e 5 A 7
| S Weapons' Claw Sh:eld g

&, .STORY, i

;_ The lltbe, beé,‘uttful and deadly Talazm has the

B S presence and mannensrns of a falcon She has the prlmal
" instincts of a great avian hunter, and she. swmps onto her
LS fﬂes and rlps thf;m WIthnut mercy

b Talaz:a has a penchant: fm; bemg é*im‘ler She often

W = climbs fo the tops of the tallest trees and stares longingly

& o '.'f‘;;_';f into the sky Somehow Shcﬂk:nuws a part of her existence
i ;::_:‘__J'. x has been stolen .

Talazxa tramed among the best of her tribe, and to the

Rt ol

surpnsew uf many of the leaders, she has become the most
tﬁlcnted a,nd vicious ﬁghter the tribe has ever seen. It

~ must be the true spirit in her blood, unforgiving and
unrelcntlcss

“Talazia’s unorthodox fighting style matches her free
. spirit. She wields a Claw Shield used for blocking and
- “shredding and a Talon Blade flying disk which can
extend to attack opponents or be used as a projectile.

2)



YALAZIA'S SPELIAL MoVES

Air Tear
Hold BackThrust or

Up-anard,—.anattl

-,.--‘ |'_
S

Talun Blade
Mntmn Back Down _
Baek ‘Push Back’l‘hrust

or BackStnkc =03 B=Fhrust *

or B-Strike

-..-.\.J._f{ ¥ b .'
vy

Rl
Hold!

Down-Back Dﬂwn. . -F;:Q*I‘hrﬁst \
[ or F-Strike

Down-Toward:¢. -+ 4 AU

m._-

Shadow Deflect
Motion Toward, Down-
Toward, Down-Back,

Push ForeThrust or NFSE Thrust:
ForeStrike. i ~or F-Strike.

Other Special Moves: AR
Prey Launch Double Talon Strike
Phoenix Strike Reverse Claw

Falcon Strike Air Frenzy

22
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vnALsmg@?mﬁ ﬁi&:”m*
a J- P ey

Height: ']9 5 Hands ngﬁﬁ;ﬁ'ﬁ ;

Weight: 16 Siﬂﬁes (225 Ibs, % s

Age: 2555 = SEphs “lm:_‘_'.w.

Weapons. Iv@ry Axe and Skuil.—___l' hield

@FORY’I,ﬁfo?ixgifE””?ﬂ
-_Lf__ i e P T ..,I'.-\'A.,, 1:
Lot isa “Jaekof-allatmdes” to h:s'ﬂﬁmraééé. a “th:ef” to
his accusers. But this can never be pm?en of cnurse because:

he’s too good at hlS wnrk Zom has dabbled in maglc and isa

strong ﬁghter

o Toves ol hve thﬁ hlgh life. He cnliccts i fineits A

weapons and armaments and values wealth above all

else...except maybe alIur:ng women. He thinks he is the 2
baddest ass around and will go to any length to prove his. © 2T
boasts. Maybe that’s his only weakness, he’ s S0 damn cocky &7

Recently Zorn acquired a particularly ﬁne 'Set nf WEapons i
He got an Ivory Axe so sharp it could splitthe hairon.a pit
beast’s back and a Bone Shield. Though othets hav& told
Zorn it looks like a hideous orc’s skull, an IS con‘vmced the
shield is incredibly powerful. |

Zorn is generally a defensive fighter, but his huge ego
compels him to find ways to win. His crowd-pleasing tactics
and natural abilities have earned him a slot as one of the
DemonLord’s arena masters, second in status only to Jen=Tai.".

24
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ZORN'S SPELIAL MOVES

Scream Shield
Hold BackThrust or

BackStrike, Mntmn Tﬂward
Up, Tuwar¢

P
".‘

e

i W

Anc:enf’ﬂxe e - SN o A
Motion Back, Down-aﬁack'.-';- : 3 i
Toward, Push BackThrust___ =
_.,;IF_Bac,kStnke

el

ik

o

AT e
B B

$)

i
&
g vE
T

N

7 "
Ay,
"
)

B-Thrust
~or B-Strike

2 'Hell Grmder
:'-,3--'_LCharge any Back pusman
L, secopd Tuward Push
= -_1_:"‘:;Bﬂck'ﬁlrust or BackSmke ;

