X-Men vs. STreet Fighter:

1)Thejoe27's Cammy Combo on Juggernaut:

In the corner:J.LK, J.MP, J.FP \/ S.LP, S.FK /\ SJ.LP, SJ.MP, slight unoticible pause, SJ.LP, SJ.LK, SJ.MP, SJ.LP, SJ.LK, SJ.MP XX Fierce Cannon Drill (QCF+R2)  XX Killer Bee Assault (QCB+KK)

2) J.LK, J.MP, J.FP \/ D.S.LP, S.FK /\ (straight up)SJ.LP, SJ.LK, SJ.MP, SJ.LP, SJ.MP, SJ.LP, SJ.LK, SJ.MP XX Roundhouse Cannon Drill --> Hyper Cancel into Killer Bee Assault (qcb+KK)

3) .LK,J.MP,J.FP \/ D.S.LP, S.FK /\ (straight up)SJ.LP, SJ.MP, SJ.LP, SJ.MP, SJ.LP, SJ.MP /\ DJ.LP, DJ.LK, DJ.MP, DJ.MK XX Roundhouse Cannon Drill --> Hyper Cancel into Killer Bee Assault (qcb+kk)

Thejoe27's Wolverine Combo on Juggernaut:

1)In the corner:J.LK, J.MP, J.MK, J.FK \/ D.S.LP, S.LK, C.MP, C.MK, Claw Slide (down/forward+FP), S.FK /\ SJ.LP, SJ.LK, SJ.MP, SJ.MK XX Drill Claw aimed diagonally upwards, SJ.LP, SJ.LK, SJ.FK (flying screen), SJ.FK on your way down to keep Juggy in the air, land and jump again, J.LP, J.LK, J.MP, J.FK, land and jump again, J.LP, J.MP, J.FK

2)In the corner vs. Juggernaut:  J.LK, J.MP,J.MK, J.FK \/ D.S.LP, S.LK, C.MP, C.MK, down/forward+FP (claw slide/OTG), S.FK /\ SJ.LP, SJ.LK, SJ.MP, SJ.MK XX Drill Claw, SJ.LP, SJ.LK, SJ.FK (FS), SJ.FK (on your way down), land and jump straight up+J.LP, J.LK, J.MP, J.FP, J.FK, land and jump straight up again+J.LP, J.LK, J.MP, J.MK, J.FP, J.FK (do this 3 times),juggle with S.LP,S.MP,S.FK /\ SJ.LP,SJ.LK,SJ.MP,SJ.MK --> Drill Claw, SJ.LP, SJ.LK, SJ.FK (FS), SJ.FK (on your way down), land and do C.LK (OTG), S.MKx2, S.FP, S.FK 

3) In the corner vs. Juggernaut: J.LK, J.MP, J.MK \/ J.LK, J.DN.MK, J.DN.FK \/ D.S.LP, S.LK, C.FP XX Berserker Barrage X (FS), jump straight up+J.LP, J.LK, J.MP, J.FP, J.FK, land and jump straight up again+J.LP, J.LK, J.MP, J.MK, J.FP, J.FK (do this 3 times), juggle with S.LP, C.MP, S.FK /\ SJ.LP, SJ.LK, SJ.MPx3, SJ.MK XX Drill Claw aimed upwards!

From Omni:

J.DN.Forward -> Fierce -> Roundhouse \/ Dashing Short -> Strong -> Low Forward /\ SJ.DN.Forward (OTG) -> SJ.Roundhouse (FS) \/ J.Jab -> J.Short -> J.Strong -> J.Roundhouse (FS), J.Jab -> J.Short -> J.Strong -> J.Roundhouse (FS), J.Short -> J.Forward -> J.Roundhouse, Standing Jab -> Strong -> Roundhouse (FSD) /\ SJ.Jab -> SJ.Short -> SJ.Strong, SJ.Jab -> SJ.Short -> SJ.Strong XX Drill Claw (up/toward), Air throw. 

Cyclops:

1) Against Juggernaut in the corner:Jump in with Super Optic Blast \/ D.S.LP, S.LK, S.LK, S.MP /\ (straight up) SJ.LP, SJ.LK, SJ.MP, pause for 1/2 second, SJ.MK, pause (same amount of time), SJ.FP, SJ.FK, SJ.LP, SJ.MP (on your way down), land and jump straight up+J.LP, J.LK, J.MP, J.MK, J.FP, J.FK, land and do C.LK (OTG), S.MK, S.FKx2

MSH vs. SF Ryu Combo from:ReCharredSigh
J.Jab,J.Fierce\/ D.C.Jab,C.Fierce XX Shin Shoryuken, C.Fierce XX Shin Shoryuken, C.Fierce XX Shin Shoryuken,C.Fierce/\ SJ.Jab,SJ.Short,SJ.Strong,SJ.Forward,pause,SJ.Fierce,SJ.Roundhouse
*Ryu is now falling down from the super jump*
SJ.Short,SJ.Forward,SJ.Roundhouse 

And yes, it does work. Ever seen the website titled MARVEL SUPER HEROES VS. STREET FIGHTER: THE SITE? that guy who created the site posted that one and said that he did it.

