Saber Fighting 101

By MOTL_Robinton, edited by ShadowX

The lightsaber is probably the simplest yet most stunning weapon in the Star Wars universe.  A trained and skillful Jedi needs no other tools but a lightsaber and the Force to defeat his/her foes in battle, and a Jedi Knight/Mysteries of the Sith (JK/MotS) player who craves heated and fast paced saber fights need no other JK modification (mod) than Saber Battle X (SBX).  From here on, the ins and outs of the SBX mods and the tricky art of carrying on a worthy and fun battle with even the worst of lag will be explored.

PART I

Saber Battle X – JK/MotS v3.1

Ever since I first bought JK years ago, I’ve always wanted a way to fight with the saber like in the movies.  The closest thing out there by far is Saber Battle X, courtesy of ShadowX.  Most of you already know this as I have seen many SBX games out there (and if you don't have it by now, go get the latest version at www.massassi.net).  Still, there may be some things you don't know about certain moves, weapons, or fighting techniques that will now be explained for you.

First off, the new sabers—everyone has their favorite one, but the truth is they are all equally challenging to master.

1. Lightsaber:  A metallic, tubular hilt that emits a meter-long blade of pure energy that can cut through anything—save another lightsaber blade or magical item.  Without a doubt, still the strongest and most deadly weapon in the mod.  It has been given the highest damage for all three and is the most difficult to master because it has the most moves available to it.  It requires quick thinking and much finesse to fully become a true Jedi warrior with this weapon.  When mastered, I have seen fighters take down relentless attacks from players with Sithsabers and other weapons.  Do not be fooled into thinking two sabers are always better than one.

2. Sith Lightsaber:  A hilt typically twice as long as standard lightsabers since it’s basically two sabers end to end.  The Sith lightsaber is a clumsy and dangerous weapon in unskilled hands; but with training and technique, this saber can be very formidable.  Its attacks leave many open spots in the rear, and its damage is slightly lower than that of the original saber.  While it isn’t quite as difficult to maneuver around as the lightsaber, it has a limited—but good—variety of attacks that can make for some unstoppable combos.

3.  Long Lightsaber:  Specialized lightsaber with three or more adegan crystals that are able to focus the lightsaber’s energy twice as far.  A long saber can instill shock in an opponent if you’re in a jam, and also is good in melees due to its incredible range.  Since this is the weakest of all sabers though, your best bet is to keep your enemies at a distance and let loose a barrage of attacks.  The large light motion trails the long saber creates can cause a great deal of confusion, helping to disguise your actual attack radius a bit.

THE MOVES


First and foremost, I play with a mouse and keyboard, and if you haven't tried it yet, I would highly recommend it.  Some of these moves aren't even possible without using this configuration.  The mouse gives you several advantages: faster attacks, easier movement, ability to aim your saber moves, force, and guns directly, and use of the spin attacks.  Just to give you a quick run down of the new moves available in the SBX mods, I will now list them before I go more in-depth.

Basic and Neutral Moves

There are new moves in SBX that have been added to increase the realism of the Jedi fighting style:


- Kick


- Flying Kick

- Roll


- Back Handspring


- Front Jedi Flip


- Force Flip/Halt


- Force Push


- Force Saber Throw

Thankfully, only one key is needed to be bound to use most of these.  It is the Evasion/Kick key, which is located at the very end of the Control/Keyboard configuration.  Force Push and Saber Throw both have their own separate keys to bind as of SBX-JK v3.1 and in all versions of SBX-MotS.

1. Kick

The kick has its advantages and its weaknesses.  It is a stationary attack and cannot be performed unless you are standing still.  This opens you up to possible attacks at many points; however, if the kick makes contact, it is quite powerful and will push your opponent(s) away from you allowing you to move.  It is also useful on high platforms to kick your opponent(s) off ledges and such.  It does actually work (and hurt), but it takes good timing and control to get a good hit on someone.

2. Flying Kick


I've found this attack only really useful against those people who choose little movement in their fighting styles.  It is difficult to aim since you can only do it in the air, but when a hit connects, the damage is higher and the force of the kick will push your opponent back even farther than a standard kick.  Very difficult to master, it’s one of the lesser-used attacks.

