Basic Operation

Buttons —

Directional Buttons/Left Stick Controls

| When character is facing right

High Jump [ @lf[y]=)

;(crouch) held, then ’

Dash
Quickly s mup

Back <:j©|::> Forward
Block

Crouching Guard

Backstep Throw

At close range, throw the enemy
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Quicky = b= S ef fa W] oy

Defense
Gauge

(Max'3 Charges)
Builds by Blocking

(Max:3 Charges)
Builds by Attacking

Critical Arts can be used when
you build up 3 bars.

Recove ry *Tilt the stick to determine direction of recovery

 Cos: @) Defense Gauge)
h
Ground Recovery i 4=or=p
Can get up while moving (Temporary invincibility/excludes throws)

Ground Dodge

Ground Dodge

Evades ngh Attacks

High Aerial Recovery "=

Land on the ground while evading mid-air attacks

Impact

I mpact Brea k Right when blocking an attack

Sends opponent flying on hit eo
allowing for follow-up attacks (Unblockable)
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Chain moves together
without an opening.

Cost: o Offense Gauge

Boost Dive

Temporary power up (effects differ by character).

Offense 4P Defense
Gauge Gauge

OA Offensive Arts

Activate a powerful offensive move.

Cost: 0 Offense Gauge

DA Defensive Arts

Activate a powerful defensive move.

Cost: 2 Defense Gauge

! CA Critical Arts
Activate a super-powerful move.

"LV &K Offense Gauge q@l'/.V. 8K Defense Gauge

)W Houshinshou &g

oo Kakondo
DIVE

*When character is facing right: LP = Light Punch, SP = Strong Punch, LK = Light Kick, SK = Strong Kick, D = Dodge

*Can cancel Into

Oborochou -Sora- o unionce

*Can cancel Into

Oborochou -Kiri-  ssaormsuionce

*Can cancel Into
Kirt or Tsuchl once

Kurumanagi

Momiji Barai

Mikage Gaeshi

\

& ooy Harukaze

*Can be

(0)'W Murakumo Harai §en..

DIVE

*When character is facing right: LP = Light Punch, SP = Strong Punch, LK = Light Kick, SK = Strong Kick, D = Dodge
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