Samurai Shodown Zero / Samurai Spirits Rei

-Basic Movelist of all Arcade Characters-

* All commands in this list are from the first player point of view*
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The Game System

 *”Slash” means any of the A, B, or AB.
	Move Description
	Command

	Standing Block
	4

	Crouching Block
	1

	Dash
	6,6

	Back Dash
	4,4

	Light Slash
	A

	Medium Slash
	B

	Heavy Slash
	AB

	Kick
	C

	Guard Crush (Grab, Throw, etc)
	4 + C or 6 + C

	Guard Crush : Slash
	After Guard Crush : Slash

	Meditate
	D

	Forward Hop
	6 + D

	Lower Evade
	4 + D

	Roll Forward
	3 + D

	Roll Backward
	1 + D

	Lay Down
	2 + D

	Sword Deflection : Offensive Block

- Without weapon : Real Blade Catch
	2146+D
(If excuted without weapon, then you will attempt to grab the opponent’s blade rather than deflecting it with bare hands)

	Light Down Attack
	2 + BC

	Heavy Down Attack
	8 + BC

	Desperation Move : Weapon Flipping Move
	236 + CD

	Rage Explosion
	ABC

	Mu no Kyouchi : State of None*
	214 + CD

	Issen : A single flash
	During Mu no Kyouchi, BCD

	Weapon Discharging Taunt
	Repeatedly press start button 3 times

	Pick up Weapon
	A button near the weapon

	Suicide (hara-kiri, Jiketsu)
	4632 + Start Button

	Middle Attack
	BC


* State of None : That is my literal translation of “Mu no Kyouchi”. What it is exactly trying to
               Say is the “The character’s skills and concentration are so powerful, that it

               actually has granted him the state that no one can get even close, not just distance, but in fighting level as well” – thus, the state of “none”. A similar 

               term has been mentioned by [Kuki Toma] in one of the Samurai Spirits manga. 

The Game System : Part 2

1. Jumps

 There is no different types of jumps in SSV, unlike the KOF series. Only differences are :

 - 9 : Forward Jump

 - 8 : Vertical Jump

 - 7 : Back Jump

 And yes, they are pretty much self-explanatory.

 However, there is a delay after a jump if you hold the lever upwards. If you put your lever somewhere else and quickly pull it back up as you land, you will instantly jump without the landing delay. This is probably why you have been getting grabbed so much. If you hold your lever up, your character will step on the ground with a bit of a delay that will allow the enemy to “AT LEAST” use guard crush.
2. Triangular Wall Jumps

 This is executed when the character is right next to the wall in midair. Very strategic.

 - (Next to wall) 9 : Triangular Wall Jump, which you use the wall to jump back up.
 - (Next to wall) 3 : Triangular Wall Fall, which you use the wall to drop down. 
 As you play more, you will find these life-saving or game-winning.

3. Dash Delay

 In SSV, when dashing, there is a slight delay if you try to stop. During the dash delay, you will not be able to block or attack. Making the decision of either to stop, or roll, or hop, or jump, can decide the outcome of a match.

4. Kenki Gauge.

 This is the “chi” that flows through your sword. As you wield your sword it will decrease. If you stop to take a rest it will fill back up quickly. This is one of the reasons why combos don’t work in this game – if you have a low kenki gauge, slashing moves, including DMs, inflict pitiful damage. However, kicks and most moves that do not involve using your weapon does not consume your kenki gauge. Once your Rage Gauge is full, your Kenki gauge will increase as well.

5. Rage Gauge.

 This has been with the SS series since the first one. As you take damage, this gauge goes up. Once if is full, you will have increased Kenki gauge and you will be able to use the Weapon Flipping Move, which I prefer to call Desperation Move (or, DM).

6. Mu no Kyouchi.

This is possibly the most talked-about system of SSV and the most unique, the most bug-filled, and the most controversial. When you are hurt and have some rage gauge, you can meditate using the D button and convert them into Mu no Kyouchi. Now, this requires some pre-requisites. First of all, you have to lose a round to use it. This is to stop people abusing it the first round, or even confirm their victory by using it after they’ve one a round. When you meditate, you will see a small arrow on the life bar. When you lose a round and your health goes down to where the arrow is, your life will burn in blue. That is when you can finally use the “Mu no Kyouchi”. In this state, the opponent is slowed down to 1/4th the original speed, including hit delays. If you manage to even land one tiny little kick, you will be able to combo in a heavy slash right after a hit. Also, you will be able to hit the enemy multiple times in midair, since the opponent will fall to the ground slowly as well. But beware, if you are hit once, your Mu no Kyouchi will disappear. Also, some moves will cancel your Mu no Kyouchi, such as Rasetsumaru’s [Nagi Yaiba]. Also, the Mu no Kyouchi gauge will disappear very fast, so use it quick. You can also use Issen during the Mu no Kyouchi (man, this is a lot!), the damage dealt is equivalent to the length of your Mu no Kyouchi.
7. Counters

 This will allow you to combo stuff with ease. When your enemy is during a move and you manage to drive your attack into the opponent, your opponent will take a serious hit with extra damage and extra stun time. This also happens if you land a deep Jump AB to a sitting opponent. The added damage will appear on the screen as well. Make sure to do a follow up as you can, such as long AB or dash AB.

8. Cancel System of SSV

 This part is unique for SSV, since you do not have to land a hit to cancel an attack. For instance, Jubei’s B can be canceled into Suigetsutou even if it you strike the thin air with your sword. On top of that, your recoils after having your attack guarded can be canceled as well! For instance, Hanzo can attack with a Dash B, which has a long recoil(delay) if it is blocked, and if it is blocked, you can quickly cancel into [Mozu Otoshi], which will grab the opponent if he or she decides to attack you, thinking you are vulnerable. This becomes extremely strategic as well, since one can jump and evade the grab, and counterattack. This is all matter of mental warfare between the two players.

9. If you are hit with a Desperation Move

 Yes, you will drop your weapon, whether it be a Katana or a piece of your own bone. Some players tend to give weapons back, since “Bushito” is still a concern, even if most characters in the game are Rounins and monsters, random archers*COUGH*mina*COUGH*, etc… but most will not, although its different country from country. In case the opponent is a Samurai and decides to give back your weapon, then quickly pick it up. If the enemy is using stuff like [Splash Fount] with Charlotte, then you want to use kicks and bare fists, mainly to knock the opponent down. Grabbing with C is another option, since u can cancel the Guard Crush by picking up your weapon. I just give the weapons back, but I don’t expect others to do so. I personally believe that if I am good enough, than I should be able to win without having to abuse someone without a weapon. But that is completely up to the player. The game was meant to abuse the weaponless, hence the Weapon Flipping Move. I am used to the Korean custom of giving weapons back, but you, should decide the matter yourself. Some chars can become very strong by not giving the weapon back, otherwise quite on the short end of the stick. So there.

[ Basic Legend ]





< The eight-way lever >


7  8  9         * 8 would be up, 2 would be down,             


4  5  6          4 is back, and 6 is forward. You get the


1  2  3          idea.





< Button Layout > 


 D                   * This is a typical NIKE button layout in


A    B    C            Arcades.








