Using flight effectively is different than playing a strict ground game. In terms of movement, Sentinel has
one of the most agile flight modes, and the robot keeps momentum briefly when changing directions in

midair. It’s important to take advantage of this freedom by avoiding attacks and not staying in obvious
places (like directly across from a character packing a heam hyper combao, or directly over someone whao
can call Dormammu—{3, and so on).

For adversaries underneath Sentinel, flying air @ is the fastest and best attack. Air @ works, as well,

and it certainly hits hard (and chains to air @ easily for a launcher opportunity), but it’s considerably

slower. At low altitudes, the closest thing Sentinel has to a fast overhead is swooping in with flying air ‘a :

@, @ . 0n hit, you can unfly and link falling before landing and continuing on the ground (if guarded,
Sorthors ai e aboudonalligspads A artcelin W gc? for crouching &) or Hnmz_m Catapult). Flyn:g_Q ifn t f_ast or trlck}f at all if you simply actwale.nurmal
your adversary wanis o go. flight from the ground; Sentinel has a forced “rising” period before it can move or act. However, if you

tiger knee flight activation (3 £2 <03 + @) so that you press € just as Sentinel leaves the ground,
you'll get super jump flight instead and at a very low altitude! Although Sentinel’s jets are still blue, this removes the totally obvious visual cue that Sentinel
has sitarted flying. This can be particularly good after dropping drones and an assist on a foe who is in the corner... It may be hard for them to see flying air ®
in this situation in time!

With Sentinel’s enormous air @ you can poke in the air ahead of where you think your opponent may go next, farther than any other character in the game.
Flying canceled to unfly lalling is perfect to place in front of or above a foe at long range. If they run into it, you can confirm into a huge combo from
all but the most awkward of positions by double jump canceling the falling air@ and chaining into a ground bounce. If you're relatively close, you can double
jump and chain air @ ®, ®. From farther away, you’ll need to eliminate air @ . Depending on positioning, some improvisation may be required, but
remember that you have longer than you probably think when chaining or linking Sentinel air attacks. Slow down and take your time until the flight combos
come naturally.

Whenever you want to leave flight in a hurry, air @, the “frying pan,” acts as a shield that also happens to create a ground bounce. Use it whenever you’d
like to return to terra firma in relative safety (for example, poking with standing @™, canceling to flight, then immediately returning to earth with ©). If your
opponent does something foolish like dash into the frying pan, good for you—free launcher!

1INIINIS

It's extremely important to note that characters who recover in midair after being hit are in a normal jump state, even if they were thrown to the top of the
playing fieid. Activating flight from this position allows Sentinel to reestablish mid to long range, while calling assists from a very unusual position. This is the
main way Sentinel can take back momentum if the opposing player lands a hit.

COMBO, APPENDIN

GENERAL EXECUTION TIPS

Don’t rush into super jumping after launching with ). Pause bﬂ!ﬁre supier wmpmg, anu then ]
~ midair, so your target levels off somewhat with their upward trajectory. Super ;ump qu ear[y ﬂl‘
gets stationed in the wrong pusmun for certaln combos iu wnrk cunsasienﬂv :

drift down slightly. The tlmmg is lenient until hltslun decay starts klclung m hard
Air @, @ can be chained very slowly air-1o-air and still cumhu Give vuurselt time !a vaﬂ!y the hits s you can sco

. with a;r@
i @ CR. cxa [ e FURWAHD SUPER JUMP, AIR @, @ @ ® LAND DASH & x -» o Qnm—h i £ (o)
Notes Damage

Simplest combo from fastest ground move i ol 5 - A 641,100 meter 0ss

“ FLYING AIR®, O == ¥ » « & ), FALLING AIR (D), LAND ST, @ CR. @) @» FO ABB UPEB U'_
V2 «c® ARD, U, 0,0 D=y« FALLINGAIR@# FDHWARD' UB
%x-»x:}(,ﬂTG—Plv\-br&“ :

NDIES

Low alttuds overhead (on block, double jump cancel falling air @ and go for air @ . ©) = o
[E=pzi ROCKET RACCOON—y = ST.(E=> = § W & (1), © ==> SUPER JUMP FURWABD AIR (M)
AIR@@@O@)LAND 0!-»#&@0TG-P#\->¢“(MASHQ) ' '

Notes SR 'Dama'ge

| Midscreen kara throw 671,800, 11% meter gain

ST. O-b-»hn@(@ hn-rc@ oTﬁ—bhu-c @-PSUPERJUMP m :
© LAND. ¥ x> 2 O 0TG==> ¥ w» © 00, b w > o ﬂ@#ix»aﬂ._"'

Notes
Kara throw, cornzr only; smoke if ya got ‘em!

If opponent guards and does not use advancing guard, this works as a pseudo unblockable
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dennifer “den” Walters Lawyer, Adventurer

Like her ceusin Hulk, Jennifer passesses great
strength, durability, endurance, and 2 healing fagtor.

Unlike her cousin, she almost always retains her full
intelligence and personality as She-Hulk.
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Jennifer is the cousin of Robert Bruce Banner, the.  \QEERRS
Hulk. After being gravely injured, she received a blood . \\GPP/
transfusion from Banner that allowed her to transfarm

inte She-Hulk. Her transformation extends as far as
her personality, going from meek and mousy fo sirong-

willed and confident.

GIRGIRARREARANGE

The Savage She-Hulk #1 (1980]

-~

*This is biographical, and dees not represent a
in-game combat potential of this hero.




Vitality ,130,000

| 1
Ehain Combo Archetype

X-Factor Boost
Level 1 (3 teammates remaining)
Level 2 (2 teammates remaining)
Level 3 (1 teammate remaining)

True to her character, She-Hulk isn’t much interested in fighting from long range; she takes
8 avery direct approach, getting up close and personal and brawling with the best of them.
Naturally, your goal when using She-Hulk is to get within point blank range.

Why do you want to do this?

When up close She-Hulk can threaten with her Heavy Strike L and
Heavy Strike H; throw attacks that lead into massive damage if hit

Enemies that try to evade Heavy Strike throw attacks open
themselves up to getting hit low-hitting crouching attacks, air
throws and the anti-air Heavy Strike M

She has a fast overhead with frame advantage that can lead to
combos, which is especially threatening when your foe is already
in guardstun from a crossover assist

She-Hulk has no zoning tools whatsoever. She isn't a threat
unless she’s close

| How does She-Hulk achieve close range with her competitors?

Forcing the enemy to guard a crossover assist
Using She-Hulk’s excellent wavedash to guickly close the distance

Normal jumping forward while guarding, then using She-Hulk’s
excellent air @ to act as an air throw attempt. an air-to-air attack
that leads into a combo, and an air-to-ground attack that leads
into a combo

Using a charged Charjot’s hyper armor to muscle her way in
Using Runners’ Start to combat advancing guard

TUNING SINCE ORIGINAL MUC5 :
A successtul Iourn_a-mélit characier sarly in ariginal MvE3's lifespan, She-Hulk was
] ree significant ways: crouching (O no longer chains into itself, limiting
her ability to opponents for attempting to use advancing guard. Her fearsome
Ernmming’_@ attack travels a much shorter distance, removing her ahility to react to nearly
‘anything and convert into major damage. Finally, her Senton aerial attack can no fonger be
canceled into a TAC attack, which was used 1o extend her combos for more damage In hard
knockdawn situations. - -

 On the positive side. staying in the Runners® Start stance for 60 frames now enables a
 hyper armor version of her Chariot dash, giving She-Hulk an almast surefire way to close
 the distance against the opponent given enough time. She-Hulk also gains a brand new
sommand normal that fills in some of the void Ieft behind from her old crouching () attack:

the long range Lights utt

Crouching © no lenger chains into other © attacks

_ -Gi*m:.&l:_ﬁhfiiq.@"l‘ra-ve.!'s_--a_ much shorter distance
‘Senton can no longer be canceled into TAC

 New Command Move: Lights Out! (¢ & @)

G ariot gains hw_ér‘:a'rm_ur_ if B"unne?‘s Start is_._charged for 60 frames

'_Buhﬁ-e:??s'Sta'rt:ﬁc'an- now t_fﬁnsiﬁa’n into Torpedo more quickly

~ Runner’s Start can now t'r'a_ns_itiunﬂipfn- Clothestine more quickly
ﬁliu_tﬁ?é_-ﬁpé- now wall bounces an airhorne opponent

- Emerald 'ca‘-n_rin_n' nn.w_ travels tq%v‘aa;rd' e :

The damage of Taking out the Trash can now he increased by adding

 directional inputs on the controlier
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. ﬂrmmhmg Basm Attacks

Screen Command Hits Damage ;\g
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Low attack,
Chariot, pr

Advantage Advantage
ain on Hit it Guarded

eler ciartup Active Recovery Notes

3"_'5*'-Ernund Spemal Attack—laum:hﬂr

Screen  Command Hits ﬂamaqa Meter Gain  Startup = Active = Recovery Advantage Advantage if ...

on Hit Guarded
© (while standing or Launcher, not special- or hyper combo-
| crouching) cancelable

:___mr Basic Attacks
; Advaniage Advaniage if

Screen  Command Hits Damage Meter Gain  Startup Active  Recovery on Hit Guardeg  MNotes
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Air Special Attacks—Flying Screen and Air Exchange

Air@ causes a hard knockdown when used in a launcher combo
basic attack. Air exehange attacks, performed by inputting a directior
available character to continue the air combo.

d flying screen). When used outside of a launcher
possible during a launcher combo. Exchange hits initia

Screen Command Hils Damage “&e'f‘ startup Active Recnuery 9n Hit |quardeﬂ

Advantage Advantage yo.oo

cummand ﬂ"ﬂb‘lls

Command attacks resemble basic attacks but have different chaining and canceling properties. It's usually possible to chain inte a command attack from basic atiacks. buos
attacks cannot be chained from or canceled themselves.

Advantage Advantage
on Hit  if Guarded

Meter
Gain

Screen Name Command Hits Damage Startup Active Recovery Notes

press=> be
<7 between lramw 21

"II‘BWS

Thraws are for snagging passive or blacking opponents. Since throws are active so qulckly you can also use them to preemptively toss opposing characters out of the!
are usually possible after throws, one way or another.

Screen  Command Hits Damage  Meter Gain Startup Active Notes

i
e ]

<2 + @ (ground)

o> + @ (ain)
<o+ @ @i
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Crossover Meter Recovery (this

Screen Type Combination Description Hits Damage Bain Startup Active  crossover
Hyper Combo assist)
1 She-Hulk—ax | Emerald Cannon Torpedo 1 | 75,000 | 600 47 8 117 87
2 ShevHqufB Emerald Cannon Clothesline | 1 | 90,000 | 720 53 "'4 G T 1i0
Somersaul e
3 | She-Hulk—y | Emerald Cannon Kick M 2 | 114,000 | 960 30 1 132 174

She-Hulk—0x is her most versatile assist, providing both a low attack and an OTG. This makes it an ubvmus choice foram
this assist simultaneously with an overhead attack to create an unblockable attack. The OTG aspect Works well with any eha
knockdowns, although it does have quite a bit of startup, which you must take into account when pgn‘orm[ng combos.

She-Hul k—B can be useful for the crumple it provides and can abserb one hit with super armor for se'vefa! frames. However,
despite the super armor. It's also difficult to use outside of very basic combos, making it an awkward ass:st to use. It's in
from the normal version: the assist version does not wall bounce an alrbome enemy.

She-Hulk—Y is very fast and covers a wide frontal area. The opposing character is knocked a|rhume but the heagm where the
into a combo if they can react to the hit. This assist may be useful in some teams but is still Iess useful than She-Hulk—or

SnapIBach

Ad\ratage Ar]\rantge .

Screen Gommand Hits Damage Meter Gain Startup Active Recovery on Hit if Guarded
500 - (-1 hyper
| 1 oaoem [ fom PR 2 [ | w0 |

Notes
On hit, snap back forces the opposing point character to be replaced by an assist. Opposing assist calls or tag outs are also locked
out for 4 seconds

Meter Advantage Advaniage

Name Command : Hits Damage ‘o .. Startup  Active Re.cnugry on Hit._if Guarded
1 ?:,?:gL VUS> + @ 1| 56,000 [ 560 | 10 1 25 — — | Throw, stuns foe for 120 frames
2 | loaese@ | 1| s .::- 50 | 9 . 23: | == : its ait
3 2;?:5 b v @ |2 | 106400 | 1064 | 20 6 20 = =
el i e @ [ 100.,000;5'3: | s | w0 | o= | o | e __ “
Somersault Press=> between frames 51-55 to cancel Into

4 kick M o>+ @ 21133000 | 1120 [ 6 " 39 -12(-7) | -26(-21) | Chariot, press<@ between frames 51-55 to
cancel into Catapu

i?cﬁsa"” SN+ @ 3 | 162500 | 1440 | 4 13 | 5 | ooy | A9(38)
Can be charged for 60 frames to automatically
) transition into a hyper armar version of Chariot,
Runner's : ]
5 OO+ @ e — | 9-60 = = = — | pressing © any time from frame 10 and onward
Start :
causes She-Hulk to go into a b-frame recovery
period

Until touching Charging Rumme

: (During Runner's Start) | | ; o -
6 | Charof o 0l 1 appﬁ?t or { o Chariot hyper am
7 | Torpedo (During Chariot) @ 1| 80,000 | &40 9 8 24 o 10 Low atfack, OTG capable, spinning knockdown

cancels into Runner's Start

8 | Clothestine | (During Chariot) @ | 1 | 110,000 | 880 | 15 N e




[SpecialiMoyesgcantinued;

: Meter : Advantage Advantage
Screen Name Command Hits Damage Gain Startup Active Recovery on Hit. if Guarded L GH
Somersault Press=> between frames 46-50 fo cancel info
9 Kicks (During Chariot) @ 2 | 133,000 | 1120 6 10 35 -1(-2) | -21(-16) | Chariot, press<2 beiween frames 46-50 to
cancel into Catapult
Emergenc - e O e
10 Sinpg Y ovingchaioy® |—| — | — | 5 — = -~ — | Retums She-Hulkto

She-Hulk jumps back and then leaps forward off
the wall, stays me for frames 27-65, may

(During Runner's Start)

1 HGatapuls <2 - = % e 3 - i initiate any Catapult maneuver during that time,
: cannoi_ air guarq (_ju_rm_g_.jurqg‘s entire duration
12 g&ﬂmmg (During Catapulty @ | 1 | 90.000 | 720 | 6 {Uniil grounded 5 +1 | Ground bounge. ;
13 ;]Iilkng e (During Caiapu]tj@ 1 | 110,000 | 880 10  |Until grounded 15 — +6 Wall bounce
14 gé‘:}’tﬁ (Ouring Cataputy @ | 1 | 110,000 | 880 | 12 |untifgrounded| . _ - i ﬂ
05 Emergency (Ouring Catapul) ® | — B i 254 b Urgi:rglrﬁ:;g?d, i . She-Hulk's forward momentum stops, and she falls

Landing straight down

ground recavery,

e = ] Heavy Strike: Heavy Strike is a crucial
e 4 part of She-Hulk’s mix-up game. All three
versions of Heavy Strike put the opponent
in a dizzy state when the move connects,
allowing She-Hulk to follow up with a full
comba. However, She-Hulk's damage
gets scaled by approximately 25% more

e immediately following the throw.
Heavy Strike H

]

Heavy Strike L Heavy Strike M

Heavy Strike L grabs grounded
adversaries, making it excellent for tick throw setups. It has fairly good range and can be canceled from basic attacks. This means that if the opposing player ever fails to advancing guard
a basic attack, She-Hulk can threaten to cancel her recovery with a delayed Heavy Strike L. Competitors must use a 5 frame or faster attack or jump into the air to beat this. This technique
is particularly useful with crouching @, as this attack is normally punishable by most characters when executed at close range.

Heavy Strike M grabs airborne rivals while She-Hulk herself remains grounded. This is mainly used as a reset tool after your foe air recovers from a combo. It is very useful to use after an
OTG with Tarpedo, especially in the corner. Heavy Strike M is extremely powerful against characters with low air mobility. Aithough opposing players can attack She-Hulk out of this with
fast attacks, this tactic can be risky for them because of She-Hulk's other threats like air throws or her Taking out the Trash hyper combo.

Heavy Strike H causes She-Hulk to dash forward and attempt a throw against a grounded opponent. You can employ this move to combat advancing guard against a cornered rival.

Runner’s Start She-Hulk
remains in Runner’s Siast
until you press<< for
Catapult or=> for Chasiol.
or until 60 frames slapse.
After 60 frames, She-Hullk
automatically begins
Chariot, but with hyper
armor. She can aiso press
© afier eight frames in
Runner’s Siart to cancel
it. You can use this fo
cancel all basic attacks,
Light’s Out! Torpedo, and
Clothesline to reduce the
recovery of these moves.
Doing so gives She-Hulk heavy frame advantage on several of these aitacks.

Somersault Kick: This is

a fast attack with a high
amount of active frames.
All versions of this attack
can be punished if guarded,
but Somersault Kick L is
difficult or impaossible for
most characters to punish
if canceled into Catapult by
holding back. You can use
this to bait your competitor's
attempts to punish She-
Hulk, and then you can
counter with a Catapult
follow-up of your own.

Clothesline

Chariat: She-Hulk begins running quickly forward, and if she charged Runner’s Start for 60 frames, she gains hyper armor for the duration of Chariot. Press © at any point to cancel Chariot.

Pressing @ during Chariot causes She-Hulk to attack with Torpedo. This attack hits low and is OTG-capable. This attack is primarily used to OTG after a launcher combo. It can be
canceled into Runner’s Start upon hitting TG, immediately followed by Chariot into Emergency Stop, and finally © to relaunch. This is She-Hulk's primary way to relaunch, but it can
only be done early in combos. Hitstun decay causes opponents to air recover too soon for this technique to work effectively (or at all) after 10 hits.

Because of its armor property, Clothesline can be useful to catch adversaries and their assist at the same time if you can predict them, causing a crumple stun against both characters.
Doing so enables She-Hulk to deal massive damage and likely KO the assist (and possibly the point character, as well). This is also useful after Heavy Strike to enable jump air@, (HB
& combo loops.

You can utilize Somersault Kick+ in a similar fashion to Somersault Kick. If you see your foe jumping at you during Chariot, this can be a useful option as an anti-air attack. If it’s blocked,
you can attempt to bait and punish a counterattack by canceling to Catapult when landing.

N1MH-IHS
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Catapult
Catapult: She-Hulk jumps to the wall behind her and then launches herself forward toward the opposing character. She can alter her frajeciory by using the different follow-up attacks or
Emergency Landing. Catapult's main use is to avoid ground aiacks on stariup and bait anti-air attacks after the wall jump.
Shooting Star causes ground bounce and alters She-Hulk’s frajectory to 2 much steeper decling. It also recovers much more quickly than $he giher Catapult attacks.

Flying Drop Kick causes wall bounce and makes She-Hulk lose aimost all forward velocity and rapidly drop to the ground. This can be us=fal for punishing rivals who attempt to wavedash
underneath your Catapults.

Diving Senton is similar to Senton. It also ground bounces, but once used, it continues forward with the same momentum. This move 2isa S2s one hit of super armor from frames 14-26,
making it useful against adversaries who attempt to anti-air you. The downside is that it has substantial startup compared to the other two zacks.

Emergency Landing makes She-Hulk immediately hait her trajectory and begin falling straight to the ground, though she is vulnerable u== she lznds. This is mainly used when you
believe it would be risky to continue with any of the follow-up attacks to Catapult and want to land safely across the screen.

| Screen Name Hits Damage Startup Active Recovery fdvaniage A

9cr00 | 1|

on Hit

Emerald Impulse Dugggnelalgannun)
.

: Z 19 throw, projectile has
ﬂ“;ﬂ,“@f,’fn &e}m : : £ high peiarity durability points, projectile
e o i ds il i cannci be desiToyed

“NEY, NO.HARD FEELINGS, RIGHT?
BIVE ME A CALL IF YOU EVER N
A G000 LAWYER.”




Battie Plan

She-Hulk has difficulty against zoning characters and relies on assists to combat them,
making her less than optimal as an anchor. She-Hulk is best as a point character for many
reasons. She makes an excellent meter builder, as she has fairly damaging meter-less
combos that she can connect from a variety of attacks. Furthermore, 2l thess combos can
easily lead into favorable reset situations, allowing her to take out many characiers fairly
quickly if she manages to successfully land a reset combo. Finally, her THC potential with
Emerald Cannon is amazing, as it can be followed by a majority of hyper combes in the
game, allowing for highly damaging combos when meter is used. When She-Hulk isn't on
point, she makes for an amazing assist with her She-Hulk—a0t. This zttack can provide an
OTG to characters who need help with relaunch combos, but it also provides a low attack
that can be used simultaneously with a high attack from the point character, creating an
unblockable setup.

She-Hulk needs to be at close range to threaten her opponent. Consequently, this means
that characters with strong zoning tools give her the hardest time. Her safest way to close
the distance is to simply wavedash forward when there is any opportunity to do so. While
advancing forward from afar, concentrate on trying to reactively jump forward over long
range threats like projectiles and beams. Whenever you direct She-Hulk to jump forward,
always immediately hold back on the controller after the 7 input: this allows you to move
forward and guard at the same time. While it’s obviously best to jump over threats entirely,
guarding them low to the ground is the next best thing; She-Hulk will recover immediately

after touching the ground, which usually results in a very significant reduction to guardstun.

Immediately begin advancing forward to further close the distance!

Another method to close
the distance is to charge
Runner’s Start for 60
frames, then use Chariot’s
hyper armor to blow
through any threats in
your way, often allowing
for a free combo using
Torpedo or Clothesline. If
guarded, canceling these
attacks into Runners® Start
will cause She-Hulk to

end up with as much as

a five-frame advantage. If
your competitor becomes
accustomed to blocking
this, you can simply cancel Chariot with Emergency Stop and immediately go for Heavy
Strike L for a throw into full combo! You can use Somersault+ to combat adversaries who
attempt to attack you from the air. Finding time to charge Runner’s Start for a full second
can be difficult against any character with projectiles, it's sometimes worth it to throw a
teammate under the bus: call an assist that will jump in front of She-Hulk to soak up some
damage immediately going into Runners’ Start, buying you some precious time. If the other
player doesn’t have access to projectiles, but is still playing it safe by hanging back, simply
charging Runners’ Start across the screen is a great way to break the stalemate.

Charge Runner's Start for 60 frames fo gain hyper armor on Chariot,
ihen charge through enemy projectiles and beams to close in on the
0pposing character!

Once you manage to maneuver She-Hulk into range to attack with air @ things get a bit
easier. Jumping forward while guarding, then pressing + @ + EEB s a powerful
option-select that covers a ton of bases:

Enemies in the air within range will get grabbed by an air throw,
allowing for a follow-up combo

If your foe breaks the air throw, they will drop directly into your
crossover assist, allowing an immediate mix-up

Air @ will come out if the opponent is out of range, allowing you
to chain to air © and transition into a combo

If the enemy guards the air @ your assist will pin them in place,
allowing you to dash forward and establish point blank range

Ii the other player elects to stay on the ground they’ll have a ton
of difficulty anti-airing air @ due to its enormous hitbox; your
assist will pin them in place shortly after

The most consistent way for your opponent to stop the air ﬂ) option select is to have an

attack that beats it, of which there aren’t many. To counter this, simply jump forward and

guard, calling your crossover assist just before impact. Your assist will still be invincible

coming while She-Hulk is guarding the attack, and will usually punish the enemy’s

vulnerable recovery. If your adversary instead tries to back out of range of She-Hulk’s air
, simply continue to press forward and push them farther back towards the corner.

Once She-Hulk is able to close on her opponent, she has a plethora of options to begin

her offense and crack her rival’s defense. While you can no longer chain crouching

for hit confirms, crouching e still has moderate speed, possesses amazing range for a
light attack, and gives She-Hulk a +2 frame advantage. This tactic remains excellent for
advancing guard baits and tick throw setups: if the opponent tries to use advancing guard
on the single crouching G attack, perform a late chain into crouching (M), (g) . This will
leave a short gap in guardstun, which will often cause the enemy to get a crouching attack
instead of advancing guard, which then gets counterhit by She-Hulk’s crouching attack.
Verify the hits and chain into the launcher for a combo. If the other player isn't trying to
use advancing guard against your single o attacks, use the opportunity to set up a throw
mix-up.

She-Hulk’s Heavy Strike grabs cause a dizzy state on the opponent, allowing for big damage.
While not particularly fast command throws, you can use this slower startup to cancel the
recovery of basic attacks very late with Heavy Strike L, possibly baiting out punish attempts.
You can utilize Heavy Strike H to combat advancing guard, especially in the corner. In
midscreen, it can be risky to attempt this because She-Hulk can be pushed too far for Heavy
Strike H to connect with her target. The move is most consistent when your crouching

is pushblocked, allowing the forward momentum to negate some of the distance caused by
advancing guard. Furthermore, it must be done later than if done in the corner, giving your
opponent more time to react and move. In the corner, advancing guard distance pushed is
lessened, making Heavy Strike H likely to land if your foe does not specifically counter it,
such as by jumping. You can also cancel basic attacks earlier with Heavy Strike H, allowing
for only very small gaps for your adversary to react. Just keep in mind that timing the

throw is different depending on whether your opponent utilizes advancing guard or not. If
opposing players often attempt to have their characters jump away from your throws, you
can use Heavy Strike M or Taking out the Trash to grab them out of the air.

She-Hulk’s Greeting Punch
> + @) overhead
attack, adding another
element to her mix-up
game. Like nearly all
overheads, this attack has
slow startup, so it's best
used in situations where
you have a lot of frame
advantage: force your
foe to guard a crossover
assist, then immediately
drop a Greeting Punch on
their head! When guarded,
Greeting Punch provides a
+4 frame advantage, giving She-Hulk free reign to apply any mix-up following this attack as
long as the other player doesn’t use advancing guard. In the likely event that they do, simply
hold forward on the controller to cancel Greeting Punch into Chariot and run back into
fighting range. This overhead leaves She-Hulk with 8 frames of advantage if it hits, allowing
you to link a crouching e afterwards and go into a combo.

Use crouching (L) frequently fo train your opponent to biock low, then
i them with a Greeling Punch overfiead fo score 2 combo!

Crossover assists aren’t anly a great way to set up Greeting Punch, forcing the enemy to
guard them puts you in a position of power where your options suddenly become much
more powerful:

Greeting Punch overhead timed to hit immediately after the
assist, forcing the opponent to guard high

Low-hitting basic attacks will hit the other player if they are
guarding high or trying to jump away

Heavy Strike grabs your rival if they are concentrating on
guarding the high/low mix-up

Jumping forward and using option select air <z + @ will air
throw your foe if they try to jump, and can also cross-up if they
stay on the ground

Once you manage to score
a combo, She-Hulk has
excellent reset options that
can be difficult for most
characters to deal with.
These setups typically
begin with the OTG-capable
Torpedo after a hard
knockdown. This makes
your rival air recover. Let
Torpedo naturally recover.
She-Hulk will be positioned
below and slightly in front
of her foe as they recover.
From here, you can go for a
Heavy Strike M if you don't expect that your opponent is going to attack after air recovering.
However, this tactic cannot win against fast attacks that your competitor uses after air
recovering. To counter this, you can use Taking out the Trash, which has the invincibility to
blow through any attacks that lack invincibility. But, this limits your follow-up combo due
to using a wall bounce; if the ensuing combo does not finish off the enemy, simply set up
another reset!. The last option is to go for an option select air throw with + +

. Even if the other player breaks the air throw, they will be forced to guard the assist
and allow for an even better mix-up!

O7G with Torpedo after a hard knockdown fo sef up an air reset, then
react lo your apponent’s air recovery and grab fiim out of the air!

Defensively, She-Hulk has limited options. She mainly relies on advancing guard to stop
her opponent’s offense. Option select air throws are also great against jumping adversaries
since the throws can instantly give you the offensive initiative. Taking out the Trash is also
great against any airborne foes if they lack any air hyper combos. You can also use Road
Rage if your rival is leaving gaps in their blockstrings.




CR.[D, ®, ®, ® ==> SUPER JUMP FORWARD, AIR @, ©®, ®, ®, LAND, -
Vu= o@eE> A @ u=>=@ ¢ f-}®—>+—>©

609,800 damage, 40% meter loss

This is a basic She-Hulk combo that provides good damage that is refatively easy in comparison 10 some of her more difficult combos
attacks out since they aliow her to fand sooner after the anr@ giving her more time to OTG with Torpedo. Buffer ¥ ¥ ass
then immediately press= to begin Chariat, then press to Torpedo as soon as she is within range of the opposing chara

&x-»a@ iu-»-::;@ vy ﬁ@—b*-bCD
679,300 damage, 28% meter loss

This Is similar to the first combo, but with a relaunch. Delay the air attacks as long as possible to allow She-Huik to land with enou

AN @ VY 0@ > s Qe § § & @ el « o> @), JUMP STRAIGHT UP, AiR@ @, ©, LAND,
JUMP FORWARD, AIR @, @, ©, LAND, ® ==> SUPER JUMP FORWARD, AIR @, ©, ®, ®, LAND, ¥ ¥ & @ =>
»> =S DS s o @R fus C@eEs yus @ b @@#-’—b@)

577,500~588,700 damage, 8~13% meter gain

Heavy Strike is a strong part of She-Hulk’s offense. A successful grab gives you a huge window to land nearty any at‘tack S0 to toJluw up, ¥ou ha\!e a cmrn;;le wllh Clotheslmﬂ which is
then canceled into a Catapult followed by a ground bounce with Diving Senton. Immediately jump and attack with alr @ and then delay the following air attacks as | much as pﬂssmle so the
opponent stays fow enough and She-Hulk has enough time to land for the @ launch. 5

> o @es> » =0 Dt § § o
V¥ @@*@@60

YV o @e=> » De=> § %

736,600 damage, 25% meter loss

This is an alternative combo that hegins with Greeting Punch that tfrades meter gain for higher damage. By holding = during Gresting Punch, She-Hulk automatic
aflowing her to combo into Torpedo, then utilizes the Torpedo cancel relaunch twice. This combo is identical to €ambo 1l once the first launch happens.

> o @), ¥ N> 6, {{a.(s]—b-»—b@

noels into Chariot.

. AIR THROW, LAND, ¥ % o @ > » ad> Qe § § o @l » ©,®=> SUPER JUMP FORWARD,
ART, ®,®,®, LAND, ¥ ¥ & @=Z> > == D> § W= & 4= = @,iﬁ*ﬁ(@ YV oE=>
- (@)

478,900 damage, 40% meter loss

She-Hulk can get amazing damage off air throws if she chooses to expend meter. Even if you choose te forgo the Torpedo can
Cannon, this combo deals 448,400 damage, though with a significantly higher meter cost at 80% meter loss.

: el Torpedo to Emerald

nch and ;mmedla y

[ >y %o @2, DASH FORWARD, CR. ®, ® ==> SUPER JUMP FGRWARD, AIR ®, ®, LAND, vy S - -'-'b
Oe=> § § ¢ @ c==> > ==> @, @ ==> SUPER JUMP FORWARD, AIR ®), ®, LAND, ¥ ¥ <}®-> :—b-.@
393,000 damage, 38% meter loss

While Taking outthe Trash is a very powerful anti-air, its follow-u damage is somewhat Immed unless you utilize a THC after the first hit of an Emerald Cannon ender. Dash ammadlateiy
after recovering so that She-Hulk is elosé enough for crouching \H) to hit. z

My ec@m, ¥y & @l > wds (1) ods
©,LAND, ¥ ¥ © @ = & etz (De=> §§ © B>
LAND, ¥ ¥ ¢ @= » & De bn» obme

931,000 damage, 332% meter Inss

follow-up Torpedo, so don t feel too rushed and Jusi make stirs yau get it out



Since Senton can ne longer be TAC canceled,
She-Hulk lost one of her methods of relaunching
opponenis. However, she still has a method of
relaunching her rivals without the use of an assist.
When hitting an adversary, OTG with Torpedo,
immediately cancel to Runner’s Start with
+ © on hit. An efficient way to cancel

Torpedo to Runner’s Start guickly is to execute
Torpedo vnith{} + @, then simply input another

+ Ot compleie the Runner’s Start command.
Next, immediately hold => and quickly press

twice once She-Hulk begins running, which tan O Toxgeeko with vy’ St an o
will cause her to use Emergency Stop followed CGance! an O1GTo/pedo Wil Rmners Strt and fei e
immediately by the launcher. The whole input reduce the recovery of Torpedo and allow a relaunch M‘h@

Tag in your partner to get more damage after a Heavy Strike! sequence looks fike this:
¥ @ {} + © to go into Runner’s Start stance
Heavy Strike causes any follow-up attacks from

She-Hulk to begin scaling by an additional 20%, => immediately to go into Chariot

somewhat limiting the amount of damage she can v + O to hit with the 0TG-capable Torpedo
inflict. However, you can avoid this additional
damage scaling by tagging in a different character,
allowing the follow-up combo to do full damage, ©> immediately to use Chariot again

scaled by only the amount of hits from Heavy 6,6 quickly to cancel Chariot and launch!
Strike!

{ﬁ + © to cancel into the second Runner’s Start stance

in

All of this happens extremely fast and only works early in combos, usually with fewer than approximately
10 hits before the relaunch. Keep in mind that Runner’s Start has a 9 frame startup period hefore you can
do anything, including canceling with Emergency Stop.

TIPS

ﬁ She-Hulk’'s combos reguire precise timing. Learn the rhythm of the comhos to master them :

She-Hulk’s aerial combos often require you to delay attacks so that she can land with enough time to perform het Torpedu OTG
; She-Hulks Torpedo cancel relaunches require very quick inputs (three presses of & within a total of 15 frzmes) Make sure vau have
your hand in a comtortable position to press this button quickly i
? CR.©, ®,®, ® ==> SUPER JUMP FORWARD, AIR @, ©,®, ®, LAND, DASH FORWARD, JUMP FORWARD, f:ALL'fAskMASTER—a. .
; ¥ @ @, ® ==> SUPER JUMP FORWARD, AR @, ®,®,®, LAND, ¥ ¥ & @ ==> =» —>®—>% \-H::“'ED Yus @
= u> 0@, V¥ 0@ » = O

Noles Damage
Relaunch combo with Senton and Taskmaster—Q assist 675,700 damage, 13% meter gain

! : AIR THROW, LAND, ¥ i D@ =S > s @‘ DASH FGRWARD JUMP FORWARD, AIH@ (), LAND, JUMP FURWAHD ARD, B, 6,
LAND, & ==> SUPER JUMP FORWARD,AIR®, ®.®,®), LAND, ¥ ¥ © @ == = == (D> § N -P @“':> ¥ u=> o (8) E=t
L VX200 4V 2@=b > =D 0

* Notes ' Damage

Delay first air @ long enough to keep the opposing character low to the ground. Slight delay between air @, @, © ke X’F'ﬂm |‘~‘El1‘ U|0 dmaeﬂ% metergain
V¥ o @e=> = == @, JUMP STRAIGHT UP, AIR @, LAND, JUMP FORWARD, AIR @ ,®), &, LAND, JUMP FURWAREI%!R@ M), ®,
LAND, ® == SUPER JUMP FORWARD, ARQ, ®. @, ®, LAND, ¥ ¥ = @ => > -»o-» e W > @..f:> bu~ r::-@#
i Yu=> 2@ ¥¥ @ => (1)
I

Notes Damage

! Alternative to Senton Dive after Clothesline
«o@um> ¥ § 0 @=> » => @, @ => SUPER JUMP FORWARD, AR, ©), LAND, ¥ ¥ @ - e

V¥ o @e==> » =>@,® => SUPER JUMP FORWARD, AR®), ®, LAND, ¥ ¥ = @ = » == -p@—pwx-»@..-ip
¥ u=> #@@(DANTETHG MASH )

Notes : Damage

THC is useful to get higher damage if wall bounce is already used in a combo . '
¥ ¥ & @e==> + ==> { (2 HITS) 2% , LAND, JUMP FORWARD, AIR®, @, LAND, AR @, ®, @ LAND, AIR@* @,®, LANB @-‘_

SUPER JUMP FORWARD, AIR@), ©, LAND, ¥ + 3@_>»->©—>&x+:}“->;u»¢@—p;x-»ﬁ@
YV o@e=> > = O

I A

Notes Damage

Starting a combo with Somersault+ using air X-Factor cancel : 953,400 damage, 25% meler gain REURR ) '




"SOMETIMES WITH GREAT POWER
COMES THE GREAT RESPONSIEILITY
TO BEAT THE BEEJEZUS ONT
OF SOMEEODY. "
Bio

REAL NAME OGCUPATION

Peter Benjamin Parker Freelance Photographer

ABILITIES

In addition to sticking to walls and ceilings, he can alsa shoat webs
from the web-shooters on his wrists, useful for eaiching bad guys

or traveling by web-swinging. His “spider-sense” allaws him to sense
when danger is present.

WEAPONS

None

PROFILE

While attending a public science exhibit, young Peier was
bitten by a radioactive spider; this granted him special
abilities, and he became the hers Spider-Man. Peter
lives his life by his late Uncle Ben’s creed of

“With great power, there must also come great
responsibility.”

FIRST APPEARANGE

Amazing Fantasy #15 [1962]

&

POWER B'Bm

| INTELLIGENCE

A TReneT
o —
1 STAMINA T - ——
.| EnEReY PRUJECTIUWMW& e

L FigHTING ABILITY Psss WWW

“This Is biographical. and doss nat represent an evatuation of the
in-game combat potential of (his here. S
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Chain Combo Archetype

Damage Speed

X-Factor Boost
Level 1 (3 teammates remaining)

Level 2 (2 teammates remaining)
Level 3 (1 teammate remaining)

Spider-Man’s quick attacks, Web Swing pressure, square jumps.
and triangle jumps are best utilized at close range

Spider-Man’s combos deal a decent amount of damage on their
own without the help of a THC

How is this goal achieved?

Using Web Ball L and Webh Glide to set your adversary up for
an approach

Performing Web Swing H se that it is guarded at maximum range,
granting frame advantage for continued pressure

Luring the opponent close by frustrating them with ground and
air Web Ball L combined with Web Throw L/M and 2 long range
crossover assist

THNING SINCE ORIGINAL MVC3
Spider-Man now has the ability to cancel all special moves (except Web Throw) into Web

Glide, expanding his attack options. In addition, Web Glide is now 0TG-capable. allowing
for combos not previously possible. The damage on Wek Throw has been increased. but it
scales much differently than before.

Normal and special moves can be canceled inte Web Glide
Webh Glide is 0TG-capable
Crawler Assault recovery reduced. and the move is now mashahle

Web Throw L damage increased

Web Throw M and H damage decreased




 Aitack Set

 Standing Basic Attacks

' Ad\rén!age Advaniage if

| Screen Command Hits Damage Mel=rGaim Siartup Active Recovery on Hit Guarded Noles

s | 1] |
-“ﬂ ;.

l.'rum:hmy BHSIL' Altat:ks
Advantage Advantageif ...

Screen Command Hits Damage Meter Gain Startup Active Recovery on Hit Guarded

I P N T
[ oo
O

| Crouching Gl

L o TR

;Eruund Spemal Attack—Launcher
Advantage Advamaga if Notes

Screen  Command Hits Damage Meter Gain Startup Active Recuvery on Hit Guarded

(while standing or 80,000 --
crou:,h[ng

Launcher, not special- or hyper combo-
cancelable

- s,

bi_‘r i :
; ﬁ '-!’l Umrrey

| Sereen Command Hits Damage Meter Gain  Startup Aclive  Recovery M;':'H:’!ge Ad&-s;;ggg i Notes




T T e Yt e

T 'ZW'

Air Special Attacks—Flying SL‘I‘EE" and Air Exchange

Air@ causes a hard knockdown when used in a launcher combo {
basic attack. Air exchange attacks. performed by inputting a direction
available character fo continue the air combo.

ying screen). When used outside of a launcher combo, a.ro
niy possible during a launcher combo. Exchange hits initiate team aerial combos by

Screen Command Hits Damage %eter Starfup Active Recovery

e 11 Overhead attack, causes hard knockdown if used in
launcher combo g

Advantage Advantage

on Hit  if Guarded Notes

Air{y + © (during launcher combo)
= oan+ @

ring launcher comba)

Enmmaml Mtacks

Command atiacks resemble basic attacks but have different chaining and canceling properties. It's usually possible to chain into a command attack from basic attacks, but most commancd
attacks cannot be chained from or canceled themselves.

Screen  Mame Command Hits Damage “'[‘;‘;tlf]' Startup Active Recovery Ad::r;‘t:atge ﬂ%’:g:ggs Notes

Wall | Jump bankward against wall, Performs a wall jump, may initiate aerial attacks
Jmp then p or movements after 8th frame

Throws

Throws are for snagging passive or blocking foes. Since throws are active so quickly, you can also use them to preemptively toss opposing characters out of their offense. Combes are
usually possible after throws, one way or another,

Screen Command Hits Damage Meter Gain  Startup Actwe Notes

7+ @ ( round) _ ‘




316

As a Partner—Grossover Assists

Crossover b : Recovery  Recovery
Screen Type Eamhination Description  Hits Damage w&‘;lif‘r Startup Active (this crossover (other  Notes

Hyper Gombo assist) partner)

Stuns far 34 frames on hit, projectile has 5 low
priority durability points

Spider-Man—ae | Crawler Assault Web Ball L

Spider-Man— 3] Crawler Assault | Web SwingH |
Spider-Man—y | Grawler Assault Spider Sting M

mh a P\\C?\ attack tha auses adv

vith caution. Spider-Man—"y
using Spider-Man—Y as a crossover counter does grant Spider Sting wnh a ohu;t \.'mriox.r of in aulnerab
pponent.

anap Back
Advantage Advantage

Screen  Command Hits Damage Meter Gain Startup Active Recovery on Hit if Guarded

500 - (-1 hyper !

Notes

On hit, snap back forces the opposing point character to be replaced by an assist. Opposing assist calls or tag outs are also locked
out for 4 seconds _ R

Screen Mame Command Hits Damage o .' Startup Active Recovery Ad:ﬁ'}_}ﬂga ﬂdgsgﬁﬁgg
Web Ball L il Captures foe for 34 frames on hit, projectile has
(in air 0K) {} A=>+ 0 S i il - P - ’1_3 5 |nw priority durabllny pomis
WebBall M [{F 2> + @ 1 |10000| 100 | 2 - 33 40 i
1 Web Ball H 0 (N> + @ 1 | 10,000 | 100 28 = 38 +15 -22 projectile has 5 low priority dus
Air Web L o - | captures target for 34 frames on &
Ball L (inai\7 SAc>+ @ | 1 | 10,000 | 100 18 o a = | has 5 low priority durabilify points
Air Web 2 S W Captures adversary for 4
Ball M (inai)yy A =>+ @ | 1 | 10000 ) 100 e % 35 projectile has 5 low prio
Air Web i i | Captures opponent for 53
Ball H (inai)yy 5>+ @ | 1 | 10000 | 100 2% = " = | projectile has 5 low priotity
gﬂ'r?;[ TN+ O 1| 70000 | 560 7 21 20 1 19 | Knocks down
2 |spiderSingM|r 12> + @ 1 | 80000 | 640 g 2 % | 5 | 2 |Kiocsdom
Sl + 1 | 90,000 | 720 11 21 44 -23 43 | Knocks down
Sting H
- Until grounded; :
3 | Spider Bite | (During Spider Sting) @ | 1 | 45.000 | 400 3 3-8 (1 frame ground) ~ — ==
[BCOVerY /
Web Swing L
(in ait OK) <GUr+0 1 | 70,000 | 560 12 10 6 +15 +6
Web Swing M 5o e e .
4 linaicok) <oV 2 + @ 1 | 80,000 | 640 16 16 6 +9 0 mwsmﬁmﬁsﬂm
g |
et e @ 1 {900 | 720 | 20 2 2 = 0 | Air version is overhead afack.knocks down 3
it e e - Hard knockdown, projectile has 3 | Iaw ;mnnly
Web Throw L {e>€4 4% f2<a + @ | 3 | 176.000| 1760 20 27 . 15 | , |
o Hard knockdown, projectile has 3 Inw prmmy :
5 |WebThrowM|e>0 fh f2 <o & @ | 3 | 123200 1232 16 2 — |0 | Gurabilty pons .
. T pm;aciliehas 3lo
Web Throw H | 5>\ {7 [2<0 + @) | 8 | 123200} 1232 : = B4 o= durability points -
Web Glide (can 16 (upward), | Until Hoh}imgg S ;r\:sd flf?s lhasshdut at ng
6 be directed, in 1 | 20,000 | 160 : — 19 17 angle in the corresponding direction, opider-
air 0K) 99 18 (downward) contact ¢ 5 instantly recovers in air upon contact, 0TG-capable
projectile has 1 low priority durability point




Web Ball: Spider-Man fires
a projectile that temporarily
incapacitates his opponent. The
speed of the projectile and length in
which the adversary is incapacitated
is determined by the strength of
the attack: @ travels the slowest,
releases the fastest, and captures
for 34 frames, while @ travels the
fastest, releases the slowest, and
captures for 53 frames. Web Ball
is Spider-Man’s main way of threatening a rival from a distance, and you can
use it as a way to control space on the ground. Fire a Web Ball @ 1o clear the
way, then have Spider-Man dash after it fo close in on the opposing character.
If the Web Ball connects, dash forward with a combo. If performed in the air,
Spider-Man fires the projeciile down at 45-degres angle, making it great for an
annoying air-to-ground attack. You can have Spider-Man fire a maximum of
two Web Balls in the air (three if X-Factor is activated in the air), and you can
use them in tandem with his airdash, Web Glide, and Spider Swing to keep him
airborne for a long period of time.

Spider Sting.
Spider Sting
launches
Spider-Man
up foran

altack I

followed with Spider Bite for a ground bounce and hard knockdown. The sirsags of S amack wsen
determines the altitude, speed, and damage of this special move; &) reaches e Sighest 20 does B
most damage but is the slowest to recover, while @ is the weakest 208 doesa 2k 2= hign. Spoer
Sting is an integral part of Spider-Man combes, and you can follow 28 fhres sersions Wi 2 combe
during the ground bounce.

Spider Sting has no window of invulnerability, limiting its use as an ant-air 2020k = 250 fas 20 2w
amount of recovery time, making it highly punishable if whiffed or guarded Perors Soices Sien
early to use it as an anti-air effectively, and cancel into Web Glide if quardes (se= S Afiances Tanies
section for more details).

Web Swing: Spider-Man swings forward with a kick and recovers in the air. The strength of the attack used det=rmines == femans a0
distance of the swing, with @ having the largest swing. After recovering, all normal jump actions are available. ncluting ==chng.
guarding, or calligmz%a crossover assist. Upon connecting, Web Swing causes massive hitstun, allowing for you to perions ssases

combos with air

s £l

(or air

@ . © delayed slightly). If the kick is guarded during the later active frames. Wes Swog g

frame advantage, and you can follow it with air attacks for overhead offensive pressure.
Although Weh Swing can be guarded high or low normally, the aerial version is considered overhead and must be guardes g To smiad

this, you can modify Web Swing with a tiger knee motion of <32
guarded high. If you are having trouble performing this, try doing the mation slowly and pressing

to perform an aerial Web Swing low o The ground 5= mast 0=
@ veryshightiy 2ier'S oS @ s

pressed during the three pre-jump frames of the super jump. Note that this technique is harder to connect on smaller coporen=s

Web Throw. Spider-Man fires

a long web projectile that grabs

and tosses adversaries from

a distance, causing a hard

knockdown. Web Throw deals

a hefty amount of damage for a

projectile attack and can be fired

in different directions depending

on the strength of the attack

used. Web Throw L fires the

web straight across, traveling
the entire distance of the screen horizontally. Web Throw M shoots upward at a
45-degree angle, cutting off a competitor's approach from the sky. Web Throw
H fires straight up and is often used in combos from a launcher. A successful
Web Throw can be followed with down-forward Web Glide OTG for a combo or
Maximum Spider, so long as it is not performed in a combo heavily affected by
hit decay.

Hyper Combos

Screen  Name

Command

Maximum Spider

(in air 0K) 0

7~23+4

Web Glide: Web Glide is Spider-Man's primany means
of aerial mobility and is the equivaient o e & aay
airdash that characters like Nova or Docior Doom
possess. You can shoot Web Giide i ops oF S
il ' directions on the grnund:B AN o poting
: = @ * © on the ground without zmy drecton Setaeis
;ﬁ i to the forward-moving Web Glide. Woen Soicerllen =
e . — in the air, you can shoot Web Glide i four d=chons:
[2 %3 71 ,£7 . Upon attaching to a wall or to a foe, Spider-Man then zips forwars towars his mare
and is free to attack or guard during the duration of the dash. Attacking an opponent wih the glcs
causes a small amount of hitstun/guardstun and damage, allowing for combos afier fhe web S Wed
Glide is also OTG-capable, giving Spider-Man increased comba potential. You can follow 2 Wea Sice
OTG with Maximum Spider, provided that hit decay has not heavily affected the previous comite.

Web Glide is not only good for moving around the screen but is also beneficial for ssting we

triangle jumps with a grounded up-forward Web Glide. You can also utilize it as 2 projeciis 1o b 2
competitor's movement due to the hitstun and guardstun it produces. Opponents closing i 2t sommz
jump height will have their approach cut off and even their attacks interrupted if shot with 2 grounded
up-farward Web Glide. If you are having Spider-Man approach from the sky, aim 2 down-forsars Wes
Glide at the target to set them up for the incoming aerial assault.

Advantage Aduamagew-
on Hit  if Guarded
Invincible until Spider-Man reaches the wall,

&-11 hard knockdown

292,100~

Crawler Assault 350,400

2044

3(5)3(5)3(5)3(5 =
_ | 3(5)3(5)3(10)5 | : &

Ultimata Web

G

-~

300,000

15 Ffames 1-20 invincible, air throw, hard
— | knockdown




Mix Web Ball | wish W¥eb Throw M io cover all
anglkes of 3520k

Use Web Ball and crossover assists to control ihe
pace of the match from a distance.

Spider-Man is most effective at close range, where players can use his quick attacks and
Web Swing pressure to overwhelm oppenents. Given this. i's in your best interest to get
Spider-Man close to the opposing character, whether it means having him approach or
luring the adversary in. While Spider-Man isn’t necessarily 2 threat from fuliscreen, he does
have various tools and options to control the match from z distance. Becoming both familiar
and comfortable with Spider-Man’s mobility and learming the optimal range fo use Web
Swing are key for Spider-Man players.

From a distance, your goal is to harass competitors by using Web Ball and Web Throw with
crossover assists. Though Web Ball L is usually the best version io uss because of ifs quick
startup and slow velocity, mixing it with the other two versions of Web Ball along with Web Throw
L can be good to throw your rival off. Web Ball isn't ihe most durable projectile, however, so it's
good to mix in aerial Web Ball for another angle of afiack. I your challenger is firing more durable
projectiles, jump and retaliate with aerial Web Ball L I the projectile ever connects, your rival is
incapacitated long enough for you to dash forward and perform a combo.

Once your opponent starts jumping more often to avoid the projectiles, you can use Web
Throw M, Spider Sting, and air throws to counter their movement. Web Throw M fires at a
45-degree angle upwards to cut off an aerial approach. Air atiacks can also be stopped with
Spider Sting, but it is important to perform it early since it has no frames of invuinerability.
You get a combo opportunity if Spider Sting connects, and it can be made safe with a Web
Glide cancel. Learning to combo off air throws is imporiant because Spider-Man can do
decent damage off air throws with Web Glide OTG into a combo or Maximum Spider.

If assaulting from long range with Spider-Man’s
webs isn’t enough to lure your target close,

you can choose to use Web Ball as a shield

to approach instead. You can fire Web Ball L

at a distance, then either wavedash behind it

or cancel it into a forward Web Glide to getin
close. Aerial Web Ball L can be canceled into
Web Glide for an approach, as well. When
approaching with Web Glide, it is optimal to
have your challenger either guarding Web Ball
or the Web Glide projectile so that they are
pinned down for the incoming assault. Use a
crossover assist while approaching with Web Ball and Web Glide to apply pressure and cover
your advance.

Guarding Web Swing during its later active frames
yields frame advaniage.

At mid range, Web Swing H becomes a viable tool in approaching. It reaches about half of
the screen's length and has decent priority. If your opponent guards Web Swing H during
the later active frames, you are granted heavy frame advantage and can follow with overhead
air attacks before landing.

GOMBO APPENDIN

GENERAL EXECHTION TIPS

Web Swing H is susceptible fo air throws & Incomecly SpErss. S0 5= 2 DS
cover your Web Swing H if you are snsere of s Spacag. £ven & Tt e S0
Web Swing leads to a big combo, so be sure & praciics (= ool SEmE o =D S,

Once you get into.range, you can use Spider-Man's guick Basic =stacks an TIED S
pressure to fish for an opening. Standing @ has 2 speedy 4 frames of siahp a0l S g
for interrupting the opposing character’s own basic atiacks 2t closs rangs. 7o coumis )
advancing guard, use Web Swing M to maintain positioning. As with most Shaaciss SSn
the enemy’s low guard in check with crouching G Conditioning your oppossst 1o guall
crouching ®is important because much of Spider-Man’s offense is comprisss &F SousEs

jumps, triangle jumps, and Web Swing overheads. o

Web Glide isn't just for mobility! Use it ofeaswely 2
close range in combos or to Sef up an overhead JEE.

Square-jumping with @ is betterat mid 1ange
because of its horizontal, outward angle.

Once your opponent is conditioned to guard few, you can mix in Web Glide triangle jumps.
square jumps, aerial Web Swing (performed with a tiger knee motion), and Web Swing
overheads to score an overhead aﬁack You can cancel basic attack chains into Web Swing
L or M, then follow with alr@ © for an overhead attack that works even if the
Web Swing connects. During this sequence, use a crossover assist to protect Spider-Man
from air throws after a guarded Web Swing, if possible. Web Swing is also a good way of
combating advancing guard because of its forward momentum.

During offensive pressure, you can cancel basic attacks into Web Glide forward for a triangle
jump. Even though it's not as fast as other characters’ triangle jumps, the momentum from
the glide allows for multiple air aitacks before landing, making it tricky to guard properiy.
After conditioning your adversary to guard low, cancel a basic attack string into Web Glide.
Then cancel the glide into air , which must be guarded high.

You can use Spider-Man’s airdash to perform square jumps with air® or @ . After normal
jumping, perform an airdash canceled into air é Air is better to use if square-
jumping outside of close range, while the angle in which air @ strikes is better to use when
square-jumping at close range. Your attack retains whatever momentum the airdash has the
moment it is canceled, so canceling the airdash toward the beginning of its duration gives
you the down-forward momentum ideal for 2 square jump. As with triangle jumps and Web
Swing overheads, square jumps are best used when your competitor has been conditioned

to guard low via crouching

Aside from his fighting abilities, Spider-Man is also great at running away if necessary.
When cornered, the quickest way to get away is to super jump and airdash with or
o>5> | Alternatively, you can use Web Glide to get away, though it has longer startup than
an airdash. If you ever need to stall your rival (such as during the foe’s X-Factor or a time-
out situation), Spider-Man can use any combination of Web Ball, Web Glide, Web Swing, or
an airdash to stay at high altitudes for a long period of time.

When performing an OTG with Weh Glide, cancel the glide with air (H) as soon as pussihla to allow enaugh ti m or ¥

Spider-Man lands

For combos with Weh Swing, weaker air attacks are easier to link than strunqer ones due to faster startup If vnu are |
‘connecting aerial basic attacks after Web Swing, try a different altack cham beglnnmg with a weaker hasic attack to

restriction

(AFTERATAC)AIR @, BE=> & & @G @), H)

Notes
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Notes
Character-specific combo for Arthur and Rocket Raccoon

> ey ¢ D (H e
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Démage o

N+ @ o>+ O oy + O TACk Spider-Man Varies based on damage scaling

O, === § % = (H) (DURING SPIDER STING)@ CR H,®

LARD), O, e=" «¥

_ Damage

557,900 damage, 42% meter loss =L

Fﬁnwnhn SUPER JU




CRO, O, =" «¥» = O, ARY, ®,®, LAND, ST. O““ ¥ % = @ (DURING SPIDER STiNG)@, ' . 3 2 i
(4 3

CR. ®, ® ==> FORWARD SUPER JUMP, AIR @, @, Be=> « § ¥ & @=> § x = {,,.. e B
602,100 damage, 15% meter loss - . T g 1ie
Here's a bread and butter combo that breaks the 500,000 damage mark. After *= % 8 <3 (D), timing air @, @. @) so that your opponent is as low to the ground as possible allovis. . oo
the next part of the combo to connect properly. Note that this combo doss not work agamsi Arthur or Rocket Raccoon because of their size. See the Comba Appendleor a special cambo . b

against these characters. - j # a8

CR.O, D, @=> « 4 ¥ 2O, MRD, ©,®, LAND, ST. @ => + ¥ # & @, AIR O, T, ©, LAND, ST. @@
=+ ¥ % < (0 (DURING SPIDER STING) &), CR. &), ® ==> FORWARD SUPER JUMP AR @), ﬁ‘D (H), DELAYED@ LAND
Foez] , b g & HEFE> § W DG

683,100 damage, 26% meter gain

This comho can be used if you have an 0TG-capable crossover assist such as WeskerfB or X- 23——[3 Delay alr@ at the end of ihe air combo to gwe Sp|der-Man e.nough time. to Iand .
and call your crossover assist.