MSH vs. SF Chun-Li combo from: KKTO

1)(in corner) Jump-in, HK(let it hit twice), (land) (dash) LP, LK, MP, HK, Jump, LK, MP, MK, (hold forward) HK, LP, U, LP, LK, MP, MK, (hold forward) HK, LP, U, LK, MP, MK, (hold forward) HK, HK(OTG), LP, MP, MK, (hold forward) HP (only on big characters)

2)jump in HK, dash slp, clk, chp, dash slp, shk(launch), sjlp, sjlk, sjmp, sjlp(wait for the medium punch to end), dj(double jump) lp, djlk, djmp, djhp, (wait for SPLIT second), djDownforward+hk, djDFhk, djDFhk(yup! 3 times! yeah!), land, clk(otg), smk, shp. Should be around 20-21 hits.
Duece's Chun-Li combo:

Air Dash Jump-in, LK, MK, HK, (land) (dash) LP, LK, MP, HK, SJump, LP, LK, MP, MK, FP, (hold forward) HK, LK, U, LP, MP, MK, FP, (hold forward) HK, LP, U, LP, MP, MK, FP(hold forward) HK, (on the way down) LP, (jump off ground) LP, MP, FP, otg c.LK, s.MK, (hold forward) FP (i did this on zangif)
should be 33-hits i believe

MSH vs. SF Spider-Man combo:

Jump-in LP, MP, HP, (land) MP, Jump, LP, LK, MP, Web Ball (with MP), (land) LP, D+MK, Hk, Spider Sting(with HP), (land) LP(OTG), HK, Jump, LP, LK, MP, MK, HP, HK
Nate X Grey's Spidey combo:

jump in lp, mp, hp, dash slp, smp(launch), wait for opponent to almost reach peak or launch then jab spider sting, jump forward lk, mk, strong web ball, land, slp, smp(launch), wait then jab spider sting, wait for opponent to drop, smp, strong spidersting XX maximum spider aim forward. Not very damaging but great for showing off. As you know the launch to spider sting is an infinite so you can really rack up the hits. you can also OTG after the spider sting for and air combo. sometimes its possible to OTG for and air combo after the max spider.
MSH vs. SF Cyclops combo from:Middlekick

Anything that leads to a [standing strong->sj.jabx2->sj.d+short->sj.d+strong->sj.jab->dj.jab->dj.d+shortx2->dj.d+strong->dj.jab->dj.d+strong \/ standing strong] x 2->now in corner.[sj.jab->sj.d+shortx2->sj.d+strong->sj.jab->sj.d+strong\/standing jab->standing strong] repeat till death.

Nate X Grey's Cyclops combo:

Jump in lk, hk, land, dash slp, slp, slk, smp(launch), sjlp, sjlp, sjlp, sjlp(time these 4 hits right to get your opponent high enough), djlp, djD+lk, djD+lk, djD+mp, djD+hp, (wait for opponent to almost hit the ground), djD+hk (OTG), land, slk, smk, shk(2 hits). Around 20-21 hits as well. Both these work better on the bigger people.
Cyclops: From KKTO

1) Jump-in, Super optic blast MK, HK, 
2) land, LP, LK, MP, 
3) Jump, LP, LP, LP, LK, MP, Optic blast, 
4) (as they’re falling) LP, LP, 
5) double jump, LP, LP, LK, MP, MK, HP, HK, 
6) D+HK(OTG), land, LK, MK, HK, HK

Liquid Metal

2) Akuma assist, SJ, Super OPtic Blast, LP, LP, Double Jump, LP, LP, D+MP, LP, LK, MP, Supper optic Blast. 



MSH vs. SF Akuma combo w/breakdown:KKTO's 

Jump-in, HK, hurricane kick, land, LP, MP, HP, hurricane kick(HK), C.LK(OTG), C.HP, Jump, LP, LK, hurricane kick, QCF PP 

1) Jump-in, HK, hurricane kick(one hit)
2) Land LP, MP, HP, hurricane kick(HK 4 hits), You should have enough time to hit the LP, cause the hurricane kick has a long hit stun.
3) Do the C.LK quickly after the hurricane kick finishes, hit them up
4) Jump LP, LK, hurricane kick, QCF PP, you have to do this quickly for the hurricane kick to connect and the super 
MSH vs. SF Ryu, Ken, Akuma Infinites:

Ryu Infinite - only on Ryu, Ken, Akuma, Cyclops,
1) C.HP,
2) Jump, LP, LK, MK, HK,
3) HK (OTG)
4) LK, (this will life them off the ground a bit more)
5) C.MP, LP, C.MP, LP, C.MP . . . . 

Akuma and Ken Infinite
Same as Ryu except,
2) Jump, LP, MP, HK (slowly)

Ryu Infinite - only on Ryu, Ken, Akuma, Cyclops,
1) C.HP,
2) Jump, LP, LK, MK, HK,
3) HK (OTG)
4) LK, (this will life them off the ground a bit more)
5) C.MP, LP, C.MP, LP, C.MP . . . . 

Akuma and Ken Infinite
Same as Ryu except,
2) Jump, LP, MP, HK (slowly)

MSH vs. SF Akuma Combo w/breakdown from:KKTO

Jump-in, HK, hurricane kick, land, LP, MP, HP, hurricane kick(HK), C.LK(OTG), C.HP, Jump, LP, LK, hurricane kick, QCF PP 

1) Jump-in, HK, hurricane kick(one hit)
2) Land LP, MP, HP, hurricane kick(HK 4 hits), You should have enough time to hit the LP, cause the hurricane kick has a long hit stun.
3) Do the C.LK quickly after the hurricane kick finishes, hit them up
4) Jump LP, LK, hurricane kick, QCF PP, you have to do this quickly for the hurricane kick to connect and the super 
Marvel vs. Capcom:

Liquid Metal Chun-Li Maximum Combo 

Jubilee Helper Attack, Jump-in, LP, HP, (land) Jump-in D+MK, HP, HK, (land) LP, MP, HK, Jump, LK, MP, MK, HK, D+MK(OTG) D+MK, FU LP, MP, D+MK, LP, MP, D+MK, LP, LK, MP, MK, HK 

31 hits
1) Jubilee Helper Attack (3 hits)
2) Jump in immediately as she comes out, LP, HP
3) Jump in D+MK (headstomp), HP, HK
4) LP, MP, HK, Jump,
5) In air LK, MP, MK, HK,
6) D+MK (OTG), D+MK, two headstomps, this will raise them of the ground
7) Diagonally up forward (forwards and up), LP, MP, D+MK, LP, MP, D+MK (very quickly), the headstomps should have raised them high enough to do this.
8) then LP, LK, MP, MK, HK to finish 

It’s hard but possible. 
What do you think?

