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Learning the Game Through Training Mode
 
    
 
   Training is the key to becoming a good player because it represents the muscle memory aspect of the game.  Having good decision-making and understanding the nuances of Street Fighter are important, but ultimately, a vast majority of your wins and losses will come from your ability to execute the right attack at the right time.  
 
    
 
   This means that building muscle memory must be a respected part of the process toward major improvements.  Just as you must practice an instrument in order to build the muscle memory to play music, or practice shooting a basketball in order to be a great shooter, so too must you practice your execution in Street Fighter in order to stop being a mashing noob and become a competent player.  
 
    
 
   The tricky part is knowing what to practice. The actual practice is just as important as the practice itself.  Many players mistakenly equate flashy combos to training, but the truth is that there is more to training in Street Fighter than simply practicing combos.  
 
    
 
   Some people have friends or training partners to practice and generally help one another, but not everyone has this luxury of having a community or friends to train with. Even if you do, training with someone might not be the most effective way to learn the game. Take it from someone who’s been playing Street Fighter since the 90s and has watched hundreds of players rise up in the ranks. 
 
    
 
   In this guide, I’m going to show you how to learn Street Fighter 5 from the ground up by yourself, through training mode. If you learn how to use training mode effectively, you will save yourself lots of headaches later, but more importantly, learn how to systematically improve and patch holes in your game.
 
   
  
 






Navigating Training Mode
 
    
 
   The first thing you’ll notice about SF5’s training mode is that it’s much different from SF4.  There are many more features that will help you train more quickly and efficiently than was possible in the past.
 
    
 
   At this point, you’ll need to learn to navigate training mode quickly using the buttons LB and RB, which are used to switch between the menus. They are separated into three sections: Game Settings, Dummy Settings, and Gauge Settings.
 
    
 
   Game Settings
 
   First make sure to set Attack Data and Key Display to On.  
 
    
 
   Key Display shows the inputs from the controller, so you can diagnose where you went wrong when you make an execution error.  
 
    
 
   Attack Data shows you the damage and stun values of each attack. Additionally, one notable change from SF4 is that Attack Data now show whether an attack was a High, Mid, or Low and  determines whether you must block high, low, or neither.  
 
    
 
   Dummy Settings
 
   In order to save as much time as possible, you should set Recovery to Normal and Stun to Off.  This sets the dummy to get up quickly after hitting the ground and avoids wasting any time with dizzies.
 
    
 
   Gauge Settings
 
   Set all the gauges to Normal except 2P Health Recovery.  Now you can get a better feel for how much Critical Gauge (meter) is built from everything you do, as well as avoid wasting time on the KO screen when the dummy reaches zero health.
 
    
 
   Now that your settings are optimized for an efficient training experience, let’s start with some basics.  We’ll use Ryu as our example for these exercises (surprise!)
 
   
  
 



About These Basic Training Exercises
 
    
 
   If you consider yourself an experienced fighting game player, you can most likely skip over this section because this is more for people who have never played fighting games or took the time to truly learn how to play.  
 
    
 
   In this section, we’re going to cover some of the main differences between the Ryu in SF4 and SF5.  Why Ryu?  I ask you: Why not cover the character around which the entire franchise was built? Quite simply, he utilizes all of the new systems in SF5 very well.  Because of this, I think it’s most effective to learn the game through Ryu first, and then apply what you know about Ryu and the engine to other characters.
 
    
 
   Certainly, all of these exercises could be adapted to fit any character in the game, but for simplicity’s sake, we’ll just stick with Ryu.  
 
    
 
   Ryu has changed a lot from SF4.  He still has the same basics, such as Hadokens, Shoryuken, and Tatsus, but the general flow of the game and lack of hard knockdowns make the pace dramatically quicker. In fact, SF5’s Ryu is much closer to his 3rd Strike iteration because of his V-Trigger, Denjin Mode, his fast dash speed, and his V-Skill, parry.  We’ll get into all of this later, but first we have to start with the basics.
 
   


  
 



Basic Training Part I: Movement
 
    
 
   How you move is very important in Street Fighter.  As the saying goes, we need to learn to walk before we can run.  You may be surprised to find out that each character has a different walking speed. In general, walking forward is slightly faster than walking backwards.  
 
    
 
   Getting comfortable with the way your character moves is important because in many scenarios, your success or failure depends on your ability to control space and walk in and out of dangerous ranges.  With time and effort, you can learn to better judge distance and cover ground safely with more and more experience.
 
    
 
   Walking and Dashing
 
   Your character’s walking speed is important because every round starts with the neutral game, during which both players are on their feet and stand about half a screen apart.  In the neutral game, characters with a faster walking speed and longer reaching normals generally have the advantage over those with slower speeds. 
 
    
 
   The benefit of faster characters is clear: they can dance in and out of range of the slower character’s attacks, causing the slower character to possibly whiff and be vulnerable to a counterattack.  
 
    
 
   So, how do you know how fast your character walks? Here is a small exercise to get to know your character’s walking speed.  
 
   1. Start training mode, select The Grid, and pick Ryu for both characters.
 
   2. Pick one of the large training mode boxes on the ground and center your character.  Now practice walking forward so that your character’s left foot goes to the right edge of the box, then walk backwards so that the right foot goes to the left edge of the box.
 
   3. Repeat until your motion is fluid instead of jerky.
 
    
 
   This is a great exercise, especially for newer players.  Most newer players struggle to move smoothly back and forth in the box due to a lack of practice, or an unfamiliarity with the fightstick.  This is common and is something that will get better over time with more practice.
 
    
 
   Once you’re familiar with your walking speed, try dashing forward by quickly tapping forward on the controller twice.  As with the walking speed, each character’s dash varies slightly.  Start on the left side of the stage and practice dashing all the way to the right, then back again, as if your character is doing some track and field-related sprinting practice.
 
    
 
   After you’re comfortable dashing forward, try backdashing by quickly tapping back on the controller twice.  Be sure to practice backdashing and forward dashing to get the leg up on many newer players who struggle with this.  It’s all about that practice.
 
    
 
   A Note About Execution, Fightsticks and Controllers
 
   If you’re playing on a fightstick, you might feel more comfortable dashing on the left versus the right.  This is common and is something that has to be compensated for when training.  If you’re playing on a PS4 controller, you’ll likely find that dashing one way or the other is mostly the same.  It’s worth noting that the analog stick and d-pad both work in Street Fighter, but you might find it more comfortable to use one or the other, or a combination of both.  I play on a fightstick, but if I had to play on a pad, I’d use the d-pad for everything, except for maybe Zangief’s Spinning Piledriver motion.  It just seems faster and less prone to error than using the analog stick.  
 
    
 
   The purpose of this dashing forward and backwards is to get used to seeing the animation and how fast the dash appears to be.  It’s also to gradually improve your execution, as dashing can often feel awkward from one side or the other for many players.  You’ll get better with--yup, you guessed it--more practice.
 
    
 
   Once you’ve gotten used to the character’s ground movement, let’s take to the air.
 
    
 
   Jumping
 
   Jumping is important in Street Fighter because air attacks can be an effective way to deal damage.  However, just because they can be effective doesn’t mean that you should always jump at the opponent.
 
    
 
   A competent opponent will consistently anti-air your jump-ins with the appropriate normal or special move for their character.  Conversely, new players tend to jump a lot and are weak to jump-in attacks because they lack the experience to understand why this is an ineffective strategy.  It’s also likely they haven’t gotten anti-aired enough by competent opponents and their ground game is weak.  
 
    
 
   If you watch high level matches between strong opponents, you’ll notice that they rarely jump.  This is because jumping leaves you vulnerable in the air because of your inability to block.  When strong players fight other strong players, they rightfully assume that they will be anti-aired if they jump carelessly or from the wrong ranges.
 
    
 
   Generally, it’s safer to stay grounded by default since you can advance forward carefully without incurring the extra risk of jumping. 
 
    
 
   Some characters, like M. Bison, have very long, floaty jumps.  These characters have even more of a reason to stay grounded for most of the match because it’s even easier to anti-air them for a careless jump.  
 
    
 
   Along the same token, just as jumping carries with it an element of risk it also carries reward.  
 
   Correctly predicting that your opponent will throw a projectile, then attacking with a jump-in combo that does a large chunk of damage is one of the most satisfying elements of the game.  With practice, you’ll be able to recognize when your opponent is about to throw a projectile and punish accordingly.
 
    
 
   Here are some general rules of thumb for jumping:
 
   • If you’re not sure if you should jump, you probably shouldn’t.
 
   • If you have a feeling the opponent will throw a projectile, think of the best possible combo you could do before you jump.
 
   • Some characters like Ryu, Ken, and Cammy have very strong anti-air special moves, making jumping against them risky.
 
   • Some characters like Vega don’t have special moves that specifically counter jumping, so these characters are generally more vulnerable from the air.
 
    
 
   Here is a simple exercise to practice jumping.
 
   1. Start training mode, select The Grid, and pick Ryu for both players.
 
   2. Go to Dummy Settings and set Guard to All.
 
   3. Walk towards the dummy and press Up-Forward to jump at the dummy.  Try to land as close to the dummy as possible without ending up on the other side.
 
   4. Use the training mode squares on the ground and wall of the stage to judge the distance.
 
   5. Repeat until you are comfortable with the maximum range into which you can jump  without going over the dummy.
 
   6. Now switch sides and learn the distance from the other side.
 
    
 
   Now let’s practice a jump-in attack while still in training mode with the dummy set to Guard All:
 
   1. Stand at your newly found maximum jump range.
 
   2. Jump toward the dummy and press HK as you begin to descend from the air.
 
   3. If it made contact, good job!  Repeat nine more times.
 
   4. If it missed, take note as to whether you were too far or too close.  Maybe you pressed the button too early or too late.
 
   5. Aim to hit the dummy just below the shoulders, on his chest.  This is what’s called a deep jump-in. 
 
   6. Experiment with different ranges and different timings.  Notice how you have to press HK at different times when you stand at different ranges in order to hit the same spot on the dummy.
 
    
 
   The goal of the exercise is to learn the ranges and timing at which you can perform a deep jump-in.  Deep jump-ins are important because they lead to big combo damage on an opponent who throws a careless projectile, or has not practiced anti-airing.  
 
   


  
 



Basic Training Part II: Normals & Specials
 
    
 
   Note: This section is mostly the same as the Muscle Memory section in the main ebook, but it’s included here for the sake of completeness. 
 
    
 
   Although most new players think that success in Street Fighter is based mostly on their ability to throw out as many special moves as possible, this is mostly incorrect.  
 
