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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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- 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.

mEam OR ALIVE LS 5



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.




A VARNING Lés viktig sékerhets- och halsoinformation i handbéckerna till
Xbox 360®-konsolen, Kinect®-sensorn for Xbox 360 och tillbehdren innan du spelar
det har spelet. www.xbox.com/support

Viktig hédlsovarning: Anfall orsakade av ljuskanslighet

En mycket liten andel av befolkningen kan drabbas av epilepsiliknande anfall

som kan utlésas av vissa visuella bilder, inklusive blinkande ljus eller monster

som kan finnas i TV-spel. Aven manniskor som aldrig tidigare har drabbats av
anfall eller epilepsi kan lida av en icke diagnostiserad &komma som kan utlésa
“ljuské@nslighetsanfall” medan de tittar pa TV-spel. Symptomen kan vara yrsel,
synstérningar, ryckningar i 6gon eller ansikte, krampryckningar eller skakningar

i armar eller ben, desorientering, forvirring, tillfallig medvetandeforlust samt
medvetsloshet eller krampanfall, vilket kan leda till personskador vid fall eller
hopstdtning med féremal i nérheten. Sluta omedelbart att spela TV-spel och
konsultera ldkare om du upplever nagot av ovan namnda symptom. Foréldrar,
hall utkik efter eller fraga era barn om dessa symptom — det ar vanligare att barn
och ungdomar drabbas av sddana har anfall. Risken kan minskas genom att sitta
langre fran skarmen, anvanda en mindre skarm, spela i ett val upplyst rum och
aldrig spela nar man &ar somnig eller trott. Radgor med lékare innan du borjar spela
om du eller nagon slakting tidigare haft anfall eller lider av epilepsi.

Snablistart

[ (1]1]1(1] ][] A am— | |
Triangelsystemet.................... 15

Manualen &r designad av Satoshi Yamaguchi (Happy Valley)

Y.
Alla bilder &r tagna fran en version av spelet som fortfarande &r under
utveckling. Den kan skilja sig aningen mot butiksversionen.

©2012 TECMO KOEI GAMES CO., LTD. & Team NINJA.

Med ensamritt.
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Nontroller

Vanster kantknapp

®+K(e+0)
Strong Punch (Starkt slag)

@ Hoger avtryckare

A+K(®+0@)
Strong Kick (Stark spark)

O Styrknappen
Ror karaktaren

© START-kna

START

@ Left Stick

Ror karaktiren

ppen

16:01K/ JH10+K

[ Hoger
kantknapp

H+®+K (+0+0)

® Punch (13)

Guard (Blockera)

B Hold (Greppa)

® @& High Hold
(Hogt grepp)

<=8 Mid Punch Hold
(Mellanhogt grepp
mot slag)

= # Mid Kick Hold
(Mellanhogt grepp
mot sparkar)

¥ & Low Hold

(Lagt grepp)

K Kick (Sparka)

T Throw (Kasta)

*Detta ar kontrollerna for typ A. Du kan byta kontroller under OPTIONS (ALTERNATIV) >
CONTROLS (KONTROLLER) > CONTROLLER (HANDKONTROLLEN).
*Nar du inte slass kan du se vilka kontroller som finns langst ned till hbger pa skarmen.

Triangelsystemet

Kast prioriteras
framfor, grepp. Utfor:
ett kast i borjan
av greppet for att
avbryta greppet.

Grepp prioriteras
framfor attacker.
Ett grepp ar ditt
enda forsvar mot
motstandaren nar du ar.
i Critical Stun (kritiskt

- stunnad).

T wawmly H

Att anvanda en attack eller ett kast med hégre prioritet for att avbryta motstédndarens
lagre prioriterade move, resulterar i en "Hi Counter" (stark kontring). Det ar dock
tajmingen p& greppen som avgér om resultatet blir normalt, en Counter (kontring), eller
en stark kontring. Starka kontringar gér 50 % mer skada &n normala moves.

||| 9999 |
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A VAROITUS Lue tarkeét turvallisuus- ja terveystiedot Xbox 360® -konsolin,
Kinect®-sensorin ja mahdollisten muiden lisalaitteiden kédyttdoppaista ennen taman
pelin pelaamista. www.xbox.com/support.

