Samus Basics 


bomb recovery --- while in the air, drop a bomb and stay in its path as it falls. As soon as she can drop another bomb, do so and then she should be in the explosion of the first. The explosion will transform her into her morph ball form and push her up.�beam-cancel --- using the maximum potential of the third jump next to a wall. If you get too close, then you will be propelled up in an unresponsive state. If you do it with a certain minimum distance in mind, then you should just get propelled up, without the unresponsiveness.�double-missle --- after missle-canceling, fire a missle. This reduces the time between missles, a temporary increase in her rate of fire.�Triple Missle - Lay a bomb DI in one Direction then lay another bomb and Di back torward the first bomb then (this will take alot of practice I cant constently pull it off) after the first bomb explodes you will bomb jumb DI back to the second bomb but shoot a missle (its kkinda hard but not as hard as u think) then let the second bomb explode and u will bomb jump then shoot a missle but this will be a missle cancel so then u fire a missle on the ground.�dual missle jump --- firing two missles in one jump. �extended grapple --- while using the grapple, alternate between up and down, on the control pad, and tap Z. The next time she uses her grapple, on the ground, it will be longer, require pressing Z to grab, and home in while pressing L. Also, this cannot be done in the PAL version of SSBM.�FF Dual Missle Jump --- FFing the second missle.�homing missle --- a type of missle that has limited homing capabilities, the slowest rate of fire, and the slowest traveling speed. Performed by moving (==not smashing) the joysick to either the left or the right and pressing the B button.�missle-cancel (MC) --- Before you land on the ground from jumping, fire a missle, the landing will cancel the missle animation and reduce normal missle firing lag.�pillar of fire --- while under an opponent (so close that you could drop a bomb and it would immediately explode), drop a bomb. The bomb will explode and cancel out the lag from dropping that bomb. Drop another bomb and another and another... the opponent should climb into the sky.�shuffled missle --- a short hopped, fast falled missle-cancel. �smash missle --- a type of missle that has no homing capabilities, the fastest rate of fire, and the fastest traveling speed. Performed by smashing the joystick to either the left or the right and pressing the B button.�super wavedash (SWD) --- drop a bomb and, as soon as you touch the ground (frame 41), in ball form, smash in the opposite direction you want to go and, on the next frame (frame 42), smash in the direction you want to go. �third jump --- while in the air, dodge up and grapple. This gives her a pseudo-jump that she can vary in height.�wavebombing --- WDing from a bombs explosion.��Feel free to critique me on what I have so far and to post additions.��--- Missle Facts --- in descending order by speed �SHFFMC�normal jump, FFMC�stationary smash missle �SHMC�normal jump MC