    
 
   Consistent success in Street Fighter is more about space control through the use of normals, anti-airs, and yes, special moves.  Maximizing damage with proper punishes is also extremely important, but we’ll get into that later.  
 
    
 
   For now, let’s spend some time learning more about Ryu’s normals and specials.
 
    
 
   Normal Attacks
 
   Normals, as they’re often called, are an important component of every character’s game plan. It seems to be a no-brainer for most experienced players, but you’d be surprised by how many players don’t understand the nuances of their character’s normal attacks: ranges, angles, pushbacks, general damage and stun amounts, and which ones can be cancelled.  Learning all of these is a step towards proficiency with any character.
 
    
 
   I’m going to share with you a simple exercise that you can use for every move in the game. We will use LP as an example:
 
    
 
   Normal Attack Exercise #1: Exploration
 
   1. Start Training Mode, pick The Grid, and Ryu for both characters.
 
   2. Hit the dummy with LP ten times on the left side.  Take note of approximately how much damage/stun it does and try to find the maximum range at which it connects.
 
   3. Switch sides, set the dummy to All Block, and repeat.  Take note of how much grey damage it does and how many you can connect on the opponent before you get pushed away.
 
   4. Check if it’s cancellable by cancelling LP into any of your character’s special moves.  Not sure what the command is?  Pause and check the command list. 
 
   5. Repeat the process, but this time do it while crouching.
 
   6. Now set the dummy to Jump and repeat the process while jumping.
 
    
 
   Repeat this exercise for each button; standing, crouching, and jumping.  You should be able to go through each button while standing, crouching, and jumping in no more than 10-15 minutes.
 
    
 
   When exploring normals this way, you should also take note of which ones might make good anti-airs.  Most characters have at least 1-2 normals that can be used as anti-airs, even if some require specific angles.  Make a mental note of these because we’ll come back to them later.  
 
    
 
   Practicing Dashing
 
   Depending on the controller you use, dashing can either be easy or frustrating. (For the new player, it’s probably the latter.) .  With a stick, it can be especially awkward at first depending on whether you are left-handed or right-handed, and which side of the screen you are on. 
 
    
 
   Some players have a “stronger side” that they prefer to fight on, typically because it’s easier for them to dash or perform special attack motions.  If you find it easy to dash on one side but difficult on the other, you must then focus on improving the weaker side in order to balance your strength as much as possible. 
 
    
 
   Let’s look at your own physical body to make a point: The more you use the dominant side and neglect the non-dominant side, the more imbalance you’ll experience in physical strength. You can confirm this by lifting a pair of dumbbells in both hands, and notice that it’s more difficult on one side. This is the same thing.  Don’t be the player that obviously plays effectively only on one side of the screen and ends up losing because of it.
 
    
 
   A good way to get better at this is to do the fighting game equivalent of running laps on a track: dash from the left corner of the screen to the right corner, and then back again.  If you can’t do this ten times consistently with minimal effort, this should be the first thing to practice when you begin your execution training for the day.  
 
    
 
   Flawless dashing is important because it can be a highly versatile and effective tool for both offense and defense.  On offense, it helps close the gap between your opponent after a knockdown and pushes them toward the corner.  On defense, it creates space between you and your opponent, and helps you get out of tight situations.
 
    
 
   Building Muscle Memory For Special Moves
 
   Muscle memory is an important component of Street Fighter because if you aren’t able to execute attacks, combos, and sequences when you need them, you will likely fall short when it counts.
 
    
 
   Building muscle memory in Street Fighter is just like building muscle memory in anything else such as playing a sport or practicing an instrument; it takes time, dedication, and practice.  
 
    
 
   By respecting this process in the same way you’d respect the process in other activities that require muscle memory, you will improve steadily, given the appropriate guidance that I’m about to share with you.  
 
    
 
   We’ll start with special moves and then move on to using these special moves in practical match scenarios.  
 
    
 
   Practicing Hadoken (D, DF, F + P)
 
   Ryu’s Hadoken is important because it is useful in combos and to control space.  Practice the down, down-forward, forward motion because a majority of Ryu’s game depends on using it effectively.  Plus, the motion is very commonplace in Street Fighter (and many other fighting games) so it’s a good investment of time anyway.
 
    
 
   The best way to practice throwing Hadokens or anything else in fighting games it is to turn on Key Display as mentioned above, so you can see what buttons and directions you’re hitting on your controller.  At this point, it doesn’t matter whether you are playing on a pad, stick, or keyboard--whatever you are most comfortable with will work.  (Note that I’ll be referring to the controller as a stick because that’s what I use and am most comfortable with.) All that matters is whether or not you can hit all 8 directions and all 6-8 buttons.  
 
    
 
   If using a stick, here’s a simple exercise. Most people use their left hand to control the stick and hold it between their middle and ring fingers.  You should practice just doing the down, down-forward, forward motion on the stick repeatedly on the left side and then again on the right side of the screen.
 
    
 
   The goal of the exercise is accuracy, not speed.  You’re just getting a feel for how much pressure you need on the stick.  
 
    
 
   Practice this motion for ten seconds, then practice going down, down-back, back on the stick.  Repeat for another ten seconds.
 
    
 
   After working on just the motion, begin to integrate hitting LP after doing the motion.  You don’t need to press LP at the same time because that may be too much for your muscle memory at this point.  Just press LP after rolling the stick from down to forward and once you get used to pressing the button after the motion, then begin to do the motion a little faster.
 
    
 
   After you’ve done the motion a little faster, focus on pressing the button a little sooner.  Finally after a few minutes of practice, it should begin to feel natural.
 
    
 
   Now try to throw ten Fireballs in a row.   If you screw up, that’s okay; look at your inputs and see where you went wrong.
 
    
 
   Maybe you hit the punch button when the stick was at down-forward or up-forward instead of forward.  That’s very common, but with practice it’ll happen less and less.
 
    
 
   Eventually, it’ll become second-nature and you will be able to throw ten Fireballs in a row on each side of the screen. That’s great because it’s the Street Fighter equivalent of adding more weight to a lifting movement.  
 
    
 
   In the same way that a muscle grows stronger when you consistently stimulate it with heavier and heavier loads, your muscle memory for execution also grows stronger over time from repetition.
 
    
 
   Practicing Shoryuken
 
   Ryu’s iconic Shoryuken is his strongest anti-air option, does a lot of damage, and is used in common combos.  When you can Shoryuken at will, you make it harder for opponents to jump in on and can maximize damage in combos.  Many games are won and lost because a player missed an opportunity to Shoryuken.  
 
    
 
   So to get better, practice the forward, down, down-forward motion by itself (similarly to how you practiced the Hadoken motion).  Aim to be accurate; you don’t have to perform the motion quickly when starting out.
 
    
 
   Practice this for five minutes a day once you can throw a Hadoken consistently on each side. Slowly, you will build upon your Ryu arsenal.
 
    
 
   Practicing Tatsumaki
 
   The Tatsumaki motion is the opposite of a Hadoken: down, down-back, back.  It can be useful in combos and going through projectiles.  It’s not as commonly used as his Hadoken or Shoryuken, but it’s important to learn next.
 
    
 
   If you learned how to Hadoken properly on each side, a Tatsu is no harder because the motion is exactly the same, except with a kick button instead of punch.
 
    
 
   Practicing st LK xx Hadoken
 
   This is your most useful ground tool because it does decent damage (if it connects), does chip damage (if it’s blocked), is difficult to punish, and is relatively low-risk.
 
    
 
   The st. LK animation can be cancelled into the Hadoken by doing the input immediately after pressing st. LK.   
 
    
 
   Practice hitting this from maximum st. LK range.  This will help you develop an eye for that specific range, in which you can make contact, yet avoid being so far that your st. LK whiffs which will leave you vulnerable.
 
    
 
   Practicing Throws
 
   Throws are important because they counter a blocking opponent. Typically, if someone is blocking and not taking damage, he can easily be thrown. This threat keeps players from just blocking the entire match.
 
    
 
   Learn how to utilize throws well because they are a useful offensive and defensive tool.  Plus, they’re easy to perform (LP+LK), do a non-insignificant amount of damage, and are an important part of any competent player’s game.  If you don’t throw in Street Fighter, it’s like playing rock, paper, scissors without knowing scissors exist.  
 
    
 
   Here’s how to get started: see how far you can stand from the Dummy while performing a throw and still have it connect.  If it misses, this is called whiffing a throw, which puts you in a disadvantageous state called recovery frames.  While in recovery, you cannot block and are vulnerable to being hit.  
 
    
 
   Throws are best used when you think your opponent will be blocking, getting up from a knockdown, or after blocking another attack.  However,  if the other player expects it, be aware that they can input the same throw command (LP+LK) to tech the throw, which means they will escape with no damage.  This requires a combination of good reactions and anticipation, but becomes easier with time and experience.
 
    
 
   For more in-depth throw exercises, refer to the Starting Street Fighter 5 Training Handbook which can be downloaded here if you purchased this book through Kindle, or if you purchased on Gumroad, it’s in a separate file.
 
    
 
   Practice Whiff-Punishing
 
   Whiff-punishing is the art and science of exploiting your opponent’s missed normals and special moves with your own normal or special counterattack.  
 
    
 
   Developing this aspect of your game is important because when you establish that you are skilled in whiff-punishing, your opponent will likely be hesitant to recklessly stick out normals which will make them more defensive.  If your opponent is reluctant to attack due to fear of being whiff-punished, you can easily push them to the corner, then systematically dismantle their defense. 
 
    
 
   Let’s look at a simple example to demonstrate whiff-punishing:  
 
   1. In Dummy settings, status to Playback Recording and then select Action Recording Settings.  
 
   2. Select Recording Slot 1. Now you are controlling the dummy Ryu. 
 
   3. Perform one crouching HK (sweep) while holding down-back to block.  
 
   4. Pause the game, then in Action Playback Settings, set Recording Slot 1 to On.
 
   5. Stand outside of his sweep range and see how close you can get without getting hit.  Once you have a good idea of its max contact range, you can walk inside and outside of it carefully and not get knocked down.
 
   6. Practice walking near the dummy’s sweep and hitting it with your own sweep at max range.  The goal is to hit the dummy’s leg as it retracts while avoiding getting hit yourself.
 
    
 
   If the dummy blocks (you were holding down-back when you recorded the sweep, right?), you did your own sweep too late.  
 
    
 
   After a few minutes of practice, you should be able to do this pretty consistently, or at least be better at it than you were when you started.  Once you’re comfortable, try blocking the sweep and counterattacking with your own sweep.  
 