Tarkea terveysvaroitus: Valoyliherkkyyden aiheuttamat epileptiset kohtaukset

Hyvin harvat ihmiset voivat saada epileptisen kohtauksen tietyntyyppisista
visuaalisista kokemuksista. Téllaisia kokemuksia voivat olla esimerkiksi vilkkuvat
valot tai videopeleissa esiintyvat kuviot. Jopa henkil6illg, joilla ei aiemmin

ole ollut kouristuskohtauksia tai epileptisia kohtauksia, saattaa olla taipumus
“valoyliherkkyyden aiheuttamiin kouristuskohtauksiin” videopeleja pelatessaan.
Oireita voivat olla huimaus, nakdkentan muuttuminen, silmien tai kasvojen
nykiminen, kasien tai jalkojen nykiminen tai vapina, keskittymiskyvyn puute,
sekavuus, tajunnan menetys tai kouristukset, jotka voivat johtaa loukkaantumiseen
esimerkiksi kaatumisen tai esineisiin tormaamisen seurauksena. Lopeta
pelaaminen heti ja hakeudu ladkarin hoitoon, jos sinulla on joitakin ndista
oireista. Vanhemmat, tarkkailkaa lapsianne naiden oireiden varalta - lapsilla ja
teini-ikaisilla on suurempi riski saada epileptinen kohtaus. Riskia voi vahentaa
istumalla kauempana ndytosta, kayttamalla pienempaa ndyttod, pelaamalla hyvin
valaistussa huoneessa ja olemaan pelaamatta, kun on vésynyt tai rasittunut.

Jos sinulla tai sukulaisillasi on ollut aiemmin tallaisia kohtauksia tai epilepsiaa,
neuvottele [aakarin kanssa ennen pelaamista.

Pikaopas

(1111 (1]]]] — | |

Kolmikantajarj

estelmi........ 19

Manuaalin design: Satoshi Yamaguchi (Happy Valley)

Kaikki kuvankaappaukset ovat kehitysvaiheessa olevasta“peliversiosta. Pienid
eroja lopulliseen versioon néhden saattaa ilmetd.

©2012 TECMO KOEI GAMES CO., LTD. & Team NINJA.
Kaikki oikeudet piddtetaicn.
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- Nontrollit Kolmikantajarjestelma

ﬂ Oikea liipaisin
H+K
Yasen bumper- Strong Kick (Voimakas potku)
painike
e+K

Strong Punch
(Voimakas lyonti)

@A Oikea bumper-painike

menee sidontojen i _
edelle. Sidonnan WA Ppuolustuskeinosi
wa | Vvastustajaasi vastaan

Voi litkkeen =X S
alkuvaiheessa estaa on sidonta.

fiski R
eS| il Sk T Sidontojen prioriteetti
R menee iskujen edelle.
Critical Stun -tilassa
Heittojen prioriteetti / f) ﬁeos :aes irry ksi Z ; z a)

heitolla. 1?/
T wWwawsly H F

Vastustajasi liikkeeseen vastaaminen korkeamman prioriteetin iskulla tai heitolla johtaa

“Hi Counter” -vastaliikkeeseen. Sidontojen kohdella ajoitus sen sijaan ratkaisee, onko

e (Suojaus) osuma normaali, Counter vai Hi Counter. Hi Counter -liikkeet aiheuttavat 50 % enemman
R vahinkoa kuin tavalliset.

A Hold (Sidonta)

™ # High Hold
(Korkea sidonta)

4= 8 Mid Punch Hold
(Sidonta vs
keskikorkea
lyonti)

= 8 Mid Kick Hold
(Sidonta vs
keskikorkea
potku)

¥ 8 Low Hold
(Matala sidonta)

® Punch (Lyénti)

O Suunta-alusta

= T

@ Left Stick g Start-painike

Sidestep (Sivuaskel)
10:0:K / JH.10+K

tai

11/

K Kick (Potku)

*Kuvassa A-tyypin kontrollit. Voit muuttaa ohjainasetuksia | | ® Throw (Heitto)
valitsemalla OPTIONS > CONTROLS > CONTROLLER.
*Taistelun ulkopuolella |6ydat kaytettavissa olevia
néppainyhdistelmia kuvaruudun oikeasta alakulmasta.

mEam @R FLIVE LS 19




Online Product Registration

Give us your opinion on our products, get bonus downloads, and WIN
prizes on the TECMO KOEI EUROPE LTD. official Product Registration site:
http://www.tecmokoei-europe.com/

Limited Warranty

(For product purchased in the UK and Europe)

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/

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

N

w

. 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 5:00 p.m., Monday
through Friday. Please note that the cost of a call to the UK will apply.
Service available in English only.

. If the Service Representative is unable to solve the problem by phone, you
will be provided with a Return Authorisation 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:

(&)

TECMO KOEI EUROPE LTD.
Unit 209a, The Spirella Building
Bridge Road

Letchworth Garden City
Hertfordshire SG6 4ET

United Kingdom

Please allow 28 days from dispatch for the return of your Game Disc.

20

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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