Venom:

Venom Maximum Combo
This one isn’t too difficult once you’ve got the timing. 

Jubilee Helper Attack, Jump-in LP, (land) Jump-in LP, MP (land) MP, super jump, sj.LP, sj.LK, sj.MK, sj.HK(1 hit), land, MP, super jump, sj.LP, sj.LK, sj.MK, sj.HK(1 hit), land
MP, super jump, sj.LP, sj.LK, sj.MK, sj.HK(1 hit), land, MP, super jump, sj.LP, sj.LK, sj.MK, sj.HK, QCF HP

Do it slowly enough. You have to have Venom under the character, the roundhouse will connect once popping them up long enough for you to land and relaunch. You have to take note of the character you're doing it on too. Different characters fall at different speeds and have different sizes for you to hit them. 


Captain Commando:

Captain Commando Maximum Combo 

1) Arthur assist, Jump-in, MP, HP, (land) LP D+HP
2) QCF+KK
3) D+LK(OTG) MP, HK, QCF+PP
4) Jump, LP, MK, HK, 
Easy

Strider:

1)here's the best combo with strider... without ourobouros. 

j.LK, j.MP, j.MK, land, d.c.LP, c.LK, c.MP, c.MK, c.FP, sj.LP, sj.LK, sj.MP, sj.MK, dj.LP, dj.LK, dj.LK, dj.FP, dj.LK (otg), land, s.LK, s.MP, s.FK, [s.LP, s.MP, s.FK], j.LK, j.MP, j.MK, j.FP, j.FK 

sequence inside the brackets is infinite


From Thuglife:

2) .LK, j.MP, j.MK, land, d.s.LP, c.LK, c.MP, c.MK, c.FP, sj.LP, sj.LK, sj.MP, sj.MK, dj.LP, dj.LK, dj.LK, dj.FP, dj.LK (otg), land, s.LK, s.MP, s.FK, any of the below 

1.) [s.LP, s.MP, s.FK]
2.) j.LK, j.MP, j.MK, j.FP, j.FK
3.) s.LK, s.MP, s.MK, s.FP, jump, air throw 

This strider combo, like most combos on mvc where you do an otg after a flying screen, can't be done against:  Zangief, Chun-Li, Captain  America., and Strider can't hit wolverine with an otg after a flying screen, but other people can. 

If you want to learn this combo, you should try it against venom. he's the easiest to get an otg after the flying screen.  The key to this combo is on the double jump, you need to space out the hits as slowly as possible without breaking the combo meter. Also, make sure you do the sequence above... LP, LK, LK, FP. The two LK’s  are important in positioning. After the FP, you'll fall with the opponent, and you should be able to hit them, while falling, with a dj.LK (otg). After you hit them and land, you go from there. 

if you want to do the 5 hit jump finish, you need to jump and hit lk right away. If you want to do the infinite or the ground hits to the air throw, you need to pause for a second, or else your s.LK or s.MP will whiff. 

the sucky thing about venom is that he is the easiest to otg after the flying screen, but he is the hardest to do the ground stuff against... so when i play him, I just do the jump series. 

if you want to do the infinite, try it against: 

Jin, Strider, or cap commando  the timing is kind of  hard but i got 41 hits against jin, 35 against strider, and 31 against capcom. 


I think that's all i can tell you... you have to practice now. I wasted a lot of money trying to learn this damn combo. Hope you learn it quicker. Here's another one just in case you like the Strider combo

Jin:

Jin Maximum Combo 

1) Arthur assist, Jump-in, LK, HK,
2) Land, LP, LK, MP
3) Jump, LK, LP, LK, MP
4) (as they’re falling) LP, MP
5) Land, D+LK(OTG), MP
6) Jump, LP, LK, MP,
7) (as they’re falling) LP, LK, MP, LK
8) Land, Jump, LK, HK


Wolverine:

29 hit : Speed Super, Jump in, LP, LK, MP, MK, LP, MK, MK, MK, D+HP, (forwards about 2 steps) LP, D+MK, D+HP, (forwards about 2 steps) LP, D+MK, D+HP, (forwards about 2 steps) LP, D+MK, D+HP, (forwards about 2 steps) LP, D+MK, D+HP, HK (Speed runs out) Jump, LP, LK, MK, HP, LK(OTG), JUMP, LK, MK, HK 

From Thuglife: 

j.FP, j.FK, land, d.s.LP, s.LK, s.MP, s.MP, s.MK, s.MK, c.FP, c.FK, sj.LP, sj.LK, sj.MP, sj.MP, sj.MK, dwn+FK, sj.FK, land, c.LK, s.MP, tap down, [s.LP, s.MP, tap down], [s.LP, s.MK, s.MK. c.FP], j.LP, j.LK, j.MK, j.FP, j.FK 

bracketed parts are infinites. the 2nd one is hard to repeat, so only use it once to setup for the jump series.

Gambit:

19 hit : Kinetic card, LP, LK, LP, LK, D+HP, Jump, LK, MK, HK, HP(OTG), land, LP, LK, LP, LK, Jump, LP, LK, MP, MK, HP 



Marvel vs. Capcom 2:

Akuma:

1)cLK-QCB+HK-cLK(OTG)-cHP /\ sjLP-sjLK-sjLP-sjLK-QCB+HK XX QCF+PP
2) j.FK, qcb+FK, land, d.s.LP, s.MP, s.FP, qcf+FP XX qcb+2P, c.FK (otg), qcb+FK XX f,d,df+2P 

Amingo:

1) Launcher, lp, lk, lp, lk, lk, lk, onion. That should get 15 hits.
2) how about "(opp in corner) jump in with hk, then lk,down hk, lk, lk, sj, lp, lk,pause for 1/4 second lp, lk, onion with lp, hk, otg, lk, hk. 
3) ji Jab, ji Forward XX Jab Kaze No Sakebi (5 hits)

4) ji Roundhouse(all hits), st Jab, st Fierce (8 hits)