    
 
   Practice Anti-Airing
 
   Once you have learned to control the ground through st. LK, st. MK, sweeps, and Hadokens, your opponent has no choice but to take to the air.  Your ability to anti-air consistently and effectively usually means the difference between life and death in the game.
 
    
 
   Many newer players tend to jump frequently.  You want to avoid doing this yourself yet be prepared to unleash anti-airs effectively.  Ryu has several anti-air tools for different angles and situations.
 
    
 
   Anti-Airing with Shoryuken
 
   His most damaging anti-air is his Shoryuken (good thing you practiced the motion until you could do it ten times in a row consistently and easily on each side, right?  Right??).  If you neglected your Shoryuken training, here’s another opportunity to practice.
 
    
 
   Shoryuken Anti-Air Exercise
 
   1. In Dummy Settings, set Status to Playback Recording, go to Action Recording Settings, and select Recording Slot 1.
 
   2. Now you’re controlling the dummy.  Time a j. HK to connect on your Ryu’s shoulder area.  If you hit the button too early, he’ll connect on your Ryu’s head, which is higher than what we want. If you wait too long, the kick won’t come out in time before the dummy lands.
 
   3. Pause the game, then go to Action Playback Settings, and set Recording Slot 1 to On.
 
   4. Now practice anti-airing with MP Shoryuken.  
 
    
 
   The reason you use MP Shoryuken is that it has the most invincibility.  
 
    
 
   Time the Shoryuken to hit as “deep” as possible, meaning that you Shoryuken at the last possible moment before Dummy Ryu makes contact with your Ryu.  This is to ensure maximum damage and invincibility frames.  Notice the damage difference when you Shoryuken too early and you only get the first hit compared to when you do it late and score both hits. 
 
    
 
   It’ll take practice, and again, just a few minutes of practice a day will go a long way!
 
    
 
   Anti-Airing with Normals
 
   Sometimes you either won’t be in range or won’t have enough time to react to a jump-in with an Shoryuken.  Luckily, Ryu has a few other tools that can be used as anti-airs such as st. HK and cr. HP.
 
    
 
   Standing Heavy Kick is good for when the opponent jumps in from long range.  This is a strong tendency for new players because they haven’t learned that walking across the screen is safer and more effective than jumping.  
 
    
 
   st. HK will also score a Crush Counter if timed properly, allowing you to juggle with Critical Art.  
 
    
 
   This may take a few tries and you will probably need to hit the button earlier if you are getting hit, or if the attacks trade.
 
    
 
   Crouching Heavy Punch (cr. HP) is good at a closer range.  This can be used to stop nearly any air attack if executed early enough.  This can be a strong alternative to relying on MP Shoryuken early on in your training which takes lots of practice to perform in a clutch moment.  
 
    
 
   You can practice anti-airing with these two normals by using the same Recording Slot as you used to anti-air with MP Shoryuken.  
 
    
 
   Once your execution reaches proficiency in these areas, you can move onto the next stage of execution practice which is learning how to practice combos. 
 
    
 
   But first, we have to get through the next phase of muscle memory, which is throws.
 
   


  
 



Basic Training Part III: Throws
 
    
 
   In this section, we’ll cover how to practice throws, as well as how to practice teching throws. Your ability to integrate throws into your offense and then include teching throws and throw mix-ups on defense will make you a stronger Street Fighter player.  
 
    
 
   Throws are a very important part of Street Fighter because they are the most practical way to counter a blocking opponent.  Since they only require a single command (LP+LK) and require the opponent to tech (also with LP+LK) in a very short window, they are a constant threat that you must train against.  
 
    
 
   Throughout Street Fighter history, throws have consistently been one of the most irritating moves in the game.  In the arcade days of the SF2 series, throws were usually seen as “cheating” or “cheap.”  I can recall numerous times as a kid where I’d witness other players get really heated when thrown, especially when hit by a tick throw which many players saw as impossible to escape and overpowered.
 
    
 
   Tick Throw - A tick throw is a throw technique wherein the opponent is put into blockstun, typically via a light attack and then thrown immediately after blockstun ends.  You cannot throw a player when they are in hitstun or blockstun. However, an effective tick throw appears to be inescapable to the untrained eye.
 
    
 
   However, it’s 2016, and nowadays all competent Street Fighter players understand that throws are an integral part of the game.  So be sure to leave your mid-90s arcade baggage at the door if you have any!
 
    
 
   Throw ranges in SF5 seem much shorter than they were in SF4.  The trade-off here is that the average stun points are buffed up almost all across the board.  Throws in SF5 do anywhere between 150-200 stun points, which is quite significant for a move that only requires two buttons and usually does around 120 damage, to boot.  
 
    
 
   Throw Exercise #1: Maximum Range
 
   Let’s start by figuring out the maximum throw range for Ryu.  This knowledge will make you more effective in close-range combat. 
 
   1. Start training mode with Ryu as both characters.
 
   2. Dash the dummy to the corner so that we have a consistent way to measure the range. 
 
   3. Position your Ryu in the second large training mode box on the floor of the stage. 
 
   4. Perform a throw (LP+LK) and notice how it whiffs, even though it seems like your Ryu makes contact with dummy Ryu’s chest.  
 
   5. Take a slight step forward so that their feet overlap slightly and perform another throw.
 
   6. Now take a tiny step backwards and throw again.  
 
   7. If the throw whiffed, take a tiny step forward and try again.
 
    
 
   After a few tries, you should have a better idea of what Ryu’s maximum throw range is.  It’s also worth noting that most character’s forward/neutral throw ranges are slightly different from back throw ranges.  This is probably due to the differences in stun amounts between forward and back throws having dealing different stun amounts. Note that back throws usually do more due your character sacrificing screen positioning.
 
    
 
   Execution Tip
 
   If you find it difficult to press LP+LP consistently, pause and go to Controller Setting and map one of your buttons to Throw.  On a fightstick, you could easily swap either of the buttons set to Button Combo 3 or 4 to Throw.  
 
    
 
   Throw Exercise #2: Tick Throws
 
   Another difference between SF4 and SF5 throws is that you used to be able to do two light attacks and still be in range for a throw.  Unfortunately in SF5, two blocked light attacks result in a pushback that puts you outside of throw range, causing an attempted throw to whiff and making you vulnerable to a counterattack.
 
    
 
   In this section, we’ll cover how to practice tick throws so that you can effectively use them on offense to condition your opponent to expect a throw, then attack with another button instead, which could lead to major damage.  
 
   1. In Dummy Settings, set State to Crouch, Guard to Guard All, Recovery to Normal, and Stun to No Stun.
 
   2. Dash the dummy to the corner to save time and be as efficient as possible.
 
   3. With Ryu as close to dummy Ryu as possible, press cr. LP, then take a tiny step forward and immediately perform a throw.  The reason why we use cr. LP instead of st. LP is that it causes less pushback on block.  Take a look at the tiny squares on the training stage floor and note the slight difference!
 
    
 
   Following that, there are three possible outcomes: 
 
   • Throw connects
 
   • Throw whiffs
 
   • st. LP comes out
 
    
 
   If the throw connected, you did it properly!  Now try it a few more times. Make sure that you are doing it as soon as possible and leaving the opponent with little time to tech.
 
    
 
   If the throw whiffed, that means you were too far and needed to take a longer step forward before throwing.  
 
    
 
   If st. LP came out, that means you pressed throw too soon and the game registered the command as a st. LP as a result of the attack priority system.  
 
    
 
   Now that we know how to do it on offense, let’s explore how to deal with it on defense.
 
    
 
   Throw Exercise #3: Teching Throws
 
   Teching throws can be difficult for newcomers, as its successful execution requires some tight timing. Not to mention the high pressure involved as well.  But don’t worry, with some practice and discipline, it will get easier over time.
 
    
 
   Compared to SF4, throws in SF5 are slightly easier to tech.  This is because normal throws have a 5-frame startup compared to the three frames in SF4. You still have a 7-frame window to tech once the throw has been executed by the attacker, meaning you have 12 frames (or 1/5th of a second) total to react.  
 
    
 
   Additionally, since there is no more crouch tech in SF5, pressing LP+LK while blocking low now results in a throw animation, whereas before in SF4 you’d get a much “safer” cr. LK.
 
    
 
   Be very cautious of whiffing a throw on defense.  Experienced players often bait throws and punish with huge damage that usually leaves you knocked down, with the threat of the throw still looming.  
 
    
 
   Here’s a simple way to practice teching the tick throw from the previous exercise.  
 
   1. Walk dummy Ryu to the corner, then put yourself in the corner so that the dummy is already in position once we start recording.
 
   2. In Dummy Settings, set Status to Playback Recording, then select Action Recording Settings.
 
   3. Select Recording Slot 1.  Now as soon as you move or press a button, you are controlling the dummy, and the game records all movement and actions until you pause the game.
 
   4. Walk forward for a moment, then perform the same tick throw you did in the previous exercise: cr. LP -> tiny step forward -> throw. 
 
   5. Pause the game.  If you think you could have performed it a little tighter, re-record it.  
 
   6. In Dummy Settings, select Action Playback Settings and set Recording Slot 1 to On.  Now when you un-pause, the dummy will playback your tick throw.
 
   7. Practice teching the tick throw until you can successfully tech ten times in a row.
 
    
 
   After a few minutes, you should be able to do it pretty consistently.  Try not to “guess” when the dummy will throw; try to react instantaneously instead.  
 
    
 
   In this instance, you may not even have to tech.  In my tests, you could cr. LP instead, which results in a Counterhit for the defender.  This is likely because Ryu’s cr. LP is +2 on block, but throws have a 5-frame startup.  This leaves a 3-frame gap during which the defender could counterattack.  
 
    
 
   Remember, in order to execute the tick throw properly, you need to take a small step forward to be in throw range.  This likely adds an extra frame or two, and allows the defender enough time to possibly press a button.  
 
    
 
   Additionally, note that cr. LP has a 4-frame startup and st. LP has a 3-frame startup.  If I recall correctly, standing in previous Street Fighter games added an additional frame to your move’s startup.  So, in this instance, st. LP and cr. LP have the same startup frames if you are starting from the crouching position. 
 
    
 
   Feel free to try out other moves, too. cr. MP and st. MP both have 5-frame startups, and they can still hit the dummy Ryu out of his throw. However, cr. LP and st. LP are just much more consistent and require less timing and precision. If you try st. MK, cr. MK, or any of the heavy attacks, the dummy Ryu will cleanly throw them out of their startup animation due to the fact that they have longer startups, along with the way the attack priority system works.
 
