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Health Gauge | Shows the character's remaining health. When a character's health reaches zero,

thelr oppanent wins the round.

Round Count | The first ane to win a predetermined number of rounds wins the match.

Round Time | Time is up when the counter reaches zero. The character with the most health wins the round.

Battle Messages | These explain what is happening during the battle.

Soul Gauge | Use this to unleash powerful moves and access new ones.

(For more information on the soul gauge, see page 5.)

CD PROJEKT®, The Witcher®, Geralt® are registered trademarks of €D PROJEKT Capital Group.
The Witcher game © CD PROJEKT 5.A. Developed by CD PROJEKT S.4. All rights reserved.
SOULCALIBUR™ VI & @2018 BANDA| NAMCO Entertainment Inc.



Basic Controls DualShock®4 Wireless Controller

% The Basics of Combat Aﬁ\w

.~  8-WayRun (Movement)
The basic Type A controls for the game (when the character is facing right.) Th

button | IEEMbutton
Throw® Critical Edge
i 4=+ IGEM= Soul Charge
I ton | | Touch pad button | IEERbutton
Break Attacks

Reversal Edge

@button | Horizontal attack £.)
Vertical attack

Jump

PSbutton |

Directional buttons
Left stick

OPTIONS button
Display pause menu

You can jump over low attacks.
Move character, navigate menus

“The type of theow will vary depending on yout position.

- also performs a throw,

“Commands written in this manual are for characters that are facing right.
All commands are reversed when facing left.

“The arraws (4= 4 M= % § o |represent the input direction on the directional
buttons or left stick.

These cantrols can be changed in the Controller Setup menw.

Guardiwhile standing 1o block

high &t mid attacks,
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(S ortord#+Q)

Press and hold @ button and then either
%, t. or & to jump in that direction,

%« Use the left stick or directional buttons to move your character around.
You can evade your opponent’s attacks by moving towards them,
away from them, or to their side.

- 4 o
: e i,
! \ %-{tﬁ -

Step N -

IZ‘{;& Tap the desired direction on the left i o

stick or the directional buttons once
Lo move your character a single step,
allowing you to efficiently dodge your opponent’s attacks

rouchlng Guard (& or § or %+ ¢3)
{’ress and hold @ button and then elther @, §. or %
Lq ;ruush and guard. In this state, you can guard low
attac_.flffs'. and avold high attacks. However, mid
ttacks-can still hurt Yo

the opponent: high, mid, and low.

These are sometimes referred 1o as attack
heights, Vary your attacking height to get
past your opponent's defences and land
an attack,




Horizontal Attack @ :
Perform a horizoneal strike; _%ﬁg&‘ s
Characteristics " 4
—Wide attack-range.

—Liseful for hitting an opponent m:w1n,|c,€lde s,
andidiscouraging them from doing so. &’

“  Vertical Attack @&

Perform a vertical strike. _e'

Kicks @

Pe e rmiahick: —Powerful attack, but Wi.d.k against &

Characteristics

—Weaksbut quick e ¥ them up into the air.

— Usefulifar landing an af@ick

before aniopponent and sefting up a comba. which hit opponents moving sideways.
st

Throws (1) Press B¥R close to your opponent.
(2) Press 4= + close to your opponent.

Grab vour opponent and throw oe strike them:

Characleristics

—Cannot be guarded

—The type ofthrow varies according Lo vour position,

—Can be evaded withia grapple break.

To performa grapple break,

Press (@ @ @ or lEW with the correct timing.

Press 4=+ (@ &, @ or lEW with the correct timing.

Characteristics ‘% £

ing sideways.
—A It of moves knock an opponen du\gr ar lift

Note that some characters have diagonal strikes,

Wakeup Actions: y
while on the ground press a directional button/left stick or @ b
Get up while guarding or adjusting vour distance from your opponent.

B = Get up into a standing guard.
4 + @ = Cet up into a crouching guard.

