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Basic Safe Jumps

#1 H.Shou > Step forward J.HP
#2 M.Shou >  Step back J.MK or Hold UF J.MK – OS Throw on landing!
#3 Corner U2 > Dash x2 > NJ.HK 


Basic Resets

#1 EX.Tatsu > Dash > S.LP > Dash(later S.LP/Dash = greater chance of staying in front)
#2 EX.Tatsu > Dash > J.HP(later J.HP = greater chance of going over; doesn’t work vs. big characters)
#3 Corner EX.Tatsu > Dash > Cl.HP > Dash to stay in front, walk forward to cross under
#4 Corner EX.Tatsu > late J.HK(lands behind, slides through opponent when they land)


Basic Otoshi x2 Mixups

#1 Midscreen Otoshi x2 whiff 3rd > Land > Level 2 Hado > Flower Kick > H.Shou
#2 Midscreen Otoshi x2 whiff 3rd > Land > Level 2 Hado > Cr.MK xx H.Shou 
#3 Midscreen Otoshi x2 whiff 3rd > Land > Level 2 Hado xx FADC > L.Shou(crossup Hado)
#4 Midscreen Otoshi x2 whiff 3rd > Land > Level 3 Hado > J.HP/EJ.Cr.LK
#5 Corner Otoshi x2 whiff 3rd > Backdash > Level 3 Hado(charge full for meaty, release just as it hits level 3 for safety vs. reversals; doesn’t work vs. Blanka), can mixup with Flower Kick/Cr.MK/J.HP/J.MK/EJ Cr.LK/delay > Throw/Dash > L.Tatsu/Cr.LK


Abel

Info
#1 After blocked step kick: Cl.HP~Throw xx L.Tatsu
#2 Jump/Backdash/EX.Shou after NJ!
#3 Reversal/Backdash after 2nd blocked Swing Punch
#4 Stop throwing fireballs if he has U1 meter

Footsies
#1 Cr.MP xx M.Shou > UF J.HO~Throw
#2 S.HK beats S.LK
#3 H.Tatsu can be used get in

Options Selects
#1 OS throw on landing beats Roll

Corner Setups
#1 NJ.HP > Cr.MP, J.HP/MK(Fake Crossup)
#2 If he has meter just do early fireball trap, prepare to throw!


Adon

Info
#1 If no meter, Cr.HP/MP xx L.Tatsu after Jaguar Kicks
#2 Jaguar Tooth is safe!

Footsies
#1 S.MP beats .hk (maybe st.hp aswell)
#2 Be careful with Cr.MK, can Jaguar over

Safe Jumps
#1 Throw > Cr.LK > J.HP
#2 Throw > S.LK > J.MK
#3 Corner H.Shou >  NJ.HK > Cr.LK(x2?  Test this.) J.HP/MK 

Corner Setups
#1 Otoshi x2 > Dash > L.Shou > Late J.HK

Character Specific Combos
#1 Cl.HP xx L.Tatsu > Cr.HP xx L.Tatsu > Cr.MK xx Shou
#2 Cl.MK xx L.Tatsu > Cr.HP xx L.Tatsu > Cr.HP xx L.Tatsu > Cr.HK/Cr.MK xx Shou


Akuma

Info
#1 Backjump OS has to be done very late, just before landing, Cr.MK xx Shou on landing
#2 In corner OS Backdash > H.Shou catches PPP teleport, M.Shou catches KKK teleport
#3 Cr.LK out of crossup Tatsu
#4 Listen for flip vs. jump for vortex to catch crossup Tatsu

Safe jumps
#1 H.Shou > Step forward J.HP
#2 Throw > ½ Step Back J.HP
#3 Corner Throw > Cr.LP > J.HP/MK