    
 
   What can we learn from this?  That low jab (cr. LP) is ridiculously strong in this game and is a valid form of defense against throws.  In my opinion, mashing low jab when you anticipate a throw or tick throw is better than trying to tech. My reasoning is that if you whiff a throw, you’ll be punished hard. 
 
    
 
   The main benefit of mashing low jab against a tick throw is that you can force the opponent to switch gears and attempt a frame trap next time instead.  We’ll delve more into frame traps next.
 
   


  
 



Basic Training Part IV: V-Gauge
 
    
 
   The implementation of the V-Gauge is the biggest change in the SF5 engine.  The V-Gauge has replaced the Ultra Meter from SF4.  It allows you to activate your character’s V-Trigger, which is unique to each character. 
 
    
 
   Some characters gain temporary power-up modes when activating V-Trigger. Ryu, Cammy, and Chun Li are such characters with power-up V-Triggers. Other character’s V-Triggers is a one-off action that can be used in a multitude of ways. This includes Nash, R. Mika, and Rashid.
 
    
 
   Even though there’s no more Ultra Meter, the V-Gauge is similar to the Ultra Meter in many ways: it resets every round and builds when you take damage, use your V-Skill, or score a Crush Counter.  Not to worry if these don’t make sense yet. We’ll get deeper into each of these soon.
 
    
 
   For now, let’s start with a simple exercise. We’ll begin with using Ryu’s V-Skill in order to build up V-Trigger.
 
    
 
   V-Gauge Exercise #1: Using Ryu’s V-Skill
 
   Every character’s V-Skill is unique to him or her.  Typically, V-Skills may enhance one element of a character’s weakness.  
 
    
 
   Ryu’s V-Skill is the parry.  If you remember Ryu’s parry from 3rd Strike, his parry allowed him to absorb any attack and immediately counter-attack while his opponent was vulnerable.  
 
    
 
   Here’s how to practice parrying:
 
   1. Set dummy Status to Playback Recording.
 
   2. Select Action Recording Settings.
 
   3. Select Recording Slot 1.
 
   4. Throw a LP Hadoken (D, DF, F+LP).
 
   5. Pause.  If you need to re-record, just select Recording Slot 1 again, or press the B button to go back to the Dummy Settings menu.
 
   6. Select Action Playback Settings.
 
   7. Set Recording Slot 1 to On.
 
   8. Go to Gauge Settings and set 1P Health Gauge to Normal.  
 
   9. Parry Hadokens until you run out of health, or get tired.
 
    
 
   You must press MP+MK right before the Hadoken hits you in order to parry it.  (Note that the parry has some startup frames and could take a few tries to get accustomed to the timing.)  
 
    
 
   If you find it difficult to press MP+MK together consistently, you can pause, go to Controller Settings, and set one of your buttons to MP+MK (such as the PPP or KKK buttons).  Personally, I prefer to set the KKK button to MP+MK to have one-button parries, which then makes it harder for me to screw up.
 
    
 
   Clearly, you have to parry quite a few Hadokens in order to build up a full V-Gauge, but this is good practice: the better you become at parrying, the stronger your Ryu becomes!
 
    
 
   After you feel confident parrying LP Hadokens, it’s time to move onto MP Hadokens.  Go back to Action Recording Settings and record a MP Hadoken in Recording Slot 2.  Next, return to Playback Settings and set Recording Slot 1 to Off and Recording Slot 2 to On.
 
    
 
   These settings are helpful for training against various attacks, or in this case, various speeds of Hadokens.  Now restart the battle and practice parrying MP Hadokens for one minute or until you run out of health--whichever comes first.
 
    
 
   Next, record an HP Hadoken in Recording Slot 3 and EX Hadoken in Recording Slot 4.  You can practice parrying each of them individually. When you’re ready, you can set all four Recording Slots to On in Playback Settings.
 
    
 
   Here are some more general parrying tips:
 
   • When you first begin the exercise, stand on the opposite side of the screen to give yourself as much time to parry as possible.
 
   • Be sure to get a good feel for parrying slow (LP) Hadokens before you move up the ladder.
 
   • As you begin to feel more comfortable, try moving to about mid-screen, then move a bit closer.  In a real battle, you’re more likely to encounter Hadokens at this range.  
 
   • If you have a hard time pressing MP+MK together consistently when it counts, especially against multi-hit moves, try setting either your PPP or KKK button to MP+MK in Control Settings.
 
   • The parry will still come out regardless of the direction you are pressing or holding on the controller. This means that you can be blocking low or high, or walking back and forward, before you parry.
 
    
 
   V-Gauge Exercise #2: Activating Ryu’s V-Trigger
 
   After parrying enough Hadokens, you’ll eventually build a full V-Gauge.  
 
    
 
   Once Ryu has a full V-Gauge, which starts flashing red and says V-Trigger, you can activate V-Trigger by pressing HP+HK simultaneously.  
 
    
 
   But before that, pause the game, go to Dummy Settings, and set State to Stand and Guard to None.
 
    
 
   Once activated, Ryu’s V-Trigger puts him into Denjin Mode, which drastically increases the speed and damage of his Hadokens, as well as increases damage on his Shoryuken.  It also increases stun values on all punches. It’s basically like his Super Saiyan mode!
 
    
 
   Denjin Mode also allows you to charge the Hadokens by holding down the punch button instead of tapping it, similar to his Denjin Hadoken Super Art in 3rd Strike. A fully charged Hadoken in Denjin Mode temporarily stuns a blocking opponent (otherwise known as a guard break), which then allows you to continue into a combo.
 
    
 
   It sounds complicated, so let’s break it down into easy steps:
 
   1. Activate V-Trigger by pressing HP+HK.  Ryu is now in Denjin Mode and the V-Gauge slowly depletes from full to empty.  
 
   2. Throw Denjin Hadokens until your V-Gauge is empty.  Try light, medium, and heavy versions of each Hadoken; and do the same with the EX version to see how their speeds differ.  Remember you can charge the Hadokens by holding down the button(s) at the end of the motion instead of tapping. 
 
   3. Repeat.
 
    
 
   By now you probably noticed that you could only manage a few Hadokens before your V-Trigger runs out.  To remedy this, go to Gauge Settings and set V-Trigger to Autorecover.  Now you can activate V-Trigger again immediately after it ends and throw more Hadokens. 
 
    
 
   To make the dummy block all your Hadokens, go back to Dummy Settings and set Guard to All.  Now is the time to practice charging the different strengths of the Hadokens to see how long a full charge takes.  Note that LP Hadoken takes the longest amount of time to charge, while EX (QCF+PP) takes the shortest.
 
    
 
   Stand near the opponent and throw a variety of charged Hadokens at different speeds.  Notice that the guard break only lasts for a second, so it’s a good idea to practice attacking immediately after guard break hits. 
 
    
 
   In fact, try using this practical combo after guard break: F+HP, st. MP, st. HP, st. HK.  This is easiest if you have the dummy cornered and are standing right next to him.  It’s okay if you can’t execute this fully right away. (That’s the point of practice!) We’ll come back to it later in more detail. 
 
    
 
   Now that you have a handle on his Hadokens while in Denjin Mode, let’s take a closer look at his Shoryuken.  
 
   1. In Dummy Settings, set state to Player Recording.
 
   2. Select Recording Slot 1 which will allow you to control the dummy.
 
   3. Walk toward your Ryu and perform a j. HK, aiming for Ryu’s shoulders.
 
   4. Pause, then select Set Playback Settings and set Recording Slot 1 to On then un-pause.  Now the dummy will jump at you repeatedly.
 
   5. Use MP Shoryuken as late as possible and notice the increased damage and stun while in Denjin Mode.  
 
    
 
   If you are having difficulty, set State back to Dummy and practice MP Shoryuken until you can successfully execute it ten times in a row.
 
    
 
   V-Gauge Exercise #3: V-Reversal
 
   In addition to using your full V-Gauge on V-Trigger, you can choose to use one stock of it for a V-Reversal.  
 
    
 
   A V-Reversal is similar to Alpha Counters from the Street Fighter Alpha series. All characters have different V-Reversals: some knock down, some provide a short pushback, and others are evasion moves that don’t do damage.  
 
    
 
   For Ryu’s V-Reversal, press F+PPP when in block stun. Let’s dive further into Ryu’s V-Reversal.
 
   1. In Gauge Settings, set 1P V-Gauge to Autorecover.
 
   2. In Dummy Settings, set State to Player Recording.  
 
   3. Now select Recording Slot 1 and record cr. MP xx Hadoken with dummy Ryu and then practice using our V-Reversal against it.
 
   4. Walk dummy Ryu closer to you, then record cr. MP xx Hadoken.  If that seems too difficult right now, you can replace it with cr. HK instead. Just record Ryu doing his sweep, cr. HK.
 
   5. Pause the game, go to Dummy Settings -> Set Playback Actions and set Recording Slot 1 to On.  Now dummy Ryu will cr. MP xx Hadoken repeatedly once he is close enough to you.  
 
   6. Walk as close to the dummy Ryu as possible and hold down-back to block low.
 
   7. Practice V-Reversal by pressing F+PPP as soon as the cr. MP makes contact as you’re blocking.  
 
    
 
   Your V-Gauge settings should still be set to Autorecover so you should already have a full V-Gauge to work with.  As soon as the cr. MP makes contact, immediately press F+PPP to perform the V-Reversal.  If you have trouble pressing all three punch buttons together, then use the PPP button (to the right of HP on a fightstick or the L1 trigger on a PS4 controller).  
 
    
 
   V-Reversals can be performed in the middle of a blockstring, too. So, for the blockstring we’re training against (cr. MP xx Hadoken), you can V-Reversal after blocking cr. MP or the Hadoken.  
 
    
 
   Practice using V-Reversal both before and after the Hadoken for one minute, or until you get the hang of it.  Once you’re comfortable with each V-Reversal opportunity, switch sides and practice both again.
 
   


  
 



Intermediate Training Part I: Essential Combos & Blockstrings
 
    
 
   Developing the muscle memory required to perform Ryu’s optimal and most practical combos in real matches is important to becoming a strong player.  
 
    
 
   In this section, we’re going to cover what I believe to be Ryu’s most important combos to learn, as well as how to integrate Crush Counters into your game. (One thing to keep in mind is that these combos were developed at various stages of the beta, and thus, may change in the final release.) 
 
