





Introduction

This guide will provide you with a
start in the arena. It covers com-
bos, special moves and strategies
for each mech, but in no way is it
the last word on OMF2097.
Different opponents will require dif-
ferent approaches, and we expect
each player will have his own
favorite strategies. Use the guide as
a start for each mech and go from
there. All the combos and strate-
gies were found in the 1 Player
Game. Because of differences in
speed and power in Tournament
mode, and adjustable settings in the
2 Player Game they may not work
there. On the other hand, they
might, so don’t give up on us too
easily!

We've shed a lot of hydraulic fluid
to bring you this guide, so you
won’t have to. May your punches
be mighty, your kicks always con-

nect, and your mech never be the
one to fall!

This guide includes:

Combos- These are the multiple-hit
moves that do the most damage in
OMF2097. Certain moves can go
directly to other moves without
returning to the “at rest” animation
frame, it’'s a matter of timing. You
can mix and match these moves to
your heart’s content but we've
included some of our favorite com-
bos. Master them and you’re on
your way.

Damage- Percentage of the oppo-
nent’s total health that will be sub-
tracted.

Difficulty- Rated on a scale of 1-10,
with 10 being the most difficult.

Special Moves- Each mech has dif-
ferent special moves. We provide
you with a list for each mech, and
how to do them.

Scraps- When you've defeated your
opponent you can totally humiliate
him by turning his robot to trash.

Strategies- These are more general
approaches to combat for each
mech. There are as many strategies
as there are gamers playing
OMF2097, but these will get you
started.

There’s also a section on counter-
ing each of the mech’s special
moves, hints for avoiding the haz-
ards in each of the arenas, and a
“Pro Techniques” section with tips,
secrets, and special game modes.

Publisher’s Note: We’d like to especially
thank Mackey McCandlish and Dean
O’Donnell for the extraordinary effort
theyve made to make this book such an
excellent companion guide to One Must
Fall 2097 - Thanks guys!



















Jaguar’s Strategies

Leap Rampage

An important thing about Jaguar's Leap is that
it allows you to pass through the opponent
(especially with the extended move), so you
can make a surprise attack from the opposite
direction. You can use this to confuse your
opponent by doing the Leap repeatedly back
and forth until you knock him down.

Concussion Cannon Defense

If you find yourself in the comer (or have put
yourself there for this strategy), fire a blast from
your concussion cannon and aim it at the
opponent (this only works in Hyper Mode). The
moment Jaguar recovers from firing, fire anoth-
er (the first plasma blast should still be on the
screen, unless it has hit the opponent).
Continue doing this, but instead of aiming at
the opponent, make a few go up, and a few
down while varying the speed. You must antici-
pate when the opponent will jump at you.
Since it's easy to guide the Plasma Blasts, it
becomes very easy to knock your opponent
out of the air even at close range. This strategy
takes a little luck and maybe some clairvoy-
ance to work perfectly. Like any strategy, don't
depend on it, just mix it in at the right time.

Overhead Throw-After-Throw

If you successfully do the Overhead Throw,
jump in and try to do it again as they get back
up. It's great for catching the enemy off guard.
Be careful, because if you miss with the throw,
it's very easy for your opponent to move in
close and throw you.

Jumping Confusion

Approach the enemy and attack with a stand-
ing or ducking attack (or Jaguar's Leap) then
jump over him, turn in the air, and attack from
behind. When you land, immediately jump back
over the opponent and repeat the strategy.
Eventually your opponent will catch on, so mix
in some regular attacks and a few Jaguar
Leaps.

Remember, with Jaguar you can jump in and
hit the opponent then immediately jump out,
kicking right at the beginning of the jump.
Voila! Instant two hit combo.














































































































































Pro Techniques

Corner Kicking

Certain moves are too slow to be
used right after a jumping move
(such as Flail’s Standing
Roundhouse Chain) but by getting
a full jump’s distance away from an
opponent, jumping in, and hitting
the nearest upper corner of their
mech just before you land, you can
combo into a slow move. It takes
practice but it'll help buy time for
the slow moves.

Switcharound

Some jumping moves hit from the
back of the attacker’s body,
enabling a mech to pull the oppo-
nent with them for the first hit and
allowing more hits in a combo.
Characters that have this ability
include Thorn, Flail,Gargoyle, and
Jaguar. See the Thorn’s Backfoot

Backlash for an example of how to
do this difficult (but hard to block)
technique.

Dizzy Bonus

When a mech gets dizzy, you can
hit him while he is falling down, so
combos that normally wouldn’t
work are possible (as you have
more frames to hit him.) When you
see the red sparks flying, don’t hesi-
tate. Make your combo as long as
possible!

Juggling

By playing in REHIT mode, you
can hit your opponent multiple
times in the air. Spend some time
finding some REHIT combos for
your favorite mechs, it'll come
handy, trust me.

Also, watch the computer play in
demo mode with REHIT mode.
The computer makes incredibly

good use of REHIT combos, espe-
cially on high difficulty levels



Tournament Play

Always leave a cash “buffer” (400-
800k at the start, more as you
progress) in case you lose a fight.
Otherwise parts of your mech will
be sold to cover repair costs,
putting you in a downward spiral of
loss after loss.

Never, EVER enter a Tournament if
you don’t have enough money.
You'll lose parts just to pay the
entrance fee, which may leave you
too weak to fight.