Corner Setups
#1 Otoshi x2 whiff 3rd underneath > Dash > L.Shou > J.MK(Unblockable)
#2 Otoshi x2 whiff 3rd > Backdash > L.Tatsu > J.HP/MK(Fake Crossup)
#3 L.Shou > Late U2 > Dash x3 > L.Tatsu(Crossup Tatsu)
#4 Otoshi x2 whiff 3rd > Backdash > whiff L.Tatsu > Dash > L.Tatsu(Crossup Tatsu)
#5 Throw > whiff Cr.LK > J.HP/MK

Resets
#1 Vs. crouching Cr.MK xx H.Shou xx FADC > L.Tatsu(Crossup Tatsu)


Balrog

Info
#1 Meaty L.Tatsu beats headbutts
#2 Throw/L.Tatsu beat EX rushes.

Punishes
#1 Rush Upper – S.LK xx Special
#5 Turn Punch – S.LP > Cr.MK xx Shou


Blanka

Info
#1 Can punish U1 in air with U2/Cr.HP
#2 Can’t do corner fireball trap

Safe Jumps
#1 Sweep > whiff S.LP > J.MK
#2 Throw > whiff Cr.LP > J.MK

Corner Setups
#1 Corner Throw > Whiff S.LK > J.MK

Option Selects
#1 On wakeup Cr.LK > Cl.HP~Throw(Loses to upball/U1) 

Cammy

Info
#1 Cr.HP xx H.Shou vs. Spin Knuckle

Unblockables
#1 Midscreen Throw, ½ Step Back > whiff S.LP > J.HK

Safe Jumps
#1 M.Shou > Hold Jump Forward > J.MK(OS Throw into landing)
#2 H.Shou > ½ Step Foward > J.HK
#3 H.Shou > Step Forward > J.MK

Setup
#1 Midscreen Otoshi x2 > Dash > whiff Cr.HK > whiff S.LP > J.HP/MK
#2 Corner Otoshi x2 > Backdash > whiff L.Tatsu > J.HP/MK – Try empty jump low!


Chun-Li

Info
#1 Jumpin Target Combo hits high twice!
#2 L.Shou neutral jumps

Footsies
#1 Stay just outside of sweep range, use Focus Attack > Backdash
#2 Watch meter!  Stop throwing fireballs if they have Super/U1!

Safe Jumps
#1 M.Shou, hold Jump Forward > J.HK
#2 H.Shou > 2 Steps Forward > J.HP/MK
#3 H.Shou > Step Forward > J.HK
#4 Throw > whiff Cr.LP > J.MK

Corner Setups
#1 Throw > tap down > late J.MK
#2 M.Shou > hold Jump Forward > J.MK
#3 Sweep > whiff Cr.LP > J.MK
#4 Throw > whiff Cr.LP > J.MK


Cody

Mixups
#1 Throw > Hold Jump Forward > L.Tatsu

Safe Jumps
#1 H.Shou > Hold Jump Forward > J.HK

Unblockables
#1 Midscreen Throw > tapdown > late J.MK

Character Specific Combos
#1 Cl.HP xx L.Tatsu > S.LP > Cr.HP xx L.Tatsu > Cr.MK xx Shou
#2 Cl.MK xx L.Tatsu > Cl.MK xx L.Tatsu > S.LP > Cr.HP xx L.Tatsu > Cr.MK xx Shou

Corner Setups
#1 Corner Throw > whiff Cr.LK > J.HP/HK/MK
#2 Otoshi x2, Dash x2 > whiff Cr.LK x2 > J.HP/MK
#3 Otoshi x2 > Forward Jump J.HP > whiff Cr.MP > J.HP/MK


C.Viper

Info
#1 Cr.LK out of frontal BKs
#2 Watch for backdash after blocked H.Knuckle, H.Shou punish
#3 Throw EX.Seismo
#4 EX.Otoshi fullscreen Seismos
#5 Focus > Forward Dash BK after blocked EX.Seismo