& or £ = roll to the side. After the third rofl you will get up. &AL
- .'3
Ukemi: sy

press a directional button or the left stick + €3

Get up as soon as you hit the floor after being knocked down w8
=+ @ = Forward ukemi. You won't be able to avoid a fBllow up stelk
but you will get up guickly. e s
1 or §+ @ - Side ukeml. You can avold a vertical follow-up attack,
but you will get up slowly.
4= § = Backwards ukemi. Create distance between you and your opponent,
and avold thelr short-reaching attacks.

Aerial Control:
when on the receiving end of an air combo, press a directional button/left stick.
While you are being hit It the alr, you can change the rrajectory of your fall. g 4

Changlng your trajectory can reduce the amount of hits you recelve,
allow you to avoid follow-up artacks and ringouts.
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Reversal Edge: IGEN (can also be heldidown)
(o into a special stance and perform a special move.
While in the special stance you will automatically parry'vour opponenlssi:
If successful, you will go into a reversal edge clash.

Spe$ial starre

By holding the button down, you can even parry combaos!
Disadvantages: you can't use the move against break ateacks (M) or unvlrxkablo attacks.

Vertical Reversal Edge Clash Rules
attack N Select an attack with either the @, @, or ®.

Press @, @, or @ within the time limit and go for broke!

iyl i

The Disadvantages of Guarding

@) Thorizontal strike) beats @ (kick), but loses to @ {vertical strike).
T\:nr:lcai strike) beats @ (horizontal strike), but loses to @ (Kick).
) (kick) beats @ (vertical strike), but loses to @ (horizontal strike),

Non-Attacking Options

You can elther guard or evade.

Guard If you wish to avold the reversal edge clash.
clash; evade If you want to try and score more damages -_'
Either way, success comes down Lo reacting (o your gppm_h:m.

If your opponent does a vertical attack, you will once again go into a Reversal Edge clash.
—Your guard may be crushed If you don't have enough guard stamina.

The Disadvantage of Evading
—Oither than the corresponding “Obtainable effect” arrack above, you will lose against all

the other attacks.



Soul Gauge
Your soul gauge increases when you attack. make advancing movements, and so on,
Use one bar of your gauge to perform advanced moves and unleash powerful ones.

Critical Edge: Uses one bar,
An extremnely powerful move that each charaeter possesses.
Some characters have access to two types.

Soul Charge: 4=+

Temporarily increases your abilities.
—nicreases your attack damage.

Your At R nage yourfopp

You gain access to snu]-'uhargt‘e-s

te==lindls 1o e Talbla of Contenis=—73"



J A - .
 Special moves Lthat produce blue lightnin -
Thev can't be partiedinith & reversal ed (i
'

1 rlr!:l;mnnlly, ever iFchur appe

Guard Impacts: =» + 63

A special move that allows vou to repel your
opponent's attack and leave them open to a counter.
However, vou need to time the move with your ==~
opponent’s attack to land one effectively. |

You can't deflect guard breaks or unblockable attacks.

A - ."—ld '
d & Unblockable Mtgcks {commands are character-specific)
A
U A powerful attack that Jg'mles the blade with red Nlames.
Y -
«»  Itean break through any guard, reversal edge, and guard impact.
Il However, the move takes a long time to unleash.

e )

Special Hits and States
Special hits are performed when certain conditions are met.
They have various effects, all of which are advantageous.

NGy
your opponent V-'llLleEﬂy B
and leave themselves wide open; zhelr Armor ma;
also break, but this will not lower +HEIr overall dé

. = GuardCrush

= When a character's guard stamina is low, the guard stamina

% bar will @low red, If they continue to guard attacks in this
state their guard will temporarily break, leaving them open to

8 attack. (Light attacks can't crush guards.)

Stuns
Some moves when performed under cortain conditions will glow yellow and stun your
opponent, leaving them open to attack.

Counter Hits

A counter hit happens when your attack lands before your opponent’s, or

when you use a horizontal strike to hit someone running to the side,

The result is a damage bonus: some moves even leave your ppponent open to attack.

elill2 off Camfante=—1—"
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