    
 
   Exercise #1: Relatively Safe Blockstring - LK xx LP Hadoken
 
   Simply, LK xx Hadoken is the new cr. MK xx Hadoken.  Although the range is shorter than it was in SF4, it’s much more useful for up-close and mid-range poking.
 
    
 
   In Dummy Settings, set State to CPU level 4.  Then in Gauge Settings, set 2P Health to Autorecover.  
 
    
 
   Now practice using ONLY st. LK xx Hadoken by beating the dummy for three rounds with just st. LK xx Hadoken.  Anti-air appropriately if they jump, but all offense should consist of only st. LK xx Hadoken.
 
    
 
   Exercise #2: Zero-bar Corner Carry - st. MP, cr. HP xx MK Tatsu
 
   This is a good combo for practicing double-tapping.  
 
    
 
   Double-tapping is a method of pressing buttons with the purpose of improving the accuracy required for a link, blockstring, or any other attack.  When using a fightstick, you use your middle and index finger, leading with your middle finger, to hit the same button in quick succession. The timing and motion are similar to how you might drum your fingers from right to left if you were bored in class, except you use only your middle and index finger.  This is a useful habit to build because it helps reduce errors and improves the precision required for many links and combos.  
 
    
 
   Stand as close as the dummy as you can, and with the stick in neutral, double tap st. MP. Then immediately press cr. HP.  Double tap both buttons to ensure the maximum number of chances to hit the link.
 
    
 
   After you see the cr. HP make contact, immediately roll the stick to back and finish the Tatsu motion by double tapping MK. In this instance, we use MK because HK puts you behind the opponent after you land (which can be good if you’re trying to get out of the corner), and LK doesn’t do as much damage.  MK is the go-to Tatsu in this game.
 
    
 
   Exercise #3: Dizzy Corner Combo - j. HK, B+HK, st. LK xx HP Shoryuken (302 damage/511 stun)
 
   This combo shows you how the Axe Kick (B+HK) can be used in a combo, as well as how LK can be linked after it then cancelled into HP Shoryuken.  This is my go-to combo for after a dizzy in the corner.
 
    
 
   Exercise #4: Critical Art Combo: j. HK, B+HK, st. LK HP Shoryuken xx Critical Art (482/511)
 
   This is a good combo to do off of a dizzy because the HP Shoryuken easily links after the Axe Kick. Plus, it’s an easy cancel into the Critical Art.
 
    
 
   Exercise #5: Critical Art Combo Juggle: LK Tatsu -> Critical Art (366/240)
 
   Juggling after LK Tatsu is one of Ryu’s most common ways to land Critical Art.  This is possible both in and outside V-Trigger.  
 
    
 
   Generally, you want to be as close to the opponent as possible, or else the Critical Art will whiff, or miss, causing you to waste all of your meter.
 
    
 
   For example, st. HP, cr. HP xx LK Tatsu -> Critical Art will work, but st. MP, cr. MP xx LK Tatsu -> Critical Art will not due to a pushback (unless you’re already in the corner).
 
    
 
   Exercise #6: Chip Damage - cr. MK xx Hadoken xx Critical Art (344/190)
 
   The motion for this combo is kind of like playing the piano. Since we’re on that topic, this is a good time to talk about pianoing.  Pianoing is a technique that I was first introduced to in 3rd Strike and is similar to double-tapping. This technique helps you increase the chances of hitting your Critical Art and reduce the margin of error. As a side note, this is another instance where using a fightstick can be advantageous compared to a standard controller.  
 
    
 
   This combo is important because you will likely run into many situations towards the end of a round when the opponent has very little life and you have a full Critical Gauge.  Since there is no chip damage death except via Critical Art, this combo can be useful to end a round, even if it’s blocked.  
 
    
 
   The timing of this can be tricky at first, so if you aren’t proficient at doing cr. MK xx Hadoken, you need to practice that until you can do it ten times in a row first.  Once you have that down, you simply perform another QCF motion and punch.
 
    
 
   As you complete the second QCF motion, instead of pressing a single punch button, press all three punch buttons in quick succession with your ring, middle, and index fingers.  I find it most natural to go from right to left, but some people might prefer to go from left to right. Either way, when you look at the Key Display (you remembered to turn that on in the training mode options, right? Right??), you should see each punch button displayed on a separate line.  
 
    
 
   This technique effectively triples your chances of pressing the punch button at the right time in order for the Critical Art to connect.
 
    
 
   Exercise #7: st. MP into Target Combo
 
   st. MP has a lot of utility in Ryu’s offense.  One particular use is after st. LP, which leaves you at +2 on block.  Since it connects with crouching opponents, you can create a 3-frame gap by following it up with st. MP.
 
    
 
   If the opponent attempts to press a button or throw, the st. MP will score a Counterhit.  But here’s the thing: st. MP pushes the opponent too far back to follow it up with another st. MP or cr. MP.  His target combo starts with st. MP, so you’ll have enough time to visually hit-confirm into st. HP, st. HK with some practice.
 
    
 
   Here’s how to practice hit-confirming st. MP into Target Combo:
 
   1. In Dummy Settings, set Status to Stand, Guard to First Attack Only, Counter to On, Stun to No Stun.
 
   2. Stand at point-blank range and press st. LP which the dummy blocks.  Then press MP to trigger a Counterhit state; continue by pressing HP then HK.  See how long you can wait after st. MP and still have the st. HP connect.  After you’ve practiced getting the timing down pretty well, move onto the next step.
 
   3. Set Guard to Random.  Now the dummy won’t always block the first attack (st. LP).  But if it doesn’t, remember that Counter is still set to On and that a Counterhit LP links into st. MP and the rest of the Target Combo quite easily.
 
    
 
   Now if the st. LP scores a Counterhit, you confirm into the target combo (st. MP, st. HP, st. HK) for four easy hits and a knockdown (187 damage/286 stun). If the dummy blocks the first hit but doesn’t block the st. MP and you get a Counterhit, then you confirm into the rest of the Target Combo.
 
    
 
   However, if the dummy blocks both st. LP and st. MP, then you can continue into st. LK xx LP Hadoken for a relatively un-punishable blockstring and be pushed back to a safe distance.  This is where it gets harder.
 
   4. Set Counter to Random.  Now the dummy may or may not block st. LP, and may or may not block st. MP; and if it doesn’t block one or both, you may or may not score a Counterhit.  This is about as close as you can get to simulating a real scenario in a real match.  
 
    
 
   If the dummy gets hit by st. MP and you don’t get Counterhit, then it’s going to be pretty hard to hit-confirm into the Target Combo.  If you don’t get a Counterhit on st. MP, you should continue to st. LK xx Hadoken, because whether or not st. MP is blocked or hits, st. LK xx Hadoken is still a good string.
 
    
 
   It sounds a bit confusing, but check out this flowchart I made that might help clear things up for you:
 
    
 
    [image: ] 
 
   


  
 



Intermediate Training Part II: Crush Counters
 
    
 
   In this exercise, you’re going to learn how to use Wake-up Action Recording and how Crush Counters work.  
 
    
 
   Crush Counters are brand new to the series, but are an important part of SF5.  Think of them as a “super” Counterhit because of the massive amount of hit advantage they provide when they connect.  
 
    
 
   Hit Advantage - Hit Advantage refers to the number of frames you have to connect the next move in a combo.  For example, if a move is “+5 on hit”, that means you could follow it up with a move that started up in five frames or less and the second move would combo.  
 
    
 
   All Crush Counters are performed with either HP or HK.  Each character has either two or three Crush Counter attacks.  (Ryu has two: st. HK and st. HP.)  
 
    
 
   There are two types of Crush Counters.  One causes a juggle state; and the other causes an extended ground spin-out state.  
 
    
 
   Juggle state means the opponent is airborne and can be “juggled” with another hit if timed properly and at the appropriate range.  Ryu’s st. HP juggles when you score a Crush Counter.
 
    
 
   The extended ground spin-out state (there might be a better term, but that’s what I’ve been calling it) is really just a significantly higher Hit Advantage, except the opponent visibly spins. This spin is an indicator of your landing a Crush Counter.  Ryu’s st. HK keeps the opponent grounded when you score a Crush Counter.
 
    
 
   Crush Counter Exercise #1: Punishing Reversals
 
   The most common way new players will score Crush Counters is after a blocked Reversal.  By hitting the opponent with your Crush Counter attack while in recovery frames of a special move with invincibility, you open up big damage possibilities.  
 
    
 
   Let’s start by setting the dummy to Shoryuken on its wake-up.  
 
   1. Go to Dummy Settings and navigate to Wake-up Recovery options.  Then select Recording Slot 1 to start the timer’s countdown from 3 to 0. As the dummy gets up, perform a wake-up MP Shoryuken.  You’ll know you timed it correctly if it says Reversal.  It might take a few tries to get it right.
 
   2. Now return to Dummy Settings and select Set Playback Recovery.  Set Recording Slot 1 to On.  
 
   3. While still in Dummy Settings, set Recovery to Normal.  Now when you knock down the dummy, he’ll perform a Normal Recovery (or Quick Rise) and then Shoryuken on wake-up.
 
   4. Practice your Crush Counter punish.  Knock down the dummy with a throw (LP+LK) or sweep (cr. HK) and block the wake-up Shoryuken when he gets up.  
 
    
 
   Ryu has two Crush Counters: st. HP and st. HK.  Alternate between each of them and observe the differences. You’ll see that st. HP will cause the juggle state mentioned above and st. HK will cause a spin-out state.  
 
    
 
   If you time it right, you’ll see the Crush Counter notification on the left side of the screen.
 
    
 
   If you do it too early, like while the dummy is still mid-air, st. HK will still cause a juggle state when it connects.
 
    
 
   Now after you’ve practiced both a few times, try punishing only with st. HK so that the dummy stays grounded, allowing you to continue a combo.  
 
    
 
   A simple and practical combo in this situation is:
 
    
 
   st. HK, st. MP, st. HP, st. HK
 
   or
 
   st. HK, st. MP, st. MP, st. HP, st. HK
 
    
 
   All said and done, it causes 294 damage plus 447 stun--not bad for a combo that requires no motions or tight timing.  
 
    
 
   Spend two minutes practicing this, or until you can do it with ease five times in a row.
 
    
 
   Crush Counter Exercise #2: Meaty Timing on Wake-up
 
   In this exercise, you’re going to use the Wake-up Action function to mash cr. LP on wake-up and use your Crush Counter as a meaty.
 
    
 
   Meaty - A meaty is an attack that is timed to connect as the opponent gets up from a knockdown.  Meaties force the opponent to block or take the damage from the hit.  A properly timed meaty attack will beat a wake-up throw, jump, and any attack without startup invincibility.
 