3. Roll


Most likely the most useful and most used maneuvers in the SBX mods, the roll is done by using your Strafe Left or Strafe Right keys (plus Forward or Backward for diagonal rolls) while tapping the Evasion/Kick key.  The effect is a move that not only slightly increases your speed as you roll, but also allows you to quickly get behind your opponent or evade underneath an attack.  People whom don’t use this tactic are most often caught by surprise since they’re not moving around enough to avoid others’ swings.  People who overuse the roll (i.e. they rarely—if ever—stop rolling) are much harder to track on screen due to lag and their increased speed, but they are much more likely to run into a stab or a random saber hit from you.  Rolling all the time is not a very good tactic and I relate it to the old "Jump and Slash" method of the old JK fighting style.  I highly recommend that the roll be used sparingly for quick attacks or evades and not abused.  Another note about the roll is that you can roll in mid-air.  This is good for changing directions in mid-jump if you are charging an enemy, dodging lasers, and also for re-positioning yourself around an opponent to get a better vantage point for an attack.  Also, you can roll repeatedly to quickly get yourself across a large distance.

4. Back Handspring


Another useful evasion maneuver that is also good for close-up attacks.  Due to SBX's realistic damage range with the saber, the back handspring not only is a great way to fend off attacks, but it serves as an attack in itself as the saber moves in a flipping motion in front as you flip back.  This attack can also be used as a good fake-out technique.  At a standoff, you could run out to someone as if to do a head-on attack and quickly back handspring as they charge toward you.  This will not only possibly give them damage, but it will set you up for another attack if they move in closer to you.

5. Front Jedi Flip


Pretty much what it says—your basic front flip.  If you press Force Jump while still in your upward arch after using the front Jedi flip, you will do another flip which will give you added height—all with less mana cost than two Force Jumps.  Also, when standing directly in front and within striking distance of an opponent, the front flip can serve as a good attack as well and will put you behind your opponent, too.

6. Force Flip/Halt


Possibly one of the most useful things added to the mod, Force Flip/Halt is used simply by pressing the Force Jump button at any time while in the air.  When it’s done as you’re rising, you perform a flip with extra upwards boost (Force Flip), while pressing Force Jump as you’re falling simply gives you upwards boost to slow your fall (Force Halt).  This can be used for slowing down a deadly fall so you can land safely, quickly popping over someone, reaching higher or usually unreachable places on a map, or evading an attack.  It’s simple and very useful.  It does, of course, use up mana, so be wary of how often you use it if your force is low or when playing a lower force game.

7. Force Push


Although it is a force power, it has been moved to a neutral hotkey slot in SBX-JK so that you do not need to be Dark or Light to use it.  Of course, in MotS, it has its own Force star allocation still.  The actual strength of the push is determined by the force stars assigned in MotS, while you have four stars worth in JK at all times as long as it isn’t a “No Force” (NF) game or Single Player (SP) level.  It is very difficult to actually cause damage when using Push.  I recommend that you use it while an opponent is in the air jumping, or when he/she is running away from you towards a wall.  That is when you’re most likely to get some damage off of it.  It is also good to just clear the air if you’re low on health and need some room to fend off an attack.  As of SBX-JK v3.0 and SBX-MotS v3.1, Force Push also pushes blaster bolts, rails, thermal detonators, mines, blocks, and—well, pretty much everything.  Good tactic: if you line up a block with your opponent, you can push it into them and cause a lot of damage (much like Force Throw, but if you land the hit, it will do more damage).

8. Force Saber Throw


Also a force power moved to a neutral slot (in JK), but still open to assign stars in MotS.  Anyone can do this attack with any saber.  The saber will move where you look so you can track your opponents with it and not only get a hit when it’s moving toward them, but also when it spins back to your hand.  It acts much like a sort of deadly boomerang in this way.  The saber can be blocked, however; even if you see it pass through someone, you may not have gotten a hit because they blocked it.  It doesn't block all the time, so you can manage to get plenty of hits with this move.  You can also affect where you want the saber to go to some extent.  Here's how:

   Back or Standing Still + Saber Throw: Shorter distance throw, but easier to control.
   Forward + Saber Throw: Long distance throw, but harder to control.

   Strafe Left + Saber Throw: Saber spins farther to the right.
   Strafe Right + Saber Throw: Saber spins farther to the left.

Saber Throw does drain your mana like any other force power, and like Push, you can only get a limited amount of throws if you are playing on a lower force level.  Several ways of avoiding getting hit by a thrown saber are: A) jump, flip, or Force Jump away; B) back handspring out of the saber's range; or C) roll around the saber.  Rolling, however, isn't always the best decision because the player can move the saber to track you in any direction you go, so look out for that.

SABER MOVES


Now on to the actual saber attacks.  From my time in the JK circuit, I have learned a few simple things about saber fighting:

1. Faster is not always better.  Sometimes waiting for opponents to make the first move or come to you gives you the advantage if you know what you are doing.

2. Always watch and study your opponent.  It may sound corny, but if you watch carefully, you can see what moves he/she uses more often than others and can then anticipate them, giving you a huge advantage.