. FRONT OR BACK AIR THROW, % > @< ©, AIR @ ON THE WAY DOWN, LAND, CR. @ &= = 4 x & () (1
SPIDER STING) @, CR. ®, © ==> FORWARD SUPER JUMP, AIR @, @, @ ==> « 4 » @ b N

445,200 damage, 35% meter foss

Timing is crucial in performing a combo off an air throw. After the Web Glide, you should perform a:r@ as soon as possible so that it has enough ume to start up and cunnect before
Spider-Man lands. Once this is mastered, the rest of the combo is standard fare.

I/, (AGAINST AN AIRBORNE OPPONENT) FORWARD JUMP, AIR @, @, @, ©® ==> + ¢ » 5 (O, (&, DELAYED @, LAND,
ST. @, ® ==> FORWARD SUPER JUMP,AIR®, ©, B => « ¥ ¥ © He=t> § w » o (i e
597,700 damage, 28% meter loss

The angle of air @ makes ita great attack to use against an aerial opponent as arm air, siich as when a new character is coming in after.a K.0. Betay alr@ in the sequence after me Weﬁ 2 o
Swing to ensure that your target is as close to the ground as possible, allowing for the standing. @ 10 properly connect. "

. (AGAINST AIRBORNE OPPONENT) = % ¥ »# <« = “ FORWARD JUMP, & = (3= &), AIR @ oN THE WAY DUWN
LAND, ® ==> FORWARD SUPER JUMP, AIR @, @, B ==> «¥ » :fb@-blvx-b f.::“ e

778,900 damage, 164% meter loss

Ultimate Web Throw has invulnerability, but it runs out well before the attack cames out. However, it creates a giant hittabfe area in front of Sptner-Man that. shlelds him, _makmg 'i possrme
to use it preemptively against low altitude jumps. After the Web Glide, perform alr@ as soon as possible so that it has enough time to cnnneet hefcre you touch the ground

(MIDSCREEN REQUIRED) =» ¥ % & =& (MASH & ..') FORWARD DASH, ST. @, CH @* 1- G » o o Aiﬁ @
LAND, ST. B ==> = ¥ w = () (DURING SPIDER STING) &, CR. &), @) o= FUBWAHD SUPER JUM’H Al
DELAYED @, LAND, F=r2] , < ¥ »¢ = H==> § %= & @

758,400 damage, 105% meter loss

PR (DURING SPIDER STING) ®. CR. (. ® = FORWARD SUPER JUMP AIR@ @ @'
B> N D

826,000~1,049,400 damage, 11~42% meter loss

If you need a guaranteed K.0. and have X-Factor available, use this combo after hit-confirming with cmuchmg@ @ @ Be siire 1o adjust the: t:mmg or yaur
the speed boost granted during X-Factor, especially level 3.

AOVANCEONAGTIGS

B8 IFOR J.d. GANGENNG

All of Spider-Man’s special moves (except Web Throw) can be canceled into Web Glide at any point during their
startup, recovery, or active frames, adding an extra dimension to Spider-Man’s game overall. Spider Sting can be used
without fear of punishment, and Web Ball L can be canceled into Web Glide for a covered approach. Canceling Web
Ball into Web Glide is also useful for countering an opponent who has jumped over a poorly timed Web Ball. Web Glide
canceling remains true for aerial special moves, as well. Web Swing can be canceled into Web Glide at super jump

- f 2 % = 2 Web Glide canceling aflows for many possibilities.

hei : ~ T s -
.ght. wl.uch can lhen'he lull.uwed with an alrdésh to stall your adversary. Aerial Weh Ball L £An be canceled into Web " Web Glide approach by canceling it from

Glide, which can then immediately be canceled into another Weh Ball L to frustrate your competitor. Web Bali L. :
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“I WILL NOT LOSE 50 LONG AS
THE RAINS AND THE WINDS ARE
: MINE TO COMMAND!*”
Bio

REALWAME  OGCUPATION
: ;l;gc:" Lq”izgg;’nhaua Queen nf{laynd;, Adventurer

; : Al
' swrm .cummm‘s the weather— she can
freely manipulate atmospheric temperature,
pressure, humidity, etc. She also can cn.'rtrnf A
the surrounding atmaosphere, create b/
hurricanes, or even smmt Imhmmg /4
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JUEEARATE COSTUNES

e

o chamcters‘have ng pfan

Dverview

_|850,000
| Hunter SE." s :
X-Factor Boost : Damage = '

Level 1 (3 teammates remaining) 115%

Level 2 (2 teammates rem:
Level 3 (1 teammate remaining)

155% 145

Storm can fulfill a varisty of roles depending on her placemant in a team and the needs of -
her teammates. You can play both keepaway and rushdgwn; and it's easy for you to switeh
Storm between these positions as needed. In the end, though; Storm most naturally lends
herself 1o being played as a rushdown character. Her primary goal is to gat tight up close
and personal with her adversary, Storm is an affective rushdewn ﬁghter DECAUSE.

She can cross the playing field on the gruund ot in the air in a flash, espamaity
with X-Factor active, and she can mix up between low anﬁ mgﬂ fquickly -

Her jump-cancelable hasic attacks and airdash alfow her to keep ifi} pressura
after being guarded or pushed away wnth advancmg guard

Her throws all lead to hyper cnmho or Crossover nnmblnauon opportunities
One of her new moves, Foul Wind, actually pulls fnes in from half the field away -

While she has very gond stalling and keepaway ahilmes she doesn’ tactually
deal mugh damage with her projectiles. Their purpose: is more to pester her
apponents than to seal @ win with consistent use. Her ranged attacks all alsa
leave her wide open if they whiff, whlsh is not gfﬂai for the fragile guddess

| ‘Storm has low vitality, and shie doesn! t inflict as much damage or huild as much hyper

meter as some aggressive characters: To offset this, Storm has a compiete setof lopgrange = - =

. tools for feeling out the npposing character. Aggresswe players: fraquently. find that they -
{ have mote success When they balance their: aggressmn wnh per:ods of pretendmg not to be e
§ aggresswe'

& me far away, Storm has a Iarge smte uf ihreats wnh wmch ta hafangus an npponﬂnt

Her Whulwrnd prujeﬂhle 15 slow to hre hu{ ﬁ r.an wm"uu i

where no uther prajennle can.

o I.igh!nmg Spnere arr" yphmm are: usefu uuls {o attack an aduersar
that is below and a full scree way, an awkward angl 1

TUNING SINCE ORIGINAL MVC3

Apart from the obvious addition of unique special moves that push or pull the enemy,
Storm’s most significant changes come from universal modifications la the game itself.
With the THC glitch gone, Storm loses one of the main ways she contributed to a team
(Elemental Rage being one of the most friendly THC glitch hyper combos in original MvC3).
Her meter gain has also been slightly reduced, but that’s true of most characters. She
gains a huff in the form of being able to mash for more damage on two of her hyper
combos and in being able to use X-Factor in midair, but again, every other characler got
those changes, too.

However, Storm did lose two quirks that made her unique hefore: calling assists after
floating during a super jump and passing through some characters in certain positions on
the ground.

New Moves: Fair Wind and Foul Wind

Storm can no longer call crossover assists after floating during a super jump

Storm can no longer cancel the recovery of air Double Typhoon with
Lightning Attacks

Hail Storm and Lightning Storm can be mashed for extra damage

Storm’s floating posture has heen altered, and she can no longer pass
directly through certain small characters
I' 321




Attack Set
 Standing Basic Attacks
.. Snréen CL]mm.anﬂ Hits Damage Metarﬁéin Startup  Active Rgcavgr‘v

| R
- Slandmg@ 1 | 0w -
v L L

Loy
I

Advantage Advantage
on Hit if Guarded

Notes

Crouching Basic Attacks
Screen Gummand” . Hits Damage Meter Gain Startup Active  Recovery Advantage Advantage

on Hit if Guarded
B cowwe [ o[ e | s ]3] & | 2 |
¢ loww® [ e [ s e} R ] 4
- -----_

.'_ t.'rnmm Special Attauk—launnner

- Screen Command Hits Damage Meter Gain  Stariup Active  Recovery

Advantage Advantage
on Hit if Guarded

Notes

Launcher, not special- or hyper combo-
cancelable




_ Air Basic Attacks

Screen  Command Hits Damage Meter Gain Startup Active  Recovery Ad::rgage #dgﬂgmgg Notes =

, o
3 i 0 544 +19 H7 s
e s - -

1ES AHEAD? |

ﬁ, - Air Special Attacks—Flying Screen and Air Exchange
|

Air @ causes a hard knockdown when used in a launcher combo (this is sometimes called flying screen). When used outside of a launcher combo, air @ behaves mostly like another
i basic attack. Air exchange attacks, performed by inputting a direction plus @ are only possible during a launcher combo. Exchange hits initiate team aerial combos by tagging in the next
% available character to continue the air combo.

Meter

Advantage Advantage
Gain

£ Screen Command Hits Damage onHit  if Guarded NOtes

A
i ]
Airdy #+ © (during launcher combo)

E =

a

Startup Active Recovery

il

ot

Throws

% Throws are for snagging passive or blocking opponents. Since throws are active o quickly, you can also use them to preemptively toss opposing characters out of their offense. Combos

are usually possible after throws, one way or another.

Screen Command Hits Damage Meter Gain  Startup Active Notes

E
aw | s
(air)

ST ) d

%

R R T T e e T




'IIs_.'a-_Partnerénrﬂssnver Assists

Crossover L f Recovery (this Recovery
Screen Type Combination Description Hits Damage I‘gitiir Starfup  Aclive CrOSSOVer (other  Noles

Hyper Combao assist) partner)

Whirlwind active for 30 frames, 5 projectiles

Hall Stomn Walaind ] Lot with 3 low priority durability points each

Double

Hail Storm Tyohoon M

140,300

Lightning

Lightning Storm Attack &7

60,000

Each of Storm’s assists might see use on the appropriate team. Storm—Qt provides the general purpose assist. Like Storm's Whirlwind M on point, this unique pro ] ds just short
of fuflscreen, while interrupting almost any threat along the way. It pushes rivals away vehether on hit or block; vou can use this to your advantage intentionally whenev e pushing

_ your oppenent out with zoning teams or helping to push your agdversary to the corner with agaressive setlips. However, this pushbaek effect makes Storm—QL less oby mud\y useful in
‘combos and for offensive pressure, the way more typical beams function.

is one of the slowest assists to actin the.game, and so it requires a fot of lead time (such as after scoring a hard knockdown, or efther snappin g ing he
upposmg point character) or plenty of cover in order to actually deploy it safely. It's 0TG-capable, but using it for that purpose in combes requires tailoring combos fo the assist rather than
smg assists to strengthen existing combos. At least, like Swrm—-(). this assist gives her Hail Storm within crossove{ combinations,

Since Hail Storm is both DTG-capable and one of the fastest-acting hyper combos afterits hyper Cumbo cutscene, having Storm—at or Smrm—B in an assist slot and eniough hyper meter

« for everyone to-participate creates devastating crossaver combinations. Just score a hard knockdown with any character, then immediately dctivate 4 crossover combination from anywhere
“on the screen. Hail Storm ensures that the target is hoth poppe‘ad off of the ground and held in place: Plrkteamma!es for Storm Who [tave hyper combas that play well with Haif Stormin
hvnex comhos 10 maximize this approach.

Smrm—‘y beuames active the quickest, strikes the most direcfly, opens the way for potential cross-ups by calling it fust as you fly.or jump over a foe, and reloads the fastest. It also

lets you cancel directly into Lightning Storm if-you use a crossover counter to bring Storm in. Unfortunately, Storm—"Y also comes. with Lightning Storm in crossover comhlnatlons

instead of Hail Storm. How important the Lightning Attack assistis to the other members of the team, and whether 50meone else already has an.0TG-capable hyper comba far crossover
~ combinations, dictates whether this trade-off is worth it.

Stap Bl

Screen Command Hils Damage Meter Gain Startup Active Recovery Ad"]’:'ﬁflge ﬂd{‘;’::ﬁggﬁ

500 (-1 hype

Notes

L Oy hit, snap back farces the opposing point character to be replaced by an assist. Opposing assist calls or tag outs are also locked
out for 4 seconds

Meter

Advantage Advantage
Gain

Screen  Name Command i Damage Startup Active Recovery on Hit if Guarded

Whirlwind L & 3\1\ o>+ @ 67,000 600 2 ir: 20 Whlrlwmq active 1_0[ 22 f{ames, 3 projectiles with 3
(in air ok) ; low priority durability points each

Whirlwing M |V 5> + @ 102300 | 1000
{inair ok)

e v+ @ | +13 (air: +13 (air: | Whirlwind active for 38 frames, 7 projectiles with 3
Wi i (in air ok) Lty | T +12) +13) low priority durability points each
Doole & Wvils s @ 140300 | 1440 | 63 | et | w00
Typhoon (in air ok} o : : goundedy |

Knocks down, can cancel into subsequent attacks
25 or until from framas 18-34, attack puts Storm in airborne
grounded state, air version requires minimum jump height:
4 frames

Lightning O+ @ uwl 80,000 | 640 per 131k

Attack 1-3¢ | 3 times (can be per attack | attack | "%
directed, in air OK) airbarne)

Lighining  [>F 4 + @ :
/ - 110,100
Sphere (in air)




Meter

Advantage Advantage
Gain

Screen Name Command Hits Damage on Hit if Guarded Notes

11 | Flight Tra+@ | —
12 [FairWind s+ @ | — | — = e |
13 [Foulwind |<aGp+@® | —| — — 13 a 1 —

Starfup  Active = Recovery

Flight lasts for 99 frames

el

Whirlwind. Whirlwind is a unique ranged attack that causes individual typhoons to swirl up across the screen in a staggered sequence. Each typhoon is actually its own projectile; if
your campetitor destroys one of them, it has no effect on the others. This means that Whirlwind, if released safely, disrupts almost anything in its path, projectiles, point characters, and
assists alike. It can even pierce through M.0.D.0.K.’s barrier. However, like a beam, every stage of Whirlwind disappears if Storm takes a hit.

The @ version creates three tornadoes that reach to mid range. The@ version creates five tornadoes that reach almost fullscreen. The @ version creates seven tornadoes that stretch
across the entire playing field. The lighter the version, the shorter the startup and recovery periods.

Whirlwind is a big time commitment, but it's great if you can get it out there. If the opposing player didn’t beat Storm to the punch with firing a projectile, very few actions can beat
Whirlwind after it's released. And each individual tornade within Whirlwind pushes your rival back whether on hit or guard, and in turn, the next tornado pushes them farther down the

line—Whirlwind H pushes the opposing character all the way across the screen! (Storm—x assist is very useful for this purpose, if your plan is to keep your foes away defensively or
drive them into a corner aggressively.)

You can use Whirlwind in combos, most notably employing Whirlwind H to combo into Hail Storm from a ground chain at midscreen. There are better things to do in ground combos,
though. (And during X-Factor, Whirlwind's travel speed goes up so much that Whirlwind to Hail Storm won't even work most af the time anyway.) And for zoning wars, Whirlwind L and
M don’t have sufficient deterring power or range. For both combas and zoning, stick to Whirlwind H. If you don’t have time to release Whirlwind H in a given matchup, take to the skies,
or approach your opponent aggressively instead.

Double Typhoon L ible Typhoon M

Double Typhoor: Double Typhoon takes over a second to summon, but once released, it creates a vertical cyclone that extends to just under super jump height. Double Typhoon is
0TG-capable, although its lengthy startup prevents it from having much use outside of air throw follow-ups or specialized assist combos. Double Typhoon also boasts tremendous low
priority projectile durability. Its behavior is similar to Dormammu’s Purification pillars—Double Typhoon is really just an extremely sturdy vertical beam (though it does not extend to the
ceiling as Purification does; Double Typhoon won't hit opponents at super jump height). ‘

You can only use Double Typhoon once per airhorne period, and the move makes Storm drop like a stone after release. To avoid this, activate flight before performing air Double
Typhoon. Storm will still be flying when it's done, so you'll avoid the dangerous penalty.

Double Typhoon takes so long to activate that it's hard to use otherwise. It's not advisable at ground level unless you have a lot of time to yourself, like if the opposing player just started
guarding your assist, or if you're placing a Double Typhoon over the area that a new character is about to fall in after a knockout.

Lightning Attack. Lightning Attack is an airborne special move that you can aim in any direction, like Storm’s airdash.
Lightning Attack can be canceled into itself at any point, whether on whiff, hit, or block, up to two times per use. The
subsequent Lightning Attacks can be redirected, which is important because of the odd angles at which this attack can hit
in midair.

You can only use Lightning Attack once per airborne period, and Storm falls straight down afterward, unable to act or
guard. This is just like after using Double Typhoon in midair, and you have the same away around it: activate flight just
before using Lightning Attacks. After the flight period ends, you'll fall to earth able to block or act as normal. (Or even able
to perform Lightning Attack again!) Alternatively, if you don’t want to do that, just make sure to redirect stages two and
three of the Lightning Attack away from danger, back to the ground.

Although it's not quite Wolverine's Drill Claw, you can use £\ Lightning Attack as a kind of triangle jump if you'd like

to give your challenger a different look. If it hits close to the ground, you can link afterward with standing @ into an
extended combo. You can also use Lightning Attacks as a kind of hit-confirmable aerial poke (imagine if Street Fighter's
Fei Long had Rekka-Kens in eight directions). I Lightning Attack hits, you can tack on Lightning Storm, or (for a little more
oomph) you can cancel the third Lightning Attack with X-Factar, Lightning Attack three mare times, then finally cap it off
with Lightning Storm. A decent THC from here, if feasible, can knock out most characters.

Lightning Attack is not safe if guarded, so don’t use it as a poke on its own unless you call a crossover assist first t
provide cover, or if you have a plan for redirecting stages two and three an block.




. L
Lightning Sphere M

Lightning Sphere: Lightning Sphere is a projectile that Storm can only throw while airborne. It can be directed up-forward (@), straight forward (@), or down-forward (€®). Once
Lightning Sphere actually connects with an opposing point character, assist, projectile, or beam, it expands into a larger sphere of ball lightning. This is the portion that actually deals
damage (the initial spark is just a delivery system), but it also has astounding projectile durability. When competitors are capable of outgunning Storm’s Whirlwind H, you can opt to
take to the air and shoot diagonally down at them with Lightning Sphere L. Interestingly, while opponents who guard the Lightning Sphere explosion and use advancing guard find their
characters pushed back slightly; their advancing guard has no effect on Storm! Throw a Lightning Sphere they're forced to block, and you're assured of gaining ground. When jumping,
try not to use up your airdash before using Lightning Sphere, so you can airdash immediately after releasing it.

Apart from projectile durability and immunity to advancing guard, Lightning Sphere’s other notable characteristic is the slow speed of the projectile, which allows Storm to cover awkward
angles relatively well. For example, after jumping, flying, and performing Double Typhoon from far away, you can throw Lightning Sphere L. This makes it hard for your rival to get at you
for a few seconds, unless they're right on top of you from the start. Finally, note that Lightning Sphere fravels MUCH faster and is a better aggressive tool during X-Factor.

Flight. Storm’s flight mode
is a central part of her
arsenal. While flying, Storm
can airdash repeatedly,
canceling airdashes into
each other. This is useful
whether you want Storm

to run away, rush in, or
escape after being knocked
into the air. Either alternate
different directions of
airdashes (2 + @@,
3+ @@}, or use plink
airdashes to wavedash in
the same direction across
thesky @ -B @ -®,

separating the button presses by 1 frame instead of hitting them simultaneously).

Since Storm falls without being able to block or act after performing air Double Typhoon
or air Lightning Attack, flight is important for her to be able to use these moves in the air
freely, without handing an opportunity to a watchful foe. If you perform these moves while
Storm is flying, she won't be so helpless when falling to the ground afterward, and she can
guard or attack as normal.

Storm’s flight mode also enables air combos that involve canceling air @ into airdash
repeatedly. This is crucial to increasing the damage of her air combos that aren’t preceded
by a bunch of jump loops that make long air combos impossible anyway. It greatly
increases her usefulness as the second or third stage of TACs.

Fair Wind: During Fair
Wind, Storm uses the
power of the wind to push
her competitor away from
her. This works no matter
where her foe is or what
they're doing. Blocking,
attacking, jumping, any
action your opponent

is performing has its
momentum altered by Fair
Wind. Like Foul Wind, this
is best when used to alter
the jump trajectory of an
opposing character when
the opposing player doesn’t
expect it. Both Fair and Foul Wind have no effect an opposing assists, and neither puts
your rival into any kind of stun or interruption—they can still act as normal; their trajectory
is just altered against their will.

Fair Wind nudges an opponent for a slightly shorter duration (and thus a slightly shorter
length) than Foul Wind, and it takes more of Storm’s time to execute. This is compensated
by Fair Wind pushing your adversary away rather than pulling them in. Use this to bolster
ranged tactics, like using Fair Wind after calling Doctor Doom-—B to ensure that the
opponent is kept far away and is forced to deal with Doctor Doom’s fracking missiles.

Foul Wind: Foul Wind suctions the opposing character toward Storm. Much more useful than Fair Wind, Foul Wind
has hoth a larger effect on Storm’s opponent (moving them closer toward Storm than Fair Wind pushes them away) and

requires less time commitment. It also has more devious, damaging applications. The most basic use—if your competitor
super jumps forward from fullscreen distance, looking to close the gap, use Foul Wind while they're at super jump height,

and they'll be pulled clear over Storm. After they pass over her, their air basic attacks face the wrong direction, unless they
fly or use a special move. Without doing anything, they'll land just on the other side of Storm, in prime position for you to

immediately go for a launcher, an instant float overhead, a low combo, or a throw.

Coupled with the right assist, you can be more aggressive with Foul Wind use instead of just waiting to mess with airborne
adversaries. From what seems like a safe distance to the opposing character, call an assist that takes up decent space

and allows Storm to combo afterward, then immediately perform Foul Wind. The apponent is suctioned into the assist
regardless of what they’re doing. If they get hit, either cancel Foul Wind to Hail Storm, or launch and capitalize with an air
combo.

Like Fair Wind, Foul Wind doesn’t actually stun the enemy whatsoever, so don’t get too predictable or careless with its use.
Your competitor may simply wait for you to drag them in, then slide in with a basic attack, hoping to catch both Storm and
her assist!

Both Fair Wind and Foul Wind can be hyper combo canceled; this can be useful if you drag your target into an assist and want to cancel to Hail Storm, or perhaps to rarely use Foul Wind
“unsafely” befare canceling into the quick Elemental Rage as the foe is dragged in thinking they can retaliate. Needless to say, be ready to THG away from Storm or activate X-Factor if
this parlor trick fails.




Hyper Gombos
Advantage Advantage

Screen  Name Command Hits Damage Starlup Active Recovery on Hit if Guarded Notes

’ Can be mashed for extra damage, knocks down, 0TG- .
1 Hail Storm 2 2 35~69 | .0 capable, airborne after frame 12, beam durability: 25 8
D framek x 1 high prmntv durabmty i

Lightning Storm {7 ¢12> + @@ | 15~ QﬁLLDDU{;

Hail Storm: Hail Storm has slow startup, but it hits nearly the entire playing field and is 0TG-capable. After any air
combo fo flying screen where Storm lands about the same time as her adversary, perform Hail Storm immediately and
mash & to add great damage. (If Storm lands much later than the oppanent, you'll have to use Elemental Rage instead. )
Any air throw can lead to Hail Storm on landing, too. Although slow ta start, after the hyper combo cuiscene, Hail Storm
hits instantly. Combined with the whole hitting-the-entire-screen thing, this makes Hail Storm one of the best—if not THE -
best—hyper comba for using in THCs in the game. Any other character can find a way to hyper combo handoff to Hail
Storm.

THCing from a fast hiyper combo to Hail Storm also makes for a completely safe way to tag out another character for
Storm. Try to time the handoff when your opponent happens to call an assist for heavy red damage. Remember that the

most damage you can squeeze out of the end of any combo is to use a snap back to farce in a badly hurt assist, Hail Storm
happens to also be one of the best hyper combos for inflicting chip damage (especially with Iv 3% Factﬂr active), whichis =~
great against low-vitality foes. i

Having Hail Storm as part of your team’s crossover combination is probably the most impertant reasesn to ccﬂstder
Storm—ax or SiDrm—B as your assist type. Hail Storm works well with literally any other two hyper cambos, dealing
good damage on guard or hit, and pinning opposing point and assist characters anywhere on screen.

Storm receives a significant indirect buif in UMvE3 thanks to air X-Factor... comba to Hail Storm, cancel it with X-Factor (the rest of the Hail Storm still accurs!), then Hail Storm again!
Oddly, your button presses stiil count as mashing for the damage on the first Hail Starm while it's going on, even though Storm is free to move after X-Factor, If you happen fo catch the
opposing player's assist and point together with a “random” Hail Storm, X-Factor cancel then wavedash in to launch both characters as the first Hait Storm ends. Air corba fo a hard
knockdown, then Hail Storm again! Good-bye, two characters, off a fullsereen guess. If their point character guards correstly but you cafch their assist, you probably won't be ableto
X-Factor and dash in during Hail Storm (the point character can advancing guard Storm away), but you can X-Factor and just Hail Storm again ta ice the assist.

Lightning Sterm, Lightning Storm is Storm’s standard air combo ending ayper combo. Almost any time you combo
into Lightning Attack, you can hyper combo cancel into Lightning Storm, {At the end of very long combos, such as
launching after several jump loops, hitstun decay may cause Lightning Attack into Lightning Storm to fait.) Mash. e
maximize the damage. Lightning Storm is extremely unsafe if guarded, so save it for combas exclusively, and he careful
not to embarrass yourself by getting this hyper combo instead of Elemental Rage after a hard knockdown or when' trymg
to punish challengers who make mistakes far away.

Elemental Rage: You can direct Elemental Rage to four points an sereen. For it o strike point-blank next to Storm..' -
input the command and do nothing. To deploy Elemental Rage one dash away from Storm. hold(LJ; two dashes away,
hold @ . Hold @ to strike with Elemental Rage all the way across the playing field, i . o

For its range, Elemental Rage is active in an insanely short amount of time. Its most useful application is to treat it like
you would the beam hyper combaos of Akuma or Dormammu—if you see your apponent start a le_ngthif-aqtioa, you can
snag them with this from anywhere. You can alsa use the move to punish anything your adversary does that leaves
them at worse than -10, which is not a small list of actions. As just one pertinent example, Starm can block Magnetn s
Electromagnetic Disrupter projectile, then instantly punish him from full scréen with Elemental Rage! :

Like Hail Storm, Elemental Rage is OTG-capable, and it's fast enough to sweep epponents Up after throws on the -
ground. Because of its speed and flexibility, it also works well in THCs (though Hail Storm is almost always still

better, unless the wall bounce caused by Elemental Rage helps the next stage of the THC, such as haﬂdmg it over to e
Dormammu's Stalking Flare) .




Storm is a character hest used for attacking an opponent
directly, but that doesn’t make her the same as, say,
Wolverine, whose only plan is “move forward.” Storm’s
low vitality and ranged tools mean that you should take a
more measured approach by feeling your cpponent out,
baiting them into making mistakes, and letting the match
come to you rather than resorting to brute force (which is
a good way to get some of the more fragile characters torn
up). You also need to try to land some glancing hits with

: 2 m— = Lightning Spheres, wind attacks, and assists, since she is
Airdash up to super jump height and fly fo call assists, maneuver, and Storm players can easily manipulate opponents who Super jump in generally not self-sufficient when it comes to hyper meter
use projectiies from the lop of the screen. predictably by using Fou! Wind. If they star clamming up, waiting for in her combos.

the vortex, you can simply air throw them.

Although she’s tailored for aggression, building a team around “runaway Storm” is an approach that can work. Storm can be used to play very hard to get; that was one of the main reasons
she was the best overall character in MvC2. However, she can't build hyper meter by whiffing eight million air fierce attacks at the top of the screen anymore. Enter the three meter-building
assists (Amaterasu—"y, Frank West—y, and Morrigan—"y)! Even though Storm can't super jump, float, then call assists anymare, she can still get assists out there while at super jump
height. Jump and then airdash upward, and voila, you're at super jump height but still able to call assists. From here, if the opposing character is a safe distance away, just call the meter
assist, throw one or twa Lightning Spheres, and activate flight. By now, the meter assist is ready to go again, and you can throw a Double Typhoon or more spheres. If your opponent is too
close for comfort underneath Storm, don’t call a helpless meter-building assist right on top of the opposing character. Activate flight, airdash repeatedly all the way to the other side of the
playing field, then call your meter-building assist.

Between assist calls and whatever glancing hits you score with projectiles while running away, you should generate a hyper meter bar every two or three calls. A running Storm is much
mare threatening when she's armed with hyper meter... anytime you feel you can get away with Hail Storm’s 40-frame startup, you can throw it out there on a whim from fullscreen (you
can cancel into it from Whirlwind H first too, though this telegraphs the Hail Storm somewhat). Hail Storm deals solid chip damage if guarded, and it can deal huge damage to careless point
characters or badly timed assists if not. It's also completely safe if guarded. Return to your regularly scheduled running and spamming of meter assists afterward.

You can stall with Storm in this fashion with or without the meter assist; you’ll just have a lot more meter to toss around with random Hail Storms if you brought Amaterasu, Frank West, or
Morrigan along. Other assists work better if your plan is to disrupt or actually force enemies to block attacks, rather than to just be terribly annoying while building bar. Ground-level beams
hold enemies long enough to ensure super jump height Double Typhoon is put onscreen safely, for example. They'll also help Storm win projectile wars when ground Whirlwind H is too
slow... get above the foe's barrage, call your beam assist during a likely gap, then toss Lightning Sphere L.

If the opposing player tries to retaliate against Storm’s run away tactics by chasing her aggressively in the air—that only plays into your hands. An oppanent who is prone to super jumping
forward is an opponent that can be taken advantage of badly by using Fair Wind and Foul Wind to screw with their jump arcs. You can also use Lightning Attacks as a pseudo-safe poke

against airborne competitors. If the first stage is guarded, you can redirect Storm away to safety; if it hits, the three stages of Lightning Attack give you plenty of time to verify and cancel to
Lightning Storm. :

During all this running, whenever your opponent guards either an assist or Lightning Sphere L, that's a chance for Storm to move into close range even from all the way across the screen.
If your rival uses advancing guard against an assist or Lightning Sphere, it has no effect on Storm’s forward progress. From a normal jump height Lightning Sphere L, just airdash forward
and fall with air=> #+ @) If flight is active, airdash in repeatedly, then fall on the target with air @, which naturally ends flight with an overhead and puts you at point-blank range. At
ground level, you can simply use Foul Wind to pull your adversary in close while they're blocking your assist anyway. Using Foul Wind while your opponent is unoccupied is suicide (unless
you're trying to get cute baiting them into doing something Elemental Rage can beat out), but using it while they’re stuck in guardstun or hitstun from your assist is fine. You can also time
Foul Wind to drag the target into an assist that must be guarded either high or low (for example, Nuva—B or Phoenix Wright—), then strike at the other level with Storm. 2

Meanwhile, while trying to keep an opposing character out, your best poke options are the tip of Storm’s @ launcher or the tip of instant float aire> + G) (see Advanced Tactics). The
little whirlwinds created by Storm’s basic attacks represent her attack hitbox, but she’s only vulnerable on her actual limbs, not on the whirlwind part. Think of the range of your attacks as
being where the whirlwind portion strikes, rather than where Storm'’s limbs do. As a bonus, when poking with ) launcher, you can easily convert full air flight combos on a successful hit.
If instant float air @) hits an airborne foe at low altitude, such as a character jumping or airdashing in, you can land and link st.@‘ proceeding into a full jump loop or flight air combo!
Similarly, if you happen to jump forward with are> + @ to go for an air throw, but you end up hitting your opponent with air ) in midair instead, cancel the hit into an airdash straight
down, 50 you can juggle them and start a combo with standing @

£E21

Storm is nof vulnerable on the whirlwind portion of fer altacks, and @ launcher is only -1 if guarded, making
the tip of & asare poke that leads to a full combo on hit!

Triangle fump afr@ gives Storm a fast, reliable overhead that sirikes any crouching character.
When you’re up close on the ground, the best chain to open with is crouching o, standing @ crouching @ . This is plenty of time to hit-confirm, and the last two attacks are both
jump-cancelable. This enables Storm's best combos, and it also gives you options for mixing your opponent up or regaining ground after Storm has been blocked and/or pushed away with
advancing guard.

Realistically, you won't be cutting the chain combo short to jump cancel standing@ on reaction to advancing guard... chaining to crouching () for a combo must be done too quickly.
If the opposing player uses advancing guard as they block standing &), you will probably be pushed out while crouching @ whiffs, and whiffed moves cannot be jump canceled. At least
their extended guardstun following advancing guard ensures that you aren't punished for this; you simply lose momentum.




However, if you make it to crouching G) and then the opponent uses advancing guard, you have time to react. Jump cancel crouching @ then airdash forward (a “square jump”)
immediately with air & or aire> + @, and you're right back on top of them with a high-priority overhead atiack.

If your competitor blocks all the way to crouching 0 and still didn’t use advancing guard, now you're in prime position to leverage Storm’s strongest mix-up. This time when you jump
cancel the sweep, you're right above your rival in the air. From here, you can:

Quickly overhead them with triangle jump air @

“Empty” triangle jump in with no attack, then land and throw g

Quickly overhead your foe with instant float air © or air=> + @) (see Advanced Tactics) _ 4
Instantly overhead the opposing character with jump forward instant air @ ; following up with a combo requires that you call an assist a
fair bit earlier, so it’s timed to hit just after the rising & " .

Delay an overhead by floating briefly, then attack withc> + @ or<\ + @ + @ (this counterhits your foe if they are desperate to use
advancing guard and hit buttons too early; this may also trick your oppoesition inte returning to crouching guard, if they expect Storm to
land more quickly, as is usually the case. If they jump, this technique air throws them)

Call an assist that pins the target, then airdash forward over their head
Toss Lightning Sphere L diagonally down at them; Storm isn’t pushed away if your opponent guards and pushblocks against this attack P —

Any option except the throw can lead right back into the cr. G 2 st.@ , Cr. @ chain.A ground throw can lead to Elemental Rage or a crossaver combination. An air throw, if you happen to score one
as an option select, has mare potential (using'f} + G) instead of just @ while in the air is for the sole purpose of scaring throws, or breaking them, if you happen to be in range). You can simply
use Hail Storm, or call an OTG-capable assist and launch, or use Double Typhoon L and then jump forward to combo with air@ into Lightning Attacks into Lightning Storm.

If you're feeling cautious, you can also use jump cancels to transition easily back to stalling. Jump cancel backward, airdash up-back, then call an assist and activate flight. From here, you
can throw Lightning Spheres diagonally at your foe, or put a Double Typhoon on screen. If you want to feign cowardice and then change gears, use flight to airdash repeatedly right back in
(hopefully while the assist you called runs some sort of interference at ground level; an assist like Sentinel—Ct occupies foes long enough for you to airdash several times all the way to the
other side of the oppenent, then land, then still go for cr. G or an overhead on the target as they block the assist from behind).

When you land a hit with the main chain, you can make Storm embellish her combes quite a bit. Between jump-cancelable basic attacks, instant float, an airdash, and directable Lightning
Attacks, Storm has scads of possible jump loop variations. These combos aren’t just flashy, they’re necessary; Storm’s biggest weakness is her ability to build hyper meter. Her normal
jump height loops and her flight air combos aren’t icing on the cake; they're necessary for her to tread water. In any case, Storm’s bread and butter combos are trickier than those of many
characters, but remember that she’s more about playstyle and the flexibility she brings to a team than the direct damage that she can inflict.

Storm would be nasty against new characters coming in after a snap back or knockout just
with her normal mix-ups and the invincible tip of her launcher. Lightning Sphere pushes
her over the top, however. Remember, Storm is unaffected by advancing guard against
Lightning Sphere! So, while awaiting a character falling in fresh, jump and throw horizontal
Lightning Sphere M so your opponent is forced to guard it as the first thing they do. Forcing
them to guard when they fall in means they can be thrown afterward (characters who fall in
doing absolutely nothing are immune to throws until they land), so the simplest thing to do
is airdash forward after releasing Lightning Sphere—Storm then ends up in midair next to
her adversary—then air throw them just after they exit guardstun. If you have an assist that

: S ; : : Advancing guard against Lightning Sphere has Storm is extremely dangeraus If olher characiers
can cover you on failure, call it just before the throw. If you time this properly, opposing o effect on Storm! Force new characters to guard hand her plenty of bar to use (or if she generales
players don't have a prayer of mashing out of this with air attacks unless they have 4 frame  Lighning Sphere, then air throw or go for 2 point- extra through TACS).

air @ (such as Nova, Iron Man, or Storm herself). The opponent is put into a position blank mix-up after they finish blocking.

where the best they can hope for consistently is a throw break, after which, depending on
your assist, they may be pinned into a cornered mix-up from Storm immediately anyway.

This same tactic can also work against competitors midscreen, if you happen fo throw a normal jump height Lightning Sphere M and they jump into it. You can even set it up purposefully
by ending Storm juggles midscreen by throwing a Lightning Sphere toward the opponent’s air recovery. If you're on target, they're forced to guard, advancing guard means nothing, and
you're free to go for a reset or air throw!

The meter limitations Storm has are irrelevant if someone else is generating it for her. Storm is great in the same kind of last-ditch situation that Akuma, Dormammu, Phoenix, etc. thrive
under: loaded with lots of hyper meter and lv.3 X-Factor ready. If you make it here and your opponent has already used up their X-Factor, show no mercy: pop Iv.3 X-Factor and Hail Storm,
Hail Storm, Hail Storm! Even one-on-three Storm can turn the tide in the right situation... let's say the first Hail Storm catches an errant assist and nukes it, and then you chip out a second
character with several Hail Storms? Suddenly, one-on-three is one-on-one, if they can’t counter by using their own X-Factor (such as if the reason they got such a lead was by popping
X-Factor early). Meanwhile, any clean Storm hit should lead to a combo that deals at least 800,000 damage and possibly much more. Don’t mess with nature.




' ®==> SUPER JUMP FORWARD, PAUSE, AIR & ==> FORWARD AIRDASH, m@-} tees®, A!H@ @-b»
FORWARD AIRDASH, AIR ® ==> FORWARD AIRDASH, mn@—» FORWARD AIRDASH, mn@-» o
FORWARD AIRDASH, AIR @, ®, LAND, ¥ » « = @& 0TG (MASH )

611,900 damage, 47% meter loss

This combp works if preceded by overheads and ground chains, but in that case, it's more worthwhile to go for combe | or ather]ump belghi vartatiuns 1o biild mora meter Thrs comba ls o
best after poking w4th® launcher. ;

Eight-way airdash characters can Usually only airdash once per airborng period. During fhight, this restriction disappears, so by transnmmng o flight m a Storm air: comnﬂ, you can ioap a
@ canceled to forward airdash, back te alr@ and so on. This goes a long way toward improving the damage and meter gain of Storm’s air camboa (her air chain bemg real#y picky and
puny campared to most: Lightning Attack combos being limitad in follow-ups; and Lightning Sphere Gombos being rad. hut mere frouble than 1heyre wcrth) Flight jasts’ for ]USt undar W
seconds, o it's passible to squeeze five or six heavy attacks at most. After up to five repetitions:of airdash atr@ finish with ajr@ ior 2 hard knﬂekdawn : :

The first trick here is linking alr@ after activating flight. This anly works in short combos where hitstun decay hasn't kn:ked in yei {Don't plan an: fhghtmmbes aﬂer;_ m;: hexghf aaps
u@n!ess you're in Iv.2 or Iv.3 X-Factor.) Storm’s flight has slawer starlup than for other characters who use flight in air Combos 50 :f you re hawng troume wtth ﬂt yau re f rohaby pressxng
way too early. i : :

The second is being able to airdash a;r@ into your rival five times in a row without slipping under thept. You give yourseif a Iot of helg here if vou mnmn the initial arr@ after {anncmng: :
as high in the air as possible. In other words, super jump immediatelyafter launching, but wait as lorg as you can before attacking on theway up. Assuming jfou did that, the key is that the
slower you do this combo, the better it works! Cancel a|r® hits into airdash immediately, but then pause before the next air@ its. Smrm s air\H) pops her Earget up: slkghtty but it alsg
causes enough hitstun so they'll drift back down, if you give them the chance. Hit a1r® foo:fast, and they’ll be popped successrvety hsgher Rtk au@ on the en sguarameed to. m(ss
Slow down, though, and this combo should become second nature, : :

Starm’s lateral airdash travels very far, but as long as you're letting the opposing character’s body drift cfownward Sto;m wWon't shp um}er fhem—sha Ii;us! pns‘h them nack toward the )
corner, as though dashing into them on the ground. In X-Factor, as Storm’s airdashes achieve Iudwcrous speed, thls comboi s still passib!e but iti i much morg dlﬂzcult as o be unreitable Sk
at v.2 or lv.3. A e e 3

This is also a great team aerial combo starter, just by using direction =2 @ in place of the hard knockdown If the next character can ex’tend lnto a hyper cambo ynu can THG Storm r\ght
back in with Hail Storm! OQuch. Especially if you start the TAC with ¥ o @ this move always builds enough hyper meter to work, ra matter what yuu do with the next chara ter, Usmg
teammates creatively in this manner goes a long way toward compensating for Storm's slightly below-average damage ard hyner meier building. it

When you TAC to Starm from another character, this is the combo you want to attempt (withogt the pre-flight acrdash thnugh elther i m’m airtl i
perfarm one a|r® and then fly). This is also possible if you happen ta catch the enemy in the gut with ﬂlF@ a1r-!a-au aut jUti il vrant io finish vu’]i‘i'r Lighmlng Attaf:
Storm rather than awr@ in that situation, as you won't get a hard knockdown or air exchange hit since the cos nho didn't start with a1aunch i

==z CHRIS—ry, THROW OR LOW ALTITUDE AIR THROW, CHRIS’S GRENADE HITS DASH 8T, @ Cﬂ ®)

FORWARD JUMP, AIR @, ® ==I> FORWARD AIRDASH, AIR ®, LAND, ST. @, ST. @_,"@—b FOHWARD SUPER umP
AIR @, @, ® = FORWARD AIRDASH, AIR@® = @ = .x3@> & = .. {MASH _

431,700 damage, 1% meter gain!

1,094,700~1,212,100 damage, 41~56% meter gain (lv. 2,"3 X- Factur}

With the extra speed granted by higher levels of X-Factor, Storm gains access to new combos. She's fast enough to eastiy ik standlng @
altitude: she’s also fast enough to substitute standing @ for standing @ as the landing link I her jump loeps. The i:mmg of her fiimping ai
X-Factor, or even X-Factor level 1; although Storm is faster, you'll actualiy want to do things slower, so she duesntget out of hand and &qum jast i
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Tap or hold 4} while
Storm is airborne

to make her float.

This kills all upward
momentum and begins
a slow descent. Only
Rocket Raccoon is also
capable of this trick.
Apart from obvious
uses for hovering in
the air longer than your
adversary anticipates,
float also enables fast,
extremely low altitude overheads. This is because floating can be performed
as early as the 4™ frame after Storm begins to jump, the first frame after she
leaves the ground.

To execute this, tap any upward direction twice very quickly. Try to be
precise, and tap up again cleanly after just one upward tap for the initial
jump. If you get errant inputs, Storm may end up jumping and then
immediately airdashing upward or sideways.

Once float begins, you can input attacks immediately, so once you're floating
at low altitude, it's just a matter of hitting a button. Air @ during instant float
whiffs over many crouching characters and doesn’t cause enough hitstun in
this situation to follow up with a ground combo consistently. Stick to using air
@, > + @, 0r©. Whyc> + @ when Storm doesn’t actually have an air
o> + () command attack? The better to option select a throw or throw break,
if your opponent happens to jump.

Once you feel comfortable performing instant float air moves on their own,
you can mix them into combos and mix-ups. Anytime your rival guards
crouching @, you can jump cancel and immediately float, then have a quick
overhead heading for a target who was just blocking low.

S

Using instant float for overfieads allows you to give your opponent a
different look when fishing for combos.

imple Hail Storm combo

: B =
Instead of launching
near the end of Storm
ground loop combhos,
you have an interesting
chance to let the }
opposing character /
hang themselves
and reset to another
comhbo. Storm comhos
inevitably eventually
lead to a standing or
crouching @ before
a launcher. Instead
of launching, call an assist that occupies a lot of aerial screen space, like
Rocket Raccoon—y, then cancel the heavy atiack to Foul Wind. Since you
didn’t launch after G, the opponent air recovers at normal jump height in
front of Storm, just as she sucks them farward with Foul Wind and as her
assist arrives.

Depending on whether your rival air recovers forward, backward, or in place,
and depending on which assist you use (Rocket Raccoon is just a useful
suggestion... there are many possibilities), this can have lots of different
effects, but the important part is that they can he virtually unblockable on
reaction. After all, Foul Wind sucks them forward, and they’re air recovering,
s0 it's quite possible that they may cross just past Storm, running into her
assist on the other side. :

To add another layer to the mix-up, you can dash under them as they air
recover, and call an assist while using Foul Wind from the other side... or
call the assist from the original side, then dash under, then use Fair or Foul
Wind as appropriate. Finally, you can opt to do nothing, let them flip out, then
jump and air throw them. If you finished a ground combo with crouching @,
you can also jump cancel backward and fire Lightning Sphere. If you vary your
approach and use assists that hit lots of normal jump height screen space,
this approach is basically guaranteed to hit the opposing character a lot of the
time, in the same way that using Wolverine Berserker Slash mix-ups well is
essentially unguardable on reaction. In this way, Storm can pile on damage
without being totally reliant on tacking on her hyper combos.

You can use Fou! Wind fo create some very confusing post-air recovery
Situations.

5

Damage
337,300, 53% meter loss
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MTERNATE COSTUMES

v ¥y N 24 2 (e Einigle . S e "
¥ h fé 2 e Level 2 (2 teammates remaining) e i o _
e f iR Level 3 (1 teammate remaining)

ke Your primary goal with Super-Skrull is to get within range of his Efastic Sl_aﬁ special move.
% i % . Why would you want to focus on being in range of Elastic Slam?
n - i 2 Elastic 8lam is an unblockable throw with incredihie range, with

two versions that can grab either airborne or grnunded opponents

Lack of hithox on Super-Skrull’s arm means Elastic Slam M can

AR pass through most basic attacks and projectiles
A% Super-Skrull has many 0TG-capable moves, allowing you to
%W create high damage comhbos off a successiul Elastic Slam

: Being in range of Elastic Slam forces your competilor to make a
E " choice; they cannot sit and play passively

3 § Hew do you get Super-Skrull within range of Elastic Slam?

i i)

[ : Forcing your adversary into the corner, whera thelr ophuns fur

! : escaping Elastic Slam are very limited

b | Utilizing lockdown crossover assists to force your foe into
S : - blocking, then getting into posifion for a mix-up

e 7 .\_ L & 2 y : : . .
i - 5 E j - Using Super-Skrull's unigue airdash in conjunclion with Brutal

Pile Bunker and Stone Dunk to appmach the target

Using Meteor Smash with crossover assmls tg qumkly close the

distance on your rival
iy
Fu ¥oa: o | TUNING SINCE ORIGINAL MyC3
% %{5 » i ;ﬁ?r ’{{ i Super-Skrull received several minor tweaks in Ultimate Marvel vs. Capeom 3,
5 LA 5 A | the most obvious addition is the ahility to perform Meteor Smash in the air. The
i f‘ ‘7\_, \?\ é 7 \:\ i super armor capabilities of Orhital Grudge now kick in two frames earlier, and
_‘ ; ! 4 Y { he can no longer blgck while airdashing. Each of his hyper cambos has changed
§ # i . | slightly, as well: Inferno can he mashed for more damage, active and recovery
:‘ R frames of Skrull Torch have been tweaked, and Death Penally no longer requires
a specific combination of buttons to determine its landing area.
‘ o ‘ o . Super-Skrull can no longer guard while in the middle of an
1 B ; ‘ airdash
| o
! ") _ i 7 : ‘ Meteor Smash can be performed in air
3 1 | : : :
b Orhital Grudge super armor properties activate two frames faster
& 2 N Inferno is mashable for added damage
¢ Chilen: ‘ : 5 3
- % ?ﬁ‘“ 3 Skrull Torch active frames increased
: ‘? 3 Death Penalty automatically homes in an your opponent’s lacation
af "™ ; and no longer requires a specific button comhination to determine
: - where the attack lands
: i "' :
’ o 1\

333
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| Screen Command Hits Damage Meter Gain Starlup Active  Recovery Adg::mge Adgﬂg:ggeii Notes

( standing or 1 100,000 800 " 4 4 5 Launcher, not special- or hyper combo %
canceﬁahle

Command Hits Damage Meter Gain  Startup  Active  Recouery Ad::rg:atge Adgsg:ggg it Notes

Screen

- Air @)
Air @



M@ causes 2 hard knockdown when used jn a launcher combo (this is sometimes called flying screen). When used outside of a launcher comba, air 8) hehaves maostly like another
basic attack. Air exchange attacks, performed by inputting a direction pFus@. arg only possible during a launcher combo. Exchange hits initlate team aerial combos by tagging in the next
available character to continue the air combo.

Screen Gommand

Air @

Hits

Damage

Meter
Gain

Startup Active Recovery

Advantage Advantage
on hit  if guarded

Overhead attack, causes hard knockdown if used
in launcher combo

Air{> # @ (during launcher combo)

Tags in next available aliy whi
opponent upward

Aire> or<a + @ (during launcher combo)

Air{? + @ (during launcher combo)

ks

Command attacks resemble basic attacks but have different chaining and canceling properties. It's usually possible to chain into a command attack from basic attacks. but most command
attacks cannot be chained from or canceled themselves.

Screen Name

Elastic
Punch

Command

>+ @

Hits Damage

90,000

Meter

Gain Startup Active Recovery

22

on Hit

Advantage Advantage

if Guarded

Notes

Stone
Smite

Standing @ (hold)

120,000

22

0TG-capable, wall baunces rival, ju
hyper combo-cancelable, inflicts chip

Rolling
Hook

e+ @

130,000

24

Hard knockdown, inflicts chip damage

Worm
Squash

vv+o

37,800

29

Onlyhits grounded foes, not Specal- o hyper com
adversary remains grounded

Flame
Kick

Crouching @ (hold)

110,000

4

34

0TG-capahle, spinning knockdown, jump cancelable, not special- or
hyoer combo-cancelable, inflicts chip damage

Brutal
Pile
| Bunker

Ly + @

115,000

Until
landing*8

16

Dverhead attack, 0TG-capable, floor

| special- or hiyper combo-cancelable, inflict

Stone
Dunk

Air @ (nold)

120,000

22 (or until
grounded,

lthen 1 frame
of recovery)

Overhead altack, ground bounces target, not speclal- or hyper
combo-cancelable, inflicts chip damage

Elastic
Uppercut

T—

Throws are for snagging passive or blocking opponents. Since throws are active so quickly, you can also use them to preemptively toss opposing characters out of their offense. Combos
-are usually possibie after throws, one way or another,

Screen  GCommand

o>+ @ (ground)

Hits

Damage

Meter Gai

n  Startup

Active

Notes

Hard knockdown

<o + @ (ground)

Hard knnckdéwﬁ .

Hard knockdown

<=+ @ (ai)

(
(air)
(

Hard knockdown

T

T,




i | , 1 ; / Ve |
- s 0550 R RECO
pe 0 atio e D Da g i A 0 D 0

% I 0 0 0
i h 0TG-capable, wall bounces
e 1 Super-Skrull—¢t | Inferno Stone Smite 1 960 58 6 113 83 opponent

e : & | Orbital Grudge| | super arm

| 2 |superSkul—3 | Inferno O‘bu‘”a e 1

: 3(4)3(4)3(4)3(4)3(4)
A SUPBT'S'"U”_'Y Skrull Torch TenderizerH | 10 | 121,600 | 1536 42 3(5)303(413(9)3 17 a7 Knocks down foe

500 - (-1 hyper

auat meter bar

T |+ 1
=
n hit, snap back forces the opposing point character o be replaced by an assist. Opposing assist calls or {ag outs are also locked
t for 4 seconds

+2

Meter

Advantage
Gain

on Hit

Advantage

Command if Guarded

Screen Name Hits Damage Startup Active Recovery Notes

Orbital Knaocks down opponent, 1 hit of super armor during
grugge L |V 15>+ @ i enell | BN frames 8-17 |
Orbital R 7
T | Grudge M Vs + @ 8 .
Orbital : Knocks down rival, 1 hit of super armor during
Grudge H G e+ O 9 | 171,100 | 2016 20 20 21 +10 8 frames 18-34
5 | Fatal | (During Orbital Grudge) 1 e % !
: Buster 7 1+ Sl
3(4)3(4)
Tenderizer 3(4)304) Knacks down competitor, @ version is 0TG-
345 {in air OK) L) 10| 121,600 | 1536 | 18 |3(43(5) 25 - -5 capable, all hils besides final cause hard knockdown, {
%) final hit of @® version ground bounces
Elastic ; ' Al
678 |oom (V2 @ 5 |
9 y:];e;,f (in 2 125.000 | 1040 99 26*3 2 2 21 Frames 6-19 invincible, 0TG-capable, hits overhead,
air OK) Rp el ) knocks down target




Orbital Grudge: Super-Skrull spins
forward in a whirling fury of stone and fire.
The length of the spin Is determined by
which @ button is used. All three versions
have super armor properties, but the super
armor kicks in progressively slower with
increased strengths. All versions of Orbital
Grudge can be canceled into Fatal Buster.

Fatal Buster. Super-Skrull follows up
Orbital Grudge with a massive uppercut
that wall bounces your opponent and leaves
them in a hard knockdown state. Its lengthy
recavery time makes it difficult to chain

the wall bounce into a combo, but it's not
impossible. From midscreen, you can have
Super-Skrull dash forward and juggle &
launcher into a combo, or follow up Fatal
Buster with an OTG-capable Meteor Smash
and hyper combo cancel into Inferno.

In Ultimate Marvel vs. Capcom 3, the super
armor effect of Orbital Grudge now kicks in
two frames faster than in the original release.
Super armor for Orbital Grudge L takes
effect after eight frames, so you can now feasibly use it to combat certain basic attacks
and projectiles.

Tenderizer: Combining the powers of Mr. Fantastic and The Thing, Super-Skrull unleashes a barrage of rock-encrusted punches. The @ version directs the punches at a downward
angle, punches straight ahead, and @) directs the punches at an upward angle. Tenderizer ®is OTG-capable and is the fastest way to extend combos from midscrée_n. The final
hit of Tenderizer L ground bounces your foe, allowing you to follow up with the Skrull Torch hyper combo. You can even use it to create an infinite combo (see the Advanced Tactics
section). However, in most OTG situations, you'll want to use Meteor Smash, since it leads to more damaging combos.

1I04YS-43dNS

The use of Tenderizer outside of combos is not advisahle. Opponents can easily use advancing guard to push Super-Skrull back and punish the attack. Always be wary of pushing too
many buttons when playing Super-Skrull! :

Elastic Slam: Elastic Slam is an unblackable command throw that is the most important tool in Super-Skrull's arsenal. The ® and @ versions both reach in front of Super-Skrull with
varying range. Elastic Slam L has a range of about three character widths, while Elastic Slam M can reach about five character widths at the expense of a small dead zone right next to
Super-Skrull's body. The @) version of Elastic Slam grabs adversaries out of the air and serves as a great way to reset foes coming out of air recovery or create a simple mix-up with the
other two versions.

Any version of Elastic Slam can lead to an easy combo—try Meteor Smash into Inferno for 527,500 damage, essentially forcing your competitor to stay off the ground at all times!
The@ version of Elastic Slam can sometimes be used on reaction if your opponent throws a mid range projectile. Super-Skrull’s hand lacks  hitbox, allowing it to pass through the
projectile cleanly to grab the opposing character.

- AR Meteor Smash: Super-Skrull’s Meteor Smash allows you to land OTG hits from anywhere on the screen. Used in almost
i all of Super-Skrull's combos that lead into Inferno, Meteor Smash is a huge contributor to Super-Skrull’s high damage
output. One of Super-Skrull's big changes in Ultimate Marvel vs. Capcom 3is that you can now also perform Meteor
Smash in the air, giving Super-Skrull the ability to dodge incoming attacks as well as some easier combos. Outside of
combos, you can use the delayed invulnerability of Meteor Smash to escape the corner against characters too slow to
punish it—like Haggar or Nemesis. You can also occasionally use it as a counter against zoning projectile attacks, a
surprise anti-air against super jumping opponents, or even as a surprise cross-up. When used with a slow long range
projectile assist like Doctor Duom—B or Sentinel—0x, Meteor Smash can be a great way to start offensive pushes: call
the assist, attempt to cross your opponent up with Meteor Smash, then continue with a combo as the assist’s attacks
begin to hit! However, without the proper assist back-up, it's advisable to use Meteor Smash sparingly outside of combos
since it is very unsafe if guarded.