    
 
   To properly train meaty timing, we’re going to first set the dummy to mash low jab (cr. LP).  Mashing low jabs is a very common situation against players of all skill levels because low jab can be very effective at stopping offense due to its ease of execution and seemingly low risk.  
 
    
 
   By spending a little bit of time handling this situation, you’ll learn not to let low jab irritate you.
 
   1. In Dummy Settings, go to Set Wake-up Action Recording, then Recording Slot 1.  The timer will count down to zero, after which you take control of the dummy.  
 
   2. Record the dummy mashing cr. LP.  You can try not mashing it, but I find that it’s difficult to time it perfectly. Without mashing, you risk nothing coming out because the dummy would press cr. LP before the wake-up animation completes. Better to just get it right.
 
   3. In Dummy Settings, select Wake-up Action Playback and set Recording Slot 1 to On.  Test that you did the first step properly by knocking down the dummy.  Remember that the dummy’s Recovery should still be set to Normal.
 
    
 
   Note:  If the dummy doesn’t hit cr. LP on wake-up, you have to re-record your Wake-Up Action in Recording Slot 1.  This can definitely take a little while to get the hang of it, so don’t give up!  The Wake-Up Action Recording screen includes a little timer that tells you how fast you were at hitting the button.  I’ve found that it needs to be below 0.5 and above 0 seconds.
 
   4. Perform a simple knockdown with MK Tatsu (or for extra credit, st. MP, cr. HP xx MK Tatsu), then dash forward immediately after you land.  Why MK Tatsu?  Because HK puts you behind the dummy, and LK doesn’t put you close enough to the dummy.
 
   5. Practice your meaty Crush Counter timing.  As the dummy gets up, time your st. HP to connect right as the wake-up animation finishes.  If you timed it right, you’ll get a Crush Counter and will send the dummy into juggle state.  If you timed it wrong, the dummy will hit you with low jab before the st. HP comes out.  
 
    
 
   Why st. HP?  Okay, to answer that, how about you try st. HK for funsies?  You’ll find that st. HK always loses to the low jab--likely because the hitbox isn’t low enough to make contact.  If you set the dummy State to Crouch, st. HK never makes contact.
 
    
 
   After you have the timing down for Normal Recovery, try it with Back Recovery.  
 
    
 
   In Dummy Settings, set Recovery to Back.  The dummy now flips backwards when knocked down, creating slightly more space after the MK Tatsu.  However, you should still be able to dash forward and get the st. HP Crush Counter with very little difference in timing.
 
    
 
   In essence, both Back Recovery and Normal Recovery can be meatied by the same st. HP Crush Counter, though the timing varies slightly with each.
 
    
 
   Crush Counter Exercise #3: Guard Recovery Practice
 
   Guard Recovery is a little tricky.  We’re going to set the dummy to mash throw right after blocking a jump-in. With this, you can see how Crush Counters can work against your opponent if you anticipate him mashing throw or a button.
 
   1. In Dummy Settings, go to Set Guard Recovery Action.
 
   2. Select Recording Slot 1 and press throw (LP+LK) immediately after the dummy “shakes” from blocking. For this, you want to mash throw as many times as possible once the timer counts down to zero.  Yes, you could try to time it perfectly, but after lots of trial and error myself, I’ve found simple mashing to just work better.
 
   3. In Dummy Settings, go to Set Guard Recovery Actions and set Recording Slot 1 to On.  
 
   4. In Dummy Settings, set Guard to All.  You want to make sure that the dummy blocks all your jump-ins, so don’t forget this step.  
 
   5. Test to make sure you recorded the throw correctly by attacking the dummy with any button.  If the dummy doesn’t throw immediately after blocking, go back to Step 2 and try again.
 
   6. Jump in with j. HK and want to aim for the shoulders or the waist. Note that the timing needed to score a Crush Counter will vary based on where you make contact on the body.  You’ll know you did this right if the dummy immediately throws you after you land. 
 
   7. Practice timing your st. HP Crush Counter after landing from the j. HK.  Alternate between using st. HP and st. HK after the dummy blocks your jump-in.  If you timed it right, you’ll score a Crush Counter.  If you did it too early, the dummy will remain in blockstun from the block advantage of your j. HK.  If you pressed st. HP too late, the dummy will throw you.
 
    
 
   Remember, Ryu has two Crush Counters and either st. HP or st. HK will work in this case.  In most instances, though, st. HK is better because it keeps the opponent grounded.  st. HP will launch the opponent, leaving you fewer combo opportunities.  
 
    
 
   Now that you know how to practice and recognize Crush Counter opportunities, let’s talk about what to do once you actually land one!
 
    
 
   Crush Counter Exercise #4: Zero-Bar and V-Trigger Punishes
 
   Ideally, a strong Street Fight player can figure out Ryu’s most practical punishes for different situations. You would be a fearsome opponent if you learn the nuanced versatilities of every punish and can make the most of each opportunity.  Since you’re likely to fight players of varying skill levels, you’re also likely to get varying opportunities for Crush Counter punishes from a blocked Reversal, like with a Shoryuken.
 
    
 
   The goal here is to gain enough experience and practice so that you can perform the optimal punish for various different meter and round/life situations. 
 
    
 
   A good place to start practicing is with a zero-bar punish and a zero-bar punish with V-Trigger. The reason is that sometimes you won’t have the resources to spend on a bigger punish, or you may not want to spend this meter for whatever reason. So, it is in these cases that the zero-bar punish makes sense. 
 
    
 
   Ryu’s easiest, most practical zero-bar punish that starts with a Crush Counter is: 
 
    
 
   st. HK, st. MP, st. MP, st. HP, st. HK
 
    
 
   Broken down into colloquial terms, the combo is his Crush Counter, linked into st. MP, which links into his Target Combo.  This should be easy for most players.  It requires no complicated motions or timing, so most players can hit it consistently after a bit of practice.  
 
    
 
   But what if you have V-Trigger?  Even better, because it turns out that Ryu has a similar but slightly more complicated combo that delivers more stun than any other V-Trigger zero-bar combo I’ve found. Observe:
 
    
 
   st. HK, st, MP, cr. HP xx V-Trigger, st. MP, st. HP, st. HK
 
    
 
   This does 308 damage and a whopping 550 stun!
 
    
 
   For slightly more damage, you could substitute the Target Combo at the end for a linked HP Shoryuken (which could then cancel into Critical Art for even more damage).  Or you could do st. MP xx MK Tatsu for a zero-bar corner push. 
 
    
 
   But for a relatively simple button sequence with only one direction (down) needed, you got to give it some credit. After all, that’s a lot of stun!
 
   


  
 



Advanced Training Part I: Wake-Up Action Recording and Why It’s Important
 
    
 
   Wake-Up Action Recording and Guard Recovery Action Recording are, in my humble opinion, the two most significant new features of training mode in SF5.  This is because in previous versions of the franchise, it was such a hassle. For example, the only way to train against various wake-up scenarios was to either record the dummy doing exactly what you want on wake-up or to have a training partner there with you.
 
    
 
    In SF5, you can now easily (well, with a little practice) record different wake-up actions into as many as five available Recording Slots, and the dummy will randomly choose which one to do on wake-up. That’s a huge time-saver and makes for more practical training for real matches. 
 
    
 
   In this section, I’m going to cover what I believe is an effective way to use Wake-Up Action Recordings. We’ll also learn how to record common wake-up options, so you can be better prepared for these scenarios in battle.  
 
    
 
   Wake-up Action Exercise #1: Set the Dummy to Mash Low Jab
 
   Wake-up low jab is very effective in SF5 because of its fast startup, relatively low risk, and its ability to stop many mis-timed meaty attacks. 
 
    
 
   It’s likely that you’ll be hit by low jab in many knockdown scenarios, and since they’re so effective, they’ll be used widely...at least until people get punished enough times for doing them.  (Please do your part in ensuring that people do not mash low jab.) Until then, it’s important to figure out what to do about it in common situations.
 
    
 
   Let’s start with what to do after the common combo, st. MP, cr. HP xx MK Tatsu.
 
    
 
   Wake-up Action Exercise #1: Set the Dummy to Mash Low Jab
 
   1. In Dummy Settings, set Recovery to Normal and Stun to None.
 
   2. Record low jab as Wake-Up Action #1.  Navigate to Record Wake-up Actions, then select Recording Slot 1.  Now the countdown begins and you control what the dummy does on wake-up.  After the dummy is on his feet, press D+LP repeatedly.  You can hold down and just mash low jab.  This might take a few tries, because for some reason, the timing is a little weird after the timer counts down to zero.  After the timer counts down to zero, it starts to count up once you’re controlling the dummy.  Generally, if the timer says 0.5 or higher, you pressed the button too late.  Aim for 0.1-0.4 in order for this exercise to work.  For perfect accuracy, the game will say Reversal if you time it properly.  Once you think you’ve got it, then move on to Step 3.  
 
   3. Go to Set Wake-Up Actions and set Recording Slot 1 to On.
 
   4. Hit the combo we covered earlier: st. MP, cr. HP xx MK Tatsu.  If you recorded it properly, he should wake up with low jab.  If he didn’t, then you need to go back to Step 2 and re-record.  This took me quite a while the first time I tried and I still have trouble with it, so don’t get discouraged.  After you’re confident that you’ve timed low jab properly, you can move on to the next step.
 
   5. Perform the combo again, but this time immediately dash forward and hit st. HP after the dash finishes.
 
    
 
   If you did it correctly, the dummy will wake up with a low jab, as you recorded, and you’ll score a Crush Counter.  If you mis-timed the st. HP, then it’s likely the low jab will hit you before the st. HP becomes active or during your dash, which means you did the st. HP too late.  Try hitting st. HP sooner and double-tapping it to increase your chances of timing it properly.  
 
    
 
   Once you are able to consistently hit the st. HP Crush Counter after MK Tatsu, you can try it with LK and HK.  Try doing the same combo, but end it with LK Tatsu instead of MK. You’ll find that you will have to wait a split second after the dash in order to Crush Counter; otherwise the st. HP will whiff.  
 
    
 
   If you use HK Tatsu, you’ll end up behind the dummy and won’t need to dash at all. From there, you can just press st. HP a split second after you land.  Remember: if you time this wrong, either the st. HP will whiff, or the dummy will hit you out of st. HP’s startup and will score a Counterhit.
 