3. Know all the moves.  Once you have mastered all the moves, you will know what you have at your disposal as far as attacks go.

4. Don't forget about lag.  Everyone has lag, and everyone has his/her own level of lag.  You can't avoid it, so you need to learn how to "work the system" so to speak.  I'll go into that later though.  Even the most lagged of opponents can be killed if you know how.

5. Listen for the shield hit.  Every time you actually hit someone when they have any shields, it will make the shield hit sound.  So if you think you've hit someone a million times just because it looked like it on your screen, think again.  This sound is the only way you'll know, so keep your ears open for it.

Single-Bladed Saber Moves
The Lightsaber and Long Lightsaber have all the same moves.  There are 11 separate moves each with their own range and area of damage.  They are:


- Standing Slashes


- Right and Left Strafing Chops


- Forward Slashes


- Back Swings


- Kyle’s Double Swing

- Forward Stab


- Right and Left Spinning Slashes


- Jerec’s Horizontal Shred


- Obi-Wan’s Rear Stab


- Overhead Chop


- Qui-Gon’s Double Slash

NOTE:  The spinning slashes are VERY difficult to do without using the mouse/keyboard configuration.  I have had many people ask me how to do that move because they couldn't.  The most common reason was because they were using a joystick, just the keyboard, or a gamepad.  Also note no one attack does any more damage than another.  The damage ratio is differentiated among the sabers—not their individual attacks.  (See the Fighting with Lag section for details).

1. Standing Slashes:  Standing Still + Fire 1

Two basic left and right slashes.  Simple, yes, but they have a good sweeping range.  When in close (face to face with an opponent), these moves are a good way to get a hit or even a good block.  I recommend using this one when you have an opponent charging head on.  With lag, depending on how much lag your opponent has, you will need to swing when they are about one and a half saber lengths away.  As in, swinging when you know it won't actually hit since he/she is too far away, but it will likely actually hit due to lag.

2. Right and Left Strafing Chops:  Strafe Left or Right + Fire 1


The strafing chops are other original moves from the game.  People tend to circle around you and use these moves a lot.  This is a good way to get at least one hit, but if you just keep doing them, it’s very predictable.  Good for a sure hit in close, you can really do some damage.  Another good technique with these swings is backing up and alternating between left and right swings.  This is good for charging opponents and, as I have found, works well against the Sith lightsaber.

3. Forward Slashes:  Forward + Fire 1


Mostly used in combo moves, these swings can do some damage in close, but are not much in terms of range.  These attacks probably leave you the most vulnerable because they’re forward-stepping attacks; they should not be used excessively because of this.  A good way to use them is to charge forward with a couple of swings then stop moving, find your opponent, then use a standing slash attack.  It is also good in combination with the back swing: i.e. charge forward two swings then back swing a little.  This may fool your opponent into charging into your back swings and get you a few hits.

4. Back Swings:  Backward + Fire 1


The back swing is possibly—as far as I have seen—the most underused attack of them all.  Like the forward slashes, it does leave you very exposed from behind.  If you have an opponent in front of you coming at you from side to side, the back swing is one sure way to get a hit.  Be warned: many people like to roll behind you when they see you doing these moves.  Be sure to try and keep your opponent in front of you at all times.  Even if you can't get a hit, you'll at least be able to turn and block if he/she does manage to get behind you.  The back swings are also good to initiate blocks for head on attacks.

5. Kyle’s Double Swing:  Backward + Fire 2


Massively overused by many, this attack, while it may look intimidating, actually has many weaknesses—the first of which is the time it takes to complete the whole move.  In the time it takes to finish a whole double swing, you could do a quick roll, a stab, and a spin before your opponent is even swinging again.  Also, it is very inaccurate and can be easily avoided by rolling or even just straight up blocking it.  Although it is good because of its large sweeping motions, you really need to be right up close or even right in front of your opponent to really get a hit.

6. Forward Stab:  Walk (or Duck) + Fire 2


Possibly the deadliest attack in SBX.  It’s fast, it’s accurate, and if you hit the "sweet spot", it’s an almost guaranteed kill.  First off, to do the stab, I think the best way it to assign a key to Walk in the Keyboard Controls menu.  This way you will be able to perform the stab without having to crouch first.  The forward stab does have its downfalls however.  Like all forward attacks, it leaves you open in the back, but because this is such a quick attack, it is easier to re-adjust yourself if someone gets behind you.  The "sweet spot" is just that area.  If you can actually plunge the saber into that exposed back area (of course, with lag, your opponent may not actually be there when you do it), it will cause great damage.  This also goes for the front attacks, but the stab is more likely to be blocked or the person will roll or jump away before you can get there.