P i "J'. N -
X AT i

Push

&

B-Thrust
or B-Strike

Hell Fn'e R
Hald ForeThrust ur i 3
] -'__FufeStnke Mﬂtmn Duwn =)
?Down-anard Up

Axe Tnp [/
Mntlun Back Down-Tuward 3
__.Down-Back, Push :

FurcTh_rust or ForeStrike, F-Thrust

or F-Strike

y ‘Other Special Moves:
"~ Shield Crack Roll
"~ Corpse Striker Axe Lift
Demon Axe 25
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JIEN-TAI

the war Queen

VITAL STAT ISTICS

ngh; 2&75*%35 ngh { ¢
Weight: 19 Smnes (265 le)
Age: 25 f5 e AR

Weapons: Falchon and;Sp‘ ced

bTORY

Out of aH tha &rena masters, ]en-Tal 1s sa:d to be the
DemanLnrd’s most favored. She is the tallest strongest,

-;"f mnst imposing wartior ever to enter the battle circuit. She

e L o
.?.'I’-u

partac: ipates in the tournament as the f nal challen ge
“contestants must ﬁice before they reach the great DemonlLord

l-.-".

Vi _.".'-_.:‘h.. fh]mself'[ ‘:-:'._ ..._. : ‘-"::..‘ ._I_._ .:__ -.... {

}E-Jf:n Tai started her carcer hs ‘a mercenary, selling her Sword

i -to whoever could afford it. She was a soldier of fortune,

conqnermg her enemies and achieving the glory due her.

Eventually Jcn—Tal s path led her to the great arena fighting
mrcuit Jen- Tal decided to retire from her career as a
mercenary. and j Jmn the arenas for the sake of her love for

; swo_rdplay o

Nloﬁie and proud, Jen-Tai values honor above all else. She
has no desire for violence or killing; the thrill of combat and

_ -’.-bet'té:ring herself is all she lives for. She usually does not kill
o her opponents, instead sparing their lives so that they may

learn lessons from her and return to challenge her again.

27



- JEN-TAI s SPELIAL MOVES

Shield Smash
Hold BackThrust or
BackStrike, Motion
Down, Down ana:ﬁ
anar;ir

Hold

O

=2t B-Thrust
3 : ﬂr B'Slrike‘"'

Reverse chk - | e
Tap Back, anard Push Push
BackThrust or’ O

BackStrike, = @ B-Thrust

Death Blade .7"3-".;:,“;
Hold ForeThrusl or-
FuraStnke Motmn :
Toward, ann-TuwaId
Down, anard

P3P F.Thrust
. or F-Strike

Leg Breaker PG
Motion Down, Down-"
Toward, Toward, Push
ForeThrust or
ForeStrike.

" F-Thrust

Back Blade Strike
Hold ForeThrust or
ForeStrike, Motion
Toward, Back, Back-
Down, Down, Down-
“Toward.

“Hold -

y F-Thrust
g or F-Stnke

Other Special Moves:  Aura Strike Back Hand Blast . -
Shisld Siker - Ram Toes h
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ZARAK

the Pemeoniord

VITAL STATIS l ILb :‘_-...~__

Height: 21 Hands H]gh (’Z‘ I,"J RS S S
We:ghf. 31 Stones (435 Ih§ } ._::-' RS
Weapnn' Gutlletrne (stafffaxcfs];ear weapen)

SFGRY

Zarak is a consummate warlerd maybe even more ruthless
than any who came before him. He rules his extensive empire -
with an iron fist, but unlike other warlords he takes a personal -
interest in his conquests. He defeats nlI challengers in ene-en—_
one combat! | - | |

- -"n. o
e A A

From the repu!swe lwmg spider helmet wh:eh pretects and
aids him in battle to the évil demon’s glint of his eyes, "I'-"he
DemonLord provokes fear in all but the most stalwart,
experienced fighters.. But most awe- inspiring of all is hIS
legendary weapon, ‘Guillotine. Zarak’s own creation, this:
unique combination of staff, axe, and spear has been used
without mercy to execute all manner of mern creaMres, .
beasts...even other demons. |

Zarak's fighting style is possibly the rnest dwerse of all the
contestants. There is not a single tactic, teehnlque OF maneuver
the DemonLord will exclude from his arsenal. He often
switches between aggressive and defensive stances to keep his
opponents off-guard. 3

Knowing that the Prophecy is at hand (see page 5), Zarak 1S
holding the great tournament to find the WeaponLord for a
final confrontation. Zarak is convinced that with his demon’s
powers and awesome f:ghtlng skills he has the ability’ to.
change destiny...maybe he is right.