The button used to determine the final destination of Meteor Smash is screen-relative; @ lands on the left side of the
screen, @ in the middle, and @ on the far right side of the screen.




Hyper GCombos

Screen Name Command

Hits Damage Startup Active Recovery

] "Ad'va'ntage
on Hit

Skrull Torch | Sy 5> + @@ (in air 0K)

Until
grounded,
then 1 frame
of recovery

293,200

Infarno Wancelss W‘(iﬂ air OK)

| 50~89 | 100~340,

o84,

Death Penalty |2>{} &\ + @@

Skrull Torch: FHame On! Super-Skrull does his best
Johnny Storm impersonation and turns himself into a
flaming missile that flies across the screen and can be
directed using the controlier. Skrull Torch may simply be
viewed as a combo finisher after Tenderizer, but it has

a high number of invincibility frames and fast traveling
speed that make it an effective tool for taking risks to catch

13 | 450,000

Inferno; Super-Skrull unleashes the full fu'r_y' f
power! Inferno has a huge area of effect, butitis als
slow and does not have invineibility. Inferno is Hiff

use outside of combos, but it's not too big of a detriment.
since most of Super-Skrull's combos end with an Inferno.

anyway. The damage potential of Inferna has been :
increased in Ultimate Marvel vs. Capcom 3, since it can

Frames 4-19 (4-11 in alr) invincible, knocks
down foe, Super-Skrull can be directed up or
down using the controller

opposing characters.

I's also one of the only defensive deterrents Super-Skrull
has when facing aggressive adversaries wha like to get
close. You can activate Skrull Torch either on the ground
or in the air, but just be sure that you have an extra gauge
of hyper meter to perform a team hyper combe if your rival
blocks.

=

O et it

Super-Skrull's command attacks, paired with a slow
prajectile assist, offer a great way to get close in on
your compelitor,

Use Meteor Smash to cross up opponents, putfing
Super-Skrull in a perfect spot for Elastic Slam L.

now be mashed out for additional damage.

Super-Skrull may have all of the powers of the Fantastic Four at his disposal, but the most
valuable of the four is Mr. Fantastic’s stretching ability—represented in this game by the Elastic
Slam. Elastic Slam has a great range, but you still need to put some work in with Super-Skrull
to get him within range of this powerful command throw. Luckily, there are a few techniques
that are sure to help.

First, Super-Skrull has the option of covering distance by coming in from the air. His airdash
only travels in one direction—diagonally upward—and should keep him safe from most
grounded attacks. Have Super-Skrull jump into the air, activate his airdash, and then hold down
© tocomeat your foe with a fully charged Stone Dunk. It covers a large area of the screen
below Super-Skrull, can be used to cross up your opponent, and causes a ground bounce on
the target if it hits, allowing you to follow up with a combo. Brutal Pile Bunker is also useful
from an airdash, guickly dropping Super-Skrull to the ground with a punch that also ground

bounces your rival. Brutal Pile Bunker has a -4 frame advantage on block, so unless your opponent has a quick jab, Super-Skrull should be able to block in time. Alternatively, you can airdash

toward your rival and input > #

G’ as you come in. While not a command move of any type,'::> +

counts as an air throw attempt and air @ can beat most anti-air attacks.

0n the ground, Super-Skrull has a couple more options to quickly close the distance. The first is to simply wavedash toward your adversary. Super-Skrull has a very fast wavedash that, when
executed properly, can get Super-Skrull within range of Elastic Slam M in less than a second. Rolling Hook o> + @ is another option, since it covers a full screen’s worth of distance

and causes a wall bounce on hit.

All of these options are greatly enhanced with a slow, long range assist such as Doctor Duom—B or Sentinel—a. Super-Skrull relies heavily on these types of assists to create cross up
situations or to make his moves safer. For example, calling Sentinel—t immediately before performing a Meteor Smash causes the drones to hit just as Super-Skrull lands his attack. If the assist
is blocked, you can set up the next offensive move—such as an Elastic Slam—or if the assist hits, you just received an opening for a massive combao opportunity!

M



Once you're in range to grab your opponent with Elastic Slam, setting up mix up
opportunities is going to be key for Super-Skrull's strategy. The easiest Elastic Slam mix up
comes from poking at your rival with standing G Doing this gives your rival a few options,
each of which can be countered. Begin by staggering the hits so that the added timing can
strike opponents trying to use advancing guard. Standing 0 also hits low, so it can catch
adversaries trying to jump away. Any time during your standing L] prods, cancel into
Elastic Slam L to punish your opponent for doing nothing. Should the standing 0 attacks
hit, use that opportunity to start up the combo of your choice!

Successfully catching your target with Elastic Slam H is a bit of a guessing game. If you
think your opponent is expecting Elastic Slam L or M and is going to jump away, call out

an assist to cover Super-Skrull as you attempt to grab them with Elastic Slam H. If your
adversary blocks, they'll be forced into guardstun while the assist attack plays out and keeps
Super-Skrull safe from harm. Should your opponent jump and get caught in Elastic Slam,
well, you've just earned yourself another combo opportunity. All versions of Elastic Slam are
risky attacks if avoided, so be sure to cover your attempts at every opportunity.

Make mix-up attempts safer by utilizing assists. Nearly every time you force your opponent to guard a crossover assist, you can immediataly
put your competitor into an Elastic Slam mix-up. From wherever Skrull may be on the
ground, react to the assist making contact, then immediately have Skrull dash forward and use Elastic Slam M or H. This lets you be threatening without being in the range of crouching (L)

Super-Skrull has very few options to protect a failed Elastic Slam grab. If you've got the meter to burn, you can cancel the Elastic Slam into Inferno and then team hyper combo to another
character. Otherwise, you have to cancel out of Elastic Slam with X-Factor and hope you can capitalize on the added boost. X-Factor is never something you want to waste, so keep your
options open as best you can.

Super-Skrull struggles a bit when it comes to maintaining a solid defense. Very few of his
normal, command, and special moves are useful for escaping a bad situation, but knowing
what tools are useful is paramount when the momentum of a match starts going the opposing
player's way.

In Ultimate Marvel vs. Capcom 3, Super-Skrull lost his ability to block during an airdash. This
made what was once a valid escape plan now nearly useless for that purpose. For air defensive
options, you have to rely heavily on air throws instead. Luckily; with the added ability to
perform Meteor Smash in the air, you can option select an air throw. As you head toward your

Orbital Grudge super armor kicks in earlier in You can use Meteor Smash’s invincibility can be : o ; T
Ultimate Marvel vs, Gapcom 3, Take advantage of used 0 escape sticky Situations. . if youe carefyl OPPOMENt, input s> * @ and cancel it into Meteor Smash, and if the attacker is in range,
this to punish your foes! they’ll be snagged by the air throw; otherwise, Meteor Smash is activated instead to send

Super-Skrull away to safety. Alternatively, you can meet opponents in the air with a@ @,
© chain that should keep Super-Skrull safe until he is grounded on block, or lead into a big combo if it connects.

If Super-Skrull gets trapped in the corner, salvation may lie in Meteor Smash and Orbital Grudge L. Meteor Smash is invincible from the 6th frame, allowing you a chance to have Super-Skrull
escape the corner if you can time it to start between enemy attacks. Be sure to push the right @ button: you wouldn't want to estape just to come right back down in the corner you were
irying to escape!

Orbital Grudge L has super armor properties that start on the eighth frame of the attack, much sooner than in original MvC3. A 2 frame speed up may seem small on paper, but in practice, it
means that Orbital Grudge is now more useful and viable to chew through an opponent’s offense. If the attack is guarded, you can mix up with a delayed Fatal Buster to catch competitors trying
to punish the Orbital Grudge.

In the end, howevsr, the safest defense option for Super-Skrull is to utilize advancing guard to get your rivals off your back, and keep a sharp eye out for opportunities to air throw your attacker.

/. ST.®©, CR. @, CR. @, ® ==> FORWARD SUPER JUMP, AIR @, @, @, ®, LAND, {IF THE ENEMY IS MIDSCREEN,
>4 N ¢ @et> § # « & @ (MASH @)} OR {IF THE ENEMY IS CORNERED, FORWARD JUMP, AIR ¥ & @), © ==%>
FORWARD SUPER JUMP, AR @, @, @, ®, LAND, » ¥ X & @ => ¥ # « & @O (MASH @)} .

689,900~737,300 damage, 40% meter loss or 4% meter gain

This basic Super-Skrull combo has variable endings based on Super-Skrull's position after the first air lﬁ', iﬁl.c . (@ chain. Delay the air@ hit 1o the last possible moment to ensire
the air ¥ Q‘L will connect and put Super-Skrull in range to launch with@. Otherwise, it's possible that the launcher attack will whiff entirely. i

Should your challenger block standing ‘@, crouching @, chain into a delayed standi onnects, fransition into @) and continue the combo, or chain standing @ and kara-
cancel into ¥ M €= @ befare it connects. Standing @l leaves you at a frame advaniage when blocked, so centinue your offense in that

Ji. 8ST.©, CR. ®, @, ® == FORWARD SUPER JUMP, AIR @, @, DELAYED @, DELAYED &, LAND, ST. ® (HOLD), :
WAVEDASH FORWARD TWICE, ® ==> FORWARD SUPER JUMP, AIR@, @, 8, ®, LAND,_£+ L () ¥t =
% (MASH @)} OR (¥ = @& (HOLD)==> § »# &% < @@ (MASH &), LAND, ¥ » « = @ (MASH &)}
746,400~917,800 damage, 4% meter gain or 100% meter loss -

combo that pummels your foe to the closest corner. After the first faunch, you must delay the inpu't af both a‘:r@' and@
s you enough time to fully charge Stone Smite. After the wall bounce. launch your rival with ( then perform the

following air chain at the peak of Super- rrectly, you should have just enough time to land a fully charged crouching @ When the flaming swesp hits, cancel it info.

a jump and then Inferno by inputting Y eR O
time to juggle with another Inferno.

If performed near a corner, it's possible that Stone Smite can send your adversary flying over Super-Skrull’s head. In this case, remember to reverse your input directions and input the
appropriate button to correctly land Meteor Smash.




e @ >V n s @e=> 42« @D (MASH®)
517,500 damage, 72% meter loss

Super-Skruli’s command grab is an essential part of his battle plan. This simple combo ensures you'll remove at least half of an opponent's lite from a single Elastic Slan:.

" FRONT AND BACK GROUND OR AIR THROW, = ¥ % & @e==> § ¥ « = {_MASH @}'
456,500 damage, 82% meter loss '

Similar to Combao 111, this variation starts with an air throw instead of Elastic Slam. [t does less damage than the Elastic Slam variant, but an;'} extra damag_e is always a ipfu's.;_'

FORWARD SUPER JUMP, INSTANT ¥ = , FORWARD DASH, ST. ©, CR. @, CR. ® @-P FURWAHD SUPER JUMP
AR®, ®,®, ®, LAND, » ¥ %« = @ ==> ¥ # « & @ (MASH @) '
656,400 damage, 33% meter loss

Super-Skrull's Burning Pile Bunker (air v o @ ) isn’t just a handy OTG attack, but it can also serve as a fast Uverhead atiack wnh gmund bounce pmperiles Take advantage of ims mwe
to catch unaware adversaries and chain into this damaging combao for minimal meter loss. % :

. s> @+ >@e=> 4 #«c @D (MASH®)
562,700 damage, 80% meter loss

Rolling Hook is a great tool for covering a lot of ground guickly. [f the hit connects, quickly perform Meteer Smash H into Inferna fb.r a gﬁodchunk'ﬂf'damag& Cumpégjmrs_h@& anticipate =
this move and attempt to call an assist to stop Super-Skrull, but Rolling Hook is more than likely going to catch the assist character, as well, Ie_adin"g-i'o_ah even greater advantage for Yo

. ST.@©, CR. ®, ®, ® ==> FORWARD SUPER JUMP, AIR @, @, nmven@ DELAYED@ LAua sr @(Ham)
WAVEDASH FORWARD TWIGE, ® ==> FORWARD SUPER JUMP, AIR @, ®, ®, ©, LAND, ->+ s + @-’b_ ;
@D (MASH @) 553 ¥ # « © @ (MASH ®)

990,500~1,055,300 damage, 100% meter loss

This punishing combo is a slight variation of Gomba Il that is nearly a guaranteed K.O. against a majority of the cast. The X-Facior cancelinto @ secend Inferno at the 'énd af! 1:§1e'cd_n‘al_:t_o o o
leaves a large chunk of X-Factor duration left to use against the next character on your opponent’s team. However, only utilize this cambu when you e certain 11‘ IS gosng m K' .
adversary; otherwise, you'll burn valuable X-Factor time trying to get the last few hits needed to finish the job on your current fos. : 5

B A e RO R @‘ WALK FORWARD, @» FURWARD SUPER JUMP MH@ @ @ @ i.AND
>¥u% 2OV 2« @D (MASHE)

823,600~975,500 damage, 14~3% meter loss

Another X-Factor combo that can be started from Elastic Slam, this combo can also be started from normal and air throws for less dar'ﬁag_e; .




ADVANCEDNAGTICS

With Super-Skull’s vast array of moves that can cause wall bounces, ground bounces, and are OTG-capabhle, it is pretty
easy to find yourself in a combo where you've used two launchers, and an OTG Meteor Smash causes an adversary to

air recover instead of being knocked down. You can capitalize on this by grabbing your rival out of air recovery with
Elastic Slam H!

The easiest reset you can practice is a fairly simple combo: @, @), @ == ¢r, B == ; /2 <5 + @. You can
perform this combo anywhere on the screen and get a feel for the timing of grabhing opponents out of air recovery. Be .

= 4 = sure to follow up the Elastic Slam with Meteor Smash and hyper combo cancel into Inferno. La"
ggggﬁ;fggr’gsaﬁ%‘zifvg’*;”géfn%’?é’:’éﬁgﬁ‘]”’@ The Elastic Slam H grab out of air recovery is never guaranteed, however. Characters with fast aerial mave options like
Meteor Slam == Jnfarno combo. eight-way dashes can easily escape the attempt. Character who air recover forward can escape the grab every time,

and this gives your competitor the opportunity to severely punish Super-Skrull while he recovers from the whiffed grah.
Luckily, the natural tendency for most opposing players is to air recover backwards, and this is much more difficuli to escape the long arm of the Skrull Empire!

Super-8krull has an infinite combo that works against cornered foes in a hard knockdown state. The combo itself looks

simple on paper, but the execution is a bit trickier: 17 + @ (charge) == jump == @) (repeat)

The trickiest part of this comboa is timing the three @ inputs to trigger Tenderizer L at the exact moment Super-Skrull

leaves the ground. To time the hits, watch for Super-Skrull’s leg to connect with his challenger and press ® twice.

Immediately after, press &7 , and input the final @® command as soon as Super-Skrull’s feet hit the ground. This is the

trickiest part of the loop, but when done correctly, the final hit of Tenderizer L is canceled by Super-Skrull touching the
i . ground, negating the ground bounce and leaving his opponent in a hard knockdown state. Super-Skrull is now free to

Tondri L i e Shol e i 1981 the:Joop with another Flame Kick.

[preventing the fast hit from coming out and leaving After four to five repetitions, Super-Skrull gets pushed too far back for the Flame Kick to connect. When you think

Your opponent n a fard knockdown siale. you’re outside of the hit zone, simply dash cancel into Flame Kick to close the distance and continue the loop.

After seven to eight repetitions, damage scaling will have kicked in to a point where Super-Skrull is hardly dealing any damage to his rival. Luckily, at this

point, Super-Skrull has built three bars of hyper meter off of the loop and can most likely finish of the opponent. Follow the last air Tenderizer L with a

grounded Tenderizer L and cancel into Death Penalty. The infinite combo pays for itself, and you’ve got one fewer enemy to worry about!

4 )
) | and g0 a or a gndg 0 ) 0 UL g fallo 1 I
1 nan e d
A id i 0 Oppo § i 0o i} d 0 10 0 i D id i 0 ) i ) D 1 1 t
d P 1 ONg 4 ) 0 OmMBbo ang po 1 1 a gisad i
A DER n 0 AIR A
0 Da
£+ @ o> + @ TAC to Super-Skrull, 2> £4 + @ must be done before Skrul tauches the ground from the first jump Varies based on damage scaling
RO RO 0LD) = B L e, AlH OLD AND DRWARD DA DRWARD FER ViP
nER 1 . -+ l ] 4
ole Da e
Requires corner 753,200 damags, 118% meter loss
v N ORWARE DER P EORWARD AIRDA AlR AND 01D ORWARE D 5
OLD AND DRWARD DA o DRWARD DER D AR AND kD
i\ 1! . |
0 Da je
Requires corner 958,300 damage, 106% meter loss
H URWARD PER P_AlIR 1) A ) DELA ) AND ULD R DA DRWARD
OR ARD DEDR P AR i I
0 )
i 916,200 damage, 206% meter loss
R. @ DRWARD PER P, AR v, DELA B § f ) AND OLD) f A GRWARD
URWARI PER P, AIR (), (¢ AND OLD) & JRWARD 2 AND ORWARD DA
aie D

Requires corner, once the first hit connects, the combo continues indefinitely Damage varies depending on the amount of loops performed




TASKMASTER

*'I CAN USE CAPTAIN AMERICA'S SHIELD, FIGHT
LIKE IRON FIST, AND INOVE LIKE DAREDEVIL.
SIMPLY PUT, I'M AWESOME. *

Unrevealed Professional Griminal,
Gombat Instructor

Taskmaster possesses photographic reflexes,
which enable him to waich another person’s
physical movements and duplicale them

withaut practice, no matter how complex.

Taskmaster perfectly copies the
weapon-fighting styles of super
heroes, such as Gaptain America’s
shield, Hawkeye’s bow, and
Spider-Man’s web-shooters.

He learned many moves by
watching videas of heroes in
action, and used his photographic
reflexes to copy them and make
them his own. Gonsidering himselr
a businessman, Taskmaster apened
a mercenary school for training
criminals in the fighting arts.

The Avengers #195 -usan)
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“This s biographical, and does not represent an emuaimn of tha : :‘

in-game combat potential of this hero.
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,100,000

X- Faclnr Bnost A '_ : Dam e o i ‘Sﬁe_ed_' _ﬁ
Level 1(3 leamrnﬂtr*% ramammgl
Level 2 (2 teammates remaining)

Level 3 (1 teammate remaining)

Taskmaster is well-rounded character who can produce big damage at close range or from
4 distance. Your main goal is to play a keepaway game using Aim Master with the help of
crossover assists. Why this goal?

The damage, range, and guardstun/hitstun produced from Aim
Master make it a great tool for forcing opponents to get closer.
It is possible for adversaries to take heavy damage hefore ever
getting close to Taskmaster

Attempts at advancing on Taskmaster can be countered with the
speed, priority, and damage potential of Charging Star

ST .

If Aim Master isn’t enough to overpower your rival’s long—
range game, you can use Guard Master H to counter opposing
projectiles, further limiting your opponent’s options from
fullscreen

How can this goal be achieved?

T R
-5 o

Using Aim Master’s varying firing angles with projectile crossover
assists to cut off your competitor’s means of approaching while
simultaneously causing heavy chip damage

Countering the opposing character's advances with Charging Star
after they become frustrated with dealing with Aim Master

Retreating by jumping back with Aim Master M

Ty T L T

TUNING SINCE ORIGINAL MUC3
Taskmaster’s returned with several shanges in Ultimate Marvel Vs. Capeom 3. Sting Master
has been added to his pool of special moves, and Web Swing can now be canceled into Aim
Master or Legion Arrow at any time. The damaune on Alm Master and Legion Arrow has been
reduced, though Legmn Arrow can now be mashed for more damage, effectively nullifying
its damage reduction. :

Aim Master damage reduced

New Move: Sting Master ¥ % = & & causes hard knockdown
Weh Swing now cancelable with Aim Master or Legion Arrow

initial Legion Arrow damage reduced, but it is now mashable for mare
damage

Aim Master H arcs lower

Air Aim Master H causes less Hover

Charging Star knocks opponent further back, I:ut not as high
Taskmaster hovers less during jumping H
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Air Special Attacks—Flying Screen and Air Exchange

Air pauses a hard knockdown when used in a launcher combo {this is sometimes called flying screen). When used outside of a launcher comba, air@ behaves mostly like another

basic attack. Air exchange attacks, performed by inputting a direction p!us@) are only possible during a launcher combo. Exchange hits initiate team aerial combos by tagging in the next
available character to continue the air combo.

AirG + @ (during launcher combo)
[+ >+ @ muaarans
¢t 0 rmianamo | 1]

Command Attacks

Gommand attacks resemble basic attacks but have different chaining and canceling properties. It's usually possible to chain into a command attack from basic attacks, but most cemmand
attacks cannot be chained from or canceled themselves.

Charging
Star

. Throws are for sflagging passive or blocking opponents. Since throws are active so quickly, you can also use them to preemptively toss opposing characters out of their offense. Combos
are usually possible after throws, one way or another.

Y R B B

(air)
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pE ombinatio De plio Damage q 1A o DSSOVE athe Naie
1 0 nag 0
Each projectile has 3 low priarity durability

1 Taskmaster—ocx | Legion Arrow L+M | Aim Master L | 3 | 135,000 | 1200 45 9 113 83

2 | Taskmaster— B/ Legion Arow LsH | Aim Master | 3 | 135000 | 1200 | 45

0TG-capable, each projectile has 3 low priority
durability points

3 Taskmaster—y Legion Arrow M+H | Aim MasterH| 3 135,000 | 1200 45 9 123 93

500 - (-1 hyper
meler bar)

na
w

1 Qr S+ | 50,000 20 — 0

On hit, snap back forces the opposing point character to be replaced by an assist. Opposing assist calls or tag outs are also locked
out for 4 seconds

apecialiMores

— Meter
Sereen Name =l

‘Aduantage ' Advantage |
_OnHit jit Guarded'

Command Damage | Startup | Active ;Reuuvery; Notes

Aim Master L

1 |(can b charged, [Ty &>+ @ | 1-3 ?g;’ggﬂ fggg 13-21 | 19 | 3721 Each projectile has 3 low priorily durability points
in air 0K) :
Aim Master M

2 | (can be charged, |{y 4 &> + @) 1-3 ?gﬁﬂggg :gga ol

in air 0K)

Aim Master H Lomr, S

50,000~ | 400~ 3 0TG-capable, each projectile has 3 low priority

3 (caq be charged, |V $4 2> + @ 1-3 135,400 | 1200 13-21 1-9 47-31 -23~-7 -25~-9 durability points

in air OK) !

GuardMasterL [y 2<a+ @ | 2 |wogooftoo0| 5 | 20 | 20 | !
4 | Guard Master M [ 12 <o + @ 2 | 100,000 | 1000 | 5§ 20 20 '

Guard Master H [ /2 <5 + @ 1| Varies {Vares| 5 | 20 | 20 L . !
5 | Sword MasterL o>y 1\ + @ 1| 50,000 | 400 31 5 22 = -4 Knocks down

{When Sword Master L S e

6 |HeadBut G eg@ | 1|00 a0 24 ] 5 | 18 | s
7| Lights Out D”gggeaiﬁg) 2 | 60000 [ 450 | 15 | 5 1 = — | Unblockable, hard knockdown

5 |SwordMasterM{e>{y ™ + @ | 1 "_su,qz_ja‘ T
(When Sword Master M

6 | Head But s ockad) @ 1| 30000 | 240 | 24 5 16 4 — | Unblockable

8 |BelowtheBelt | (During Head But)@ | 1 | 28000 | 224 | 13 | 5 | 21 |

9 | Low Kick (i elow tie 1 | 30000 | 240 | 20 5 16 4 22| Lowattack
Belt) @

7 fugson (BT d om0 15 o5 | 1

5 | Sword Master H [>T 4 + @ 1 | 50,000 | 400 57 5 22 — -4 Knocks down




(When Sword Master H

caver

L

on Hit

Advantage || Advaniage | g1
. (if Guarded

6 | Head Bult e @ 210 | 24 18 4 — | Unblockad

8 Below the Belt | (During Head Butt) &) 28,000 | 224 13 23 -1 -3 —

g | Low Kick EZ%%B*"”"““G 20,000 | 240 z;o"' 17 +4 +2 :

10 | Shield Bash {During Low Kick) @ 25,000 | 200 21 22 0 -2

1| Knee Kick %‘”“Q ofteld by 31000 | 248 | 18 17 4 o

7 |amson | BN 80000 | 800 | 15 1 = — | unblockable, hard knockdown
12 |StingMaster (M e> + @ 113000 | 1130 | 15

"
Aim Master L

Aim Master. Taskmaster fires arrows that can be charged by holding the button down: performing Aim Master without charging fires

one arraw, two levels of charge fires two arrows, and a full charge fires three arrows. Aim Master L fires straight forward and reaches
fullscreen. Aim Master M fires at an angle and can be used to shoot foes closing in at normal jump height. Aim Master H fires upward
before raining down in a parabola shape. You can use it to shoot your adversaries out of the sky or hold grounded opponents in place to

set up an offense.

You can use Aim Master in the air, as well. Aerial Aim Master L fires straight forward and is used for air-to-air combat. Aerial Aim Master
M fires downward at an angle and is OTG-capable. It is a great air-to-ground attack to use while jumping forward to pressure your rival
or jumping hackward to cover a retreat. Aim Master H fires almost straight down and can lead to tricky set-ups when used in conjunction
with a crossover assist. The air versions of Aim Master M and H are both 0TG-capable.

Aim Master is one of Taskmaster's primary ways of attacking. A fully charged set of arrows deals 135,400 points of damage (above
average for a projectile) and can be charged fast enough to use regularly. Aim Master L and aerial Aim Master M should be used

liberally at a distance on the ground, but Aim Master L is unsafe if guarded at close range, so be careful when using it anywhere other
than from long range.

Guard Master. Taskmaster raises his shield
and counters incoming attacks for a 20-frame
duration. Guard Master counters different
kinds of attacks based on the strength of

the button used: Guard Master L counters
mid attacks, Guard Master M counters

low attacks, and Guard Master H counters
projectiles. A successfully connected Guard
Master L or M can be followed with an aerial
Legion Arrow OTG. Guard Master H reflects
projectiles back at opponents, though certain
projectiles (such as beamns) can only be
nullified. Note that Guard Master does not
counter hyper combos.

oS o
Sword Master. Sword Master is a slow
slash attack that causes a soft knockdown.
If it is guarded, you can follow it with the
unguardable Head Butt attack, which you
can then follow by a predetermined set of
attacks based on which version of Sword
Master was guarded. All three versions

of Sword Master guarded lead o a hard
knockdown when executed to their full
extent, and you can follow them with

Legion Arrow OTG for extra damage. Sword Master’s startup varies based on the button used. Sword Master L is the fastest but has the weakest extensions, while Sword Master H has
the longest startup but the most damaging extensions. Opponents can avoid the unguardable Head Butt by using advancing guard against the initial slash, so Sword Master is best used
with the help of a crossover assist to hold foes in place for unguardable damage.

Sting Master. Sting Master is a melee attack that skewers competitors before sending them into a hard knockdown stats.
You can follow it with Legion Arrow OTG after connecting, like Guard Master and Sword Master. Sting Master has too
much startup and recovery to be relied upon at close-quarters, but it is easily used in combos.
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Sc;een Name

289,400~
U+ 00 347,500

Legion Arrow L+M

Command | Hits  Damage Startup Active "Recuverv “onHitif Guarded

Advantage Advantage

Rard knockdown, e2ch projectile has 1 high
priority durability point, can be mashed for
addii_iona] hits

o oseang- |
Vs> + 00 B0 700 |

Legion Arrow L+H

Legion Arow M+H |7 4 2> + @O 238497,450006

Each prOjectlle has 1 high priority durability |
44 point, 0TG-capable, can be mashed for
additional hits

’ : - 289,400~
Air Legion Arrow L+M | (in airyty 1 o> + (L) 347500

T
| grounded |

. ) 289,400~
Air Legion Arrow LH | (in ain ¥y A 2> + @@ 347,500

Hard knockdown on alrborne apponenls

Until gach projectile has 1 high priority durability
grounded point, 0TG- capable, can be mashed for
additional hits

o ; b oman
Air Legion Arrow Mt} (in ain)vy A o> + @@ | 25-50 354'7 5000‘

Aegis Counter

G r<r OO 250,000

Legion Arrow. Taskmaster fires a stream of arrows for mashable damage. Like Aim
Master, you can aim Legion Arrow depending on the buttons pr esqed and you can utilize
this move both on the ground and in the air. While on the ground, k) = () fires straight,
(B Q fires up at an angle, and @ <= (H) fires straight up before rammg back down.
In the air, (D & m fires straight, (L) = (H) fires down at an anqie and @ & O fires
straight down.

Legion Arrow adds big damage to combos long and short and is also useful for shooting
down aerial opponents, punishing crossover assists, punishing guarded or whified hyper
combos, or blowing through enemy projectiles. However, Legion Arrow is unsafe if
guarded at close range, so only use it up-close if you know it is going to hit. Additionally,
Lagion Arrow takes time to reach far distances, so foes can punish it with a teleport on
reaction. These drawbacks aside, Legion Arrow is a great hyper combo and is a staple of
Taskmaster's arsenal of attacks. If your adversary manages to jump over Aim Master L,
caneel it into Legion Arrow to counter their punish. :

5 frames of invincibility, counters non-beam ,'
projectile attacks

counter an mcommg hype
Aegls Counter is easﬂy pumshahle durmg reco

Since Aegls Counter can be cangelad mte ne
dudged Aim M__asterL You can alsa ancsl info it

selups_ as we_ll if jqur competl’f_o: coumers v
combg, quickly THC to Aegis Counter to s
opponent's hyper meter, however; the opposin

employ Aegis Counter as a THE to cantiniie .6
combg knocks your farget high enough:




lgnore projectile aftacks with Charging Star. Cancel
into it from a forward dash for added distance.

Increase the threat of Taskmaster's ranged allacks
with ifie help of a crossover assist,

Taskmaster is a well-rounded fightar who is effective at close or far range. The damage

and range of a fully charged Aim Master is enough to make Taskmaster a serious threat at
fullscreen, while the utility of Charging Star (<2 + @) and Web Swing &> + @) come
Into play at mid to close range. If you have the life lead as Taskmaster, don’t be afraid to sit
an the lead while fighting from a distance with Aim Master.

Alarge portion of Taskmaster's effectiveness is owed to Charging Star. With a mere

6 frames of startup, Charging Star is faster than most characters’ and @ basic
attacks, and it is immune to low and medium durability projectiles while active. It also
covers a decent amount of horizontal range that you can extend by canceling into it from
a forward dash. Charging Star is special move-cancelable and can be chained into &
upen connecting. It also boasts great priority, and you can rely on it to blow through an
opponent’s basic attacks and aerial assaults with ease.

As a downside, Gharging Star is extremely unsafe if guarded. Competitors can either punish
with a full combo while it recovers or go for a throw since Taskmaster is usually right next
to the opposing character if guarded. Taskmaster has a few options if Charging Star is
guarded, however. You can delay canceling the charge's recovery with as a frame trap
for a would-be punish, though @ is also unsafe if guarded. You can also cancel Charging
Star inta Aim Master L, which is punishable if guarded at close range and interruptable if
charged fully. Your best bet is to cover Charging Star with a crossover assist. Crossover
assists may be called during Charging Star’s recovery, so you can cover Taskmaster by
inputting<2 * (H} NS (or a special move) for a safe attack sequence depending
on the crossover assist used.

At long range, Aim Master is your primary go-to attan'k and can always be canceled into
Legion Arrow for a combo as long as it is hit-confirmed early. Aim Master L reaches
fullscreen and is great for forcing your opponent to make a move. Clearing the floor with
Aim Master L, air Aim Master M, and a ranged crossover assist forces your adversary to
either burn meter in an attempt to retaliate or attack from the sky at an angle. Once your
rivals start jumping to avoid Aim Master L, you can start using Aim Master M and air throws
to keep them in check. You can have Taskmaster Legion Arrow OTG off any air throw, and
you can even OTG with Aim Master H into a combo if the air throw is performed at normal
jump height. If you have a life lead, there is no reason to risk getting close as Taskmaster;
simply sit on the lead and fight at a distance with Aim Master to maintain your lead. Once
your challenger is lured in, change it up by countering with standing @ Web Swing, or
Charging Star.

Taskmasler is vulnerable to air throws after Web
Swing, so cover it with a crossover assist,

Taskmaster recovers before the arrows from Aim
Master H rain down, aflowing you to go in for a
mix-up.

At mid range, you can use Web Swing as a means of starting offense. Web Swing is similar
to Charging Star in that it launches Taskmaster forward, has good priority, and can be hit-
confirmed into a combo. You can also perform Web Swing in the air, so it is commonly used
in air combos. It recovers in the air, allowing for combos or continued pressure from the

air when guarded on the ground. Crossover assists can be called at any time during Web
Swing like a basic attack, so use crossover assists to pin oppanents down after they guard
Web Swing, then fall with air @) to keep the pressure going. This technique is also great for
setting up unguardable attacks with a low crossover assist: time your low-hitting crossover
assist so that it hits at the same time as a falling air @ follow-up to a guarded Web Swing.
This attack is punishable by air throws, however, so be careful when using it without the
cover of a crossover assist.

You can only perform Web Swing once in the air, so don't rely on it to keep Taskmaster in
the air for long periods of time. However, using Web Swing on the ground does allow for
another Web Swing upon recovery, since the ground swing doss not use up the one aerial
Web Swing that you are allowed. Web Swing can also be canceled into Aim Master (see the
Advanced Tactics section for details).

Aim Master H becomes a threat at mid range, as well. Taskmaster recovers befors the
arrows of a charged Aim Master H rain down, so they can he used as a means of setting
your rival up for a Web Swing, Charging Star, or wavedash to get into striking distance. The
arrows from a fully charged Aim Master H all fall in a slightly different position, creating a
spread that covers a lot of ground. Use a crossover assist to protect Taskmaster during the
startup on the charge, then follow the arrows with a dash into meles range. You can react to
Aim Master H if it connects with Charging Star for a combo, as well.

At close range, Taskmaster's crouching @
is @ safe way to attack. It has long reach and
starts up in a speedy 5 frames. Any chain

of basic attacks started from crouching

can always be chained into Charging Star
for a combo. If guarded, you can sither
continue with a ground chain covered with

a Crossover assist, or mix up between
another crouching @ or throw attempt.
Standing @ and @ are great attacks, as
well. The range and priority of these attacks
is attributed to Taskmaster's sword, and they are not easy for your adversaries to deal with
at close range.

You can follow any of Taskimaster's throws with
Lagion Arrow OTG.

You can follow either of Taskmaster's ground throws with Legion Arrow OTG, adding to
Taskmaster's already strong up-close options. Dash in, cancel the dash with a crouch, then
attempt the throw. If you think your opponent might attempt to counter the throw with a
quick attack, use crouching o instead for a counter-hit. Competitors trying to jump away
from the throw attempt are tagged by crouching (L) during the jump’s startup frames if
timed correctly. Attempts at jumping away from a throw attempt are also stopped with an
air throw.

Charging Star has added uses at close range. Take advantage of its priority by blowing
through your adversary's attempt to fight back. You can cancel into Charging Star from any
basic attack, and you can use it after baiting your rival’s attack for a counter-hit. Appear to
be vulnerable during the recovery of a slower attack (such as standing 0), then interrupt
your opponent’s punishment attempt with a delayed Charging Star. Once your target fears
Charging Star, you can get away with using slower-recovering moves and attack strings that
arg otherwise punishable when guarded.

Canceling from a basic attack can also be used with Web Swing, though it is better used as
a means of keeping your offense flowing rather than starting a combo because of its slower
startup. Cover the swing with a crossover assist, then continue pressure with a falling air
@ . which puts Taskmaster into position for a crouching @ or throw mix-up. Web Swing
Is also a great alternative to Charging Star since it is better suited for combating advancing
guard. Incorparate Web Swing inta your offense to stay close against foes who constantly
use advancing guard.

In the corner, Taskmaster's melee attacks are only harder to deal with. All throws become
more difficult for challengers to escape from, and you can use Web Swing to keep
oppanents from using advancing guard for breathing space. The ranges on Taskmaster's
basic attack and Charging Star are also great for keeping the pressure on cornered
competitors. The usual crouching @ or throw mix-up is also applicable in the corner.

(RO, 0,08 +>2®,ARY,0,» =8, D, Y, S, LAND, ST. © (2HITS), ®, « & @, DELAYED ® ==> FORWARD
SUPER JUMP, @, @, @ (2 HITS), » ¢ @, @, @, ®, LAND, VERTICAL JUMP ¥ % » < {) (CHARGE) =t> § % + &

@@ (MASH &)
665,000 damage, 40% meter gain

A standard bread and butter combao, this combo always carries the opponent to the corner, so air ¥ u= o @@ always connects. When chaining i

<= == (H), you must periorm

it very late to ensure that your foe never drops behind Taskmaster. If you are having problems with it, going straight into (8) after standing t@ : Qj) warks, as well.

=
&




_ FRONT OR BACK THROW, ¥ % = # < @® (MASH &)
396,500 damage, 92% meter loss

Taskmaster can perform Legion Arrow after any throw. The timing on this combo isn't very difficult; just be sure to input @O slightly after ¥ %= A sotha Taskmaater is off the
ground when the hyper combo is performed. Pressing @[@ too early might result in an accidental grounded Legion Arrow, which is easily pumshabie

FRONT OR BACK AIR THROW, + % = & @ =="> ¥ u =» <= @OH (MASH @)
419,000 damage, 88% meter loss

Though Taskmaster can combo off an air throw with air ¥ u= o ® land, €= <3 ® the strict positioning and timing required make this impractical for reguiar use. Furthermore,
performing Legion Arrow right away does comparable damage to a launch combo off an air throw anyway. though it buslds no meter. if you have no meter to spare, go for the Eaunch
combo. Otherwise, use this combo as your main air throw combo.

/I/. (AGAINST AIRBORNE ENEMY) FORWARD JUMP, AIR @, @, ® (2 HITS), » = @, @, ® (2 HITS), ®, LAND, ST. @
(2 HITS), @, « © @, DELAYED ® ==<> FORWARD SUPER JUMP, AIR @, @, ® (2 HITS), » = ®, @, ©. ®. LAND,
{WHEN MIDSCREEN, FORWARD JUMP, AIR % % = < ©® (MASH @)} OR {WHEN ENEMY 1S CORNERED, VERTICAL JumP
¥ %=+ & @ (CHARGE) ==> ¥ w =» & @& (MASH @)}

617,000~654,900 damage, 17~29% meter gain

The angle of air @ makes it a great attack to use against an aerial opponent as anti-air, such as when a new character is coming in after a K.0. The versmn of Leg[on Arruw used at the enﬂ_
of the combo depends on positioning. Use @@ in the corner and@ midscreen.

//_ (AGAINST AN ENEMY’S ATTACK) ¥ # « < (© OR @, FORWARD JUMP, AIR % % » & (CH) (MASH &)
400,700 damage, 90% meter loss

Even though Legion Arrow may miss several hits if your compehtor isn’t hugging a screen edge, this combo is still usetul for capctal zing off a succassfu Guard Muster Nate that yotcan
also pair this combo with Aegis Gounter for 427,700 damage and 200% meier l0ss. : :

. (WHEN ENEMY IS GUARDING) » % ¢ @ => B => @ => @ => @-’ @—b ¥ u=> o ®-> {lFENEMY
IS MIDSCREEN, % % = # & ©® (MASH @)} OR {WHEN ENEMY IS CORNERED, ¥ % » & @@ (MASH .)} o

452,100 damage, 78% meter loss

This is Taskmaster's standard unblockable combo. If memorizing the sequence of attacks is toe troublesome for you. the Head Butt follow-ups can actualy be mashed w&th commusus
presses of @ and @ Even then, it's still important to input VU= O after the fifth hit of the combo. 2

/. CR.@, ®, ST. ® B2 FORWARD DASH,CR. ©,®,» © ®,AIRQ®, » = @, ® (2 HITS}, BELAYED@ LAND sr
® (2 HITS), @, DELAYED + < @, ® =<> FORWARD SUPER JUMP, AIR @, ©, @ (2 les‘} - <@, 0, @ LAND
VERTICAL JUMP, + % » = @@ (MASH ®)

1,066,200~1,425,600 damage, 58~116% meter gain

if you need a guaranteed K.0. and still have X-Factor available, this combo is enough to K.0. most characters in level 1 X- Factar and will K.0. any cha(actar i leve 3 X-Factor Aiihnugh_
Taskmaster's speed is increased during X-Factor, it's fairly easy to adjust to the timing on the combe, despite the speed boost. : 3 g

/I, (IN OR NEAR CORNER) CR. ©, @, ST. ®, « = @, ® ==> SUPER JUMP STRAIGHT UP AiR @ @{2 HiTS) -»_ + o
AR ®, ® (2 HITS), ®, LAND, VERTICAL JUMP ¥ % = = (@ (CHARGE), LAND, « = of-> v @, VERTIGAL '
JUMP ¢ % = = ® (CHARGE) ==> 4 w = < (UH) (MASH @), LAND, ¥ % » # < @@(MASH@} '

877,500 damage, 95% meter loss

Usually, performing €= <2 O in the corner during a combo causes Taskmaster to switch sides with his opfponem ‘making it impessible to link fiwa Legwom Armw hyaer C()i 0
this combo, ¥ % = = @) is used to end the combo with your adversary still in the corner. making the double Leg;en Arrow possible. Perform tha ‘secand Legsen as
Taskmaster lands from the first one with a tiger knee motion. : : S




An option select is an input or
series of inputs used to produce
an advantageous ouicome in a
situation where several different
things can occur depending on
positioning and the opposing
player’s action. Taskmaster has
a few different option selects
that are relatively easy to
perform.

When in throwing range of

an adversary, go for a hack
throw with<0 + @ . It
positioning and timing allow
for a successful back throw,
then the throw gets performed.
If, for whatever reason, the
throw attempt is unsuccessful,
Charging Star gets performed
instead. In addition, the <2
input can possibly lead to
guarding a quick mid-attack
from your foe. This option select
: is great to use after your rival
| guards a crossover assist; press<2 + @) the moment your opponent recovers from
\ the guardstun of a crossover assist.

In a close-range air-to-air situation, press 5> + @ for an air throw attempt. If the air
throw is unsuccessful, Taskmaster Web Swings instead, which can lead into a combo
if connected or offensive pressure if guarded. This option select can be used on the
ground, as well, as an alternative to the Charging Star option select.

Anaother air-to-air option select is performed with<q + @ ==» <> + (. With this
option select, you’ll either get the hack air throw or air @ canceled into Web Swing. If
the air throw is performed, the cinematic of the throw negates the o> + @ input, and
you can proceed to follow with Legion Arrow OTG. If you get the air @ instead, it then
gets canceled into Web Swing, which you can follow with a combo or added offensive

i pressure if connected or guarded respectively.

With all three option selects, Taskmaster has the advantage whether the throw is
successful or not. Learning to properly utilize these option selects is an integral part
of Taskmaster’s game overall. Cover Charging Star and Web Swing with a crossover
assist if possible to limit your competitor’s options in punishing these attacks.

Atclose rangs, go with<a * @ fora back ihrow. You'll either gel
he throw...

i ...0r Gharging Star!

New to
Ultimate
Marvel Vs.
Capcam 3 is
the ahility

to cancel
Taskmaster’s
Web Swing into
Aim Master or
Legion Arrow.
Canceling Web
Swing into Aim
Master makes for some interesting mohility options for Taskmaster
depending on when the swing is canceled.

At maximum range, a Web Swing canceled with maximum speed brings
Taskmaster close lo his farget in an instant!

Canceling Web Swing early provides only a little forward momentum
and can be used as a fake-out; cancel with Aim Master L on the
ground or in the air at long range for a fake-out attack or at mid
range for offensive pressure. Canceling the swing as late as possihle
provides a slight up-forward momentum and is a great follow-up to a
guarded Web Swing. At super jump height, cancel a Web Swing late
with Aim Master M or H to keep Taskmaster’s air mobility from being
too predictable while adding another angle of attack from the sky. On
the ground, use the upward momentum of a late cancel to fire Aim
Master M at a distance.

Canceling halfway through Web Swing is especially useful hecause
the middle portion of the swing produces the most forward
momentum. If performed correctly, Taskmasier gains the speed of an
airdash and can travel almost the entire length of the screen! On the
ground, cancel Web Swing halfway with Aim Master L as a means of
approach. A charged Aim Master will not fire before Taskmaster lands
in this situation, so it is best to use only one arrow of Aim Master
when performing the Web Swing cancel on the ground. At normal
jump or super jump height, cancel with a fully charged Aim Master M
or H depending on positioning. You can use a Weh Swing cancel at
maximum speed to quickly get in on your rival, and you can make this
safe with a long range crossover assist. You can also employ it as a
way to get Taskmaster out of the corner.

Timing is crucial when trying to produce the desired effect from

a Web Swing cancel. Once you’ve mastered this technique,
Taskmaster’s mobility options are increased dramatically, improving
his effectiveness overall.

674 400 damage 188% meier luss

_ Damage ' i _ |
Varies based on the numhar m hits it Iakes to K. 0 opposmg character

) {}SYXED‘ + @ VERTICAL UMP DEI.AYEDG iﬁ'f\> * @ (GHARGE), LANB} :

Damage L

4 Sequence in bracket may be I_ed Stimes ‘_

688.400 damage




352

"IT I5 GIIID OIIE /)4 MY LIFE 5Hlll.l BE
CMIMED BY RAGNAROK. TODAY 15 NOT
THﬂT DIIY =

m}mm

PlIWfﬂ GRID

lNTELLIGENGE

STRENGTH

| SPEED

| ENERGY PROJECTION"

. FIGHTING ABILITY™

*This is biographical, and does not reprasent an evaluation of the
in-game combat potential of this hera.




ALTERNATE COSTUMES
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'imx-ml-*a.t.:ior‘Bunsl FrRTE ; Damage 2 Speed

mmaie eraining)

: - Thoris a highly muﬁnle thmw based character Your goal when p!aymg Thor Is to: get mm o
a ‘close to his opponent and fnrce them'to. guess between a thrqw and camto starter o

4 ~ & ]
: ﬂ ; _J Thur i most effectl\;e at c{rrse range because e

= M:gmv Humcane can he used on the grmmd of in the air and

_ hoth versions lead to high-damage combos. T g pives you P L
- another way 1o stop amrarsanes whn attempl 1o ump away fm:m_ L

‘-‘-Timr at close range : - e

TUNING SINCE ORIGINAL MUC3
Thor’s Mighty Strike and Mighty Smash now take less time to charge and gain super armor
when fully charged, which improves his offense and can make it ditficult for unsuspecting
opponents to counter these attacks. His combos now deal even more damage due to

Mighty Tornado gaining extra damage when mashed. Mighty Punish now has 100% startup
invincibility, making it much more effective as a defensive move at close range. He can no
longer be hit out of this hyper combo during the first few startup frames as he could before.

@ attacks do not push the enemy backwards as far

Mighty Spark now causes more hitstun against airborne opponents

Charged Mighty Strike startup reduced. Fully charged version gains one hit of
super armor from frames 28-44

Charged Mighty Smash H startup time reduced. Fully charged version gains
one hit of super armor from frames 32-48

: Jﬁ!‘? Mighty Tornado is mashahle for extra damage

Mighty Punish is now invincible from frames 1-6, has more active frames,
and knocks the enemy down for a longer period of time




Attack Set

Standing Basic Attacks

Screen  Command Hits Damage Meter Gain Startup Active  Recovery s Guardge” Notes

R P it e T . T o S S il
S
A

ﬂrnm.'hmy Basm A ttacks
Advantage Advantage it o ..o

Screen Command Hits Damage Meter Gain  Startup  Active  Recovery on Hit Guarded

.
lu'f'ﬂﬂﬂd Spemal Attank—launnner
Advantage Advantage if g,

Screen Command Hits Damage Meter Gain  Startup Aclive  Recovery anHit: | Ghared

i (while standing or 110,000 880 Launcher, not special- or hyper combo-
cancelable

Air Basic Attacks

Screen Command Hits Damage

Meter

Advantage Aduantage it
Gain Notes

Startup Active Recovery an Hit Guarded
Overhead attac
; he




Air Special Attacks—Flying Screen and Air Exchange

Air@ causes a hard knockdovimn when used in alauncher combo (this is sometimes called flying screen). When used outside of a launcher combo, a\r@ behaves mostly like another
basic attack. Air exchange attacks, performed by inputting a direction pms@ are only possible during a launcher comho. Exchange hits initiate team aerial combos by tagging in the next
availaole character to continue the air combo.

- Meter . Advantage Advantage
Screen Command Hits Damage Gain Startup Active Recovery onitit. ifCiardan Notes

-_- 110,000 --- -- Causes hard knockdown If used in launcher
Al({} * @ {during launcher comba) - : - §
- -- i e
i ~Until .
i grounded

_;
E
]
.f

P ra ke

4
'

Throws

Throws are for snagging passive or blocking opponents. Since throws are active so-guickly, you can also use them to preemptively toss
opposing characters out of their offense. Combos are usually possible after throws, one way or another.

Screen Command Hits Damage Meter Gain Startup Active Notes
_- Throws foe upward then hard knonkdown
! '
o>+ @ @

rossover =X : Recovery  Recovery
Cumhincaluiun Description Hits  Damage "g‘;‘i?‘r Startup Active (this crossover (other  Notes

Hyper Comho assist) partner)

T

- Mighty Ternado Mlghty Smash

' used for the purposes of augmen{mg a character's zomng game or hifmg in gaps nf an offense The
ﬁscreeﬂ agamst a2 zoning character, and it can be easily pumshed

Advantage
if Guarded

Mvantajé ]
on Hit

Hits Damage Meter Gain Startup Active Recovery




SpecialiMoyes;

Screen Name Command Hits Damage n'é?i?,r Startup  Active  Recovery Ad:::uialge ﬂdgﬂgﬁggg Notes
: Initial spark lasts 10 frames, beam durability:
Mighty Spark L Q N>+ @ 3 | 90.700 | 1056 15 19 12 +8 #5 1 frame x 5 low priority durability points
1| Mighty Spark M |{y 12> + Plamnlamel o il o8
Mighty SparkH | 1> + @ 11 | 154,000 | 2648 | 30 45 0 +18
Air Mighty Spark L | (in ainy 12> + @ [ 3 | 97,000 | 1056 1 19 g - 4 : j
ir Mi L E \nma\ spark Iasts 20 Irames, beam durabwllty
2 Air Mighty Spark M| (in ain<y 15> # @ 7 | 123,000 | 1792 21 32 4 +8 2 3 framas p 5 low priority duramllty pomts
At Mighty SparkH | (1 ain¥y 12>+ @ | 11| 154000 [o6a8| 28 | 4 [ 0 | w3 | ‘
Mighty Smash L |g>{r ¢\ + @ 2 | 133000 [ 1120 12 |6(17)3 28 — -4 Hard knockdown
, Moy ST |0 Sy + @ 2 | 160000 [ 1360 12 |e(im3| a3 — 9 | Gauses ground
; 0TG-capable, fully charged version adds
Mighty Smash H 203,700~ | 1840~ 6(19)3 . : : :
(Can be charged) ¢>& P H] 57 226.100 | 2160 13-33 (6)8-12 13~9 +20 +9-8 frg?;?ar:l:fsagg gétstun and gains super armor
Mighty Strike L ~bashons ool o dlape
4| (Canbecharget) [PV L2 + @ o amom b 2 el
Knocks down, nullifies low and medium
Mighty Strike M 133,000~ | 1120~ 11-11 5 priority projectiles during active frames, fully
: (Can be charged) QU2+ ® 2-3 175,900 | 1600 20-31 (1 23-10 +4 6-+3 charged version gains 1 hit of super armor
from frames 28-44 and exira hit
Mighty Strike H . 1133,000- | 1120~ 11-11 o
8 | (Canbe charged) [PV L2 + @ & fommagn tmn ) 2 el el .
Knocks down nullifies iow and medium
Air Mighty StrikeL | | 133,000~ | 1120~ 11-11 priority projecmes during active frames, fully
4| (Can be charged) | (in ai) <Ay 2 + @ | 23| 175000 | 1600 | 2031 mn ¥5n1 +10 214 | Charged version gains 1 hit of super armor
from frames 28-44 and extra h1t
15-1 (or until| (
Air Mighty Strike M| 133,000~ | 1120~ 11-11 | gretnded, |
| (Canbe charged) | (nain<eXy L2 + @ |23} 175000 | 4600 | 20531 | (447 linen 11 frames|
recovery) | 0 fTames 28-¢
15~1 (or until Knocks down, nullifies low and medium
Air Mighty Strike H| = . 133,000~ | 1120~ 11~11 | grounded, priority projectiles during active frames, fully
8 | (Can b chargea) | (nain<a7 L2 + @ |23 75000 | 1600 | 203" | (1)1 [then 11 frames|  +1° *18 | charged version gains 1 hit of super armor
recovery) from frames 28-44 and extra hit
Mighty Hurricane L ‘ ; oAl S
(n i OK) SO 2<a+ @] 1 | 130000 | 1300 5 i
Mighty Hurricane
S | W {in‘ar OK) > <+ @ | 1| 150000 (1500 | 8 1 42
Mighty Hurricane H : ) o
(inair OK) eS¢ <o+ @ | 1 | 180,000 | 1800 | 1 2 8
10 |Flight (inair OK) | /2 < + @ = Bt e eS| el e o
. 40 per S
11 | Mighty Speech Uy + @ (hold down)| — S 'tranpm 18 i gg :

,‘% ‘:'
%,«

Mighty Spark. Mighty Spark is mainly used to combat enemy zoning and to zone out
opposing characters with little to no zoning capability. Mighty Spark L has the fastest

startup and is overall the most useful version for all purposes. Mighty Spark M and H have

lengthy startup and active frames, but all versions have very little recovery. All versions
leave Thor at a frame advantage on block or hit, and if connected at close range, they can
lead to a full combo. Be aware that most mid-sized characters can duck under Mighty
Spark, and some smaller characters can even avoid it while standing.

Mighty Smash:. You can use Mighty Smash
to punish projectiles at medium range. All
versions are unsafe if an opponent guards
this attack while airborne. Mighty Smash L
causes hard knockdown and is safe when
guarded against most characters. Those
with 4 frame attacks can punish Mighty
Smash L.

Mighty Smash M causes both ground
bounce and a hard knockdown, making
it very useful both as a combo starter and a combo tool. However, this version is easily
punished and should not be used recklessly.

Mighty Smash H's most important aspect is that it is 0TG-capable, allowing you to combo
into Mighty Tornado after a hard knockdown. This is also the safest version of Mighty
Smash, leaving Thor at a significant frame advantage if guarded. It also gains one hit of
super armor if fully charged. These two attributes also make this a good mid range attack
in anticipation of an opponent using a projectile or beam attack.




s @

Mighty Strike: Mighty Strike nullifies low and medium priority projectiles and beams during active frames, making it a useful tool for cnmba‘sti@ zoning characters. However, the ground

S ¥ R

versions of this attack have high recovery and are all easily punishahle. To avoid this, use instant air versions of this attack using the input<a<7 £2 V3 + @ | Instant air Mighty Strike L
is particularly effective, allowing Thor to progress forward through projectiles while remaining relatively safe. All versions now gain one hit of super armor when fully charged, making this
attack an even mare effective mid range tool.

Mighty Hurricane: This is Mighty
Thor's command throw Speech:
that makes him deadly This special
at close range. Mighty move
Hurricane L has the most increases
range but sacrifices your team’s
startup speed. Range hyper meter
decreases but speed as long as
increases as you progress the button
in strength of attack used, is held

with Mighty Hurricane o SR 8 b Y T down. This
H having only one startup frame but requiring Thor to be right nextto ~~ FHght Flight allows Thor to stay airborne move has significant startup and recovery, so it's best used

his target. The fast startup on Mighty Hurricane H makes it an excellent for 1.5 seconds (90 frames). During when there is no risk of being attacked, such as after a hard

punish against unsafe moves or adversaries who attempt to leave gaps in 19Nt the normal restrictions on specials knockdown. This move can be very useful if Thor is being

their affense. You can also use this attack to cancel the recovery of your or airdashes during airborne periods played as a meter builder, or if you choose to forgo ending

basic attacks and grab competitors attempting to punish them. disappear, which allows Thor to airdash combos with Mighty Tornado and instead opt to end them
repeatedlyin midair. Rea!lstrca!ly, aboutfour iy hard knockdowns that give Thor ample time to charge
to six airdashes are possible before flight meter.

ends. You can use this technique to quickly
advance or retreat across the screen.

if Guarded NOtS

58(air: 30 Final hit knocks down for grounded version,
2 uﬁtH beam durability: 15 frames x 1 high priority
arounded) durability points, can ba mashed for

o s additional hits
Mighty Thunder |24 4 + @@ 5 4 | 3830 | ‘:.u_‘_j 63 : as v

Mighty Punish Frames 1-6 invincible, throw

Mighty Tornado 321,600~
(in air OK) Ui+ @@ 382,700

Thar relies on getting close to his opponents to become a true threat, and this frequently requires help from crossover assists. His own assists, while
decent, are not among the best in the game, making him less than ideal as an anchor. Instead, consider Thor for a meter builder or meter user for
your team. Thor is actually a very good meter builder and point character if you choose to forgo some damage in order to build some meter using
Mighty Speech or attempting a reset combo, and his Mighty Tornado can easily THG into another hyper comba for big damage.

