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Online Pass i

Redemption Instructions

Enter the Online Pass provided to enable the online feature of the game.

If this code has already been redeemed by a previous owner, you may purchase a new
Online Pass using the Xbox LIVE® Marketplace.

1. Select [ONLINE PASS] from: the [Main Menu].
2. Select [Enter.Code]. :
3. Enter your 25 character Online Passwhen prgmpted.

3

Not an Xbox LIVE member" Follow these steps to join Xbox LIVE first:

1. Press the ';button on‘yoﬁr con?roller :

2. Select Create ProﬁleQF ollow: on-screen 1nstruct10ns to choose your Profile name & avatar.
3. Select Join Xbax LIVE: Foﬂow on creen 1Qstruct10ns to setup your Xbox LIVE account.
4. Continue with redemptbn ms;ruct s for Ex1stmg X’box LIVE Members.

*This single use Online Pas§ is only val!d for anew retall pux;hase of'DEAD OR ALIVE® 5 and is non-transferable
once used. Expires September 30,2013
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A WARNING Before playing this game, read the Xbox 360® console,
Xbox 360 Kinect® Sensor, and accessory manuals for important safety and health
information.www.xbox.com/support.

IMPORTANT HEALTH WARNING: PHOTOSENSITIVE SEIZURES

A very small percentage of people may experience a seizure when exposed to
certain visual images, including flashing lights or patterns that may appear in
video games. Even people with no history of seizures or epilepsy may have an
undiagnosed condition that can cause “photosensitive epileptic seizures” while
watching video games. Symptoms can include light-headedness, altered vision,
eye or face twitching, jerking or shaking of arms or legs, disorientation, confusion,
momentary loss of awareness, and loss of consciousness or convulsions that can
lead to injury from falling down or striking nearby objects. Inmediately stop
playing and consult a doctor if you experience any of these symptoms.
Parents, watch for or ask children about these symptoms— children and teenagers
are more likely to experience these seizures. The risk may be reduced by being
farther from the screen; using a smaller screen; playing in a well-lit room, and not
playing when drowsy or fatigued. If you or any relatives have a history of seizures
or epilepsy, consult a doctor before playing.
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All screenshots are taken from a version of the game sill in development.

Minor differences from the final version may appear.
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- Controls

“'_ 4 u Right Trigger
H+K
: Left Bumper Strong Kick
®+K
Strong Punch [ Right Bumper

H+@®+K

O

—— ‘ Punch

(X]

4 \ Guard
y N
‘Z} 6 HHold

™ 8 High Hold

“ B Mid Punch Hold
™ # Mid Kick Hold
¥ H Low Hold

(B)

© Directional Pad

Move

(A)

T Throw

@ Left Stick Start Button

START

Move Pause Menu

1tH+0+K  JH+®+K

£ *Type A controls shown. You can change the controller configuration from OPTIONS >
’ CONTROLS > CONTROLLER.

*Outside of battle, please refer to the button controls on the bottom right of the screen to see
what controls are available.

Triangle System

Holds take priority
over strikes. While in a
Critical Stun, your only
defense against an

opponent is a hold.
A\
-
-

Throws take priority

over holds. During ‘

the initial grab, T Wwa H

a hold can be

cancelled with a Using a higher priorityl st.rike or throw to_cance!

throw. an opponent's lower priority move results in a "Hi
Counter." However, the timing of holds determines
whether the hit is normal, Counter, or Hi Counter. Hi
Counter moves deal 50% more damage than normal.
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-~ Game Screen

Slatys
e llfe ”ﬂllyﬂ Displays character status information, such as the current number of combo hits.
= How much life the character has remaining. CRITICAL STUN
Sl d9wn & i opponlent £ alfiehe gk Character is staggered by a certain strike from the opponent. Only holds are possible.
When this reaches 0, you will be KO’ed and lose You cannot be thrown while staggered.
the round.
The gauge will glow red when less than 50% CRITICAL HIT
g:!wThat s when you can perform a Power Character landed a certain move that put the opponent in a Critical Stun.
COUNTER STRIKE
Character landed a strike as the opponent was starting a strike. Good time to try for a
juggle. P
4 :’
HI COUNTER STRIKE

Character landed a strike as the opponent was starting a throw.

COUNTER HOLD HICOUNTER HOLD
Character landed a hold as the opponent was starting a strike.

COUNTER THROW
Character landed a throw as the opponent was starting a throw.

HI COUNTER THROW
Character threw the opponent when they tried a hold.

CRITICAL BURST!
Character cannot guard or hold; they are completely defenseless. Occurs by landing a
Critical Burst move that causes more damage than is glowing in the Life Gauge during
a Critical Stun.

Round Counter Time
POWER BLOW ¥
One circle will glow for each Remaining time in the round. Character landed a Power Blow. These cause massive damage.
round you win. You win the When this reaches 0, the player
match when all your circles are with the most remaining life wins
glowing. the round.
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Getting Started

Start Game

@

fa

1/ Insert the disc for

DEAD OR ALIVE 5.