    
 
   Wake-Up Action Exercise #2: Neutral Jump
 
   Certainly (or thankfully?), not everyone will know the power of low jab on wake-up, so you won’t always have to have a counter for it.  Perhaps a more common scenario to learn against newer players is dealing with jumping on wake-up.  
 
    
 
   Once players have had that nasty habit of uppercutting on wake-up beaten senselessly out of them (read: they’ve been hit with massive Crush Counter combos one too many times), they’ll likely try other options, like just holding up to jump on wake-up and hoping that you won’t be able to stop it.
 
    
 
   Thankfully, with the SF5 Wake-Up Actions feature, we can train specifically against this option much more easily than in previous Street Fighter games.
 
   1. In Dummy Settings, navigate to Record Wake-Up Actions and select Recording Slot 2.
 
   2. Now before the timer counts down to zero, simply hold up and the dummy will jump immediately on wake-up.
 
   3. Go back to Dummy Settings and select Set Wake-Up Actions.
 
   4. Now turn off Recording Slot 1 and set Recording Slot 2 to On.  When you un-pause and sweep the dummy, he will now immediately jump on wake-up. 
 
   5. Practice st. MP, cr. HP xx MK Tatsu, then dash up and st. HP.  
 
    
 
   If you timed it properly, the st. HP will connect when the dummy is on the ground.  This means that you caught him in pre-jump frames.  
 
    
 
   If the st. HP connects while the dummy is in the air, this means you connected with st. HP too late and caused a reset, so there is no way to continue the combo.
 
    
 
   Reset - an airborne state where the opponent is launched into the air, but is not able to be followed up with another hit. 
 
    
 
   You might notice that you didn’t get a Crush Counter because the opponent was not in a Counterhit state.
 
    
 
   Repeat this exercise until you can consistently hit the dummy before he’s airborne on both sides ten times in a row.
 
    
 
   Wake-Up Action Exercise #3: Back Dash
 
   The startup “invincibility” that occurred on every character’s backdashes once played a big part of defense in SF4.   When players backdashed, this meant that characters were able to avoid lots of meaty wake-up pressure situations.  Characters with especially good back dashes, like Rose and Chun Li, were able to abuse this feature against many characters.
 
    
 
   In SF5, backdash hit-induced invincibility has been removed.  Now backdashes are invulnerable only to throws. The other change is that hitting opponents while in a backdash state results in a Counterhit.
 
    
 
   Let’s build on the Wake-Up Action exercise from above:
 
   1. In Dummy Settings, Set Recovery to Normal.
 
   2. In Dummy Settings, select Record Wake-Up Actions and select Recording Slot 3.
 
   3. Now that you’re controlling the dummy, backdash on wake-up.  You should be able to mash backdash quickly as soon as the dummy gets up.
 
   4. In Dummy Settings, select Set Wake-Up Actions.
 
   5. Set Recording Slot 2 to Off and Recording Slot 3 to On.  Set Recording Slot 1 to Off as well, in case you still had it set to On.
 
   6. Un-pause and sweep the dummy to make sure he backdashes on wake-up.
 
   7. Practice st. MP, cr. HP xx MK Tatsu, then dash up and press st. HP.  If you timed it properly, you’ll score a Crush Counter.  If you don’t get a Crush Counter, you probably dashed or hit the button too late.  
 
    
 
   Wake-Up Action Exercise #4: Throw
 
   Throws are important because they connect even if the opponent is blocking.  However, they are considered risky due to the possibility of whiffing if the opponent is out of range.  In 3rd Strike, if you whiffed a throw on defense, you got severely punished by an experienced opponent. 
 
    
 
   In SF4, throws were much safer due to the ability to crouch tech. A crouch tech is when the defender presses LP+LK together while holding down-back to block.  This is a simple option select wherein the game engine determines what action comes out based on the attacker’s decision.  So, if the attacker throws, the game thinks that the defender “teched” the throw because LP and LK were pressed simultaneously.  Conversely, if the attacker does not throw, the defender gets a cr. LK which could be converted into a high-damage combo, or mashed to create space between the attacker. 
 
    
 
   Crouch tech heavily skewed the “risk/reward” equation in the defender’s favor and has since been removed from SF5. You can’t crouch tech in SF5 because even if you’re blocking low when you press LP+LK, a throw will be performed and will put you into the throw animation.  
 
    
 
   Additionally, hitting someone during his or her throw animation results in a Counterhit--a marked difference from SF4.
 
    
 
   Now that we know a bit more about throwing in SF5, let’s build on our Wake-Up Action Exercise from above by having the dummy perform a wake-up throw so that we can be better prepared in battle:
 
   1. In Dummy Settings, Set Recovery to Normal.
 
   2. Select Record Wake-Up Actions and select Recording Slot 4.
 
   3. Mash throw on wake-up.  You should be able to mash throw as soon as the dummy gets up.
 
   4. In Dummy Settings, select Set Wake-Up Actions.
 
   5. Set Recording Slot 3 to Off and Recording Slot 4 to On.  Set Recording Slots 1 and 2 to Off as well, in case you still had them set to On.
 
   6. Un-pause and sweep the dummy to make sure he throws on wake-up.
 
   7. Practice st. MP, cr. HP xx MK Tatsu, then dash up and throw.  If you timed it properly, the dummy will tech.
 
   8. Do the same combo and dash up, but this time press st. HP to Crush Counter.  If you timed it properly, you should get a juggle state after the Crush Counter.  If you timed it wrong, the dummy will likely throw you.  
 
    
 
   Wake-Up Action Exercise #5: Wake-Up Shoryuken
 
   As we’ve established earlier, blocking a wake-up Shoryuken puts the opponent into a Counterhit state, allowing you to easily connect with a practical, high-damage combo.  This makes wake-up Shoryukens (and other Reversals with startup invincibility) extremely risky for the defender.
 
    
 
   At least in SF4 it was possible to make lots of Reversals (such as Uppercuts) safe on block by using two EX meters on a Focus Attack Dash Cancel (FADC).  This, combined with the Ultra Meter, made wake-up situations extremely dangerous for the attacker. It skewed the risk/reward equation in the defender’s favor, especially if he had a lot of resources to work with late in the round.
 
    
 
   Unfortunately (or fortunately, depending on your perspective), the changes in SF5, including the removal of FADCs, mean Shoryukens and other Reversals are no longer able to be made safe on block, and are riskier now than ever before (especially when combined with the possibility of additional Crush Counter damage potential).
 
   .
 
   With that said, wake-up Shoryukens and other Reversals are still a possibility that we need to be prepared for, so let’s continue to build on our Wake-Up Action Exercises by having the dummy perform a wake-up Shoryuken:
 
   1. In Dummy Settings, Set Recovery to Normal.
 
   2. In Dummy Settings, select Record Wake-Up Actions and select Recording Slot 5.
 
   3. Input a MP Uppercut to finish right as the dummy is waking up.  You’ll know you did it right if you see the Reversal notification on the right side of the screen.  This may take a few tries to time it properly, so be patient.  (It’s worth noting that even if it appears that you recorded it properly and the Reversal notification shows, the dummy still may not perform it properly when you play it back for whatever reason.  I have no idea why, but it just means it could take a while to get the hang of it.)
 
   4. In Dummy Settings, select Set Wake-Up Actions.
 
   5. Set Recording Slot 4 to Off and Recording Slot 5 to On.  Set Recording Slots 1-3 to Off as well, in case you still had them set to On.
 
   6. Un-pause and sweep the dummy to make sure he Shoryukens on wake-up.
 
   7. Practice st. MP, cr. HP xx MK Tatsu, then dash up and press st. HP to Crush Counter.  If you timed it properly, you will get hit by the Shoryuken and the Counter and Reversal notifications will appear on the right side of the screen.  
 
    
 
   What’s the point of dashing up and getting hit, you may wonder.  Well, not every special move has invincibility on wake-up, so this is just an example to show how you can record special moves on wake-up in order to test invincibility.
 
    
 
   Furthermore, this leads into our next exercise.
 
    
 
   Wake-Up Action Exercise #6: Putting Them All Together
 
   By now, you should have all five Recording Slots full and have practiced against each of them individually. Now it’s time to simulate a real match.
 
    
 
   Using the Wake-Up Actions feature, we can set all Recording Slots to On so that the game will randomize which one to choose on wake-up.  
 
   1. In Dummy Settings, set Recovery to Normal Recovery.
 
   2. In Dummy Settings, select Wake-Up Actions.
 
   3. Set Recording Slots 1-5 to On.
 
   4. Un-pause and sweep the dummy repeatedly.  Notice how the game cycles through the different wake-up options randomly.
 
   5. Practice your st. MP, cr. HP xx MK Tatsu combo, and then dash up and st. HP to Crush Counter.  
 
    
 
   Try this against all of the options and notice how st. HP beats all except the wake-up Uppercut.  The benefit of having this slot turned on is that if you get a Crush Counter from one of the other four slots, the dummy will again choose another option when it lands.  
 
    
 
   Sometimes that option is slot 5, the wake-up Shoryuken, and thus you get some extra practice to react to a blocked/whiffed Shoryuken and punish accordingly with one of the Crush Counter combos we covered earlier.
 
   


  
 



Advanced Training Part II: Normal Recovery Vs. Back Recovery
 
    
 
   New to SF5 is a different type of wake-up option called Back Recovery.  Back Recovery creates additional space between the attacker and defender because the defender does a backflip on wake-up.  This is different from a Normal Recovery wherein the defender just gets up from the ground from a soft knockdown.
 
    
 
   Normal Recovery is performed by pressing down or any two punch buttons the moment you get knocked down.  Back Recovery is performed by pressing back or any two kick buttons the moment you get knocked down.  
 
    
 
   We’ve covered how to punish mashing low jab on a Normal Recovery, but what if our opponent uses Back Recovery instead of Normal Recovery?  Let’s test it and find out.
 
    
 
   Back Recovery Exercise #1
 
   1. In Dummy Settings, set Recovery to Back.
 
   2. Set all Wake-Up Recovery Recording Slots to Off except Slot 1 which was cr. LP.  
 
   3. Do the same st. MP, cr. HP xx MK Tatsu combo as before.  The dummy will now do Back Recovery instead of Normal Recovery, putting him slightly further away.
 
   4. Attempt a st. HP Crush Counter as you did before.
 
    
 
   You’ll notice that the timing is slightly different, but it should be relatively easy to adjust to.  
 
    
 
   Once you can do it a few times, set Recovery to Random.
 