There is another way to get some good hits with the forward stab, such as following it with a back handspring.  Most people will see you move forward with the stab then assume you will either continue forward for another attack or roll.  The back handspring allows you to clear some space, and if they charge you, you can just repeat this combo.  It works well with lag, in the sense that you can stab out of range of your opponent and flip back before he even gets close.

7. Right and Left Spinning Slashes:  Left or Right Turn + Fire 1


Many people have asked me how to do this move, so let me just clear it up.  It is very difficult (or downright impossible) to perform the spin unless you play with a mouse.  For those of you who don’t play with a mouse, I suggest you do so, or at least try it please.  Just make sure you have your mouse sensitivity up to a good range.  It allows you to make faster turn-arounds, and when you turn as fast as you can, the spin will also increase its rotations.  The spin is just the all around best attack in my book.  It can hit opponents behind you and in front of you.  Its wide range allows for just clearing some space between you and your opponent, or doing maximum damage when you’re in close.  It is very effective when combined with a roll around your opponent.  It is also good when using the Saber Throw.  As soon as your saber has returned to your hand, just keep turning your self enough to start the spin, and it proves to be quite deadly if an opponent chooses to charge in while your saber is in flight.

8. Jerec’s Horizontal Shred:  Fire 2 when standing still or strafing


One of Jerec's personal moves from the single player game, this swing is a wide sweep going from left to right in front of you.  It is especially good for an incoming opponent because it has such a wide range and is a very quick swing.  It is also good to use when using a circling attack, much like the strafing chops, but it is very predictable after a while.  It is also well suited while jumping or coming out of a roll.  Roll behind someone fast and come out of it with this swing, and you have a good chance of getting a hit.

9. Obi-Wan’s Rear Stab:  Walk + Backward + Fire 1 while standing


This move is much more for show than use in actual combat.  Timing is everything because the attack itself takes a while to perform and reset.  Sometimes, by accident mostly, someone will charge into the saber from behind, but for the most part this just looks really cool :-)

10. Overhead Chop:  Walk or Duck + Forward + Fire 1.  Can also be done while pressing Forward + Fire 1 in the air.

A great move when you’re jumping over, on top of, or in front of an opponent.  Although it is a very quick attack, it is very unidirectional and leaves you very exposed.  It’s mainly a frontal attack and can cause a lot of damage if you get in close or above your opponent.

11. Qui-Gon’s Double Slash:  Fire 2 when running forward


Again a very unidirectional attack, much like the overhead chop.  It does, however, swing along your left side before it comes slamming down over your head, which provides good coverage on your left when you do this move.  A good fast move when in close and charging, but still leaves you open on your back and right sides.

Sith Lightsaber Moves

The Sithsaber has only a limited number of moves, but they are all very effective.  They are as listed here:


- Right Strafing Strike


- Left Strafing Strike


- Standing Strikes


- Spinning Stab


- Forward Paddle Slashes


- Windmill Attack


- Paddle Slashes with Spin

1. Right Strafing Strike:  Strafe Right + Fire 1


Much like the right strafing chop for the saber, it can be used in the same way.  The circling technique works well with this attack because of the lower saber, which swings behind your back a bit during the swing.  It has the same fallacies as the corresponding lightsaber attack, but you’re more apt to get a hit because of having two sabers instead of just one.  Also, this move is very quick.

2. Left Strafing Strike:  Strafe Left + Fire 1


Different from its counterpart, this swing goes to the right and—not only that—but it has a wider range.  The staff will swing out in front of you and all the way behind you as well; it looks more like a half circle swing than anything else and is good when passing along side an opponent.  So, instead of just stopping just when your saber reaches your shoulder, this swing will snap all the way back, creating a larger attack area.

3. Standing Strikes:  Standing Still + Fire 1


These attacks are the same as the left and right strikes; however, I put them in their own category because they alternate between the two swings, and the left chop is a bit slower than its right strafing strike counterpart for more damage possibility.  Good for opponents charging from any frontal area because of the alternating swings.

4. Spinning Stab:  Walk + Forward + Fire 1 while standing or Forward + Fire 1 in air


Probably one of the best attacks the Sithsaber has at its disposal.  Not only is it a stab, but also before you actually move forward to stab, you do a 360 spin, which in itself is very deadly.  Then, you lunge forward a bit and move in for a stab.  This is a very versatile attack, mainly because it can also be done in mid-air.  This opens up a whole range of attacks from forward charges, to rolling behind someone and stabbing in the back, or even flying attacks.  The fact that you spin around before you stab makes this attack first rate in range and effectiveness.  Still, you are temporarily frozen as you lean forward to stab, leaving you quite open for attacks.  Note that Darth Maul used this move to finish Qui-Gon Jinn.