Motion Toward, Dﬂwn- S
0 Toward, Pown- Back, Pugh
| "'Back:['l'lrus! or BackStnkc.

.7 Toward, Down-Back, Push

W"b slap

- 1 second,"Hold ForeThrust

ZBRAK'S SPELIAL MoVES

Chaos

Hold BackThrust or
BackStrike, Motion .
anard Up, Up-Toward

ur B-Strilce

a

Push

Y d___h¥ E—Thrust
s - el O B-Strike

' ':-"=;-"-'Web RIP

5 Push
‘Motion anard Down-

O

F-Thrust

5;_-."i-3FnreThrusl or’ FﬂreSIrlke N/
{54 ER or F-Strike

r -:.'rw. g

Charge
Back
1 Sec.

Charge any Back position

< oor I_fnrgS_lnke,_ _'I‘u.ward.

/ Other Special Moves:

“ Warp Spider Widow Grip
- Guillotine Strike Power Vault

. Power Slice
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ADVANCED TRAINING

Once you’ve learned how to du all _the special techniques, you're ready for the
next step in weapon fighting! Furgétﬂvemhlngyou think you know about
fighting games, Fm‘gégabout tradtrIg hits, basic bluckmg, throws, etc. In

WEAPDNEEEB }'oq»!ll leanrmﬂfyeapon-m-wefapen ;wqrdp]ﬁ)r,

KNOW YOURMOVES 0 e

Some’ 0f ihe speclal techmquss avaﬁablmtﬂ eaeh character are hstcd in this
manual Huw&vﬂ, what these movea dn ﬁnd w!:en 15 tlﬁe most strategic time to
use them isn texplatned You musi lcam thls fnr ynurself I To help, hereisa ¢
llshnf all the catcgcnes Df dtfferent mﬂves ~ tu gwc yﬂu an idea of tlfmr uses: B

b ﬂ. v
'N"-.-v...rr" "_4

AL

3.'-

m. hGuard Dmp 4 r " 12 Thrust Blm:k
Takedown --‘-'-I‘l:rﬂw R Deflect” -
Puwer Stnke (sevetal van&tfans) : : T
GOING u*r:,ammm%rmww S

In WEAPONLORD! }'ml hrérencnumged to go weapon—tu weapoﬂ with ﬁm
opponent (i.e. knock )*uur hladc: into their blada) ]_,emmng whu,h of your: == -
swings and moves will uvctpﬁwe( m cu‘unter yuur em:my S awmgs is tha mnst._;
important thing you’ll learn on'the’ paﬂ'[ to bﬁ:uming a WEAPONLORD ¥

TIP: When two weapons collide, both characters recoil.:‘Depending on ‘what
types and strengths of moves were used, one character will recoil for a longer
period of time. The player whose recoil is shorter will be able to do their next
move first and thus, has an advantage. b PV A
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ADVANCED TRAINING

!3“1}1

P

g% TIP: If yuur swing lS“ﬁlfOﬂgﬂf 1han fu,g._f'_nppﬂnent s swing, your recml will
| & {,ﬁﬁ be shorter. You’ll beab!a tu _' ¥ _" ',f"'_lxt_mnve fim Wl‘lﬂﬂ thts doesn’t

| %ﬁ’*& always mean :fou"l] gﬁt a you

""‘“"‘":f»mulq__lca&'to a q@mbo' B

Thcrq are a vancl}i‘ﬂf"' | fé;archetypes @s dcsnnbgd hboife.} The mﬂst
Important thing'is to ieamwhat happens: ‘when all pﬂ&s:hle combmﬂlmns of
swmgs hit e.ach Dlheﬂ gﬁd use that knnwladge: to yﬂur advantage'

& TIP: Certain moves are best used aggressively
when the enemy is blocking — they might knock
away their guard!

$%& TIP: Certain moves are designed to be used as
“flesh attacks.” They’re good when you hit
someone’s body, but it’s not advised that you
use them against a weapon.