2 Press the START
button on the Title
Screen to display

Online

Fight against other opponents.

Select Search to find a game lobby or Create to make one of your own.
You can set various fight parameters when you create your own lobby.

LN

the Main Menu.
3 Select a play style.

Online play requires broadband network access and an Xbox LIVE account.
You must use an Online Pass in order to use online functionality. Please refer to the
back cover of this manual for details.

Menu

Saving & Loading

Save data is saved automatically during story mode, after fights and
when game settings are changed. This save data is loaded when the
game starts up.

*You need at least 100KB of free space in order to save the game. For those interested in completing our product

survey, please access the below URL:

http:/www.tecmokoei-europe.com/survey/doa5s/
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Global Business
Division

Coordination

Creative Director

Coordinator

e Your Move
Winners AKA

Demo-Kun
Juanes
Master Ari

<inori Yokoyama
othy Horst

o Tanimura

Hidekiyo Kobayashi
Takahiro Yamamoto
Shih Ping Lien
Carol Suzuki

Marko Bursac

Tom Lee
Akira, Sarah, Pai characters © SEGA.
Toru Akutsu Virtua Fighter is either a registered trademark or trademark of SEGA Corporation.
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Limited Warranty

(For product purchased in Australia and New Zealand)

TECMO KOEI EUROPE LTD. warrants to the original purchaser that this Game Disc shall be free from
defects in materials and workmanship for a period of ninety (90) days from the date of purchase. If
a defect covered by this warranty occurs during this 90-day warranty period, TECMO KOEI EUROPE
LTD. will repair or replace the Game Disc, at its option, free of charge.

To receive this warranty service:

1. Register at our Official Product Registration site:
http://www.tecmokoei-europe.com (website in English only)

2. Save your sales receipt, indicating date of purchase, and the UPC code (barcode) found on the
game packaging.

3. If your game is covered under a store warranty, return the Game Disc to the store at which you
purchased the game.

4. If the game develops a problem requiring service during the 90-day warranty period, and is not
covered by a store warranty, notify TECMO KOEI EUROPE LTD. by calling the Customer Service
Department at +44 (0) 1462 476130, between the hours of 9 a.m. to 5 p.m., Monday through
Friday. Please note that the cost of a call to the UK will apply. Service available in English only.

5. If the Service Representative is unable to solve the problem by phone, you will be provided with
a Return Authorization number. Record this number prominently on the outside packaging of your
defective Game Disc, enclose your name, address and phone number, and return the Game Disc,
POSTAGE PREPAID AND INSURED FOR LOSS OR DAMAGE, together with your sales receipt and the
UPC code (barcode) within the 90-day warranty period to the address listed below.

Please allow 28 days from dispatch for the return of your Game Disc. This warranty shall not apply
if the Game Disc has been damaged by negligence, accident, unreasonable use, modification,
tampering, or by other causes unrelated to defective materials or workmanship.

IMPORTANT: THE WARRANTY FOR THIS PRODUCT HAS BEEN UPDATED FOR AUSTRALIA.

Our goods come with guarantees that cannot be excluded under the Australian Consumer Law.
You are entitled to a replacement or refund for a major failure and for compensation for any
other reasonably foreseeable loss or damage. You are also entitled to have the goods repaired or
replaced if the goods fail to be of acceptable quality and the failure does not amount to a major
failure. Goods presented for repair may be replaced by refurbished goods of the same type rather
than being repaired. Refurbished parts may be used to repair the goods. For further information
regarding this warranty and to claim expenses in relation to the warranty (if applicable), please see
details inside this packaging or contact:

TECMO KOEI EUROPE LTD.
Unit 209a, The Spirella Building
Bridge Road
Letchworth Garden City
Hertfordshire SG6 4ET
United Kingdom
contact@tecmokoei.co.uk
+44 (0) 1462 476130

Customer Support

TECMO KOEI EUROPE LTD. have done everything possible to ensure this
product is reliable and will run without any problems. However, should you
experience any technical difficulties in installing and running the product, please
contact TECMO KOEI EUROPE LTD. using the details given. Please note, this is
for technical support queries only and not a game play helpline.

contact@tecmokoei.co.uk
+44 (0) 1462 476130

DEAD OR ALIVE® 5 ©2012 TECMO KOEI GAMES CO., LTD. & Team NINJA.
All rights reserved. DEAD OR ALIVE, TECMO, Team NINJA and the Team NINJA logo are
registered trademarks of TECMO KOEI GAMES CO., LTD. The KT logo is a registered
trademark of TECMO KOEI HOLDINGS CO., LTD. All rights reserved. Published by
TECMO KOEI EUROPE LTD. Developed by Team NINJA.
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