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     While almost totally unknown in the west, Japanese fans know Marth quite 
well. Born as a prince of the land of Altea he is a man of just principles and more 
than able to fight to see those principles upheld. Weilding the Sword of Light, 
Falchion, he has become a popular character since his previous appearance in 
Super Smash Bros. Melee and is almost single handedly responsible for us 
western gamers finally getting Fire Emblem games. 
 
     Marth is a powerful character once you learn how to use him. While he lacks 
in easily used offensive special attacks most of his normal special moves are 
more than capable of beating down on foes. He has some rather good range and 
speed that, when paired with his considerable strength, make him something of a 
force to be reckoned with. 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Game Appearances 

Fire Emblem: Mosho no Nazo – Super Famicom����.��..���.1994 
 
Fire Emblem: Ankoki Ryu to Hikari no Tsurugi - Famicom������.1990 
 

 

 

 

 

 

 

 

 

 

 

 

 



Marth’s Moves 
 

This is a comprehensive list of all the moves available to this character. They are broken up by 

the type of attack they are with the Smashes and Final Smash getting their own sections. A few 

notes before we begin: 

 

* Red Skills are range dependant – The closer you are, the more damage you do. 

* Blue Skills are range dependant – The farther away you are, the more damage you do. 

* Green Skills can be charged to do more damage. 

 
Ground Attacks Command Dmg. Description 

Sword Slash Attack Button 4% A single vertical attack. 

 

Twin Slashes Attack x2 8% Two vertical slashes. 

 

Side Slash Attack (while walking) 9% Lunge forward with a 

horizontal slash. 

Charge Slash Attack (while running) 9-12% A low sword slash while 

rushing at foes. 

Upward Slash Up + Attack 9% Slash upwards at foes 

with a good radius attack. 

Toe Stab Down + Attack 9-10% Crouch and stab at your 

opponents foot. 

Ledge Attack Attack (while hanging) 8% Chase away those pesky 

ledgeguarders. 

Stomach Knee Grab / Attack repeatedly 

to attack foes. 

2% Hold your opponent and 

knee him in the gut. 

Punch Airborne Up + Grab 4% Punch your opponent into 

the air. 

Trip Away Down + Grab 5% Trip opponent and leave 

them facing away. 

Trip Slam 

 

Left or Right + Grab 5% Trip your opponent and 

knock them back some. 

 

 

Airborne Attacks Command Dmg. Description 
Twin Slash Attack 5-15% Perform a pair of wide 

arcing slashes. 

Flipping Slash Up + Attack 13% Leap into the air,slash 

and backflip to land. 

Dropping Slash Down + Attack 12% Slash downwards while 

falling quickly. 

Forward Slash Toward Opponent + 

Attack 

10-13% A quick, frontal, swipe of 

the sword. 

Backward Slash 

 

Away from Opponent + 

Attack 

11-14% Swing around quickly 

and slash at foes. 

 

 



Smash Attacks Command Dmg. Description 
Upward Stab Up + Attack together – 

Chargeable 

17-29% Thrust your sword above 

your head at opponents. 

Area Slashes Down + Attack together – 

Chargeable 

14-23% Swing in both directions 

while crouching. 

Quick Slash Left or Right + Attack 

together - Chargeable 

14-26% A quick and powerful 

forward slash. 

 

Special Attacks Command Dmg. Description 
Shield Breaker Special Button 8-22% Thrust forward with your 

sword. 

Dolphin Slash Up + Special 13% Perform a rising uppercut 

with your sword. 

Counter Down + Special 8%+ Counter attack an enemy 

attacking you. 

Dancing Blade Left or Right + Special 3-20% Perform a series of 

powerful slashes. 

 

                   
 

Final Smash Damage Description 
Critical Hit 60% Rush froward, strike your opponent and perform a 

guaranteed one shot KO. 

 

 
 

 



Combat Strategies 
If Ike is to be considered the warrior of Smash Bros. then Marth is the duelist. Few can stand in 

the way of Ike’s raw power but Marth is more refined than that. Many of his better moves require 

you to be at the appropriate range or using the move in a particular way if you want to make the 

most out of it. This leads to Marth needing to be played as aggressive but cautious. 

 

 - Where Ike needs to rely on Counter to avoid damage Marth has a great amount of mobility. He 

has one of the best running speeds in the game and can quite rapidly move around the stage with 

simple double jumps. As such make sure you learn how to control his quite rapid movements 

early on in using him or you will find it hard to hit the sweet spots of his various attacks. 

 

 - It might not be the most damaging move in the game but his Shield Breaker can be fairly 

impressive at times. When fully charged it will indeed do as its name implies, shattering enemy 

barriers with ease. However it is still a quite useful attack in its own right since it has some very 

good range and comes out fairly quickly once you stop charging it. As such don’t overlook the 

meager damage that it does compared to his jumping attacks and smashes, it’s still quite good. 

 

 - Even though it’s not a necessity you should still learn how to use Counter properly. If timed 

properly you can escape from very damaging attacks and return some of it to them. Imagine the 

Ice Climbers surprise when they use their strongest attack to do 50% damage and have it reflected 

back at them and send them flying. 

 

 - Should you be dealing with foes who shield often there is an easy combo to pull off with Marth 

that will make them think twice about blocking. Grab your opponent, use Punch Airborne and 

then follow it up with a Dolphin Slash. If they land close to you then following it up with a smash 

isn’t unheard of, especially if there’s a wall trapping them there. It may only do 17% damage, if 

the smash isn’t part of it, but that’s still enough to make people think twice about their strategy. 

 

 - While Marth’s up smash, the Upward Stab, does some really good damage it is also really hard 

to hit opponents with. The hit frame does seem to extend a bit to his sides even though there’s no 

reason for it to hit out away from the sword but it still needs you to be really close to the enemy.  

 

 - When using Dancing Blade there is a particular way to go about it. You will need to hold 

forward and tap the special button in time with Marth’s attacks to keep the combo going. But as 

you attack your foes each of the three follow-up swings can be varied with presses of the analog 

stick. The second can be varied by having a neutral analog, pressing forward or pressing down 

while the third and fourth have a forward, down or up as attacks. 

 

 - As far as recovery attacks go Marth is fairly lacking in them. His Dolphin Slash gets him some 

good vertical movement and you can control the fall but it’s not that big of a help. If you get 

pummeled straight off the stage you will be at a loss to get back onto it with just the Dolphin 

Slash. As such you are going to have to learn just how high up the slash goes and let yourself fall 

a bit and then time your attack just righ tto grab the ledge. Dancing Blade can sometimes help 

with horizontal recovery but it isn’t appreciable. 

 

 - Surprisingly enough Marth’s Final Smash is a 99% guaranteed one shot KO, no matter how 

much health your opponent might have. Even the heavy weights will be taken out if they have 

even a single bit of damage done. It seems as if the knockback is fully calculated after the move 

itself hits and seems to treat you as if your damage percent is doubled or somesuch. Light fighters 

can be destroyed from 0% damage with a single hit of this. 
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