Safe Jumps
#1 H.Shou > ½ Step Forward > Late J.HK
#2 Throw > whiff S.LP > J.MK

Character Specific Combos
#1 Cl.MK xx L.Tatsu > Cr.HP xx L.Tatsu > Cr.HP xx L.Tatsu > Sweep/Cr.MK xx Shou

Resets
#1 Cr.MK xx H.Shou xx FADC > L.Tatsu(Crossup Tatsu)

Corner Setups
#1 Otoshi x2 whiff 3rd underneath > Backdash > L.Tatsu > J.HP/MK(Fake Crossup)
#2 Otoshi x2 whiff 3rd underneath > Cr.HP > Backdash > J.HP


Dan

Info
#1 Crouch Tech OS with Cr.MP to beat corner knee pressure
#2 DP will beat air tatsu whiff bait!

Resets
#1 Vs. crouching Cr.MK xx H.Shou xx FADC > L.Tatsu(Crossup Tatsu)

Safe Jumps
#1 H.Shou > Step Foward > J.HP
#2 Throw > ½ Step Back > J.HP

Corner Setups
#1 Otoshi x2 whiff 3rd > Back Jump > Dash > J.HP/MK(Fake Crossup)
#2 L.Shou > Late U2 > Dash x3 > L.Tatsu(Crossup Tatsu)
#3 Otoshi x2 whiff 3rd > Backdash > whiff L.Tatsu > Dash > L.Tatsu(Crossup Tatsu)
#4 Throw > whiff Cr.LK > J.HP/MK


Deejay

Info
#1 S.MP/U2 spin kicks, S.MP > Cr.MK xx Shou on counterhit
#2 Don’t jump!
#3 Punish Sobats with plinked Cr.MK xx Shou

Character Specific Combos
#1 Corner Cl.MK xx L.Tatsu > Cl.Mk xx L.Tatsu > Cr.HP xx L.Tatsu > Cr.HP xx Hado xx Lv. 2 FADC > etc.

Corner Setups
#1 EX.Tatsu > Sweep > whiff Cr.LP > early J.HP
#2 Otoshi x2 whiff 3rd underneath > Cr.HP > Backdash > J.MK


Dhalsim

Info
#1 H.Shou teleports
#2 L.Shou snipers
#3 Hado low stretches

Footsies
#1 J.LP beats AA knee
#2 J.HP beats upflame

Corner Setups
#1 Otoshi x2 > NJ.HP > whiff Cr.MP > J.HP/MK(Fake Crossup)


Dudley

Info
#1 His J.HP beats Cr.HP

Footsies
#1 Bait command dash with far fireball, Cr.MK xx Shou punish

Safe Jumps
#1 H.Shou > Step Forward > J.HP 
#2 Throw > ½ Step Back > J.HP

Corner Setups
#1 Otoshi x2, Jump Forward > whiff Cr.MP > J.HP


E.Honda

Info
#1 L.Shou to beat floaty jump punch thing
#2 If he has Ultra meter do not jump in after H.Shou
#3 Stop throwing fireballs if he has U1 meter
#4 L.Tatsu can go over U1, don’t risk with low health

Safe Jumps
#1 Corner Throw > whiff Cr.LP > J.HK 
#4 Midscreen Throw > whiff Cr.LP > J.MK


El Fuerte

Info
#1 Jump Back MP beats press
#2 Cr.MK xx H.Shou punish press – NOT Cr.HP
#3 Meaty L.Tatsu beats all non-Ultra/Super wakeups
#4 OS M.Shou into landings

Resets
#1 Cr.MK xx H.Shou xx FADC > L.Tatsu(Crossup Tatsu)

Safe Jumps
#1 M.Shou > Hold Forward Jump > J.HK

Corner Setups
#1 Otoshi x2 > Jump Forward J.HP > whiff Cr.MP > J.HP
#2 Otoshi x2 whiff 3rd underneath > whiff Cr.HP > Backdash > J.MK