5. Forward Paddle Slashes:  Forward + Fire 1


Another versatile attack that can be performed easily in the air.  Some drawbacks, however, are that it’s very frontally oriented and should be mainly used for overhead or head on attacks.  It is good though if someone tries to roll around you.  It does have a nice left and right range for its swings and is good for blocking as well.  Of course, its main function is for charging foes.

6. Windmill Attack:  Backward + Fire 1


In my opinion, the best attack for the Sithsaber.  This too can be done in the air.  A good technique all around for this move is—because you cannot start it unless you are moving backwards—try and quickly start your staff spinning and then move forward quickly so that you can use it while moving forward.  It has good range and is good up close at any time, or when someone tries to roll around behind you.  This attack manages to get more hits if used properly.  Also, a real killer if you have someone trying to jump over you or on top of you.  It’s very good when coming out of a roll yourself; as you are rolling, just hold back and Fire 1 and you'll come out of the roll with big ole spinning blades of death.

7. Paddle Slashes with Spin:  Fire 2


This move is the same as the forward paddle slashes although there is a bit of an overhead spin at the end of the move.  This extra spin is great to snag enemies to your right, as well as offering variety when mixed with the forward paddle slashes in wild charge attacks.

FIGHTING WITH LAG

Because SBX is so graphically intense, it produces a little extra lag.  You cannot escape lag, even with the best of connections.  There are, however, ways of understanding how lag works so that you can anticipate where someone will be—even if you can't see them move there.  


There are two different types of lag that I have seen.  The first, and most common, is called "Warping".  This is when a player seems to disappear and jump around on your screen a lot.  This causes several problems for you and that person because you cannot actually follow him/her when you fight.  Your opponent may disappear from in front of you, and suddenly end up behind you, stabbing you in the back.  Warping is very frustrating, and sometimes, impossible to play with, but there are ways of getting around it.


First, watch carefully in which direction your opponent looks to be going before he warps.  Then you know where he might be and plan your attack accordingly.  This involves "leading" your attacks, which means swinging in the general area where he/she will most likely be going to.  Even if you swing at thin air, you may get a hit if you time it right.  This is especially important for the Saber Throw.  Ex.:  from a distance, you see a player move to the left.  You know he/she warps a lot, so you throw your saber 1-3 body lengths in front of the person.  This also works when an opponent is charging you head on.  Plan to start swinging even if the person is out of range because he may warp right into your swings.  Again, timing is everything and it is tricky at first, but I still believe the idea of "leading" your target works fine with some practice.


The second type of lag, and the easiest to work with, I call "Time" lag.  This means that the person may not warp around a lot, but if you watch, he or she will go to spots you have already been and it seems like they are a second or two behind you.  You can tell if they are lagging in this way if you move around a lot and then stand still and watch them.  After they have gone to all the places you were, they will turn and face you.  You can use the same techniques as previously mentioned with warping lag here as well.  The same principle holds true, except there is a time difference, and you can see them move around perfectly.  This does, however, give you somewhat of an advantage, seeing as how you will know exactly where your opponent will be if they follow you around when attacking.


It is also very important, and I can't stress this enough, to listen for the shield hit sound, which occurs when you actually do damage to someone.  This is, quite possibly, the only way you will know when you make a sure hit on someone.  If, while playing, you count the number of hits you make, you can figure out exactly how much health the other person has, and plan your attacks accordingly.  Also, knowing how much damage each saber does will help as well.  Here is a quick run down of saber damage:

Lightsaber:  60 hit points – roughly 4 hits to kill someone with 100/100 health and shield ratings

Sith Lightsaber:  50 hit points – roughly 5 hits to kill someone with 100/100 health and shield ratings

Long Lightsaber:  40 hit points – roughly 6 hits to kill someone with 100/100 health and shield ratings

4-6 hits to kill someone??  With a lightsaber?!  That may sound like a lot, but in actuality, SBX’s active saber damage makes these hits quite rapid.  For example, one lightsaber attack could result in one, two—even up to four hits.  In general, your best bet is to try to keep the lightsaber blade(s) within your victims; damage can really rack up.


Hopefully, all this will make some sense and help you better understand the SBX mods and how to use them.  Practice, play, and use this knowledge wisely.  Some day, it may save your life—well, in the game anyway.  If anyone has any questions about this manual or the SBX mods, feel free to e-mail me at masterrobinton@earthlink.net or post on the MOTL forums at http://web.ukonline.co.uk/motl.  We are here to help you get better!