Since Thor must be at close range to be effective, most characters with strong zoning capabilities will attempt to keep him at long range most of the
time. Luckily, Thor has more options than your standard “grappler” to combat zoning, and he is surprisingly mobile in the air.

At long range, you can use Thor's Mighty Spark to combat enemy projectiles. You can have Thor spam Mighty Spark L remarkably fast. The only
reason this is not a reliable zoning tactic is that most characters can completely avoid Mighty Spark by ducking. Against the unfortunate few

Thar's Mighty Spark is good for combating characters who cannot duck Mighty Spark, spamming Mighty Spark L at fullscreen can very effective at controlling the ground space and forcing the
projectiles and would be a good zoning lool if not opposing character to taltle i thge ;lilr Rarksp 0 Mighty Sp Ty 0;the p: g

for the fact that most characters can crouch under y
the beam.




Battie Plan continued

Against characters with a strong ground-based
zoning game, you can have Thor jump, then
airdash up and utilize his flight mode. This
brings Thor to super jump height, but since

he only used a normal jump, you can still call
assists at any time during this airborne period.
From here, you can very quickly close the
distance with Thor by airdash canceling guickly
across the screen. Once Thor enters flight, an
example input would bedJ * D =P
N+ QR > I+ QO =
A+ @@ . All these inputs are done very
quickly, and if done correctly, Thor zigzags horizontally across the screen. You can cancel any of
these airdashes and flight mode by pressing air@ to have Thor fall toward the opponent with
a high priority air attack, or use Mighty Strike M if you suspect your competitor might attempt to
repel you with a projectile or beam attack.

Thor can cail assists while in flight mode as long as
he doesn't activate it during a super jump.

At mid range, Thor gains different options

for approaching. One potent optian against
characters who rely on projectiles and

beams is to use an instant air Mighty Strike

L by inputting <2 W+ @ . This
causes Thor to perform air Mighty Strike L
immediately after leaving the ground. Not only
does this attack plow through any projectiles
or beams during its active frames (except
hyper combos), but it also leaves Thor at a +2
frame advantage (+14 if you can manage to
fully charge Mighty Strike). If it connects, you
can continue into Combo I1. If it is blocked,
you can continue into a three-way mix-up
between air as an overhead attack or landing and going directly into crouching ® foralow
attack (both lead to Combo I), or landing and attempting to throw with Mighty Hurricane (which
leads to Combao I11). Do not become too predictable with Mighty Strike L, however, as opponents
can jump to guard the attack while airborne. This allows your rival to recover immediately upon
landing, leaving Thor at a massive frame disadvantage.

Insiant air Mighly Sirike L is potent at mid range,
plowing through profectiles during its active frames,
leading into a combo ff it connects or feaving Thor at
a frame advantage i¥ it gets blocked.

Another strong option for Thor at both mid-range and short range is to utilize his 8-way airdash
to create a very fast overhead attack while gaining a short distance very quickly, called a triangle
jump. To do this, forward super jump, then immediately input &1 # @ , then @ . This
method of triangle jumping is faster than simply doing a normal jump due to a height requirement
of Thor’s airdash. A normal jump would require 11 frames to reach the height requirement, while
a super jump only requires five frames. If air connects, you can continue with Comba . If
your competitor manages to guard air & , you can apply mix-up pressure by following up with
either cr. or Mighty Hurricane, forcing your adversary to guess. Thor's air has a large
hitbox that allows it to be used in cross-ups. This makes Thor the only character that can
easily threaten with both triangle jump overheads and cross-ups! Force your adversary to
guard a crossover assist, then mix-up a triangle jump from a backwards jump to stay in
front, and from a straight up jump to cross-up.

CONRDARENDIN,

| Must be done at about normal jump height. Ideal reset combo after 0TG Mighty Smash H
CRBi==> (D) He> >y no@ 6

A delayed st. @) can be used to bait and counter hil punishes a
O @S O Hemts e §ow @) E)

| Noieé
| Hit confirm into X-Factor combo

Once you have had Thor achieve close range, you'll need to discourage your opponent from
jumping away from him. Do this by utilizing crouching to hit your foes during their pre-jump
startup frames, or follow them with a jump and grab them with air Mighty Hurricane leading into
Combo V. Once you have trained your opponent to stay on the ground, you can attempt Mighty
Hurricane grabs while they try to block.

Unfortunately, nearly all of Thar's basic attacks are punishable when guarded. Luckily, Thor
possesses a few ways to compensate for this weakness. One method is to bait a punish attempt
with a slightly delayed chain into a stronger basic attack, such as standing (@ . This becomes
extra potent with the use of his Kara Mighty Hurricane (see the Advanced Tactics section for more
info). If Thor is close enough, you can delay canceling into Mighty Hurricane or Mighty Punish to
grab challengers as they attempt to punish Thor. You can also cancel into safe special moves like
Mighty Spark L.

Once you manage to land a combo, you can
forgo finishing with a hyper combo to take a
chance at a reset combo. Thor has two main
set-ups for resets. The first set-up involves
finishing an aerial combo with air Mighty Strike
L, then airdashingd~ toward your opponent.
This puts Thor in a perfect position 1o apply

a mix-up regardless of which way his rival air
recavers. You can go for air Mighty Hurricane
to lead into Combo IV. The only escape for
your adversary is for them to attack with a fast
or invincible attack. If you suspect they might

Litifize resefs fo save meler and inflict massive
damage on your opponent.

?:tje@n to go after you with a fast attack, you can counter this by attacking with @ , & ==

+ and cancel into Mighty Tornado if the attacks connect.

Another reset set-up is to use Mighty Smash H after a hard knockdown, then forward super jump

followed by an immediate forward airdash. From here, you can either go for air Mighty Hurricane

into Combo IV if you think your opponent might attempt to guard or execute air @ , & ==
£? * @ if you think they might try to attack. At this height, it can be converted into

a full combo, as well (see the first combo in Combo Appendix). This works better in the corner,

since your rival can escape either of the above options by air recovering backward at midscreen.

Defensively, Thor has decent options. Aside
from utilizing advancing guard to give him
space, Thor’s throws can give the opposing
character a reason to think twice about attacking
Thor at close range. His Mighty Hurricane H
has a lightning-fast 1 frame startup, meaning it
can punish any gaps your competitor leaves in
their offense if they are at close range. Similarly,
Mighty Punish now has full startup invincibility,
and unlike most other throw hyper combos, it
requires only one meter, allowing you to THC

if you happen to miss the throw. If also has no
post hyper combo screen freeze startup frames, making it impossible for adversaries to react after
the hyper combo screen freeze. This makes it an extremely useful defensive move both for stopping
predictable attack patterns and for punishing reckless ground-based hyper combos at close range.
Even outside of Thor's grab range, you can use Mighty Punish defensively with its invincibility
frames to THC into a more appropriate hyper combo.

Mighly Punish has iull starfup invincibifity now,
enabling it to puf a quick halt to an opponent’s offanse.

Damage

774,200 damage, 25% meter loss

g

610,100 damage, 10% meter loss

Damage
300 damage, 36% meter loss

amage

X-Factor level 1, 1,090,300 damage, 40% meter gain




| LCROB=+¥xcD@= FUHWAHDSUPERJUMP AR®, ®, ®-> <-hr @@)»&x»@“
(MASH @)

726,400 damage, 31% meter loss

This is Thor’s go-to LOIT!DD against a ground-based foe, and it's ideal for following up triangle jump air@ or M:ghly Spark L. Mighty Tornado must be canceled |mmed|alalv fofawmg the sacond
hit of air Mighty Strike L, or your opponent will be able to air recover. If this is difficult, vou may cancel Mighty Strike L to Mighty Tornade after anly one hit for a minor damage and meter loss.

o e e

[, «% ¢ % & © (2 HITS), AIR©, LAND, ST. @ => > § w & @, ® o> FOHWARD SUPER JUMP. AIR @, @ @—p
| +«¥ 2 2@ (2 HITS) = &l*ﬂ“(MASH.)

680,100 damage, 23% meter loss

This combo can be somewhat difficult to perform due to Some precise timing at a few points. The first point is immediately followmg the fust air M:ghty Strike L Thor recovers while sm
i airborne, allowing him to connect with air{L). He then lands almost immediately after connecting a;ré allowing you to immediately follow up with standmg @ cance#ed into Mlghty
Smash M. This must all be performed very quickly, or your opponent will air recover. : ;

L*%¥ 2« @ CRO, O ((BHTS) == > ¢ @, ® ==> FORWARD SUPER JUMP AIR @ @ @ @ LAND
= ¥ % < (@ (HOLD & UNTIL FULLY CHARGED) > D 9 (MASH )

566,500-616,500 damage, 12-7% meter loss

! Thor's Mighty Hurricane allows you fo follow up with a full combe, making his mix-ups very potent. Thor should have ample time to Jand or. @ aftalr recnvcrmg and convarti ng into the i
{ . full combo. You'll want to delay the timing on the @ @@ @ chain slightly sa that hits as low to the ground as possible, alfowing fully charged Mignty-Smash H to hit. Cnargtng
Mighty Smash H is necessary to enable Mighty Tornado to connect after the OTG. You can forgo the @ after the initial or. @ to get slsghtl,' mnre tlamage hul Iess meter.

. (AGAINST AIRBORNE OPPONENT) AIR = % # » « ¢ @, CR. @ =<i> » % & @, ® =% FORWARD SUPER Jum,
AR®, D, ®, ®, LAND, » ¥ % ¢ ® (HOLD ® UNTIL FULLY CHARGED) =t f e !. MASH ) '

664,200-714,200 damage, 23%-18% meter loss

! Wher you are performing air Mighty Hurricane against airborne adversaries, opponents bounce higher than normal, giving you enolgh time 10 have Thw land a much mare damdgmg
] cr. @ and better scafing into the rest of the combo, making the air Mighty Strike L an overall better finisher unless you plan fo THG. ©

,,,,, . GROUND THROW, CR. ©, @ => = § « = @, ® ==<> FORWARD SUPER JUIVIF AEH@ ﬁ‘D @ @ LANB -Plr L “‘3’ ®
(HOLD ® UNTIL FULLY CHARGED)} ==> ¥ w = & @) (MASH ()

428,200 damage, 20% meter loss

You don’'t need to use Thor's basic throws often thanks te his powerful command throws, but you can easily follow up ms ground basic tthWS gxacliyihe samia way Thor aiuea: his Mlgh’ry
Hurricane. However, this combo deals less damage because of basic throw damage sealing.

CR.©, ®e=t> > ¢ w & @, ®=%> FORWARD SUPER JUMP, AIR@, @, ® @ LAND ->G!A r&l@
(HOLD & UNTIL FULLY CHARGED) ==> ¥ % = & @9 (MASH

701,200 damage, 23% meter loss

Here's an alternative version of Combe tthat is superior for THC combos because the ground-based version of Mighty Tomado causes opponenis 10 1a]| unnl gmunded Deia_/ the lavncher
chain combo long enough so that you have enough time to fully charge Mighty Smash H.

g T

ADVANGEDNNGTIGS}

VAL CHERYEL R RGN ER(VARAS AN GED)
Thor can use the initial forward momentum of some of his attacks to increase the range of
his Mighty Hurricane. Thor has two basic attacks that are worthwhile for this technique.
The first is standing @ , which moves Thor forward a moderate amount of distance. The
technigue is performed by pressing standing @ , then immediately inputting the motion
>S4 [2<0 + @ . If done carrectly, Thor begins swinging his hammer but cancels
the attack into his Mighty Hurricane just before it hits. The other basic attack is crouching

@ . This attack grants far greater range when canceled into Mighty Hurricane, but the

timing for the kara-cancel is less forgiving than standing @ . Utilizing this technique can

give let you grab opponents who thought they were at a safe range from Thor's Mighty

Hurricane. Furthermore, since standing and crouching @ chained from crouching @ is
a natural counterhit set-up, just the animation of Thor swinging his hammer can make adversaries instinctively block, allowing Thor’s Mighty Hurricane to connect.
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"'YOU WANNA TRY YOUR LUCK
AGAINST THE WOLVERINEZ"

REAL NAME OGGUPATION

James Howlett Adventurer

ABILITIES

A specialist in close-gyarters combat,
Wolverine’s healing factar give
edge in a fight. In additionta his fighting
abilities, he is also fluem _in muitiple languages. /

WEAPONS

Glaws coated in virtually r'ndestructmm\\\\
adamantium, which he can freely release fram <. .
‘bath hands. The elaws are part of his skeleton, i
which is also coated in adamantium. -

PROFILE

Beneath his gruff and crude exterior lies a nob,
spirit who genuinely treasures his comrades.
However, in the face of his enemies, he is

merciless, often employing extreme measures in

P

FIRST APPEARANCE <

The Incredible |




Vitality §0,000

Chain Combo Arghetype

X-Factor Boost Damage Speed
(3 teammates remaining)

2 (2 teammates remaining)

Your goal with Wolverine is fo get into close range with frame advantage, ideally with access
0 a crossover assist.

When up close to an oppenent, Wolverine gains access to his fearsome Berserker Slash
mix-ups. Since Berserker Slash has lost all invincibility in Ultimate Marvel vs. Capcom 3,
Wolverine must now be at frame advantage to effectively prevent getting hit out of the
mix-up:

Wolverine's Berserker Slash is a self-contained mix-up:
depending on the distance to the target and which version of the
attack is performed, it can hif as either a cross-up or a frontal
attack

Berserker Slash cannot be guarded correctly on reaction; the
opposing player must commit to a guess

With the right circumstances, hilting with a Berserker Slash leads
1o a full combo

In most cases, a character cannot avoid the Berserker Slash
mix-up by jumping; the competitor simply gets hit out of the air,
allowing you a free comho

How does Wolverine get into range to threaten with Berserker Slash?

Using Wolverine’s fast wavedash to cover distance safely, while
still being able to guard incoming atiacks

Normal jumping over threats that stop wUlvenne from
wavedashing across the ground

Advancing behind %;g;f{nover of a long rén'ge crossover assist
By <
e ; ;

UMING _@ﬁ l'_ B

Many fans agreed that Wh[verih‘é

Wnlverme : ; o :
On the Iim side, Wutverme gams a new

Berserker Barrage addltmnaf hl

Turnado Claw acfwe and recover
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* Advantage Advantage if
on Hit Guarded

Notes

Screen Command Damage Meter Gain  Startup Active  Recovery

1| standing @ 1 | 53000 424 44 33 11/8 0/+3 e L
2 | Standing @ 1| 67.000 536 6/5 3/3 22/17 /-1 A
3 | Standing @ 1| 95000 760 11/9 44 24/18 7

Adatag Ad\ralage if

Screen Command Hits Damage Meter Gain  Startup  Active = Recovery

on Hit -~ Guarded
1| Crouching @ 1| 48,000 384 6/5 3/3 12/9 1442 -2/+1 | Low attack i i
2 | Crouching ® 1| 70000 560 7/6 3/ 1914 | 4150 | -5/0  |Knocks opponentiniofheair

-2/+3 Low attack, knocks down

8 | Crouching @

Advantage Avamage |' ;

on Hit Guarded  OEs

Screen Command Hits Damage Meter Gain  Startup Active  Recovery

Launcher, not special- or hyper combo-
crouching) | cancelable

1 |'© (while standing or 1| 80000 640 o | a4 | c 93

HirBasiclattacks

Screen  Comman Hits Damage Meter Gain Startup Active Recovery Advantage Advaniageif y,..

on Hit Guarded
41 | 6 12/9 49149 +8/+8 | Overhead altack
65 | a3 2418 | #1314 | dopin |Oveeadatack

+17/+15 +14/+13 | Overhead attack




Hits

Damage

Startup Active Recovery

Advanlage Aduamag

on Hit  if Guarded
Causes hard knockdown if used in launcher

combo

A4y # @ (during launcher combo)

| Tags in next aval IabJa ally wmre Inftin
| opponent upward

Aire> or<e + @ (during launcher combo)

Tags in next available ally while causmg wa\l
bounce erases 1 hypa{ meler from foe

Air{} + & (during launcher combo)

Name Command Hits Damage "g;tizr

Cross

Slash Lo

{During st.@ hit) @

Starlup

Active  Recovery

212

Advlage dantage if

on Hit Guarded

-2/+2 Pulls opponent toward Wolverine

Sliding

Claw 70,000

N +®@

a8/t

1276 | Loy

Brutal

Claw 64,000

(During air @ nit) @

3/3

#1544 | +13/413

Diving
Kick

75,000

Until
Grounded

+11 maximum

60,000~100,000

Startup  Aclive

600~1,000

Notes

Can be mashed for additional hits

60,000~100,000

600-1,000

Can be mashed for additional hits .

60,000~100,000

600~1,000

Can be mashed for additional hits

£60,000~100,000

Can be mashed for addétignai hits:

600-1,000




364

s Par 'ner—ﬂrussnver ; SSists

m-r:-z Crossover o Recovery (this Recovery
[ Screen Type Combination Description  Hits Damage "g‘;’iff Startup Active  crossover  (other  Notes

Hyper Combo assist) partner)
Tornado

Wolverine—oy | Fatal Claw Claw M 94,800 135/126 106/83 | Knocks down opponent

Wgwenne_ﬁ Berserker Barrage X Bsi;iegﬁ | 100,000

Berserker

garrage o

Wolvering—y | Berserker Barrage X

the Rbst par \fmz Ii waftto chonse Wul\rennev—'y for the Ee:se:ixer Barrage assist. Itisn't great, but it can do a fairly decent job of keeping your opponentin blockstun long enough to
f ense 1t |t hlls it generally carries your target too far away to continue a combo from it. unless the opposing charactef was.in the corner.

assisi form c_ioes;n't CY0sS Up on its own; inaking its usefulness to a team guestionahle at hest. Welverine ean momentarily increase his speed with the Berserker Charge
8 tag out to permanently increase the speed of all of his assist attacks. Even so, you wen't see much of an increase in utility, Unfortunately, Wolverine's new Berserker

Screen Command Hits Damage Meter Gain Startup Active Recovery M::"I_}ﬂge ﬂdgga":agﬁ

500 - (-1 hyper

Notes
| On hit, snap back forces the opposing point character to be replaced by an assist. Opposing assist calls or tag outs are also locked
out for 4 seconds

Screen Mame  Command Hits  Damage "’é‘;tiir Starfup  Active  Recovery M:ﬁ'ﬁﬁge ‘;"ﬁé’ﬁgmgg Notes
Berserker 66,500 — e 7-16/ i ;. | Can be mashed for additional two hits,
Barrage L V> + _o 2 104,800 P60 - 9601 6/5 6-13 25/20 A2 L add\lional h[ls knock down ODDUHBHY

Berserker - 103,000~ 960 16-25/ | o
U | BarageM (VRS> @ |46 i [ aee | Y | 13 25’2“ o
Berserker | 131,000- | 134- 20-2401)9/ | 25-26/ |
Barrage H |V 15>+ @ | 68 | gagg 1744 | 319 | o907 | 202

Can be mashed for addnmnal two mts
add l\ona! hlts knock down oppunem

Tornado : 81,200 0 - 11(1a(1)6 26-32/ | +3-+14/
Gyl |V R+ @ |3-71 ydioop 30 | %8 | eegio | 2023 | -
Tomado 5 103,000— | 960- 11-18(1)7(1)5/ 35-30/ Can be mashed for additional hits, knocks
2 |cawm [PV +@ 410 gm0 | 190 | 5 9-28 27-22 down
122,600~ 70 7
Tornado : 1200 - 4522/
5 2> ¢ 5-11 6/5 SISO | Eie
Cawh [PV @ 1 o | e |

Can ba due&ed using the controller, knocks
Drill Claw

down opponent, on hit or guard Wolverine
4 (in air OK) ©0+@ L 46,000 gl 16/13 M 2519 e il recovers in neutral state in air, on whiff does

not recover until Wolverine lands

Sorserker | ppche @ | 1| toooo | so0 | 84| 33 | oas |

Berserker r bén' pass thruﬁgﬁ oppone'nt's from frame 1-12,
4 vR<ar@ | 1 100,000 800 | 20/16 3/3 26/20 — -12/-6 | attack automatically re-aligns in opposing
Slash M
charanters dlrectmn knocks down opponent

gfa‘:ﬁ‘ﬂe{ Opae® | 1 100000 | B0 | 227 | 88 L
Berserker 5-18/] 81.700-169.200/ | 800- ' SR R
Rage L @) 416 | 68.500-162.200 | 2880 11/9 29/23 .14,'1.1 & +7/+6 | Can be mashed for additional hits
Berserker 5-24/| 81.700-183.4007] 800 T e =

5 |Ragem | 496 | gopo0-167a00 | ggap | 1V | WS | AT | A
sk 5-52/| 81,700-239,400/) 80D~ | 440 | 5gp 141 | 908 +7/+6 | Can be mashed for zdditional hits

RageH | @D 4-46 | 68,600-227,400 | 8320




Berserker Barrage: The Berserker
Barrage, formerly Wolverine’s signature
move in older games, is now difficult
for Wolverine players to use effectively
outside of combos. It's very unsafe if
guarded, and it is also difficult to cover
with crossover assists due to the long

Tornado Claw. The Tornado Claw may
look like a Shoryuken-esque attack,

but unfortunately, it does not have any
invincibility to speak of. This makes its
usefulness very limited: it's not great as an
anti-air, it cannot be used to break out of
your opponent’s affensive patterns, and it's
duration of the attack. There aren’t many still incredibly unsafe if guarded. Howaver,
reasons to pick Berserker Barrage over the TN i the Tornado Claw has one very specialized
amazing Berserker Slash. use—it’s the key component of the
incredibly difficult Fatal Claw loop combos! See the Combo Appendix section for details.

In combos, Berserker Barrage can be useful for adding damage in situations where hitstun
has scaled severely, making it impossible to combo into Fatal Claw. In these situations, you  Mashing buttons while Tornado Claw is hitting results in substantially more damage, but
can simply tack on Berserker Barrage H, then hyper combo cancel to Berserker Barrage X it also causes Wolverine to travel higher into the air. In Uitimate Marve/ vs. Capcom 3,

for good damage. there are various changes ta the active and recovery frame numbers of the Tornado Claw

Berserker Barrage can be mashed for additional hits and damage, but in Ultimate Marvel attacks, but these changes dan't sesm to have any major practical effects.

vs. Capcom 3, the additional hits now immediately knock your foe into the air. This doesn’t
have any noticeable effect on juggle combos, however.

Drill Claw: While Drill Claw
is Wolverine’s only special
attack that is accessible while
jumping, it's still generally
used only in combos. In
combos, the Drill Claw

Berserker Slasfr. Your most Important attack by far,

the Berserker Slash causes Wolverine to run forward

a distance specific to the attack button pressed. While
running forward, Wolverine can run straight through the
opposing character to get behind them. After running
the specified distance, Waolverine automatically attacks
conveniently bounces the in the direction of the opponent. In other words, you
opposing character up near 7 can use the Berserker Slash to either cross up your
Wolverine, allowing an easy 1 e S apponent or hit your foe from the front!

D T L D o [JUﬂiSE?Ii!\::%rl!g Kick combo, which in s cimple, yet incredibly effective mix-up, the Berserker Slash is simply 100 fast for human opponents to
i be able to consistently guard correctly on reaction. For the most part, players simply must commit to
You can aim Drill Claw in all eight directions, as well as redirect it off of walls.  guarding in a specific direction ahead of time.
Outside of combas, the Drill Glaw is generally safe as long as Wolverine
makes contact with the opponent. In this case, Wolverine bounces backwards
in a neutral state, allowing you access to actions such as guarding, Diving
Kicks, or even anather Drill Claw! If the Drill Claw misses your foe completely,
Wolverine becomes completely vulnerable to punishment all the way until he
reaches the ground. Don't use Drill Claw as a substitute for an airdash!

While the Berserker Slash is technically unsafe if guarded, few characters can consistently punish it due
to the awkward range left between the two characters after it finishes. Also, you should always cover
Berserker Slash by a crossover assist, or cancel the move into Berserker Charge or X-Factor. Doing any
of the above not only allows you to convert any Berserker Slash mix-up into a full combo if it hits, but it
also leaves you at frame advantage if guarded!

In original Marvel vs. Capcom 3, the Berserker Slash was completely invulnerable whenever Wolvering's
shadows were visible. This gave the attack incredible utility, and it was the answer to practically every
potential problem Wolverine could face. But in Uttimate Marvel vs. Capcom 3, the Berserker Slash isn’t
invincible at all, which forces Wolverine players to deal with many situations that never bothered them before.

Wolverine has a powerful mix-up using Drill Claw against new characters
coming into the playing field. Check the Advanced Tactics section for more
details!

Berserker Rage: A brand new attack for Ultimate Marvel vs. Gapcom 3, Berserker Rage is very similar to Chun-Li's Hyakuretsukyaku.
Unfortunately, it's also worse than Hyakuretsukyaku in nearly every way.

It's difficult to find a use for Berserker Rage in Wolverine’s general gameplan: it adds a large amount of hitstun and damage scaling

to Wolverine’s combos, and it pushes Wolverine away if it is guarded. If your opponent is guarding, you'll almost always want to use
crouching @ or Berserker Slash instead. Berserker Rage does leave Wolverine at a large frame advantage if guarded, but the opposing
player can easily choose to use advancing guard to push him away.

It only takes three consecutive button presses to execute Berserker Rage; make sure to control your button presses to avoid perfarming
this move on accident! Don’t mash!

Command Damage Startup  Active Recovery M“]"ﬁ'}_}ﬂge ﬂdgﬂglﬂgs Notes

Berserker 286,200~ Invincible from frame 1-7, knocks down opponent. Can
Barrage X G N>+ @B | 17-34 243,600 13+3 | 71(13)4 29 — -10
Fatal Glaw TR e e
2 fnairoq)  |VR<o+ @@ [1396]| goey | %6 |50 7 — | -
Berserker s o i . - frames, hyper combo gauge does not fill while
3 Charge {} {} + 99 il & speed-up effect is active, Berserker Charge cannot be
ac_tivated_whi_le speed-up is alre_ady acli\{e
Weapon X il - : -
(Level 3 hyper |r Q ™M+ 89 440,000
| Dmba)

Clawinflictsaridiculous 362,500 damage! < e
Aweakness of the Fatal Claw.is that it does nat allow you to THC to & teammate for very long
. afterthe final hit lands. This generally leaves your opponent much too high up in the air for
_ most hyper combos to connect properly. You can string together several Fatal Claws in ane
ombo, guaranteeing a K.0, on any cn’grat:ter. See the GCambo Appendix section for detalls.
Outside of combos, the Fatal Claw dossn't have much use other than allowing Wolvering to THC
out safely: super jump into the air, activate Fatal Claw, then THG to a different teammate’s safe.
hypereombol ;




Walverine must close the distance to his competitor
primarily with ground dashes and normal jumps.

Use a crossover assist o gef close if you have fo, but
this forces you to use Berserker Charge in order fo
capitalize off of a Berserker Slash.

When using Wolverine, you really want to try to get close enough to your opponent so you
can threaten with a Berserker Slash mix-up. Wolverine has no practical air mobility options
to speak of: Drill Claw is much too unsafe for moving around. As such, you need to get in
close the old-fashioned way: wavedashing forward on the ground while normal jumping over
defensive threats.

Wavedashing normally with Wolverine frequently causes you to accidentally activate
Berserker Charge + ). To mitigate this, cancel vour dashes with on the
controller instead uf{} . This ends up looking like5> + @@, N o> + e

Wavedashing with Wolverine also has to be performed much slower than with most
characters, as Wolverine travels most of the distance in the latter portion of his dash. To get
the most out of his wavedash, simply cancel the forward dash by pressing £\ much later
than you normally would. Increased ground control now becomes necessary to position
Wolverine closer to the opposing character!

Ideally, you'll want to close the distance on your opponent without using crossover assists;
this lets you set up Berserker Slashes that are covered by the assist attack, allowing for
combos if the slash hits and frame advantage if the slash is blocked. But realistically, this
technique is often difficult, so at times, you should settle for simply forcing your opponent
to guard a crossover assist. This gives you the frame advantage you’ll need to freely set up
a Berserker Slash mix-up and cancel into Berserker Charge. Crossover assists that nullify
projectiles are greatly preferred; see the following section for details.

Once you manage o work your way into the range of Diving Kick, things become
considerably easier. Diving Kick is fast and beats or trades with most anti-air attempts. It's
also very difficult to air throw! If it counterhits, it causes a stagger state on your foe, which
allows for easy conversion into a combo, and if it hits an airborne opponent, it causes a
ground bounce state for a combo! If guarded, Diving Kick leaves you at a highly varied
frame advantage situation: the lower the Diving Kick hits, the more frame advantage you
have. Ideally, aiming at the feet of your target can give you up to 11 frames of advantage!
Conversely, aiming the Diving Kick at the top of your opponent’s head places you in
disadvantage territory, which leaves you open to guaranteed ground throws and snap backs.
In more extreme cases, opposing players who intentionally guard a Diving Kick in the air
by jumping back at the last second can actually punish it with a full combo. Be careful with
your Diving Kick placement!

Calling a crossover assist simultaneously with Diving Kick is a strong tactic: the assist starts
hitting almost immediately after your opponent recovers from the guardstun of the divekick,
giving you the frame advantage you'll need to set up a Berserker Slash.

Typically, you'll find that the Diving Kick counterhits both the opposing player's point
character and crossover assist character. When this happens, don't hesitate to immediately
use your X-Factor. When you get a lucky break like this, use the damage boost from X-Factor
1o K.0. both characters at the same time with a single basic comhbo. Happy birthday!

Though his crossover assist has been weakened,
Akuma—I is stilf one of Wolverine's best partners.
Hyu—B is prelly good, foo!

Sentingl—QL is great for pinning opponents down
for long periods of time. This lets you sef up instant
overfieads, as well as Berserker Siash cross-ups!

Wolverine reaches his full poteniial only when backed up with the right crossover assists.
He needs the help of an assist to do the following critical things:

Combo after Berserker Slash without having to use Berserker Charge
Convert air throws and ground throws inte full combos
Nullify projectiles to allow Wolverine to get near zoning opponents

Place the opponent in large amounts of guardstun from afar, setting up a
mix-up
Out of all the assists in the game, only Akuma—B fills all four of these roles extremely well.
He also keeps the number of hits in a combo low, resulting in more damage. Akuma—B
causes much less hitstun in Ultimate Marvel vs. Capcom 3, but he is still the best overall
assist to pair with Wolverine,

Iron Man—«x and Doctor Doom—a¢ both fill all four roles nicely, as well, and these
characters also give you a fullscreen threat for the opposing player to deal with. However,
both of these assists hit eight times, significantly recucing the damage in your combas.

Sentinel— isn't great for nullifying projectiles, and he can’t be used to combo from
throws at all. However, Sentinel—0¢ is arguably the best assist in the game for placing
your foe in huge amounts of guardstun. This sometimes makes it much easier for you to
close the distance against your opponent, and it alse allows you to establish the threat of
overheads! See the Advanced Tactics section for details.

Other honerable mentions:

Ryu—y causes much more hitstun than Akuma—(3, hut he doesn’t nullify

projectiles.

Arthur—[3 is a little more difficult to combo off of, but this is still very

Rossibl!e with practice. He also becomes much more powerful with Gold
rmor!

Ghost Rider—a: and Iron Fist—y don’t nullify projectiles or place your
opponent in a ton of blockstun, but their single-hit attacks allow for the
most damaging combos!

Hawkeye—c is a faster version of Arthur—{3, but many characters can
crouch under his arrows.

PR




Rattie Plan continued

; Wolverme s famols “easy” conibo. When the opening eroushing O X 21 guardeﬁ follow tp with a throw, de.ayed nmuchmgo into Gomﬂo agam [ ean into-Be

Parforming this com_bo without the second crouchmg@ results in 65_1,500 damage.

Now that the Berserker Slash is not
invincible anymore, you'll have to do
more work to ensure that your opponent
doesn’t press buttons. The simplest way
to accomplish this is to pressure your
opponent with crouching attacks.
Using advancing guard against a single
crouching @® attack is very difficult, and
it is practically impossible to do purely on 2 :
reaction. If the opposing player is trying to Being able to cross the opposing player up with Stagger the timing of your crouching @ attacks Dash forward and use standing H to counter atiempls
use advancing guard against your crouching  Berserker Slash while still having an assist available fa catch opponents affempting to use advancing fo stop your Berserker Barrage with normal alfacks!
attacks, simply place a longer delay is the best scenario for Wolverine players! guard. If they aren’t pressing any buttons, break their
between the kicks: your opponent then likely defenses by canceling info @ Berserker Slash L/
gets a crouching @ attack instead of an advancing guard, causing them to be counterhit by your crouching G From here, verify the hit with another crouching 0 or two before going
into a full combo.

If the opposing player chooses not to use advancing guard, simply cancel one of your crouching o attacks into Berserker Slash L to cross them up. This is nearly impossible to guard on
reaction; if your opponent commits to guarding the other way, they’ll instead get hit by your delayed crouching o kicks.

Ideally, you'll want to call your crossover assist just before attacking with Berserker Slash; this lets you convert a successful hit into a full combo without having to cancel into Berserker
Charge. If the Berserker Slash is guarded, your opponent will still be in guardstun from the crossover assist, giving you plenty of frame advantage to dash forward and put your foe in a
second mix-up.

If you don’t have the luxury of having a crossover assist available when doing a Berserker Slash, you'll have to cancel it into Berserker Charge to get any real damage from a successful hit.
A successful hit leads into a full combo (see Combo Usage section) that is damaging, but it doesn’t gain any hyper combo gauge bars whatsoever. You should avoid being left without any
hyper combo bars to work with!

A guarded Berserker Slash that is canceled into Berserker Charge still results in a +7 frame advantage. See the Advanced Tactics section for details on how to maximize this situation.

You can still threaten your opponent with a cross-up Berserker Slash from much farther ranges, but first, you'll have to convince the apposing player to stop pressing buttons. Getting

your challenger to guard a long range crossover assist is the easiest way to accomplish this, but it forces you to use a Berserker Gharge to capitalize heavily. Simply jumping forward and
quickly using Diving Kick generally beats most ground-based attempts to keep you away. Any Diving Kick hit in this situation generally is a counterhit, leading to an easy conversion to a
combo. Players who are repeatedly pressing crouching to stop Berserker Slashes can often stop and guard a Diving Kick on reaction; in this situation, dashing forward and hitting your
opponent with the tip of standing works very well. Standing @ has a very strong set of collisien hitboxes, with Wolverine's vulnerable area sitting well behind his attacking area. Cance!
the standing @ into forward Drill Claw, then use Diving Kick to go into a full comba.

If your adversary instead attempts to avoid your offense by jumping away, the simplest solution is to immediately mix them up with a cross-up Berserker Slash H or a non-cross-up
Berserker Slash M. But keep in mind that certain characters have large air attacks that can beat both of these options, such as Nemesis T-Type’s air ®. Against these characters, you'll want
to aggressively dash forward and atiempt an air throw. Air throws can lead to a full combo, depending on the crossover assists you are using. See the Combo Appendix for details.

CR. ©, OR. ©, §T. @, 5T. @), @ ab> FORWAHDSUPERJUMP ARD, O, @ 05 @, 4 o
== FORWARD SUPER JUNP, AIR ©, ©, 0, ® = G ®+ 5 Gl =s Cride

470, 300~ 661,000 damage, 99% meter gain

Cross up your apponent, If you're trving to combo atter Walverine's Diving Kick. replace cmuchrng@ with standmg@ which'is fasterand makes e \ncammg Imk
combo with starding @ also allows it to catch low-altituda tnangle jumps for su‘mlar damage.

. sodomn

730,800 damage 192% meter loss

i 'Gam:eurg the Berserker Slash mto thie Bersgrker Charge a”uws fora follow-up combo if it hnts Dash fnrward as qmckly as posstbte aﬁen

Vo

you're in range far the |quEa fiits. You can input the ciash earlier than you think!

WITH BERSERKER CHARGE ACTIVATED, CR. (L), CR ST O-# g t - o @ {:H

:}@ED lt«:}.‘ MASH@

771, 700 damage, loses 100% meter (in addition to lhe eust of actwatmg Berserker Charge)

This:smalt loop takes advantage of the Berserker Charge speed-up effect for extra damage The upemng crouchmg @ standmg@ ”
high enaugh into the air for'another crouching (1) o hit 1T the opposing player has a lendency m attack after guardmg yuur Berserker Siashes

I T g S Y g

e, b |, - RSEeeatleab et el Easdl o

CR. @ GR. @,ST @, ST. @ 6 e=> FGRWAHD SUPEH JUMP AIH@ l‘@ ®—b @r;p@
_@lx»%@)ﬂ»#\ﬂ“ -
859 700 damage 220% meter loss

This basm method of landing Wolverine's Tevel 3 hyper combo deals heavy damage bui it's not always worth the meter use. Save it ford nstances whe
when you're fighting the opposing player's final team member. Gt




CR. @, CR. D, ST. ®. ST. @, ® ==> FORWARD SUPER JUMP. AIR ©. @, (@ ==t- (5
>N R
859,700 damage, 220% meter loss ‘

This basic method of landing Wolverine's level'3 hyper conho deals heavy damage, but it's not always worth 'lhe.-met :
when you're fighting the opposing player's final team member. ;

!/ CR.©, CR.©, ST. @, ST. @, ® ==> FORWARD SUPER JUMP, AIR O
@, ® ==> FORWARD SUPER JUMP, AIR ©®, ©, 0, B &= @& ®

862,900~1,024,900 damage, 10~27% met-é_r_gain :

This combo gives you plenty of time to decide whether or not t'(_: activate X-Factor. perfect for situations Whed you 1 ; o;ag’tc‘h v
to take out both characters in one fell swoopl If you have trouble hitting the airborne enemy atter the air ¥ : hd @ hits, try actuall
X-Factorto give yourself more time. g G S 4 o :

//_ THROW DR AIR THROW, WAVE DASH FORWARD, % o
=), MASH @ L o
$48,100~1,073.400 damage, 26~63% meter gain

I you land a throweagainst the last character on your opponent’s team, or 'ii you're behind and you neeﬂ
¥-Factor. If youre fast, vou ¢an juggle your foe with standing @@ ) before they touch the ground
Wolvetine’s ground throws: his air throws leave him directly nexf to his foe. ? : 2

_ WITH X-FACTOR AND BERSERKER CHARGE ACTIVATED, Il
- FORWARD SUPER JUMP, AIR @, @, T

773,100~1,020,300 damage, 100% meter loss (in gddiﬁdn to activat g Ber

This cambo only works when hoth Berserk Gharge and X-Fact activated. It's intended to dct a5 a very fas
once you land from air ¥ &2 @'. There's a high likelihood that you'll still be powered up when I8 biagked

When using Wolverine, you must often employ X-Factor to finish off certain problematic characters early. When you use X-Factor

in this way, you may want to think about activating Berserker Charge before the next character comes in: when both X-Factor and

Berserker Charge are active, hitting your opponent with an overhead air @ immediately after leaving the ground becomes a combo

starter. Simply cancel the air @ into Drill Claw, then Diving Kick, then proceed as normal. With the damage boost from X-Factor,

this combo inflicts a ton of damage and likely instantly K.0. any characters with less than 800,00 health!

As an alternative, you can simply use an “instant overhead” air @ , then immediately cancel into an aerial X-Factor and continue

the combo! This is a much higger gamble because you cannot verify the instant overhead air @ to hit before canceling into X-Factor,

but the surprise factor is much higher. The resulting combo also deals at least one million damage points! If your opponent guards

the instant overhead air @ , mix the opposing player up again with an overhead air@ attack, or simply land and go low with

crouching ®. Activating Berserker Charge while already in
If your opponent is guarding a multi-hit crossover assist, simply going for an instant overhead air @ is an incredibly strong tactic. ﬁ;ﬁ“’?fﬂfm an incredibly scary overhead ihreat fo
The assist combos after air @ hits, allowing you to combo info a Drill Claw, then Diving Kick! Olveilies iftense,

Against very large characters, you can use air & as an instant overhead aitack, then immediately cancel into Drill Claw for a free combo. Instant overhead air & works against
the following characters:
Captain America Haggar Sentinel Nemesis T-Type Doctor Strange

Doctor Doom Hulk She-Hulk Ghost Rider




EHERJL EXEtHTlOﬂ Tlfﬁ

d'a laj:klw' crhucllmg (M) after Berserker charge sooner than you think!

(H) ﬁANB ST.

ter activating Berserker Gharge or x Fautur aﬂm;k as suun as | pnssahla aﬂerthe screan ireeze 1o keep a comho gning Ynu can dash

D WAVE DASH, CALL AKUMA—B, < + ), FORWARD DASH, © == FORWARD SUPER JUMP,
@ =b> US> O (=> U2+ O MASHS)

438 400 damage

Damage
1,350,400~1,595,700 damage, builds 2 meters

, ST. ®, © ==> FORWARD SUPER JUMP, AR®), @), @ =»
_{R@ @ o, mmb@o @;m»{}mww

1, 013 9001, 322 200 damage 33 74% meter ga\'n

Il T |b|e w;thout sam II recove |nl|me

hils, y

hie Fatal Claw loop! When the opposing character soars over Wolvering after juggling vuth':D'@ £+ @ (must hit thres times) === G‘ [2<a+ @@ | reverse the command for the
d te. If Fatal i uggle wnh repeaied Tomado and Fatal Claws unt H your rneter is dep\eied_

800,000~1,400,000 | .

RGN GIBERSE

If you attack with Berserker Slash and it is guarded,
canceling into Berserker Charge leaves you at a +7 frame
advantage at a relatively close distance. This also applies
if your opponent activates advancing guard before the
Berserker Charge super flash! From here, you have three
major options:
Dash forward and attack with crouching @ . This
beats all attempts from the opposing player to stick
out any ground normal attacks. Jumping away helps
avoid this.

If Berserker Slash to Berserker Charge is guarded, use
your +7 frame advaniage lo try fo salvage ihe mix-up!

Immediately performing Berserker Slash M crosses
up opposing players who sit there and guard low. It also crosses up opponents attempting to |ump
away. If you hit an opponent jumping away with Berserker Slash M, the speed bonus from Berserker
Charge allows you to dash forward and gef a full juggle combo. To I:ﬂ]'l'lb[l against a grounded

- opponent, call a crossover assist before performing Berserker Slash M.

11 you think your challenger is going to jump and block in the opposite direction, counter with an
immediate Berserker Slash L. This also leads to a full combo if hit.

If your opponent uses advancing guard after the super flash, the situation changes a bit. The additional
guardstun gives you enough time to dash forward and hit them with crouching @ before they can

even jump away. However, advancing guard in this situation pushes Woelverine back a very miniscule
distance; not enough to cross up with Berserker Slash M. If you want to cross up in this situation, you’ll
have to dash forward and use Berserker Slash L.

CHINATEW

When a new character
enters the playing field,
you have an incredibly
simple and effective
mix-up at your disposal.
Simply run directly under
your foe and attack with
upwards Drill Claw while
the opposing character is
coming in. The timing of
the Drill Claw determines
whether the attack must
be guarded in the cross-up direction or not, but it's impossible to
visibly distinguish!

After the Drill Claw, call your crossover assist and use Diving Kick. If
the Drill Claw hits, you can convert into a full combo. If the Drill Claw
is guarded, your opponent then gets pinned in place by the Diving Kick
and the crossover assist. Mix your challenger up with Berserker Slash,
crouching @, or instant overhead @ .

Best of all, this Drill Claw mix-up beats nearly all attempts by the
opposing player to press buttons; the Drill Claw beats all normal aerial
attacks on the way in, and it also cleanly hits attempts to airdash or
fly away.

When & new character is coming in, Wolverine has a
nearly invisible mix-up using upwards Drill Claw!
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ALTERNATE GOSTUMES

e

ﬁham Cambo ﬂrcn :type  |Hunter Series -
x-Factur Boost : Damage. : Speed
Level 1 (3 teammates remaining)

Level 2 (2 teammates remaining)
Level 3 1 learnmale ramaminq)

¥-23 is a melee character: her eﬁecirveness is he:ghfened at c?ose rang& She benem‘s !
greatly from the help of crossover assists, so she is best pEaced first gr second on 4 team.
Your:main goal with X 23 is to get her. close, with. ThE Sacbnﬂanf goaroi tomering her
opponent. Why is this effective? "

X-23 has few uphons fram fu!lstzreen The ma]arltv of her damaga .
will he sgored at pnmt b[ank range o

Ail ﬂf X-23’s special moves muwe her fnrward 'makmg it dmmalt
for her rivals to push her. away wﬂh aﬂvancm ._guard

Mirage Feini M and Decapﬂatmg Stme hecnme partmu!ar!y deadlv; .
agamst a cornered adversary : ;

How can Ihese guafs be acmeved"

-":Usmq a crassnver assis "m cmver Nack sl
: erage Feini :

:Appmachmg fmm the sky wnh Taltm A ack

~ Canceling a!iai:ks wztﬁ Mjrage Femt and
cluse raﬂga e .

ck Slice to stay wit!

THUNING SINCE ORIGINAL MUC3
X-23 gains the ahility to cancel Crescent Scythe and Mirage Feint info Talon Aftack,
increasing her offensive options. In return, her vitality has been decreased from 880,000 to
830,000. The rate at which X-23’s air basic attacks decay hitstun is increased, reducing the
number of rejump loops you can attempt with her, thus stightly reducing her damage output
and meter gain. Damage has been added to Rage Trigger (with mashing) and Silent Kill,
somewhat compensating for this change.

Vitality decreased from 880,000 to 830,000

Can cancel into Talon Attack from any aerial special move
Rage Trigger is mashahle
Silent Kill 100,000 damage increase



| sranﬂmg Basic Attacks

Screen  Command Hits Damage Meler Gain Startup Aciive  Recovery ~dvantage Advantage it y...c

- on Hit Guarded
| -
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:g[;';_'-mmhing Basic Attacks

. Screen Gommand Hits Damage Meter Gain  Startup  Active  Recovery M::"l_}ﬂge Adgﬁgﬁggg if Notes

MR - g Pl RO

l.'rnmm special llttack-—-—launcher |

~ Screen  Command Hits Damage Meter Gain = Startup Active  Recovery “on Hit Guardeq  Notes. |

(while standing or 80,000 640 Launcher, nof special- or hyper combo- 1
uching) cancelable 4

- Air Basic Attacks
Screen  Command . Hits Damage Meler Gain  Startup  Active  Recovery - Ad:an}:'atge M&’sg:ggs i Notes
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N e T e e e |
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Air Special Attacks—Flying Screen and Air Exchange

A|r® causes a hard knockdown when used in a launcher combo (this is somelimes called flying screen). When used outside of a launcher combo, mr@ behaves mostly like another
basic attack. Air exchange attacks, performed by inputting a direction pius@ are only possible during a launcher combo. Exchange hits initiate team aerial combos by tagging in the next
available character to continue the air combo.

Meter Advantage Advantage
Gain

Snreen Command Hits Damage Startup Active Recovery on Hit _ if Guarded Notes

45,000

Gommand Attacks

Command attacks resemble basic attacks but have different chaining and canceling properties. It's nsually possible to chain info a command attack from basie attacks. but most command
attacks cannot be chained from or canceled themselves.

' < Meter : Advantage Advantage if
Screen Name Command Hits Damage Gain Startup  Active  Recovery on Hit Guarded Notes

Falling + &
(in air) - - Cancelable into TAC attack orty A > + @

Throws

Throws are for snagging passive or blocking opponents. Since throws are active so quickly, yvou can also use them to preemptively toss opposing characters out of their offense. Combos
are nsually possible after throws, one way or another.

Screen  Command Hits Damage Meler Gain  Startup  Active Notes
<2 + @ (ground)
o> + @ (ain)




-Crossaver, Assists o |
g;;gsm} i e Meter = - Hecuvefy{this ﬁecoverv ..

Screen Type Combination Description Hits Damage Gain  Startup  Active  crossever (other  Notes
Hyper Combo : assist) partner)

Rage Trigger Neck Slice 80,000
2 |xn-pB Rage Trigger Ankls Slice | 1 | s0.000
Crescent
Scythe H

Rage Trigger 108,300 | 960 154 124 Knocks down

A 23~.—B Ankle Stice is one of the few crossover assists that must be guarded low, making it useful to complement
[ G-capable, as well, making It useful for any character to extend combos, X- srescent Seythe has a large hithox but

ibility, decreasing its usefidness. However, it does has avery small window of invincibility when used s a crossover cotinter. If you are quarding an attack at close
N X 3 Via crossover counter, and X-23 il beat out.any opposing attack (unless it happens to be more invincible than Grescent Seythel). You can then proceed

Screen Command Hits Damage Meter Gain Startup Aclive Recovery Adg:n}}iatge ﬂdgﬂg:ggg

500 - (-1 hyper
meter bar) 2 ! i |

On hit, snap back forces the opposing point character to be replaced by an assist. Opposing assist calls or tag outs are alsa locked
out for 4 second

ete n Advantage Advantage
0 d 'o dal€ d i VE ecove

d 0 ged
Neck Slice 85,000~ | 680~ Charged version staggers, charged version causes
! (can be charged) Ve + @ |1-3 135,400 | 1200 1837 | 9-12 1411 spinning knockdown if it hits aerial adversary
Anklz Stice o | 85,000~ | 680~ | . : i i i
2 |leanbechargeq|V 5>+ @ |13 y35000 | qopp | 2099 | 47 | 240
Decapitating : ;
3 |Slice(canbe ({F >+ @ | 3 | 120000 | 1200 | 26-45 8 23 ) _ :;nro:'. knocks down, charged version has increased
charged) o
= SO e : T SR I T
4 |reonatackL (W0 L g 1 | o000 | 70 | 1 e (5}
5 |Talon Atk (080 @| 1| %o | | 15 | 13 13
o |ronatackt (B8 L@ |1 fom || 5 | v | w |
Crescent . o i
33 (in air -
Suythe L ST+ @ | 1| 8500 | s80 | 5 8 umilggmun o 19 | Knocks down
(in air 0K)
Crescent i e S
o] : 40 (in air — ¢
7 |Seythe M U+ @ 2 | 104500 } 880 5 ol undigiouRdedl .
{in air OK) it s : e e
Crescent =Ty
59 (in air— i
Scythe H SUN+@® | 3 118,200 | 1056 5 L e grounded) Knacks down 1
(in air OK)
Mirage Feint L ~' el s
: (can%e charge)| VEZP @ | — | — | — Sl , during s feint
Mirage Feint M an T > o Charging state starts on frame 4 if button is held,
? (can be charged) VRe+@ 4 i _ 4 = RIS [ i pressing &) during charge cancals feint
Mirage Feint H 2 L ‘ e
0 | fcanbe chargea| V2<F + @ | — S ; ‘5 o 7

Neck Slice; X-23 launches forward with a slice attack. If @ is held down, you can charge Neck Slice for added damage, hitstun, and
range. An uncharged Neck Slice reaches halfway across the screen, while a fully charged Neck Slice covers three-guarters of a screen’s
distance, making it a great way to get close. A successfully connected Neck Slice cannot be followed by basic attacks for a combo, but
you can hit-confirm into Rage Trigger for decent damage. More importantly, a successful Neck Slice puts X-23 right where she wants to
be—right next to her opponent. Neck Slice can be punished with a throw if guarded, so it is important to use this attack in tandem with a
crossover assist to make it safe. A fully charged Neck Slice causes a stagger if connected, allowing for a combo opportunity. A charged
Neck Slice also causes a hard knockdown on aerial rivals. Even though a charged Neck Slice can still be punished by a throw,{/}ou have

enough time to have X-23 jump away from a throw attempt. Jump away from the throw attempt, and then counter with an airyy + @&
or Talon Attack L.




Ankie Slice: Ankle Slice is a Decapitating Stice: X-23 leaps forward for an
low-hitting version of Neck Slice. unguardable throw. The throw can be countered by

A fully charged Ankle Slice is interrupting it with a quick attack or jumping away,

0TG-capable, making it a staple 50 this attack is best used after your competitor

in X-23’s combos. A charged has been conditioned to guard. Throws do not work

Ankle Slice causes opponents to on opponents who are in hitstun or guardstun, but

stagger, leaving them open for Decapitating Slice has enough startup and range to

a full combo. Ankle Slice suffers allow any hitstun or guardstun to pass if canceled

from the same punishment from a basic attack. If your adversary is not vigilant

options as Neck Slice, so it is with advancing guard, you can use this technique
best used either in combos or while covering with a crossover assist. You can to score free damage. Because of Decapitating Slice’s horizontal range, your opponent's advancing
cancel into Rage Trigger for decent damage if Ankle Slice connects. guard will not push X-23 away far enough out to avoid Decapitating Slice in the corner.

Talon Affack. Talon Attack is a flying
kick that serves as X-23's main way of
manipulating her aerial movernent. Talon
Aftack L travels downward at an angle and
can only be punished if guarded in the air.
Talon Attack M flies straight, covering a
;i . : e ] large amount of herizontal distance. Talon
Hha el o SRR . A Es . i : " Attack H sends X-23 flying upward at an
Talon Attack L angle, making it great for escaping corners.
Talon Attack M and H recover in the air, so
it is possible to attack or guard after recovering. Talon Attack L is commonly used as a combo ender and has the same hard knockdown property as air & if used after first launching an
opponent. Note that all versions of Talon Attack can be canceled into from Crescent Scythe at any time. Also, you may only use Talon Attack once in the air.

Mirage Feint H

Crescent Seythe: X-23 flips forward with a crescent-shaped  Mirage Feint: Mirage Feint is a quick hop that you can emplay for movement or set-ups. Mirage Feint L is a small hop

slice attack. The range and damage of Crescent Scythe and can be canceled from a guarded basic attack (such as standing @) to stay close. Mirage Feint M travels the farthast
differ depending on the button used, with @ being the of the three and can pass through opponents for a cross-up (this works in the corner, as well). Mirage Feint H is different
strongest. This attack has no invincibility, so you must because X-23 performs a small jump instead. During this jump, air basic attacks and special moves are available.

perform it early if used as an anti-air attack. You can charge all three versions of Mirage Feint with their corresponding @ button. The feint can be charged

A whiffed or guarded Crescent Scythe leaves X-23 wide indefinitely, though a charged Mirage Feint has no special properties. While charging, the move can be canceled altogether
open for punishment. However, you can mitigate this by by pressing & . Take advantage of this optionto cut down the recovery time of basic attacks (see the Advanced Tactics

canceling into any versfon of Talon Attack. Stop foes who section for more details).
are approaching from the sky with Crescent Scythe H, then
cancel into Talon Attack L or M ta reverse their momentum!

Hyper Combas
Advantage Advantage

Screen Name : Command Hits Damage Startup Active Recovery onHit. iFEuarded Notes
245,400~ 16(13)24
; 294,600 1010 |
Weapon X Prime 14 | 280,900 L

Rage Trigger Frames 1-19 invincible, can be mashed for additional hits

Frames 6;29 invincible, X-23 becomes Invisible upon
400,000 activation, pressing © when near the opposing character
| activates special unblockable attack and ends Silent Killer

Silent Kill (Level
3 Hyper Combo)

Weapon X W i ifent Upon

Prime: If ‘ | activation, X-23 becomes

successfully T - g, | invisible and has acc
connected, $ ardab
X-23 :
performs K i pressing(8). X-23
a harrage /8 . reappears efther when the
of melee i i ;
attacks ”
: for a soft i
knockdown. Weapon X Prime is nat as usable in.combos Although ste hecomes extremely difficult to deal with,
as Rage Trigger hecause of its startup time. However, it invulnerable while invisiale: don’t hecome careless aft
has a considerably longer window of invincibility than Rage
Trigger, and you can use it to counter projectile hyper
combas from fullscreen. Utilize the move to THG to and from
the other characters on your team and also to counter hyper:
combos at a distance.

Rage Trigger. Rage Trigger is combo-
friendly and:{s X-23's main way of

_ ending combos. It has a short period of
invulnerability far blowing through close
range attacks. Rage Trigger is extremely
unsafe if guarded, so save its use for
comhaos or reversals.

connected on opponents who.
“to perform standing @ g
 must either fight biindly ar 1 the duration o Silent
your rival does manage to escape Initially, remeinber
access to all hier aftacks and crossover assists while




Your main goal when using X-23 is to get
her close to her attacker. She has no way
of dealing damage from across the screen,
so all effort should be put into getting X-23
into striking range. Once she is at mid to
close range, X-23's hand-to-hand prowess
shines!

You can have X-23 approach her foes in

several different ways. The main way to

approach is with a frontal assault utilizing

X-23's “Slice” special moves. Neck Slice and

Ankle Slice cover half a screen’s distance
uncharged, and they cover almost the entirety of the screen when fully charged. Neck Slice
has a large hitbox and can be covered with a crossover assist to push forward safely. A fully
charged Neck Slice is better to use if possible because of its increased range and hitstun.
Charging Neck Slice has quite a bit of startup, so use a crossover assist to protect X-23
before attempting it. As your rivals become conditioned to dealing with Neck Slice, you can
then mix up between Ankle Slice and Decapitating Slice to keep your opposition guessing. If
the opposing character is not vigilant with advancing guard or low. guarding, use Ankle Slice
and Decapitating Slice for a possible combo opening while pushing the opposing character
into the corner.