33



coiBo TRAINING

'l.n;.

fa
=

+ e

Once you knuw the techmquer}'uu‘ﬂjeam to make them ai] flow t(}gether

as :he ﬁrst muve cannectsl yaur charaﬂterwifl sklp dtrcclly into the next
move for two hlls m sequence iR Ea

_n.;.-'

HGLD-DO“ N @WO-IN-(}NI et e
In a‘l—luld Down two—m one, ynu*du a normal swing, then go into a Hnld X
Down Spac:at te-chmque Fm' example, here is how you vmuld do a twa-m-

one mvolwng Kurr s Dauble E’!amc Strike:: - SEEEGS 8

.r=_-

1) First, press and release the ~ 2) Immediately hold dow',tfln;}'BfTﬁfu’sjE}ﬁr B-Strike &
F-Strike attack button. and do the motion for the Double Flame Strike. "

INSTANT MOTION TWO-IN-ONES - 2

Any two-in-one involving an Instant Motion spectai techmque is shgh{ly
different from a Hold-Down Two-In-One. The difference i is you must .
instantly do the special move, and then hit the button just as your ﬁrst swmg
connects. :



L — L S p—
[ []

CoiBo TRAINING

CHAIN HIT COMBOS
A chain hit combo does not require*the usa ﬂf a two-in-one. Instead, you do a
series of normat mnwgs w;uch are S0 fast in sequencc- that thcy cannnt be

.5-13 -’lﬂ'ﬁp in and do FG R QJDQ a quick stattdmg 3} Fimsh with a sl,nndmg
“deeﬁ’ F-Strike just “‘::_f* ?'HFStnke f. _.;_, 4 B Thrust,
bcfnm you lanr,l e § o hen e AT -
Sl‘:(,RLE T8 e L R et

= - Once you've learfied ynurf tebhmques mmda ansi our. and ivnu leam
mnre advanced 5k|lls such as combos, you Wj" ﬁnd l]m: there are more rewards
huned in the game Ehat are; not dlscussed in ﬁus manual’ Keep practicing and
le}ﬂm hﬁw to use all uf ynur spe{:lal tﬂc}mlques in combos. (It's possible!) Also
e (“:fbam new andmmque ways to start gombos You may find yourself doing the
e mystermus Death Bloivs and‘Death Combos if you're creative enough!

i -,_j."-:TR a*ﬂ:,(,v nm [S
oo Don’ tg&t fmstrated In order to learn why you're losing, you must study the
game' wr}r can:fully Weapon-to-weapon interaction is key!
. Pa}r attention to the characters’ reactions - it will teach you what’s happening.
«Jf you ha‘vc a hard time blocking, learn what happened and try new ways to
cuuntar it. :
R Look for- ways to really jack up your enemy. Special Techniques may have
] __: “multiple or hidden uses!
= It’s possible to damage the enemy's weapon or cut off parts of their garments!
,-_:{ ~» Bvery character has multiple Death Blows and Death Combos — keep
~ . experimenting!
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Nameco Homete-k Inc. warrants to the nn;;u‘h] purchaser only that the
- Game Pak provided with this mnnakanﬂ.ﬂie software program coded on it
|  this’ fiianual when used

_gﬂ to | Némco Humrek, Izjc or

proof of purchase. Replacement of
o iginal purchaser (except for the ¢ost
: 'xtcﬂt of o‘ur I:abﬁlly SRR

: TH.OS_B ,:';"...,
; SSFO APARTICUL.

CHANT

. AND NON-INFRINGE} Dm;;j ,_msms IE-*J -
. 'APPLICABLE ﬁRE;LM : %‘-BAYS fom
_;'l;l;lE-MTE oib, AN

'ﬁ"
e 0 ; ed or implied
‘damage to PTGPQ'_'_" m&&:ﬂm extent permitted by

I iﬂjur}[,:_ﬁg en it Namco Hometek, Inc. has been

I Lot be applicable to the extent that any provision of
"-;{irﬁhlblted by any federal state or municipal law which
pre-¢ _té’d ThlS warranty gives you specific legal nghtq and

llllllllll

3_; Namco flnmetek Inc.

3 159 ‘Charcot Ave., Suite A :
Sanjnse CA 95131-1102 U.S:A.
Phﬁnﬂ 408/922-0712
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