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H2Uw LT TimeRemainning EAF L. TimeRemainning(ratio)(ANBX e 7 X —>3>
J7AI)L%) ORBZEERLT/—REDREIBELET,
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TITAFDTINAFIAZ—EEEF DT —HFZERULEIN, SHEF2EBDOFvVSU5—
T mELEIDT. csv2 ZERULFET,
ENHMSLTDIEEZRELET .

- HP: Ewv MRA > b, ##(d 1000, 0 THE,

- Stun : XY RA > b F#(F 1000, COEZBXDEAFT>T D,

- Jump-F : BIZv > T DEABEOBEN A E— R(cm/sec). #Z#E(F 360,

< Jump-B : I\ O > TOEABOBEN A E— R(cm/sec). Z#E(F 360,
< Jump-Z : v > T DO EBEOYIRRE — R(cm/sec). 12=#E(% 1300,

- Walk-F : IS DBEI A E— R(cm/sec). Z#(F 360,

- Walk-B : 35208 #HAE — R(cm/sec). #Z#(4 180,

+ F-dash : BIZXST v T OB E— R(cm/frame). Z#(S 10,

« B-step : /\wORXRFTvITDBENZAE— R(cm/frame). Z#(% 10,

IR

U ETEHICEHTDIETORENT T UXRUEDOTT —LZREUTHRELTHELL D,
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ZTNTIE. CTHhoBEREDV ZA—>3 > ANBX(CDVWTCHBLET,

W7 A=23>20T7AI)\ZRANCS. U TOBMZHEELET.

- On_Counter : 0 JL—LADfIEICEY FULFET,

- Off_Counter : Counter_On m'5 Off DRI (CHEZZ (TDENDF—Ew MMIIRDFT,

-+ Begin_Attack : IWEHIFEDIUZ I3 Ry IIN On ([CIADFET,

- End_Attack : WEHEDOUZI RV O IN Off (CIRADZET,

- Off_Anim : 7ZA—>3> IS0 OB TY . End_Attack D 1 JL—LRICEELFET,

- AT_Flag_OFF : IE D ST DETIIETY, 2RI —LDRENS 1 TL—ARICEHEULET,

- Begin_to_chain/End_to_chain : FT—>J2/MREUTHERIT D ESICHRELE T,
Begin_Attack/End_Attack EEHAL CERELE T,

- Enable_to_cancel/Unable_to_cancel : &2+ v > IV TIERTE DL D (CT DHAEERELE T,

Begin_Attack/End_Attack “EHIUTEHRELET .

Joetaun

No additive

Off_Anim \T_Flag OFF,

ERBETRE

Ret Pose. -

SEIOIIBRED/N Y IDIFEF. FT—>O2ROBEHKREUTERIBDT,
Begin_to_chain/End_to_chain O@XAEINMENTWLET,
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ED—DUBRED/NCF2RTHELL D,

17 | 51714 | &7 | cn

oetout

No additive

(On_Counter . i End_Attad Off_Anim|

AT_Flag_OFF

EMRETRE
Ref Pose

CEBIE. BN OF v ILETRE(C T BT=DIC
LTWET,

. Enable_to_cancel/Unable_to_cancel Mi@&1%3E00
COFREZTLUTDT _A—>3 F A —2aAHESNTVWBR T ZA—23 DANB X TITLWET,
H—RUNN—FH)LERD T DN D ITREEUTOEA—ACEENTUVEITH,. CNIEFIE
SEALE Y,

- AM_ST_Attack : I BIRREOWE T _A—>3 > ZFH LU TNE T,
BEICIGCTFI—> O IRDIBERDT7 —A -3 > (L&
Begin_to_chain/End_to_chain OERNZEEBIMUET

- AM_CR_Attack : U DH'AHRREEDINE T ZA—>3 > 2 FHRUTLET,
BEICIGCTFI—>O2RDIBERDT7 A -3 > (L&
Begin_to_chain/End_to_chain O@EXNZENMUET .