Evil Ryu

Info
#1 Watch out for Overhead > Kara Demon/EX.Tatsu
#2 Look for knockdown > stuff > S.MP/MK crossup Tatsu setups

Resets
#1 Vs. crouching Cr.MK xx H.Shou xx FADC > L.Tatsu(Crossup Tatsu)

Corner Setups
#1 Otoshi x2 whiff 3rd > Backjump J.HP > Dash > J.HP/MK
#2 Otoshi x2 whiff 3rd > Backdash > whiff L.Tatsu > Dash > L.Tatsu(Crossup Tatsu)
#3 Throw > whiff Cr.LK > J.HP/MK
#4 L.Shou > Late U2 > Dash x3 > L.Tatsu(Crossup Tatsu)


Fei Long

Info
#1 OS HK into landings to stuff EX.CW
#2 Corner throw tech leaves him in range to throw again, OS Cr.MP~Throw tech

Counter Hit Setups
#1 After blocked CW use Cl.HP~Throw xx L.Tatsu

Safe Jumps
#1 H.Shou > Step Forward > J.HP
#2 Throw > ½ Step Back > J.HP

Corner Setups
#1 Otoshi x2 > Backdash > whiff L.Tatsu > J.HP
#2 EX.Tatsu > Sweep > Dash > whiff Cr.LP > J.HP



Gen

Info
#1 OS HK into landing(? Try HP as well, may stuff upkicks)
#2 Watch for knockdown > wall kick(unblockable?)

Corner Setups
#1 Otoshi x2 > NJ > whiff Cr.MP > J.HP



Gouken

Info
#1 L.Tatsu oki to beat counter
#2 Cr.LK oki to beat EX DP

Corner Setups
#1 Otoshi x2 whiff 3rd, Jumpback > Dash > J.HP/MK(empty jump low to beat counter)


Guile

Info
#1 Level 1 FADC for entry(Cl.HP~throw tech OS on hit?)
#2 Crossup J.MK beats Flash Kick(empty jump low mixup?)

Otoshi Setup
#1 Otoshi x2 > Backjump > Dash > J.HK/J.MK
#2 Otoshi x2 whiff 3rd > NJ > whiff Cr.MP > J.HK/J.MP


Guy

Info
#1 Play safe!
#2 Throw run > stop(?)


Hakan

Info
#1 Open round with Cr.MK xx H.Shou or Cr.MP xx H.Shou
#2 Cl.MK xx L.Tatsu > Cl.HP doesn’t work!!
#3 Plink Cr.HP on wakeup to avoid spinning throw
#4 Don’t NJ/Backdash on blocked H.Tatsu, Cr.HP
#5 If they have U2, don’t jump/L.Tatsu(Cr.LK xx Cr.LP~backdash?)

Corner Setups
#1 Just use fireball trap


Ibuki

Info
#1 Focus after blocked EX.DP
#2 Watch the body, not the kunai!
#3 Stand Throw vs. dash through
#4 Utilize Cl.HP/NJ.MP AAs

Mixups
#1 Corner H.Shou > whiff S.LP > J.HP/MK
#2 Hp.srk (corner, late wakeup) nj.hp c.lk, c.lk(whiff) j.hp/j.mk (50/50)

Corner Setups
#1 Throw > whiff S.LK > early J.MK
#2 M.Shou > Hold Forward jump > J.MK(don’t use if U2 meter, OS M.Shou into landing vs. cmd dash?)
#3 Sweep > Tap down > early J.MK
#4 Otoshi x2 whiff 3rd > Dash > L.Shou > Late J.HP
#6 Otoshi x2 whif 3rd > NJ > whiff Cr.MP > Late J.HP


Juri

Info
#1 Meaty L.Tatsu oki
#2 Don’t chase jumpbacks!

