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Event name (P: Player, O: Opponent)

P Hit a weak attack

O Hit a weak attack

P. Hit a strong attack

Q. Hit a strong attack

P. Throw the enemy

0. Throw the enemy

P Block an attack

0. Block an attack

P. Complete a weak projectile attack

0. Complete a weak projectile attack

P. Complete a strong projectile attack

Q. Complete a strong projectile attack

P: Complete a Super Projectile Attack (Fireball)

O Complete a Super Projectile Attack

P: Hit a combo of more than 3 hits

O Hlt a combo of more than 3 hits

P: Break the opponent's combo

O: Break the opponent's combo

P Knock back the enemy
0O Knock back the snemy
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