Mirage Feint is also a great way to close the distance between X-23 and her competitor.
Mirage Feint M covers more ground than her forward dash and rivals it in speed, as well.
Cover your advance with a crossover assist, then perform Mirage Feint M to get X-23 near
the opponent. Mirage Feint L only hops a short distance, but you can use its short recovery
time to lead into a Mirage Feint M, which then puts X-23 in attacking range. Mirage Feint H
doesn’t cover as much ground as Mirage Feint M, but it allows a crossover assist call while
X-23 Is in the air. Instead of performing Mirage Feint L to Mirage Feint M, try performing
Mirage Feint L to Mirage Feint H with a crossover assist during the jump to keep X-23's
mobility from heing too obvious.

In addition, the short hop of Mirage Feint can be canceled into Talon Attack to travel even
farther. You can surprise your challenger by performing a Mirage Feint L or M, canceling
into Talon Attack M, then coming out of the Talon Attack with air ® fora heavily offensive
approach. You can also use this for a tricky cross-up with Mirage Feint M. After crossing an
opponent up with Mirage Feint M, immediately perform Talon Attack L for a quick dive attack
from behind!

You can also utilize X-23's Talon Attack to have her approach from the sky. All versions

of Talon Attack propel X-23 forward, with Talon Attack M and H traveling particularly far.
This makes it possible for X-23 to approach at unusual angles. For example, you can follow
a Talon Attack M or H with& + @ upon recovering to have X-23 drop directly on top
of her adversaries. You can also simply attack with air €3 arter a Talon Attack M or H for

a comho attempt. If you think your opponent is ready for an aerial assault, you can opt to
guard after a Talon Attack M or H to avoid retaliation. If you have a long range crossover
assist, you can call it, then quickly jump and perform Talon Attack M or H. Doing this at
high altitudes is sneaky because your rival won't be able to see the crossover assist since
the screen will be focused on X-23 flying in the air and not at the action on the ground! At
mid range, you can use Talon Attack L not only as an offensive means of approach, but as a
great way to punish projectiles, as well.

Once close, you can utilize the speed of
X-23’s standing and crouching @® to mount
an offense. Guarded attack strings can be
canceled into Mirage Feint, Neck Slice,
Ankle Slice, or Decapitating Slice depending
on how your competitor behaves. If your foe
is content in guarding X-23's onslaught, call
a crossover assist during a guarded attack
string, then cancel into Mirage Feint M for a
cross-up while your teammate attacks from
behind. You can also take advantage of an
overly defensive opponent by opening them
up with Decapitating Slice. To combat advancing guard, use Mirage Feint and Neck Slice to
move back into position. Mix this up with Ankle Slice to check their low guard. Mirage Feint H
becomes a threat at close range, as well. You can cancel your basic attacks into Mirage Feint H,
then continue the assault with air attacks that must be guarded high. You can also cancel Mirage
Feint H into Talon Attack L to continue the pressure.

Comered opponents are not safe from a Mirage Feint
M cross-up!

Once cornered, enemies must deal with even more shenanigans! Mirage Feint M always
crosses up cornered opponents, so they must then worry about guarding left or right in
addition to the high/low mix-up produced by Ankle Slice and Mirage Feint H. Cornered
challengers also fall victim to Decapitating Slice much easier, since advancing guard does
not create enough distance for the opposing character to avoid the throw. Counter attempts
at advancing guard with Neck Slice or Mirage Feint to keep your rival cornered. If you have
an assist that locks the opponent down for an extended period of time, the corner is a great
time to utilize it to set up Silent Kill!

[ CR.©,©,ST.@e> ¥ # « = @, AIR®, ®, LAND, FORWARD JUMP, AIR @, @, ®, ® => ¥ % » < ©, LAND,
u

ST. @ (2 HITS), ® FORWARD SUPER JUMP, AR®, ©, @, ¥ © ® = + ¢

¥ 4= & @ (CHARGE)==> ¥ W =» © (MASH @)
604,500 damage, 8% meter gain

o @=> § u > o @, LAND,

lﬂs Is X-23’s standard bread and butter combo. This combo has trouhle working against smailer character |ike Rocket Raccoon, in which case, you should perform st.@
I 4 air @@ |

2 H @ @, jang, st BE=> § 2 €D

= 2 (D) fand st @ (2 nits), & into the remainder of the launch combo.

Yu=> @, ST @e=> ¥ # « & @, AIR®, ®, LAND, FORWARD JUMP, AIR @, ®
ST. @ (2 HITS), ® ==> FORWARD SUPER JUMP,AIR®, @, ®, ¥ © @ ==> > ¥ u

¥ = = @ (CHARGE) ==> ¥ % = = @@ (MASH &)
577,300 damage, 15% meter gain

This combo is similar to Combao I, but it starts with Decapitating Slice. If you are having problems linking st. @ after ¥ W = & @ st. @ gives a few extra frames of leniency to

juggle properly

FRONT OR BACK AIR THROW, LAND, @5 (FORWARD DASH), % % » & @ (CHARGE)==> ¢ % » & I e))

345,900 damage, 80% meter loss

It's best to use to forward dash in this situation instead of = = to avoid an accidental = ¥ % motion when attempting the Yau=>o@

QA

/. (WHILE ENEMY IS AIRBORNE) FORWARD JUMP, AIR®, @, ®==> > ¥ & ¢ © == ¥ u=> & (O, LAND, ST. @
(2 HITS), ® ==> FORWARD SUPERJUMP, AIR®, @, ®, ¥ ©« @==> » ¥ w ¢ Oe==> § w = & (D, LAND,

¥+ w=> o @ (CHARGE ¥ 4= o @5 (MASH @)
601,600 damage, 17% meter loss

This combo is good to use in air-to-air situations. When a new character is incoming after a knock out, use air@ 1o interrupt their attack and go straight into this combo.




; I, CR.©, ST. @ (2 HITS), CR. @ (2 HITS)E3E ST. ® (2 HITS),@ Y2 «<@®,AIRD®,®, LAND, FORWARD JUMP, AIR { ol
i ®,®,®,®, LAND, FORWARD JUMP, AR ® ,® , ® ¥ %= < (@O, LAND, ® ==> FORWARD SUPER JUMP, AIR @ , |
| V@ Vc@=b >4 xcO=>4x+cD,LAND, ¥ x> & @ (CHARGE)=<> # x » = ©@ (MASH®)

897,800~1,162,100 damage, 47~92% meter gain

X-Factor allows for an extended bread and butter combo with an extra re-jump. If you're looking for a guaranteed K.Q. and still have X-Factor available, this should be Yourgo-to combo £
X-23 becomes much quicker in X-Factor, so you should adjust your inputs accordingly. : _l

ATVANGEDRTAGTIES,

MIRAGE] CANGEL SILELTT, BT DALY
|

You can charge all three versions of Mirage Feint by holding
down the button used to perform it. This charge can be
canceled at any time by pressing © . With this, you can cancel

the recovery of basic attacks by canceling them into Mirage crossover assists such as Amalerasu—ﬁ Cold Star
Feint, then quickly press & to cancel the Mirage Feint. For or Doctor Strange—-B Eye of Aggamato can be used
example, you can perform a Mirage Feint cancel with standing . to hold your challengers in place for the unguardable
@ == 7 [2<0 + @, Once ™ is pressed for the Mirage s attack. Attacks that linger onscreen even if the

Feint, hold it down and press & immediately afterward, : original character is no longer in play (such as Trish’s
almost simultaneously. Hold your opponent in place with a crossover assis,  Round Harvest or Phoenix’s TK Trap) can be used to
I performed correctly, the recovery time of the basic attack Py S Il keep adversaries from escaping Silent Kill, as well.
used is reduced drastically, and it even grants heavy frame 2 This is especially useful after a K.0. when a new
advaniage if used with @ and @ atacks. It is possible to character is coming in; foes will fall haplessly into X-23’s clulches! If meter isn’t an issue, you
loop standing @, @, @ several times by Mirage Feint can follow Silent Kill with a combo to guarantee a K.0. Use this to turn the lides in battle!
canceling @, which is normally not possible.

GONBOARRENDIN

 GENERAL EXECATION TIPS .
Wnen perfnrmmg-b Ny E @-} lv o - o @ durmg alr smmms delav 8

Because Silent Kill is an unguardable attack and not
a throw, you can perform various sei-ups on cornered
foes that are virtually inescapable. Lockdown-heavy

fa- {;@ (MASH@)

Nuﬁes '

N

+ .o @ LAND, CALL WESKEFI——-B v X+ o @ {CHAR @-Foﬁwéan
Yo LAND & u q::@ (cHAHGE)-b Y -:::..(MASH)"

| Motes

"'(2 HITS), @-i» FBRWARD SUPERJUMP AIR@ @ @ & ﬁb@!—b ->+ w \::s@ :
-blr\»:}“{MASH@} o i

Notes

319% meter lo

; 'Damag'éﬂ -

| Once the first hit connects, YOU may repathHoilefileJy until X-Factor expires A2 A S amage varies mber of loops performed




“MY SKILLS ARE UNPARALLELED!"
Bio
REAL NAME OCCUPATION

Akuma Fighter

ABILITIES

While his basic fighting style is based on
Ansatsuken, same as Ryu, he has mastered his
awn style known as “Satsui no Hadou.”

WEAPONS

~ None

- PROFILE

A fighter who took on the name of “Master . _ .
of the Fist.” He seeks a true hattle to the Wl
“death with Ryu, and to make him into a worthy <

appenent, he fries fo lead Ryu down the path

af the “Satsui no Hadou.” /

FIRST APPEARANEE F{GA ¥,
Super Street Fighter 1l Turbo (1594] L4

_ )

4 STRE'NGTH“

7 FIGRTING ABlL'{fY‘mm“‘

*Thigis hmgraph,cat, and does. ‘
in-game combat potential of fhis et
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Chain cumba An.'ne!yne

Marvel Series

X-Factor Boost Damage '
Level 1 (3 teammates remaining)

Level 2 (2 teammates remaining)

Level 3 (1 teammate remaining)

While Akuma is a fairly powerful point character, his amazing Tatsumaki Zankukyaku assist
lets him really shine as a dedicated assist character. As an assist character, Akuma can power
through projectile walls, enhance offense, and change the flow of a round in an instant.

But, as a dedicated assist character, what happens to Akuma when he’s en his own? There
will no doubt be situations in which Akuma has to fight for himself, so it's necessary to
learn where and how Akuma is effective as a point character and how to hest take advantage
of his abilities. g

Akuma’s greatest strengths lie in his strong up-close game. When in close while using
Akuma, you can easily mix your opponent up by:

Using Akuma’s Zugaihasatsu overhead to hit the opposing
character and chain straight into combo

Dashing in with crouching L to hit an adversary afraid of
Zugaihasatsu

Throwing a hlocking competitor and conlinuing to combo with
Hyakki Gojin or Tenma-Gozanku Ungyo

Crossing your target up by calling an assist, then teleporting or
using aerial Tatsumaki Zankukyaku

How can you get Akuma close to his foe?

Advancing by using Zanku Hadoken and Hyakki Goho
Forcing him through projectiles wilh Tatsumaki Zankukyaku H

Super jumping and using a mix of Zanku Hadoken and
Tenmakujinkyaku

Jumping forward with option select aer & Tatsumaki
Zankukyaku L to stop jumping opponents

Using his wavedash to speedily approach a grounded attacker

When getting close is impossible for Akuma, he can still dea} considerable damage to both
characters as an assist using Messatsu-Gohado Ungyn and Tenma-Gohado Ungyo. The
damage on these beam hyper combos adds up quickly and the combos are fast and easy

to connect, and they can be used on reaction to fullscreen projectiles. When Akuma has
meter, he can force opponents to play passively and safely, since the Ungyo hyper combos
can destroy assists, Akuma can also evade the opposing character's attacks and quickly .
punish with-a Tenma-Gohado Ungyo, giving Akuma a threat you can use to advance on your
adversary's posmun

Su aki Zankukvaku i_ now millcls slightly less hitstun
‘ u-Gtmaﬂn Agya can now he masneﬂ for additional damage
s ﬁﬂhadn Ungvn i:an nuw ha mashed for additional damage

nzamw_ gyu can now be masheﬂ for additional damage
[io nku Ungva r:an now be mashed for additional damage
19 mnon t:an nﬂw he mashed iur additional damage
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Attack Set

Air Basic Attacks

Standing Basic Attacks
' ' Advantage Advantage if

- Screen Command Hits Damage Meter Gain  Startup Active  Recovery on Hit Guarded Notes

o e L 8 B

l_.'rn‘in Basic Attacks

Advantage Advantage it o ..o

Screen Command Hits Damage Meter Gain  Startup  Active = Recovery on Hit Guarded

[ Joooig® [ 1]

Cmuch'mg@ - - 4 ; Low attack, kn

= - =, 18—
Ground Special Attack—launcher
Screen ' Command : Hits Damage Meler Gain  Startup  Active  Recovery Ad:;ml_}ia‘ga M&’ﬁ:mgz i Notes

Advantage Advéntage if
Guarded  MOIES

Screen Command Hits Damage Meter Gain  Startup  Active Hedu\rerv on Hit




Air Special Attacks—Flying Screen and Air Exchange

Aii' causes a hard knockdown when used in a launcher combo (this is sometimes called flying screen). When used outside of a launcher combo, anr@ behaves mostly like another

hasic attack. Air exchange attacks, performed by inputting a direction plus @ are only possible during a launcher combo. Exchange hits initiate team aerial combos by tagging in the next
available character to continue the air combo.

Meter
Gain

Advantage Advantage

Screen Command Hits Damage it ifOuardo Notes

~
Air‘f} + 6 (during launcher combo)
| 2 > 0<2 + © gumamsron
| 0+ 0 a1

Startup Active Recovery

L

Command Affacks

Command attacks resemble basic attacks but have different chaining and canceling properties. It’s usually possible to chain /nfo a command attack from basic attacks, but most command
attacks cannot be chained from or canceled themselves.

Meter

Advantage Advanta
Gain

Startup  Active  Recovery on Hit Guardgg” Notes

Screen Name Command Hits Damage
nmakujinkyaku

Throws are for snagging passive or blocking opponents. Since throws are active so quickly, you can also use them to preemptively toss opposing characters out of their offense. Combos
‘are usually possible after throws, one way or another.

Screen Command Hits Damage Meter Gain  Startup Active Notes

&> + @ (ground) 1

d)
PRI
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‘Partner—Crassaver ASSists

Type

Akuma —Qt

Crossover
Combination
Hyper Combo
Messatsu-Gohado

Agyo

Description

Gohadoken M

Hits Damage

Meter
Gain

Startup Active

Recovery (this
crossover
assist)

(other

Recovery

Notes

partner)

Projectile has 5 low priorily durability points

Akuma—3

: Messatsu-Goshoryu

Tatsumaki |
Zankyaku M |

Akuma —y

Screen Gommand

500 -

On hit, snap back forces the opposing point character to be replaced by an assist. Opposing assist calls or tag outs are also locked
d

4

Messatsu-Gohado

| Hyakki Gojin

Hits Damage

Hyakkishu M,

(-1 hyper

Meter Gain Startup Active Recovery

A[I'vaniage. Aﬂuanlaga_
on Hit

if Guarded |

0verhead altack, ground bounces airborne
competitor, 0TG-capable

[ Bt ) Imost every
eps opponents in guard lang er!:uugh.

team bett

5 a:long time
5 requires sopie

Name Command Hits Damage Maztiﬁr Starfup Active  Recovery Adr\,rgn'}?tge ﬁd&r:g:gg:
Gohadoken L {}- N>+ @ 90,000 Projectile has 5 low priority durability points
GohacokenM [T M e> + @] 1 | 90000 | 5
Gohadoken H Q N>+ @1 90,000 720 14 e 34 -10 -12 Projectile has 5 low priority durability points
Zanku Hadoken L | 41 %'_q'l +0|! | o0 | 720 | 0 | — B
alr Projectile has 5 low priority durability points, if
Zanku Hadoken M gﬁl o> ¢ @ 1 90,000 720 10 — 40 +11 +10 Akuma lands while still in recovery, then add 6
frames of ground recovery
zankuHatoken B {08 o | @ | 1 wood f o o | — 1 &
Invincible from frames 1-8, airborne from frame 7,
Goshoryuken L [e>{7 ¢\ + @ | 1 | 90,000 720 6 14 24 -2 -15 knocks down opponent
Goshoryuken M. |2>d0 €4 + @) | 2 ‘118;006.':.: 1000 4 | 50110 30
Iﬁvincible from frames 1-10, airborne from frame 5,
Goshoryuken H ¢>{} S+ @] 3 | 132600 [ 1200 3 6(1)10 44 -18 -36 knocks down adversary
Tatsumaki - el
Zankyaku L Crﬁ'q: + @ ‘110.‘[}{}[?_:‘ BBQ ._‘;_8 : T
ok Knloclks down competil_on destruys low anq medium
Zankukyaku M {} [R2<0 * @ 3 | 132,600 | 1200 8 17(6)6 14 +11 +3 ﬁmnﬁlgﬂfﬂrggctnes during active frames, airborne
Tatsumaki ‘ : S e 2 Bl
Zankukyaku H VR2<a+ @) 5 1‘55'2-6-3_ o : 8 _ 4168




Screen Name Command Hits Damage “é:tiir Startup Active

Advantage Advantage
on Hit  if Guarded

Recovery Notes

Air Tatsumaki e Until grounded, : g A ;
Zankukyaku L gl air) 1 110,000 880 5 28 At +13 2 Degtmys low and medium priority projectiles during
(in air OK) e landing recovery active frames
Air Tatsumaki i) : | |0l grounded.| :
5 | Zankukyaku M &} <+ @ 3 | 124000 | 1120 | 5. | 18(4)6 | 6 frames of SR ey
(inalr 0K) - {landing recovery| i
Alr Tatsumaki oy Until grounded, ) B Wl :
znkugaod |0 L @ | 5 | 159600 | 1600 | 5 | 4246 | Blamesor | 413 o= Rl et metitimpriontypigieallesang
(in air OK) landing recovery, : AGLIVETAMES
o] T Tl
Hyakkishu M . o i i i 42{Until = m Ai rhnme from frame 1, Hyakkishu attacks can be
o (in air OK) 43@ ©7+@® grounded permrmed from frame 14 on
Hyakkishu H Sy T e : 53/Until
{in air OK) NV N H) e grounded =
7| Hyakki Gosho gd,“””g Hyakkishu) 4 | 100000 | g0 | 4 15 -
S uring Hyakkishu) s Until
8 | Hyakki Gojin %D 1 90,000 720 14 roundad . 8 +.._4?_3 .
| (during Hyakkishu) i : . Projectile has 5 low priority durability points,
9 Hyakki Goho o 1 90,000 720 10 Until grounded — automatically aligns with rival
10 | Ashura Senku S o — — — g - 20 -
2+ O : : .

Gohadoken: Akuma’s
ground projectile is best
used from fullscreen range
because its slow recovery
leaves Akuma vulnerable,
allowing opponents who
jump over the projectile to
deal big damage.

Depending on the button
pressed, Gohadoken
travels across the screen
at different speeds: L is
the slowest, and H is the
fastest. Each version of
Gohadoken deals the same
damage and inflicts 27,000
damage if guarded, which is nice for free chip damage. If an adversary is forced to block a
Gohadoken, anather can be thrown fairly safely, unless your competitor can hyper combo
through it.

You should avoid trying to win a long range firefight with Gohadoken, since it only has

5 low priority durability points, which many long range characters can easily overpower.
Extra care should be taken when throwing Gohadokens against characters with teleports
because the long recovery of the projectile leaves Akuma vulnerable to characters who can
quickly get behind him.

If a Gohadoken hits, you can easily tack on some extra damage by immediately hyper combo
canceling into a Messatsu-Gohado combo from anywhere on the screen for free damage!

Goshoryuken: This variation on the classic
“dragon punch” gives Akuma a valuable
invincible attack that costs no meter, which
you can use to interrupt your opponent’s
offense. Goshoryuken L is only invincible
during its 6 frame startup time, while
Goshoryuken M & H remain invincible

well past their startup frames, with 7 and
10 frames of invincibility, respectively.
Goshoryuken M has a startup time of only 4
frames, which is fairly fast, but Goshoryuken H has an amazingly quick startup time of only
3 frames, making it one of the fastest striking moves in the game and allowing it to punish
any move that is -3 or greater!

If Akuma has meter, you can hyper combo cancel Goshoryuken H on the second hit into
Tenma-Gozanku Agyo ar Ungyo to make it completely safe, giving him an invincible attack
that is very difficult for your foes to punish! If your opponent blocks the Goshoryuken, then
the hyper combo cancels the recovery period, making Akuma safe; if your adversary is hit,
the two attacks combo together, giving Akuma solid damage off a safe and invincible move!

Zanku Hadoken: The aerial
version of Gohadoken is
an angled projectile aimad
down toward the ground
and is Akuma’s go-to move
for approaching distant
opponents. The button
pressed determines where
the projectile is aimed: the
L version is aimed almost
completely downwards,
while the H version travels
nearly across the screen.
The M version is best
utilized when Akuma is
super jumping, as it goes
far enough to hit the opposing character from that height and is also angled so that it can
block jumping competitors.

You should use these moves when normal jumping forward toward most adversaries.
Against foes with a quick projectile that can nullify Zanku Hadoken, like Magneto and Arthur,
you should have Akuma super jump and fire a Zanku Hadoken, and then follow it up with an
aerial Hyakkishu into Hyakki Goho, or a Tenmakujinkyaku if you think your challenger is going
to try to dash under Akuma. Note that the stronger versions of Zanku Hadoken have more
recovery, which can leave Akuma vulnarable during a super jump if thrown at the wrong time.
Generally, throw the projectile immediately after beginning a super jump.

Akuma can only throw one Zanku Hadoken per jump, even after one has recovered during
a super jump. Akuma can act again after Zanku Hadoken has recovered, however, so follow
up with a Hyakkishu move, Tenmakujinkyaku, or an aerial Tatsumaki Zankukyaku.

Tatsumaki Zankukyakur. This spinning
attack doesn’t just go through projectiles;
it destroys them! Starting from frame 8
and during all active frames, all projectiles
that hit Akuma are completely destroyed,
allowing Akuma to slice through zoning
attacks in an instant!

Tatsumaki Zankukyaku L is safe if guarded
3 to everything but 1 frame command
throws and deals 33,000 points of chip damage, making it a powerful pressure tool against
opponents, especially when they are in the corner. It's also Akuma’s single most damaging
attack, so you should use it in combos whenever possible. Tatsumaki Zankukyaku M & H
give frame advantage if guarded, but your adversary can punish them by using advancing
guard against the second-to-last hit, so be careful when using those moves from midscreen.

If Tatsumaki Zankukyaku M or H hit the target while the opposing character was in the
corner, you can immediately go into a combao by hitting the € launcher; the move gives
you ample time to verify that the attack hits, then confirm into Akuma’s basic aerial combo.
Against many characters, you can have Akuma comba into & from midscreen!




Air Tatsumaki Zankukyaku.
The aerial version of
Akuma's powerful
Tatsumaki Zankukyaku
allows Akuma to easily
control space in the air,
and it hits on both sides
of Akuma, making it an
excellent cross-up! Aerial
Tatsumaki Zankukyaku
also destroys projectiles
only 5 frames after you
perform the attack,
making it an excellent tool
for approaching zoning
characters.

Like the ground version, air Tatsumaki Zankyaku L deals 110,000 points of damage,
making it the most damaging single hit attack that Akuma has, so use it in combos
whenever possible.

After performing air Tatsumaki Zankukyaku, Akuma is completely vulnerable until he lands
or hyper combo cancels into Tenma-Gozanku Agyo or Ungyo. So when normal jumping at
an oppenent, use air Tatsumaki Zankukyaku L, and use air Tatsumaki Zankukyaku H when
super jJumping to make sure Akuma’s safety is ensured until he hits the ground.

Hyakki Gosha: One of

the three attacks that can
only be performed during
Hyakkishu, Hyakki Gosho
is a short-range overhead
punch that ground bounces
the target on hit. Of the
three Hyakkishu attacks,
Hyakki Gosho is the least
useful outside of combos
because it has very limited
range and few active
frames.

Hyakki Gosho is most

useful in combos, where
you can use it to ground
bounce your competitor. Outside of combos, the best way to use Hyakki Gosho is after
an adversary is forced to block a normal jump attack—perform an air basic attack while

calling a crossover assist, then cancel the jump attack into Hyakkishu L then Hyakki Gosho.

This lets you keep up pressure while performing low-risk mix-ups. Hyakki Gosho is safe on
block, allowing you to keep up your offense without risk of punishment!

Hyakki Goho: This
Hyakkishu attack allows
Akuma to throw a fireball
in the middle of Hyakkishu
simply by pressing (H
This attack is a major part
of Akuma’s offense, since it
lets him advance under the
cover of an air projectile,
and if the opposition is
forced to block Hyakki
Goho, Akuma is at frame
advantage! Being a
Hyakkishu move, you can
alter your gameplan on the
fly by using Hyakki Gojin
against an adversary trying to dash under Akuma, or by using Hyakki Gosho against a
competitor attempting to meet Akuma in the air.

This move is mostly identical to Zanku Hadoken; it inflicts 27,000 points of chip damage
when blocked, and Akuma can only throw one per Hyakkishu. After Akuma throws the
projectile, he cannot act until he hits the ground, putting him in great peril if your rival
evades the projectile.

You can also employ this attack to create two midair projectiles, which can create
enough of a wall to stop most characters from destroying Akuma’s fireballs! Throw
a Zanku Hadoken during a super jump, then perform air Hyakkishu and Hyakki Goho
immediately after to rain down Hadokens on your opponent!

Hyakkishu: \When you perform this attack,
Akuma jumps into the air and is granted
access to the three powerful Hyakki attacks.
Hyakkishu is primarily a tool to assist
Akuma’s offense, as he quickly moves
forward and at any time can use one of

the Hyakki attacks to attack opponents.
Hyakkishu can now be performed in the air,
which gives Akuma a semi-double jump, as
well as the ability to throw two projectiles
during a single jump.

Hyakkishu L only travels a short distance and is lower than a normal jump. The M
version is essentially the same as his normal jump, while the Hyakkishu H travels across
half the screen and goes very high, but not quite as high as a super jump. Primarily,
you'll want to use Hyakkishu L in close-range situations, and employ Hyakkishu H to
advance against zoning characiers.

In the air, each Hyakkishu attack travels about half as far and high as the ground versions.
As such, air Hyakkishu L barely moves upward at all! When canceled from a jumping
attack, the Hyakkishu jump is barely off the ground. Consequently, you can use it in tricky
double overhead attacks and can even create entirely unblockable situations with low-
hitting crossover assists!

Unlike a normal jump, once Hyakkishu has sent Akuma into the air, he cannot guard and
can only perform one of the Hyakki attacks or Tenma-Gozanku Agyo or Ungyo, so be
careful when using it in situations where the opposing character can hit Akuma.

Hyakki Gojin: This
Hyakkishu attack is

an energy-infused

dive kick that, unlike
Tenmakujinkyaku, is

an overhead attack and
allows you to combo into
additional damage when it
hits. Hyakki Gojin is best
used in combination with
super jumping and using
Hyakki Goho; if you think
your opponent is going to
try to dash under Akuma,
use Hyakki Gojin instead of
Hyakki Goho to dive down
and cut them off!

You can also use Hyakki Gojin to exiend Akuma's combos, as it is 0TG-capable and ground
bounces when hitting a grounded foe. You can use this fullscreen and after an air throw,
but if it hits your rival just before they’re about to stand up, it causes the competitor to
ground recover instead of ground bouncing. If this happens, use it as an opportunity

to continue attacking your challenger; use the overhead Zugaihasatsu, or crass up your
opponent by calling a crossover assist, then switching sides with Ashura Senku!

Ashura Senkar. Akuma's
teleport causes him to
quickly move to the left or
right, depending en which
direction the command is
performed. Ashura Senku
isn’t recommended as an
escape tool; while it has only
4 frames of recovery, it has
14 frames of startup, making
it easily thwarted when
Akuma is on the ground.

When covered by an assist,
Ashura Senku becomes

a powerful mix-up tool
because it allows Akuma to
quickly travel through his opponent, making it difficult to see which side of his competitor
Akuma is on! Ashura Senku can even travel through an adversary in the corner, and it is a
great way to open up the target and land one of Akuma’s huge damage combaos.

Ashura Senku can be hyper combo canceled at any time, allowing Akuma to teleport close
to his foe and then cancel into an inescapable Raging Demon!




Hyper Gombos

Screen Name Command Hits

I i Y

Messatsu-Gonado | {7 €4 2> + @@ hold @

{mash @ after beam begins)

(in air)

N>+ @B hold @
(mash @ after beam begins)

Tenma-Gozanku
Unayo

Raging Demon
(Level 3
Combo)

Hyper

Messalsu-Gohado Agyo:
During this hyper combo,
Akuma unisashes a flurry
of high priority projectiles
angled to cover most of
the screen in front of him!
While this hyper cambo
potentially deals more
damage than the Ungyo
version and can be mashed
for an additional 27,300
damage on top, most of
the projectiles miss the
opposing character by
flying over the foe’s head or
into the ground.

This hyper combho is useful outside of combos as an approach tool, since the projectiles
stay on the screen after Akuma has finished throwing them, allowing him to move in on
his competitor under the cover of this hyper combo. Advancing guard can negate the
effectiveness of this technique, but it can be useful in a pinch, especially when Akuma
doesn't have assists to help him cross the sereen.

Tenma-Gozanku Agyo: The aerial version

of Akuma’s barrage of projectiles hyper is
much more useful than the grounded version,
because the spread of projectiles has a

much higher chance of connecting with the
opposing character and can be mashed for
up to 57.300 additional points of damage!
Generally, most projectiles will still miss your
target, meaning that Tenma-Gozanku Ungyo
is recommended in many situations.

This hyper combo really shines in combos, hewever: Akuma can end an air combe with
Tenma-Gozanku Agyo, then tack on an additional Messatsu-Gohado Ungyo or Tenma-
Gozanku Ungyo after he lands! For more details on these combos, check the Combo
Usage section.

You can also use Tenma-Gozanku Agyo as a close range pressure tool, as Akuma is left at
+3 frame advantage after he makes an adversary block this move from up close: make an
opponent guard the hyper combo, then perfarm an aerial mix-up with aerial Hyakkishu!

Messatsu-Goshoryu: This hyper combo

is invincible for 21 frames, making it an
excellent way to avoid chip damage from a
competitor's hyper combos. If an opponent
is too close to Akuma when performing a
raw hyper combo, immediately perform
Messatsu-Goshoryu and blow through
their attack. In combos on the ground,

o

¥ pr

Messatsu-Goshoryu generally does less
damage than Messatsu-Gohado Ungyo, and

many of the hits whiff adversaries who are not on the ground or close to it. Additionally,
the move will only fully connect during very specific THCs, making this hyper best used
strictly as a counterattack.

Damage Startup Active Recovery

Advantage Advantage
onHit it Guarded NOteS

Can be mashed for additional damage, each
projectile has 5 high

al damage, each

durah_l

Messaisu-Gohado Ungya This hyper
combo allows Akuma to shoot a fast,
powerful high priority beam across the
screen, tamaging any adversaries caught
in its path. This hyper combo starts up in

punish projectile-throwing rivals from
fullscreen!

Whenever Akuma has meter, opponents
should throw projectiles with caution, since Akuma players can easily cancel any move
Akuma is performing inte Messatsu-Gohado Ungyo and blast through any projectiles on
the screen. You can also use this hyper to hit an assist from dcross the sereen; if you see
one come out, let this hyper rip! If it hits and Akuma has X-Factor available, cancel into
X-Factor and fire off another Messatsu-Gohado Ungyo! This comba does up to 547,500
points of damage at level 1 X-Factor, and when this is combined with the damage bonus
against assists, it can sometimes be enough for an instant K.0.!

Be wary of performing this hyper comba close to yaur oppanent in situations where this
hyper isn’'t guaranteed to hit, as it is -34 when guarded. Characters with fast, fullscreen
maves like Magneto and Ryu can punish Akuma from fullscreen bt most characters will
be able to punish it if they’re close!

N Tenma-Gozanku Ungyo:

; The aerial version of
Akuma’s beam hyper
combo fires downwards
at an angle and is OTG-
capable, making it a very
useful tool in Akuma’s
offense. It can also be
mashed for an additional
52,200 points of damage,
it does solid chip damage,
and leaves Akuma at only
a -1 frame gisadvantage
after it's over, making it
completely safe! Since Tenma-Gozanku Ungyo only covers & small portion of the screen,
characters with horizontally aimed projectile hyper combos like Taskmaster and Ryt can
easily hit Akuma during the middle of the hyper combo, so take special care when playing
against those characters.

Raging Deman; This level 3 hyper is an
incredibly fast moving throw that can be
“mashed for an additional 45,000 damage,
for a grand total of 510,000 damage! If
you perform this hyper fairly close to vour
rival, the opposing character will be unable
1o gscape, giving Akuma big guaranteed
damage! Raging Demon is also invincible
| for 39 frames, So you can ufilize it to blow
through enemy attacks.

When performing this attack, make sure not to it your opponent with an aitack while
entering the inputs; if your competitor is hit before Raging Demon is performed, they can
easily jump away from the attack, rendering the attack useless. Raging Dermon can also

be used in THCs to cafch blocking foes off guard:; use an advancing hyper combo like
Spencer’s Bionic Arm to get close to the opponent, and at the last second. THC into Raging
Demon for a gimmicky trick!

only 8 frames. allowing Akuma to easily




Akuma’s Talsumaki Zankukyaku assist can complelely negate projectiles, opening up space to start the aftack! Tatsumaki Zankukyaku can hit opponents from behind, effectively frapping your foe in the corner.

VWhile Akuma can be a strong point character worth building a team around, he really shines on a team that takes advantage of his excellent Tatsumaki Zankukyaku assist. This assist
maintains the properties of Akuma’s Tatsumaki Zankukyaku M, which is already a powerful advancing tool in its own right!

Akuma—B’s Tatsumaki Zankukyaku assist is versatile enough to be used in all stages of the game, from at long range to close up. From long range, calling Akuma at the right time can
completely pierce through a zoning opponent's projectile attacks. Akuma isn’t invincible when he comes out; even though his assist can destroy projectiles, if Akuma contacts a projectile
attack before the attack comes out, he'll simply get hit and return to the bench. To use Akuma effectively, wait for a break in your competitor’s zoning,; every zoning character has a gap in
their projectiles at some point. If Akuma is safely out and performing Tatsumaki Zankukyaku, your adversary can only hit Akuma with a projectile hyper combo, allowing your point character
to dash in and close the distance.

Akuma should be called very carefully against characters like Taskmaster and Ryu who can cancel their projectiles immediately into their long range hyper combaos. Tatsumaki Zankukyaku
will only destroy low and medium priority projectiles, so characters who can quickly hyper comba cancel into projectile hyper combas can seriausly damage Akuma. Akuma only has
750,000 health, making him one of the most fragile characters; an errant assist call can potentially get him eliminated in one combo.

At mid range, you can use Akuma'’s assist to simply take up most of the screen, since it stays on the screen for a long time and hits both in front of and behind Akuma. Characters
attempting to jump over Akuma generally get hit in the back by Tatsumaki Zankukyaku, which allows nearly every character to land a huge combo. Also, if an apponent is forced to guard
Akuma, he creates a golden appartunity for you to immediately launch an offensive; the three hits of Tatsumaki Zankukyaku place your rival in a surprisingly long amount of guardstun,
during which advancing guard is ineffective. Capitalize on this by dashing in and using any mix-up attacks your character may have, such as overheads or cross-ups!

The Tatsumaki Zankukyaku is even more effective when directly integrated into a mix-up. Calling Akuma—B first, then using a quick side-switching special move like teleports or
Wolverine's Berserker Slash can be a nightmare for the opposing player to defend against: Akuma makes contact with the enemy immediately after your point character has switched sides,
scaring a hit unless your opponent was guarding in the opposite direction! Akuma then proceeds to hit three times with Tatsumaki Zankukyaku, giving you plenty of time to capitalize with a
juggle combo. Akuma—B‘s assist is also great for turning quick overhead attacks into combo opportunities, but this is more difficult midscreen, because Akuma often carries your rival's
character a long distance away.

You can also use Akuma's Tatsumaki Zankukyaku assist to extend many characters’ combos, since it hits for a long time, letting you combo from things that normally have too much
recovery, like Wolverine’s Berserker Slash and Zero's Sentsuizan. The assist also only hits three times, which lessens the damage and hitstun scaling incurred by successive attacks!

Akuma can keep the pressure on by jumping over projectiles and firing one of his own! Throw a Zanku Hadoken while super jumping, then immediately perform Tenmakujinkyaku to quickly approach
fullscreen opponents!

When you are forced to fight with Akuma, you should try to get him in close as quickly as possible. Stuck in a long range firefight, Akuma doesn't have the arsenal he needs to compete
against more dedicated projectile throwers, and most characters can quickly close the distance against him and put him on the defensive. Gohadoken only has 5 low priority durability
points, which is only useful against characters who can't overpower them, like Rocket Raccoon or Zero, as well as against characters without advanced movement options, such as Haggar
and Frank West. The recovery on Gohadoken is fairly long, however, making it easy for characters to slowly put Akuma on the defensive by jumping over them. If Akuma is forced into a
firefight, try to catch your adversary and their assist on screen at the same time with the Messatsu-Gohado Ungyo beam hyper combo; chances are you can catch both of them at the same
time, inflicting massive damage to the assist. Even if it doesn’t K.0. the assist, it'll do considerable damage, which should keep them on the bench for lang enough that they won't be a
problem for a few precious seconds.

If you must play Akuma on point, try to pair him up with a crossover assist with slow-moving projectiles: Sentinel—c¢, Rocket Raccoon—x, or Aﬂhur—B are all great choices. These
types of assists not only bolster Akuma’s long range game, they also function as covering fire to allow Akuma to quickly close the distance and place his foe in long enough guardstun to set
up easy mix-ups. Characters with fullscreen hyper combos make good partners for Akuma in general: he will often be hitting with beam hyper combos from fullscreen, and these characters
can be used in THCs for extra assist-destroying potential.
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- In most situations, Zanku Hadoken and Hyakki Goho prove more useful than Akuma's ground projectile, as it allows him to remain mobile while tossing fireballs. Having Akuma jump
forward while tossing projectiles is a great way to safely gain distance on your opponent; the fireballs effectively act as a shield from the front, making this difficult for foes to stop by
conventional means. From farther away, you can advance a much longer distance by using Hyakkishu H immediately followed by Hyakki Goho. Making contact with a projectile leaves
Akuma with a huge amount of frame advantage; if Akuma is close enough, you'll be able to immediately dash in and perform a mix-up, or start a combo if the fireball hits the opposing
character! When attacking your challenger with aerial projectiles, be sure to use the proper versions of the attacks so as to not toss a fireball behind the opponent; Akuma is vulnerable after
an aerial projectile all the way until he reaches the ground, allowing for an easy combo for your adversary. To help mitigate this, play it safe and use weaker versions of Zanku Hadoken or
Hyakkishu. This can still be thwarted if your foe dashes forward unexpectedly, moving clear under both Akuma and his projectile and leaving him cpen for a combo. To prevent this, use
Tenmakujinkyaku or Hyakki Gojin: Akuma abruptly dives straight down onto his rival and cuts them off, allowing for a big combo!

Some characters with high-powered projectile attacks can make it very difficult for you to have Akuma bully his way in with aerial projectiles. Against these characters, try changing the
angle of your approach: super jump forward and use Zanku Hadoken L on the way up to cover your descent. This tactic completely bypasses any ground control your competitor possesses
and forces them to change up their game. The Zanku Hadoken will also have recovered well before Akuma lands, allowing you to perform a Tatsumaki Zankukvaku L on the way down to hit
opponents trying to dash under Akuma. This tactic still allows your rival to get away from the corner by dashing under Akuma, so you'll want to omit the aerial projectile and drop down with
Tenmakujinkyaku at times.

Once Akuma has reached midscrean, you can start mixing in aerial Tatsumaki Zankukyaku along with Zanku Hadoken; normal jump forward and press &> + o+ to
simultaneously perform an air throw attempt, an airm basic attack, and a crossover assist. Immediately after the kick extends, cancel into air Tatsumaki Zankukyaku H to complete the
option-select: you'll get an air throw if your opponent is near and a combo if air @ hits your rival out of a jump. Grounded competitors are then typically forced to guard the Tatsumaki
Zankukyaku, then the crossover assist. This allows you to guickly have Akuma dash in and perform a mix-up! Even better, when this tactic is used from up close, the Tatsumaki Zankukyaku
crosses up your challenger!

L

Akuma can teleport benind his opponent while calling an assist lo create a cross-up that is very difficult for You can use Aerial Hyakkishu very low to the ground, and when combined with a low=hitting crossover assist
foes io block. you can set up completely unblockable situations!

If you can manage to get Akuma up close to his opponent, there are many tools you can use to have Akuma mix up his rival and open them up for huge damage. His easiest mix-up involves
using his quick Zugaihasatsu overhead, which hits twice and chains directly into the @ 1auncher for a combo. While the @ launcher is completely safe if guarded, an opponent using
advancing guard against Zugaihasatsu causes the launcher to completely whiff, leaving Akuma wide open. To prevent this, simply verify that the two hits of the overhead are hitting before
you chain into 9! If Zugaihasatsu is blocked, cancel into Tatsumaki Zankukyaku M. It's +3 advantage on block, and you can utilize it to keep pressure on your adversary. You can also tack
on an 9 launcher against any character if it hits in the corner!

A competitor making use of advancing guard can easily put a stop to Akuma’s offense, forcing you to begin the approach process over from the beginning. To defeat advancing guard, use
delayed crouching ® attacks spaced farther apart than what you may be accustomed to; opponents trying to use advancing guard against single @ attacks will likely mistime it, instead
getting a crouching @ attack. This then gets counterhit by your crouching @ attacks, allowing you to convert into Akuma’s massively damaging combos.

By using Akuma'’s Ashura Senku while calling an assist, Akuma can quickly cross up his opponent, opening them up for a combo. Use any assist that covers the ground horizontally,
including assists that Akuma can use to close distance like Doctor Doom’s Plasma Beam and Rocket Raccoon's Spitfire Twice! Simply call the assist before performing Ashura Senku; if
it hits, you can easily convert the assist’s hit into a juggle combo, and if it's blocked, Akuma generally remains covered by the assist with frame advantage, allowing you to keep up your
offense. If blocked, try to slip in Zugaihasatsu while your competitar is blocking the assist! Ashura Senku has considerable startup and is vulnerable for 14 frames before Akuma teleports
through his target, and it only travels across half the screen, so make sure your adversary isn’t in position to hit Akuma out of Ashura Senku’s startup.

To counter opponents trying to jump away from your offense, use the aforementioned air=> * @+ =% Tatsumaki Zankukyaku H option select: scoring an air throw in this
manner is great, but a wrong guess still results in a cross-up situation that also forces your foe to guard your assist. Proceed to go right into another mix-up!

If your rival is intent on staying on the ground, jump forward and attack with a late air © canceled into air Hyakkishu L, then use Hyakki Gosho. The L version of air Hyakkishu causes
Akuma to perfarm a very short hop, allowing you to perform a very quick double overhead! If combined with Wesker’s low-hitting assist Samurai Edge (Lower Short), you can create a very
quick completely unblockable setup with Akuma! Simply call Wesker the same time s pressed, then cancel into Hyakkishu L to open up any grounded foe!




CR.@©, ST.@, » = @, DASH, CR. @, ST. @, ® => SUPERJUMP,AR®, 0, ®, ®, « ¥ » o _
(DURING HYAKKISHU) @, DASH, CR. ®, ® SUPER JUMP, AR @, @, @ ==> AIR ¥ # « & © =>
¥ N+ ¢ @® (HOLD @) MASH @

706,700 damage, 12% meter gain

After the first launcher, stagger the timing of the air @@@ @ chain to make sure Akuma lands shortly after the opponent. This gives you more time to hit with the Hyakki Gojin.
Performing Hyakkishu in the air makes it significantly easier to ground bounce your adversary in time.

You'll need to be able to judge the distance after inflicting the hard knockdown— in the corner, Hyakkishu L works all the time, but at midscreen, you'll generally need to use Hyakkishu M,
which involves stricter timing. If the Hyakki Gojin hits too late, Akuma does not ground bounce the opposing character.

/{. (CORNER REQUIRED) CR. ©, ST. @, » = @, CR. @, ST.@,» © @==> ¥ # « = ©==> CR. 0, CR. &, ® =>
SUPER JUMP, AR ®, ©,®, ®, « ¥ » = ©==> (DURING HYAKKISHU) @, CR. &, @—» SUPER JUMP, AIR ®
E=> b o« D Oe==> § uw=> & @ (HOLD @) MASH &

746,400 damage, 31% meter gain

This combo adds more hits in the corner, but it is slightly more difficult. Cancel the second Senpukyaku into Tatsumaki Zankukyaku as quickly as possiale to gwe yourself enough time to
juggle the crouching @ attack.

= o @, ®==> SUPERJUMP, AIR®, ®, ®, ®, « ¥ #» = @ ==> (DURING HYAKKISHU) @, DASH, CR. ®, ® =>
SUPER JUMP, AIR®, @, @ ==> ¢ # « & @ ==> § % » & @D (HOLD @) MASH &

631,600 damage, 12% meter loss

This combo hits directly off Akuma'’s Zugaihasatsu overhead.

Zugaihasatsu chains directly into the @ launcher and is two hits, giving you ample time to verify that the overhead is hitting before you go chain into the launcher.

'. BACKWARDS OR FORWARDS AIR THROW, AIR « ¥ »# ¢ D (DURING HYAKKISHU) @, DASH, CR. @, CR. &,
- o, SUPER JUMP, AR®, @, ®,®, « ¥ # = © (DURING HYAKKISHU) @

264,900 damage, 67% meter gain

This combo costs no meter, so you should use it whenever Akuma needs te conserve or build meters for other characters on his team.

Any Akuma comba can be ended with a second OTG Hyakki Gajin to conserve meter. You can add a hyper combo to this combo by replacing the final @ with aLr Tatsumaci Zaﬂkukyaku L
into Tenma-Gozanku Unayo, for a total of 465,200 points of damage but a 38% loss in meter.

Ending the combo with Hyakki Gojin causes your opponent to [nstantly ground recover, giving you a chance to mix yeur rival up and catch them off guard wnth Zugaihasatsu or an Ashura
Senku with assist cross-up!?

CR.©,ST. @, © @, DASH, CR. @, ST. ®, ® =>> SUPER JUNP, AIR D, @, ®, ®, « ¥ » & @ =>
(DURING HYAKKISHU) @, DASH, CR. ®, © =%> SUPER JUMP, AIR @, @, @ = AIR ¥ # + o @ =t
t x> oGO MASHE, AR Y N » & @, LAND ¥ % + @@ (HOLD @) MASH®

879,100 damage, 75% meter loss

This combo uses two hyper combos and does incredible damage, enough to knock out many characters in the game withaut the use of an assist!

This combo waen’t work if your opponent is in the corner after the Hyakki Gojin OTG, or if Akuma is just outside of the corner. To get your adversary out of the corner, pez‘form Hyakklshu :
immediately after landing; Akuma hits the target with Hyakki Gojin and then lands on the other side of his foe, letting you finish the combo.

If Hyakki Gojin doesn’t switch sides with the opposing character, you must perform a slightly different comba, which can be found in the Cnmbb App_e.ndix.




| Notes

ATVANCEDRTAGTIGS

While Akuma—/[3 is a very poweriul
assist, that also means he’s going

to be in situations where he’ll have
to fight by himself with no crossover
assists once his teammates are gone.

Unless you have a guaranteed chance
to knock out a character with a
combo, it’s generally best to save
X-Factor until Akuma’s by himself; if
the only way to save a character is by
activaling level 2 X-Factor to avoid chip damage, it's probably best to let that
character get knocked out so Akuma can use X-Factor level 3 by himself.

To tun the tables, fook for opporiunities fo blast both
the point and assisi character with Messatsu-Gobado
Ungyo, then activate X-Factor and do it again!

Once Akuma is in X-Factor, you should use Tatsumaki Zankukyaku L fairly
liberally, as it's incredibly fast, completely safe on block, inflicts 58,500 points
of chip damage, and can lead to massive damage on hit. Tatsumaki Zankukyaku
L combos into itself at X-Factor level 3, allowing you to connect up to eight in

a single combo for 1,111,600 points of damage, which is enough to take out
almost every character in the game! Against Thor, Haggar, Tron, and Nemesis
T-Type, cancel the eighth Tatsumaki Zankukyaku L into Tenma-Gozanku Agyo to
finish them off, dealing a total of 1,503,500 damage!

Once you've scared your challenger into blocking Tatsumaki Zankukyaku, look
for a chance to dash in and throw out Zugaihasatsu, which is incredibly fast at
X-Factor level 3 and can lead into an instant-knockout combo!

It's very common for your opponent to try to jump away in the face of an angry
level 3 X-Faclor Akuma. Be ready to switch it up and go for an air throw by
using option-select air=> + @ canceled into Tatsumaki Zankukyaku H!

If chasing down your rival is proving difficult, you may want to simply try to chip
them into oblivion with multiple beam hyper combos; during X-Factor level 3,
each beam hyper combo guarded resulis in 285,700 points of damage! Just be
sure not to get punished; if your adversary’s character is capable of punishing
the ground version of the beam, you’ll have to stick with the aerial version.

I’s best to hold off on activating X-Factor as long as possible and look for a
chance to connect with Messatsu-Gohado Ungyo. If it hits, or hits an assist,
activate and then immediately throw out another Messatsu-Gohadou Unagyo,
which will be a combo against both your opponent’s point character and their
assist. This deals 598,000 damage to the point character and 898,500 damage
to the assist; enough to instantly knock out most assists!

 CONBOAPEENDIY

Akuma two hyper combo corner variation. & must be pressed immediately after the first hyper is performed. OTG with second

L hyoer combo!

"

oF

Akuma’s Raging Demon level 3 hyper
combo is a throw that moves forward,
and if performed close to an opposing
character who isn’t in the air, it
cannot be avoided once the hyper
combo has been performed. Properly
used, it can be extremely effective R e LN
not only as a throw, but also as a
mix-up tool!

Raging Demon Is completely invincible for 39

frames, allowing Akuma to blow through many
i {

Raging Demon is completely etk !

invulnerable for 39 frames and

. travels across almost the entire screen, allowing it to beat nearly any move an

the ground, including long range attacks like Doctor Doom's Plasma Beam and
Magneto’s Electromagnetic Disruptar!

When playing with Akuma and his teammates, you can also set up Raging
Demon in several ways that are guaranteed to calch an adversary off guard
the first time they see it. You can even create inescapable set-ups using
THC: perform a hyper combo that moves directly to your competitor, like
Spencer’s Bionic Arm; if your rival blocks it, wait a mement, then THC inta an
inescapable Raging Demon! If your opponent avoids a hyper combo like Ryu's
Shinku Hadoken, cancel into Raging Deman and punish the target for trying to
punish you!l

Since Akuma can hyper combo cancel his Ashura Senku, you can have

him teleport through his challenger and then hyper combo cancel to an
inescapable Raging Demon. This is great to use againsl new characters
entering the playing field!

A flashy way to land a Raging Demon is to hyper combo cancel the startup
frames of Zugaihasatsu: chain basic attacks inio the overhead, then quickly
input the Raging Demon command before the Zugaihatsu hits your rival. This
is for style points more than anything—performing chains of basic attacks
gets you pushed away by advancing guard more often than nol.

After hitting Raging Demon, Akuma is left at extreme frame advantage. As
long as you can guess the direction your adversary will ground recover, you
can immediately follow the Raging Demon with an easy mix-up: dash in

the direction of your foe, call a crossover assist, then immediately periorm
Ashura Senku to cross up, Zugaihasaisu to hit overhead, or crouching @ 1o
hit Tow.

Damage

870,600

BETED

: Outside of the corner, start wi r.,sl.@,repaﬂe rest of the combo it B _ 975,700

g

| & | Without hyper combo, deals 1,111,600 damage; add on hyp out characters with more health than that 1,503,500
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X-Factor Bnusl
Level 1 (3 teammales remaining)

| Level 2 (2 tleammates remaining)

Level 3 (1 teammate remaining) 509 140%

Amaterasu is a versatile character who can adépt 10 any situation on the fly. She is a-pawer-

‘house on both offense and defense, and she can effectively run away from danger, as well!

Ultimately, your goal with Amaierasu is o' push your competitor into the comer. Amaterasy
. benefits from a cornered oppanent because:

The pressure that Amateraso can put on her rwals durmg Salar
Flare mode is even mare difficult to deal wnth when ihey are in
the corner

She has extended numbu pntemlaf in the corner

Her airdash covers a lengthy distance, makmg it easier to move
back in after being pushed out with advancing guard

You can achieve this goal by;

Pushing opposing cbaraclers mlo the corner wnlh affensnre
pressure stemming from standing &

Keeping her offense gmng by using her atrdash

Using Thunder Edge L and her varluus uersmns of air ) to turce:
adversaries mtn the corner ;
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on Hit

Screen Cnmmand Hits Damage Meter Gain  Startup  Active  Recovery ﬁd&’f}g::gg Notes
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| Advantage Advantage
onHit  if Guarded NO'®

- Low attack

Sureen Command Hits Damage hg?ii' Startup  Active = Recovery

-
_ {With Solar Flare) Crouching @
: | (With Thunder Edge) Crouching @

{With Devout Beads) Grouchmg G)

- ..:I:rnun | Spemal Mtanklaunsher‘

~ Screen Command Hits Bamage I‘g‘;ﬁi’ Siartup Active ~ Recovery Aﬂgﬁ'}mge ﬂdé'ﬂé‘:ﬁgﬁ Notes

Launcher, not special- or hyper combo-
cancelable

Meter

Advaniage Advaniage if '
Gain (i

n Hit Guarded Notes

Overhead attack

Startup  Active  Recovery

Hits Damage

. {With Thunder Edge) Alr‘})
4

1 Overhead attack, , can cause multiple ground
(H) bounces in one combo




Air Special Attacks—Flying Screen and Air Exchange

ses a hard knoc

Air'@ &
* basic atfa

_ available chardcter to contiaue the air combo.