Character Specific Combos
#1 Cl.HP xx L.Tatsu > Cr.HP xx L.Tatsu > Cr.MK xx H.Shou 
#2 Cl.MK xx L.Tatsu > Cl.HP xx L.Tatsu > Cr.HP xx L.Tatsu > Sweep/Cr.MK xx H.Tatsu


Ken

Info
#1 S.MP beats step kick

Safe Jumps
#1 H.Shou > Full step forward > J.HP/MK
#2 Throw > ½ step back > J.HP/MK

Resets
#1 Vs. crouching Cr.MK xx H.Shou xx FADC > L.Tatsu(crossup Tatsu)

Corner Setups
#1 Otoshi x2 whiff 3rd > Jumpback > Dash > J.HP/MK(Fake Crossup; loses to U2)
#2 Throw > whiff Cr.LK > J.HP/MK(Fake Crossup)
#3 Otoshi x2 whiff 3rd > Backdash > whiff L.Tatsu > Dash > L.Tatsu(Crossup Tatsu)


Makoto

#1 Meaty L.Tatsu beats everything but EX Chop/Ultra
#2 Throw beats EX Chop
#3 Punish Hayate with S.LK xx H.Shou/EX.Tatsu

Safe Jumps
#1 M.Shou > Hold Forward jump > J.HK
#2 Throw > whiff S.LK > J.MK(OS H.Tatsu into landing?)

Corner Setups
#1 Corner Throw > whiff Cr.LK > J.HP/MK(Fake Crossup)
#2 Otoshi x2 whiff 3rd > Backjump > Dash > J.HP/MK(late MK to ensure crossup)


M.Bison

Info
#1 After Scissors Cr.HP xx EX.tatsu
#2 Vs. close Devil Reverse use H.Shou, can U2 after

Safe jumps
#1 H.Shou > Hold Forward jump > L.Tatsu(Meaty Tatsu)

Otoshi Setups
#1 Otoshi x3 > L.Tatsu over > NJ.HK(Instant Overhead)
#2 Otoshi x3 > L.Tatsu over > L.Tatsu(Meaty Tatsu)

Corner Setups
#1 Otoshi x2 whiff 3rd, Backjump > Dash > J.HP/MK(Fake Crossup)
#2 If he has meter just use Otoshi x3 setups


Oni

Info
#1 Don’t fall for crossup slash!
#2 Abuse Focus in this matchup
#3 He can’t FADC his DP on block, try to bait mashers by stopping combos early
#4 If you see random midscreen jabs don’t jump(Air Demon)

Safe Jumps
#1 Throw > ½ step back > J.HP/MK

Corner Setups
#1 Otoshi x2 whiff 3rd > Backjump > Dash > J.HP/MK(Fake Crossup)


Rose

Info
#1 She has big trouble AAing jumpins, test player early
#2 L.Tatsu oki beats Spiral/U2, loses to Soul Throw
#3 Watch out for Spirals under jumpins
#4 OS Cl.HK into landings to stuff wakeup options
#5 Watch out for slide > throw, backdash after slide

Safe Jumps
#1 H.Shou > Step forward > J.HP

Corner Setups
#1 Corner H.Shou > whiff S.LP > early J.HP or late J.MK, mix up with EJ Cr.LK(Fake Crossup)
#2 Otoshi x2 > Forward Jump > whiff Cr.MP > early J.HP/MK(Fake Crossup)

Rufus

Info
#1 S.LP vs. 2nd dive kick, dash under for reset
#2 OS Cr.HP into crouch techs
#3 Cr.HP/LK pressure to make EX Messiah whiff 2nd part

Corner Setups
#1 Otoshi x2 > NJ > Dash > J.HP/MK(Fake Crossup)
#2 Otoshi x2 > Backdash > whiff L.Tatsu > J.HP/MK(Fake Crossup)


Ryu

Info
#1 U2 or Cr.LK beats crossup Tatsu
#2 Watch for whiff L.DP > Throw oki
#3 Can bait DPs with early J.Tatsu
#4 H.Tatsu at start of round if you see meter increase