Don’t trade mechs in the middle of
a Tournament. You’ll be left with
an underpowered mech fighting
other buffed up pilots. Trade just
before you enter, but make sure you
have enough money left over to
both buy some powerups (so you
don’t go into your first fight with a
bare bones mech) and pay the
Tournament fee. You only get back
85% of the purchase price for each

part of your mech when you trade
it. On the other hand, this is better
than selling where you only get 70%
back.

The other pilots’ mechs will almost
always be slightly more powerful
than yours. Their power and ability
is based the overall value of your
character and mech. If you go back
to the first tournament with a fully
equipped mech, it’ll still be chal-
lenging, and you’ll make more
money per fight.

Armor works differently than
Endurance. Endurance increases
the amount of damage you can
take, and Armor lowers how much
each hit does to you. Therefore no
matter how much Endurance you
have, a solid hit will still cost just as
much to repair. Armor lowers that
cost.




Super Secrets

Advanced Menu

A hidden menu in OMF will give you a load of
options. From anywhere in the game, press and
hold 2, 0, 9, and 7, and an extra menu will be
added to the Gameplay selection. This menu
includes:

Defensive Throws

You still have to be close, but now if he’s
crowding you and you're backing up, you can
throw him.

Throw Range

Adjust how close you have to be to throw your
opponent. Set it to the minimum and it's
impossible to make a throw! Set it to the
maximum and you've got a throwathon.

Jump Height

Not jumping high enough? Crank it up! Don't
like all those flying robots? Keep ‘em near the
ground.

Hit Pause

Adjust the amount of time the game pauses

after a hit or a block.

Vitality

This will increase (or decrease) the amount of
damage a robot will take before it drops. It is
equivalent to Armor in Tournament mode,
hence no matter what you set it at, it doesn't
affect Tournament play.

Knock Down

This affects jumping attacks. If you set it to
Kicks and hit your opponent with a Jumping
Kick, he'll be knocked down. Same for
Punches. You can also choose Both to make
sure he never gets off the ground.

Block Damage

Turn this on, and even if you block an attack,
you will take damage. Example: You set it to
20% and you block your opponent's Jab,
which, if it connected would cause 5% dam-
age to your mech.  You'll still take 20% of that
5% damage which is 1%. Why would you
want to do this? Well, it works both ways!
Theoretically it's possible to defeat an oppo-
nent without ever landing a blow!

Difficulty Settings
If you think you're macho, when choosing your

difficulty level, press and hold right for a couple
seconds and you will be put into DEADLY
mode. Not tough enough? Hold down O, M,
and F for a couple of seconds, now press the
right arrow again. If you were in DEADLY
mode, you'll now be on the ULTIMATE difficulty
level, the ultimate challenge. Still too easy?

Do some push-ups and stop drinking so much
caffeine.

Sound Test

Press and hold ALT, S, and F from the Title
Screen to activate a Sound Effects test on the
Configuration menu. Amuse your friends with
strafing jet sounds! Bring it to band practice
and turn any song into post-industrial grunge
rock with this collection of clangs!

Color Selection

In the 2 Player Game, when you are on the
robot selection screen you can change the col-
ors of your mech. For Player 1, the 1, 2, and 3
keys will change the primary, secondary and
tertiary colors. For Player 2, use the 4, 5, and
6 keys. If you manage to make your robot too
hideous to look at, pressing F9 will restore
them to the original colors.



BIG Damage

If you hold down BIG and a number, you will
multiply the debris flying off your opponent by
the number you hold down. Hold down BIG 9
for huge amounts of flying robot parts, but
make sure you've got a fast computer, because
all that junk slows down the game consider-
ably.

REINing Scrap Metal

If you hold down REIN the debris flying of your
mechs won't dissolve on the floor, it will move
through it and start raining down from above!
It's raining scrap metal!

REHIT Mode

One of the selections from the Secret Menu is
REHIT mode, which adds an entirely new factor
to fighting in OMF by allowing a mech to hit
his opponent while he falls after being hit in
the air. Some REHIT mode rules and hints:

RULES

1. You can only use the same move once after
the enemy has been hit into the air. Every
time you hit him in the air, he will only take
60% of the normal damage for the move you
use. )

2. After a few hits you can't walk forward. This
gives the other guy a break.

3. You can't rehit an opponent after they have
smashed into the wall {Flai''s Charging Punch)
or electrocuted on the Electric Wall.

4. If you manage to dizzy your opponent while
he’s being juggled, he will become invulnera-
ble, allowing him to hit the ground and recover
for a second {until you hit him again).

HINTS

Atter throwing an opponent, some mechs can
attack as the thrown opponent falls backwards.
Take advantage of this with a Roundhouse
Kick, and more if you have time.

Try to juggle an opponent in the air with Fierce
Punches or Roundhouse Kicks (and some spe-
cial moves). If you use Jabs, he'll regain his
ability to hit back, which can put some mechs
at risk.

If you hit the opponent in the air with an air
move, jump again and try to get another hit. If
you do you'll fly backwards, so you cannot
hold them in the air indefinitely.

Projectiles aren't affected by rule 1, so you can
get more than one hit with Shadow’s Shadow
Slide or Shadow Punch (which count as pro-
jectiles), and sometimes other projectiles.



