- AM_Attack_in_Air : v > TIRBORE VA -2 3> 2&FR L TVET,

FI = ROIRENFED T - A—=3>(C (& Begin_to_chain/End_to_chain
OBAZBIMUET,



Unreal Engine #&E7—A
Fo7b—bh70Y 96 2=27)b Ver.3.5 i

ZNTRIINSBEREDF v S I T =I5 —JILOFREHFZHRALFET .
FI(F. BERBOEZRET DT —F7—TILOEBEHRCDOVWTHIBLET,
BEREDST —YEINIZDRSRTILITI 7Ry hTRRSNF T,

STPL-D

ST : Standing
CR : Crouching
JP : Jumping
BAD 2 XFICDWTIE3EESD D, ST HIZEIKEE. CR DU HFHREE. IP v > TRE=E

RUFT,
RD2XFFI O FOFY IDBAEBEEZRLET,

STPL-D

PL : Light Punch
PH : Heavy Punch
KL : Light Kick

KH : Heavy Kick

BED1XFE7EEDD. IA-—EWEY MMy T . Ev MW IDTL — L. EEOKEEE,
FA—TTZA—-23>, REEMODEEZRULET,

STPL-D

D: Damage RL: Right or Left

SN : Stun damage WD : Where damage
HS : Hit stop WA : Where attack
HB : Hit Back

AA—TEWPEyY bR bhyvT, by MWW IDEIBICDWTET I A hDEZSE(CHREL T ZEL,
BRODIERICDWTCIE, sHlizBALE T,
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FI. RLTIN. CNFEELEEDEESTREITDIONZIEELFIDT, ONE. 1EERDFT,

STPL-RL

RL: Right or Left

0: Left
1 : Right

RICWD (FTOBENEY BUTEEEDIA—ZT A 3> ZRELET,

STPL-WD

WD : Where damage(Determining damage animation)

1: Light Upper 6: Heavy Lower
2: Light Middle 7: Light in Air
3: Light Lower 8. Heavy in Air

4: Heavy Upper
5: Heavy Middle

BELTZDRSICIEDET.

For Example
1: Light Upper 2: Light Middle ~ 3: Light Lower

6 BEDTEROBMEDI AT A= 32(@FFTITBITA—232([CIRDFET,
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RICWAFECICRETDINERLET,

STPL-WA

WA : Where attack
1: Upper (Standing and crouching guard possible)

2: Middle (Crouching guard impossible)

3: Lower (Standing guard impossible)

1B ELEBRETISEUPHAHDH— RO EJEE. 2 B EIHEBRET UL HAH T — RHAAREIEE. 3TF:L
TERIE TS5 — RONARTgEERDE T,

BIREIZBRED/N O FTETHDIEEZRET DEZDIDICRADET,

STPL-C STPL-SN TPL-H! TPL-HB STPL-RL STPL-WD STPL-WA

FA—ZEN 30, RIZIA-TN60. by hARYIN8IL—A By MW OM 14 TL—A RL
(FEFRRDTO, WD (FLEEBDNIA—=Z/0DT 10 WA (FERRERDT 1 EIRDFET,

Fre, SV THRECDUTIE, Cross-up EWSIEBARSDD., CNICFTVvIZANDEDHS DIRERD

WEHEM ON [C12DFT.
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o
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.
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TIIRICFT—>OADRCDWTCERESEEHRIBLUEIN, Fr—>O2RIT—FF7—TILH 5%
L/ig_o
FIE W EDOFT—>ORICDODVWTCTIEEERELUE T,

CCGR-TYPE

The type of the Chain-combo on the ground

1 KL+-PL—PH 5/|KL-PL—-PH—KH
2 PL>KL—PH 6:|KL--PL—-KH—PH
3:|KL-PL—KH 7:|PL-KL—PH—KH
4 PL—>KL—KH 8:|PL-KL—-KH—PH

3ENA4EIZIRICTDOMNRET DDE, IRI >R TIEEZRELFET

ZUTERD 1 EBICDN TR, BERECERU TSI ZA—232(CRDFIDT,
AM_ST_Attack Hh* AM_CR_Attack (CEFKL TLV\D 7 _A—=3>(C Begin_to_chain/End_to_chain @
BAZEMUTIZE0N,

TIAIRFv SO —(F AM_ST_Attack DINFY IDT ZA—23 2 (TEIMULTNET.
EB(CTORE(CDVWT([FAEF— 2R UIEHZEE. T7YZIILIROmERE/RDFET,
ENTERIC, 2EBBUBOFT -7 —TILICDWVWTEHALET,

2ERMRE. BERELFRCIEBZHELET.

CCGRO02-D

D: Damage RL: Right or Left

SN : Stun damage WD : Where damage
HS : Hit stop WA : Where attack
HB : Hit Back

FTIAIBFYSOF—FM EFT 2O IROIA T2 1 ETHRELTNDDT 4 EEHD CCGR04 DIE
([FERESNTHEEA.
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RLTE MFEENZEODTREIDOMNMEELET .