Footsies
#1 Punish blocked sweeps with S.HK or H.Shou/Cr.MK xx H.Shou
#2 S.LK/Cr.LK to stuff Cr.MK, buffer H.Shou
#3 EX.Shou/Super max range Cr.MK xx Hado, not true blockstring
#4 In corner watch for EX Hado > Sweep and walkup EX Tatsu
#5 If he walks up with meter midscreen, backdash instead of crouch tech

Safe Jumps
#1 H.Shou > Step Forward > J.HP/MK

Resets
#1 Vs. crouching Cr.MK xx H.Shou xx FADC > L.Tatsu(Crossup Tatsu)

Corner Setups
#1 Otoshi x2 whiff 3rd > Backjump > Dash > J.HP/MK(Fake Crossup)
#2 Otoshi x2 whiff 3rd > Backdash > whiff L.Tatsu > J.HP/MK(Fake Crossup)
#3 Otoshi x2 whiff 3rd > Backdash > whiff L.Tatsu > Dash > L.Tatsu(Crossup Tatsu)
#4 L.Shou > Late U2 > Dash x3 > L.Tatsu(Crossup Tatsu)


Sagat

Info
#1 Can end combos in Otoshi for setups, CL.MK xx L.Tatsu > Cl.HP > Otoshi x2

Safe Jumps
#1 Throw > whiff S.LP > J.MK
#2 M.Shou > whiff S.LP > J.MK
#3 H.Shou > ½ step forward > J.MK

Mixup
#1 (corner) Throw, dash, J.Hk (looks like xup but hits infront, lands infront) j.hp (lands behind hits infront) j.mk (back)

Corner Setups
#1 Throw > Dash < J.HK/HP/MK(Fake Crossup)
#1 Otoshi x2 > Dash x2 > whiff Cl.MK > J.HP/MK(Fake Crossup)
#2 Otoshi x2 > NJ > whiff Cl.MP > J.HP/MK(Fake Crossup)
#3 Otoshi x2 > Backdash > whiff L.Tatsu > J.HP/MK(Fake Crossup)


Sakura

Info
#1 Cl.HP AA vs. J.Tatsu

Safe Jumps
#1 M.Shou > Hold forward jump > J.LP > L.Tatsu if blocked(Crossup Tatsu)

Character Specific Combos
#1 Vs. Standing Crossup J.MK > Cl.HP xx L.Tatsu > Cr.HP xx L.Tatsu > Sweep/Cr.MK xx H.Shou

Corner Setups
#1 Otoshi x2 whiff 3rd > Forward jump > whiff Cr.MP > early J.MK(Unblockable)
#2 L.Shou > U2 > Dash x3 > L.Tatsu(Crossup Tatsu)


Seth

Info
#1 After blocked dive kick, Cl.HP
#2 Can Otoshi combo ender, Cl.MK xx L.Tatsu > Cl.HP > Otoshi x2
#3 On max range Cr.MK xx Tandem, stuff Tandem with Cr.MK

Safe Jump
#1 M.Shou > Hold Forward jump > J.HK, if no tech whiff cr.LP > NJ.Tatsu
#2 H.Shou > Step forward > J.HK

Corner Setups
#1 Otoshi x2 > Dash x2 > whiff Cl.MK > J.HP/MK(Fake Crossup, use after meterless Otoshi combo ender)
#2 Otoshi x2 > Backdash > whiff L.Tatsu > J.HP/MK(Fake Crossup)


T.Hawk
Info
#1 Can zone for free, just keep him out until you get knockdown
#2 H.Shou punish blocked Condor Dives
#3 Level 3 Hado vs. Condor Dive, can confirm to U2
#4 Don’t try to U2 Dives
#5 Backdash after Spire