    
 
   Now the dummy will alternate between Normal and Back Recovery, or sometimes do nothing at all.  After a few tries, you’ll see that you have to adjust your timing slightly to cover Back Recovery with the same move.  If you aren’t conscious of this tiny adjustment, you will likely get hit by the dummy’s cr. LP because you waited too long. 
 
    
 
   This exercise is useful in real matches because you’ll never know for sure which recovery an opponent will choose, so training for each possibility is important in order to give yourself the best chance to succeed. 
 
    
 
   Back Recovery + Slots 1-4
 
   The next level of training involves Back Recovery on all of the different options.
 
    
 
   It might seem as though you can hit the Back Recovery with st. HP before it’s airborne, keeping it grounded.  It’s hard to tell if this is simply a timing error on my part, but in thinking about it, it would make sense that the Back Recovery can be kept grounded because when I tried to dash up-throw, the dummy still was able to Back Dash.
 
   


  
 



Advanced Training Part III: Optimizing Crush Counter Opportunities
 
    
 
   Remember, Ryu has two Crush Counter attacks: st. HP and st. HK.  Since st. HP launches and causes a juggle state and st. HK keeps the opponent grounded, it’s important to figure out which one is appropriate for various Crush Counter situations.  
 
    
 
   st. HK is superior to st. HP in some situations because the juggle state st. HP causes is usually only advantageous if you’re willing to spend three bars on Critical Art, or if you have a full V-Gauge to activate V-Trigger.  
 
    
 
   However, both have their advantages and disadvantages in many situations, so let’s cycle through the Wake-Up Actions to see what happens with st. HK in each scenario.  Keep in mind that this is assuming you use the same starter combo, st. MP, cr. HP xx LK Tatsu and then immediately dash. 
 
    
 
   If you use MK Tatsu and dash, HK is sometimes too slow.  Alternatively, you can choose not to dash and simply time your meaty, but it’s arguable that the dash may make your intentions less obvious. For example, if the opponent saw that you didn’t dash forward and decided to Back Recover, you would definitely be out of range for the st. HK to connect.  In some instances, though, such as after a throw or Critical Art, the opponent can only perform a Normal Recovery and cannot Back Recover.  
 
    
 
   Let’s take a look at what happens when we try to use st. HK instead of st. HP against each of the Wake-Up Actions we’ve recorded thus far.  
 
    
 
   Recording Slot 1: cr. LP beats st. HK cleanly.
 
   Recording Slot 2: HK hits the dummy in the neutral jump, but doesn’t get Crush Counter or juggle state.
 
   Recording Slot 3: HK beats backdash and scores a Crush Counter and brief juggle state.  Juggling with Shoryuken xx Critical Art is possible, and you could also activate V-Trigger to make the timing easier.
 
   Recording Slot 4: HK beats throw and scores a Crush Counter, but does not juggle.  This means that st. HK keeps the opponent grounded, allowing for a much larger combo that doesn’t require V-Trigger.  
 
   Recording Slot 5: HK loses to HP Uppercut, obviously.
 
    
 
   This means that st. HK is the CLEAR winner if you think the opponent will try to tech a throw because it doesn’t cause a juggle state.  
 
    
 
   It’s also very good against backdash because you can juggle with Shoryuken and Critical Art, without needing to V-Trigger or be in the corner.  The only downside is that if you have enough meter for Critical Art, you can cancel a late HP Shoryuken into Critical Art, but the timing takes some practice.
 
    
 
   Further,  st. HK and st. HP are about the same against a neutral jump unless you have V-Trigger.  If you stuff a wake-up jump with st. HP, you can cancel with V-Trigger immediately and continue a combo with your opponent grounded.  Since you can combo only after st. HP with V-Trigger, this is useful only in that situation.
 
    
 
   Without V-Trigger, st. HP and st. HK are pretty even against a jump.  This means that, without V-Trigger, HK is the best choice against throws, neutral jumps, and backdashes.  
 
    
 
   With V-Trigger, HP is the best choice against neutral jumps and cr. LPs, though HP is the only choice against cr. LP--with or without V-Trigger.  HK is still the best choice against throws because it keeps the opponent grounded.  
 
    
 
   The one option we haven’t considered up to this point is when the opponent simply blocks low on wake-up.  In this instance, st. HK whiffs completely, but st. HP is -1.  
 
    
 
   Putting it all together, I’ve made the following table. Check it:
 
    
 
    [image: ] 
 
   *“No” is a positive outcome in this instance because it keeps the opponent grounded and allows for big damage combos that don’t require any resources.
 
    
 
    [image: ] 
 
   *Ryu only gets one juggle point for this hit. It’s not as good as st. HP in this instance because you can do more damage with more resources.
 
    
 
   V-Trigger Combos After st. HP Crush Counter
 
   In the previous exercises, we explored how to consistently land Ryu’s st. HP Crush Counter after a Tatsu soft knockdown in order to beat low jab-mashing.  The problem, as you may have experienced, is that st. HP launches when you hit a Crush Counter, making it mostly useless in the Tatsu wake-up situation (unless you have V-Trigger).  Well, what good is a Crush Counter you can’t capitalize on?
 
    
 
   In this section, we’ll go further in-depth about what you can do after a st. HP Crush Counter in different meter situations.  
 
    
 
   Zero-Bar, No V-Trigger: The only thing I’ve found that you can do mid-screen is to just continue the tail-end of the Target Combo and juggle with st. HK for a measly 171 damage, 252 stun.  If you’re in the corner, you can juggle with HP Shoryuken for 234 damage and 360 stun.  Not too bad.
 
    
 
   One-Bar, No V-Trigger: Didn’t find anything obvious.
 
    
 
   Three-Bars, No V-Trigger: You can link into Critical Art by buffering the double Hadoken motion immediately after pressing the st. HP Crush Counter.  Use the piano technique, wherein you rapidly drum your fingers from HP to LP as if you’re playing the piano, in order to maximize your chances of hitting it.  It can take a few tries.  
 
    
 
   Zero-Bar + V-Trigger: Immediately after landing the st. HP Crush Counter, you can confirm into HK (because HP -> HK is his Target Combo, remember?), then press HP+HK to activate V-Trigger.  You can now juggle into HP Shoryuken for 236 damage and 380 stun and then continue with a Denjin Hadoken onslaught afterwards.  
 
    
 
   One-Bar + V-Trigger: You can juggle with EX Shoryuken for 252/380, but it’s not really worth the extra meter for a paltry 14 damage.  You could also juggle into EX Hadoken, but that’s not a great option either.  You’re usually better off either saving your meter or using all of it for Critical Art.
 
    
 
   Three-Bars + V-Trigger: You can juggle with HP Hadoken after activating V-Trigger and then cancel that into Critical Art for 412/510.  This is a much better use of meter (if you have it) and is very easy to hit-confirm.  You could also juggle with HP Shoryuken and cancel into V-Trigger, but this takes a bit of practice because the timing is tricky.
 
    
 
   V-Trigger Combos After st. HK Crush Counter
 
   Generally, Ryu’s st. HP is extremely versatile and can convert to big damage in many situations.  However, based on having tried both st. HP and st. HK in the four Recording Slot scenarios we recorded, st. HK is hands-down the better Crush Counter option for beating throws.  
 
    
 
   Additionally, it is the better option after a blocked Reversal with invincibility, like a Shoryuken, because it causes a ground spin-out state instead of a juggle.
 
    
 
   The juggle state of st. HP is problematic without V-Trigger, but it would be a waste of resources anyway because the ground spin-out state of st. HK allows Ryu to convert into big damage with or without spending resources like EX Meter or V-Trigger. 
 
    
 
   Here are some combos for different resource scenarios:
 
   • Zero-bar, No V-Trigger: st. HK, st. MP, st .MP, st. HP, st. HK (282 damage and 447 stun).  Pretty solid damage for not requiring any resources or complicated motions.  Even if your execution sucks or you’re new to fighting games, there’s no excuse not to master this combo.
 
   • Zero-bar, No V-Trigger: st. HK, st. MP, cr. HP xx MK Tatsu (284/530).  Significant stun boost, corner push, and the opportunity to set up a meaty Crush Counter for a slightly more complicated combo.  This might take a bit of practice for beginners, but should be pretty easy for fighting game veterans.
 
   • Zero-bar, No V-Trigger: st. HK, st. MP, cr. HP xx HP Shoryuken (312/530).  Significant damage boost, same stun as the Tatsu combo, and can easily cancel Shoryuken into Critical Art.  It can also be slightly difficult to learn, but will be doable for most players with practice.
 
   • Three-bars, No V-Trigger: st. HK, st. MP, cr. HP xx HP Shoryuken xx Critical Art (492/530).  Significantly more damage for three bars with the same stun as the previous two combos.  This combo should come more easily once you’re competent with the above combo.  A slightly easier variation in which fewer things can go wrong is st. HK, B+HK, MP Uppercut xx Critical Art (474/435).  This is more practical in a high-pressure situation because the difficulty is lower, but the 95 stun point difference is pretty significant.
 
   • Zero-bar + V-Trigger: st. HK, st. HK xx V-Trigger, cr. HP xx HP Shoryuken (320/591). 
 
   • Three-bars + V-Trigger: st. HK, st. HK xx V-Trigger, cr. HP xx HP Shoryuken xx Critical Art (495/741).  Once you’ve mastered the zero-bar + V-Trigger Uppercut combo listed above, this is the next level and is doable with enough practice.  It has significantly higher damage boost and stun.  It’s totally worth using this to close out the round, but it’s also worth noting that if you use your Critical Art while in V-Trigger, your V-Trigger immediately ends.  If you’re not ending the round with this massive combo, it might be more prudent to save the bar for a guard break scenario later in the round.
 
  
  
 cover.jpeg
I &//77//& GAME
FUNPAMENTRLS

wwwwwwwww





images/00002.jpeg
Normal |stHK |Crush |Juggle |Spin-Out | AirReset |Critical |V

Recov Counter |State | State Art Trigger
Wake-Up Follow- | Possible
Action Up

er.LP i« «

neutral
jump

backdash

throw






images/00001.jpeg
stLp

l

block?

Didthe dummy

4

-

Yes No
P Dia t Counterhit?
Dia t Counterhit? ! o
No Yes stMP.stLKxxlP | [nitcontim into target
Fireball combo (MP, HP, HK)|

it contim into target|

St LK LP Fireball prrinaghiniten






images/00003.jpeg
Normal

er.LP

neutral
jump

backdash

throw

st.HP

Crush
Counter

WIN

Air Reset | Critical
Art
Follow-
Up

Spin-Out
State

YES

Possible

YES

YES

YES

YES