Command

Air ©

Hits Damage

- Screen

70,000

Meter

Gain Startup Active Recovery

22

Advantage Advantage
on Hit  if Guarded

lown when used in a launcher combo (this is sometimes called flying screen). When used outside of a launcher Combb; air@ hehaves mostiy like another :
. Air exchange attacks, performed by inpuiting a direction plus @ are only possible during a launcher combo. Exchange hits initiate team aerial combos by tagging in the next

Notes

Airgy + ©

105,00
(during launcher combo)

Until
| grounded

Knocks down, causes hard knockdown if used in launcher combo

Tags in next availzble all
projectile has 10 durabi

Arg> or<m + @

{during launcher combo)

95,000

Until
grounded

Tags in next available ally while causing wall bounce, erases 1
hyper meter bar from foe, projectile has 10 durability points and
lasts for 30 frames

Ay + © (during

95,000
launcher combo)

Gommand Attacks
L

: attécl_«'s cannot he chained from or canoeled themsealves.
Eomhand

" Screen Name

Reflector Chain

Combo Ichi (With Solar Flare)=> + @

Until
qgrounded

Meter

Hits Damage Gain Startup

60,000

Active  Recovery

Tags {n next available ally while cau
generates 1 fyper meter bar,
and Jasts for 30 frames©

and attacks resemble basic attacks but-have different chaining and canceling nroperties. It's usually possible to chain inte a command attack from basic attacks; but most command

Advanlage Advantage

on Hit if Guarded Notes

Chains into &

Reflector Chain
Combo Ni

(during Reflector Chain Combo
fchi on contac) &> + @

60,000

| Chains fnto ¢

Reflector Chain
Combo San

{during Reflector Chain Combo
Ni on contact) > *+ @

60,000

Reflector Chain
Combo Shi

(during Reflector Chain Combo
San on contac) 5> + @

60,000

Chains into &

Solar Flare
Altack

(during Reflector Chain Combo

Shi on contact) 5> *+ @

60,000

Glaive Chain
Combo lchi {can
be charged)

(With Thunder Edge)
=+ @

80,000/
100,000

Glaive Chain
Combo Ni {can
be charged)

(during Glaive Chain Combo
chi on contact) > + @

80,000/
100,000

Glaive Chain
Combo San (can
be chargad)

(during Glaive Chain Combo Ni
on contact) 5> + @

80,000/
100,000

Thunder Edge
Slash (can be
charged)

(during Glaive Chain Combo
San on contact) 5> + (@

80,000/
100,000

Knocks down, staggers when fully
charged

(With Devout Beads)
>+ @

Rosary Chain
Combo Ichi

79,500 |

Rosary Chain
Combo Ni

(during Rosary Chain Combo

Ichi on contact) > * @

79,500

(during Rosary Chain Comba
Nion contac) 5> + @

Rosary Chain
Combo San

79,500

Rosary Chain
Combo Shi

(during Rosary Chain Combo
San on contact) > * @

79,500 800

5

Devout Beads
Whip

(during Rosary Chain Combo
Shi on contac) > + @

79,500 | 800

5

Thunder Edge
Stab (can be
_ charged)

(With Thunder Edge, in air)
N+ @

90,000/

120,000 720/960

Until
contact with

Staggers when fully charged, can be
canceled into aerial special attacks
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As a Partner—Grossover ASSists
| Screen Type "E;ﬂﬁiwer Description  Hits Damage ng:tlzr Startup | Active (thiF;egrnnusesrg\mr Rt(ﬂ.g;)hv:rry
i Hyper GCombo assist) partner)

olar Flare

atera S

i s
Okami Shuffle Cold Star n 113,600 | 1280 -

e T

Amaterasu’s vitality is below average, so special care must be taken when using her crossaver assists. Amaierasu—au Solar Flare’s usefuliiess asa crossover assistis diminished hecause
Amaterasis appears behind the point character rather than the front. Amaterasu—7y Bloom is a rare crossover assist type that grants a boost of 30% hypercombo gauge bar every.time it is used.
[t'ean be useful on teams that can effectively utilize hyper combo meter, but its speed leaves something to e desired compared 1o the similar Morrigan—"Y. Amaierasu««B Cold Star is by far her
most useful crassover assist, Amaterasi performs Gold Star@ when summoned, making it more dlmcult to punish than her other twa cmssover asmst chmcas It also pins her campetltor down
‘foran extended period oftrma Eeavmg the adversary vulnerable to whaiﬁ\rer mix-ups her teaminates mlght have at thair dlspusal : : :

Snap Back |
b = Aduaﬁiége A&.uaﬁtage

: :'_fScreen Command Hits Damage Meter Gain Startup Active Recovery " oina=® ifaio ioq
500 (-1 hyper i i

. Opposing assist calls or tag outs are also locked

Meter

Advaniage Advantage
Gain

Screen Name Command Hits Damage Startup  Active Recovery on'Hil_ if Buardad Notes
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SpecialfMovesjeontinuedy

Name Command Hits Damage

Meter

Startup Active Recovery Advantage Advantage

Gain on Hit  if Guarded
The strength used determines what weapon you
7 Heapon ‘1\} O + @ — — — 10 = o — = change to: € for Solar Flare, @ for Thunder Fcge,
Change (in air OK)
8 |Fireworks S’g@%&'\” - @ | — | 150000 | 1500 | 8 | 18 7 -
' | caunter du
{With Solar Flare) 7 vt e iy Nullifies certain be
9 Solar Flare E’\><} N+ @ 1 4 17 7 bitiacilEs
Thunder : o
10, 11, 100,000/ | 800/ i
1o e (Can P>+ @ 1l sgon | gop | 1288 | e 20/16 T
he charged) ! 3
13 | Glaive Cho in air, with Thunder Edge) 8 88 600 1120 2 U?EEJE;‘EZ[ 31 8 14 This attack contains 12 projectile points, resets the 1
Pt >+ @ : g & * ground hounce per combo rule
With Devout Beads) 20,000 per| 160 per | ;
N e L orojectile [projectite| 2 | 19!
With Devout Beads) 20,000 per| 160 per
15 [ Cold Star M > & @ 1-8 e e 13 1-96
With Devout Beads) 20,000 per| 160 per s
b i o L g e projectile |projectile i et

Head Charge: An aerial attack where
Amaterasu charges in one of three
directions. The @, @, and @ versions
of this attack travel &7 , 5>, and@ :
respectively. Use Head Charge L and M as
a means of offensive approach. You can
also use Head Charge L to make Amaterasu
run away from her adversaries by Head
Charging to the top of the playing field. This
Is great for waiting out temporary power-
ups such as X-Factor or Ryu's Hado Kakusei. Head Charge H causes a ground bounce on hit and is useful for extending combos. Head Charge can be used a maximum of three times in
the air. Like Power Slash, Head Charge is usable in all three of Amaterasu’s attack modes.

L

Power Slash: A floating projectile
materializes in front of Amaterasu. The
strength of the button used determines

the position where the paper appears.
Appearing directly in front of her, Power
Slash L serves as a mid-range attack that
Amaterasu players can use both offensively
and defensively. If connected at this range,
you can follow Power Slash L with standing

for a combo.

The@ and @ versions of Power Slash appear higher than the @ version and should be primarily used for defensive measures. Attackers jumping in on Amaterasu can be deterred
with Power Slash M, while foes dropping down directly above her head are stopped by Power Slash H. These two versions of Power Slash stay on screen for a long period of time
because of their slow downward descent. Therefore, Amaterasu players can use them as a frap of sorts for opposing characters trying to get inta striking distance. Used like this, Power
Slash H is especially useful for covering tag-outs; put it onscreen, then simply use a crossover attack to bring in another character. If your opponent tries to retaliate, the paper will
probably protect you. Because of its quick startup and recovery, you can use Power Slash quite liberally without much risk. This attack is usable in all three of Amaterasu’s attack modes.

wer Slash M Power Slash H

Weapon Change: You can change Amaterasu’s mode of attack
by inputting %y %7 + @ . Weapon Change M is used to switch
to Thunder Edge, while the @ version changes to Devout Beads.
Amaterasu’s default mode, Solar Flare, can be changed into from
the other two modes with (y Q + @ Weapon Change is
extremely fast and can even be used in the middle of combos,
followed by a standing @ to continue the combo. Using Weapon
Switch in the air causes Amaterasu to hover briefly to switch
weapons, stopping any forward or backward aerial momentum.

Fireworks: Available
only in Solar Flare
mode, Fireworks
acts as a counter

to physical attacks.
Once the=>vy €4
+ @ o@®@ input
is performed, the
attack button used

Note that this action counts toward Amaterasu’s maximum of may be held down
three special moves in the air. Even though Weapon Change is relatively safe, performing Power Slash M or H to keep the shield out indefinitely. If an attack comes into contact
first to put a paper out for cover further decreases Ammy's vulnerability. with the shield, Amaterasu instantly grabs her opponent for an aerial

slam into a hard knockdown. You can then follow this slam with a
combo by immediately performing Weapon Change M, airdashing
forward, then performing air&\ + @ == ; M o>+ &,
You can then cancel the Glaive Chop into Okami Shuffle, or continue
the combo with standing @, €3 for an air combo. Fireworks L

catches high and mid attacks, whereas the@ version counters low
attacks. While both versions of Firewarks are able to counter special
moves, they have no effect on hyper combos.

Being able to use Weapon Ghange in midair opens new possibilities for feints and transitions to aggression.
She’s free at act in midair after a Weapon Change; you can fake an airdash and then change weapons by jumping,
airdashing, then immediately using weapon change. This could be used to fake an incoming airdash while
simultaneously changing to Devout Beads for a stronger long range position, for example. On the other hand, you
can also just jump, Weapon Change, then see what the opponent does. Since you didn’t use your airdash yet in
this case, you can come out of the midair Weapon Change by airdashing forward with an attack. In this way, you
can shift to offense with terrific aerial attacks like Thunder Edge air @ even if Ammy left the ground in a different
attack mode!




Solar
Flare:
Amaterasu
puts up
agreen
shield that
reflects
projectiles.
Certain
projectiles,
such as beams, are not reflected but instead nullified
completely. Solar Flare is ineffective against hyper combo
projectiles. You can generate the shield indefinitely by
holding down @ . This move alone forces projectile-centric
characters to deal with Amaterasu differently than other
characters, since she can just roll her puppy-dog eyes at
her foe and keep Solar Flare going, then start using Cold
Star to shoot right back at them when they’re hesitant.

Glaive

Chap:

An aerial

attack only

available

during

Thunder

Edge mode,

Glaive Chop
- comes

straight down with a devastating chop The impact of

the blow also produces a bolt of thunder, and both

strikes inflict damage on enemies. Glaive Chop perfectly

complements an OTG <A + @ for a ground hounce. If

used early in a combo, it can be followed with standing

. . In combos where hit decay has already taken its
course, Glaive Chop is best canceled into Okami Shuffle.

This is a terrific move, and it makes Amaterasu’s self-OTG
combos possible, but don't rely on it too frequently as an
attack in an of itself, because it's unsafe if guarded. Be
ready to hyper cancel into Okami Shuffle to protect Ammy
if the opponent is ready to retaliate.

Hyper Gombaos

Screen Name Command

Okami Shuffle
(in air OK)

Hits

Thunder Edge L

Thunder Edge: Exclusive to Thunder Edge mode, Amaterasu charges forward with a glaive attack of the same name.
Thunder Edge L is a straightforward attack that is used for combos and offensive pressure. The farther away it is used,
the more frame advantage you get, increasing combo potential. Thunder Edge M travels at an upward diagonal angle and
recovers in the air, making it possible to continue with air attacks. Thunder Edge H strikes straight up and is used as a
defensive maneuver against opponents falling on top of Amaterasu’s head. You can easily cancel Thunder Edge M and H
into Okami Shuffle in order to maximize damage.

You can charge all three versions of Thunder Edge by holding down the @ button used to perfarm the move. A fully
charged Thunder Edge causes increased damage and hitstun. Because of the increased hitstun produced, it is possible
to juggle off a charged Thunder Edge. If you think the opposing player might interrupt your attempt at a fully charged
Thunder Edge, you can always release it early as a surprise attack!

B

283 ,‘l-r

Cold Star L

'ﬂé} Cu]d Star I\.'I

Cold Star: Amaterasu fires an icy projectile that quickly travels the length of the screen. Pressing the attack button
additional times allows you fire up to eight shots as a rapid stream or as delayed shots. Firing a single shot results in
considerably faster recovery compared to when more are added. Each individual ice projectile has only a single low priority
durability point. Cold Star L shoots straight ahead and is used as a long range attack. Gold Star M shoots at a 45-degree
angle diagonally, blasting enemies out of the sky. Cold Star H is unique because it causes Amaterasu to slightly jump

up before shooting diagonally toward the ground. Use this move in a firefight to hop over your target’s projectiles while
shooting some of your own.

If Cold Star connects anywhere besides maximum distance, you can cancel into Okami Shuffle for added damage. When
doing this, it is important to cancel into the hyper combo early, since the window to combo Okami Shuffle is relatively
small. After Okami Shuffle, harass your adversary further with Cald Star L as they recover from their knockdown for added
chip damage.

Advantage Advaniage

Startup Active Recovery on Hit if Guarded

Damage

First projectile has 10 high priority durability

points, second set of projectiles have 3 high

priority durability points each, third set of

projectiles have 5 high priority durability

points each Iasl‘ projectile has 5 high priority
h;

70,000 +
10,000 x 35
+7,000 18

+80,000

Vale of Mist
(in air OK)

Divine Instruments
(level 3 hyper combo

Okami Shuffle: With its quick startup and various
applications, Okami Shuffle is Amaterasu’s most practical
hyper combo. The duration of the hyper combo is actuaily
that of four phas
rith a hail of ice, continues with a lightning
and finishes with a bolt of thunder. Each phase
has a slight pau
defending are not in true guardstun. Also note that Okami
Shuffle’s hitbox and range is determined by
u! me sc:nen nm the D

{including super jump height), al
of & crossover combination becal

mi Shuffle has ended, making it possible to 0TG off the hard knockdowi

Though Okami Shuffle is relatively safe when guarded, many enaracters can punish Amaterasu

between the v

shing‘crossover assists. It is even useful when used as part
e ofits long duration. Your point character can often be controlied

es. The space behind Amaterasu is safe for opponents during the hyper
a talepart can eas \,f pumsh her bﬂtptepcrtmg h»h nd her thwPen the fir‘;t
5 di W

Frames1 19 mwnmble knocks down,

400,000 Amaterasu ends in Thunder Edge mode

Vale of Misk: Amaterasu siows
all adversaries down for a short
period of time while her own
speed is unaffected. Because
of the exiended hit stun this
creates, you can perform
certain special combos that
are only available during this
hyper. An advancad technigue
to use is to perform a combo
ending in Power Slash { B> Vfale of Mistinto a THC of your choice. The next
teammate coming in then reaps the benefits of Vale of Mist. Experiment umh
variots THCs to perform othenwise fmposs&ble combos!

Amaterasu starts with a fiery blast,

in between, so opposing characters

position

Sition of Amaieh centex of

) pun‘rshing foes at long distances

Divine Instruments:

- Amaterasi’s level 3 hyper
combo, Divine Instruments
makes for high, unscaled
damage at the end of long
combos. It also sports a sizabie
window of invulnerability,
making it ideal for blowing
through an opposing
character's offense.

1 the last




Make use of all three of Amaterasu’s weapon changes
for maximum effectiveness.

Power Slash can be used in any of Amaterasu’s
{hree modes.

Amaterasu’s main strength is her versatility; she can fight effectively in close, from afar, in
the air, or on the ground, and she can switch from offense to defense seamlessly. Some of
her best attacks, such as standing/crouching and Power Slash, are usable in all three
of her attack modes. All attack modes also have access to her unique three-way airdash
that can travel forward, up-forward and down-forward. Combined with Head Charge, this
gives Amaterasu strong mobility options in all three modes. Though it is possible to rack
some wins using only one attack mode, Amaterasu’s true potential is unlocked by utilizing
ditferent attack modes depending on the situation and character match-up.

Solar Flare: Solar Flare mode is best used for close-quarters combat. This stance has
the combo-friendly &> + @ attacks, as the other modes do not allow a launch after
successful @ chains, nor are they special or hyper-cancelable. Solar Flare mode
+ G) combo chains cause a substantial amount of hit and blockstun and build
a good amount of hyper combo meter, and the first @ is jump-cancelable to help
with mix-ups and offensive strings. Another strength of the Solar Flare mode is the air
chain: Ammy can airdash in and press [H] repeatedly when above the opponent’s
head. Depending on the timing this may cross up the opponent’s character, and will
typically break any airthrow attempts your adversary may try to stop the airdash. The
speed of Amaterasu’s crouching @ and the range/priority of her standing @ further
complement the short-range style of Solar Flare mode.

Air @ is a great attack and should be your main aerial threat in Solar Flare mode. Air @
should always be performed with an input of> + @ to option select an air throw. If air
@ connects or is guarded, continue with another air@ or two before landing. If you are
in range for a throw, theo> + @ input ensures the throw will be performed. Follow this
with a forward ground dash into standing or Okami Shuffle if the air throw is performed
at a high altitude.

By adding Fireworks to the equation,
Amaterasu becomes a close-quarters
manster. The true power of Fireworks is
not the counter itself, but the hesitation
that it produces in adversaries. By
countering an enemy attack only once or
even just showing the opponent Fireworks,
competitors start thinking twice about
attacking Amaterasu. In situations where a
rival decides to stop their attack because
Fireworks is being performed, take
advantage of Fireworks' fast recovery time to let go of the counter and mix it up between
crouching @ or a throw.

Threaten opponents with Fireworks. .
them with an affack or throw!

then surprise

Thunder Edge: Thunder Edge mode boasts increa:
as a wider variety of special attacks to )
utilize. Though Thunder Edge mode’s

o> + @ chain attacks are not cancelable
like Solar Flare mode's, Thunder Edge
mode's standing is special move-
cancelable and has huge priority and

range. Also, you can charge each attack of
Amaterasu's 5> + @ glaive attacks by
holding down 0 for increased damage
and hitstun. Air @ can also be charged,
causing a ground bounce for extended
combos. Charging air @ fully also causes
Amaterasu to stop moving in midair briefly, and this is a basic attack, and thus doesn't
count against Amaterasu’s air specials. By combining your actions here, Amaterasu can stay

sed range over Solar Flare mode, as well

Take advantage of the huge range of Thunder Edge
mode standing (&b .

in the air for a very long time. This can be terrific if you want to burn some time safely while
your opponent’s X-Factor or their hyper combo power-up state dwindles away, for example.
Super jump, charge air @ fully, airdash up-forward, charge air @ again, then perform
Head Charge L upward x3, then charge airm AGAIN! All told, Amaterasu can hang at the
top of the screen longer than anyone else.

Thunder Edge mode is far from a runaway
stance, though. Gombining air £\ + @,
air charged @, and Glaive Chop with
airdashes and Head Charges, Amaterasu’s
air mobility can be made unpredictable for
your opponent. Both aerial £\ + @ and air
charged @ are special move-cancelable,
granting even more control of the skies.
You can stall at high altitudes using special
attacks, then surprise enemies with a
sudden £\ + @ A\ # @ is great
for offensive pressure; though it has a great
deal of recovery, this can be mitigated though the use of special move cancels. If the dive
attack hits, cancel into Head Charge H into a combo. If guarded, cancel into Head Charge M
(which can then be followed by airo) or an aerial Weapon Change to avoid punishment.
Finally, Thunder Edge air @ out of an airdash is worth mentioning as one of the game’s
best air-to-ground attacks, bar none. It has huge range, the glaive itself is invincible, it can
be made to strike in front of or behind opponents ambiguously by using it just as Amaterasu
passes over them during an airdash, and on a successful hit it leads directly into the
damaging Combo I1. Because of this, although she loses Fireworks in Thunder Edge mode,
Ammy is at her strongest on offense when wielding the giant blue glaive. Thunder Edge air
@ is also excellent defensively, and can be used from far away to preemptively control the
space your enemy wants to be in.

Amalerasu gains added air mobilily during Thunder
Edge moda with aftacks like air s\ + @ .

Devout Beads: Amaterasu
fights at a distance during
Devout Beads mode. With
its whip attacks and Cold
Star, Devout Beads mode
has the longest reach of
the three modes. The three
variations of Amaterasu’s
grounded whip attacks all
have different ranges and
properties. Standing (H]
covers the largest area of
space and can be followed
with crouching G) fora
knockdown. Use this to cover the area in front of Amaterasu, as well as the area above her
in which attackers may come in jumping or airdashing. Crouching @ is a far-reaching low
attack used to surprise opponents by checking their low guard, though it cannot be followad
by any attacks. 5> * @ commands the least amount of space control but attacks for a
whopping 20 hits when all five whip attacks are connected. Though it is not cancelable, the
hitstun is consistent enough to simultaneously call an assist for extra damage.

Atack from a distance witf Devour Beads mode.

Learn the different ranges
and uses of Amaterasu's
Devout Beads whip attacks.
Devout Beads mode is
ideal for keeping out
heavy-hitting brawlers,

or for sitting on a life

lead. At maximum range,
you can keep opposing
characters out of range by

predicting their movements i 2 X
and cou_ntenng "?”m the Learn the differant ranges and uses of Amaterasu’s Devoul Beads
appropriate version of Cold whip attacks.

Star. If competitors get

too close for comfort, use the whip attacks in conjunction with Power Slash and crossover
assists to push your foe back out. This is also a good opportunity to use Power Slash as a
means to cover a Weapon Change to Solar Flare mode, which is more suitahle for up-close
combat. The huge hithox on Amaterasu’s air @ during Devout Beads mode can be abused
by using it while jumping backwards for a quick retreat.
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~573,500 damage, 20% meter loss

This is Amaterasu's main bread and butter combo in Thunder Edge mode. Learning the timing on linking atiacks afte :
more time than you think! In addition, sometimes you will end up on the other side of the apponent after air > |
To mitigate confusion, keep in mind you have a lot of time fo cangel the 2 ® inte ¥ M= O @. 50

' DEVOUT BEADS CR. U, ST. @, ©, FORWARD SUPER JUMP, AIR () (4
LAND, 8T. @, ® VN> A G o . :
~458.900 damage, 57% meter loss

- This can be your go-to combo in Devout Beads mode. Itis a fairly simple combo for a decen )
super jump cancel the (S) launcher into Dkami Shuffle with either a tiger knees motion, ar (w aute super jur
Shuifle guickly-while holding (8) (but before the super jump actually happens) :

Players can use Amaflerasu’s airdash offensively
via square jumps. In Solar Flare mode, perform
a normal jump, airdash, and quickly do an air
(L} @ for an overhead attack. If the airdash is
allowed to travel a short moment longer, you can i
achieve a tricky cross-up with square jump air !
@ . In Thunder Edge mode, super jumping airdash
@ can be a very ambiguous cross-up because ]
of its exaggerated hitbox. You can also square i
jump in place with Thunder Edge mode air @ as ﬁ
Solar Fiare mode air @ makes for fricky cross ups when used during Take enemies by surprise with the range of Thunder Fdge mode air () . et R fl.'um frﬂ_nial I !
a forward air dash. Devout Beads mode square jump air @ can be

used both offensively and defensively, since its \
range is similar to Thunder Edge mode’s air @. !

During X-Factor or Vale of Mist, Amaterasu can perform a deadly instant overhead attack in Thunder i
Edge mode. At close range, perform an air & immediately after leaving the ground to hit a crouching }
opponent. This can then be followed with air £\ + @ == Glaive Chop, then either Okami Shuffle or ;
standing @ © to an air combo. Once your rivals are conditioned to this maneuver, mix it up by faking |
the instant overhead and attacking with crouching @ instead. Both attacks are too fast to react to, |
forcing competitors to make a 50/50 guess to successfully guard. {
Alternatively, you can attack your opponent with an instant overhead air @, then immediately cancel that

into X-Factor to hit your opponent with a surprise combae. This is a fairly big gamble, however; there’s no |
way to verify if the opponent’s character got hit by the air @ nbefore canceling into X-Factor.

Perform an af‘ro immediately after leaving the ground from a normal ]
Jump for an instant overfead.




593 700 damage 12% meter loss

. At mid range, cr. @ and st. @ will be your combo starters of choice due to theur ax‘fended range mfer of, @ if the cr. @ a(tack is guarde.d you &:an eormﬂ
instead to keep the pressure on. :

G x > o G ..) :
_ 224 100 damage 74% metier gain OR 381 Bﬂﬂ damage 54% meter 1ass

‘afterall. As 5000 as the cinematic for the throw ends, getthe dash mpui ready and hit with the st @ a moment before !he enemy hits the gmund
makes the ttmmg on lhe begmnfng of this combo forgiving. :

FBHWARD OR BACKWARDS AIR THROW ¥ N> - ..
'22 hlts 324 800 damage 92% meter loss

CAny-air ’mrmn front arback; can be followed by an aetial Qkami Shuffle. Forward air thraws cannot aTways ba iolfowed with-a dash for\.mr
a!ways big tsed as & consistent follow up. The faster the ¥ N> is permrmed after the thraw. cmemahc has enﬂed the moie fik

snmmma&»ex :}@US AJUMPINGATTACK(DR*!\G‘@\!S ALnWATT"
ARX 5 BOTE=E> § x> 5 @, sr@@-b#:-wﬁu' G

‘511,300 damage 61% meter loss

Eeah success ully Iandem‘ Fireworks 1 or M has a long window. of opportunity afterwards fm‘ 4 combo ‘r‘or easy guaranteed
- after Fireworks as well, The 3 (H) dive ean be iuny uharged for extra damage - !

GENERAL EXECHT!ON TIPS

_AIR® o ﬂx@l-# hn-» @@ ST. @ @, SUPERJUMP Am@a () @ n}@m{;—bix»a}@-;

Notes Bamage

| Instant overhead setup during Vale of Mist or X-Factor. 1 : 8% meter loss
GR.(D), ® @—bix»{p@)+x+::s®ix->@©+x+¢o+x->a®i ‘ IR
VN> @

Notes
Requires Vale of Mist and Thunder Edge mode. If mid-screen, reverse the motion for the 2nd through 6th loops of Thunder Edge,
since you will be continually crossing the opponent up.

] CR.(D, @, ST.H), +¢1‘m@fORWARDSUP£RJUMP Am@ @@?)ii@@-
FORWARD JUMP, % {F‘@‘ﬁ@b ix-bc:“

Nntes \ ‘ Damége

S . combo invalvingWeaon Change. _________________________________________ [509.000%%metergain _____________
f. R ® ©.51.0, ....;,..... EEEEN, ®, FOBWABDSUFEHJUMP ARD, D, @ o ®@>& = < (), LAND :

| evwoEw .

} . Notes Damage

Involves 1v.3 hyper combo i Sl e o TRl el




"YU HAVE THE AIR.... OF A DEMON!".

_._._".ﬂrmu_r, . ke

. _L‘an ramtmf lmrl slwars swms ats mward his
_ Enemies. wmm wearing gold armor, he yaﬂrs :
. ﬂte amuty o use magin .

. His mvsntury msmdes Iarye mcrs
-_-swnrds m's Butms !mmbs
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1 ENERGY anfcnn-‘-“““
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*This is biographical, and does ot 1 aﬁ&nt
in-game combat potential of this hero.
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Damage

X-Factor Boost

| Level 1 (3 teammates remaining)

Leve! 2 (2 teammates remaining)

Level 3 (1 teammate remaining)

Youir goal with Arthur s fo keep attacking opponents far 61058 the sgreen, _

Why do you want to keep your adversaries far awa.g. While playing as Arfhar"’

Arthur's huge assortment of projectile atlacks are very effective at
cantrolling the entire area of the screen heluw super jump height

Projectiles that hit the target can he canceled into Goddess’ Branelel._.

for a strang reactionary comho from iul[scraen

Each successful atlempt to keep your competitor away huilds a iul of
fyper combo yauge, which fuels Arlhur $ pnwerful Fnt The Prmi:es;s
hyper combe ;

Arthur’'s (:Iﬂse range defense Ieaves munh ta he desired, and it nﬂen
forces ynu take a large tisk to reestahhsh ﬂnnlrai of the match

Huw does ane keep 0pposing nharauters away usmg Arihur?

: Jumping and using Air Dagger Toss, then rmmedraiely |andm§ am:l
- using Lance Toss to cover the entire vertical he;ght of the screen

Using a long range nmssover assnst o hnlsier Arthur 5 cuntrnl nvesr :

the ground

~ adversary to fand into Air Dagger Toss again.

Stavmg auf of the carner by occasmnally pushmy wward vnur L
_opponent with pmjecmes. at hy super jnmping over the oppasmg -

: charaster when lhe uppurtumty ptesents ﬂseil ; :

3 Crnsshnw :

TUNING SINCE\ORIGINAL MUC5

Reacting to super ;ﬂmps wrth eﬂher air thrnws or hy fnrcing ynur o -

401
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Screen  Command Hits Damage Meter Gain Startup Active Recovery Advaniage Advantage

on Hit it Guarded
| [saang® |

Advantage Ad\ranlage 7

Screen Command Hits Damage Meter Gain  Startup Active Hecoverv on Hit if Guarded

- Crouting o b

Notes

: : 7 : Advanlage Aduéniage
Screen Command Hits Damage Meter Gain  Startup  Active on Hit if Guarded Notes

Launcher, not special- or hyper combo-
cancelable

Screen  GCommand Hits Damage Meter Gain Startup Active  Recovery Ad;';”;_mge ﬂdgsg:ggﬁ Notes

Overhead attack
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Screen Command Hils Damage “&g‘lzr Startup Active Recovery Ad::nl_}iatge ﬁd{‘;ﬂ:ggﬁ

ard knockdown if used in

Nleler Startup  Active  Recovery Ad:gr{}ﬂge ﬂdgﬂgmgg Notes

Screen  Name Command Hits Damage Gain

ial- or hyper combo- cancela
70,000 sappears if Arthur gets hi
5 low priority durability poi

Screen  Command Hns Damage MeterGaln Stanup Actwe Notes

s @ s L P —-- |




As a Partner—Grossover Assists

Recovery Recover
Screen  Type Crossover Description Hits ~ Damage Meter Startup  Active (L5 (uther)r Notes
e Comhination P 9 Gain P CrOSSOVEr o nan)
Hyper Gomho assist)

1 Goddess’ venly . : { down, causes spinning
I—C | Bracelet S g Golden Armer state

Goddess' : 108,300/
Bracelet |

0TG-capable, bottle stagg rival, bottle
has 5 low priority durability points, each hit

" Goddess’ Fire Bottle | 1-6/ [40,000~93,500/ | 320~960/ of flame has 1 low priority durability point.

S [ A=Y | pracelet Toss | 17 |40,000-132,500/320-1376 ; During Golden Armor state, boitle has 2
frames x 5 low priority durability points, each
hit of flame has 3 low priority durability points

A[[huf—B Dagger Toss 149,000

Arthur's crossaver assist attacks are exceptional, and this factor alene is reason enough to put Arthur on a team! While Dagger Toss and Fire Bottle Toss are strong assists on their own
they have the potential to become game-changing; it's possible for Arthur to permanently stay in Golden Armor state as an assist character! To accomplish this, activate the Golden Armor
hyper cembo while Arthur is the point character, then simply tag him out to a teammate any way you like. The 20-second timer before Golden Armor state freezes until Arthur becomes the
point character again!

Depending on your team, getting Golden Armor Arthur assist might even be your first goal,

Arthur—ﬁ's Dagger Toss is'the most well-rounded of the three assist types, and it is a big asset to any team. The three daggers add up to 9 combined projectile durahility points o help
deal with zoning characiers, they don't excessively scale combos because they are only three hits, and they remain an active fullscreen threat for a long time!

While in Golden Armor state, the Dagger Toss assist becomes ridiculous: 15 combined projectile durability points is enough to beat the output of most zoning characters in addition to their
own crossover assists! Even better, the daggers continue to travel sven after hitting an opponent; they'll hit both the point and the assist character!

Arthur—y's Fire Bottle Toss is alse amazing, but it is a little bit more specialized than Dagger Toss: the flames are much slower and have less range but place your farget in a huge amount
of guardstun. This assist is more suited for offensive characters who don’t have an inordinate amount of trouble closing the distance with their opponents. Unfortunately, you'll have 1o fake
care not to be too close to the opposing character when using this assist; directly hitting with the bottle prevents the flames from appearing.

In Golden Armor state, the Fire Boitle Toss assist no longer has that weakness; you can directly hit your adversary with the bottle and still reap the benefits of the wall of flames. The
ingreased amount of flames of the Golden Armor version remains an active threat for such a long time that the flames essentially give you complete control over the next several moments
in the fight!

Compared te the other two assists, Arthur—¢'s Heavenly Slash is much more difficult to use effectively. The Golden Armor version places your competiter in a tremendous amount of
hitstun that.is great for combos but is much too specialized in use when compared to the other two assists.

Snap Back

Advantage Advantage

i Sergon. ‘commant Hits Damage  Meter Gain  Startup Active  Recovery on Hit  if Guarded
1 - 1| sogoo [900-C1hveer} ., : e
{ meter bar)

| Notes
| he opposing point character to be replace calls or tag outs 0 locked out for 4




Meter Advantage Advantage
Gain

Screen  Name Command Hits Damage Startup Active Recovery on Hit if Guarded Notes

Pressing @ during the recovery period cancels

Dagger 14{?{309?56; %%%} into another Dagger Toss, up to two times, each
o . e . = : dagger has 3 low priority durability points.
1 Toss Qm-g + @ 1-3 55000~ | 440~ 10 28-32 2~6 4-8 ag priority durability pol

Curing Golden Armor state, each dagger has
143,000 1320 5 low priority durability points and pierces
lhmugh oppanents

: Prﬂssmg@ durmg )

Lance G @ 1.9/ 60,000~ | 480~ . .:
2 o>+ 114,000/ | 960/ 13 e 28-32 0--4 ozpnl
P ! 130,000 | 1040 : i

s
1 points amj piames mmug
Each projectile has 3 low priority durablilty
Scatter 95,000/ 800/ points. During Golden Armor state, 3 projectiles
. Crosshow vas+ Q@ 23 108,300 960 15 — 33/32 -9 -1 3 : : SR o

are fired with homing ability, with 5 low priority
durability points gach

40,000~ | 320~ ;
g Air Dagger | =~ 108,300/ | 960/ - :
4 Toss nanty >+ @ | 18 55000~ | 440- 10 e 32 el . +21

149,000 | 1320

Pressing @ during the recovery period cancels
into another Lance Toss, can only be canceled

: 60,000~ | 480~ pels =
AirLlance | 1-2/ ' once, each lance has 5 low priority durability
5 Toss (in air) @ N>+ @ 1 114,000/ | 960/ 13 i 32 +25 +23 points. During Golden Armor staie, only one
{ 130,000 | 1040 lance can be thrawn. Staggers on counterhit,
b projectile has 10 medium durability points and
pierces through compamors
30/until i - :
: ded : !
Air Scattsr | 95,000/ | 800/ | Yo | points. Duri
B | Crossbow | Unaintz 1o & @ 198 osan iden | L B Lawiied
TECOVErY senEibaade i S
Shield it . il 2 Mullifies all projectiles, counters low/mid
i Deflect E€>{}§:\ + 0 . % 13 i alt acks siagge;s fue
Heavenly 90,000/ 720/ 6 P
b olsesh |PVR+@ L i o i

First hit knocks down opponent, second hit
9 I;iealénhnund |:>& S H ] 2 11%15’%%%/ ?:3% 15 5(18)6 28 = -1 causes hard knockdown, causes ground bounce
durmg Gﬂlden Armm state

1/ | 40000/ | 820/ e S
Tras @ g | 93500/ | 960/ | 20 — 35 +15 14
143,000 | 1552 - ;

Fire Bottle

10 Toss

Slaggers opponent on counterhlt pro]eotlle has
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‘opponents attempting to get close. It covers

Lance Toss: Lance Toss fires a lance with
5 low priority durability points. Like Dagger
Toss, tapping ™ again cancels Lance Toss
into a second one. Only two lances can be
thrown in this way.

On the ground, Lance Toss is generally
superior to Dagger Toss. The lances

travel faster across the screen, are more
damaging, push your rival back farther, and
cause longer guardsiun.

Lance Toss is generally used immediately following an air projectile like Air Dagger Toss.
This creates a solid wall of projectiles that covers the entire screen below super jump
height. After your competitor guards the lances, immediately use Lance Toss again if you
think your foe will attempt to dash forward.

The Golden Armor version of Lance Toss becomes a single flaming projectile with 10
medium priority durability points, destroying essentially all non-hyper combo projectiles.
This gives you a huge advantage in nearly any long-range firefight that takes place on the
ground!

The Golden Armor lance staggers the opposing player’s character if it counterhits, and

it also pierces through both the point and assist characters. The Golden Armor lance
causes an enormous amount of guardstun, and in higher levels of X-Factor, the lance can
singlehandedly keep your adversary in guardstun forever until they use advancing guard!

Air Dagger Toss: Air Dagger Toss is the
foundation of Arthur’s zoning defense against

the entire “normal jump area” of the screen
and recovers instantly on the ground, allowing
Arthur to immediately follow it up with ground
projectiles. Air Dagger Toss and ground Lance
Toss combine to make up Arthur’s “wall” tactic:
causing large amounts of chip damage while
limiting an encroaching player’s options.

There’s a proper timing for using Air Dagger Toss: start throwing daggers just before
Arthur hits the peak of the jump. This creates an airtight wall of daggers that your
competitor cannot jump betwesn.

Air Scatter Crasshow. Arthur’s main air-
{o-ground projectile, Air Scatter Crosshow
fires downward at a slight angle that's
handy for fullscreen fighting; jump over
your farget’s projectiles and fire some
crosshow bolts back at them!

Combined with Arthur’s new € -canceling
technique, Air Scatter Crossbow should

be employed as Arthur's primary tool to e pE ;
quickly close the distance in on his opponent and begin attackmg, see the Battle Plan
section for details.

The Golden Armor version of Air Scatter Crossbow does not recaver until Arthur lands
back on the ground. While super jumping forward and using Air Scatter Crossbhow is a
great way to close the distance against his rival, be aware that it leaves Arthur completely
open to any sort of counterattacks that nullify projectiles.

Dagger Toss: Arthur throws a single dagger with 3 low priority durability points. Tapping @ again cancels Dagger Toss
into a second one, and you can perform this move up to two additional times for three daggers total.

Dagger Toss travels slower and pushes back the opposing character a shorter distance than Lance Toss. They also both
inflict the same amount of total chip damage, making Lance Toss the preferred projectile on the ground.

The Golden Armor version of Dagger Toss is a whole lot better: each dagger has 5 low priority durability points,
substantially more damage, and pierces through opponents to hit assist characters, as well. Even so, you'll generally want
to use the Golden Armor version of Lance Toss on the ground instead.

Scafter Crossbow. The Scatter 7
Crosshow fires two low priority
bolts upward at a slight angle
and fills a very specialized role
It's best used when you think
your opponent is going to jump
at medium range and when you
don’t have enough time to jump
back and throw daggers. If you |
guess incorrectly and your foe
didn’t jump at that medium
range, quickly cancel into
Goddess’ Bracelet to prevent
getting hit by a combo.

The Golden Armor version of Scatter Crosshow fires three projectiles with homing
capabilities, making it an awesome tool. This gives you a great way to deal with pesky
rivals firing projectiles down at super jump height!

Unfortunately, you won't be able to just repeatedly fire the homing bolts until Golden
Armor expires: the homing bolts have a maximum turning radius and won’t always be able
to follow opposing characters who get around them.

Air Lance Toss: Air Lance
Toss is primarily used
against other zoning
characters whao can fire
projectiles downward from
the air. Without Golden
Armor, Arthur cannot aim
projectiles up at opponents;
Scatter Crosshow’s angle
isn’t steep enough. Super
jump up, and toss a lance
their way!

Shield Deffect: An odd special attack,
Shield Deflect is a counter-type move that
counters all attacks besides overheads;

if timed well, Arthur deflects an attack
with the shield and places his opponent

in a stagger state for a combo. Arthur
doesn't actually attack his adversary when
the counter is triggered. The five frame
startup time makes Shield Deflect difficult
to use effectively, but the high reward on a
successful counter can sometimes be worth the risk.

Due to the long recovery period of Shield Deflect, converting a successful counter into a
combo can sometimes be difficult. If it seems impossible at the range you're currently in,
you may want to think about simply hyper combo canceling directly into Goddess’ Bracelet.

Shield Deflect has a strange quirk: Arthur has no vulnerable hitboxes behind the shield at
all during the counter, making it effective against certain cross-up mix-ups like Wolverine’s
Berserker Slash.

Shield Deflect also nullifies projectiles, but the usefulness of this is extremely situational.
In circumstances where an unavoidable projectile is coming toward Arthur, try using
Shield Deflect to avoid chip damage. Shield Deflect does not nullify any hyper combo
projectiles, however. There is no difference in the Golden Armor version of Shield Deflect.




Heavenly Slash: A fairly quick slash that
covers a large area, Heavenly Slash can
sometimes be used as an anti-air attack.
However, it is incredibly unsafe if guarded
from the air or ground, and it also results in
low reward if it successfully hits your foe.

The Golden Armor version of Heavenly
Slash always causes soft knockdown and

- — is unaffected by hitstun scaling. This allows
you to perform a Ioop combo with level 2 or 3 X-Factor that can K.0. any character!

Fire Bottle Toss: Arthur
throws a bottle that
creates an O0TG-capable
wall of flames when it hits
the ground. The bottle
causes a stagger state if

it makes contact directly
with an opponent, but it
doesn’t create the wall of
flames. This property can
sometimes get you into a
lot of trouble if Arthur ends
up hitting his adversary’s
crossover assist character!

The flames of the Fire
Bottle Toss travel across
the ground slowly and hit several times. This results in a large amount of guardstun for
your opponent!

However, you'll generally only use the ground version of Fire Bottle Toss as an 0TG-
capable attack in combos; to actually attack with it and capitalize off of the long guardstun,
you'll want to use the air version. New to Ultimate Marvel vs. Capcom 3 Fire Bottle Toss
has a sixth hit of flames. This results in even more hitstun and guardstun!

The Golden Armor version of Fire Bottle Toss always hits the ground and creates flames
regardless of whether or not it strikes the opposing character. The flames also travel much
farther and produce more hits! However, the bottle itself is also thrown farther—this makes
Arthur’s OTG combo in the corner impossible because the bottle is thrown off of the screen.

Scythe Tass: Another projectile that is
primarily used in combos, Scythe Toss
pulls opponents toward Arthur if it hits,
allowing for additional hits to be tacked on
afterward. Strangely, Scythe Toss pushes
adversaries very far away if guarded. This
is unfortunate, since it would've allowed
for a very easy set-up for Arthur’s instant
overhead attacks!

Most of Arthur's attacks are unsafe if guarded against a cornered opponent; verify that
your competitor is guarding and cancel into Scythe Toss instead to reduce your frame
disadvantags to a single frame.

Humorously, the Golden Armor version of Scythe Toss is actually inferior to the regular
version! It doesn’t improve upon anything of note, and its additional hits only cause more
hitstun and damage scaling!

Air Ax Toss: If used late while jumping
forward, the air version of Ax Toss can

be another tool for Arthur to gain ground
on his opponent. If your rival jumps into

an Air Ax Toss used in this way, you can
sometimes convert that hit into a full juggle
combo!

Since Air Ax Toss travels so slowly and
covers a large area, it creates great cover
for an S-canceled Air Scatter Crossbow to traverse the rest of the screen!

The Golden Armor Air Ax Toss is a little strange: the ax still does the upward parabolic
arc, but it then travels forward in a straight line at the height it was thrown from. This
essentially makes it an extremely slow horizontal projectile.

Hellbound Sfash: Hellbound Slash is
Arthur’s primary combo extender, causing
a hard knockdown on the second hit. From
there, you can continue your combo with
the OTG-capable Fire Bottle Toss, leading
into more punishment.

This attack is very unsafe if guarded; be
sure to visually verify that your normal
attacks hit your rival before canceling into
Hellbound Slash.

The Golden Armor version causes a ground bounce state instead of hard knockdown,
which affects the composition of Arthur’s combos.

Ax Toss: Arthur throws

an ax with 10 low priority
durability points that covers
a large area of the screen.
Ten durability points is a
lot, but for that purpose,
you'll want to use Lance
Toss instead; while they
both output the same
amount of durability points,
Lance Toss has a much
faster startup speed.

Despite what it may look
like, the ax actually isn't a
huge disc flying across the
screen. Instead, it’s a smaller
projectile spiraling forward at an odd trajectory; it's entirely possible for the ax to go over and
around small crouching opponents. The game anly allows one ax projectile in play at a time.
This prevents Arthur from using an air Ax Toss directly followed by a ground Ax Toss.

The primary purpose of Ax Toss is to put a slow-moving projectile onto the screen that
covers a lot of space. This is useful for timing purposes, such as after connecting with an
Air Lance Toss at super jump height; everything else travels across the screen too quickly
and passes under your competitor.

As opposed to the standard version of Ax Toss, the Golden Armor version actually is

a large disc! The ax becomes a medium priarity projectile that follows a much more
predictable pattern, arcing upwards befare dropping hack down and traveliing across the
ground. Use this attack whenever your target gets within medium range o effectively
shield yourself from all angles of attack.

Air Fire Boftle Toss: A great offensive toal,
use Fire Bottle Toss while jumping toward
the opposing character to gain ground

and trap the foe in guardstun. Do this
unexpectedly during your zoning defense
to keep from hacking up into your own
corner!

Something to be wary of: the thrown bottle
is destroyed on contact with the opponent’s
character, preventing the flames from appearing. While this is generally fine when you hit
the opposing point character, it becomes much mare of a liahility when you toss a bottle
onto an enemy crossover assist: Arthur will be completely vulnerable in the air while the
opposing point character is able to attack due to the lack flames. The Golden Armor version
of Air Fire Bottle Toss eliminates this risk; the hottle will always hit the ground and create
flame regardless of what's in its way.

Air Scythe Toss: You can use the Air
Scythe Toss as an odd combo starter when
jumping toward an oppanent at medium
range; if it hits, the opposing character gets
pulled in for an easy conversion into a full
combo.

Unfortunately, there aren’t a lot of
situations where this move successfully
hits, so generally stick with Air Fire Bottle
Toss or & -canceled Air Scatter Crossbow for your offensive needs.
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Jattle Plan

Keeping opponents away with Arthur largely centers around Arthur’s “wall” tactic: jump into
the air and use Air Dagger Toss, then immediately follow it up on the ground with Lance
Toss. If performad correctly, you'll send a solid wall of projectiles toward your competitor
with no gaps to jump between, and no ways to get around it besides super jumping or
teleporting. If the opposing character doesn't avoid the wall, they're forced to guard at least
two lances for good chip damage and hyper combo gauge gain. If your adversary gets hit by
any of the projectiles, the lances generally hit, as well. Verify the hits, and then cancel into
Goddess' Bracelet!

After every wall of projectiles, you can immediately jump back and repeat the sequence.
However, opponents who immediately dash forward on the ground can gain a lot of distance
and leave you in an uncomfortable position afterward. You have two main options to counter
this: calling a crossover assist before throwing the daggers, or immediately using Lance
Toss again.

If you do find yourself at an uncomfortable distance after a wall sequence, a good option
is to suddenly attack your foe by super jumping toward them and dropping on them with
air®. Regardless of whether it is guarded or not, you'll prolong the time it takes for your
opponent to back you into the corner!

If you ever make an incorrect read and are at risk of the opposing player closing the
distance, immediately cancel to Goddess’ Bracelet to retain control of the match. While your
opponent is guarding the fireballs, evaluate your options at your current distance and react
accordingly. The massive frame advantage from Goddess' Bracelet gives you an opportunity
to attack a nearby competitor with air @, or call a crossover assist and send another wave
of projectiles.

Frustrated opponents typically super jump toward
you in an attempt to get around your projectile
defense. If you have plenty of room to spare
before reaching the corner, counter this by simply
jumping back and forcing your adversary to land
in another wall of projectiles! Alternatively, you
can try to get under your opponent to get away
from the corner by using o>+ (D Qr super
jumping forward and using air & . If you end up
directly under your target, you can attempt an air
throw, or an anti-air combo using the autoguard
properties of standing :

Alir Dagger Toss immediately followed by ground
Lance Toss covers the entire Screen befow Super
Jump height.

Arthur is very weak to teleports, especially
opponent-relative ones. He has no great ways
to deal with them other than to simply stop
firing projectiles in anticipation, which in turn
allows the opposing character to freely dash
forward across the ground. If you do manage
to read an incoming teleport, be sure to punish
it as hard as possible with a full combo! If your
opponent’s teleport causes them to end up in
the air, be ready to anti-air with standing @; it's very unlikely that your rival will emerge
from the teleport without pressing any buttons. If your target manages to teleport while
you’re throwing projectiles on the ground, immediately cancel into Goddess' Bracelet to
keep yourself safe from retaliation. Against characters with teleports, it's generally best to
abandon the keepaway strategy; you'll have to either take the fight to them, or simply get
Arthur out of the playing field.

Verify that any ground Lance Toss fills into
Gom_@ss' Bracele! for easy damage!




Opponents who skillfully use crossover assists can
stick fo Artfur for prolonged periods of time and
prevent you from pushing them away with advancing
quard. Counter this by using the invincible For The
Princess affack to hit both characters!

@ﬁe slow and difficult to time correctly, standing
fhas auloguard properties that allows you to
effectively anti-air your opponents and continue into
a full combo!

I you find yourself up against the corner, or if you make an incorrect guess and let your
competitor near, you'll have to make due with Arthur's comparatively weak in-close options.
Your first choice should be to use the universal defensive options: advancing guard and air
throws. Ideally, you'll able to simply use advancing guard to push your opponent away. With
what little time you've just earned for yourself, your best option is generally to immediately
take to the air with a super jump. This allows you to escape the corner, or you can drop onto
your rival's head with air @ and attempt to regain momentum.

While air throws are generally the most consistent anti-air, Arthur has an interesting
alternative option in his standing (MD: this attack can autoguard attacks once its active
frames begin, allowing you to blow through aerial attacks and land a full combo! However,
standing is a sluggish 12 frames, making it difficult to time properly against all but the
most predictable air attacks. When in doubt, simply air throw or guard instead!

The invincible Goddess’ Bracelet and Golden Armor hyper combos are two more options
available to you. If your adversary is right next to you whiffing an attack during your Golden
Armor activation, capitalize with either an immediate throw or a combo standing from
standing €.

Another useful universal option is the crossover attack, or “random raw tag” as it is known
within the competitive community. While incredibly unsafe if guarded, the invincibility and
overhead properties of a crossover attack make it an option with a very high success rate. If
you notice your competitor attempting to bait a crossover attack out by intentionally leaving
holes in the offense and waiting to guard the crossover attack, that's your cue to super jump
out of there! Alternatively, you can be aggressive and attempt to start a combo with a low-
hitting attack while your opponent is expecting an overhead!

Opposing characters often stick to Arthur for prolonged periods of time by using crossover
assists. While this generally prevents you from pushing them away using advancing guard,
it also presents a great opportunity: using the invincible For The Princess level 3 hyper
combo often hits both characters in these situations, giving you the possibility of knocking
out both characters in one fell swoop if you activate X-Factor!

Characlers who can fire projectiles downward from
super jump height are a big headache. Counter this
by super jumping and meeting them in the air with
a Lance Toss!

When fighting against other zoning characters, you
will usually be able lo win projectile clashes on the
ground with Lance Toss.

Fighting against other long range characters requires a different set of strategies. If the
opposing character primarily fires projectiles from the ground, Arthur can generally win
that battle simply by relying on Lance Toss and its 10 combined durability points. However,
a few characters like Doctor Doom or Chris Redfield can out-produce Lance Toss with

their own dominant projectiles. In these situations, you can regain the upper hand by
having Arthur jump over their projectiles and fire Air Scatter Crosshow across the screen.
Immediately follow up with a ground Lance Toss to tack on some additional chip damage.
This creates a simple guessing game: to counter Air Scatter Crosshow, your adversary must
wait before firing, plowing through the weak Scatter Crossbow bolts and hitting Arthur out
of the air. If they are doing this, simply use Lance Toss during their period of hesitation;
they won’t have time to blow through the lances with their projectiles anymore!

Opponents who can aim air projectiles downward from super jump height are much

more difficult to deal with; Scatter Crossbow doesn't have a steep enough angle to reach
opponents that high, and everything else Arthur has is purely horizontal. Against these
characters, your best option is to super jump into the air with them and intercept them with
Air Lance Toss.

Hitting a rival with a super jump Lance Toss from across the screen is essentially a pure
guess that the opposing player will be in the air; if you're not confident, just throw a single
lance instead of two. This allows Arthur to recover in the air with enough time to use
Scatter Crossbow or Ax Toss on the way down from the super jump that your opponent
must deal with.

Despite being a ticking time bomb, activating Golden Armor makes Arthur a much more
formidable opponent in long range firefights; Lance Toss becomes a medium priority
projectile, plowing through essentially all enemy shots and continuing on to hit both point
and assist characters. Against characters who can fire projectiles downward from super
jump height, Scatter Crossbow in Golden Armor state now homes in on the opponent’s
location to give Arthur a reliable way to hit adversaries at great heights.

Long range firefights typically involve the help of crossover assists, as well. This is another
prime opportunity to catch both the apposing character's point and assist characters with
For The Princess!

Still, there are going to be long range firefights that are simply too much of an uphill battle
for Arthur to handle. In these cases, you'll have to fall back on a backup plan—get close to
your rival and start some offense!

Super jump forward and press € on the way up,
then immediately cance! into an Air Scatter Crosshow
lo quickly close the distance on your targeti

Air@ can be used as an instant overhead against
every character in the game. Chain into an air &) (o
be able fo go info a full combo!

Mounting an offense with Arthur in original Marve! vs. Capcom 3 was largely considered

to be too impractical due to Arthur’s lack of movement options: he has an incredibly

slow walking speed, no ground dashes, no airdashes, and the slowest jump in the game.
However, his newly improved air goes a long way toward remedying his mobility
issues—it causes Arthur to quickly drop down from his jump while still retaining his forward
momentum!

The simplest way to take advantage of this is to super jump forward and press & on

the way up. Arthur then moves forward at about twice his normal rate of speed! If your
opponent is within midscreen range of Arthur, super jumping and pressing & allows you
to begin your attack in a flash! Super jumping forward and pressing @ is generally the best
way to approach adversaries who are at mid-range or closer.

A slightly less aggressive option against apponents at mid-range is to simply jump forward
and use Air Fire Bottle Toss. The bottle shields Arthur from most defensive attacks, and the
flames trap the opponent in guardstun for a long period of time. This is a great way to push
your competitor back toward the corner.

Against rivals who are all the way across the screen, you can take advantage of Arthur’s

new “& -canceling” technique. This is exactly what it sounds like: super jump forward,
press on the way up, then immediately cancel air & into a special attack like Air Scatter
Crossbow! Using @-canueied Scatter Crossbow, Arthur can quickly travel more than half
of the screen’s length while simultaneously hiding behind projectiles! If the projectiles

make contact with his opponent, Arthur is left at a huge frame advantage, enough to link a
>+ @ for a full combo if in range!

@ucanceling Air Fire Bottle Toss is another strong tactic. This attack allows Arthur to be
on the ground and moving around while the bottle is still going up in the air! Since there
is considerably more startup time on Fire Bottle Tass, you must super jump considerably
higher to be able to properly  -cancel this attack. Be sure to practice up in Training Mode!

If Arthur is in Golden Armor state, super jumping forward and immediately using Air Scatter
Crosshow is a simple way to get across the entire screen. However, if your opponent’s
character has anything to nullify the crossbow bolts, you'll be a sitting duck; the Golden
Armor version of Air Scatter Grossbow does not recover until Arthur lands on the ground.

Once you do manage to get near your target, you'll want to mix up the low-hitting crouching

or attacks with an instant overhead air@. Jumping and immediately pressing
functions as an incredibly fast overhead attack on every character in the game, including
Rocket Raccoon! Chain the air into air €, then immediately cancel air @ into any air

o> special attack. None of these attacks actually has enough time to execute before

Arthur touches the ground, but this strategy can cut the landing recovery frames of the air

short. This allows you to land and get a full combo from an overhead ()! The ability to
land a full combo from instant overhead@ without the help of crossover assists is a huge
boost to Arthur’s game in Ultimate Marvel vs. Capcom 3!

Simply jumping forward and pressin (5] right away also works as an overhead with much
fewer inputs required. However, air has more range and is much less likely to get
interrupted by your opponent; air © canbe performed so low that the opposing player
can often interrupt it with crouching G attacks! To mitigate this, you can super jump and
immediately press @ instead, but that makes the overhead considerably slower. It also
requires you to cancel into an air special attack to be able to continue with a comba.
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Against an opponent on
the ground, Arthur can
link together an infinite
number of Goddess’
Bracelet hyper combos.
This is an incredibly
useful tool, as it allows
for K.0. combes from
all the way across the
screen starting from a
Lance Toss!

However, the timing required to link Goddess’ Bracelet hyper combos
together takes some practicing. Here are some fricks fo help you on your
way:

Mash the Bl and BB buttons together. This lets you get a crossover

~ combination hyper combo as early as possible. If you only have one hyper
combo gauge bar, or if Arthur is the only character left on your team,
you’ll link two Goddess’ Bracelets together easily! Otherwise, you’ll spend
mare hyper combo gauge bars in what is likely a very inefficient combo.

From fullscreen distance, the proper timing to start the next Goddess’
Bracelet is exactly when the 17th fireball is hitting the opposing character.
While the super flash cutscene of the Goddess’ Bracelet is playing, look at
the comho gauge in the HUD: add 17 to that, and time your next Goddess’
Bracelet at precisely the point where the combo gauge reaches that
number!

You can also mash Goddess’ Bracelet for exira damage, which throws

a bit of a wrench info the works. When mashed, Goddess’ Bracelet is
actually 40 hits instead of 20. This means that you should add 34 to

the current combo as a reference point instead of 17. Make sure you're
mashing well enough to actually get 34 hits in 17 fireballs, though!

Arthur can link logether as many as five Goddess’
Bracelet hyper combos, hut the liming is fricky.

I’s a situation that’s happened to almost all of us: the
opposing player lands an early hit, activates X-Factor,
and takes out your first character in a single combo.
Sometimes you lose two characters in this way!

While Arthur’s potential to score a comeback win is
greatly increased in Ultimate Marvel vs. Capcom 3
due to his air &, he still can use a little help. If your
competitor has used their X-Factor already, that help
can come in the form of X-Factored, Golden Armored

If your opponent has already used their X-Factor
lances! early in the match, level 3 X-Faclor Arthur's Lance
Toss can quickly decimate a whole leam!

Golden Armor lances are an amazing projectile—they’re
fast, have medium priority against other projectiles, inflict good damage, can hit hoth the point

and assist character, and cause a stagger state on counterhit! In level 3 X-Factor, they become
ridiculous! If any Golden Armor lance hits the opponent from half-screen ar farther, you can easily
combo together up to five additional lances, knocking out any character! If your adversary happened
to be calling a crossover assist, they get taken out, as well!

If your opponent guards a Golden Armor Lance Toss, throwing repeated lances actually keeps
them infinitely stuck in guardstun. They can wiggle the contraller all they want; their character
will still be stuck on the ground guarding lances. Each lance guarded inflicls a whopping 78,000
chip damage during level 3 X-Factor, so it only takes seconds to take out a fully healthy character
guarding lances.