CCGRO02-RL

RL: Right or Left

0: Left hand
1. Right hand
2: Left foot
3: Right foot

WD TlE, EDIA—ZT A= 3> ZBRIDOMEELFET,

CCGRO02-WD

WD : Where damage(Determining damage animation)

1. Light Upper 6. Heavy Lower
2: Light Middle 7: Light in Air
3. Light Lower 8. Heavy in Air

4: Heavy Upper
5: Heavy Middle

WA TIFECICHET DDMEELFT .

CCGRO0O2-WA

WA : Where attack
1. Upper (Standing and crouching guard possible)

2: Middle (Crouching guard impossible)

3. Lower (Standing guard impossible)

38
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SSIC3BREFAMF—LEZRULBAIC. TP7YPIILAROBERERDFEIN, T—F57—-TILT
(FRIEEHEUTEELET,

CCGRtoAiIr-D

D: Damage RL: Right or Left
SN : Stun damage WD : Where damage
HS : Hit stop WA : Where attack

3ERETIZUZIILAZKRIBERDT ZA—2 3> A RCTHNE. AUEZFEEL TEARLKRTIN,
Ev MY OREEELRD TVWDIDTT—FFT—TILTOREFBES DFE A,

WD (CDWTIEIFZYUTILAIRNADIRNBIA—T ZA—2 3> % FRATDIOT 11 EEEIRUT

CCGRtoAir:WD

WD : Where damage(Determining damage animation)

1. Light Upper 6. Heavy Lower
2: Light Middle 7. Light in Air

3: Light Lower 8: Heavy in Air

4: Heavy Upper 11: to Aerial Combo

5. Heavy Middle
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RIC TPZVUTILAZIROBREZRELET .

CCAIr-TYPE

The type of the Chain-combo in the Air

[KLLPL—PH-KH
|KLH>PL—KH—PH
| PLHKL—PHAKH
{PLHKL—KH—PH

AwWN =

BRO1EZRICDVWTCIE, BERE(CERUTVNDT ZA—232([CIRDFIDT.
AM_Attack_in_Air (CEERUL TUL\B 77X —=3>(C Begin_to_chain/End_to_chain O@x1ZiBL T
<TIZE0LN,

T I A bFv S04 —(dF AM_Attack_in_Air DINFY ODT ZA—2 3 > (TEIHZENMU TULET.

ENTIIRIC, 2BBUEDOT—4597—T)LICDLWTIE. Ev MUy WA WD ABIEEE 72D T
WBDT., UTDIEBREIFEREL TS0,

CCAIr02-D

D: Damage RL: Right or Left
SN : Stun damage

HS : Hit stop
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ZNTIE. VA= 32 EBRICDOWVWTHBALET,
FI—>2A2RDTZA—>3>(F. AM_ChainCombo ([CEFRLTH D, UTDOLEIZa>AERESINT
WET,

- GRO2 : i FDFT—>O>R2EH

- GRO3 : i FDFT—>O2/NR3IE

- GRO4 : i FDFT—>>7R 4 EH

- GRtoAir : it ENSZERANFTS LIF D5

« Air02 : ZHRDOF T - R2E

- Air03 : ZZERDOF T —>I>7R 3 EH

- Air04 : ZERDOF T —>I27K 4 BB

1 s ] ===
-

O ) L] 1 ey e

R FoN Y13

INBOEIZIAUICERIDVZA—232EFFT—>ARERCEDFEITH. BHTHIDI7ZA—

SISEA-DACEFRUTCVNBR T ZA—23 > %72F 1 —>ARE U TERT IIEEE. BANER
BHBENBDIDTFZA—23>2T7(I)LZ2IE—-UT. BlOIF7AIL&AICLTHS OIS 3> (I

BRUET,
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FTIOAIBFvSOF—(F2BBIICIBREBDINCFITZA—-23>%TE-UT, TJ7MIILEZEE
LCEERLTVWET.

ol [ Lop #—pak. ):1.0] '

to cancel nable to cancel +
pr_to_chamn nd_to_chain +
'On_Counter in_Attack _Anim AT_Flag_OFF +

C DK SIC Begin_to_chain/End_to_chain MBXINEINENTLET,

BEBHECOLIBT ZA—23 @I ERDTUVET,

=
Enable to cancel Unabl!c:ﬁgﬂm'ml AT_Flaq_OFF +
On_Counter Off_C{Begin_Attack El 3 ~