5) ji Fierce, st Jab, st Strong XX Plants' Commandment (4 hits)

6) ji Roundhouse(all hits), st Short, st Forward XX Fierce Midori No Kanki (6-7 hits)

7) ji Jab, ji Forward, st Short, st Forward XX Plants' Commandment (5 hits)

8) ji Short, ji Strong, cr Short, cr Roundhouse XX Jab Kaze No Sakebi(1 hit) XX Plants' Commandment (6 hits)

9) ji Short, ji Forward, st Short, cr Forward, sj Short, sj Forward, sj Short, sj Forward, sj Fierce (9 hits)

10) ji Short, ji Strong XX Jab Midori No Kanki (5 hits)

11) (dash)st Jab, st Forward XX Jab Kaze No Sakebi(1 hit) XX Plants' Commandment (4 hits)

12) ji Short, ji Forward,(dash)st Short, st Roundhouse XX Midori No Kanki (5-6 hits)

13) ji Short, Forward, cr Short, cr Forward, sj Jab, sj Short, sj Strong, sj Forward XX Fierce Kaze No Sakebi (14-15 hits)

14) ji Roundhouse(3 hits), st Jab, cr Strong, sj Jab, sj Short, sj Strong, sj Forward XX Fierce Kaze No Sakebi (14-16 hits)

15) ji Short, ji Strong,(dash)st Jab, cr Fierce(1 hit) XX Fierce Kaze No Sakebi(3 hits) XX Blessing Of The Sun (34-37 hits)

16) ji Jab, ji Strong,(dash)st Short, cr Fierce(1 hit) XX Fierce Kaze No Sakebi(2-3 hits) XX Plants' Commandment (7-8 hits)

----opponent in corner combos----

17) ji Short, ji Strong, st Jab, cr Fierce(1 hit) XX Fierce Kaze No Sakebi (8 hits)

18) Jab Kaze No Sakebi, OTG cr Short, st Strong XX Fierce Midori No Kanki (7 hits)

19) ji Short, ji Strong XX Jab Kaze No Sakebi, OTG cr Short XX Plants' Commandment (7 hits)

20) ji Short, ji Forward, cr Short, cr Roundhouse XX Jab Kaze No Sakebi(1 hit) XX Blessing Of The Sun (30-33 hits)

21) ji Short, ji Strong XX Jab Kaze No Sakebi(full), OTG cr Short, cr Roundhouse XX Jab Kaze No Sakebi(1 hit) XX Blessing Of The Sun (31-33 hits)

Hayato:

1) lp,lp,hp,hk,lp,OTGwith lk,hp,sj.lp,lk,lp,uppercut with lp xxplama ball super

Hayato Infinite:

2)B+lp,lp,lp,hk,lp...repeat 


3) jump in with short, jab, land, short, jab, roundhouse, then do lever 3 super.

4) B+ jab, jab, jab, roundhouse, dash, down+short, down+fierce, sj. zigzag series after forward kick, do the ball thing super. 


5) j.LK, j.FK, s.LP, s.MP, s.FP, qcf+LP (one hit), XX qcf+2P

6) j.LK, j.FK, back+FP (start plasma combo), LP, FP, FP, XX qcf+2P

7) j.LK, j.FK, dash s.LP, c.MK, c.FP, sj.LP, sj.LK, sj.MP, sj.MK, (fwd, dwn, fwd+dwn) LP, XX qcb+2K 

these combos should be done in the corner:

1) j.LK, j.FK, dash s.LP, c.MK, c.FP, sj.LP, sj.LK, sj.MP, sj.MK, sj.FP, sj.FK, c.LK (otg), s.MP, s.FK, s.FK 

2) j.LK, j.FK, s.LP, s.MP, fwd+FP, back+LP (start plasma combo), LP, FP, FK, LP, j.LP, j.MK, (f,d,df) LP, qcb+2K,

3) j.LK, j.FK, dash, s.LP, s.MP, fwd+FP, back+FP (start plasma combo), LP, FP, FP, FP, XX qcb+2K, wait (opponent falling), c.LK (otg), s.FK, dark hayato (LP, FP, back, LK, FK) 

4) j.LK, j.FK, dash, s.LP, s.MP, fwd+FP, back+LP(start plasma combo), LP, FP, FK, LP, wait, back+LP, LP, FP, FK, LP, c.FP (before hit the ground), sj.LK, sj.MP, sj.MK, (fwd, dwn, fwd+dwn)+LP, XX qcb+2K, (before they hit the ground) s.LK, s.MK, c.FP, sj.LK, sj.MP, sj.MK, sj.FP, sj.FK, c.LK (otg), s.MP, s.FK, s.FK

5) B+LP, LP, LP, HP, LP, C.HP, J.HP, J.LK, J.LP, DP+P, OCB+KK, (wait to land) C.HP, B.HAYATO SUPER(LP,HP,B,LK,HK)(LEVEL 3 SUPER)
Psylocke:

1) j lk, j hp, lp, lk, lp, lk, only in corner, otehrwise omitting the last lk is ur best bet

2) j lk, j hp, lp, lk, lp, lk, fierce psy-blast, psy-thrust

3) j lk, j hp, lp, lk, lp, lk, hard psy-blade spin (lk x 2 for extra hits), kocho-gakure

4) j lk, j hp, lp, lk, lp, lk, c. hp, psy-maelstrom

5) j hp, hard psy-blast (air), psy-thrust (air)

6) j lk, j hp, lp, lk, lp, lk, c. fp, sj lp, sj lk, sj lp, sj lk, sj (hold up) hk, psy-blade, kocho-gakure

7) j lk, j hp, lp, lk, lp, lk, c. fp, sj lp, sj lk, sj lp, sj lk, sj (hold up) hk, u sj lp, sj lk, psy-blade, kocho-gakure

8) lp,lk,d+hp(launcher), sj. lp,lk,lp,lk,u+hk dj.lp,lk,lp,u+hk tj. lp,lk,lk,lp XX qcf+lk XX qcb+2k 

9) Dash in LP - LK - crouching HP - Jump LP - LK - MP - Jump LP - LK - MP - Jump - LP - LK - MP - MK - Kochou Gakure - I love this combo because it just shows how much the Marvel engine needs refining. 

