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Actually, I have a better idea. I'm using a character already in the game, but improving it for the new game.

Name: Ganondorf Dragmire
Debut Game/System: OoT for N64
---
Stats
Size: Same size from SSBM
Weight: Same weight from SSBM
Power: Slightly weaker in some ways, but stronger in others
Speed: Attacks just as slow, but he moves a little faster now.
Jumping: His double jump is higher so that he can now ledge hop all of his aerials successfully.

QUICK NOTES: 
1. Ganondorf now has a sword. It isn't attached to his hand like the AR code, it's sheathed on his back, and he can draw it for some attacks.
2. Ganondorf can charge "dark mana". The energy glows around him, and he can press "B" in the middle of one of his A attacks to discharge his dark mana, boosting the attack and making it much stronger. He charges it with "B", much like Samus charges his beam. He has a difficult time gaining opportunity to charge, but it is there to compensate for his lack of speed. It also gives him the ability to be unpredictable.
---
B Moves

B: Dark Mana, ganon levitates (like his taunt) and absorbs the dark purple energy to fuel his evil and make his attacks better. When ganon has full dark mana and is hit, the opponent takes 1-3% damage (but is not stunned).

B<>: Swings his sword. Very slow attack, but shoots forth a purple saber-shaped projectile that does a decent amount of damage. The sword itself hurts badly but is hard to get hit by, the projectile is the main threat.

B^: Dark dive, now works differently. It's not like a jump, it's more of a floating motion (as if he were temporarily flying). You press Up+B then hold the direction you want him to dive in, much like Fox's foxfire. Dark mana can be discharged on this attack to make him go further, helping his recovery.

BV: Same wizard kick from melee, but doesn't go as far (because his double jump is much better now). If he does an aerial B-down and hits the ground, it will create a small purple fire that burns for about 8-10 seconds. The fire damages, but doesn't stun, much like fox's laser.

A Moves

QUICK NOTE: Ganon is now very good, but very difficult to use for beginners, as his dark mana is difficult to get a grasp of. You will further see how it effects him now.

A: Same jab from SSBM. Press "b" right after to discharge dark mana and proceed with a second, stronger, faster punch. Good for low percent comboing.

A>: Pulls his knee inward, then does a thrusting kick that hits with the heel. Dark Mana can be discharged to make him do this move faster, and while sliding (so that if your opponent tries to roll, they will most likely still be hit.)

A^: He pulls his sword behind his head then brings it down quickly. Faster than his current A^, but not nearly as strong. Dark Mana can be discharged to hurl a projectile (much like his B>, except stronger)

AV: Pokes with his sword, like Marth's current dtilt, but much slower. Dark mana can only be discharged on this attack when it is FULLY charged. He will then create a purple pillar of fire that makse it VERY difficult for your opponent to get back on. Does 40% damage to ganon, and he cannot charge dark mana for another half a minute or so.

RA: Lunges with his sword. Very nice attack, but extremely laggy when it misses. Dark mana won't make the attack any stronger or faster, but will make you recover almost instantly.
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SA>: Ganon holds one arm back, the other forth, and creates a small tempest in front of him. It's difficult for me to describe it, but it isn't as great as it sounds. It damages well but isn't used for finishing. Dark mana can be discharged to make it deal more damage (based on how much mana you have charged).

SA^: Ganon uses his sword to stand himself higher, then does a whirlwind kick in midair. Dark mana can be discharged to make the attack faster (it's pretty slow to begin with) and stronger.

SAV: Ganon stomps, fast, decent damage, and knocks the opponent upward. Discharging dark mana will make the attack no longer knock them upward, but instead, stun them (as if they were put to sleep by jigglypuff's sing). They aren't stunned for long unless you have full mana charged, in which case, it is DEADLY.

AA: Same double kick from SSBM. Dark mana can be discharged to make him do several kicks (like fox's fair).

AAForward: Same strike from SSBM, if you discharge dark mana, he'll use his sword instead, it does the same damage, but it's faster and which much larger reach.

AABackward: Same backhand from SSBM, but if you discharge dark mana, instead, he'll do a completely different attack. He twirls his sword behind him, and if you hit with the glowing purple essence at the tip, it spikes downward. 

AA^: Same exact attack from SSBM. Dark mana can be discharged to make it a little stronger. If the dark mana is at full, he'll do two complete spins, and it has a chance of burning them.

AAV: Same stomp from SSBM. Dark mana can only be discharged at full. It makes him taunt in midair. Not particularly useful, but the attack is good enough, and it makes it interesting to taunt midair after spiking them. Use it when finishing their last stock off for some interesting after-game emotion.

Throws

Z: Same thing from SSBM. 

ZA: Same thing from SSBM.

ZB: Ganon has many dark mana grab attacks. His neutral ZB is to just hold his hand above their head and feed the dark energy throughout their body, damaging them far more than a regular grab attack. Does not work against another ganondorf.


ZForward: Ganon holds them up by their neck (or something similar if you're fighting, say, kirby), then punches them in the gut. About the same as Zforward in SSBM now, but with different animation.

Z-B-Forward: Ganon blasts the dark energy, hurling them forward and slightly downward. Doesn't work well when on ground, use it when they're in midair off the ledge, works nicely as an edgeguard but burns a lot of dark mana. The more dark mana, the further downward they go.

ZBackward: Same thing from SSBM.

Z-B-Backward: Ganon turns into a ghostly form and dives through them, damaging them, then reappears and whacks them which his elbow. 

ZV: Same thing from SSBM.

Z-B-Downward: Ganon throws the character down, then jumps on top of them, then away. He'll jump up and down on them multiple times depending on how much dark mana he has stored.

Z^: Ganon holds them with two hands and brings his knee into them, sending them upward.

Z-B-Upward: Ganon holds them upward with one arm, then a purple lightning bolt will come down and strike them. Great for damage dealing. Stuns after damage when mana is fully charged.

Taunt: Same as from SSBM. If dark mana is discharged, his laugh sounds far more maniacle, and the background darkens, then fills with purple lightning bolts. Doesn't harm opponent, entirely for aesthetic purposes.

Kirby Hat: Same appearance as from SSBM. Because kirby has no use for dark mana, kirby instead gains a mini sword and can swing it with B, making an adorable "haaaaghhhhh!!!!" in the process.
---
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