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1.Intro





Hello ! This is the first FAQ I am writing (typing) so please bear with me as I still have a lot to learn , and maybe you too ,about Chun-li .About Chun-li’s background , I dunno !Where she came from ? What she does , I dunno !Well anyway I have updated this thing though I need help on shadow lady section  so PLEASE E_MAIL ME WITH INFO ON SHADOW LADY *THANX*





Er herm .....anyway , let’s get on with the rest of the FAQ .





_____________________________________________________________





2.WHY SHOULD I CHOOSE CHUN-LI





Why should you use Chun-li ? Well , for one thing she has an excellent launcher (either she’ll knock the enemy out of the air then you’ll proceed by


......or you’ll trade hits) unless of course its Hulk or spidey you’re fighting against .She has an excellent air super (takes about half a life) excellent supers that are all linkable and she has a continuous combo !





___________________________________________________________ 


3.Chun-li Moves





-----------------------------------


[Kikoken QCF+P


[----------


[Description : She bends back 


[then front and lets out a fire-


[fireball.


------------------------------------


[Thousand Burst Kicks Press Kick rapidly


[----------------------------


[Description : Chun-li raises 


[her leg and does a lotta kicks


[does good block damage but


[has a slow recovery because


[of her ending pose


---------------------------------------------


[Rising Bird Kick DP+K


[--------------


[Description : picture a 6-hit sho-ryu-ken


[done with kicks canbe linked from her launcher


---------------------------------------------


[Supers]


Senretsu-kyaku QCF+2K


Description : Something like TBK only that


it moves forward.Slow recovery ,can be linked


after D+HP


-----------------------------------------------


Kikoken QCF+2P


Description : a gigantic ball of energy surrounds 


Chun-li .Unsure whether it can be linked does 


good block damage.


-------------------------------------------------


Shichisei Senkuu Kyaku QCF+2K in air


Description : She rushes forward in the air 


and does a MK following which 5 chinese


charcters appear in the background linked 


after Lp ,Lk takes half a life does no block 


damage.


---------------------------------------------------


Super Rising Bird kick DP+2K


Description : like the rising bird kick but does about 12


can be linked after launcher.








=======================================================


4. Comboes and Combo Information 


=======================================================


Chun-lis magic series





Ground Magic series       : ZigZag


Jumping Magic series      : ZigZag


Super Jumping Magic series: ZigZag


Launchers                 : Standing Roundhouse


Air combo finsher : Lightning legs , Hp, Hk, Air slam , 








JUMP IN COMBOS: 





Note all the combos listed in this section will start from the air as this is the jump-in comboes section .Therfore , it will be obvious that all the comboes listed indicate that you are already in the air .However due to chun-li having a zig-zag jumping magic series , almost any combination is possible therfore I will list only useful ones .





1.Dn.Mk->Hk


    The most useful one you’ve got and the only one that you may need 


2.Lp->Hp


   A nice change in the jump-in combo however not that useful 


3.Lp->Hk


   A variation of the above one might confuse bigger opponents 


4.Lp->Lk-> cancel into Shichisei Senkuu Kyaku  


   Suitable ONLY for big guys stylish but not very useful.





LAND COMBOES





Land combo finishers: For those that end with Hp , Senretsu Kyaku 


			For those that end with Hk , SRK ,Lighning legs  





1.Lp->Mp->Hp


   another useful one that easy to perform 


2.Dn.(Lk->Mk->Hk)


   Ditto only thing , if the opponent blocks finsh with the lightning legs finish with SRK only for humans


3.Dn.(Lp->Mp->Hp)


    Ditto


4.Dn.(Lp->Mk->Hp)


   Stylish but exactly same purpose as the others





LAND COMBOES TO LAUNCHER :





1.Lp->Hk


   The only one you’ve got and the only one you need . 


Another good combo is Helper -> Shichisei senkuu kyaku .The helper you use must be storm or charlie or basically one that will make the enemy fly up .





AIR COMBOES 





This sectioon of comboes requires you to be in the air already either super jumping after your opponent or after you launch the opponent then jumping.Therfore it is already understood that your character ids in the air .Yet again , due to the magic series , almost any combination is possible so I will list only good ones.I will try to write the comboes in a new format  sort of a tree form e.g Lp->Lk followed by the following comboes ...


Ikuzo (here we go)





Lp->Lk ->Shichisei Senkuu Kyaku 


           \   			          


             Mp->Mk / Dn. Mk-> Hp / Hk /Lightning legs 


    	    /                    \ 


           Air slam          Dn.(tap Mk )				     





basically this is all you need to know for chun-li but in case you didnt like the tree :





1.Lp->Lk->shichisei Senkuu Kyaku 


A really painful combo don’t do it unless you are desperate (or you just plain hate your opponent)


2.Lp->Lk->Mp->Air slam


A really irritating combo which nobody likes beware of tech.ers


3.Lp->Lk->Mp->Mk->Hp/Hk/Lightning legs 


Ow ! The pain this combo takes away A LOT and does good chip damage


4.Lp->Lk->Mp->Dn(tap Mk )


Same as above just more stylish . The end result will be a lightning legs because the two tapped down Mk’s will become a LL


5. Lp->Lk->Mp->Dn.Mk->Lp->Lk->Shichisei Senkuu Kyaku


Man !This combo is pure style ! (though it takes away the same as Lp->Lk->SSK) 


6.Dn.(Lp->Lk->Mk->Lp->Lk->Mp->Mk->Lp->Lk->Mp->.....)


This combo is really hard to connect and the enemy will be at a awkward height at most times if you get the chance to pull this baby off ...hehhehehe.......unfortunately this combo does really little damage so stick to Lp->Lk->SSK





*note* I personally have done 58 hits but it does only a little damage after about 20 +hits chun-li wil fly out of the screen and hit sparks can be seen on the screen (without chun-li or the enemy)some kinda glitch ?


=======================================================


5.SHADOW LADY SECTION ! ! !





Move Commands





Shadow Drill QCF+P 


Shadow Lady dashes very quickly up to her opponent with a drill in her palms. It hits seven times, doing good damage. This is an extremely fast move, useful for both surprtise attacks or in ground combos. 











 Electro Shock +P


 This is mostly a defensive move than anything else. Shadow Lady poses as electricity crackles all around her. It can be used as a ground combo finisher or as an anti air move. Once it connects, the opponent will be left electrified. It does more damage than her drill attack, so if you can pull it off, this is a better combo finisher. 





 Missile Shot +K 


 Shadow Lady bows down in humility while rockets fly out of her butt . The missiles track her opponent, but they are so slow that they'll mostly be blocked. Try not to use this move too often if you're attacking. Defensively, they are useful for keeping an attacking opponent at bay. Just make sure that they don't have a long distance


super or she'll get her butt kicked.





 Lightning Legs K(rapidly) 


  Shadow Lady kicks her legs so fast that they make energy blades in front of her. It still OTG's, AC finishes and combos beautifully like it does in the other games. Also, it does immense chipping damage if done in a corner. However, she now poses for a split second after she stops kicking, making it slightly vulnerable now. 





Supermove Commands





                  Big Bang Laser +2P(Level One)


 Shadow Lady rears back and shoves her hands forward as a huge laser explodes out of her palms. It's a cut and paste of the beam animation that comes from the Proton Cannon. It does just as much damage but has horrible end/start lag time . If the 