Cammy:

1) j lp, j hp, lp, lk, hp, cannon drill (i think u can otg this but i can't so i don't know)/spin drive smasher, cr lk (otg) etc etc

2) j lp, j hp, lp, lk, hp, hard cannon drill, killer bee, cr lk (otg), cr hp, aerial rave (you have to have really quick hands tho or ull only get one hit of killerbee Queen Bee yea)

3) j lp, j hp, lp, lk, cr hp, thrust kick

4) accel spin knuckle (1 hit), spin drive smasher

5) j lp, j hp, lp, lk, cr hp, sj lp, sj lk, sj mp, sj lp, sj mp, duoble jump (can be buffered), sj lp, sj lk, sj mp, sj mk, cannon drill, killer bee, cr lk otg, cr hp, etc etc . . . 

Ruby Heart:

1) j.FP, j.FK, d.s.LP, s.LK, s.MP, s.MK, s.FP, c.FK, qcf+LK (otg), hcb+FP, dash, s.LP, c.LK, c.MP, c.FP, sj.LP, sj.LK, sj.MP, sj.MK, qcf+2P (f, f, u, u, d, f), land, c.FP, barrel super (FK, LP, down, LK, FP), s.FK, sj.LP, sj.LK, sj.MP, sj.MK, qcf+2P.

Sentinel:

1)j lk, j hk, lp/cr lk , mp, (if in corner rocet punch), plasma storm
j lk, j hk, lp/cr lk, mp, rocket punch, hyper sentinel force
cr hk (all hits), light rocket punch (otg)
cr hk (2 hits), rocket punch, hyper sentinel force 
j lk, j hk, hk, lp, lk, mp, mk, hard drive or rocket punch, hp
when close, hp, rocket punch, hyper sentinel force
j lk, j hk, roceket punch (air)/ hard drive

Strider:

1)j lp, j lk, lp, lk, lp, c hp (louncher), lp, lk, lp, lk, (wait .5 seconds) lk, (re-jump) lp, lk, lp, lk, excalibur with lp... u can also beggin this combo with ouroboros =)

2)sj. jab, sj. short, sj. strong, sj. forward, pause, sj. short, double jump, sj. jab, sj. short, sj. strong, sj. forward, pause, sj. jab, qcf+jab. 

Iron Man:

1) j lp, j lp, lk, c lp, hk (louncher) lp, lk, lp, lk, up+hp (air dash straight up), lk, up+hp, fly, lp, lk, up+hp, unibeam... 

2) lk-d+mp-fk/\sjlp-lk-mp-mk-u+fP*feel free to omitt the mk against smaller characters* airdash til you reach the same height as opponent lk-u+fpXX qcb+BK*fly* lk-mp-U+fp qcf+p

Magneto:

1)c.LK, c.FP, sj.FK XX air dash d+f, sj.LK, sj.MK, land, s.FK (one hit) XX FK hyper grav XX mag tempest, c.LK (otg), c.FK, FK hyper grav, c.FP, sj.LP, sj.LK, sj.MP, sj.MK, hyper grav XX mag tempest, sj.LP, sj.MP, sj.MK XX air dash u+f, sj.LP, sj.LK, sj.MP, sj.LP, sj.LK, sj.MP, sj.MK, hyper grav XX mag tempest, sj.LK, sj.MK, hyper grav XX mag tempest, sj.LK, sj.MK, hyper grav mag tempest, sj.LK, sj.MK, em disruptor.

2) c.FP, sj.FK, air dash df, sj.LK, sj.FK, land, c.LK (otg), c.FK, mag tempest, c.FP, sj.LP, sj.LK, sj.MP, sj.LP, sj.LK, sj.MP, sj.MK, air dash uf, sj.LP, sj.LK, sj.MP, sj.LP, sj.LK, sj.MP, sj.MK, em disruptor 

usually long combos take less damage, but this is an exception because there are five fierce hits within the first seven hits of the combo... which makes a lot of damage. 


3) Steps to combo

1: jump in: j.short->j.forward
2:ground combo: s.jab->s.strongXX RH hyper gravXX magnetic tempest
3:OTG(off the ground): c.short->c.fierce(launcher)
4:air combo: sj.jab->sj.short->sj.strong(pause for about .5 sec)->sj.jab->sj.short->sj.strong->sj.forwardXX Air Dash up-forward->sj.jab->sj.short->sj.strong->sj.forwardXX short hyper gravXX magnetic tempest->(as the super ends) sj.short->sj.forwardXX short hyper gravXX magnetic tempest. 

many people helped me(thank all'dem peeps btw!!!) to understand this whole complicated combo but when you first pull it off and you practice and practice then it'll all pay off. all that hard work will reward you a dead opponent. =) hope that helps!!!! 


Storm:

1) Standing roundhouse, jump up-towards, lp, wk, lp, wk, Lightning Attack (wk+fp), Lightning Storm (HCF+PP) 

To combo the Lightning Attack into the Lightning Storm better, do the motion for the Lightning Storm when Ororo says "Lightning" during the Lightning Attack. If you do the HCF+PP motion when Storm says "Attack" you'll probably be too late.

2) dash in lp,lk,roundhouse,super jump,lp,lk,mp,mk,air dash up+forward,lp,lk,mp,mk,lk+fierce,qcf+pp 



Jill Valentine:

1)j lk j lk (land) lk (3x) pause lk hp
lp lk lp lk dash *Super Move " Your Finish!"