Corner Setups
#1 Otoshi x2 > Backdash > whiff L.Tatsu > J.HP/MK(Fake Crossup)
#2 Fireball trap > EJ Cr.LK works well


Vega

Info
#1 Meaty L.Tatsu oki beats everything but EX Scarlet
#2 Walk S.LP pressure strong in this matchup, frame trap with L.Tatsu
#3 Punish wall dive with L/M.Shou
#4 Don’t jump against U2
#5 Cr.LK > Cr.LP > Cr.LP whiffs often, confirm faster with one Cr.LP or Cr.MP xx L.Tatsu > S.LK xx ender
#6 OS M.Shou into landings to beat backdash/backflip
#7 NJ.MP beats J.HP
#8 Condition with J.HP then EJ Cr.LK mixup

Safe Jumps
#1 H.Shou > Step forward > J.HP

Corner Setups
#1 Otoshi x2 whiff 3rd underneath > Cr.HP > Backdash > J.MK(Unblockable)


Yang

Info
#1 Just block until he does bad rekka
#2 Dive Kicks that hit from waist up can be thrown, OS Cl.HP to catch NJ(Cl.HK?)
#3 Stand throw vs. dash through

Safe Jumps
#1 M.Shou > Hold Forward jump > late J.HP

Character Specific Combos
#1 Cl.MK xx L.Tatsu > Cl.MK xx L.Tatsu > Cr.HP xx L.Tatsu > Cr.HP xx L.Tatsu > Sweep/Cr.MK xx H.Shou
#2 FADC Cl.HP xx L.Tatsu > S.LP xx L.Tatsu > Cr.MK xx H.Shou

Corner Setups
#1 Otoshi x2 whiff 3rd > Backdash > whiff L.Tatsu > J.HP/MK(Fake Crossup)
#2 Otoshi x2 whiff 3rd > Backjump > Dash > J.HP/MK(Fake Crossup)
#3 Throw > Tapdown > Late J.HK(Unblockable)
#4 M.Shou > Hold Forward Jump > J.MK(Unblockable)


Yang

Info
#1 Punish blocked lunge punch with S.LK xx Tatsu
#2 Dive Kicks that hit from waist up can be thrown, OS Cl.HP to catch NJ(Cl.HK?)
#3 Bait far Dive Kicks, AA Shou

Safe Jumps
#1 M.Shou > Hold Forward jump > late J.HP

Character Specific Combos
#1 Cl.MK xx L.Tatsu > Cl.MK xx L.Tatsu > Cr.HP xx L.Tatsu > Cr.HP xx L.Tatsu > Sweep/Cr.MK xx H.Shou
#2 FADC Cl.HP xx L.Tatsu > S.LP xx L.Tatsu > Cr.MK xx H.Shou

Corner Setups
#1 Otoshi x2 whiff 3rd > Backdash > whiff L.Tatsu > J.HP/MK(Fake Crossup)
#2 Otoshi x2 whiff 3rd > Backjump > Dash > J.HP/MK(Fake Crossup)
#3 Throw > Tapdown > Late J.HK(Unblockable)
#4 M.Shou > Hold Forward Jump > J.MK(Unblockable)


Zangief

Info
#1 Don’t jump at him!
#2 If he has no U2 meter, jumpback J.HK/HP out of oki
#3 Hold your ground!

Footsies
#1 Don’t press button first, let him whiff then punish
#2 Bait jumps, AA with L.Shou
#3 Bait close lariats, H.Shou punish
#4 Punish blocked Greenhands with S.LK xx H.Shou
#5 Don’t use H.Tatsu to get in!

Safe Jumps
#1 H.Shou > ½ step forward > J.HK

Corner  Setups
#1 Otoshi x2 whiff 3rd > Backdash > whiff L.Tatsu > J.HP/LK(Fake Crossup)
#2 Lariat beats fireball trap

Credit for The Notebook goes to Funkie, Formatting/some edits by BG|Callisto
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