There is only one way to escape the guardstun of Golden Armor lances: your competitor must use
advancing guard as early as possible when guarding a lance and then attempt to jump away. If done
properly, your opponent will use advancing guard, jump and guard the next lance in the air, then he
able cleanly jump over the third lance. The timing of the advancing guard isn’t particularly easy, so
opponents often guard several more lances than they have to before they escape.

When your rival does manage to escape, you'll want 1o bring them back to ground level so that you
can toss more lances at them. The easiest way fo go about this is to use the homing bolts of Scatter
CGrossbow; the only universal way to avoid this is to super jump up into the air. If the opposing
character has air mobility options, send some more crosshow bolis up to force your opponent to
use all their options quickly. From there, you’ll want to time your next Lance Toss so that your
adversary lands right into it. From there, you can go to town tossing lances again!
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X-Factor Boost
Level 1 (3 teammates remaining)

Damage'

Level 2 (2 teammates remaining)

Level 3 (1 teammate remaining)

Your objective with Chris is to safely inflict chip damage on YOur opponent.

Gun Fire M and air Gun Fire L are two of the most damaging
attacks in the game in terms of chip damage .
Air Gun Fire L inflicts a ton of chip damage while giving Chris
huge frame advantage to work with. : TH
Adversaries attempting to avoid chip damage ilsuaﬂy set
themselves up to get hit by an air throw, which Chris can easily

__convert into big damage . L -

Chris doesn’t have many relié-h!e-_ways to force damage onto hi's_

rival; chip damage is generally his hest way to inflict any damage
at all N e i

How do_es Chris go abu.ut safely chipping the opposing Bhéracter?' A

Usiﬁg Gun Fire M and long range crqsshuer.'aééims-fram across
the screen . o S
Attacking with Air Gun Fire L when closer -

Staying out of trouble by liberally using Grenade Toss L whenever

- his target is Within striking distance o L
Winning long range firefights with the sheer pu-Wérfuf Gun Fire H
.and the evasive capabilities of Prone Position e

TUNING SINCE ORIGINAL MIC3
Chris received a host of improvements in Ultimate Marvel vs. Capcom 3, the most notable
of which give him vastly improved comhbos. The 0TG-capable cruuching@ is now special
and hyper combo-cancelahle. which is great because Chris has no shortage of attacks that
cause hard knockdown! Combine that with his newly improved Sweep Combo, which now
properly hits juggled opponents, and the damage of Chris’ combos suddenly reaches into
the upper echelons of the game! These changes not anly drastically increase Chris’® 'rlarnage
output from clean hits, they also allow Chris to get major damage after throws, air throws,
and even Gun Fire H from all the way across the screen!

Chris’ dash no longer has an 11 frame windew where it cannot be canceled

Low Shot (= = @) is now special and hyper comho-cancelahle
Crouching B is now special and hyper combo-cancelable

Air Low Shot (air ¥ = () is special and hyper combo-cancelahle
First hit of Cambination Punch H is now suhject to hitstun scaling
Startup frames on Prone Position have decreased from 27 to 10
Canceling Prone Position hack to standing is much faster
Recovery frames on Prone Shot are-suhstanlial_ly reduced

Sweep Combo second hit now causes hard knockdown if ground bounce has
already heen used, 13-20th hit are now 0TG-capahle
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A isesa hard knockduwn ‘wheri used in a launcher combo (this s somehmes called flying sereen). When used outswde of a launchet combo, alf‘@ behaves mosliv like another
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“As a Partner—Crossover Assists

Crossover i : Meter _ Recovery (this Recovery
Screen Type Combination Description Hits Damage ‘o oo Startup Active  crossover (other

Hyper Combo assist) pariner)
Combination
Punch H
Chris—B | Grerade Launcher | Gun Fire M 125,00 o % [ oot nas 1 T
Spinning knockdown, projectile has 1 low

priority durability point

Chris—ot Sweep Combo 131,000 Hard knockdown

Grenade Launcher  |Grenade Toss L 117,000

Chri.s—B‘s Gun Fire M is est al-around assist, and it is an asset to any team. It’s basically a beam assist! Use it to bolster any character's fong range zoning, use it as cover fire for an
offensive character, use it in cross-up set ups; just use it a lot!

Grenade Toss L is a much mare speciatized assist; while it has the obvious application of being used for extra defense with zoning chara . you can also use it as a great way to extend

'Gor_ﬂbosi Midscreen, you can use Chris——"y for a single damaging hit that places your rival ina ton of aerial hitstun. In the corner, you can call Chris—2 simultaneously while pressing

@. From there, can do a full aerial series ending with air@l spike your opponent onto the landmine, then land and continue with your combo of choice.

_ Sirice the:first hit of Combination Punch H is now subject to hitstun scaling, Chris—Cx is net nearly as useful in combos as he used to be. You can still cause a hard knockdown if you use

-early enough in a combo, but it's difficult to recommend Combination Punch H over Grenade Toss L for similar purposes.

rossover counter to Chris —O¢ can be a very strong tactic: Chris comes in fully invincible all the way until the first hitting frame of Combination Puneh H. If this hits. you
sonvert that hit into a damaging combo! Combination Punch H is very unsafe if guarded, however, so try to enly use.this tactic in situations where it's guaranteed 1o hit, such as when
guarding a non-invincible melee hyper combo. .

Snap Back

Screen Command Hits Damage Meter Gain Startup Active Recovery Ad‘\]r:rgia‘ge ﬂ%‘ﬁg:ﬁgﬁ

500 - (-1 hyper
Nofes '

On hit, snap back forces the opposing point character to be replaced by an assist. Opposing assist calls or tag outs are also locked '
out for 4 seconds A

Advantage Advantage

Screen Name Command Damage Startup  Active Recovery

on Hit  if Guarded
Combination

Lo e TR<o+ 0 2 | 104,000 | 880 10| 2(15)3 21 -1 2 First hit staggers opponent
2 | BodyBlow E,Duf]!ﬁfg’b‘"a“““ 1| so000 [ a0 | 12 | 3 | % 3 o
3 | Heavy Blow | (During Body Blow) @ | 1 50,000 400 13 3 30 -5 -6
4 | IEIEERE e 1080 | 15 3?%113( 21 - s ‘ o5
Combination ¥ First hit slagg.ers rival, second hit knoéké down, 4 :
3 Punch M G [2<a+ @ o5 IR b 2308 = iy i frame gap on block between first and second hit
Magnum | (During Combination : o o ., | wali bounces opposing charaster, fard k e
& | combo Punch M) @ . 156'@ A ! - ; 12 | shot nas 10 low priarity durabi
Combination
T Punch H Qv 2<a+® 2 | 131,000 | 1120 10 2(16)2 4 — -20 Hard knockdown
Grenade ; ' e
B SUM + O 1 730,0.00. 1040 | 7 - ?

Granade detonates after 90 frames, can bounce off

Grenade of walls, can be detonated by projectiles and also

9 | Tosst >+ @ 1| 150,000 | 1200 20 — 25 — — datonates whenever Chris receives damage, causes
spinning knockdown, is 0TG-capable, explosion has

5 low priority durability points




Meter
Gain

Screen Name Command Hits Damage Startup Active Recovery

Advantage Advantage
on Hit

if Guared

Grénade 130000+ {1040+ | .. | s
P lrossy |V @ WOk e | o . -
11 | GunFirelL (Q'Q\O% +0 10 | 129,900 | 1600 25 — 31 +7 +6
in air
12 | GunFie M ?mgg + @ 8 | 125000 | 1408 | 25 sl 0
in air e ! -
13 [owfiel [VRD+@ e |20 | 2 | — | 3 = s | Malbowcesfenantivalses haid knnckinw,
(in air OK) projectile has 10 low priority durability points
30 (or until Lo 7
e grounded, S
14 | AirGun Fire L 10 | 129,900 | 1600 % | — then 1 +36 +35
N>+ 0 G frame :
Tecovery)
16 (or until
; Ll grounded, ; _— e
Air Gun in air) ' Fires 8 shots, each projectile has 1 low priority
15 Fire M > @ 8 | 125,000 | 1408 25 15 i'?:;l']; +21 +20 durability point
recovery)
37 (or until
) o grounded, i
Air Gun in air) : : : G
16 ; 1 | 150,000 | 1200 22 — then 1 — 418
+ & >
Fire A o>+ @ : o
TECOVery) Gl
Prone i | L) o . . Can move left or right while in Prone Position, exit
7 Position {} v+O L 2 Prone Position by tapping up on the controller
(During Prong Position) S o | Hothyper combo-ca "
18 | Prone Shot ® 1 | 90,000 720 a5 g | priotity durasilty poi
! Combination Punch L: Two punches that cancel into Body Blow with ~ Body Blow.

specific timing, the first hit causes a stagger state on your opponent.
You can take advantage of this to easily hyper combo cancel into
Grenade Launcher, but there are better combos and better means to
accomplish this.

There is a very lenient 10 frame window to successfully cancel into
Body Blow. The window begins immediately after the second punch
conngects.

Combination Punch L carries a 2 frame disadvantage if guarded,
and it is generally punishable by throws from your competitor. It

is difficult to punish this consistently, however, so it is sometimes worth the risk to immediately jump straight up
after a Combination Punch L is guarded; if your opponent doesn't time their throw attempt correctly, they instead
get a standing @ attack that probably misses completely. Come down with a jumping € into a full combo! You'll
want to be sure that the opposing player is attempting a throw, however; most opponents do not know the frame
disadvantage of Combination Punch L and instead try to hit you with a crouching @® attack. While you can easily
guard this, if you try to jump, you typically get hit instead.

Given that Combination Punch L leads to a host of follow-up hits, it’s a little ironic that all of Chris’ best combos do
not utilize them. Usage of this attack is best kept for attempting to make guarded attack strings safer while inflicting
a bit of chip damage.

Body Blow is the
singular follow-up
to Combination
Punch L, carrying
a4 frame
disadvantage

but at a slightly
farther distance
compared to
Combination
Punch L. This usually leaves Chris at a distance that is safe
from both throw attempts, but unfortunately, that is not always
the case. Even still, not very many characters have attacks or
command throws with a 4 frame start-up or less, so ending
attack strings with Body Blow is generally safe.

Body Blow cancels into Heavy Blow, also with a lenient 10 frame
window. This window begins immediately after Body Blow hits
the target.

Combination Punch M. Another punch
series, the first hit of Combination Punch
M causes a stagger state, and it is the
preferred option to hyper combo cancel
into Grenade Launcher. Both punches
push your rival a fair distance away and
leave Chris at a safe 3 frame disadvantage
if guarded. However, there is a 4 frame
window between the two punches; this

Heavy Blow. Unlike Combination Punch L
and Body Blow, Heavy Blow is very unsafe
if guarded. It cancels into Payoff with a
much stricter timing window: 5 frames
immediately after Body Blow connects.
The timing is earlier than what is intuitive,
however; if you have trouble successfully
canceling, try pressing @© alittle earlier.

Payoff. The final attack of the Gombination
Punch L sequence causes wall hounce, is
safe if guarded, and inflicts a lot of chip
damage. However, all your adversary has to
do is use advancing guard once, and Ghris
gets pushed halfway across the screen,
punching air. This is incredibly unsafe!

Payoff is somewhat ironically named—it
isn’t exactly worth the time invested into
learning the timing of this attack, given that
Chris has many superior combo options.

allows your opponent enough time to jump into the air, guard the second punch while
airborne, then immediately land and punish Chris with a full combo.

Combination Punch M can cancel into Magnum Combo with very specific timing: the
timing window is 5 frames long, starting at 8 frames after the second punch connects.
However, if you cancel into Magnum Combo on the last possiblg frame, it misses entirely!

Given Chris’ new combao toals, Combination Punch M doesn’t have much of a role in his
gameplan. Chris has other more damaging combo options that cause far less hitstun scaling.




Magnum Comba: The Combination Punch H: Combination Punch H is another two-

follow-up to Combination hit strike, only with no additional follow-up attacks. It causes
Punch M causes wall bounce  a hard knockdown state and is an essential companent of
and a hard knockdown. Chris’ combos.

Similar to Gun Fire H, it fires
cleanly over the heads of
most crouching adversaries,
leaving Chris open for
punishment.

In Ultimate Marvel vs. Capcom 3, the first hit of Combination
Punch H is now affected by hitstun scaling, allowing
opponents to air recover between the first and second hits if
performed late in a combo. This was clearly implemented to
prevent ridiculous combo loops with the newly cancelable cr.
@ to Combination Punch H over and over!

Grenade Toss L: This is the cornerstone of

Chris’ defense; always try to have a landmine out
whenever your competitor is closer than midscreen.
The landmine explodes on contact, after 90 frames,
or if Chris gets hit by the opposing character.

Grenade Toss M: Chris throws a grenade that later
explodes two-thirds of the distance across the
screen. The grenade does not detonate on contact,
but it still explodes if Chris gets hit, or if Chris
manually shoots it with a projectile attack.

That last point is important—opponents hitting
Chris up close detonate the landmine, generally
blowing themselves up in the process. Ghris can
then juggle his rival and transition into a massive

Grenade Toss M is usually used as a way to get an
offensive threat onto the screen with the smallest
time commitment—while Grenade Toss H and Gun
Fire M are generally more effective, Grenade Toss

combo! M recovers more quickly.

There are a few weaknesses to Grenade Toss L: adversaries with ranged attacks can safely ~ Used creatively, you can also employ Grenade Toss M to set up throws! Use a crossover
hit Chris from afar and detonate the landmine. Characters with the ability to easily get assist to pin your competitor in place while you toss a grenade under them. You'll have just
behind Chris can also hit him without fear of the landmine. Lastly, it has a punishable 7 enough time to wavedash forward and throw the oppesing character before the grenade
frame disadvantage if the initial mine placement is guarded. detonates, allowing for a big combo. If your target attempts to break the throw, jumping

into the air causes them to get a standing @& attack instead, which then promptly gets
blasted by the grenade! Fallow this technigue up with a huge combo!

Grenade Toss H.
Compared to Grenade
Toss M, the H version
has the following
differences: it takes

30 frames longer to
detonate, it both executes

Gun Fire L: The wide shotgun spread of Gun Fire L is
primarily used preemptively from medium range to stop
your adversary from jumping forward. Aside from having
a landmine out, it's arguably Chris’ strongest counter to
airdashing opponents from afar.

You can use the spread fire of Gun Fire L to detonate Grenade
and recovers mare Toss M or H, which is especially useful when canceled into

slowly, and it leaves a from Low Shot (> +

giant pool of fire at the point of detonation! When used up close, most characters are still able to crouch
Grenade Toss H is great against cornered opponents if you can manage to directly under Gun Fire L and punish Chris, making this a poor choice to end guarded attack strings with.

get your foe stuck in the flames, generally with the help of crossover assists ~ Gun Fire L has the odd property of staggering your target if the first pellet that connects is both a counterhit
or immediately after knocking out a character. If the opposing character and a headshot. This is exceedingly rare when using the ground version of Gun Fire L, especially given that
gets stuck guarding in the pool of flames, they'll be at your mercy to guard its main role is to counter your oppasition’s attempts to jump forward.

several more special attacks, racking up a ton of chip damage.

Gun Fire M: The main long range attacking
option, Gun Fire M deals an impressive
52,800 points of chip damage. From
across the screen, you'll want to force
your adversary to guard this as often as
possible. It also pushes the opposing
character backward a large distance,
making it great for ground control.

Gun Fire M has a total of 8 low priority

durability points, certainly enough against : If the magnum bullet hits, it causes a wall
most characters, but not great in firefights with other dedicated zoning characters. In long bounce and hard knockdown state, and Chris can convert that into a fullscreen combo for
range matches, you'll want to match projectiles with Gun Fire H instead. massive damage without even requiring hyper combo gauge!

Gun Fire H: The magnum shot traverses
the screen in an instant and has 10 low
priority durability points, allowing Chris

ta simply power through most long range
firefights. The bullet also pierces through
both the opposing point and assist
characters, knocking them both against the
wall. This is a great opportunity to inflict
massive damage on both characters!

Gun Fire H can be cleanly crouched under by most characters, so try to only use it in
situations where it's guaranteed to hit your target.

Air Gun Fire L: Chris’ go-to offensive tool, Air Gun Fire L inflicts a whopping 60,000 points of chip damage if all hits connect! Jumping shotguns
recover immediately as Chris touches the ground, leaving him with a massive frame advantage of up to 38 frames. This gives you plenty of time
to set up whatever you like: Grenade Tass H, a slow crossover assist like Sentinel—t, or even another jumping shotgun. If the shotgun hits the
opposing character, you have all the time in the world to dash in and perform a combo. The combo’s damage is massively scaled by the 10 hits of
the shotgun, but it's still free damage and hyper combo gauge, and it carries your opponent all the way to the corner.

Since Chris is shielded by a mass of shotgun pellets, this attack is difficult for foes to counter without jumping directly over the blast. This opens
your opposition up for air throw combos!

Like the ground version of Gun Fire L, the jumping version also has the chance to stagger opponents if you happen to get both a counterhit and
a headshot. This is much more likely with the air version of Gun Fire L, however. When this happens, two jumping shotguns link together for a
combo, allowing you plenty of time to visually verify the hits and dash forward for a full ground combo. A

Air Gun Fire M: The aerial version of the machine-
gun is OTG-capable, but given the new cancelable
properties of cr. @ and Low Shat, it isn’t
incredibly useful for that purpose anymore. When
normal jumping, if you need an aerial projectile, it's
generally preferable to use Air Gun Fire H, Air Low
Shot, or Air Gun Fire L instead—there isn’t enough
time in a normal jump to fire all eight bullets.

Air Gun Fire H: A strong all-around tool, the air

version of the magnum shot inflicts 45,000 points

of chip damage, causes a ground bounce state ?
if hit, and is 0TG-capable. This makes it great

for combos in addition to general usage; if you

manage to hit your opponent with Air Gun Fire H in

a defensive situation, you can quickly convert that

hit into a huge combo!

However, supsr |ump|ng forward and immediately It's also good for fullscreen firefights: super jump
using Air Gun Fire M is a strong tool for approaching your target. All elght bullets connect straight up over your rival’s projectiles and use Air
against a fullscreen opponent, and you'll still have snough time ta fire an Air Low Shot before  Low Shot canceled into Air Gun Fire H for a quick damaging combo, or 72,000 points of
landing, adding up for some sizeable chip damage and a lot of frame advantage upon landing.  chip damage if it is guarded. b |

This can easily be countered by foes wavedashing directly under Ghris, however. As a general all-purpose tool, Air Gun Fire H does have some significant weaknesses when

compared to Air Gun Fire L, however. The shotgun has a much wider spread of fire and
also much more frame advantage if guarded. Air Gun Fire H maxes out at 20 frames of
advantage compared to the 38-frame advantage of the air shotgun.




Prane Position: Activating Prone Position makes
Chris go into his prone stance. From here, most
projectiles pass harmlessly over him, while Chris
can fire Prone Shot with impunity while calling
crossover assists.

Prone Position absolutely dominates a large

majority of the long range firefight matches in the

game, since most characters don’t have projectiles

that they can angle downward far enough to hit

Chris. These characters need to abandon the idea
of a long range fight and approach Chris, something they typically aren’t good at doing.

In Ultimate Marvel vs. Capcom 3, Prone Position has become significantly more useful:
Chris can initiate and cancel out of Prone Position much mare quickly. This makes it much
less of a commitment to go into and out of the prone stance, and Ghris becomas much less
of a sitting duck when competitors do decide to move forward.

Prone Position also has another wackier use: see the Advanced Tactics section for details!

Hyper l.'_nmbns

Screen Name Command Damage Startup Active

Grenada
Launcher

Satellite
Laser (Level
3 Hyper
Comhbo)

Recuverv

Prone Shot Chris shoots at his target from
Prone Position, causing chip damage while
still going clear under most projectiles.
Combined with a lang range crossover
assist, Prone Shot is incredibly difficult for
most zoning characters to deal with.

Prone Shot received a marked
improvement along with Prone Position in
Ultimate Marve! vs. Capcom 3—the shot
: recovers much more quickly! This gives
Chris a much more rapid rate 01 fire, and combined with the quick speed of canceling out
of Prone Position, the ability to simply change tactics when the opposing player begins to
make a move.

Atsntoe RASIESS oo
First hit incapacitates foe for 113 frames, does not
incapacitate airborne foes, second hit causes spinning
knockdown, third hit cause knockdown, fourth hit causes
spinning knockdown, has homing capability, each projectile

has 1 high priority d bltyp t

Invulnerable for (35+7) frames, creates a cursor to aim
Satellite Laser, pressing any button fires, allows three shots
within time limit, each shot is OTG-capable, time limit is

g¥

Chris from all but mwncsbie attacks and throws. This makes Granade aunﬂhe

momentum in a match.

If the first freeze grenade hits Chris’ target out of the air, it causes a ha

not cannect in most sitiations. This makes ifs usage injuggle combos dnd T}-ICs
o a good job of keeping Chris relatively safe, however. There are a faw othel :
after Chris fires the hommg grenade is a safe way to get Chris out of the

Sweep Combo: Sweep
Gombo sees a much more
prominent role in Uftimate
Marvel vs. Capcom 3 as
Chris’ primary combo
ender. The newly cancelabla
croughing (H) attagk

allows you to tack this onto
any combo ending with

a hard knockdown, and
improvements to the Sweep
Combo allow it to he used in combos where you've already used a ground bounce.

While the second hit of Sweep Gombo still causes a ground bourice state in Ultimate
Marvel vs. Capcorn 3, it now also causes a hard knockdown state if a ground botings
has already been used. This causes the shotgun portion of the hyper combo ta miss
completely, but the newly 0TG-capable machine-gun’ portion then picks your adversary
back up to get hit by the rest of it! :

Sweep Combo allows for easy THC opportunities afterward: your oppanent is Ieﬁ slawly
spinning in the afr at ground level al! the way untif they hit the ground. Combined with
Chris' niew combo potential, a single hit leading into a Sweep Combo with a THE is enough
o K.0. most characters!

Satellite Laser: A strange
level 3 hyper combe, o
Satellite Laser allows you ™
to move a clrsor onscreen
and direct up to three 0TG~
capable shots of unscaled
damage. The startup

speed of Satellite Laseris
remarkably slow, so you'll
need to hyper combo cancel
it from hard knockdown
attacks like Gombination Punch H and Gun Fn’e H

Holding a button down durmg the a

initially appears: @ puts the curso i
sereen, (H) aims all the way across th screen, and nmt hu i
causes the cursar to appear directly on top of: Chr

Laser frorn anywhere on the screenl Ver, |

genemlly on!y be used for this purpase to. heat 'otﬁer hyper combas; evaryt ng'
simply too fastto reactfo. e :




Try to chip your competitor from afar with Gun Fire
M as much as possibls, while using long range
crossover assists {o further pin them down.

If an encroaching opponent gets within striking
range, try fo have a landmine out at all times.

Most character matchups involve an opposing character trying to get close to Chris, while
Chris is trying to force them to guard as many bullets as possible.

From afar, your gameplan revolves around Gun Fire M and long range crossover assists.
Long range assists that remain active threats for a long period time are preferred, like
Sentinel—q, Arthur—B, or even HyugB. These assists clog up the screen, are more
difficult to avoid, and buy you more time for more shots of Gun Fire M.

Your rival must generally take to the air to avoid Gun Fire M. If the opposing character has
limited air mobility options, simply delay your Gun Fire M a bit to force them to land into
itand push them away again. If the competitor has mobility options like an airdash, you'll
have to use Gun Fire L to reliably stop that type of approach. When stopped in this manner,
it's very common for opponents to immediately jump again, so don’t be afraid to use Gun
Fire L several times in a row!.When your target eventually gets within half-screen distance,
try to have a Grenade Toss L mine out at all times to cover yourself. Even if your opponent
manages to hit Chris, the landmine explodes and hits Chris’ opponent, as well. This is one
of Chris’ most damaging combo starters; juggle a crouching from the explosion, and go
to town!

If your adversary does not have a projectile or a teleport, repeatedly doing Grenade Toss

L followed by Gun Fire M is a great stalling tactic; laying down the landmine makes the
machine-gun safe, and the machine-gun can push opponents far enough away to allow

vou to drop another landmine. Mix in crossover assists for even better results! Opponents
without projectiles or teleports can generally only counter this tactic hitting with an attack
that knocks down; they'll still get blasted by the landmine, but you won't be able to capitalize
with a combo. From there, they ean ground recover toward you and cover that last bit of
distance.

If the opposing player starts doing this, simply stop using Gun Fire M and guard the
opponent’s knockdown attack instead. This causes them to still get hit by the landmine,
which you can convert into a combo. Competitors jumping toward you without pressing a
button are easily air thrown, which also goes into a full combo.

Another strong tactic against a mid range rival is to use the newly cancelable properties of
theo> #+ @ Low Shot: simultaneously call a crossover assist with Low Shot, then cancel
Gun Fire L to prevent your foe from jumping, Gun Fire M to counter guarding, or Grenade
Toss M or H for more aggressive play.

Alternatively, when your attacker gets into medium range, you can take this as an
opportunity to suddenly begin attacking with Air Gun Fire L! This is especially powerul
when your opponent is wary of landmines.

If the opposing character super jumps toward you, you'll want to place a landmine out to be
waiting for them as they land. This forces them to come down without pressing a button,
which in turn opens them up for another air throw.

If the opponent manages to get near you and begins to attack, use advancing guard as much
as possible with the eventual goal of buying enough space to drop another landmine. This
tactic buys you enough time to call a crossover assist while jumping away with Air Gun Fire
L. When on defense, keep an eye out for opportunities to air throw, as well; not only are
they among the most reliable anti-airs in the game, they're also one of Chris’ main sources
of damage!

Fighting against other dedicated projectile-based characters is simultaneously Chris’
strongest point and biggest liability. Against most characters, Chris can dominate the long
range match with the high durability and damage of Gun Fire H, along with the evasive
properties of Prone Shot. However, some characters can float in the air at super jump height
and rain down projectiles onto Chris. He generally doesn’t have an answer 1o this other than
1o attempt to move in and establish an offense.

Most long range firefights revolve around the threat of Gun Fire H. If your adversary is firing
any projectiles on the ground or at normal jump height, the magnum shot can generally slice
cleanly through all projectiles and wall bounce any point and assist characters in its way. From
here, you can convert into a damaging combo. See the Combo Usage section for details.

To combat Gun Fire H, your opponent can crouch directly under it before returning fire. In this
situation, simply use Gun Fire M from across the screen to force an action out of your rival.

A few characters are able to beat out Gun Fire Hin a firefight, especially when they have a
crossover assist backing them up. In these cases, you can simply use Prone Position to go
clear under all of the incoming projectiles while pecking at the opposing character's feet
with Prone Shot. When all the projectiles have flown by and the coast is clear, call a long
range crossover assist to further frustrate your competitor. Between Prone Position and Gun
Fire H, most characters have no choice but to either abandon the ranged game and go on
offense, or take to the air and fire projectiles downward.

Gun Fire H has a high amount of durabifity points lo
win firefights with. If also feads to fullscreen combos!

The evasive properties of Prone Position give some
characters fits, it forces them lo eitfier take to the air
orto go on offense.

If your opponent decides to move in while Ghris is in Prone Position, there's little to no risk
involved; simply tap up on the controller to quickly cance! out of Prone Pasition and take
advantage of Chris’ newfound quickness in Ultimate Marvel vs. Capcom 3. Plop down a
landmine, and proceed into standard defensive measures!

The fight becomes substantially more difficult against characters who ean rain down
projectiles from super jump height. If the opposing character can only fire one projectile in
the air before falling, the best counter is to super Jump toward the fos over their projectile
and counter with air Gun Shot H. If it hits, you can Quickly dash forward and launch your
target for a combo. If your adversary can stay in the air and fire multiple projectiles down,
then they’ll be too high for any of Chris’ guns to hit. Trying to maintain a long range fight
in this case is futile, so you'll have to wavedash forward under the projectiles and try to get
under your apponent. Go for an air throw on their way down, or lay down a landmine and
set up your offense.

Air Gun Fire L is incredibly good; it deals a fon of chip
aamage while leaving you at a huge frame advantage!

Gopenents frying to stop Chils’ offense will inevitably
jump. Counter this with an alr throw into big damage.

Attacking with Chris midscreen can easily be summed up: jump in your rival's face and use
the shotgun or the magnum, looking for opportunities to land an air throw all while pushing
your target to the corner.

Air Gun Fire L is an amazing tool—it fires a gigantic spread of shotgun pellets in front of
Chris, effectively making it impossible to anti-air except with invincible attacks. If guarded, it
inflicts up to 60,000 points of chip damage and leaves you with a massive frame advantage
of up to 38 frames. If it hits, you get to tack on a full combo that can carry your competitor
to the corner!

When your jumping shotgun blasts are guarded, you have a number of simple options:
Jump forward and shotgun again

Use the massive frame advaniage to call a crossover assist and
use Grenade Toss H

Immediately use Gun Fire M against opponents who use
advancing guard

Dash forward and mix up crouching @ with a throw

Wait on the ground in anticipation of the opposing character
jumping forward te counter Air Gun Shet L, then do your own
counter with Grenade Toss L or air throw

The most effective way to deal with Air Gun Fire L is to guard the blast in the air: the
opponent recovers immediately upon touching the ground, drastically reducing guardstun
and Chris’ frame advantage. From there, the best option is to jump forward and meet Chris
in the air with an attack or air throw. Counter this by having a landmine walting for your foe
when they land, or jump forward and air throw them yourself!

Against a cornered opponent, you can use the jumping shotgun a whole lot more due to
advancing guard being weakened. This forces your attacker to make a move much more
quickly, as the threat of nearly endless jumping shotguns is not an appealing one.

The corner allows you to get much more creative with Ghris’ offensive tools. Grenade Toss
H in particular becomes much more deadly because you can force the opposing player to
guard the following sequence: Low Shot pressed simultaneously with a crossover assist,
cancel into Grenade Toss H, Gun Fire L to detonate the grenade and keep the opponent from
jumping, then Gun Fire M as they are stuck in the pool of fire. Depending on the crossover
assist used, this can amount up to 240,000 points of chip damage!

This s also a useful after knocking out a character. Before the next character comes in,
use Grenade Toss H as many times as you can, force your adversary to guard Gun Fire L
immediately as they enter the playing field, then tack on as many Gun Fire M shots as you
can. When the fire begins fo dissipate, call a long range crossover assist and move back in
with jumping shotguns!

B




/. CR. @, ST.®, » o @=st> ¥ ¥ + © ®, WAVEDASH TWICE, OTG CR. @ => ¥ » + o @, FORWARD JUMP,
AR x> & ®, LAND, > > ®, @ == FORWARD SUPER JUNP, AIR , 0, @), ®, LAND, FORWARD DASH,
CR.@e=> » ¥ x 2 @D

-733,600 damage, 7% meter gain (or self sufficient for Sweep Comho ender)

Chris’s main combo inflicts heavy damage while dragging his adversary across tha screen, making it possible to transition inta a corner variation (Comt EJO Hj if. Clms is midscreen or c!oser
to it. If alr@ hits your opponent into a corner, perform a backwards jump Air Gun Fire H instead of a forward one. Tms ensures that the gun shot is propariy ;nos;tmnad to hit the cornered -
competitor.

Crouching @ is Chris’ preferred combo-starter in most cases: it has much farther range than crauchmg@ and forgoing the Creuchmg@ also substanttaliy i mraases the total damage m :
the combo. However, don't hesitate to use crauching @ where speed is a factor—\andmg the hit is much more 1mp0rtant than a few points of damage! :

Try to get into the habit of verifying if your attacks are hit or guarded before the stawdang@ Ending at standmg@ is by far Chris® safest option: it has a 2 frame dlsaavaniage aﬂtf |s out
of range of most throws. . i :

Chris doesn't have a great way to salvage his offense if his attacks are guarded without the help of a crossover assist. You can delaj the =» o7 @ hit m try to t:atch a rival pressnng ;
buttens, but this is a risky endeavor. If the =»> &= @ is guarded, your safest bet is to cancel into Combination Punch L and roll the dice on whetlier or not your opponent can time their
throw attempt well enough or not. [T they are going for a throw, you can junp. siraight up while guarding. If they mistime the throw, they mstead whiffa standing @ a!tack all nwmg yau to -
come down with alt‘@ for a full combo. : :

(REQUIRES CORNER) CR. @, ST. @, » & @==> ¥ # + ¢ @, 0TGCR. @ =t> § # « © @, OTG CR, @ =>
+ u= o #H),®==> FORWARD SUPER JUMP, AIR ®, @, @, ®, LAND, lBAGKWARDSJUMP AIR i x -> = @ LAND
FORWARD DASH, ® =%> FORWARD SUPER JUMP, AIR ®} OR {CR. B ==t> » § w © ..;

605,100~776,900 damage, 107%-~25% meter gain (or self-sufficient for Sweep Combo ender)

The corner variant of Chris’ combo is both easier and more damaging! Of the two options shown, the first vanatmn builds the most meter white stif I deallng sirong damage The second
variation inflicts 176,000 more damage at the cost of a hyper combo gauge bar.

¥ = = @), WAVEDASH FORWARD 3 TIMES, OTG »> - Qe b ws G ® FDRWAHD DASH FORWARD JUMP
AIROTG ¥ %= = @, LAND, » = @D e==> § N+ = @

556,900 damage, 62% meter gain

Gun Fire H is used to counter most projectiles outright, or to punish mistakes fram a distance. A successtul hit ieads to heawy damage from anywhere oft screen, hut YU must waueﬂash a5
quickly as possible after the initial shot to move into range for the OTG Low Shot. When canceling the Low Shot, be sure to let me mntml ler return ta neutral bemra mpumng tha command
for Gun Fire H to prevent accidentally getting Grenade Toss H instead. :

THROW OR AIR THROW, CR. ® == ¥ » <« < (), WAVEDASH TWICE, OTG CR. ®-> teo @
FORWARD JUMP, AIR ¥ % = = @, LAND, » @ ®, @ ==> FORWARD SUPER JUMP, mn@ @, @ @ LAND
FORWARD DASH, CR. B = = ¥ % & @@

492,700 damage, 2% meter gain

Chris can get great damage from throws without the help of an assist. Shift into Combo V if the Combination Punches earry your adve'rsa_ry to _th-e' corner. ;

. (REQUIRES CORNER) THROW OR AIR THROW, CR. @ ==> § » <« = @), CR. ®@:> ¥ l’ - O ® CR @#
¥ %= < @), ®==> FORWARD SUPER JUMP, AIR @&, ®, LAND, CR. ®—} -bi\d}“ L :

535,300 damage, 9% metier loss

A corner variant of Ciris’ throw combos.




An easy X-Factor combo that starts off of a verifiable opening

Bamage
A high damage corner combo that reguires 4 meters-to use o 1,155,400 damage, 324% meter loss
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Alter hitting sweep combo in the comer, the opponent will likely If you dian't move at all, you can atiack the opposing character from .07 you can move forward slightly and altack ihem from the other side!

knockdown recover forward to try to gef ouf of the corner. the fronf...

Aiter Sweep Combo, the common reaction is to knockdown recover forward. If you do not move, the ground recovery roll just barely misses crossing up Chris.
Standing still and hitting your opponent with a crouching ® attack is already prefty tricky! If you tap forward even slightly at the last second, Chris indeed gets
behind the target, creating a deceiving mix-up.

If your adversary comes out of the roll concentrating on which side to guard, simply wait half of a beat and throw them. Very few characters can survive two
successive combos from Chris!

If your opponent ground recovers backward, there aren’t many great counter measures for that. Using Grenade Toss H is ideal, but that is very easily punished
by an opposing character ground recovering forward. Since keeping your foe in the corner is more important than anything else, call an assist that can pin the
oppanent for ground recovering backward, all while positioning Chris for the above mix-up in case they go the other way.

When opponents gel behind Chris in Prone Position, ife game Ireafs it This makes him complelely invincible for a moment. .. .and sometimes able fo punch fools in the face while theyre
like fie's getting up from a knockdown. vulnerable!

Ultimate Marvel vs. Capcom 3 is chock-full of dangerous offense based off of cross-ups. A lot of the hetter cross-ups are very low-risk, often even leaving the
attacker at an advantage if guarded. Chris has a funky trick for these guys!

When an adversary gets behind Chris while he’s in Prone Position, he is forced to stand back up. This act of standing up is {reated as if he’s rising from a
knockdown. In other words, he’s completely invincible until he’s able to move!

However, if the opposing character does not cross Chris up, Chris can be hit from the front just like any other character can... assuming that the attack hits low
enough to actually make contact with Chris.

Using Prone Position is a very aggressive way to counter cross-up happy players: read the cross-up attempt coming and get into Prone Position beforehand.

When the cross-up attack completely whiffs through Chris’ invulnerable body, react and punish accordingly! In some cases, you'll he able to land a full combo,
but in most, you’ll be able to get at least a guaranteed throw. Watch jaws drop as Dark Phoenix teleports behind you anly to get her neck hroken!




~ "yOU CAN'T BEAT ME WITH JUST BRUTE
. STRENGTH. GO AHEAD AND TRY."
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for her varied and beautiful kicks more than her
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~ Wnile her strong sense of duty and obligation

~ readily apparent, she also Mmgs to live mr. m.-.

o ordinary woman. .

ST npmnnncf .

Street Hgmr n mm_

:

PIIWHI mfm

3 INTELLIGENGE“““*M

2 STREN“GTH ““““m

2 STAMIN-‘”A mmm_m“

3 ENERGY" PaoJEchoﬁ‘“‘-

5 FIGHTING ABlL'lTv‘mm““

*This is bmgraphwal and does not represent an evaiuataen ﬂfth
in-game combat potential of this hero. :



ALTERNATE GOSTUMES ~ Dverview
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% he 2 57 ;
3 £ M' o | X-Factor Boost Damage Speed
. i 120
| 1{3 \ _:. ) R | | Level 3 {1 teammate remaining) '
N -t & 1 -d Your goal with Ghun-Li is to achieve point-blank range againstyiour appenent.

%’ The extremely-execution-heavy Chun-Li has accessto d gréat mix-ug at this range;

Instant averhead Yosokyaku, whn:h Jeads: into a combo from .
anywhere on the screen

The low-hitting crouching @ a fasl ranged aﬂack lhat ieads mw
an even more ﬁamagmg comhn i

Chainable crouching (L) attack, whlch can be delayed inan
attempt 1o hit adversaries Irying to use advanclng guard

Thrnws and air throws, which alsa lead mto cumhns
How do you get Ghup- LL mto pomt hlank range‘? i

_ Using her ahlmy io friple jump to apprnaﬁh frnm angies that are
difficult te defend against Y

Usmg the kara airdash lenhmque tn qumkiy aimash twme and e
cover a lot of grnund <

Wavedashmg forward on lhe grnund wllen vour cempetlmr |s
expecllng an aerlai appmash

Advancing forward behmd the covet of efossuver asmsts

Cornering a foe with the aid of her jump-cancelable normal -
_attacks, and by hitting cumhus thal can sarry the nppunent an the
‘Wway into the cumer :

_down uifenswe mrais Nut 1o be lgnnred her Ktkﬂshﬂ
: ﬂns adds a chunk ni much needed damaga tu her nnmhos'

nsokvaku is rmrw DTG capahle '

- New Move: EX Spmmng Blrd Klsk Ham lv unt:l Ilashsng, f + @ Can also
_ be performed in the air :

: 'Them is now a !arger wmduw to nance! Kﬂmken Hio Kikaanken :
Tenshukvaku startup speed muruved lrum 3 tu 2 frames

Air Tenshakyaku now tecovers in neulral slate instead ni bemg \rm‘nerah!e all
the way until Chun-Li touches the ground

Kikosho san be mashed fnr addmonal hits and damage

Shlchism Ranka now autumatlcally real;gns with the uppasmg charaeler it
the foe goes behind Chun- L} aﬂer the mmal luts




Standing Basic Attacks
Screen [:ummrand Hlis [-Jarr.lé-ge Melérﬁain Startup A-ctiue. Recm.;erv Advantage Advantage

onHit  if Guarded NOteS
Standing @® 35,000

Slanding@ 50,000
St L b L e

Active  Recovery Ad::nl_}?‘ge ﬂ%’:g#:gﬁ MNotes
Crouching @&

Chain-cancelable into ® attacks
Crouching@

Low attack, knocks down, jump-cancelable

Screen  Command Hits Damage Meler Gain Startup Active  Recovery Ad::'nialge ﬁdgﬂglggg Notes

© (while standing or 1 560 5 07 A0 Launcher, not special- or hyper combo-
hing) : S i cancelable

Meter Gain  Startup  Aclive  Recovery M::'Hﬂge ﬁdgﬁ:ﬁggg Notes

40,000 Overhead attack, jump- cancelable

55,000
70,000

Overhead attack, jump- cancelable




Air Special Attacks—Flying Screen and Air EXchange
A|r® gauses a hard knockdown when Used in a launcher combo (this is sometimes called flying screen). When used outside of a launcher combo, air O behaves maosily like another

“ basie attack. Air exchange attacks, performed by inputting a direction plus O arg only possible during a launcher combo. Exchange hits initiate team aerial combos by tagging in the next
.- available character to cantinue the air cambao.

Meter
Gain
Air © | | Causes hﬂ[d knonkdown if used in launcher combo
e 4} S 7 T R

(during launcher combo)

Advantage Advantage

.Screen Command Hits Damage Startup  Active  Recovery on Hit if Guarded

A <o+ @ _ Tags in next avai\ab\e ally while causing wall bounce,

(during launcher combo) erases 1 hyper meter from Upponent

Ay + @

{during Iauncher combo

- gengrates 1 h .er i

--L'nmmand Attar:ks

Command attacks resemble basie attanks but have different chaining and canceling properties. It's usually possible to chain into a command attack from basic attacks, but most command
attacks cannot'be chained from or canceled themselves.

Meter

Advantage Advantage
Gain Notes

Screen Name Command Hits Damage Startup  Active Recovery on Hit it Guarded

Airborne from frame 8, overhead attack, jump-
e L e i cancelable, not specsal cance\able

Yosokyaku (In air)@ + @

Taunt Select button

Jump backward
Wall Jump against the wall,
| then

Throws are for snagging passive or blocking foes. Since throws are active so quickly, you ean also use them to preemptively toss opposing characters-out of their offense. Combos are

 usually passible after throws, one way or another.

Screen Command Hits Damage Meter Gain Startup Active Notes

o> + @ (ground) } Hard knockdown

<2 + @ (ground) ] i ‘ | | Hard knockdown

= + @ (ain) ; Hard knockdown

<7 + @ (i) _ { : Hard knockdown




[Fi+F2] Crossover i : : Recovery  Recovery
Type Combination Description  Hits Damage “é?l'f]r Startup Active (this crossover (other | Notes

Hyper Combo assist) partner)

Projectile lasts 88 frames, projectile has 5 low

Chun-Li—c | Kikosho Kikoken L 50,000 | 400 43 96 oriority durability points

Chun-Li—B | Kikosho : Tenéhokyaku‘M'-'. 5 | 101,400 | 1040 _fj"’ii27_

Chun-Li—y Hoyokusen Hyakuretsukyaku H 97,300 Knocks down opponent
SRR TR T

Screen Command amage Meter Gain Startup Active Recovery Ad[\‘lﬁlﬂﬂgﬂ ﬂdgsg::gg

500 - (-1 hyper

oles

Meter Advantage Advaniage
Gain

Screen Name Command Damage Startup  Active Recov on Hit T

Projectile lasts 88 frames, projectile has 5

Kikaken L <GRGUS>+@| 1 | 5000 | 400 | 19 = 2 2 3 oottty il el

1 | Kikoken M LRSS+ @ 1 TOUUO | 550 ¢ 19 _

Projectile lasts 8 frames, projectile has 5 low
priority durability points

Kikaken H <R+ @ 1 | 90000 | 720 19 — 26 +2 +1

2 | Kikoanken (During Kikoken H)@ | 1 | 100,000 | 800 | 18 | _
FnE 27 e
Spinning Bird ] ; -6 -15 Knocks down foe, air version has an
Kick L (in air 0K)|  (charge). 4> + @ | 2 | 76000 | 640 ) 9 20 ({in air, untith 5o o) | inair, +5) | additional 2 frames of grounded recovery

grounded)

R TReRD

Spinning Bird

3 |KiokM(nar & e, + @ | 8 | 900 | a0 | 9

0K) i Sl | groune
Spinning Bird 21 . :
: g e ; +5 -8 Knocks down adversary, air version has an
Aokt |3 (charge), £ + @ & o AR | 1058 ? U L (in air, +30) | (in air, +10) | additional 2 frames of grounded recovery
0K) grounded)

4 | EXSpinning Bird| G (charge)while | 4o | 162,400 | 2000 | 9 (n ai
Hiok ilashing), 4> + @ ViR o : | graun om
Hyakuretsukyaku 410 51,500 - | 48-0~ 7 9 ; +24 +15 Knocks down competitor, can be mashed for
L (in air OK) L 107,200 | 1440 {in air, +30) | (in air, +15) | additional hits
Hyakuretsukyaku | 4o VelEnn e [ B

5 |Minarog | & dern : : o
Hyakuretsukyaku 8-19 85,100 - | 960~ 7 29 1 +24 +12 Knacks down opponent, can be mashed for
H (in air OK) H)J 130,600 | 2280 (inair +33) | (in air, +14) | additional hits




Damage

Advantage Advantage Nutes.

Active - Recovery on Hit if Guarded

o o
Tenshokyaku L c>@<:j\ + (B 3 78,400 72[}:_.:. e 3 197 +?2 .
Arfensholielt | o sipe>G + @ | 3 | s | 720 |2 | aes | 18 425 0| Knocks down rivel
o e T
Tenshokyaku M [c>d5 € & @ 5 | 101,400 | 1040 2 [BHIG) e oo Sl )y o
: b -
.
mﬂe“h”*w“ (nan=>0 0 + @ | 5 | 101400 | 1040 | 2 (f)(;’()f)a 21 +26 22| Knocks down foe
ol L 2(1)1(5) sl e o
Tenshokyaku H |:{>Q93 + @ 7 | 120,000 | 1360 | . 2 1(5)1(8) 18 g e
‘ : 1(5)1(8)3 .
; 4(5)2(4)
Q”Te”mmk“ inane>0N + @] 7 | 120000 | 1360 [ 2 |20)24)| 13 +44 33 | Knocks down adversary
27)3

= Kikoken: Even though Chun-Li’s signature
ﬁ projectile may look anemic in comparison
ﬁ 1o the other crazy projectiles in the game,
the Kikoken L Is a surprisingly useful tool!
It moves very slowly across the screen,
making it great for use as covering fire
to advance behind, especially if you do
not have a long range crossover assist
handy. On the defensive end, repeated use
of Kikoken L is surprisingly annoying for
your opposition to get around, forcing your
competitor to take to the air.

R

None af the Kikoken projectiles travel all the way across the screen: Kikoken L travels
two-thirds of the distance of the screen while dealing the least damage, Kikoken M has
half-screen reach and median damage, while Kikoken H barely travels a third of the screen
and inflicts the most damage.

What this means to Chun-Li's gameplan is simple: use Kikoken L almost exclusively, with
very situational use of Kikoken Hin combos!

Spinning Bird Kick. One of the few attacks
in the game that require a “charge,” to
perform the Spinning Bird Kick, you must
first hold@ on the controller for at least 35
frames. Afterward, pressing4p along with
an attack button executes the attack.

The ground version of the Spinning Bird
Kick is difficult to use effectively; while it
. S moves Ghun-Li forward a long distance, it
is very unsafe if guarded and has little payoff if it hits.

The air version of Spinning Bird Kick is much more useful, being a key component of Chun-
Li's combos when performed as low to the ground as possible. Chun-Li recovers from the
air version of Spinning Bird Kick a mere 2 frames after touching the ground, granting huge
frame advantage when executed low to the ground. To perform a low-altitude Spinning Bird
Kick, simply press the attack button a few frames after pressingGon the controller; this
tactic allows Chun-Li to jump into the air before performing the attack.

Chun-Li does not recover from air Spinning Bird Kick until she reaches the ground, so use
of this attack any higher than extremely low altitudes is not recommended.

Hyakuretsukyaku: Chun-Li's most useful,
all-around special attack. Hyakuretsukyaku
is fast and has great hitboxes that can beat
most other attacks. If the attack hits, you
can easily verify this and proceed into a
combo. If guarded, Chun-Li is left at large
frame advantage to work with, but your
adversary will likely use advancing guard
against this attack.

You can also have Chun-Li perform
Hyakuretsukyaku in the air, which is useful
both in combos and as a way to turn
around and hit your target after airdashing behind them. Its multiple hits scales combos
heavily, so it's best used near the end of a combo if possible.

Kikoanken: You can cancel Kikoken H
directly into Kikoanken by pressing @&
within the first 10 frames of the Kikoken’s
animation. It's not possible to get a “slow”
Kikoanken by pressing @ on the last
possible frame; the startup speed of the
attack is always 19 frames regardless.

Kikoanken is Chun-Li's most damaging
single-hit attack, and it also causes a
crumple stun state on your rival. This
makes it ideal for use early on in combos
before damage scaling becomes severe!

If guarded, Kikoanken leaves Chun-Li with 4 frames of advantage, letting her continue
attacking afterward. However, opposing players typically start using advancing guard
to push Chun-Li away instead of allowing her to repeatedly inflict chip damage with
Kikoanken.

EX Spinning Bird Kick. A new special
attack in Ultimate Marvel vs. Capeom 3,
the EX Spinning Bird Kick is completely
invulnerable for a large period of time,
making it great for stopping offense
oriented opponents in their tracks.

The EX version of the Spinning Bird Kick
requires much more charge time than the
regular version: 90 frames in total. To help
notify you (and your rival!) when the EX
Spinning Bird Kick is available, Chun-Li
starts radiating a pink color.

The EX Spinning Bird Kick is unsafe if guarded. However, you can cancel the recovery
frames into an invincible Hoyokusen hyper combo if your competitor attempts to retaliate.

This attack becomes much more powerful when used in the air, preferably at low altitudes;
it then grants frame advantage if guarded and allows for combos if it hits!

Tenshakyaku: Chun-Li performs a number
of kicks upward while rising into the air, but
the usage of Tenshokyaku isn't what one
might expect. Due to its newly increased
speed in Ultimate Marvel vs. Gapcom 3,
this attack is actually best used as a way to
punish guarded attacks that have at least

2 frames of disadvantage, which you can
then convert into a combo. Of the three
versions of the attack, Tenshokyaku L
should be used almost exclusively due to its much quicker recovery.

The 2 frame startup speed of Tenshokyaku also makes it great for countering ground-
based assaults: it usually interrupts or trades with anything thrown at it. In the event that

it does get cleanly interrupted, Tenshokyaku puts Chun-Li In an airborne state on its first
frame— this often makes it difficult for many characters to convert that hit into a comba. If
guarded, Tenshokyaku leaves Chun-Li in the air and able to act, completely safe.

Also new to Chun-Li, the air version of Tenshokyaku recovers in a neutral state, leaving Chun-
Li free to move. Previously, she was vulnerable all the way until she reached the ground!
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Chun-Li's unique airdash is fast, but it doesn't trave!
very far...

...however, with the kara airdash technique, you can
String two airdashes logether to lravel a surprising
distance!

Before discussing any strategy, it should be mentioned that Chun-Li is a ridiculously
execution-heavy character, likely more so than any other character in the game. To get the
most out of Chun-Li, you need to constantly do difficult things, such as “kara” dashing to
get near your opponent and executing low-altitude Spinning Bird Kicks and EX Spinning Bird
Kicks for combos and for defense. Even the instant overhead Yosokyaku, which is the focal
point of her offense, requires a combo that takes several hours of practice! If after reading
this, you believe you have the patience and dedication required to truly get the most out of
Chun-Li, read on!

In order to get her within point-blank range of a rival, you must take advantage of Chun-Li’s
large assortment of mobility options. While many characters in the game have access toa
double jump, only Chun-Li and Viewtiful Joe have the ability to triple jump (well, Dante can
in Devil Trigger mode if you want to count that). This allows Chun-Li to switch directions
twice in the air, letting you have her do things like super jump forward, double jump
backward to evade an anti-air attempt, then triple jump back toward her opponent again to
begin attacking!

Triple jumps also allow Ghun-Li to reach a great height while still in a normal jump state,
giving access to crossover assists. This makes some interesting technigues possible, like
triple jumping over all projectiles controlling the ground, calling a crossover assist to pin the
target under you in place, then dropping in for the attack! Stay creative!

Chun-Li has a unique airdash, traveling 30 degrees downward at a very quick speed. It
travels a much shorter distance when compared to most airdashes in the game, making it
difficult to base an approach solely around the airdash.

2(2)2(2)

The “kara” airdash technique helps remedy this—although airdashes normally can’t be
canceled directly into one another, you can both airdash twice in a row and get an option-
select throw by first airdashing, then inputting=> * @ ~@ . This automatically kara-
cancels a brief normal and an air throw attempt, neither of which you ever actually see, into
a second airdash immediately. Simply drum=> + ~@ as fast as possible while your
first airdash is in progress—also known as “plink” airdashing. This allows you to string
two airdashes together and cover two-thirds of the screen’s distance! This is an absolutely
critical tool for Chun-Li; practice it in Training Mode until you can perform this tactic nearly
100% of the time!

Competitors worrying about Chun-Li's aerial approach eventually have to give up on ground
control; it's pointless to fire projectiles and beams on the ground when Chun-Liis but a
kara airdash or triple jump away from circumventing all of those projectiles and closing the
distance. When your adversary stops giving you things to jump over, that's your cue to call
a crossover assist and wavedash in on the ground!

Chun-Li is more reliant on crossover assists than other characters to close the distance
and maintain offense against foes. Long range crossover assists such as Sentinel —Q,
Akuma —B. Rocket Raccoon —7, and nearly any projectile-based assist are ideal
teammates for her.

When you successfully reach point-blank range, Chun-Li's offense revolves around the
threat of an instant overhead Yosokyaku performed immediately after leaving the ground.
Impossible to guard on reaction, hitting the Yosokyaku allows you to Immediately airdash
with Chun-Li afterwards and combo an air Tenshokyaku L from the other side. From there,
you can go into her execution-heavy Spinning Bird Kick loop combos! See the Combo Usage
section for details.

Since it is impossible for an oppenent to guard an averhead Yosokyaku on reaction, your
competitor must simply commit to guarding high. To counter this, simply attack with the
low-hitting crouching attack instead. Leading in with a_crouching attack is a little
unintuitive and may seem slow, but Ghun-LI’s crouching @ has a very respectable 6
frames of startup: only a single frame slower than the average crouching attack, and
with a lot more range! From the crouching M), chain into a standing @ and verify if the
opposing character is guarding or not: if your opponent eats a hit, cancel into Kikoken H (to
Kikoanken) and continue with a combo. If the attacks are guarded, jump cancel the standing
@ attack and airdash back in to continue your offense. Remember to call crossover assists
to pin your adversary in place!

g



You can use Yosokyaku as an insant overhead altack
against alf opposing characlers, and this move feads
into a combo from anywhere on screen!

An opponent’s use of advancing guard is ons of
Chun-Li's biggest problems. To combat this, stagger
the timing of the chainable crouching @ attacklo
mess up your opponent’s timing!

The overhead and low attack mix-up Is best performed when you have a decent amount

of frame advantage, usually after forcing your rival to guard a crossover assist. If the
i situation is more neutral, dashing in with Chun-Li’s fast crouching attack is a good way
to establish control. Opponents who are wary of Chun-Li's Yosokyaku generally try to use
advancing guard to try to push her away. However, using advancing guard on reaction to
a single crouching Q attack is nearly impossible to do. As such, you can perform two to
three crouching G attacks with staggered timing; if the opposing player attempts to use
advancing guard and mistimes it, they'll instead get a crouching attack. This then is
counterhit by Chun-Li’s crouching and allows you to verify and go into a full combo!

1t your opponent wises up and stops trying to use advancing guard, you have several
options available to you:

Throw the opposing character and go into a (difficult) combo

Dash in and immediately attack with crouching @ again,
maintaining offense

Manually buffer a dash with =>c5> into the end of a crouching @,
then immediately jump and instant overhead with Yosokyaku

Use nruunhing@ to beat attempts fo guard the Yosokyaku

Super jump and immediately airdash behind your rival to cross
them up with either crouching @ or air Hyakureisukyaku

While you may spend a frustrating amount of time fighting against advancing guard and
using jump-canceled attacks in an effort to stay in close, don’t get discouraged! All of the
advancing guard usage from your opponent is effectively pushing them farther back into the
corner. Chun-Li’s offense is much stronger against cornered competitors: advancing guard
does not push her back nearly as far of a distance, and instant overhead Yosokyaku leads to
amore damaging (and easier!) combo.

When defending against an assault from her adversary, Chun-Li actually has many more
potent defensive options than the majority of the cast. Between Tenshokyaku L, EX Spinning
Bird Kick, Hoyokusen, and Hyakuretsukyaku H, Chun-Li can give her aggressor much more
to worry about than just advancing guard and air throws!

SRR

Tenshokyaku L executes in only 2 frames, making it one of the fastest attacks in the game
that isn’t a command throw. This is great for punishing attacks that have a -2 to -3 frame
disadvantage! Hitting Tenshokyaku L leads to a combo and also punishes attacks from out
of Chun-Li’s throw range. Tenshokyaku L is also completely safe if guarded; attacking with
Yosokyaku on the way down likely interrupts anything your opponent tries to do.