2) in corner: 

flame zombie, j.LK, j.FK, land, d.c.LK, c.MK, c.FK, c.LK (otg), c.FP, sj.LP, qcf+LP, zombie hit, land, sj.LP, sj.LK, sj.MP, sj.MK, qcf+LP XX qcf+2P

3) lk,hp,sj.lp,lk,lp,lk,rushing shoulder(lp),xx super rushing shoulder


4) c.lk,c.lk,c.hk,rushing shoulder(lp),xx super rushing shoulder


5) (with marrow as helper with asssist proj.)
jump in deep with lk,hp,land call marrow, dash,lp,lp,hp,by this time marrows bonemerang should hit,as its hitting do tyrant super,otg with lk,hp,sj.lp,lk,lp,lk, rushing shoulder(lp) xx super rushing shoulder!

Spider-Man:

1) j.jab,j.short,j.forward(land),c.jab(helper w/ kinetic cards),c.short,c.fierceXX fierce web ball. jump in again-->j.jab,j.short,j.forward(land),c.short,c.forward,s.roundhouse,sj.jab,sj.short,sj.strong,sj.forwardXX jab web ball, sj.jab,sj.short,sj.forwardXX roundhouse web swing 

note: the kinetic cards should hit before the fierce web ball. there should be enough time for you to jump in again when the web ball hits.


Cable:

1) Jump-in rk -> dash sk -> sk -> rk XX AHB(D, DF, F, UF, U + PP) \/ XX AHB \/ XX AHB or DHC.

2) Jump in with roundhouse land,jab,short,handgun move for 5 hits or back+roundhouse,jab scimitar,hyper viper beam. 

it's an easy combo but i like how cable does stuns the enemy long enough for him to do a scimitar and a Hyper viper beam. 

3) lp,lp(launcher), sj. lp,lk,hk, XX Viper Beam as they're falling. I don't know if you can cancel into Hyper Viper Beam from a Viper Beam in the air. I've never tried. 



4) cjab,cshort,sfierce(4 shots)roundhouse crackdown xx into viperbeam. 



5) j.FK, land, d.s.LK, s.MP, sj.LP, sj.LK, sj.MK, sj.FP, sj.LP, land, j.LP, j.FP, land, c.LK (otg), c.FP 

6) I was experimenting in the arcade and I found out something tyte. lp,lp(launcher), sj. lp,lk,lp,hk as they're falling wait 0.5 then HVB their ass. You need really really really good timing. I can only do it sometimes. 



7) FP5times (call spiderman or any other capture assist around second hit),timeflip (fp5times during it) jab psimitarXXHVB (you can jump repeat if you want). 

Dhalsim:

1) (jump) lp Yoga Fire, (land and dash twice) s.lp, s.mp, sj, sj.hp, (air dash down) d+lk, sj.mp, (land) df+hp, sj, sj.lp, sj.lk, (pause shortly) sj.lp, sj.mp, (air dash up-backwards) sj.lk, (pause shortly) sj.lk, sj.mk, sj.hk, (while falling) sj.hk (land & OTG) c.lk, s.mp, sj, sj.lp, sj.lk, (pause shortly) sj.lp, sj.lk, sj.mp, (air dash up) sj.lk, (pause) sj.lk, sj.mk, sj.hk, (while falling) sj.hp, sj.hk, (land) normal jump, j.lk, j.mk, j.hk, (land) Yoga Strike

Black Heart:

1) In corner: j.lk,j.mk, s.fk xx judgement day 

2) In corner: j.lk,j.mk, s.fk xx heart of darkness, s.fk

3) j.hp, s.lp, s. mp, judgement day

4) sj.hp, s.lk, s.mk, judgement day

5) inferno xx heart of darkness, s.fk

6) In Corner: inferno, s.fk, armageddon

7) In Corner: inferno, s.fk, heart of darkness, s. fk

Spiral:

1) Load up on knives, jump, throw 3, call BH, reload, jump, thorw 3, jump throw 3, call BH, etc.

Chun-Li:

1) s.rh ^ sj.jab ->sj.short, sj.jab ->sj.short ->double jump ->full AC chain or whatever 

The key to this is timing the sj.jab and sj.short. Make sure you're not pressing a direction when hitting the buttons or else a different animation will come out and mess up your combo. For the most damage, try doing a throw at the end until your oppenent catches on and starts teching or reversing. If that happens, just finish with a fierce, roundhouse, or Lightning Legs. You can stretch this to a triple jump combo if you like by doing another series of sj.jab ->sj.short, sj.jab ->sj.short ->jump. Not the most useful combo in the world, but it's flashy. Not really worth the effort because of lack of damage. 

If you want something nice and damaging, try this :

2) jump in fierce + assist (projectiles are good - Gambit, Iron Man, etc) ->s.jab ->s.fierce XX Senretsu Kyaku 

I know that the super doesn't normally off of s.fierce, but with assist hold the enemy, you can now connect the super. Good damage and very DHC friendly 

3) How about this in the corner (w/glitched Juggernaut) 

jump in fierce + assist (Juggy beta) ->s.jab ->s.strong XX Kikosho (must mash), c.short(otg) XX Senretsu Kyaku 

VERY damaging, especially if they don't roll after Kikosho. You could stretch this to a 100% combo if you DHC Headcrush after Senretsu Kyaku. As it is, even with out the otg part, very good combo. Nice damage.