FTIAIBFvSOI—DFEFE. BHAICEEOBRENINDEDT, BFEOTVZA—->23>%2&HRULT
WET,

FI—>O2ROREDODREF7 - A—>32(C(&. Enable&Unable to cancel MiBENZEEIL TH &
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SM_Step-i
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Begin_to_chain End_to_chain
Enable to cancel Unable to cance|
Begin_Attack AEnd_AtLOf_Anim AT_Flag OFF

CCHB(E. FEEOF v I TEBLSIC. Enable&Unable to cancel O@&IEENUL TULNET,
AEBERRERD, FI—>O ROV ZA—S 3 RFEIICNTTE T T,

E5(C. ZOAMEHDEINT —F T —TIURENBERF A -3 2 (CDWTHALET,

BT DOFT—IFT—TILEGE
I | I | D

D: Damage RL: Right or Left

SN : Stun damage  0: Left hand
1. Right hand
2. Left foot
3: Right foot

BITDOIA-CEPHWFEDENTHEITZT D2OMEELFET.
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UPR-RL

UPR: Parrying of the upper RL: Right or Left
LPR: Parrying of the lower 0: Left hand

. 1: Right hand
GR: Guard Reversal g
2: Left foot

3: Right foot

FFED/IN) TP H— RUN—H)LICDVWTHFEDENTIDIMEELET,
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« 30n3 ORRFICHERT DS IV —F v —OBAEETE

167 () REDIL—L: 100/57
dadOP PIPT =

End_Attack/Off _Anim/AT_Flag_OFF Oi@%=%ELUE T,

ZNTIIRICHFERDT ZA—23 VREHEZHALET
FIEFT—FT7—TILICDVT, UTDEEZKZELFET.

SM1-ON

ON: Use or not WD: Where damage
Air : Use in Air WA: Where attack
Projectile : Use ornot  CM: Kind of command
RL: Right or Left or Projectile
Multiple-hit-times:Multiple-hit of projectile

WFER(E SM1 N5 SM5 FT S5 BAEER TS FI DT, FALRWEE(E. ONDF v IRy I X% OFF
(CUZFET,

R ZERONEER(CT B%5E(d. Projectile DF v ORw O RX% ON (CLUZET,

JZl2U. MUNER(E SM1 & SM2 OHEFREIRET T .

IRICWFE R TERT DIHEE. AirDF TV IRYIRX%Z ON (CUET,

7Z7I20U. ON 9 EZERTDMIMERTIREIC/RD DT, IR ITREE =M F EZERTHEAITDICIESML =
W EATERELT, SM2 TEFRAZHRET DRENHDFET,

Multiple-hit-times (FRNEEDBKNEEZZEREY MIUWEES, BIEZANDUET,
FIAILBELICRDET,
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RICRLIEDVWTIF. MFBENTHREIDOMEET D2DE. RUBETHNIE4ZFZELFET,

SM1-RL

RL: Right or Left or projectile

0: Left hand
1: Right hand
2: Left foot

3: Right foot
4: Projectile

RICWD [CDWTIE, REETHNIL 9 TFE. TOMNSEIETHNIEL 10 BFEERUET,
ZlEU. 10TBEIA DT ZA—232(CIRBDT, AT ERELLBRVNGEE. 405K FELET,

SM1-WD

WD : Where damage(Determining damage animation)

1: Light Upper 6: Heavy Lower
2: Light Middle 7: Light in Air

3. Light Lower 8: Heavy in Air
4: Heavy Upper 9: Projectile

5. Heavy Middle 10: Special Move

RICWA CDWT S, BERECRERTTY,

SM1-WA

WA : Where attack
1. Upper (Standing and crouching guard possible)

2: Middle (Crouching guard impossible)

3. Lower (Standing guard impossible)
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RICOAYZ BRIEDNWTE UTFDOVY RUXSSZERULE T,
HIZ1BUER—IL PR ETHDIZEZERLET,
SP/)\—ii5 > THEATEIBYHEROINY RESFNTVET.