For attacks that have a disadvantage of -4 or more, punish with Ghun-Li’s fast crouching
. resulting in a full ground combo. Between throws, Tenshokyaku L, and crouching &,
Chun-Li has a great number of moves that would otherwise be safe against other characters.

[ CR.O,ST@=> «xtx=>2®

(¥ x> = @& (MASH @)} OR {» ¥ % & @D}

631,000~832,100 damage, 17~217% meter loss
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combo much

Low-altitude EX Spinning Bird Kicks are a very
powerful foof on defense. Completely invincible to
stop your opponent's offense, they are safe if guarded
and lead to a combo if they hit!

Tenshokyaku L has onfy 2 frames of startup,
making it great for punishing attacks with slight
disadvantags. You can then transition info a combo!

While Tenshokyaku L isn’t invincible at all, its 2 frame startup causes It to beat most ground-
based offenses, or at the very least trade. If Chun-Li gets hit out of Tenshokyaku L, she is in
the air on the first frame, making it difficult for many characters to convert into a full combo.

The fully invincible Hoyokusen is great for just blasting through any ground-based offenses,
and it is an option that your opponent must respect when approaching on the ground.
Hitting with Hoyokusen leads into a full combo that builds back much of the hyper combao
gauge used; see the Combo Usage section for details. Hoyokusen is incredibly unsafe if
guarded, so be ready to THC to a safer teammate if possible.

One-frame air throws are still the best defense against airborne approaches, and in Ultimate
Marvel vs. Capcom 3, you can finally convert these into a full combo while playing Chun-
Li—without the help of a crossover assist!

A great option that works against both ground and air-based approaches is the fully invincible
EX Spinning Bird Kick. The catch: you have to hoIdG on the controller for what seems like
an eternity before having access to it. If your competitor stays close to Chun-Li primarily
with jumping attacks, you won't be able to safely keep holding down on the controller for the
requisite 90 frames. Once you do have it available, your adversary must take notice—a low-
altitude EX Spinning Bird Kick is completely safe and leads into a combo if hit!

The following characters can crouch direcily under a perfectly timed low-altitude EX
Spinning Bird Kick:

Amaterasu
Morrigan

The ground version of EX Spinning Bird Kick is still a very strong tool, but the risk and the
reward aren’t quite as favorable. Hitting the target with the ground version of EX Spinning
Bird Kick does not lead into a combo, and guarding it allows your opponent to retaliate with
a combo. To help mitigate this, try hyper combo canceling the vulnerable recovery frames
into an invincible Hoyokusen!

Phoenix
Rocket Raccoon

Another less glamorous alternative is to simply mash on the (D button whenever you have
a bit of space—Hyakuretsukyaku H can be very difficult for some characters to get around,
and if it hits, you can easily verify and go into a combo!

Some character match-ups make it advantageous for a Chun-Li player to hang back and play
defensively rather than trying to get close and force Yosokyaku mix-ups. In these situations,
repeated use of Kikoken L provides a surprisingly solid ranged game for your adversary to deal
with. Bolster this with crossover assists and an occasional backdash to help keep foes away.

To further frustrate offense oriented opponents, Chun-Li's ability to wall jump lets you

stall the match for long periods of time. This is ideal for waiting out temporary power-ups
like X-Factor or Wolverine’s Berserker Charge. Normal jump back against the wall, wall
jump forward, double jump back to the wall, wall jump yet again, triple jump back to the
wall, and then wall jump a final time! From here, waste even more time by performing air
Tenshokyaku H three times. Afterward, call a crossover assist to cover your descent, all
while attacking with Yosokyaku on the way down to help prevent getting hit by an air throw.

(DURING KIKOKEN H) ®, ST. @&, CR. ®, ® ==> VERTICAL SUPER JUMP, AIR
¥ = @, ®,®, LAND, FORWARD DASH, VERTICAL JUMP, FORWARD AIRDASH, AIR ¥ = @, @, @, ®,®, LAND,

Even Chun-Li's most basic combo is still difficult! With the new OTG-capable properties of Yosokyaku, Chun-Li can land decent damage off of this midsereen combo without an assist;

When the crouching t@, standing @J opening is guarded, jump cancel it into a forward airdash @‘.’, or chain into crouching @ to Hyakuretsukyaku H. In the event that your fog uses ;
| uard, jump-cancel the standing @'attack and perform a kara airdash to move back into attack range. : S

Note that hitstun decay is high during this combo, which can easily cause the air attacks after OTG ¥ = @ towhiff entirely. If this combo is preceded by a jump attack or assist hit-of
any sort, perform the Kikoanken and then immediately press@ to taunch your rival; omitting the@ it
sier if you're starting off of the normal opening, so if you need fax timing, make this adjustment.

should be just enough to kesp the combe geing. This also.makes the entire
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When hitting with a team aerial combo, the new character coming in enjoys a brief period of time where hitstun scaling is completely
reset and also does not advance at all until the character touches the ground. Given the right circumstances, Chun-Li never has to
touch the ground at all, keeping her adversary locked in an infinite comba!

Now before you get excited, there are a number of limitations to the infinite combo:
You must hit your target with two upward team aerial combos in the same combo
You must have a teammate character who is able to increase the height of the target a fair amount during the combo
Generally, one of your teammates must be knocked out

Chun-Li has a true infinite combo, but ithasatonof  The goal is to get Chun-Li into play with a team aerial comba, then get the opposing character up fo the very top of the playing field.
SErious caveas. From here, you can simply hit with Yosokyaku repeatedly while hugging the ceiling, completely unaffected by hitstun scaling.

So what gets a rival really high on the screen? Well, there’s Chun-Li’s own combos, using triple jumps, Hyakuretsukyaku H, and tons of Yosokyaku to bounce hoth characters up.
After that, you have upward TAC attacks to launch the target to a great height. For the last bit, you’ll have to rely on the combos of other characters. Characters like Viewtiful Joe,
Dante (in Devil Trigger), and C. Viper have combos that happen at a much higher elevation than most.

Setting up the infinite combo works hest if one character on your team has been knocked out. From here, you can start the combo with Chun-Li, gain a ton of height, upward TAC to
a second character who will do their best to raise the height even farther, then finally upward TAC back into Chun-Li again!

While an experienced opponent is unlikely to let you hit two upward TACs in the same combo, this infinite gives you a great indirect effect: while your competitor absolutely cannot
let you hit an upward TAC, you are free to drain meter from them with forward TACs, or gain an entire bar yourself with a downward TAC.

Chun-Li’s Spinning Bird Kick attacks
require thes/ direction on the controller
to be held down for a period of time. This
restricts a lot of your options: you can’t
move, you can’t perform standing attacks,
and you can't jump. However, the game
allows you to retain your charge after
letting go of the %y direction for up to

oy

eight frames. Presumably, this window Charge attacks can be stored for 8 frames. This ... wavedash across the screen, making sure fo never  ...and then still be abls to have access fo the charge
exists to facilitate tools like Chun-Li’s allows you to do silly things like charge an EX let go of the down direction for long. .. move!
Spinning Bird Kick....

low-altitude Spinning Bird Kick. What
probably wasn't intended—moving the
controller back o'} continues to store the charge! This allows you to do a couple of fun yet execution-heavy things:

You can perform wavedashing by @@ , then canceling with %7 , then @@ again. As long as there aren’t more than 8 frames between each™7 input, this allows Chun-Li lo

wavedash while still having access to EX Spinning Bird Kick! While this isn’t something you need to do often, it can be useful when used with the right crossover assists: call

Sentinel —ox, wavedash forward when your opponent is guarding the drones, then smack your rival with a low-altitude EX Spinning Bird Kick when they iry to press a button! i
An interesting thing to note: Chun-Li stops glowing pink as soon as Ihe{}' direction on the controller is released. Storing the charge by returning the controller to the{}' position
does not make Ghun-Li glow again; you can wavedash across the screen with no indication that you have an EX Spinning Bird Kick locked and loaded.

The other, more practical use of storing charge is to add more damage to combos. Most of Chun-Li's combos involve Spinning Bird Kick loops—hnlding@ the entire time means
that you'll have to completely omit standing @ from your combos. With stored charge, this is no longer an issue! You can do things like Kikoanken while hulding@ , very quickly
release the charge 1o input the standing G, back down to crouching @ to retain the charge, then jump cancel and still be able to perform the Spinning Bird Kick!




JUMP FORWARD, INSTANT ¥ = @, AIRDASH, = ¥ % =), LAND, JUMP FORWARD (HOLD + FOR SPINNING BIRD KIGK)
AIR®, ©, ®, @, ®, LAND, CR. ©, @, @ ==> JUMP, fﬁ@{HDLD* FOR SPINNING BIRD KICK), LAND,
CR. @, ®'E{> JUMP, 4 ©@® (HOLD ¥ FOR SPINNING BIRD KICK), LAND, ), MASH (&) = " N -M‘Cau {MASH @)

548,200 damage, 11% meter loss

Chun-Li can land a full comba from an instant overhead Yosokyaku, but this alsa requires a ton of practice! Immediately tap“ after hitting the Yosokyaku to a‘rd':ash behind the
opposing character, then combo into an air Tenshokyaku L from the other side. Note that the input command for Tenshokyaku must be periormed in the opposiie direcilan} Afterlandmg
from Tenshokvaku L, immediately jump forward and perform the aerial ¢hain combo while holding a L/ charge. When you land, you'll have just barely encugh tims to mggie the crcuchm
@ to be able to proceed into Spinning Bird Kick loops.

. AIR FORWARD OR BACK THROW, AIRDASH, ¥ =@ {HOLD ¥ FOR SPINNING BIHD KECK)ﬂ 'IID) AIR@ LAND
CR. @, & == JUMP, 4 @ (HOLD ¥ FOR SPINNING BIRD KICK), LAND, CR. @ @-P f ﬂ*@ LAND @
MASH @) e lr\-»ﬂ.}:“(MASH.} ‘

453,000 damage, 26% meter loss

Using the OTG-capable Yosokyaku, Chun-Li can finally capitalize off of an air throw with a full combo!

Notes ETEDT

Tenshokyaku L can be used to punish aﬂacks that have a 1rame dlsatIVdntage of -2 or more 539,800 damage. 24% meter loss

Damage

468,300 damage, 23% meter |

Damage
887,000~984,400 damage, 6~11% meter gain




“I DON'T DO OVERTIME. AND
I DON'T PARTICULARLY LIKE
REMATCHES, EITHER. 50 WOULD
YOU MIND ACCEPTING YOUR LOSS
AND GOING HOME?"

Bio
REAL NAME OCGUPATION

Unknown GIA Agent

ABILITIES

Has high physical abilities, complemented by her special battle
suit equipped head to toe with weaponry. She uses a fighting
sityle called “covert fighting tools,” which she created.

WEAPONS

Her hattle suit, which has various weapons integrated into it.

PROFILE

When it comes to work, she leaves honor and emotions behind
and keeps it about business. Her diligence and efficiency earned
her the nickname “Miss Perfect.” However, in front of her
daughter, she becomes a gentle, loving mother.

FIRST APPEARANGE

Street Fighter 1V [2008]

POWER Eﬂm

4 INTELLIGENCWM“
: 2 STFIENW“““ :
3 SPEED ‘Hmm“
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6 ENERGY PHUJECTmW““
4 FIGHTING Agm_mmm

*This is bi ugraphlcal and does not rep
in-game combat potential of this hero,




ALTERNATE GOSTUMES duerview

Vitality ~ |s00,000
* Chain Combo Archetype_ [Marvel Series

’ X-Factor Boost Damage
i 1
/
Your goal with G. Viper is to utilize her various tools to get her close ta her opponent, the
4 distance where she’s most efficient. Why the simple goal?

: Her Viper Elhow, triangle jump, and square jump offense is
difficult to guard up close on reaction consistently, due to her
speed as well as the angles of her air attacks
Although a relatively difficult character to master execution-

] wise, she is capahle of inflicting massive damage without using
] A crossover assists or the corner
o

For a melee character, C. Viper has a surprising number of tools to help her get close:

‘ \q Seismic Hammer cancels to control space and to force movement

from the opposing character

Combining Seismic Hammer's jump cancel property with her
eight-way airdash for versatile ways to engage her rival

s EX Thunder Knuckle to blow through projectiles, creating
openings from fullscreen

. i \ Thunder Knuckle M to advance and its &-cancel to hit-confirm

e E into her ground combos

' Focus Attack to ahsorb and counter attacks without being put into

gr hitstun

3
£ 4

SINCE|ORIGINAL MUC3

Ef *f fram the addition of Optic Laser to her arsenal, C. Viper plays

L R e \gaw similar to her previous counterpart. Her combos are now easier to
’f“’ ; erf Tm dﬂe ta the increased ®- -cancel window an Thunder Knuckle.

El e !‘ - i he wmdow to @-cam:ef Thunder Knuckle has been increased

‘f f 3 Vmar:gained new special attack: Optic Laser

5 lall in gruund faster after Burning Kick and air Burning Kick

he fn:ward mumenlum gained after super jumping and performing
—r,:am;e!ed air Burmng Kick has heen reduced

]

oie

h 435
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Launcher, not special- or hyper combo-
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Overhead attack




i Special Attacks—Flying Screen and Air Exchange

mr@ calises a nard knockdown when tsed in a fauncher combo (this is sometimes called fiying screen). When used outside of a launcher comho; air@ behaves mastly like ancther
basic attack. Alr exchange attacks, performed by inputting a direction pEus@, are only possible during a launcher combo. Exchange hits initiate team aerial combos by tagging in the next
available character 10 cantinue the air combo.

Meter

Screen Command Hits Damage "' Startup Active Recovery Ad;grht?tge ﬁdga’gﬁggg Notes

+14

- Command aitacks resemble basic attacks but have different chaining and canceling properties. It's usually possible to chain into a command attack fram basic attacks, but most command
-atlacks cannot be chaired from or canceled themselves.

Meter Advantage Advantage

Screen Name Command Hits Damage Startup Active Recovery on Hit it Biidrded Notes

Gain
o] =
O+®

Altaok (can 1 | 800000r : ' 4| stages: reless command
be charged) ; | 31-83 for lv.2, fra d
crumple, Iv.3 version is Ung

R ———
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Throws are for snagging passive or blocking oppenents. Since throws are active so quickly, you can also use them to preemptively toss opposing characters aut of their offense. Combos
are wsually possible after throws, one way or another.

Screen Cummand. Hits Damage Meier Gain  Startup Active Notes
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Crossover
Combination
Hyper Combo
Emergency
Combination

Recovery  Recovery
Startup Active (this crossaver. (other Notes
assist) partner)

Meter

Description Hits Damage Gain

Thunder 80000 Can be canceled with & when used as a
Knuckle H !
nuckle i . 0SS0VEr counter

C. Viper —[3 | Burst Time

Seismic

Hammer 80,900

Screen Command

C. Viper —y Burst Time

Hits Damage Meter Gain Startup Active Recovery

o g Overhead attack, can be canceled with & when
Burning Kick ; - used as a crossover counter, projectile has 5 low
_| priority durability points

verhead aftack: great far opening Lip an opponent’s
ﬂd s 4 ossovel ceumer that iewds ’m a combn {cancel it on hit nmutl:nq@ i tjut this is nm recommended.

Aduéhiége" Advantage | |77
on Hit  if Guarded & |}

500 ( 1hyper
 Toaormm [ Jam B 1 | x| ] o

Notes

On hit, snap back forces the opposing point character to be replaced by an assist. Opposing assist calls or tag outs are also locked

out for 4 seconds

Screen Name

Command

Meter

Hits Damage Startup Active Recovery Ad::'ﬁ?tge ﬁ“gﬂ;‘:ﬁgﬁ Notes

Gain

Projectile has 10 medium priority durability points,
Thunder input @ batwesn frames 6-14 to cancel before hit,

1 Knusia VA= | ] 1] 90,000 [ 720 15 7 14 +2/+11 #1410 | input @ between frames 15-16 o cancel after hit.
Second number in each frame field shows data when
canceled

Thunder ; ; : ; e
2 |Knuckle | >+ @) 1180000 § 720 | 13 Gl 011
M : ; i
Projectile has 10 medium priority durability points,
Thunder : i input € betwsen frames 1-4 to cancal before hit, input
? Knuckle H vas>+ @ i 10,000 8D ? g - i ekl © betwsen frames 5-6 to cancel alter hit. Second
number in each frame field shows data when canceled
Burning o . S i
Kick L v+ @ : 1 9&00? 720 23 10 26 -
Burning Overhead altack knocks down pm ectile has 5 low
Kick M @ 2<a+ @ 1 90,000 720 25 10 18 — -6 priority durability points, input € between frames
9-16 to cancel before hit
Burning do : T
Kick H {}v B<a+ @ 1 | 90,000 | 720 27 10 13
Air Until Overhead attack, knocks down, projectile has 5 low
Bgming (in aér)& L2<a+ @ | 1| 80,000 640 21 10 | grounded — -6 pricrity durability points, input € between frames
Kick L +18 B 11 to cance\ before hit
Air o ‘ Until | Over
Burning | (inainy f2<o + @M | 1 | 80,000 | 640 | 19 | 10 | grounded [
Kick M el 8
Air Until Overhead attack, knocks down, projectile has 5 low
Buming | (inainy f2<a+ @ | 1 | 80,000 | 640 17 10 | grounded = -11 priority durability points, input & between frames
Kick H +22 6-11 to cancel before hit




Meter
Gain

Screen Name Command Hits Damage

Startup Active Recovery onibif. iiCiarded

Advantage Advantage

Seismic o .
5 el |:,'>{}<:_\ + ® 1 | 80,000 | 640 | 16 8 35 7 : 18
- {during cancelable special) Thunder Knuckle and Seismic Hammer cance! recovery
Cancel — — — — — 4/10 F = : iy :
(5] is 10 frames, Burning Kick cancel recovery is 4 frames
Optic ; i :
Laser S S ;
B o & (nold down) 3 | 94800 | 840 21: 20 . 10 S
charged)

Thunder Knugkle L: This is
a mid range electrocuting
poke attack. You can use
this low-profile advancing
move to duck under certain
attacks while leading to
combo opportunities.
Make sure to utilize her

© -cancel to combao from
her Thunder Knuckle L

on a confirmed hit. Also,
canceling your ground
basic attacks into this move
is a good way to keep C.
Viper in close quarters
against her adversary.

Thunder Knuckle H. This
attack shoots C. Viper
diagonally up-forward

into the air. It can be

used as anti-air and is
generally safe to use if it's
@ -canceled. You can also
use it to initiate combos if
it's canceled out of after a
successful hit. Be careful
with this attack, as ft's
unsafe when guarded if
you don’t cancel it; when
used as anti-air, it must be
done late and against low-
altitude jumps in order for
it to hit early enough for the & -cancel to be possible. This is difficult to do, so you may
opt to save Thunder Knuckle H for combos only.

Seismic Hammer. C. Viper
slams the ground, causing
an explosive pillar to
appear, which actually
counts as a projectile
itself. The strength of the
attack dictates where the
explosion arises from.

This is C. Viper's main
zoning and spacing tool.
It's OTG-capable and jump/
super jump-cancelable

on hit, when guarded, or
when whiffed. The primary
purpose of this move is

to keep your oppenent in
check while allowing C. Viper to advance or retreat with her flexible air mohility options.
You can also employ it as a proximity defense, such as against an incoming jump or
airdash attack. It's also commonly used in combos (see Combe I). Since Seismic Hammer
is jump-cancelable, and since pre-jump frames can be canceled into special moves, you
can have C. Viper transition directly from Seismic Hammer into another Seismic Hammer,
or into other special moves!

Thunder Knuckle IV

C. Viper performs a
standing version of the
Thunder Knuckle. Like
Thunder Knuckle L, you can
use this move to advance
while being able to initiate
combos by & -canceling.
C. Viper sacrifices the
low-profile property for a
slightly faster startup over
Thunder Knuckle L. This
version of the Thunder
Knuckle is preferably used
in combos, while Thunder
Knuckle L should be used

on its own. Since both versions are & -cancelable, the difference in frame advantage on

guard is practically non-existent.

Burning Kick. These
airborne flame kicks are
considered overheads and
must be guarded high.
The L and M versions are
unsafe when guarded, but
they have a slightly faster
startup. You can utilize
Burning Kick H fo start
cembos if followed by
standing @ on hit. The
H version may also cross
up opponents if performed
point-blank; adding further
flexibility to it, inputting
hefore Burning Kick

H hits feints the attack, leaving Viper in front of the opposing character in an aerial state.
From there, you can perform quick frontal air attacks against a rival expecting a hit from
behind. Air versions of Burning Kick can be used in air combos or to change the trajectory
and speed of her jumps. This mave is generally safe to throw out at close range as long
as the appropriate version is used, as the hittable portion of the flames is quite large in

comparison to C. Viper's vulnerability.

Optic Laser. Hold an attack
button dawn until C. Viper's
shades begin to flicker, then
release the button to fire

a horizontal optic blast at
head height. Here's another
one of C. Viper's zoning
tools you can utilize to halt
enemy advances near the
ground. Most foes can
crouch under the beam, as
it Is relatively high-profile,
but it does stop foes from
dashing briefly and may tag
assists. There’s only one
version of this move, and

only one can be charged at a time (holding more than one attack button does not allow you
to fire more than one Optic Laser). Like with Zero's Buster Shot, you can swap the charge
between buttons by starting to hold a different attack button down, and then releasing the

first one; C. Viper continues charging her shades. Mix up your use of Seismic Hammer and
Optic Laser to keep your adversary on his or her toes at a distance.




Hyper Gombos

Screen Name

EX Thunder
Knuckle

Command

T QAc> + @ (bums
1 bar of H.C. gauge)

Hits

Damage

150,000

Meter

1200
(-1 hyper
meter bar)

Startup Active

Recovery

on Hit

Adﬁantage Advantage

Notes

Crumples, frames 1-10 invincible, projectile
has 10 medium priority projectile points, input
© batwsen frames 5-9 to cancel before hit,
can be canceled into other EX attacks or hyper

combos

EX Burning
Kick

IR+ @(bums

1 bar of H.C. gauge)

118,700
(20,000 x3
+90,000)

1200
(-1 myper

| meter b&{j

AirEX
Burning Kick

(inainty R<a + ©
(burns 1 bar of H.C. gauge)

110,800
(20,000 x3
+80,000)

1120
(-1 hyper
meter bar)

Until
grounded+16

Knocks down, ignores hitslun decay, projectile
has 5 low priority durability points, input &
between frames 6-11 to cancel before hit, can
he canceled into other EX attacks or hyper
combos

EX Seismic
Hammer

v+ ©
(burns 1 bar of H.C. gauge)

135,400

1200

{-1 hyper |

meter bar)

Emergency
Combination

U+ @@

274,400

Frames 1-36 invincible, third and fourth hits
knock down, each punch nullifies 1 high
priority projectile or beam (except Genmu
Zero)

Burst Time

<+ @@

273,300

Viper Full
Throtile

EX Thunder Knuckl

lunges fullscreen with a 10" medium durability point

SUN + 8P

(level 3 hyper combo)

Viper becomes a projectile and

projectile attached to her fist. Use this to blow through
projectiles to crumple your rival for combos (see the
Gombo Appendix), or te go through your opponent's up
close attacks with its initial invincibility.

Emergency Cambination: This hyper comba possesses a
ton of invulnerability on its startup, making it a great way:
t0 counter other hyper combos or attacks. It can also be
useful in finishing ground combos, but it's less flexible in
this regard than Burst Time. In most cases, you're better

off using EX Seismic Hammer if you need an invincible

reversal.

430,000

EX Burning Kick: This s
made for ex-‘aendm.g- sombo‘

combos.

. aithoughiit's EAtf;amelv THC .fliﬁﬂdly. because the
perform the next character's hyper camba exten'
way ta your opponent's landing. 3

Framss 1-14 invinciblg, hard knockdown




Performing Seismic Hammer in conjunction
with her eight-way airdash (or double jump)
is key in successfully engaging the apposing
character with G. Viper. Properly using

the correct version of Seismic Hammer to
force your rival into a defensive posture
presents C. Viper with easier opportunities
to advance. An example of a standard
advancing sequence would be using Seismic
Hammer H on a foe who is a full screen away
to force them to guard, then jump cancel it
into a forward airdash to procesd with your offense. A more advanced technique is to cancel
Seismic Hammer into itself repeatedly. This is a high-level technique and requires a bit of
practice. Since Seismic Hammer is jump-cancelable, you can use the 3 pre-jump frames fo
cancel it into itself by tiger kneeing a second Seismic Hammer after the first. You'd think the
motion for this would look like this:=>v7 €4 + @ o> 5> + @& and

you'd be right, but there’s an easier way to do it, thanks 1o the way inputs are buffered
forward. Perform the first Seismic Hammer with E>C’ U + @ then repeat

{}’ A>T+ @ rapidly. You can repeat this sequence indefinitely as long as each
subsequent motion is modified with &1 to register the jump cancel. A good way to practice
this is to turn on “Input Display” in Training Mode to double-check your inputs after your
attempts. If you're executing it correctly, the display should look similar to the notation
provided here. Usually when an execution error occurs in the sequence, it's due to missing
one of the crucial directions in the Seismic Hammer, either ,‘?L\ ; orS> . You can apply
this technigue to all of C. Viper's ground special moves, including Optic Laser (let go of @
as S00N you press after the Seismic Hammer).

C. Viper hias several tools to get around in the ar,

such as &) -canceled Burning Kicks.

If your opponent ever uses advancing guard against your Seismic Hammers to push C. Viper
out of firing range, you can use a similar jump cancelation technique to cancel info a
forward dash. To do this, ‘mputEDQ N F @ thend> @+ © (nold) to cancel

your pre-jump frames into Viper's Focus Attack, then cancel the charging animation into

a forward dash. After the dash moves C. Viper back into range, perform another Seismic
Hammer H to strike at your wary foe.

The oppesing player's answer to Seismic Hammers is to either jump or match you with a
heam of some sort. Jumps and projectiles can be lured out preemptively by faking it—input
ED& N @=P O @ -cancel the attack before its release. The Seismic
Hammer flash occurs even during the feint, which may bait some players into taking action.
When your opponent attempts a countermeasure just as the Seismic Hammer is released,
you can usually cancel its recovery into a jump to air guard the incoming assault. This is
the safest option when you're unsure of your foe's actions. Beams or other projectiles can
be countered directly by canceling the Seismic Hammer at any time into{} Qo>+ (]
which plows thraugh any low to medium priority projectile with ease. Aerial assaults are
stopped by canceling into a forward jump and air throwing your competitor, or by canceling
into Thunder Knuckle H with this command: Al + @

Some methods of countering vour Seismic Hammer offense can be difficult to stop

easily. Wolverine’s Berserker Slash and air{} * @ are both examples of moves that
sffortlessly bypass your ranged attack. In these instances. it's best to use a combination
of C. Viper's Focus Attack and EX Seismic Hammer to thwart these power plays. Her Focus
Attack absorbs any incoming attack without stunning her, and you can then cancel into the
invincible EX Seismic Hammer to counter your opponent’s move (transition into Combo VI
on hit). To do this, press and hold @+ @ release only & while continuing to holding
@, then after your challenger’s attack is absorbed, input"q'><} o+ @ to blast them.

In the air, C. Viper has additional ways to stay airborne, aside from her double jump and
airdash. If you utilize Burning Kick's © -cancel property, C. Viper can airdash (or double jump)
and then Burning Kick @ -cancel up to three times to remain in the air or to manipulate her
jump trajectory. This works with both normal jumps and super jumps. Another technigue with
this cancel is to super jump up-forward, then perform an air Burning Kick He=p & and
attack on the way down to confuse your opponent with Viper's new trajectory.

$ST.©, ©, ®¢

Note that C. Viper's air basic attacks are double jump-cancelable, but not airdash-cancelable.
Her airdashes propel her farther upward than her double jumps, however.

Once you've established your ground domination with C. Viper's Seismic Hammers and
Optic Lasers, your opponent may be open to close range aggression. If you are able to move
C. Viper in close and force the target to guard a ground mix-up, remember that C. Viper's
crouching Q is NOT considered a low attack and can be guarded high. Instead, use
standing ® orcr @ to initiate your attack sequences. Mix this up with her triangle jumps
and Burning Kick H. To perform angled triangle jumps, first make C. Viper jump up or up-
forward, and then dash down-forward. Attack immediately with air 0, air@, orair @.
Airdashing straight back down to the ground instead of triangle jumping can be executed
faster, making it more difficult for competitors to guard on reaction, although the straight-
down airdash overhead can only be used if C. Viper is right next to her rival. Also note that
only air o can be used in this version, since it's the only air move C. Viper has that has a
fast enough startup to come out during her airdash straight down. Additionally, if you're in
a good enough position and you've got your foe conditioned to guard low, you can go for C.
Viper’s Viper Elbow = @]. It's an overhead attack that chains into her @ Jauncher.
To execute the launcher, wait until the moment she lands from her elbow, and press & .10
make this combination safer so that you don’t just whiff a launcher, you can cancel the first
hit of her S into Thunder Knuckle M (which then may be canceled into & combo. See below).

C. Viper's € -cancel window during her Thunder Knuckles has been increased, making

the move much easier to combo off of (while also making it safe on guard). For example,
instead of starting her ground combos with standing (L} D == l'1'>{} A+ B
you can start them with standin om0 => g, ) = O,
crouching @), @ == ED{% & + @ . This not only increases her damage potential
but also gives you mare time to confirm that the opposing character has been hit before
completing your combo. It also allows you to keep C. Viper close, as Thunder Knuckle M is
an advancing move.

Another important factor in C. Viper's offense is her air throw. Since your opponents will be
afraid of you on the ground, it’s important you go for air throws and capitalize on them as much
as possible. Each one of G. Viper's throws can be led into a full combo, regardless of jump
height. If your adversary is jump-happy, you may want to start using sgquare jumps wllh@.
This is performed by jumping, then airdashing forward immediately followed byﬁ> + @
This lets you apply pressure while at the same time threatening your challenger with an air
throw, since if he or she jumps up, you automatically get a throw attempt when you press
> + (@ See the Combo Appendix for follow-up combos off of throws and air throws.

C. Viper deals the mast damage when she's close,
so choose partners who help her clear the way {o
advance.

Use guardshin-heavy crossover assists like
Amaterasu’s Cold Siar to hold your targel in place
for mix-ups.

As far as crossover assists go for C. Viper, she benefits most from ground clearing attacks
to help her gain ground for her up-close offense. Grossover assists such as Magneto—CQt,
Taskmaster—0x, and Doctor Doom—a! ars all very handy for this purpose. She also
benefits from crossover assists like Amaterasu—B, which holds opponents in place long
enough for high/low mix-ups. As soon as you get your op onent to guard an assist up
close, go for either a fast triangle jump G,E> + @ [2<an @ or just a plain
crouching @ == {7 4> + @),

You may also opt to use defensive crossover assists in conjunction with her Seismic
Hammers and Optic Lasers for fullscreen keepaway and zoning purpases. Crossover assists
that go well with these moves include Doctor Donm—B, Nova—cx, and Doctor Strange—0OL.

. =+ % @ (© ==> VERTICAL JUMP, FORWARD AIRDASH AIR @, @, LAND, ST. @, ©® ==>

SUPER JUMP, AIR @, @, ® ==> DOUBLE JUMP, AIR ®, ®, LAND, » ¥ % = @ (OR WHEN NEAR A CORMER, e==>

¥R RRCT)
405,000~591,000 damage, 24% meter loss

This is a simple combo for beginners and a safe damage outlet if lag is affecting vour online play. After the final air @ the follow-up = ¥ \__ = @ s done with a different strength

depending on your rival's ce when they hit t

N

round. Use = ¥uo @ when at the middle of the screen, and use = Yuo U—j when your opponent is cornered.




. CR. @, ST. @ => ¥ w = & @ ==> @ (CANCEL ON HIT), CR. @, ST. @ => » ¥ x & @ => VERTICAL JUMP,
FORWARD AIRDASH AIR @, ®, LAND, ST. @, ® (ONE HIT) ==>> —» + ¥ % © ©e=> VERTICAL JUMP,

FORWARD AIRDASH AIR @. ®. LAND., ST. @, ® ==%> SUPER JUMP, AR @, @, @ => DOUBLE JUMP,

AIR @, ®, ®, WAVEDASH FORWARD, ¥ # + & @ (OR WHEN NEAR A CORNER, » ¥ % ¢ O =i> ¥ # « & l.) --

452,000~752,000 damage, 20% meter gain (self-sufficient for Bursi Time ender)

Here's Viper's most used bread and butter combo, which builds just enough meter to tag on an optional Burst Time at the end. The Thunder Knuckle M is canceled by mpumng@ 1ust as
it hits, allows for enough time for you to link a hit afterwards. Once you've launched your adversary into the air with the second = ¥ W = . have G. Viper jump vertically or fotward,
then have her immediately airdash toward her opponent and attack with a delayed air @ . To successfully land and juggle the target again after these hits, you must rot hit too early,
which causes your foe to be too high in the air, or too late, which causes the second Seismic Hammer L to miss entirely. Hit air é at a mit point during the airdash. Note that this
second airdash @ @ repetition is difficult to do. If ever in doubt, omit it from the combo and continue onward. i Jo ey =

Near the end of the combo, after you've knocked your opponent to the floor with air @ @ @ wavedash three times as quickly as possw'ble in order io move into range for Burst Time.

When guarded, the canceled Thunder Knuckle M leaves you at a heavy frame advantage, enabling you fo follow up with a throw, Gembo Il, or Combo IV. In fact, your competlmr must push
you away with advancing guard, or else they’ll remain in guardsiun as long as you repeatedly do cr. QT&' st. @ Y u=> o @ ”—'m? . To compensate for aftempis to push
standmg@ away, instead perform crouching @ " w= <@ . but cancel Thunder Knuckle before it hits, then throw your adversary. You can fake the Thunder .
Knuckle at any moment where you think your foe will use advancing guard against the previous attack to punish their attempt.

IIf. CR.®@,ST.@ ==%> % x » & @ ==> @ (CANCEL ON HIT), CR. @, sr@-p;a+¢@_>;,..¢@ .
+ % % ¢ © ==> VERTICAL JUMP, FORWARD AIRDASH AR @ ,®, LAND, ST. @ ,ST. @ => > 4w ¢ D &=>
VERTICAL JUMP, FORWARD AIRDASH AIR @ , ® , LAND, ST. @ , ® ==%> SUPER JUMP, AIR @ , © , ® ==> DOUBLE JUMP,
AIR @, ®, ® , WAVEDASH FORWARD, ¥ # + & @@ (OR WHEN NEAR A CORNER, >¥n @ = e es 08)

834,400~858,400 damage, 61% meter loss

This combo uses two meters to deal heavy damage to the opposing character. It builds one meter during it desmte the meter use at the begmmng S0 4s long as you start wnh one meter
you'll be able to end with Burst Time. Be sure not to cancel into the EX Seismic Hammer when the sequence is guarded, since lt's vary unsafe m pumshment

 r o Qe @ § u»> o @ ==>@ (CANCELONHIT),CR. @, ST @ = x> o D= x> 2 @,

+ ¥ % ¢ (© => VERTICAL JUMP, FORWARD AIRDASH AIR @ ,® , LAND, ST. ® ,ST. @ ==> » ¢ w © () m=l> .
VERTICAL JUMP, FORWARD AIRDASH AIR @ , @ , LAND, ST. @ , ® ==> SUPER JUMP, AR ® , ® , ® ==> DOUBLE JUMP
AIR® ,® ,® , WAVEDASH FORWARD, ¥ # « = @@ (DR WHEN NEAR A CORNER, - ¥ u o @ > g @ - o ..)

802,700~826,700 damage, 64% meter loss

This high-damage combo starts off of Viper's command overhead, which has a cancelable recovery period. This penod can be ehained ipto @ bumn v 3fferthe eibow mts C leer must
fully land from the elbow before you can input _.

t2es@ ST.O, O, @ @=>++x o ©=> VERTICAL JUMP, FORWARD AIRDASH AIR @, ©, LAND,
ST. @, @ ==> SUPER JUMP, AIR @, @, ® ==> DOUBLE JUMP, AIR @, ®, ®, WAVEDASH FORWARD .
¥ # « & @D (OR WHEN NEAR A CORNER, ++x4}=®@{>+t«@“) ' .

620,600~644,600 damage, 10% meter loss

Burning Kick H is both an overhead and a cross-up at close distances, making this opening a valuable offensive option. Hc wever, it's complmeiy unsafe when guardecf With ynur on\y
method of escape being to cancel its recovery into an EX Seismic Hammer. : : :

Yu=» o @,>¥ % o ©e==> VERTICAL JUMP, FORWARD AIRDASH AIH@ @ LAND ST. @ ST -P

= § % & O ==> VERTICAL JUMP, FORWARD AIRDASH AIR @, ®, LAND, ST. @, ® ==_> SUPER JUMP - o
AIR @, ®, ® ==> DOUBLE JUMP, AIR @, @ ®, WAVEDASH FORWARD, ¥ »# < = “ (BFI WHEN NEAR A CORNEH
> ¥ D> § e o @D)

730,100~754,100 damage, 97% meter loss

Use this combo to pumsh projectiles from a distance. Even though it is unsafe when blocked, you can cancel its recovery into. the invmmble EX Seismic Hammer 1o ihwari any pumshmant '
attempt. When vour opponent guards in fear of the EX Seismic Hammer follow-up, cancel into a faked EX Seismic Hammer ( = ¥ \ L) @ @ then go fora mrow ot low ’attaak

= ¥ 4 © @ ==> VERTICAL JUMP, AIRDASH DOWN-FORWARD, AIH@ 'LAND, ST. @ _" ->0 N @ @
VERTICAL JUMP, FORWARD AIRDASH AIR @ , ® , LAND, ST. @ , ©® ==> -’ SUPER JUMP,AIR® , @, ® OUBLE JUMP
AIR®,®,® , WAVEDASH FORWARD, ¥ » « o @& (OR WHEN NEAR A COHNER -4 \ ] @ l-} ¥ Lt )

605,500~629,500 damage, 114% meter loss

The EX Seismic Hammer has enough invulnerability to plow through any incoming attack, making it valuable as a reversal, After cancelmg the EX SEIsmrc Hammer into a vertiaai wmp wazta moment .
before the downward airdash to give your competitor time to fall. This ensures that they're close to the ground before air makes cuntact aHowmg for the remamder of the cambo ta work. .




, THROW OR AIR THROW, = ¥ w = (© ==> FORWARD JUMP, FORWARD AIRDASH AIR @, &, LAND, ST. @,
ST. @ => = ¥ w © (O ==> VERTICAL JUMP, FORWARD AIRDASH AIR @, ®, LAND, ST. @, @ ==>
SUPER JUMP, AIR @, @, ® ==> DOUBLE JUMP, AIR @, @, ®, WAVEDASH FORWARD, ¥ »# <« = @m

(OR WHEN NEAR A CORNER, » ¥ & = Q== § # « = @5)

495,400~519,400 damage, 1% meter loss

When performing this combo off of a forward throw, make sure to cancel Seismic Hammer L into a forward jump. Otherwise, C. Viper won't ba in range for the rest of the combo, If you
have trouble doing it, trying starting the combo with EX Seismic Hammer instead, which leaves your rival closer to Viper for the follow-up hits.

£ [¥. JUMP FORWARD, INSTANT AIR @ 3% , AIR @, LAND, CR. @, ST. @ => & x = & @ ==> @ (CANCEL ON HIT),
ST. @, ST.@e=t> ¥ w» ¢ @e=t> § = =@, ¥ % ¢ ©=> VERTICAL JUMP, FORWARD AIRDASH AIR @, ®,
4 LAND, ST. @, ST. ® ==> + ¥ % & © =>> VERTICAL JUMP, FORWARD AIRDASH AIR ®, ®, LAND, ST. @, ® =>
" SUPER JUMP, AIR @, @, ® ==%> DOUBLE JUMP, AIR @, ®, ®, WAVEDASH FORWARD, ¢ # + & @5
(OR WHEN NEAR A CORNER, » % % © D ==> § # « & @)

1,239,000~1,348,600 damage, 15% meter loss

This combo acts as a very quick overhead attack. Its cancelation into X-Factor carnot be verified on hit, so make sure you're willing to enter the mode regardless of whether it's guarded or
not. Even if it is blocked, C. Viper ends up on top of her opponent in a powered-up state, so continue your attack.

H.CR @, ST.@e== ¥ x> ¢ QFi,CR.Q,ST.O= yu=> Q= N> @ >4% & 0O=>

1 VERTICAL JUMP, FORWARD AIRDASH AIR @, ®, LAND, ST. @, ST. ® ==> = & x & (D ==> VERTICAL JUMP,

' FORWARD AIRDASH AIR @, ®, LAND, ST. @, @ ==> SUPER JUMP, AIR @, ©®, @ ==> DOUBLE JUMP, -
AIR @, ®, ®, WAVEDASH FORWARD, ¥ »# « < @® (OR WHEN NEAR A CORNER, = ¢ % © @-» e .o “;

1,196,300~1,556,600 damage, 30% meter loss

This is a verifiable method of landing X-Factor damage. Go for this sequence when you manage to catch twa of the opposing characters wlth a hit at the same ttﬁ'l& Knock ing them both aut :
means that their final character may enter the screen when C. Viper is still powered up in X-Factor.

AVANGEDRTAGTIGS
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Since C. Viper's Focus Attack level 3 is an unguardable attack, there are ways to force an inescapable situation on your opponent. One way is to use a multi-
hitting assist that puts your challenger into a long enough blockstun, such as Amalerasu——-ﬁ Doctor suange—B or Phoenix anm—B Another way to force
the unguardable Focus Aftack is to use a crossover comhbination with partners who have long hyper combos, and then have C. Viper X-Faclor out of her hyper
camho to perform the level 3 Focus Attack. This works with partners such as Dante (Million Dollars), Trish (Round Harvest), or Amaterasu (Okami Shuffie).

 COMBO.APPENDIX
 GENERAL EXECUTION TIPS

To cancel ¥ M= = (D or @, press® as soon as the strrke canneeis cancel ‘
cruuchmg @ afterward.

If you are haumg trouble with = ¥ W = (D ==" yertic ._zlum;a, furward au'dash
D&!ay alr .® so your ﬂppunent doesn’t get too hlgh far you !a (:oniirlue the cﬂmb

-.'->&\ d}@n}{k«ﬁ}“)

Notes

ST. @, ST. @ => SUPERJUMP ARD, @ O—bix«:}(@-b@(ms&
VN Q=¥ ¥ « e

Notes

DURING X-FACTOR LfvELs CR. @ ST. @—b + N> cm—> @ (cmca mv Hm
® (CANCEL ON HIT), CR. @, ST. @ ==> § w = © @ == © (CANCEL ON HIT), CR. @
 FORWARD AIRDASH AIR @, ®), LAND. ST. @, © ==t SUPER JUNP. AR @, @, ®E‘> Dol

Nutes
A high damage combo that’s viable only when X-
Knuckles together than normal

CR. @, ST. ®@i>+x->c®—b@(cmcaﬁmﬂm GR. @, ST. @-b ;1\
VERTICAL JUMP, FORWARD AIRDASH AIR @, ®), LAND, ST. @, ST. ® ==> -ﬂ N e:a®-b VERT ;
- FORWARD AIRDASH AIR @, @ LAND, $T. @, @-—b = N O “ " o

» meter gain
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DENONS, SHPERHUIMANS. MEH.
s CRA, DIFFERENT DAY.*
B rmm ~ OCCUPATION.

- fante Devil Hunter

}?m admmn In MS Iam sword and hanﬂguns ne gan
. transform into a deman through his Devil Ir:ygar ability.
. wmm transmrmeﬂ Iw gams azmzss to nm pnwars .

POWER Eﬂlﬂ

2 INTELLIGENCE“M_““

4 STRENGTH mmumm

{ _3 SPEEDmmm—mm

ﬁ STAMI“NA mmmm“

4 ENERGY PRUJECT[UW“““

6 T FIGHTING AB;L'rrv‘“_m’m

*This is biographical. and does not represent an eva ughun of the
in-game combat pcienna of thls nera, B



ALTERNATE GOSTUMES

= ¥

Level 1 (3 teammates remaining)

BVerview

Mtumah [ '

X-Factor Boost Damage Speed

T T

Your goal with Danie 810 dommate your opnonem from imid range, cowumg m&stakes and
answering any snuatmn with his unrivaled hag of tricks You cr cunimﬁ muj range with Dantafor a

E varigty of reasons: :
His excellent anti-air and ant;-ground bhasic aﬂacks can preemptweiv

control the space other characters wa nt o invade .

Through advanced canceling tricks, you can convert Dante’s hits from :
almost any range into full comhos; you don’t have to care about hntmg wnh
his standing (L) combo starter deeply like most uharacters

Successful hits can become ridiculous Devil May C;y—slyie eumhos

involving a dozen different special moves

In attacks like The Hammer, Dante has the lunls te stop Ins rmai fram
attempting tu reverse his basic attacks

Gracking your foe frﬁm ﬂlEf} range is acmmgllshed by

Attacking adversanes with standing @ and @ whmh Sll‘lkE perfect places
to stop targets coming in frnm the grﬂumi ur the sky and can fead. ta full :
combos either way

Ganceimg failed offensive or defensive rmkes w'lhf Enlﬂ Muve or Aar Tnnk

- (ideally backed hy an assist) to ayoid punishmeni anﬂ keep momentum

Sanmg when your competitor i is passive, then attaukmg aggresswaly with

% airdash attacks, airdash cross-ups, and Air Trick mix-up: hanked by an assist

Using advanced Bold cam:elmg tricks iu make Dante’s cumhns work tram
almaost any range and to turn = snnger mm one af ma game s
ionges!vreachmg, mast ihreatemng pokes .

f ‘Using Air Piav aﬂd Hyste“c tn cuntﬂ)l the pace ;
8 lhe malehup pzmms o .

THNING SINCE ORIGINAL MVC3

The son of Sparda has arrived in UMvC3 with his already dominant gameplan from the original version intact, yet
he is almost like a new character in many subtle ways. His alternate specials are executed with a double-tap of

the button rather than repeating the whole motion. The shortened command for alternate specials (just a second
button press, one input, versus another motion then a button press, four inputs) makes Dante’s tactics a lot easier
to execute consistently in general, but some concessions have been made in his frame data to compensate for
these changes, particularly with The Hammer, one of the most dominant attacks in MvC3,

Alterations to standing@ . Air Play, and Acid Rain force a revamp of what previously served as his main

bread and butter combos. The removal of the THC glitch also means that THCing to Devil Trigger from another
character’s capiure move (or performing a combo to Grapple, hyper canceling to Devil Trigger, then THC canceling
to the next character's THC-glitch capable hyper) is no longer a virtually guaranteed knockout. Dante also generally
gains a lot less hyper meter from his combos than he used to. In particular, multi-hitting sequences that are Dante
staples, like Volcano to Beghive and Cold Shower to Prop Shredder, generate a lot less bar than before.

Air@ causes less hitstun. The change is enough that normal jump air@ chained to air @ s no longer a
combo against an aerial rival. Dante players can no longer jump forward and start an option select by pressing the
buttens to chain airll) @ . When this chain was a two-hit combo, there was time to verify the result and either
double jump cancel into a continued comhbo on hit, or airdash and perform another attack if air whiffed (which
means air @) wouldn't have come out at all, and Dante is free to act again). Just air @ can still lead to a combo,
but it doesn’t give time to verify and perform something else if it whiffs. Ai:’@ : @ still combos while Dante is
Super jumping.

Range of standing ©, @ , and @ are reduced

Hitstun time and float properties adjusted for many moves

The Hammer has frames 11-20 invincible (from 4-19)

Air Play spark travels more guickly

The re-juggle potential of Acid Rain has heen reduced

During Devil Trigger, Dante gains access to triple jump and double airdash

All special movesthat required repeat motions (such as The Hammer, previously air
¥ M= = (LO¥F W = (D) are performed with a repeat button press instead (now

airy N = < (D).
I 445

Million Dollars can be mashed for exira damage
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s,tandmg Basic Attacks

Advantage Advantage

.: Screen Command Hits Damage Meter Gain Startup Active  Recovery on Hit if Guarded Notes

otandmgo
| 2 [son® 1| s
|3 s @ 700 ---

Grouching Basic Attacks ‘
EIRTTI T s Advantage Ad\rantﬂne.

Screen Command Hits Damage Meter Gain  Startup  Active  Recovery on Hit if Guarded Notes

|+ Jooome -_-ﬂ--l-- itk el

50,000 +10,000 | 400 + 80 each ( ‘ Press @ rapidly on hit to inflict additional
each hit + 60,000 hit + 480 hits

EMWM’ SHEGIHI Mtﬂﬂk—-—lﬂﬂﬂb‘hﬂl’

| Meier .Advaniage Aduan.tage
{ Screen Command Hits Damage Gain Startup Active Recovery on Hit if Guarded Notes




Air Basic Attacks

Screen Command Hits Damage Meter Gain Startup Active  Recovery

Advantage

Advantage
if Guarded MNotes

on Hit

Air Special Attacks—Flying Screen and Air Exchange

ALr@ causes a hard knockdown when used in a launcher combo (this is sometimes called flying screen). When used outside of a launcher combo, aLr@ behaves mostly like ancther
hasic attack. Air exchange attacks, performed by inputting a direction plus @ are only possible during a launcher combo. Exchange hits initiate team aerial cambos by tagging in the next
available character to continue the air combo.

Advantage Advantage

onHit it Guarded OIS

Screen Command Hits Damage Meter Gain Startup Active  Recovery

e o<a + 8 ; ; 5 Tags in next available ally while causing wall
{during launcher combao) bounce, erases 1 hyper meter bar from fog

Gommand Attacks

Command attacks resemble basic attacks but have different chaining and canceling properties. It's usually possible to chain inte a command attack from basic attacks. but most command
“ attacks cannot be chained from or canceledthemselves.

Screen Name Command Hits Damage I\égﬁr Starfup  Active  Recovery Ad“ﬁ'ﬁ?gg ﬁdgl?::ggg Notes

Wall bounce against airborne foes, Bold Move-
Stinger o>+ @ 80,000 =2 -3 cancelable, can chain to Million Stab, not
special- or hyper combo- cancelable




Ebony and Ivory Attacks and Sword Extensions

Dante’s sword and his Ebony and Ivory handguns can be accessed as alternate versions or extensions of several attacks. These aftacks can themselves be chained or linked into other
moves that are not available otherwise, such as Prop Shredder. The purpose of most of these attacks is combo extension.

Rain Storm is ‘Dante’s OTG option after an air throw. See Eomhba 111

Cold Shower is one of the fastest 0TG-capable moves in the game, allowing Dante to OTG after almost any hard knockdown. As a feature of advanced combos, it can be chained into Prop
Shredder or Stinger v.2 to keep the combo gaing. ]

.Meler - Advantage Advantage
Gain Startup Active Recovery Sribite iGuarden Notes

; Can chain inta PropShredder or Stinger, inflicts chi
Crn ' |
1 ‘ém ® (w:lur.mgir@ames 18-29 zoﬁﬂ?efer WSSIIL;? ‘118;) 7 16 +9 damage, each projeclile has 1 low pricrity durabilit
of standing (&) int, press @ again for extra shots
; @ anytime between e ‘ . . :
® . [Cly | contactendframe 4D |5 4 : : ' ; ; '
. Pigeon | (guring € on hit or | bullet
| block) : oy :
7 (during frames 30-38 of
Scat Shot, frames 20-36
3 of Cold Shower or frames| 5 | 92,500 | 1000
| 24-35 of Clay Pigeon)
(S
(during frames 30-38 of il
Identical | ... Scat Shot, frames 20-36 |
to fvnoger of Cold Shower or frames
Stingar o 24-35 of Clay Pigean)
. o>+ @ ‘

s (during frames 17-23 of
Million | & i ; p
Stah Stinger or Stinger Lv.2)

Screen Name Command Hits Damage

<0 + @ (during
frames 14-15 of standing 5 LA
Until 0TG-capable, inflicts chip damage, can cancel into Kill
8~68 grounded Bee, each projectile has 5 low priority durability points,
i @ up to five more limes for exira shots

Cold
Shower




Eck}y,'yqu‘ca‘n also tse them fo preemptively 108s 0pposiig characters out of their offense. Combos

Meter Gain  Startup Anfiﬁé Notes

<o+ ‘B (ground)
o>+ @

[er+Fz] Crossover Recovery (this Recavery
Screen Type Bhoihication Description Hits Damage “g‘;ti';r Startup Active  crossover (other  Notes

Hyper Comho assist) partner)

ocks down, beam durability: 10 frames x 3
low priority durability points

hey duwhe doesn i have annthﬂr leveld hyper cumbo that isn'ta pawer up state), which'is actual!y
mbaa S0 your pamt character may be free to move aroun:i and mix up your cpponunt or contriblite to

“Al.:l\r.antage Advantage : °
on Hit if Guarded

(-1 hyper 5 o -
. g 4 22

I tag outs are also locked ouf

Hits Damage Meter Gain Startup Aclive Recovery




Screen

Name

Command

Damage

Meter
Gain

Startup

Active

Recovery

Advantage
on Hit

Advantage
if Guarded

Notes

After first 30 frames of startup, each shot
requires 40 frames of charging.Can move
) @ Qe+ @ and call assists while charging, projectiles
1 Ml (hold @ to charge more 1-5 20,000 | 00per 30+10 i 35 -5 -6 vanish if Dante is hit, each projectile
Lock per shot | shot i i :
orbs) has 5 low prigrity durability points.Once
fired, projectile(s) wait 60 frames before
seeking foe
S0 240% 3 2 | Eire 3 pmiecn es wrth o Im_v
5 | Aol Rajn | e tanies o4 0 ss| 2 Lol o L % _
Multi-Lock) @ 10 ompon | T .
XD
x15
\ce“sﬁa;ds aciiv.e for 42 frames,
3 [Cstel |Te>+ @ 4 e NSRRI DRI e 30 49 +& | each projectile has 3 low priority
per hit hit
durabwliyposnt‘s OTG capable
i : Knﬁcks down, igr ;
Million | (During frames 5-21 of : i
4 i Crystal) 1 130,000 | 1040 (5+)18 a3 25 . =
5 : 20,000 | 160 per Each missile contains 1 Iow priority
-14 o
» Hpstatig Iy N>+ @ i’ per hit hit o 13 i i b projectile point
5 |Grppe (Hd;‘sl”r?c’]'ges loanl 1 | 0000 | 600 | (5415 | 1o | 26 . e
7 e 5 | 81,700 | 800 8 10(1)4 27 9 | Knocks dow
Shock |V IR+ @ : (1) — - nocks down
30,000 | 240 per T S
8 Revolver |, /2 <o + () 5 o it 18 37(3)3 20 - :..—1 Ga;,gﬁg_s ground__:gggnég o
Jet
9 chiaan @ 2<a+ @ B 153,900 | 1680 20 20 46 — -48 Knocks down
(during frames 20-21 of : s i i
; Reverb Shock, frames 58-59 10,000 80 (20+) i e Each p ojecti Ie has 5 low m}raty dmammy |
10| Fireworks | oo cevover, or frames 42-43 | 28 | pershot [pershot| 13 4 L "_4 S = . : . |
of Jet Stream) @ :
(during frames 22-23 of
Crazy Reverb Shock, frame 57 of (224) i
11 A Hevalver ot s e e ot 10 | 163,400 | 1634 10 7 14 +1 Knocks down
Jet Stream) &
12 Tiwister c{>@$;\ + 0 10 | 97,300 | 1200 13 30 23 5 4
. | (during frames 15-54 of (15+) i Knocks down, baam durabwlwty 10 frames X
12 Tenpet Twister) (8 LBl 18 2 il R 10 3 %uw pr Dmy durablhl; pomts
14 Voloano o> € W) 1. | 100,000 | 800 15 10 41 o oy
15 | Beehive gdoulsa”ﬁn;’ames o 9 | 106,600 | 1360 | (593 | 50194 | 15 = +3 | Causes ground bounce
Jam o : ; | Knocks down, beamdurabsmy' 0 frames x
o Session ED& 1+ 0 i _901800 120 19 il L ! ; e Iﬁw prEcnty durabihty i
; Until
17 [Killer Bee | arT @1 > + @ 1| 80,000 | 640 18l i 4B — A Gausas ground bounce
; ; Until :
The (during frames 5-16 of Killer ? 1 (54) ; o N r[cihleirnm ﬁafnas
L Bee) O L e 19 - grorn;ied e j‘tac ,"hard‘kn'nckﬂown'
Uncharged: projechle has 4 low priority
LA ip Ao = g
19 (;ﬂr bEEdJ i au)G Anxe @ 16 fgéaggé 182483 41+6 129; +222/ 713" durability points, fully chargad: beam
. ‘ hé durability: 5 frames x 3 low priarity
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2X ogxo 5(3)3(9) o S
o 30,000 120 unti | Resafsithe 1 ground gpercombs
20 Da}:me (in ai,){}ﬁ_\:\:{) + 0 13 +10% w10 18 e 16 o :-.'-ruEe hrts1-1253u‘59 gra
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+50,000 ', S ; ;
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