4) ji Short, ji Fierce, st Jab, cr Short, cr Strong, cr Roundhouse (6 hits)

5) ji Jab, ji Strong, st Jab, st Roundhouse XX Roundhouse TenShoKyaku (6 hits)

6) ji Short, ji Forward, (dash)cr Jab, cr Short, cr Strong, cr Roundhouse (6 hits)

7) st Jab, st Short, st Roundhouse, sj Jab, sj Short, sj Strong, sj Forward, sj Roundhouse (9 hits)

8) ji Short, ji Forward, (dash)st Jab, st Roundhouse XX Hazan TenShoKyaku (12 hits)

9) ji Jab, ji Short, ji Forward, (dash)st Jab, st Short, cr Forward, cr Roundhouse XX (OTG)Senretsu Kyaku (23-24 hits)


10) (close)Jab Kikoken XX Senretsu Kyaku (16 hits)

----Opponent in Corner Combos----

11) (close)Jab Kikoken XX Kikosho, OTG cr Short, cr Roundhouse (12 hits)

12) ji Fierce, ji Roundhouse, st Jab, st Short, st Roundhouse, sj Jab, sj Short, sj Strong, sj Forward, sj Fierce, sj D + Roundhouse (11-12 hits)

13) Punch Throw, (dash)OTG cr Short, st Forward, st Roundhouse, sj Jab, sj Short, sj Strong, sj Forward, sj Fierce, sj D + Roundhouse (10 hits)

----Med. to Large Opp. in Corner Combo----

14) 11) (close)Jab Kikoken XX Kikosho, OTG cr Short XX Senretsu Kyaku (23 hits) -or- (19 hits, then 4 hits)

Cyclops:

1) Cyclone Kick (2-hits) XX Super Optic Blast deals more damage than Cyclone Kick (1-hit) XX Mega Optic Blast

2) sLP-sLK-sLP /\ sjLP-sjLK-sjLP , sjLP-sjLK-sjLP double jump djLP-djLK-djLP-djLK-djHK

3) dash in-sLP-sLK-sHK-sHK-QCF+LP XX QCF+KK

4) j.dwn+LK, j.FK, land, d.s.LP, s.LK, s.FK, s.FK, optic sweep XX mega optic blast

5) j.dwn+LK, j.FK, land, d.s.LP, s.LK, s.MK, FP gene splice XX hyper optic blast (point upwards) 

Morrigan:

1) ji. jab, ji. short, s. short, s. forward, s. fierce + Gambit assist XX Soul Eraser. BIG DAMAGE from a simple combo.
Dr. Doom:

1) ji Short, ji Forward, st Jab, st Strong, st Fierce (5 hits) 

2) ji Jab,(dash)st Jab, cr Strong, cr Roundhouse (4 hits) 

3) st Roundhouse(both hits) XX Plasma Beam (3 hits) 

4) ji Short, ji Forward, cr Jab, cr Forward, cr Roundhouse (5 hits) 

5) cr Short, cr Forward, cr Roundhouse XX Short Molecular Shield (9-10 hits) 

6) ji Short, ji Forward, st Jab, cr Forward, cr Roundhouse XX Short Molecular Shield (11-12 hits) 

7) ji Short, ji Forward, (dash)st Jab, st Forward, sj Jab, sj Short, sj Strong, sj Forward, sj Roundhouse (9 hits) 

8) ji Short, ji Forward, st Short, cr Forward, cr Roundhouse XX Photon Shot (7 hits) 

9) ji Short, ji Forward, (dash)st Jab, cr Strong, cr Fierce, sj Jab, sj Short, sj Strong, sj Forward XX Photon Array (14-19 hits) 

10) (dash)cr Jab, cr Strong, cr Fierce XX Sphere Flame (14-16 hits) 

11) ji Short, ji Forward,(dash)st Short, st Forward XX Sphere Flame (15-16 hits) 

12) ji Short, ji Forward, (dash)st Short, st Strong, st Roundhouse(1 hit) XX Electric Cage (19 hits) 

13) ji Short, ji Forward, st Short XX Sphere Flame (19 hits) 

13) ji Short, ji Forward, (dash)st Jab, cr Forward, cr Fierce, sj Jab, sj Short, sj Forward, Punishing Blast (8 hits + Throw) 

14) ji Short, ji Forward, st Jab, st Strong XX Sphere Flame (20 hits) 

15) ji Short, ji Forward, cr Jab, cr Strong, cr Roundhouse XX Jab Photon Shot(2 hits) XX Electric Cage (20-21 hits) 

16) (dash)Photon Shot XX Electric Cage (16-19 hits) 

17) (dash)Photon Shot XX Sphere Flame (17-21 hits) 

----Opponent in corner combos---- 

18) ji Short, ji Forward, (dash)st Short, st Strong, st Roundhouse(1 hit) XX Plasma Beam (6 hits) 

19) ji Short, ji Forward, (dash)st Jab, cr Strong, cr Fierce, sj Jab, sj Short, sj Strong, sj Forward, sj Roundhouse XX (quickly) Plasma Beam (11 hits) 

20) ji Short, ji Forward, (dash)st Jab, st Strong, cr Fierce, sj Jab, sj Short, sj Strong, sj Forward, sj Roundhouse XX Photon Shot (12-14 hits) 

21) (dash)st Roundhouse(both hits) XX Plasma Beam XX Electric Cage (14-16 hits) 

22) (dash)st Roundhouse(both hits) XX Plasma Beam XX Photon Array (9-13 hits) 

23) ji Short, ji Forward, st Roundhouse(1 hit) XX Plasma Beam XX Electric Cage (18 hits) 

24) Punishing Blast, OTG cr Short, cr Roundhouse (3 hits) 

25) Punishing Blast, OTG cr Jab XX Electric Cage (16 hits) 

26) Punishing Blast, (dash)OTG st Short XX Sphere Flame (16 hits) 

27) Punishing Blast, (dash)st Short, st Forward, sj Jab, sj Short, sj Strong, sj Forward, sj Roundhouse XX Plasma Beam (9 hits) 

28) cr Short, cr Forward, cr Roundhouse XX Jab Photon Shot(2 hits) XX (quickly) Photon Array (22-27 hits) 

29) ji Short, ji Forward, st Jab, st Strong, cr Roundhouse XX Jab Photon Shot(2 hits) XX Sphere Flame (21-23 hits) 

----Rocket Hover Command Combos On Large Opponents---- 

30) Rocket Hover, (two opponent lengths away) RH Fierce(hold button) XX Photon Array (10-11 hits) 

31) Rocket Hover, (two opponent lenghts away, in corner) RH Fierce(hold button) XX Plasma Beam (5-6 hits) 

----Double Combo--Opponent In Corner---- 

32) ji Short, ji Forward, st Short, st Forward, sj Jab, sj Short, sj Forward, Punishing Blast XX Photon Array (7 hits + Throw, then 16-21 hits) 

For this double combo to work properly, the opponent cannot tech hit from the throw. When the opponent is in freefall after the throw, you cancel into the Photon Array, saturating them with laserfire. 