SM1-CM

CM: Kind of command

1. 236+P 7: 4H6+P 13: 214214+P
2:214+P 8: 4H6+K 14: 214214+K
3: 623+P 9: 2H8+P 15: 4H646+P

4: 236+K 10: 2H8+K 16: 4H646+K

5:214+K  11: 236236+P |

6: 623+K 12: 236236+K H: Hold for 1 second or more
IRIC SM1 VS SM5 Duwidst% (C (385 EDIENH DD T, UTDEBZHELET .
ROBEDREZRTE I DLMNIBEBEREEERRTI,

SM1L-D

L or H: Light or Heavy attack

D: Damage

SN : Stun Damage

HS: Hit stop

HB: Hit back

Projectile-speed : Setting speed
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On&OFF Counter THDI >4~ —kw bFE4 I D@8 & Shot bullet TIREEZH I BAMZEMLFET .
BEEART L — LADREMEIC Off_Anim & AT_Flag_off MBI ZRELET .

BAND Shot bullet H' SM1 TEifTENd &, BP_CharOx_SM1 W ZA/R—> 1. SM2 TEITENd &
BP_CharOx_SM2 Z#ZXAR—> L&Y,

RGEEDRZEZZE UZL\EE(E BP_CharOx_projectile_SM1 OERID I R—F> T (CHD

ParticleSystem Z#ZE L T<Z&L)\,
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SM_Step-in SM_Step-out +
On_Counter '0ff_Counter Beg n_attack End_Attack +
P_FS i Off_anim AT_Flag_OFF +

BEFEOFRETCHBHEALUZ. On&Off Counter / Begin&End Attack / Off_Anim / AT_Flag_Off aAB(C
TITJ10 haRRIEIBEAEE T B/26HD SM_Step-in&out DBANZEBN L TLET,
C D SM_Step-in&out DBANIEZRESNTET L —LADRE., BIASTY TRIURETEELEXT,

R(CXFZE DI OB EZ A LE T .

D = R CEaapD TE B
— — h
B
Invincible 4
| ] Begin_Attack End_ttack =
'On_Counter off Counter SPFS | | 'Off_Anim AT_Flag_OFF +

BEFOFRETHBMHEALUZ. On&Off Counter / Begin&End Attack / Off_Anim / AT_Flag_Off oAB(C
TOx0 bhaRrEEDEAE Invincible D@AIMEBINEN. COBANEITENDE 10 T — LD
T¥EEECIRADET,
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Destructible 75 PhisicsBody (CEEULFE T,

BIFEEEN(E PO1 P D-Box for BZ45—4'y bMcLTOUZI>ATZT O NIAT%

Destructible 7' Vehicle (CEELF T,

ROEEHE# (L P01 P D-Box for BZ45—4'w McLTOAUZI>ATZTONIAT%
Destructible M5 Pawn [CEELFE T,

TIFRIC SP I > D E S (MERATE DBUIRDT —FIFT—TILICDNWTEHRALET.

SP-D

D : Damage Projectile-speed
SN : Stun Damage WD: Where damage
Air : Use in Air WA: Where attack

Projectile : Use or not  HS&HB: Hit stop&back
RL: Right or Left or Projectile CM: Kind of command
Multiple-hit-times:Multiple-hit of projectile
REITDEBEFZVWTIN, CNFTHIAL CERIEEDHTI,
A= 3> DBAGIRDELS [CRELET.

| [ [ [ [ Jorasm | [ |
orr.£P.camenn | ]
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BB RESNTDENASHIDBEDDET,

ZTDHAAS%ZTTICRT DI OFF_SP_Camera MBAIICIRDE T,

ROEE DR DIZE(E. SP EWDBAZETE J D & BP_CharOx_SP WM A/R—>ENFEd,
%[, Off_Anim / AT_Flag_Off/ OFF_SP_Flag Z:&&E L T ZE0 Y,

ZERDITERDIZE (L. Begin&End Attack DBANZ EEEPI(CEREL TTF S0\,

ZNTIEIEREC 30n3 DTSR NTHERAT DRI DFREZHTIALE T,
=7 =JIUFUTDIEEZRELFT.

30n3AS-D

D : Damage Projectile-speed

SN : Stun Damage WD: Where damage
HS&HB: Hit stop&back WA: Where attack
Projectile : Use or not

RL: Right or Left or Projectile

Multiple-hit-times:Multiple-hit of projectile

RICTPZA=23 > O@ENZHALET .
RUBERLSDT X SOBE (AT OB ZRELET

Beg;rLlo,AT,Aa Enqtoj| _As

P_F!

Begin_to_AT_As & End_to_AT_As BT DD EME(CIEUTI IO bOBAZEIMUET .,

55
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