----Combo Trap--Opponent In Corner---- 

33) Punishing Blast, (dash)OTG st Short, st Forward, sj Jab, sj Short, sj Strong, sj Forward XX Jab Photon Shot, REPEAT. 

The basis around this trap is that the opponent will be in lockdown after the Photon Shot's lingering lasers, thereby enabling you to throw them again and repeat the combo. Ideally, this WILL NOT work on anyone other than the most base of MvC2 players, i.e. newbies and scrubs who NEVER learned how to tech hit or roll. However, you can use this against the CPU at your discretion, since I've found that at times the computer tends to be lax at utilizing the most BASIC of escape manuevers. ^_^

Omega Red:

1) s.LP, s.MP, /\, sj.LP, sj.LK, sj.LK, sj.LP, sj.MP, XX PP Coil, Drain, Throw left (into corner), air dash, sj.LK, sj.LP, sj.MP, XX PP Coil, Drain, Throw right, DF+HK, XX LK Omega Strike

Captain America:

1) Jump-in LP - LK - land LP - MP - Crouching HP - Jump LP - Double Jump LP - LK - MK - HP - LK - land LK - MK - HK - *Final Justice* - Another infamous Shoryuken.com combo. There isn't much to say but problem points come especially at the LK after the normal Aerial Rave. You want to time it so that you hit the opponent with the LK halfway through the fall from the combo to the ground. As for that last Final Justice, its nearly impossible to tag on (I know it works though, I've seen it) and by this time it does very little damage (thanks to the compounded damage system) but it just looks so sweet when you manage to tag it on. 

2) Jump-in LP - LK - land LP - Crouching HK - LP Stars and Stripes - Hyper Charging Star - Crouching HP - LP - Double Jump LP - LK - MP - MK - LP Shield Slash 

3) J.LP, J.LP \/ S.LP, S.LK, C.FP /\ SJ.LP, tiny pause, SJ.LP, tiny pause, SJ.LP /\ DJ.LP, DJ.LK, DJ.LP, DJ.LK, DJ.FP, DJ.DN.FP

4) S.FK XX Fierce Shield Slash XX Final Justice

Stuff on Flying Screen Deterioration:

FSD exists in both MSH and XSF. I have no idea about MSF - as I hate that game, and a condition very similiar, referred to often as 'uncombos' exist in MVC1. From the Liquid Metal Dhalsim combo in MVC2 - it seems like FSD is back in full effect - although no one has experimented with it. 

Just so that we are all on the same page here, Flying Screen is the condition that is set when you do a move - usually an air combo that ends in fierce/rh or a super - such as beserker barrage, that makes it so that the opponent can't roll, and you cannot superjump/do special moves, super moves,etc. For a better definition - check out James Chen's XSF faq. So usually what happens is that you do a combo, Flying Screen is set - then your combo shortly ends unless its an infinite, because of all the various limitations imposed upon you. 

Now with FSD - these limitations seem to magically go away with all the hits still adding to the combo meter - to one huge combo that was never thought possible before. 

Now, I highly suggest you download the Liquid Metal XSF and MSF combos from here - becuase they show ample amounts of combos with FSD and not only that - but they show crazy combos as well. 

With all that out of the way (deep breath) I will try to explain this all... 

First - lets look at a well known XSF infinite that causes FSD: Ryu's bobbing infinite - Low Fierce /\ SJ.Jab -> SJ.Short -> SJ.Up+Forward -> SJ.Up+Roundhouse (FS), SJ.Up+Roundhouse (FS), Low Short (OTG) -> Low Strong, Standing Jab -> Low Strong, Standing Jab -> Low Strong, etc... 

Now you will notice that this infinite involves you linking low strong back to standing infinite then chaining that to low strong. Now during that link - there is a pause, obviously short enough that it still combos, but a pause nonetheless. (note to chen - i know now what you mean by trying to define a without b - but you need b to define a) 

Now, FSD usually occurs during this combo because of that pause. You will notice that you start getting pushed back (you don't get pushed back while FS is present) yet your combo meter is still building. If you notice yourself getting pushed back, you can do standing jab -> low fierce /\ blah blah. The pause is key because it resets the condition of the opponent from where they would normall land on their back (typical flying screen condition) to where they would recover in the air. You want to time your attack so that there is a long of a pause as possible, yet the attack still builds up on the meter. 

Here is another example: Wolverine in MSH (XSF as well?) 

STanding Roundhouse /\ SJ.Jab -> SJ.Short -> SJ.Strong -> SJ.Forward SJ.Roundhouse \/ jump Jab -> Short -> Strong -> Fierce -> Roundhouse, Standing Fierce -> Low Roundhouse, manual cancel superjump /\ SJ.Jab..blah blah 

Okay - the pause here happens with juggling the opponent with the Standing Fierce and the low Roundhouse. If you recall what his low roundhouse his - its that slide esque move and takes a while to hit. You should note that you are also changing the opponents reel from where they would normally land on their back (from the sj.roundhouse) to where they would recover in the air if you did nothing after the low roundhouse. 

I will give you one last example, because I really really really need to get back to work. 

Ryu in XSF: Low Fierce /\ SJ.Jab -> SJ.Short -> SJ.Up+Forward -> SJ.Up+Roundhouse, SJ.Roundhouse, land and juggle the opponent with standing short -> Low Fierce /\ sj.jab, blah blah 

You want to put a long pause inbetween the standing short and the low fierce and again, take note of what you are doing to the opponent. 

When I get more free time, I will add in how throws factor into all of this and a billion other intricacies that make the XSF engine all sorts of exciting to play with.

